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ABOUT.

This booklet or manual is my way to try to 
prototype and visualize my concept for play in 
a specific retail surrounding, inside the IKEA 
department store.

The initial brief was to create a general approach 
to improving the play facilities at IKEA. What 
I did was to analyze what play can be within 
the already existing context of an IKEA depart-
ment store. From that, I designed a method and 
a gereral approach that is to Play it! It means to 
identify play opportunities in the furniture and 
space existing within IKEA, and play with/in/
at/under/over/between/thanks to it. It means to 
make play a natural part of an IKEA experience, 
and not something that has to be added. It means 
looking at play in IKEA not as a service towards 
the shopping parents, but actually towards the 
children. And it means using your imagination to 
create lasting play experiences.



This is IKEA.
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IKEA.

IKEA is an international company that sells self-
assembly furniture for the home environment.

IKEA has over 300 stores in 38 countries.



This is also IKEA.

And this.
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The customers.

A store would not be much without it´s cus-
tomers. And IKEA has a lot of them. Of course 
people come to IKEA for shopping, but often a 
visit becomes an experience that does not include 
only that. The numbers of services provided by 
IKEA towards it´s customers are many, making 
into something else than just a store. Its a travel 
destination. People take their whole family there. 
Travel agencies has special “IKEA-packages”. And 
we spend a lot of time in the store.

The children.

These guys are special. They are also a big part 
of IKEA, somewhere around 20 % actually. But 
they are not considered customers. Why? Well 
for one reason since they don´t have any money 
of their own. Because they are children. They are 
also special since compared to the other 80% of 
the visitors to IKEA most of them are not there 
by their own free will. It´s quite a special situa-
tion.



This is a few of the services from IKEA that the adult shop-
per will encounter during a visit to the store.

AT HOME ENTERING
IN THE STORE

IN THE STORE
IN THE STORE

LEAVING
GETTING THERE

WEBSITE

NEWSPAPER ADS

TV COMMERCIAL

BILLBOARDS

ADS

ADS

MOVIES

MAPS

MAPS

PARKING

SMÅLAND - CHILD CARE SERVICE

SHOPPING CARTS

SHOPPING BAGS

STORE MAP

SHORTCUTS

ARROWS

RULER AND PEN- PLANNING

CHEAP OFFERS

SHOWROOMS - TRY IT

EXHIBITIONS 

FACT SHEETS 

TOILETS 

RESTAURANT

INFO DESK

INFO DESK

EMPLOYEES PLAY FACILITIES

NURSING ROOMS

IKEA FAMILY OFFERS

TECHNICAL INFO

INTERIOR TIPS

SELF SERVICE

PICK UP

PICK UP

PAYING

SELF SERVICE 
CHECK OUT

CASHIER

FOOD COURT

FOOD COURT

FOOD COURT

MARKET HALL

CATALOUGE

INFO DESK
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Services towards the adult shopper

Focusing on a visit to the store, the adult shopper 
will encounter a lot of touch points between him/
her and IKEA. There are many services provided 
by a number of reasons, but to enhance the shop-
ping experience.

Already at home you can plan your shopping 
through the website. You get offers through 
commercials in newspapers, on TV, and on the 
web. When you go there you meet ads and when 
arriving there are lots of information on the park-
ing lot. You enter, and get a choice to leave your 
children in Småland, you can pick up a shopping 
cart or shopping bag, there are catalogues there... 
the list goes on. Since there is a pathway to follow 
in the store these touch points will follow in a 
quite convenient way to make sure your shopping 
experience makes you satisfied so you will return 
next time.



AT HOME ENTERING
IN THE STORE

IN THE STORE
IN THE STORE

LEAVING
GETTING THERE

SMÅLAND*

* NOT DIRECTED DIRECTLY TO CHILDREN BUT TO PARENTS
** NOT ALL STORES

PLAY ISLANDS PLAY TOWERCHILDRENS IKEA*

SHOWROOM*PLAY TOWER
RESTAURANT*

PLAYGROUND**
TOILETS* 

FOOD COURT*

This is the services provided to the children.

Child 3-7

Child 8-11

AT HOME ENTERING
IN THE STORE

IN THE STORE
IN THE STORE

LEAVING
GETTING THERE

SMÅLAND* CHILDRENS IKEA*

SHOWROOM*
RESTAURANT*

PLAYGROUND**

TOILETS* 

FOOD COURT*

* NOT DIRECTED DIRECTLY TO CHILDREN BUT TO PARENTS
** NOT ALL STORES
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Services towards the children

Looking at the services provided for children, we 
can see that the touch points are not as many. For 
the younger children, the only service provided 
inside the actual store is the play towers, the 
toilets, the restaurants, and Children´s IKEA. For 
the older children, around 8-11, the touch points 
are almost non existing. And I would say that 
none of these services are for the children, but 
they are for their parents. I will talk more about 
that.

The actual play services that are provided inside 
the store, with some exceptions, is represented by 
the play towers.



The play towers.
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The play towers

The existing play towers, consisting of a tower  
construction with a number of games provided, is 
not fully functional. 

They are only working towards younger children, 
they are hard to fit in the crowded space and can 
be seen blocking the path of  the shopping carts, 
they don’t work so well together with the store 
lay out and the products being sold, they make 
unwanted sounds and they provide quite simple 
game solutions that has small or no connection to 
home furnishing.

Positive things are that they are flexible, they 
seem to be attractive for the young children, and 
they are quite easy to handle.



CHALLENGE NEEDS SOLUTION

How could a visit to IKEA become a funnier experience for children?
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So how could a visit to IKEA become 
a funnier experience for children?

When it comes to placing play facilities in the 
store, a lot of issues have to be considered. Some 
examples:

•	 The	(lack	of	)	space	
•	 The	store	lay-out	
•	 Exhibitions	are	changed	quite	frequently	
•	 The	shopping	carts	used	in	the	store

The solutions provided has to be very flexible and 
space efficient in order to work well within the 
store. Since exhibitions in both showroom, market 
hall, and other areas will be moved around dur-
ing the year it is also very important that the play 
facilities can work together with these factors.

So how can these play facilities look? How can play 
opportunities be provided in a retail surrounding ?



CHALLENGE NEEDS SOLUTION

Children

Age groups

3-5 6-7 8-11

Activities

Parents IKEA

Active

Solitary

Cooperative

Creative

Calm

Dramatic

Physical play, with or without equipment

Painting, drawing, problem-solving etc.

 Picture books, reading, investigating etc.

Tactility
Sorting
Role play
Supervised exploring

Tactility
Sorting
Role play
Exploring

Independant
Chill-out needs
Games
Responsible

Role play, performing, fantasy etc.

What kind of play can occur?
More independant
Game capable
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What kind of play can occur?

Focusing on the children’s needs, what play can 
occur in the store? There are of course many ways 
to play. But as seen to the right the different age 
groups have different needs and different ways 
of playing. Even though all age groups can do all 
the different types of play, the way they do it will 
differ.

As it is right now the biggest needs are within the 
age group 8-11. These children can be considered 
too old to play with toys, and too young to be 
adult consumers. 

Other needs has to be considered, like the fact 
that some children play by themselves, and other 
together with peers. Solutions should have the pos-
sibilities to offer both solitary and cooperative play.



NEEDS SOLUTION

What could a solution look like?

CHALLENGE

!
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So what could a solution look like?

The solution to offering play in a retail surround-
ing like the IKEA department store is not to add 
more play facilities like the play towers. Instead, it 
can be summed up like this:

•	 Using the already existing space and furniture 
for play by changing or enhancing the meaning 
of it rather than adding new play facilities.

•	 Looking at the existing space provided and 
defining what play opportunities that can occur 

•	 Transforming those play opportunities into play 
experiences

•	 Looking at how it can be made possible to 
maintain a play experience throughout the store 
by working with what happens between the 
touch points.

To explain what I mean with this I have created a 
concept.



The concept.

PLAY IT!
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What is “Play it!” 



23

Play it! consists of

•	 A general approach and idea
	
•	 Looking at IKEA as a playground
•	 Play as a service 
•	 Connect to IKEA´s values and home furnishing
	  
•	 A method 

•	 Define play opportunities in the store
•	 Create play areas connected to the departments
•	  Activate play space in the store with storytelling
•	 Activate play space through graphic floor patterns
•	 Open ended approach to play - DIY-thinking



IKEA as a playground.
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The IKEA playground

To be able to work with play in IKEA in an effi-
cient and intelligent way we have to look at what 
IKEA is, what children are, and what it means to 
play. 

IKEA can already be defined in a way as an amaz-
ing playground. It has many things that separates 
IKEA from other stores, but also from other 
playgrounds. First, its like an elongation of the 
home. Here you have all the things that you have 
in a home environment (kitchen, bedroom, living 
room, sofas, beds etc.) with all the play opportu-
nities that are provided there. 

Besides that, you have other spaces with amazing 
play opportunities. A whole department full of 
beds for example. Endless corridors perfect for 
hide and seek games.

Children are quite amazing, that they don’t really 
need toys to play. Play can be about investigating, 
exploring, learning and having fun. And IKEA 
already provides all this.



Play as a service.
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Play?

Define play opportunities: 
What situations/objects affords play and how does 

it afford play?

Define touch points: 
The point where the play service from IKEA meets 

the child

Play areas Play activities

Conceptualize

Play as a service

So what´s new with looking at play as a service 
from IKEA´s side? They have had play services 
before some might argue. Well, I would say that 
it is not the play that has been a service, it is the 
offering of play facilities. 

By thinking of play as a service from IKEA to-
wards the children and not their parents, a more 
dynamic and interesting play environment can be 
created that not only the children but also IKEA 
and the parents can benefit from. This means 
looking through the glasses of children when 
looking for play opportunities and also when de-
fining the most important touch points to work 
with.

With the starting point that play is provided as a 
service from IKEA´s side towards children, I have 
developed a method for working toward intelli-
gent and creative solutions for play as can be seen 
to the right. The different steps will be explained 
in detail further on.



Connect to IKEA´s values and home furnishing.
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Play it! aims to connect to IKEA´s 
values and home furnishing by:
 
•	 Making use of existing range to create mean-

ing and to trigger play

To as far as it is possible define play opportunities 
within the existing products and using them instead 
of adding things.

•	 Keep it simple

By not making complicated games and play facilities 
when the play opportunities already exists within the 
store.

•	 Make use of store lay out

To think about play areas and where play can occur 
already when designing store lay out and exhibi-
tions.

•	 Having an approach to play that makes peo-
ple value the service

To work with the play opportunities in the store in 
a way that makes not only children enjoy them, but 
also letting them be values for parents/caretakers and 
elderly

•	 Relate play to IKEA furniture

By using the existing range and space in the store the 
customers can relate play and play opportunities to 
home furnishing



Identifying and defining play opportunities.
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Identifying and defining play 
opportunities.

As already been said IKEA can be seen as a play-
ground, full of play opportunities. 

The opportunities can be divided into many dif-
ferent possibilities. 

•	 Playing with furniture. 
•	 Playing with the space in between the furni-

ture. 
•	 Playing within the room structure.  
•	 Playing with the structures originally there to 

carry furniture. 
•	 Imaginary play connected to all these
•	 And playing in combinations of these. 

To not get lost in trying to identify and use these 
opportunities it is important to use the whole 
design method to not forget aspects like safety, 
usage and cost.



The most important tool. 
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The most important tool. 

The most important tool for identifying the play 
opportunities is of course the child itself. 

In the mind of a child everything can become 
anything. In a special retail environment like the 
IKEA store the possibilities are almost endless. 
The structure is already there and by looking at 
how a child is playing at home that will also be 
a clue to how IKEA can use this to enhance the 
play experiences in the store.

The best way of finding many of the play experi-
ences is just asking a child. How can you play here? 
What can you do here? Who can live here? And then 
finding out how to make those opportunities into 
real and safe situations and activities.

Identifying play opportunities is also a way to use 
the existing store for designing new play equip-
ment. By investigating how fun a sofa can be in 
itself it is possible to transfer that into a playing 
experience. The actual experience can then come 
alive in a number of ways; through building a 
play sofa, through putting a rough textile on a 
sofa, or putting a book in the sofa.  The list can 
me made long. It is important to remember that 
the meaning and function of an object like a bed 
can change just depending on what you put in it.



The play signal. 
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The play signal. 

Connected to the play opportunity is of course 
the play signal. When having identified and de-
fined the play opportunity is important to reflect 
about the play signal. The play signal is the thing 
that actually triggers the play activity. The x-
factor that transforms a situation into something 
else. 

What that trigger is depends on situation. But by 
thinking and working with it, the need for play 
facilities in a place like the IKEA department 
store could completely disappear.

It can be worked with it in different ways. It can 
be something imaginative like just a thought, 
it can be a friend or another person, it can be 
something material like some stairs up to a bed or 
just a sign that says “please play here”. Important 
to remember is that the function of play signal 
can change from person to person, and situation 
to situation.



ENTRANCE IKEA FAMIFF LYLL

RESTAURANT &TT CAFELIVING ROOMS
SHELVES/STORAGELL

WORK IKEA DINING

KITCHEN

CLOSET/W// ARDROBESWW

BEDROOMS

Introduction + play kit Sorting

Organizing

Books - reading

Exploring - cubbord 
- drawersSofas

Arm chairs

Pillows

Hiding under blan-
kets

Hide and seek

Resting

Dramatic play

Dramatic play

work shops

under kitchen table

making tables

Narnia

Hiding

Own space

Creative play

Sitting under desk
Drawing/ writing

Thinking

Clothes

Dressing

Roll play Roll play

IKEA childrens 
kitchen

Bed activities

Reading books

Pictures behind locker doors etc.

Play opportunities examples: Show room
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ENTRANCE

IKEA FAMILY

RESTAURANT & 
CAFE

LIVING ROOMS

SHELVES/STORAGE

WORK IKEA

DINING

KITCHEN

CLOSET/WARDROBES

BEDROOMS Play opportunities in SHOWROOM

Showroom can be said to be like a big doll house. 
Lot´s of rooms without anyone living there. All 
these rooms are of course great opportunities 
for role- and act out play. All that is needed for 
a controlled play experience is a designated play 
signal to certain play areas.

Other specific play opportunities could be a crea-
tive desk area in the work section. A sofa made 
for climbing in the living room area. Or just  a 
bed with some books and cushions in it in the 
bedroom area. 

The IKEA´s children’s kitchen could always be 
presented in the kitchen section, and have an area 
there designated to role play. Not only to play 
kitchen but also to give children an opportunity 
to imitate parents shopping. 

In storage section there could be areas connected 
to sorting and organizing, in closet and wardrobes 
it´s possible to work with solutions related to 
space/darkness, narrow areas etc.



HOME DECORATION

WALL DECORATION

RUGS & FLOORINGENTRANCE

COOKSHOP & TABLEWARE CHILDRENS IKEATEXTILES

BED TEXTILES BATHSHOP

LIGHTING

HOME ORGANIZATION

IKEA childrens 
kitchen IKEA childrens 

kitchen

cushions

pillows

reading

music

light effects

“cozy” areas

childrens lamps

sorting/ oranizing

block toys

time/clocks

mirrors

mirrors

calm play, chill out, use effect of 
light and lamps

Light experiments; light as space 
creator; sunshine; colour

Bathroom; water; washing; teeth 
brushing; sleeping; umbrella

Play opportunities examples: Market hall
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Play opportunities MARKET HALL

Market hall is a little harder area to define play op-
portunities within, however the need for play areas 
are even bigger here. 

But there are big possibilities to create areas that 
are working with the specific department themes 
and is far more interesting than regular play facili-
ties.

In Market Hall there are big open spaces which 
offers opportunities for active play. The rugs & 
flooring section provides great tactile possibilities.  
Home organization and wall decoration could use 
the fact that they are selling pictures and mirrors 
and use convex and concave mirrors or/and build-
ing mirror rooms. Lighting section could offer a 
play area designated to lamps and optical phenom-
enons. 

Other play opportunities can be defined within 
the actual space. Exploring, active games, treasure 
hunts, use of imagination. I will give examples of 
these kind of play opportunities further on.

HOME DECORATION

WALL DECORATION

RUGS & FLOORING

ENTRANCE

COOKSHOP & TABLE-
WARE

CHILDRENS IKEA

TEXTILES

BED TEXTILES

BATHS HOP

LIGHTING

HOME ORGANIZATION



Defining touch points: Play activities

Example Market hall: Rugs & Flooring section
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Indoor bench
IKEA provides a service for people that are tired, 
an indoor bench. However, this could be im-
proved in a more innovative way to offer play/
creative seating/seating.

Big open floor area
All open floors are a natural place 
for active body play

Rug show table
Presenting rugs in a way that 
offers curiosity, play opportunity 
and usage.

Rugs
The rugs are very tactile kind of 
furniture that could offer a big 
amount of play opportunities 
in itself

Hanging rug stand
Hanging rugs create layers of 
material that could be used for 
exploring and hiding

Play opportunities:
Rugs & Flooring section

Examples on how play opportunities can be de-
fined in the Rugs & Flooring section.



Defining touch points: Play areas
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umbrella

Many different play areas

Instead of having a few designated play units 
or areas, my opinion is that it should be many. 
Preferably at least one in every department. 
This would create a better consumer flow and a 
more playful experience for children. As long as 
possible these areas can be connected to defined 
play opportunities, but can also consist of more 
simple solutions like carpets on the floor with 
toys or poufs, benches that offers play opportu-
nities, etc.

By doing like this the parent/caretaker is given 
an opportunity to concentrate in every depart-
ment, while the child gets an experience that 
is fun/challenging/interesting for a certain 
amount of time.

Placement

The play areas should be placed in a central 
place of the department where the parent/care-
taker has full visual control. It is also important 
so the child has a feeling of security and can see 
where the parent/caretaker is.



FLOORS

SOFT TACTILER OUND FLAT COLOURFULEXITING

EQUIPMENT/AREA

CONNOTATIVE

VALUES

HANGING RUG STAND RESTING BENCH SHOW TABLES SHELVES/ ISLES

FLYING CARPET ORIENTAL GRASS/HILL OCEAN PROTECTION

ACTIVE

Example: conceptualizing
Play opportunities: Rugs & Flooring Area
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Example conceptualizing

One method to create valid concepts from the 
play opportunities in the different departments is 
to do it according to the table on the left.

By putting up a table with certain parameters and 
keywords belonging to in this case the Rugs and 
Flooring area, one can start narrowing down to 
get a more distilled amount of keywords. And by 
doing that intensifying the design process.

In the example that is made I chose the param-
eters equipment/area, connotative aspects, and 
emotional and tactile values. 

By testing and with some experience and imagi-
nation, the words “flying carpet, oriental, grass/
hill, show tables” and “active”, can be enough to 
get a sketching phase initiated or ideas for how to 
define a play area and turning it into a working 
concept.



Example: Rugs & Flooring department play area

Play situation: The Flying Carpet



47

Play situation:
The flying carpet

The flying carpet is an example on how a play 
area designed after the methods and ideas in this 
booklet can function and appear. 

•	 Multiple solutions
•	 Does not require any additional space in the 

department
•	 Offers show table properties
•	 May offer rug storage
•	 Provides a creative sitting experience
•	 Offers the 8-11 year old´s to zone out and relax 

as well as a stimulating and creative climbing/
sitting situation

•	 Offers the lower age groups a tactile, explorative 
and imaginative experience and play situation

•	 Connects directly to the specific department and 
the surrounding environment

•	 Creates (hopefully, yet not tested) a playing expe-
rience for a longer amount of time to live up to 
estimated shopping time

•	 Connotates different games depending on the rug
•	 Modular and  flexible

Central placed play area in the Rugs &Flooring 
department; The Flying Carpet



User possibilities 8-11 years old
Allows age group 8-11 to enjoy a tactile and different area to sit down and zone out.
Talking to their friends or siblings or using their cellphone while waiting for their parents 
to finish shopping. Creative sitting for new experiences and sensorial and motor practice.
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User possibilities 5-7 years old
Allows age group 8-11 to enjoy a tactile and different area to sit down and move around, 
using imagination to play active, imaginary and explorative games. Also good for sensorial 
and motor practice.



User possibilities 3-4 years old and younger
Offers the younger children a creative, tactile and active play area. To enjoy by themselves 
or together with parent/caretaker or friends/siblings.
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The Flying Carpet

Could be many flexible module solutions within 
the same size as todays show tables. Possibly a 
wood/plywood construction with grip material 
on top to prevent sliding and closing mechanisms 
on the sides to prevent movement. Should be 
possible to move depending on exhibitions, but 
act as a play area in a relatively central space. The 
play experience (tactileness, softness, visual ap-
pearance)will change depending on  the rug/rugs 
laying on top being on show for the moment.

1800 mm 1800 mm

400 mm

550 mm



Play situation: Activate space through storytelling
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Activate space through storytelling 
Instead of putting in lots of extra play equip-
ment to create  an exiting play experience it can 
be better to use the fact that IKEA has a lot of 
different kind of spaces. To combine this with 
a child imagination can very well be enough to 
create desired effect. 

And to achieve this through storytelling could 
be a both fun and effective way. It is easy to see 
that in between all the shelves and in all the 
rooms there are a lot of play opportunities. This 
might very well be enough for play, but one 
could also add clues to direct the play situation 
and enhance the play experience.

By adding signs and symbols that helps the 
child to create stories about the environment, a 
seed is planted that hopefully will create a chain 
of thoughts that makes a otherwise  “empty” 
area play active in the child´s mind.
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Activate space through storytelling 
- clues and symbols

As an example I have designed a series of symbols 
that all have in common that they do not usually 
occur inside IKEA and that they are some form 
of index. 

By putting these tracks and traces through out 
the store I want the child to start reflecting 
about the space and the meaning of the furniture 
around him/her.

As an example by adding pictures of leaves below 
a shelf, it can change the meaning of it and turn 
it into a tree. By putting a image of a puddle of 
water on the floor makes the child think about 
how it got there and can transport the child to an 
imaginary outdoor environment. An image of a 
couple of glasses makes you wonder who left them 
there? Who lives here? Who could live here? And so 
on.

A continuation could be to provide the children 
with a “creative storybook” in the beginning of 
the tour, and let them create stories in different 
ways with help of the symbols on the way.



Exploring, investigating and imagining
Moving around in the store together with parent/caretaker and using these clues and sym-
bols to give objects and spaces a new meaning. In this case handprints on the floor; who 
left them there? And why?
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Exploring, investigating and imagining
Using reflective foil to create an effect of a shiny puddle of water under a shelf with tow-
els. Why is that there? Has there been water here? What can have happened prior to this?



Play situation: Activate space through graphic floor patterns
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Activate space through graphic floor 
patterns

Since there might be problems to create platforms 
for active play in the store environment because of 
lack of space, one way of achieving this anyway is 
to work with a playing situation consisting of dif-
ferent kind of patterns on the floor. 

Depending on appearance and placement these 
can trigger different kinds of active play opportu-
nities in the already existing space. 

As an example, more narrow areas can have pat-
terns that triggers slow kind of active play like bal-
ance practice. Other areas that are more open, like 
in the end of the Market hall, other patterns that 
triggers jumping or running can be tested.

These can patterns can be both completely abstract 
and contain game structures and clues to predeter-
mined functions like reading, counting etc.

These also has the benefit that they can easily be 
moved and replaced when exhibitions change.



Activate space through graphic floor 
patterns

Different examples of open ended patterns using the 
graphic system.
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Active games inside the store
By adding abstract floor patterns in an innovative way it is possible to create a platform 
for active and creative play. It could be in the form of a hopscotch game, letting the chil-
dren deciding the rules.



Active games inside the store
Where there are bigger space, patterns that require bigger motions can be applied. Of 
course safety has to be reconsidered at all these occasions.
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Active games inside the store
At more narrow areas, patterns that promotes balance practice or thinking/creative games 
can be applied. To be a trigger for more calm play. At places like here in the Rugs & 
Flooring section, the actual rugs can be invited into the interaction.



Graphic elements.
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Graphic elements

The thought with Play it! is to use the store in 
itself as the play generator. However, there might 
be a reason to say that it´s allowed to play in some 
places and in others not. Therefor I designed a 
graphic system as example of how to use a such. 
Also for the times when the concept of “Play it!” 
has to be communicated

1. The logo Play it! and the arrows

The idea behind the arrows is simply to point out  
play opportunities and give hints on where to go 
. “Here you can play!” 

2. The lines

This is just another example of how an open end-
ed graphic element can look. What I wanted was 
an element that is playful without being figura-
tive and childish.

3. The colours

The colours are also just meant to be a direction. 
To follow the rest of the concept I wanted colours 
that feels playful without being childish, and that 
can connect to a home environment.

1.
2.

3.



User scenario.
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Entering Scanning in different ways, effect of 
having two different perceptions of 
IKEA. By experience the child reme-
bers IKEA as a really funny experience.

The child directly sees the arrows on 
the �oor pointing towards the desig-
nated play area in the showroom area. 
He/she goes there to investigate and 
interact with other kids. 
His/her parent/caretaker takes the time 
to check out the surrounding furniture 
and prices, but can see the child 
during all that time.

 After a couple minutes both the child 
and the parent/caretaker are ready to 
move on. The parent/caretaker keep 
scanning products while the child is not 
only looking for the next play area but 
also keeping eyes open for the arrows 
and symbols spread out around the 
main isle and in between the shelves.

In the kitchen area the 
parent/caretaker is walking around 
looking at kitchen solutions. The child 
is walking to the play area connected 
to this that is a set up of the kitchen 
equipment from childrens IKEA. 
He/she is imitating his/her 
parent/caretaker and playing shopper. 
The day he/she is there with his/her 
sibling/friend they interact with each 
other and engage in roll play in a 
kitchen surrounding.



The child is in the same area triggered 
to do some exploring play because an 
arrow on the �oor is pointing to the 
kitchen doors. While using them 
exiting and surprinsing images appear 
in between.

In mirror department there is a play 
area in between the mirrors, with 
concave and convex mirrors. By using 
these together with the regular mirrors 
the child is not only using them but 
involving the effect of the regular 
mirrors in the store too.

In between the shelves something is 
showing on the �oor. It´s a footprint of 
some animal?! Why was it here? How 
did it get in here?

Lets go bearhunting! The shelves 
becomes a forest, with mountains in 
the distance.

When suddenly a couple of glasses 
shows on the �oor, the play changes 
character. Its just beside a room setting 
with a sofa and some chairs... Do the 
glasses belong to the person living in 
the room? Who lives there?
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All of a sudden those thoughts are 
being interupted by another child 
asking if they should play a game that 
she just came up with, and you have to 
be many to play it! Its a jumping game, 
and they will use the triangular pattern 
over there on the �oor!

While having a lot of fun, the child now 
and then checks where his/her 
parent/caretaker is. But somehow they 
manage to maintain the same pace 
through the store.

When walking along they discover 
something really cool! Its a �ying 
carpet! 

In their games they visit new worlds 
and climbs Mount Everest! 

Tired from play they rest, feeling the 
rug and pretending they are on a 
grassy hill in the sunshine.


