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Abstract

This study traces the development of amusement parks from medieval fairs and pleasure
gardens to modern immersive environments shaped by technology and intellectual property. It
explores key milestones including the rise of Coney Island, the invention of the roller coaster,
the post-war revival, and the transformative influence of Disneyland. The analysis highlights
how technological innovation, storytelling, and cultural adaptation have defined the
amusement park experience across global contexts. Drawing on interdisciplinary scholarship,
the research examines the integration of digital technologies, sustainability, and urban
planning in contemporary park design. By synthesizing historical and modern developments,
the study offers insights into the enduring cultural significance of amusement parks and their
role in shaping leisure, identity, and urban life.

Keywords: Amusement Park, Cultural Impact, Economic Impact, Entertainment, Fairs,
Festivals, Theme Park

1. Introduction

Amusement parks have long served as cultural touchstones, reflecting societal values, technological
advancements, and evolving leisure practices. From their origins in pleasure gardens and trolley parks of the
nineteenth century to the immersive, Intellectual Property (IP)-driven environments of the twenty-first century,
amusement parks have undergone significant transformation. This research project explores the historical trajectory
of amusement parks, examining key developments, cultural impacts, and technological innovations that have shaped
their evolution.

This study begins with an examination of public entertainment spaces specifically focusing on the social
aspects of early fairs and festivals, as well as pleasure gardens. It then investigates early innovations in
entertainment and leisure. It then traces the rise of Coney Island’s Luna Park, Dreamland, and Steeplechase,
highlighting their role in popularizing thematic storytelling and architectural spectacle, which laid the foundation
for mass entertainment. Subsequent sections address the impact of the Great Depression, the post-war revival, and
the revolutionary influence of Disneyland, which introduced a new model of immersive, family-oriented
entertainment.

Contemporary trends are also examined, including the use of digital technologies to enhance visitor
experiences. The study concludes with a focus on sustainability and urban integration, emphasizing the need for
responsible planning and community engagement.

This research draws on interdisciplinary scholarship from cultural studies, tourism, hospitality
management, and media to provide a comprehensive understanding of amusement park history. By synthesizing
historical and contemporary perspectives, this study aims to contribute to the academic discourse on themed
entertainment and inform future developments in the entertainment and amusement park industry.
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2. Origins of Public Entertainment Spaces
2.1 Medieval Fairs and Festivals

Medieval fairs and festivals were pivotal institutions in the socio-economic landscape of Europe during the
Middle Ages. These events served not only as commercial hubs but also as catalysts for institutional innovation and
regional development. Epstein (1994) argued that the proliferation of regional fairs in late medieval Europe
represented a significant shift in market structures, challenging the notion that economic stagnation dominated the
period. Rather than being mere imitations of international fairs, regional fairs facilitated local and interregional
trade, contributing to economic specialization and growth.

The institutional framework surrounding fairs evolved to reduce transaction costs and support broader
market integration. Munro (2000) emphasized the role of law-merchant courts and financial instruments in
transforming fairs into centers of both commercial and financial activity. These innovations were crucial in enabling
long-distance trade and fostering trust among merchants, particularly in the textile industry. The Champagne Fairs,
for example, exemplified how institutional mechanisms could mitigate risks and enhance the efficiency of trade
networks.

Gaulin and Rau (2025) provided a comprehensive spatiotemporal analysis of fairs from the 14th to the 17th
century, highlighting their role in shaping urban and religious culture. The research in these area underscores the
transnational dimension of pre-modern trade, with fairs acting as nodes in a vast network of economic and cultural
exchange. The integration of archival data and spatial mapping techniques reveals how disputes over fair dates,
merchant mobility, and credit activities influenced the development of urban centers and regional economies.

From these findings we can see that medieval fairs and festivals were far more than periodic gatherings for
trade and celebration. They were dynamic institutions that adapted to changing economic conditions, facilitated
innovation, and played a central role in the evolution of European market systems. Their legacy is evident in the
enduring structures of modern commerce and finance.

2.2 Pleasure Gardens and Early Leisure Spaces

Pleasure gardens emerged as significant leisure spaces in early modern Europe, particularly in Britain
during the seventeenth and eighteenth centuries. These gardens were designed to offer a blend of nature, art, and
entertainment, serving as venues for social interaction across different classes. Conlin (2014) highlighted the
multifaceted nature of pleasure gardens, noting their role in shaping urban culture and public behavior. Vauxhall
Gardens, one of the most iconic examples, provided a stage for music, fashion, and sociability, reflecting the
performative aspects of public leisure.

The evolution of pleasure gardens was further explored by Conlin (2006), who examined their
transformation over time and their cultural significance. The study of Vauxhall Gardens from 1770 to 1859 reveals
how these spaces adapted to changing social norms and urban dynamics. Pleasure gardens were not merely sites of
entertainment but also arenas where notions of class, gender, and morality were negotiated. Their accessibility and
programming allowed for a diverse audience, although true social integration remained limited.

Dubois (2015) provided a nuanced analysis of the musical culture within pleasure gardens, particularly
focusing on Vauxhall. It is argued that these gardens served as transitional spaces between elite and middle-class
musical tastes. While they appeared to democratize access to high culture, the repertoire often reflected a
compromise, catering to a broad audience with a mix of sophisticated and popular music. This cultural hybridity
underscores the complex social dynamics at play in pleasure gardens, where inclusion was more symbolic than
substantive.

Pleasure gardens were pivotal in the development of public leisure and urban sociability. They encapsulated
the tensions and aspirations of early modern society, offering a controlled yet vibrant environment for recreation
and cultural exchange. Their legacy persists in the design and function of contemporary urban parks and
entertainment venues.
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3. Early Amusement Innovations
3.1 Russian Mountains and Ice Slides

The origins of thrill rides and attractions can be traced back to the 17th-century Russian Mountains, which
were slides of ice constructed for winter entertainment. These structures, often reaching heights of 70 to 80 feet,
were built with wooden frames covered in ice and provided thrilling descents for riders on sleds (Cartmell, as cited
in Hester, 2019). The popularity of these slides among Russian aristocracy, including Catherine the Great,
underscores their cultural significance and influence on later amusement innovations.

Historian Carroll Pursell (as cited in Hester, 2019) notes that these ice slides were precursors to modern
roller coasters, with their steep angles and rapid descents offering a prototype for mechanical thrill rides. By the
early 19th century, the concept had migrated to France, where wheeled versions of the Russian Mountains were
developed, allowing for year-round operation and smoother rides (Brachmann, 2015). These adaptations marked a
pivotal moment in the evolution of amusement technology, bridging the gap between seasonal ice slides and what
would eventually become permanent roller coasters.

The historical trajectory of these amusements also reflects broader economic and technological trends.
Munro (2000) emphasized the role of institutional economics in the development of fair-based amusements,
including Russian Mountains. It has been argued that innovations in transaction cost reduction and entertainment
infrastructure were instrumental in transforming these early thrill rides into commercial attractions. The integration
of mechanical design and public leisure contributed to the rise of amusement parks and the roller coaster industry.

As can be seen, Russian Mountains and ice slides represent a foundational chapter in the history of the
amusement industry. Their influence extends beyond mere entertainment, encompassing technological innovation,
cultural exchange, and economic development. The legacy of these icy thrill rides is evident in the continued
popularity and evolution of roller coasters worldwide.

4. The Rise of American Amusement Parks
4.1 Coney Island and the Switchback Railway

Coney Island played a pivotal role in the development of modern amusement parks, particularly through
the introduction of the Switchback Railway in 1884. Designed by LaMarcus Thompson, this ride is widely
considered the first commercially successful roller coaster. It was inspired by the Mauch Chunk Switchback
Railway in Pennsylvania, a gravity-powered coal transport system repurposed for leisure in the 1870s (Brachmann,
2015). Thompson’s innovation marked a turning point in amusement technology, combining mechanical ingenuity
with mass entertainment.

The Switchback Railway at Coney Island featured two parallel tracks and a system for transferring cars
between them, allowing riders to experience a gentle thrill at speeds of approximately six miles per hour. This ride
laid the foundation for future roller coaster designs and catalyzed the growth of amusement parks across America.
Thompson’s contributions were not limited to engineering; he also envisioned amusement as a morally uplifting
experience, countering the perceived vices of urban life (Cartmell, as cited in Hester, 2019).

Following the success of the Switchback Railway, Coney Island saw the emergence of several pioneering
parks including Sea Lion Park (1895) and Luna Park (1903). These venues expanded the scope of amusement by
incorporating themed environments, electric lighting, and elaborate architecture. They transformed Coney Island
into a cultural icon and a testing ground for innovations in leisure and entertainment (Borsay & Furnee, 2016).

The Switchback Railway and the broader development of Coney Island exemplify the intersection of
technology, culture, and urban leisure. The analyses of these developments underscores the significance of these
innovations in shaping the modern amusement park and influencing global leisure practices.

4.2 Steeplechase Park, Luna Park, and Dreamland

The early twentieth century marked a pinnacle time for amusement parks in America, with Luna Park,
Dreamland, and Steeplechase Park emerging as iconic destinations at Coney Island. These parks not only
revolutionized public entertainment but also reflected broader social and technological transformations.
Steeplechase Park, founded in 1897 by George C. Tilyou, was the first of the trio and emphasized physical comedy
and participatory fun. Its attractions, such as the Human Roulette Wheel and the Flopper, encouraged playful
interaction and laughter, often at the expense of dignity (Brooklyn Public Library, 2022).
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Luna Park, opened in 1903 by Frederic Thompson and Elmer Dundy, introduced a new level of wonder and
architectural grandeur. With its electric lights and themed rides like 'A Trip to the Moon,' Luna Park became a
symbol of modernity and innovation (Kellem, 2023). The park’s success led to the proliferation of similarly named
parks worldwide, establishing Luna Park as a global brand in amusement culture (Pursell, 2013). Dreamland, which
opened in 1904, sought to outshine its predecessors with elaborate buildings, a grand lagoon, and attractions that
blended education and entertainment. Despite its ambition, Dreamland’s tenure was short-lived, ending in a
devastating fire in 1911 (Case Western Reserve University, 2023).

These parks catered to a diverse audience, offering affordable leisure to working-class families and serving
as social spaces where norms could be relaxed. As Mohun (2013) noted, the parks provided thrills within a
controlled environment, commodifying risk while ensuring safety. The accessibility of Coney Island via public
transit further democratized amusement, making it a weekend retreat for urban dwellers. Collectively, Steeplechase,
Luna Park, and Dreamland exemplified the fusion of technology, entertainment, and urban culture, laying the
foundation for the modern amusement park.

5. The Golden Age of Amusement Parks (1900-1930)
5.1 Expansion and Cultural Impact

Between 1900 and 1930, amusement parks underwent significant expansion, becoming central to urban
leisure and cultural expression. This period, often referred to as the golden age of amusement parks, saw the
proliferation of venues across the United States and Europe, driven by industrialization, urbanization, and increased
disposable income (Mohun, 2013). Parks such as Luna Park and Dreamland served as models for international
replication, with American-style attractions appearing in cities from Tokyo to Paris (Mohun, 2013; Clavé et al.,
2023).

The cultural impact of amusement parks during this era was profound. They provided a democratized space
for recreation, where individuals from various social classes could mingle and enjoy shared experiences. Kane
(2015) emphasized that British parks like Blackpool Pleasure Beach and Margate’s Dreamland mirrored American
innovations while adapting to local cultural contexts. These parks became symbols of modernity, showcasing
technological advancements through mechanized rides and electric lighting.

Amusement parks also played a role in shaping urban identity and social norms. As Clavé et al. (2023)
noted, the design and theming of parks reflected broader societal values and aspirations, offering escapism and
fantasy in an increasingly industrialized world. The architecture and layout of parks were carefully curated to evoke
wonder and facilitate crowd movement, contributing to their popularity and longevity.

Furthermore, the expansion of amusement parks contributed to the globalization of leisure culture.
American entrepreneurs exported ride technologies and operational models, influencing park development
worldwide (Mohun, 2013). This transnational exchange fostered a shared aesthetic and experience, reinforcing
amusement parks as cultural landmarks.

The expansion and cultural impact of amusement parks between 1900 and 1930 highlight their significance
as both entertainment venues and social institutions. Their legacy continues to shape contemporary theme park
design and cultural narratives.

5.2 The Trolley Park Phenomenon

The emergence of trolley parks in the early 1900s marked a pivotal development in American leisure
culture. These parks, often situated at the end of streetcar lines, were strategically developed by transit companies
to boost weekend ridership and optimize electricity usage (Pursell, 2013). Trolley parks began as simple picnic
groves and evolved into elaborate amusement venues featuring mechanical rides, dance pavilions, and concession
stands. Their growth mirrored the expansion of urban transportation networks and the democratization of leisure,
offering accessible recreation to the burgeoning middle class (Kasson, 1978; Peiss, 1986).

The economic rationale behind trolley parks was deeply intertwined with the operational needs of electric
trolley companies. By creating destinations that encouraged non-work-related travel, these companies could balance
electrical loads and increase profitability (Pursell, 2013). The parks also served as social spaces where heterosocial
interactions flourished, challenging Victorian norms and fostering new forms of public intimacy (Peiss, 1986). The
design and operation of these parks reflected broader industrial trends, with rides and attractions embodying the
mechanization and spectacle of the era (Cross & Walton, 2005).
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Despite their popularity, trolley parks began to decline in the 1920s—-1930s due to changing urban
demographics, the rise of automobile culture, and economic declines. However, their legacy persists in the design
and function of modern amusement parks, which continue to blend transportation, technology, and entertainment
(Futrell, 2006). The historical significance of trolley parks lies not only in their role as leisure spaces but also in
their contribution to the evolution of American amusement culture and urban development.

6. Decline and Renaissance (1930s—1950s)
6.1 The Great Depression’s Impact

The Great Depression of the 1930s had a profound impact on the American amusement park industry,
leading to widespread closures and a reevaluation of leisure culture. At the onset of the Depression, there were
approximately 1,800 to 2,000 amusement parks in the United States, but by 1939, that number had plummeted to
just 245 (Ultimate Rollercoaster, n.d.). The economic downturn drastically reduced disposable income, making
recreational spending a luxury few could afford. Transit companies, which had previously operated many parks,
sold them off due to declining revenues, further contributing to the industry's contraction.

The Depression also exposed racial and social inequalities within the amusement park industry. Many parks
maintained exclusionary policies, refusing entry to minorities even as urban demographics shifted. This resistance
to integration contributed to the decline of several urban parks, which failed to adapt to changing social landscapes
(Ultimate Rollercoaster, n.d.).

Solomon (2002) examined the cultural dimensions of amusement during the Depression, highlighting how
literature and popular media drew inspiration from urban entertainment venues like Coney Island. These spaces
became metaphors for societal fragmentation and resilience, reflecting the tensions of the era. Despite economic
hardship, amusement parks remained symbolic of escapism and communal joy.

Currell (2005) explored how the Depression reshaped the concept of leisure, framing it as both a problem
and a potential solution. With unemployment rising, Americans had more free time but fewer resources, prompting
federal initiatives to promote 'rational recreation' as a means of social stability and economic recovery. Amusement
parks, once seen as frivolous, were reimagined as spaces for democratic engagement and national identity.

The Great Depression significantly altered the trajectory of amusement parks in America. While many
parks closed, the era also prompted a deeper cultural engagement with leisure, laying the groundwork for post-war
revival and the eventual rise of theme parks.

6.2 Post-War Revival

The post-World War II era marked a significant revival for the American amusement park industry. After
years of economic hardship and wartime austerity, the 1940s and 1950s ushered in a period of prosperity and
optimism that fueled renewed interest in leisure and entertainment. When Disneyland opened in 1955 it epitomized
this post-war revival, introducing a new model of themed entertainment that emphasized cleanliness, storytelling,
and family-friendly experiences (PBS, 2023).

Walt Disney’s vision was shaped by his dissatisfaction with the disorderly nature of traditional amusement
parks. He sought to create a space where guests could immerse themselves in the worlds of his films, leading to the
development of themed lands such as Fantasyland and Tomorrowland. The success of Disneyland, which attracted
over one million visitors in its first ten weeks, demonstrated the viability of this new approach and inspired the
creation of similar parks across the country (PBS, 2023).

The broader amusement park industry also benefited from post-war economic growth and demographic
changes. The rise of the Baby Boomer generation created a new market for family-oriented entertainment, while
increased automobile ownership and suburbanization made amusement parks more accessible (Guerrieri, 2023).
One such park, Cypress Gardens, became known as the premier attraction in Central Florida partially due to its
popularity as a place for celebrities and movie stars, such as Elvis Presley, Esther Williams and Johnny Carson,
would come to relax in the well-maintained botanical gardens and watch shows and entertainment highlighted by
the park’s natural waterways (David & Schrier, 2013). However, not all amusement parks thrived. Many older
trolley parks struggled to compete with newer, more modern venues and were eventually closed or repurposed.
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Yoon (2021) noted that the revival of amusement parks during this period was part of a larger historical
cycle, reflecting the enduring appeal of communal leisure spaces. The integration of technological innovations, such
as mechanized rides and themed environments, helped parks adapt to changing consumer expectations and cultural
trends.

The post-war revival of amusement parks was driven by economic prosperity, cultural shifts, and visionary
leadership. This era laid the foundation for the modern theme park industry and reaffirmed the role of amusement
parks as vital components of American leisure culture.

7. The Rise of the Theme Park
7.1 Disneyland and the Disney Model

The opening of Disneyland in 1955 marked a transformative moment in the history of amusement parks,
establishing a new paradigm for themed entertainment. Walt Disney’s vision extended beyond traditional
amusement park attractions, integrating immersive storytelling, meticulous design, and a cohesive brand
experience. This model, known as the Disney model, has since become the benchmark for theme park development
worldwide (Liu, 2023).

Disneyland’s success lies in its ability to create a controlled environment that blurs the boundaries between
fantasy and reality. Clément (2012) explored the concept of ‘locus of control’ in Disney parks, analyzing how the
design and operations shape visitor experience and perception. The parks function as ‘landscapes of power,” where
corporate control and consumer engagement intersect to produce a unique cultural space.

Mittermeier (2020) provided a comprehensive cultural history of Disneyland, emphasizing the role of class
and cultural context in the development and reception of Disney parks. The results of the comparative study
highlights how Disney adapted to different social and economic landscapes for parks across the globe, from Tokyo
to Paris and Shanghai. This adaptability has been crucial to Disney’s global success, allowing the brand to maintain
cultural relevance while preserving its core identity.

The Disney model also incorporates a diversified business strategy, combining ticket sales, merchandise,
resort services, and brand licensing. Liu (2023) noted that Disney’s integration of emerging technologies such as
artificial intelligence and virtual reality has enhanced operational efficiency and visitor engagement. These
innovations reflect Disney’s commitment to continuous improvement and market responsiveness.

Disneyland and the Disney model have redefined the theme park industry through a combination of
immersive design, strategic branding, and cultural adaptability. The scholarly literature underscores the complexity
and influence of Disney’s approach, positioning it as a dominant force in global entertainment.

7.2 Theming, Storytelling, and Immersion

Theming, storytelling, and immersion are foundational elements that distinguish theme parks from
traditional amusement parks. These components work synergistically to create compelling visitor experiences that
transcend mere entertainment. Theming provides a coherent framework that organizes space and narrative, allowing
guests to engage with environments that evoke specific times, places, or fantastical realms (Baker, 2023).

Storytelling in theme parks is not limited to individual attractions but permeates the entire park experience.
Fu et al. (2023) identified four stages of immersion through storytelling: spatial-temporal, sensory, conceptual-
imaginative, and emotional. These stages illustrate how narrative design can guide visitors through layered
experiences that foster emotional resonance and cognitive engagement.

Clavé et al. (2023) emphasized the concept of 'immersivity', the capacity of a theme park to induce an
immersive state of mind. Immersivity depends not only on the design of the space but also on the visitors’
willingness to engage. Theming and storytelling are critical to this process, as they provide the cues and context
necessary for immersion.

The prevalence of immersive worlds and thematic landscapes in global theme parks demonstrates the
universal appeal of narrative environments. Baker (2023) showed that most top-performing parks incorporate
explicit and implicit storytelling, which enhances visitor satisfaction and loyalty. These narratives are often
supported by multimodal design elements, including architecture, soundscapes, and interactive features.
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The examination above reveals that theming, storytelling, and immersion are not merely aesthetic choices
but strategic tools that shape the visitor experience. They enable theme parks to create meaningful, memorable, and
emotionally engaging environments that resonate across cultures and demographics.

8. Contemporary Trends and Challenges
8.1 Digital Technology and Immersive Experiences

Digital technology has revolutionized the theme park industry, enabling the creation of immersive
experiences that captivate visitors and enhance engagement. The integration of virtual reality (VR), augmented
reality (AR), and wearable technologies has transformed traditional attractions into interactive environments.
Sciarretta et al. (2019) highlighted the role of VR and AR in optimizing visitor experience and managing spatial
dynamics within parks. These technologies allow for real-time navigation, personalized content delivery, and
enhanced storytelling.

Oakley (2019) applied the Technology Acceptance Model to understand visitor intentions to use VR in
theme parks. The studies findings indicate that perceived usefulness, compatibility with lifestyle, and enjoyment
are significant predictors of VR adoption. This suggests that digital technologies must align with visitor expectations
and preferences to be effective.

Clavé et al. (2023) discussed immersivity as a key factor in theme park design, emphasizing the importance
of narrative coherence and sensory engagement. Immersive environments rely on digital technologies to create
believable and emotionally resonant experiences. The use of multimedia and simulation tools during design and
operation enhances the realism and appeal of attractions.

As previously noted, work by Fu et al. (2023) identified four stages of immersion: spatial-temporal, sensory,
conceptual-imaginative, and emotional. These stages are facilitated by digital technologies that support storytelling
and interactivity. The study underscores the need for thoughtful integration of technology to achieve deep
immersion.

As can be seen, digital technology is central to the evolution of immersive experiences in theme parks. By
leveraging VR, AR, and other innovations, parks can create dynamic environments that resonate with visitors and
foster lasting emotional connections.

8.2 Sustainability and Urban Integration

Theme parks are increasingly addressing sustainability and urban integration as part of their development
strategies. As large-scale entertainment venues, they have significant environmental footprints and social impacts,
prompting a shift toward more responsible planning and operations. Sciarretta et al. (2019) emphasized the role of
technology in optimizing spatial relationships between theme parks and their urban contexts. RFID systems, mobile
apps, and smart infrastructure help manage visitor flow and reduce congestion, contributing to more sustainable
urban integration.

Clavé et al. (2023) discussed the evolution of theme parks as part of the urban fabric, noting that parks are
no longer isolated fantasy spaces but increasingly embedded within cities. This integration requires careful
consideration of transportation, land use, and community engagement. Parks must balance their entertainment
function with broader urban development goals.

Oakley (2019) highlighted the importance of aligning technological innovations with visitor expectations
and environmental concerns. This study on virtual reality adoption suggests that immersive technologies can
enhance experiences while minimizing physical infrastructure demands. This approach supports sustainability by
reducing the need for expansive construction.

Aulia et al. (2021) explored the use of mixed reality and game-based design to create engaging yet compact
attractions. These technologies allow for high-impact experiences within smaller footprints, making theme parks
more adaptable to urban environments.

Sustainability and urban integration are becoming central to theme park planning. Through technological
innovation, strategic design, and community-oriented development, parks can evolve into responsible and
harmonious elements of the urban landscape.
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9. Conclusions

The historical evolution of amusement parks reflects a dynamic interplay between technological innovation,
cultural expression, and economic development. From the early trolley parks and mechanical amusements to the
sophisticated, immersive environments of today, amusement parks have continually adapted to societal changes and
visitor expectations.

The rise of Steeplechase Park, Luna Park, and Dreamland at Coney Island marked a turning point in the
commercialization and cultural significance of amusement parks. These venues introduced thematic storytelling
and architectural spectacle, setting the stage for future developments. The Great Depression posed significant
challenges, yet the post-war revival demonstrated the resilience and adaptability of the industry.

Disneyland’s opening in 1955 redefined the theme park model, emphasizing immersive storytelling, brand
integration, and family-oriented experiences. The Disney model has since influenced global developments,
including the expansion of parks in Europe and Asia, and the strategic use of intellectual property. Theming and
narrative coherence have become central to visitor engagement, supported by digital technologies such as virtual
and augmented reality.

Contemporary trends highlight the importance of sustainability and urban integration. Parks are
increasingly designed to harmonize with their urban environments, incorporating green infrastructure and
community-oriented planning. Technological advancements continue to shape the future of entertainment and
amusement park industry, offering new possibilities for personalization, interactivity, and environmental
stewardship.

Future research should explore the long-term impacts of digital immersion on visitor behavior, the role of
theme parks in urban regeneration, and the ethical considerations of IP use and data collection. As theme parks
evolve, they remain powerful cultural institutions that reflect and shape the values, aspirations, and imaginations of
society.

10. References

Aulia, P., Jo, E., & Im, C. (2021). A study on technological change and content change to enhance customer
experience in theme parks. Keimyung University.

Baker, C. A. (2023). The prevalence of storyworlds and thematic landscapes in global theme parks. Annals of
Tourism Research Empirical Insights, 4, 100080. https://doi.org/10.1016/j.annale.2022.100080

Borsay, P., & Furnee, J. H. (Eds.). (2016). Leisure cultures in urban Europe, c. 1700—1870: A transnational
perspective. Manchester University Press.

Brachmann, S. (2015, July 27). The evolution of roller coasters: From Russian ice slides to American steel marvels.
IPWatchdog.

Brooklyn Public Library. (2022). The fastest and most thrilling ride ever offered the public: Flying Turns at
Steeplechase Park. Center for Brooklyn History.

Case Western Reserve University. (2023). Amusement parks. Encyclopedia of Cleveland History.

Clavé, S., Carla-Uhink, F., & Freitag, F. (2023). Antecedents, origins, and developments: A history of theme parks
from antiquity to the twenty-first century. In Key concepts in theme park studies (pp. 21-55). Springer.

Clavé¢, S., Carla-Uhink, F., & Freitag, F. (2023). Immersion: Immersivity, narrativity, and bodily affect in theme
parks. In Key concepts in theme park studies (pp. 113—128). Springer.

Clément, T. (2012). ‘Locus of control’: A selective review of Disney theme parks. InMedia, (2).
https://doi.org/10.4000/inmedia.463

Conlin, J. (2006). Vauxhall revisited: The afterlife of a London pleasure garden, 1770-1859. Journal of British
Studies, 45(4), 718—743. https://doi.org/10.1086/505955

Conlin, J. (2014). Fashion, thrills, and public displays in the garden: The pleasure garden from Vauxhall to Coney
Island. Journal of Victorian Culture, 19(3), 411-413. https://doi.org/10.1080/13555502.2014.947185

Cross, G., & Walton, J. (2005). The playful crowd: Pleasure places in the twentieth century. Columbia University
Press.

34



www.cgrd.org  American International Journal of Humanities and Social Science  Vol. 11 No 1:; September 2025

Currell, S. (2005). The march of spare time: The problem and promise of leisure in the Great Depression. University
of Pennsylvania Press.

David, 1., & Schrier, T. (2013). From the Old to the New: An analysis of the decline of Florida’s oldest attraction—
Cypress Gardens—and the genesis of Florida’s newest attraction—Legoland. Journal of Hospitality &
Tourism Cases, 2(4), 15-19.

Dubois, P. (2015). Porous places: Music in the (late) pleasure gardens and social ambiguity. Revue de la Société
d’études anglo-américaines des XVIle et XVIlle siecles [Journal of the Society for 17th and 18th Century
Anglo-American Studies], 72, 115—-128. https://doi.org/10.4000/1718.361

Epstein, S. R. (1994). Regional fairs, institutional innovation, and economic growth in late medieval Europe.
Economic History Review, 47(3), 459—-482.

Fu, X., Baker, C. A., Zhang, W., & Zhang, R. (2023). Theme park storytelling: Deconstructing immersion in
Chinese theme parks. Journal of Travel Research, 62(4), 893-906.
https://doi.org/10.1177/00472875221098933

Futrell, J. (2006). Amusement parks of Pennsylvania. Stackpole Books.

Gaulin, J.-L., & Rau, S. (2025). Fairs, cities and merchants: Spatiotemporal analyses (14th—17th century). De
Gruyter Brill. https://doi.org/10.1515/9783111621296

Guerrieri, V. (2023). Professional baseball and amusement parks. Society for American Baseball Research.
https://sabr.org/journal/article/professional-baseball-and-amusement-parks/

Hester, J. L. (2019, January 15). Way before roller coasters, Russians zipped down enormous ice slides. Atlas
Obscura.

Kane, J. (2015). The architecture of pleasure: British amusement parks 1900-1939. Twentieth Century British
History, 26(3), 481-483. https://doi.org/10.1093/tcbh/hwv016

Kasson, J. F. (1978). Amusing the million: Coney Island at the turn of the century. Hill and Wang.

Kellem, B. G. (2023). Luna Park and the amusement park boom. JSTOR Daily. https://daily.jstor.org/luna-park-
and-the-amusement-park-boom/

Liu, S. (2024). Research on the Development of Disneyland’s Business Model. Journal of Education, Humanities
and Social Sciences, 43, 54-60. https://doi.org/10.54097/cmzge555

Mittermeier, S. (2020). 4 cultural history of the Disneyland theme parks: Middle class kingdoms. Intellect Ltd.

Mohun, A. P. (2013). Amusement parks for the world: The export of American technology and know-how, 1900—
1939. ICON, 19, 100-112.

Munro, J. H. (2000). The ‘new institutional economics’ and the changing fortunes of fairs in medieval and early
modern Europe: The textile trades, warfare, and transaction costs. University of Toronto, Department of
Economics.

Oakley, K. R. (2019). An extended technology acceptance model on theme park visitor’s intention to use virtual
reality (Master’s thesis). California State Polytechnic University, Pomona.

PBS. (2023). Reinventing the American amusement park. American Experience.
https://www.pbs.org/wgbh/americanexperience/features/reinventing-american-amusement-park/

Peiss, K. (1986). Cheap amusements: Working women and leisure in turn-of-the-century New York. Temple
University Press.

Pursell, C. (2013). Fun factories: Inventing American amusement parks. ICON: Journal of the International
Committee for the History of Technology, 19, 75-99.

Sciarretta, E., Carriero, A., & Marinensi, G. (2019). Optimizing user experience in amusement parks and enhancing
their active role in urban spaces through new technology. In M. Kurosu (Ed.), Human-computer interaction:
Human values and quality of life (HCH 2019, LNCS 11568) (pp. 270-281). Springer.
https://doi.org/10.1007/978-3-030-22636-7_19

Solomon, W. (2002). Literature, amusement and technology in the Great Depression. Cambridge University Press.

Ultimate Rollercoaster. (n.d.). Depression and World War II. Ultimate Rollercoaster.
https://www.ultimaterollercoaster.com/coasters/history/early 1900/depression.shtml

Yoon, R. (2021). The rise and fall and rise of the amusement park. International Theme & Amusement Park Journal,
2(4).

35



