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Games, playful strategies and 
new technologies 
for the public space
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SECTION 1

And Serious 
Games for the 

Co-Design of 
Public Space
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ABSTRACT
The primary challenge in urban planning is engaging 
citizens through their communities’ urban regeneration 
projects. The authors of this paper explain how Paisaje 

approach to encourage citizens to engage and participate 
within their respective communities. Through the use 
of this participative game technique, communities are 
able to assess a neighborhood’s general requirements 

urban initiatives. Through this approach, Paisaje 
Transversal was able to gauge participants’ preferences 
for development of their own neighborhoods. Thus, 

tune solutions based on residential objectives. This 

community inclusion: implying that urban changes are 
continuous rather than discrete.

KEYWORDS

Approach, Community Driven Solutions.
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2. GAMIFICATION
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 3. BARRIO VIRGEN DE BEGOÑA (VdB)
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3.1 TRIVIAL VDB
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3.2 ¡CONQUISTA EL ESPACIO PÚBLICO! (CONQUERING PUBLIC 
SPACE!)
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3.3 RESULTS OF THE GAMES
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4. SANT MIQUEL
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4.1 JOC DE BARRI (GAME OF THE NEIGHBORHOOD)
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4.2 RESULTS OF THE GAMES
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ABSTRACT
Human societies play games. They do it as social 
expression and socialization, with games being part 
of each group’s culture. Contemporary societies tend 
to be complex, and there seems to lack spaces of 
positive social interactions from where communities 
can interact. Public spaces that allow urban play can 
explore the design innovations from modern board 
games. People play these games mainly for social face-
to-face interaction, and planners can explore these 
game approaches to establish participatory planning. 
This paper discusses and compares three case studies 
of modern board game applications as serious games. 
Planners can use these low-tech and low-complexity 
games to foster urban spaces of interaction and 
participation. These game approaches can fuel social 
interactions just by allowing persons to gather and play. 
But can also deliver the testing and playtesting for game-
based participatory. Experimentation and playtesting 
are essential for planners to learn how to explore games.

KEYWORDS
Board games, Participatory Planning, Serious Games, 
Urban Planning
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1. INTRODUCTION
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2. FROM MODERN BOARD GAMES TO PLANNING GAME
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2. PRESENTING CASE STUDIES 

¡	���	�	����
�		����	������	���­����
	�	����	������������	���	�	��	��	������	������
���	���������������������	�	

 ���������
	����	���	�	������	������������	�����
�	
��	��	����������������	���
������
����
�	�	���	�	���	�����
��

2.1 PLANNING OVER A MAP

��� �
	� ���������	������ ������� ��������	��
��	�� �������	�	������	���
��	����	�����
��������������	��������� ��������
� �­����� �������������
	�����
�����������	���	������
��� �
	� �����

� ���	� ��	�� �
	����� ��� ����
�����	� �
��	������
� �
	� ������ 
�������	��
���	���
������	 ��
��	���	��	���	��	�����
������	�	����������
��ª�	���
	����	���� �
�
	���
���	���
	�����������	� �����������
�����������	��� �����������	�	�	��������
�
������	��������	�����	�	��	������	���
����	��
�	�����������
	��	�������	����
��������
� �������������
������	��������
�������	�	��	���������������	����� ����
�����
���	��	�
�������
��	���
	��
��	�	�� ������	����	�	�����������	���	�����	�	�������
�
����
��	����		�	����������	���

��������	
��

�
	��	��	��	�������	��	��
��	�����­����

��	��	����
��
�������	������
�����������	���
�
	�	� �
	�	��
��	�������� �	�
���	�����	�����������	��� ����	���	���
���	�� �����������
����������
�����	��	�����
	�������	���	�

2.2 MAKING AN EFFICIENT TRANSPORT NETWORK
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2.3 FAST BRAINSTORMING TO UNDERSTAND EACH OTHERS
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3. LEARNING FROM THE EXPERIENCES
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4. CONCLUSIONS
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ABSTRACT
Inspired by recent developments in architecture around 
the topic of discreteness and the movement that 
emerged around fab labs, Project DisCo was created as 
an immersive sandbox game for playful co-design of 
modular structures. This paper investigates the potential 
of Project DisCo as a design tool for participatory projects 
at the scale of public spaces. 

Describing ways of scenario building, we propose a 
module kit to play out a design brief for a participatory 
project, introducing different methods of shaping the 
interaction of participants in a design session. The 
paper concludes by reviewing a design outcome from 
an experimental design session with four participants.
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Immersion
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3. THE DESIGN SYSTEM
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ABSTRACT
The engagement of citizens through participatory 
practices can raise attention on neglected or under-
represented components of society and let critical 
needs and issues emerge (Davidoff, 1965). It can 
educate citizens to positive values such as inclusivity 
and diversity (Friedmann, 1973) and can facilitate the 
actuation of urban transformation projects, activating 
the citizen agency (Forester 1989, 1999). It is possible 
to observe the emergence of innovative approaches 
to participatory urban design, with the objective of 
simplifying the complexity of the decision making 
process and engaging a larger e more representative 
sector of society. However, children are hardly included 
in participatory design (Bishop and Corkery, 2017).

This study aims to assess the potential of serious game 

children (citizens aged <12) in participatory design 
processes of the public space. It presents three case 
studies developed at the IAAC - Institute for Advanced 
Architecture of Catalonia, based on the use of digital 
and analogue interfaces. Case studies are assessed and 
compared based on their capacity to engage childrens, to 
collect data on their needs and desires in relation to the 
public space, as well as to educate them to sustainability 
and inclusiveness and promote behavioural change.

KEYWORDS
Participatory Design, Children, Education, Serious 
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1. RESEARCH FRAMEWORK
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2. AIM OF THE RESEARCH
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3.1.1 CASE STUDY A - SUPERBARRIO BARCELONA
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3.2.1 CASE STUDY B - SUPERBARRIO FAVARA - DIGITAL AND 
ANALOGUE INTERFACES
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3.3.1 CASE STUDY C - PPS URBAN GAME BOARD BARCELONA - 
ANALOGUE-DIGITAL INTERFACE
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ABSTRACT
The building industry alone contributes to 39% of 
worldwide global carbon dioxide equivalent (CO2e) 
emissions divided into operational and embodied 
carbon. Operational carbon comprises the emissions 
from active building processes, while embodied carbon 
includes the emissions from building materials. The 
associated operational carbon has been reduced through 
the advancements in buildings, but the embodied 
carbon remains static. Embodied carbon is intangible 
to building occupants, yet it can contribute up to 49% 
of life-cycle emissions. In this paper, we present Carbon 
Crunch, an augmented reality game that educates 
individuals on the environmental impacts of building 
materials and empowers them to make better decisions. 
The game employs the Global Warming Potential (GWP) 
of building components as a key metric and allows users 
to swap out assemblies for maximizing carbon savings 
in a virtual building. Adopting the game in existing 
and newly developed public spaces can help propel 
sustainability to greater social prominence. This project 
aims to encourage communities and governments 
to embrace green material choices, thus facilitating 
sustainable urban development.

KEYWORDS
Embodied Carbon, Augmented Reality Game, Carbon 
Footprint, Carbon Dioxide Equivalent (CO2e), Global 
Warming Potential (GWP)
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2. METHODS AND MATERIALS

2.1 SCOPE

�
	�����	�����	�����	������������
����	������
	�����
	�������	�����
	�������������	�
���ª� ���������� � ������� �
	� ���	� �	����� �	
���� �
��� ���
���������� ��� �
	� 	��	� ���
����
���
�����������������
	����������������	�������¦�����������������	������������

� �
�
��������	����
	������������������	����	�����������	��������������	����������	���
�
	�������	����		�	�����	���
��	
	��������
	���	��������
����
������
��
	����	������� �
�
�������
	�����	������	��		���
	�	�����	��������������
	���	���������
���������
���	��
	�����	��	�����
	���������	������� ��
	�����	����������

������	�����
����		��
������	����
	���������
���	�	��	��	��������
��	�	������
��	���	�������������������
	�

6 5

P U B L I C  P L AY  S PA C E  S Y M P O S I U M

�	�������	�

2.2 TARGET AUDIENCE
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2.3 TECHNOLOGY
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2.5 Data Collection
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4. OUTLOOK AND FUTURE WORK
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4.1 SCOPE OF EXPANSION
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4.2 Future work
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ABSTRACT
Though stakeholder involvement as participants 
in academic research is a well-known and widely 

tourism planning practices, more ‘freshly energised’ 

are called for. This paper introduces ‘serious gaming’ 
as an innovative tool for multi-method qualitative and 
quantitative research to enhance tourism research. This 
paper introduces ‘serious gaming’ as an innovative tool 
for multi-method qualitative and quantitative research 
to enhance tourism research. Based on an interactive 
computer-supported turn-based board game, multiple 

in a given context (i.e., destination planning). Being 
recognized as an interdisciplinary and co-creative 
research methodology that is widely accepted for 

planning and urban planning, the suitability for tourism 
will be discussed in this paper.

The study demonstrates how serious gaming is a 
disruptive and transformative method to understand 
stakeholders’ attitudes and changing beliefs systems 

gaming provides a powerful platform for local, national, 
and international stakeholders to engage in new forms 
of collaborative and social learning through simulation, 
role-playing and deep system thinking. 

KEYWORDS
Tourism Planning, Participative Methods, Serious 
Game, Game Intervention
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1. INTRODUCTION
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2. A CLAIM FOR PARTICIPATIVE METHODS
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2.1 SERIOUS GAMING FOR TOURISM PLANNING
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ABSTRACT
This paper describes the preliminary stages and the 
theoretical and methodological inspiration for the 

Kevin Lynch’s mental maps and aiming at enhancing 
youth participation and inclusion in urban co-design 
and governance. This activity draws on previous local 
experiences on participation and social inclusion, held 
in the Southern Italian city of Palermo, in an attempt 

intelligence methodologies. In this experiment, we 

twelve-year-old primary and secondary school children, 
due to our previous cooperation with several primary and 
secondary schools in Palermo. Overall, the goal of this 
proposal is to adapt Lynch’s notions of imageability and 
public images to a serious game and lead the players to 
an enhanced spatial awareness of their neighborhood 
and the entire city. Although UrbanCraft is still in its 
early design stages, the existing network of public 
institutions, research centers and schools provides a 
fertile ground for developing the project.

KEYWORDS
Mental maps, youth participation, serious games, NLP, 
Palermo
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1. MAPPING NEIGHBORHOODS: PREVIOUS EXPERIENCES AND 
FUTURE PERSPECTIVES
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2. SERIOUS GAMES FOR PARTICIPATORY URBAN DESIGN 
PROCESSES
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2.1. URBANCRAFT
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3. ENVIRONMENT AND GAME MECHANICS
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ABSTRACT
This poster describes the FORGE (FactOry of uRban 
GamEs) project, a proposal that our research group 
launched in partnership with the Municipality of 
Palermo (Italy) and other local stakeholders in 2019.

FORGE will be hosted in what was previously a 
chemical plant (the former ‘Chimica Arenella’) and 
is an open factory designed to collect needs and to 
generate interventions for urban Innovation. The four 
key terms we have used for the project are urban, 
game, factory and participation. In fact, FORGE 
employs a participatory methodological model based 
on the concept of game, aimed at supporting social 
and economic development through a platform for 
participatory codesign. FORGE also plays a key role in 
fostering social inclusion, becoming a ‘participation 
hub’ and an urban center for the whole city.

Gaming As A Key 
Approach For The 
Recovery Process Of 
A Public Space: The 
Case Study Of The Old 
Chemical Plant ‘Chimica 
Arenella’ In Palermo
Italy
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Innovative participatory governance
Management models for cultural heritage

Exploring innovative models of increasing social
and physical well-being through improved access to 

and participation in culture and cultural heritage

Synergies between
urban policies

and digital humanities
which can contribute to

culture-centred partecipatory
urban processes

Citizens

Needs

Knowledge

Co-design
Space and Platform

Playgrounds

Immersive environments

Technological
facilities

Incubator

Centre of 
competence

and knowledge

Urban Games

Participatory
tools

Heritage
participatory

co-governance

Local Administrations
Metropolitan City Council
City Council
District Council

Enterprises organizations

Serious games

democratic and 
emancipatory 
heritage practices

citizens and groups 
participate for rethinking 

their past and future

Interactive museography

new technologies
effect on

economic growth

Interaction spaces, in which stakeholders form 
public-private-people partnership (4Ps), prototyping, 
validating, and testing of new technologies, services,  
products, and systems in real-life context

Gaming as a key approach for the 
recovery process of a public space: 
the case study of the old chemical 
plant ‘Chimica Arenella’ in Palermo

The Arenella district is named after a seaside 
borough along the narrow strip of land 
between Monte Pellegrino and the sea. The 
seaside town of Arenella was born at the end 
of the 17th century around the Tonnara Florio.
After 1860, the village becomes an industrial 
area with the establishment of the 'Chimica 
Arenella' (Arenella Chemical Plant) and a 
series of other facilities, including a few stone 
quarries and other activities related to the naval 
industry. Furthermore, the Chimica marks the 
passage from an economy strongly linked to 

 
technological, and entrepreneurial skills cooperate 
to create new forms of active citizenship aiming 
at the recovery of an industrial archaeology area.

A technological and competence infrastructure, 
an augmented environment with innovative 
technologies available to economic operators 
(i.e. incubator).

FORGE employs a participatory methodological 
model based on the concept of GAME, aimed 
at supporting social and economic development 
through a platform for participatory co-design. 
FORGE plays a key role in fostering social 
inclusion, becoming a ‘participation hub’ and 
an urban center for the whole city.

This 20th century factory in disuse becomes a 

collecting interdisciplinary skills, speaking the 
universal language of games, and cooperating 
to create new development opportunities.

FORGE is an open factory designed to collect 
needs and to generate interventions for urban 
innovation. 
It is a laboratory where the citizens, under the 

are called to ‘identify problems’ and ‘contribute 
to solving them’ through an open campaign of 
challenges and city emergencies launched in 
the form of a ‘call for ideas’ and a ‘call for 
solutions’.

The Chimica Arenella complex today looks like 
a set of empty spaces and buildings that, 
unable to tell the story of their past, seem 
deprived of their future. 
This condition of aphasia, far from constituting 
a limitation, can instead be the starting point 
for its regeneration and reopening to the 
neighborhood and the city. 
The marked contrast between its historical 
background and the present suggests the 
redevelopment of a once productive area. 
Therefore, this area has been selected for a 
renewal project.

Participation
Two focus groups have been an instrumental 
experiment to conceive co-design participatory 
processes.

   
- Accessibility of the area and necessity to 

restore the access by the sea;
- Game dimension as a mechanism of social 

inclusion and economic development;
- Interest for the enterprises in a facility 

provided by FORGE;
- Virtual reconstructions allow to make visible 

what no longer exists or is inaccessible.

Manuel Gentile, Agnese Augello, Mario Allegra, Giuseppe Città, Valentina Dal Grande, 
Stefania La Grutta, Giovanni Pilato, Alfonso Urso, Filippo Vella [CNR Palermo]
Marco Picone, Giancarlo Gallitano, Marcantonio Ruisi, Livan Fratini [University of Palermo]

Game

Participation

FactoryUrban

sketches by Sandro Giacomarra
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ABSTRACT
The Eindhoven project KNOOPXL includes municipal 
plans for redevelopment of the city centre around the 
train station. Together with stakeholders within the 
area, the municipality aims high for the integration 
of blue-green solutions within the plans. Due to 
COVID19-restrictions the stakeholder involvement 
mostly happened online. With the combination of 
2 interactive tools, ideas for blue-green solutions 
within the area were collected and public-private 
collaboration discussed.

of climate adaptation and different viewpoints from 
public and private parties. It addressed the need to 
combine public and private spaces to allocate blue 
and green solutions. For this purpose we developed 
a serious game on the topic within the 3DExpo online 
environment.

The second session was a practical, collaborative 

for blue and green solutions in order to create an 
integral and improved Rail Station area. In this session 
we used the collaborative modelling tool for resilience 
strategies STAIN.

Both sessions resulted in discussions, understanding 
and results in a short amount of time. The second 
session also produced valuable ideas for the further 
development of the area and ways to collaborate.

Stakeholder Participation 
For Eindhoven Knoopxl
The Netherlands

PROJECT - Stakeholder participation for  
Eindhoven KNOOPXL 
Royal HaskoningDHV  
Micheline Hounjet, Sanne Laumen, Sanne Bogers 
 
 
Brainport Eindhoven is growing and the international project 
KNOOPXL includes municipal plans for redevelopment of the city 
centre around the train station. Together with stakeholders within the 
area, the municipality aims high for the integration of blue-green 
solutions within the plans. 
Due to COVID19-restrictions the stakeholder involvement mostly 
happened online. With the combination of 2 interactive tools, 
ideas for blue-green solutions within the area were collected and 
public-private collaboration discussed. 

 
The first session was an introduction into the topic of climate 
adaptation and different viewpoints from public and private parties. It 
addressed the need to combine public and private spaces to allocate 
blue and green solutions. 
The second session was a practical, collaborative modelling exercise 
and used to find the best locations for blue and green solutions in 
order to create an integral and improved Rail Station area.  

 
 
During the first stakeholder workshop 
the 3DExpo Climate Adaptation Game 
was played.  
The game uses five questions that need 
to be discussed and answered. They 
range from issues like heat-island 
effects, drought and flooding to 
collaboration guidelines.  
 
Participants liked the fact that they 
could discuss with each other and learn 
from different viewpoints.  
 
 
 
 
For the second workshop the tool 
STAIN was used as a collaborative 
modelling exercise. The municipality 
first drew their plans for the area in the 
tool and explained it to the other 
participants. The different stakeholders 
started to design additional green and 
blue solutions and shared the plans 
they already had for the area that could 
be upgraded by combining them to 
the other plans and ideas. 
The result was labelled as an exercise 
result and will not be used as an actual 
plan, but it did result in interesting 
ideas and locations for a blue-green 
KNOOPXL. 
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ABSTRACT
Melbourne is transformed into a playable city through 
an inventive blend of live art, game design and public 
art. People and place are connected at locations across 
the city via augmented reality encounters capturing 
different ways of being. These experiences reimagine 
Melbourne’s identity as expressed through its creative, 
linguistic, cultural, social and urban diversity.
  
Games draw people into playful, imaginative ways of 
being. Live art brings people into experiences that are 
situational and happening now. The relational nature 
of public art feeds critique and speculation on the 
built environment. Bringing these three disciplines 
together creates a unique opportunity to work with 
the city as playful, creative material.

Over a three-hour experience traversing the centre 
of Melbourne, players enter a laneway portal, follow 

animated beings, make music with street art and hear 
stories about place. 

via emotional cartography – each augmented 
reality artwork is named via words from multiple 
language that speak to feeling and place – forming an 
encyclopedia of experience that maps the multiplicity 
of moods and memories that make up our collective 
lived experience of being in cities.

64 Ways Of Being
Australia 

SYMPOSIUM
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ABSTRACT
In the times of a global pandemic, where social 
contacts are reduced to a minimum and universities 
switched to distance learning, we believe that the idea 
of cyberspace as a social platform bears unexploited 
potentials. We hope that it will enable us, the students 
and maybe even larger parts of society to grow new 
social and academic practices and offer alternatives 
to physical (and currently forbidden) forms of 
interactions. 

This past year, online-teaching led us to create 

architecture students can design together, even if 
they are in quarantine at home. Our goal was to give 
every student an equal chance to participate, meet 
classmates and even create designs collectively 
through virtual collaboration. The platform’s interface 
enables the students to aggregate a series of different 
building elements into a larger whole. 
The elements were designed by the students and 
uploaded to the game later. The building system 
relies on a voxel logic which is one widely used in 
game environments. The resulting collaborative 
digital structure is the proof that a real-time building 
platform can be one way of digitalizing social contacts 
within the educational workplace. 

Common Ground: 
Collaborative Voxels
Austria

COMMON GROUND: 
COLLABORATIVE VOXELS

by DISTANT REALITIES 
(Marine Lemarié – Senior Lecturer 
UIBK & Nicolas Stephan – PhD 
Candidate UIBK)
2020
Game developed as part of a teaching 
project at i.sd UIBK
keywords: collaboration, virtual 
community, cyberspace.

*even dogs 
can play

3 types of site to toggle

In the times of a global pandemic, 
where social contacts are reduced to 
a minimum and universities switched 
to distance learning, we believe 
that the idea of cyberspace as a 
social platform bears unexploited 
potentials. We hope that it will 
enable us, the students and maybe 
even larger parts of society to grow 
new social and academic practices 

(and currently forbidden) forms of 
interactions. 

This past year, online-teaching led 
us to create a realtime multiplayer 
game where 
students can design together, even 
if they are in quarantine at home. 
Our goal was to give every student 
an equal chance to participate, 
meet classmates and even create 
designs collectively through virtual 
collaboration. The platform’s 
interface enables the students 

building elements into a larger whole. 

The elements were designed by 
the students and uploaded to the 
game later. The building system 
relies on a voxel logic which is one 
widely used in game environments. 
The resulting collaborative digital 
structure is the proof that a real-time 
building platform can be one way of 
digitalizing social contacts within the 
educational workplace.

Before the start 
of every design 
session a start 
screen emerges, 
asking for login 
details.

Preview for buildable location Small aggregation on plot Large aggregation in between two high-rise buildings

Players can 

set of compo-
nents, represent-
ed by the “group 
number”.

A simple lobby 
enables users to 
create their own 
rooms.

Users can toggle 
between multi-
ple levels of the 
site, allowing for 
a design process 
with or without 
context.

The building sys-
tem previews if a 
component can 
be placed in a 

(green) or not 
(red).

The system auto-
matically orients 
the part in a way 

-
isting parts.

On a click the 
component gets 
placed in the de-
sired location.

The site sug-
gests the scale 
of a highrise or 
megastructure, 
which helps the 
players evaluate 
their design.

Since cyberspace 
is essentially 
scale-less we see 
the site more as 
a design guide 
rather than the 
“real” scale of the 
city.

Players can pick 

-
nents (A,B,C,D,E), 
each with individ-
ual formal quali-
ties.

Since the game is 
based on a voxel 
grid, components 
can be replaced 
as desired.

In the game up to 
100 players can 
work on a single 
design simultani-
ously.

Parts A and B 
have a vertical 
direction, C is 
point-like and D 
and E are hori-
zontal.

This allows for a 
change of style, 
scale and con-
text.

A large number 
of players makes 
design decisions 
complex, which 
means commu-
nication between 
the players be-
comes  increas-
ingly important.

Players have to 
negotiate be-
tween the various  
component types 
in order to decide 
on direction and 
appearance of the 
overall design.

Players are able 
to upload their 
own design and 
customize their 
design expe-
rience to their 
needs.

The game fea-
tures a chat func-
tion, which can 
be used to com-
municate about 
design decisions 
or simply have a 
chat.SYMPOSIUM
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ABSTRACT
The Raval district has been and still is a territory where 
multiple views have crossed, generating different 
perspectives on the physical, social and cultural reality. 
Raval has been built as a framework for social activism, 
processes of social inclusion, collective struggles, 
cultural community and coexistence, citizenship, 
documentalism, technological innovation, awareness 
or restitution of the city, among many others. 
This intersection of personal and collective stories 
highlights the value of the multiplicity of subjectivities: 
the constitution of a shared urban environment, built 
from multiple perspectives at the same time. For 
this reason, the interest of the Civic Placemaking II 
research project focuses on the study of this diversity 
of subjectivities at different scales, with the idea of 
recreating them through a series of participatory 
cartographic workshops. These workshops are 
proposed, on the one hand, as a process of creation 
of new communities and links with the territory, and, 
on the other, as a strategy to deepen the research on 
the sociocultural complexity of the Raval district as 
a territory of reception and continuous gestation of 
diversity and plurality.

Subjective Cartographies: 
A Mirror Of Diversity
Spain

SUBJECTIVE CARTOGRAPHIES:
a mirror of diversity
Collaborative workshops in Raval district, Barcelona

The Raval district has been and still is a territory where 
multiple views have crossed generating di�erent 
perspectives on the physical, social and cultural reality. 
Raval has been built as a framework for social activism, 
processes of social inclusion, collective struggles, cultural 
community and coexistence, citizenship, documentalism, 
technological innovation, awareness or restitution of the 
city, among many others.

This intersection of personal and collective stories 
highlights the value of the multiplicity of subjectivities: 
the constitution of a shared urban environment, built time 

from multiple perspectives at the same. For this reason, the 
interest of the Civic Placemaking II research project focuses 
on the study of this diversity of subjectivities at di�erent 
scales, with the idea of recreating them through a series of 
participatory cartographic workshops. 

These workshops are proposed, on the one hand, as a 
process of creation of new communities and links with 
the territory, and, on the other, as a strategy to deepen 
the research on the sociocultural complexity of the Raval 
district as a territory of reception and continuous gestation 
of diversity and plurality. HK04

Integració social
Tornaria a aquest lloc, hi 
tornaria perquè m’ha donat 
moltíssim.

HK03
Arrels 
Molta gent ens va explicar 
la seva vida i em va 
afectar moltíssim.

SFMP03
El barrio unido
Siempre he pensado que el 
barrio unido se vería mejor. 
Todos juntos, haciendo 
deporte o disfrutando de 
actividades multiculturales.

mec
vla

g

NE13
 Menys estereotips
M’agradaria que no 

tinguessin tants 
estereotips del barri.

AMIA03
Centres per a col·lectius 
minoritaris
Desitgem que es fessin nous 
centres destinats a col·lectius 
minoritaris o discriminats ( dones, 
lgbqt, racisme..).

MP15
Espais d’ajuda social
Desitjo que hi hagi un o 
més d’un espais per donar 
-----, roba, menjar,-------, 
amb condicions per a tota 
la gent que ho necessiti.

HK12 / IA12
Situació humana més 
regular
Desitgem que hi hagin 
persones amb situació 
regular.

G114
44/ Sé més del 

Punjab, de Nigèria 
i d’Asia que mai.

10
36/ Ayudaba a los 

ancianos a moverse.

WP4

WP4

WP4

WP4

WP4

WP4

WP4

WP4

WP4

W P 4

W P
2

MP13
Espai expositiu lllure 
Desitjo que hi hagi un espai 
on poder exposar el seu 
propi art com en les Tres 
Xemeneies, sense causar un 
problema a ningú.

SF16
D’hotel a habitatge 

social
Me gustaría que en vez 
de tantos hoteles hayan 

más bibliotecas o más 
espacios para poder ir a 

estudiar.

WP2

WP2

AM11
Creació de centres 
multisocioculturals
Jo desitjo que segueix 
existint aquesta diversitat 
que fa tan únic el Raval. La 
creació de centres 
multisocioculturals por ser 
una font d’aprenentatge i 
una porta a noves cultures o 
nova gent.

2
s

C6

C6

C6

C6

C6

C 6

g q
passo per aquí sembla que 
mai hi hagi passat.

C6
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31/ És força curiós, 

normalment no ho veus 
això…

G2G2G2G2G2G2G2G22G22G2G22G2GG2G22G2G2GG2G2222GGGG 0909090909090090909909090900090090
35/ En una placa 

solemne, de cop hi ha un 
error ortogrà�c!

C 6crida molt l’atenció.

C6

IA06
Res d’especial

No sabia que aquesta plaça 
era tan a prop del Raval.

C 6

G211
20/ Hi ha molta vid
encara que sembli
pugui fer por.

C6

59/ Espai llindar.

G207
7/ Entre dos barris.

29/ Un edi�ci bastant 
curiós, vull dir, això ja 
ho té…
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Mi abuela

LP01
El meu pare

Un edi�ci bastant curiós, 
vull dir, això ja ho té…Em 

sembla que una d’aquestes 
va fer-la el meu pare, no 

me’n recordó del tot.

M2 M 2
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SF04
Perritos

G113
30/Em sembla que una 
d’aquestes va fer-la el 

meu pare
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Aquí havíem vingut 
moltes vegades a jugar 
a la corda amb 
amigues del barri. La 
majoria som 
anti-militars.

25th of February 2020, 18-21h

Participants: 4 groups of 3 
people

Place: Kn60Lab- free urban drifts 
in Raval district- Kn60Lab

Dynamics: Each group receives a 
cardboard frame and 15 stickers 
with sentences (10 are taken 
from the participants videos from 
W01 and 5 from interviews with 
architects, sociologists, activists, 
etc. talking about the Raval 
district). 

The participants are asked to walk 
around the neighborhood, looking 
for places that relate to each of the 
phrases they have already received, 
imagining that the sentences are 
titles which can define the narrative 
of the chosen places. 

When the groups find a place 
that can become the definition of 
one of their sentences, they are 
supposed to frame the fragment, 
situation or context that interests 
them, attaching the definition 
sentence on the frame and take a 
photo. 

Afterwards, they remove the 
definition phrase from the frame 
and they stick it directly on some 
spot of interest in the same place 
where the photo with the frame 
was taken. Once the sticker 
with the phrase is attached, the 
parcticipants take another photo 
and move on to the next place.

Results: a catalogue of photos of 
places which speak and index maps

18th of February,2020, 18-20h

Participants: 12 teenagers (at the 
age of 14-19 years)

Place: Kn60Lab- free urban drifts 
in Raval district- Kn60Lab

Dynamics:  Each participant 
is invited to walk around the 
neighborhood in order to find 
places that have a special meaning 
to them. Places that make them 
thinking, feeling, remembering or 
imagining something, whether it is 
good or bad. 

When they find a place that 
interests them, they stop and 
record a video explaining what the 
particular meaning of that place is. 

The participants are asked to 
make 5-10 videos from di�erent 
places from the neighborhood, 
always tracing their itineraries and 
the spots of interest on a map of 
the district, they were previously 
given. 

Results: a catalogue of videos and 
index maps

desitjos pel

wensen voor
deseos para el

nais para sa 

wishes for

10th of March 2020, 18-21h

Participants: 12 participants / 6 
groups of 2 people

Place: ELISAVA

Dynamics: Each one of the 
participants is randomly assigned 
an area of the Raval district, so 
that each area has between 10 and 
12 stories from the two previous 
workshops. The participants read 
all the titles of the stories that have 
got and they are invited to discuss 
them with the others in order to get 
a proper idea of what the narratives 
are about. Each one has to choose 
a total of 6 stories in order to 
write their own wishes for Raval. 
Individually, everybody thinks and 
writes 3 wishes for the future of 
Raval, based on the 6 stories they 
have already chosen, always trying 
to approach the following three 
questions: Who? What? Where?. 

Once everybody has their 
personal 3 wishes, the 
participants attach them on a 
specific place on the map of 
Raval which is a direct reference 
for them. Once all the personal 
wishes are tagged on the maps, 
we study them in terms of 
territorial proximity and based 
on the place-related clusters we 
identify , the participants are 
reorganized in groups of two. 

Each group has to imagine a 
future scenario for the district 
of Raval, based on the general 
concepts and ideas already raised 
in the previous personal wishes. 

Afterwards, all the groups expose 
their future scenarios in front of 
the rest of particpants, opening a 
free debate on the most relevant 
topics, that tailopr the generated 
the future narratives.

Narratives

All the results from W01, W02, W03

NARRATIVES TYPOLOGIES

Typological study of all the narratives according to tree global concepts: Me, Community, World.
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Mateja Rot ABSTRACT
Sprites of Meadowlands is composed of two parts. 
Step 1 of the game is a geolocation-based app in 
selected green locations. In step 2 players are invited 
to share their visions and action steps for the planet 
on a contributory augmented audio platform. The 
platform acts as a depository and interactive map 
where players can upload their stories/visions and 
planetary actions as well as listen to other players’ 
contributions.

I believe that this game serves as good alternative 
participatory practice: a tool to raise awareness of 
some of the most pressing challenges, interact and 
create meaningful bonds within our immediate 
environment and propose tangible solutions.

Sprites of Meadowlands acts as a supportive 
environment for community action that is co-
created within safe(r) space. I hold space for diverse 
participants so they feel comfortable and motivated 
to co-create and share their experiences through 
play and active embodied listening/speaking via the 
platform. In response to the pandemic, I envisioned a 
project that is very much based on physical proximity 
of spaces and our embodied experience of diverse 

essential to begin re-establishing the connection 
with our surroundings, the environment we inhabit 
and I believe that games can facilitate this process in 
meaningful ways.

Sprites Of Meadowlands 
Urban Game
Slovenia
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Markus Zorn 
Mumtaheena Rifat 
Robin Eskilsson

ABSTRACT
Collaborative work, especially in socio-economically 
and spatially segregated urban areas, successfully 
implementing co-creative methods can be 
challenging. The potential of using serious games in 
development practice has proven to be a valuable 
addition to existing collaborative processes. However, 
many challenges and potentials in implementing 

research.

“Water you thinking about?” is a prototype for a game 
to collaboratively explore how water is used, and how 
it is connected to everyday-life. The game was co-
designed with students from Chalmers University of 
Technology (Sweden) and the University of Pretoria 
(South Africa), as part of a Diploma Thesis project. 
During an iterative process, which involved several 
other games and playful activities, the game was 
tested and used to generate data for urban projects, 
as well as build trust and relationships between local 
children and facilitators. 

certain project development needs and according 
to some local restrictions, its implications can be 

management, methods for community development, 

needs to be done, to fully unfold the potential of 
games, such as “Water you thinking about?”

Play For Dignity
Austria
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dimensions of a water-infrastructure game 
as a placemaking tool for intercultural 
co-design processes

> serious games
> co-creation
> participation
> community development
> water resource 
  management

WATER YOU THINKING ABOUT?

Project dates: Feb, 2021 - May, 2021
Location: Melusi (Pretoria, South Africa), informal settlement
Research methodology:
Literature studies  and semi-structured interviews (prestudy)
Participatory action research (workshops and game sessions)
Background: 
The case described is part of a larger strategy for community 
development. It was carried out through a co-design studio col-
laboration between Chalmers University of Technology (Reality 
Studio) and the University of Pretoria (Urban Citizen Studio).
Several game sessions at different project sites were imple-
mented

HOW 
TO 

PLAY

Robin Eskilsson
robin.eskilsson2@gmail.com
linkedin.com/in/robin-eskilsson

Mumtaheena Rifat
mumtaheenarifat@hotmail.com
linkedin.com/in/mumtaheena-rifat

Markus Zorn
markuszorn5@outlook.com
www.linkedin.com/in/markus-zorn

AIM OF THE GAME
Collect data about how the 
community uses water and 
what role it plays in everyday 
life.

AIM OF THE GAME
Establish relationships 
among player and between 
participants and facilitators. 
Enjoyable game session will 
encourage active participa-
tion in future workshops.

PREPARING THE GAME
A simplified version of a 
water management infra-
structure is built, opening up 
the opportunity for conver-
sations about local water 
infrastructures.

PREPARING THE GAME
Co-building the game struc-
ture and setting up the game 
builds trust and increases 
inclusivity.

PLAYING THE GAME
Reflecting on real-life activi-
ties related to water usage 
and creating an iteration 
with the game.

PLAYING THE GAME
Observing and interacting 
with players during the game 
provides further insight in 
relevant matters.

GAME OUTCOMES
Reflect on outcomes (pic-
tures, quantitative data, etc.) 
to inform the project devel-
opment.

GAME OUTCOMES
Relationships established 
during the game serve as a 
valuable foundation for 
active participation in the 
future.

AIM OF THE GAME
Get colored water, repre-
senting different kinds of 
water (drinking water, rain 
water, etc.), from one side of 
the structure, into according 
buckets on the other side.

PREPARING THE GAME
Setting up the game (little 
wall structure, pipes, fun-
nels, colored water) to get 
the game ready to play.

PLAYING THE GAME
Competitive and collabora-
tive elements will keep ex-
citement and team-spirit 
alive respectively.

GAME OUTCOMES
Nicely separated water in 
the different buckets will 
show consistency in water 
usage, brown water in all 
buckets indicated inconsi-
tency.

MAIN TAKEAWAYS
The immediate engagement of participants indicates greater 
commitment towards water management issues.
The game provides an innovative and creative alternative to con-
ventional approaches to community development. As a fun and 
social engagement it encourages active participation.
Furthermore, an iteration of playing this game can evoke valuable 
reflection on water usage.

playing the
game itself

implications for
placemaking facilitators

socially related
implications

Player 1 & 2: 
Communicate

Set-up game structure

Player 1: Pour water Prepare colored water
(types of water)

Player 2: Choose destination
bucket (water usage)
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POKEMON GO AS 
A PRODUCTIVE 
COUNTER-SPACE

Nick van Apeldoorn
��	�������	������������
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���	��	�

Jeroen Hollander
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ABSTRACT
Pokémon Go is a GPS based, augmented reality game 
in which users track and catch Pokémon with their 
smartphone in the real world. Our position is that the 
addition of a virtual layer like Pokémon Go in physical 
spaces changes the usage of the space and we give 
examples of how this changes.

Pokémon Go triggers to make use of the absolute space 
but different than ever before, players interact with 
each other but less with the environment off-screen. It 
triggers emotions, inclusion of other players because 
they share the excitement, but exclusion of non-players 

Where Pokémon Go is played, two kinds of lived space 
are created by players and non-players. These spaces can 
be lived differently than conceived by experts creating 
counter-spaces that can lead to undesirable situations. 

the behaviour of people by augmented virtual reality. 
This is a chance for creating applications that can bring 
the conceived space more in balance with the lived 
space of the users and non-users of augmented reality. 
It can lead to changes in space by bringing the fabric of 
cities more in balance with the augmented world.

KEYWORDS
Pokémon go, Augmented Reality, Absolute Space, 
Counter Spaces, Productive Spaces, Virtual Layer
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1. INTRODUCTION
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2. ABSOLUTE, RELATIVE AND RELATIONAL SPACE
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3. COUNTER-SPACE
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ABSTRACT
There is no doubt that Covid-19 has massively affected 
not only how we behave as individuals but also how we 
handle proximity in all the different spaces. As a result, 
one poses the question of what we could do to give a 
regular use to these sites while following the safety 
measurements and restrictions due to the pandemic, 
and at the same time, what kind of appropriate places 

to change with any unpredictable event.

This proposal aims to provide a shift in paradigm to 
prevent unforeseen circumstances while preserving the 
essence of what we know as “public spaces.” Our team 
selected “Carrer A”, an unused long corridor of “Zona 
Franca” as a starting point for the designing exploration. 

performed in Barcelona. Then, we recreate the zone in 
a smaller scale and deployed hexagonal pods along the 

temporary housing and small gatherings that can be 

by the current pandemic.

In parallel, the structural design of HexPods does not 
only work under an elevated train rail but to any other 
existing structures that can be found in Barcelona. 

HexPods the perception of how we use public spaces is 
being re-invented putting our safeness out of danger. 
This idea adapts the public space to the current situation 
and shows that public spaces are not obsolete and can 
be constantly renewed. 

KEYWORDS
New Paradigm, Public Space, Digital Tool, Co-Design.
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2. FROM THE PERMANENT, SIMULTANEOUS, AND COLLECTIVE TO 
THE INTERMITTENT, SUCCESSIVE, AND PERSONAL.
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3. METHODOLOGY.
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4. ANALYSIS OF THE PLACE.
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5. HEXPODS DEVELOPMENT.
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6. RESULTS
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ABSTRACT
As extreme climate actions intensify, questions of public 
space will increasingly elide with those of planetary 
ecology and the boundary-challenging expansiveness 

that seeks to incorporate issues of place and community 
with those of material ecology and habitat. It outlines a 
project development pathway that attunes its collective 
designers and those who encounter the project’s 
outcome to a highly localized entanglement of human 
culture and environment. The paper describes a project 
called “Rocking Cradle,”  a vessel that acts as nursery 
planter for nascent seedlings, teeter-totter that provokes 
play, and mechanism for promoting stewardship 
between a community and its urban biome. The cradles 
are urban furniture 3-d printed out of granular material 
that collect water, rock back and forth, provide seating, 
and inspire the imagination. The project is ongoing, but 
pursues a paradigm of urban play that is inclusive in its 
development and eventually inclusive in its function for 
both human users and vegatative life.

KEYWORDS
Ecology, Attunement, Play, Advanced Manufacturing, 
Stewardship
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2. PROJECT CONTEXT
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3. PROJECT GOALS
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4. DESIGN METHODOLOGY
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5. MATERIAL AND FABRICATION
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ABSTRACT
In recent years, real-data collecting and data mining 
techniques have been used to enhance digital 
architectural and landscape design tools, as well as 
analyzing of design projects, but have rarely been 
able to create generalizable tools to support design 
thinking in collaborative platforms such as BIM. On the 
other hand, decision-making on the large-scale socio-
technical complex context of future cities, requires a 
transition to robust model-based interfaces. The next 
generation of architects and landscape designers 
must be able to take advantage of the integration of 
current evolved data-driven technologies into a single 
design platform, thereby anticipating and managing 
the challenges facing built environments, in a more 
realistic and effective interdisciplinary and collaborative 
communication. Creating decision support systems for 
public urban spaces in interaction with building blocks 
(as subsystems of a city) is a tool for managing future 
changes of a city, with a participatory and bottom-up 
approach. In this research, we discuss the necessity and 
how to integrate building and landscape simulation tools 
to support decision making in the early stages of the 
design process and by introducing a general structure of 
the two on-going Ph.D. studies, we have tried to create 

KEYWORDS
Decision Support System, Collaborative Design, Public 
Mid-Scale Spaces, Integrated Design, Real Big Data
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1.2. NEED FOR HOLISTIC COMPUTATIONAL TOOLS FOR 
INTEGRATING BUILDING-LANDSCAPE DESIGN
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2. STATE-OF-THE-ARTS IN LANDSCAPE AND HPB DESIGN DIGITAL 
TOOLS

2.1 LANDSCAPE DESIGN DIGITAL TOOLS
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2.2. HIGH-PERFORMANCE BUILDING (HPB) DESIGN DIGITAL TOOLS 
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3. INTEGRATED BIM-BASED MID-SCALE DECISION SUPPORT 
SYSTEMS FOR REGENERATIVE DESIGN 
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ABSTRACT

research practises, connected with public play space with 
a strong impact in the 21st century, we apply these ideas 
to urban and civic contexts with the aim of promoting 
a communication process about public space towards 
inclusion. Based on the concept of unitary urbanism 
this paper will show an historical understanding of 
the playful city that culminates in the project Urban 
Maze [Labirinto Urbano]. The aim is to contribute to a 
critical playful environment that take advantage of the 
developed concepts.

For that purpose, we will use an arts and design-based 
research methodology that explores the concept 

the state-of-the-art with a civic game prototype for 
future implementation in the Portuguese central city of 
Almeirim.

The intersection between games, philosophy, urbanism, 
and activism was developed to generate a creative 

accessibility in the current urban design. Therefore, the 
project aims to be a form of playful communication for 

make the problems of urban accessibility more visible, 
and successfully solved.

KEYWORDS

Serious Games
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2.1 JUSTIFICATION
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3. LABIRINTO URBANO [URBAN MAZE] RESEARCH METHODOLOGY
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3.1 RELEVANCE AND OBJECTIVES
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3.2 THEORETICAL/CONCEPTUAL FRAMEWORK
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4. RESULTS ANALYSIS AND DISCUSSION OF RESULTS / FINDINGS
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5. CONCLUSIONS
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ABSTRACT
In the future people will have fewer working hours and 
more free time. How is this going to disturb the pattern of 
daily life? What issues will the new urban policy tackle? 
What if we understand space in terms of time? How do 

use of time?

This paper explores data-based analysis of chrono spatial 
engagement of people in the city and how in the future 
cities could adapt to different uses of time with new 
technology. The project aims to bridge the gap between 
the future utilization of free time and available spaces 
in the city. The analysis is explored in Eixample district 
in Barcelona as a test ground for the methodology. It 
introduces a proposal of a dynamic system that will 
update itself in a constant feedback loop of time and 
space. 

The project allows us to establish a framework for the 

city according to the constantly changing needs of the 
citizens. It represents another tool for the promotion 
of the 15 minutes city, since it helps to use spaces in a 

limited spaces.

KEYWORDS
Freetime, Adaptability, Uses, Spaces, Needs
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2. RELEVANCE AND OBJECTIVES
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3. METHODOLOGY

ª�������	���������	��������������
	�������
	��������������������	�������	������� �����
�
��� �����	� ��	���� �
������
������������
� �
	������	��¤��		������� �
	�����
���
�������
����	����
	��	�
���
���������	���������	������
�		��������	�� �����������������
���
����	�� ��
	�����	�
	�����	�����

��������������	���	�
���
����

�� �����
� ������������
	�����	������
	���	�������	������­�� �������
����		����	�����
�	�	���	����	�	������	�����	����������	���������
	���	� ����	������	������
����
���������	�������������	����

�� �	����
� � � ��������������
� �	��������
� ���� � �
	� ����	�� ��� �
	� ����� 
��	� �		��

 I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

1 6 5

P U B L I C  P L AY  S PA C E  S Y M P O S I U M

�
������	������
�		���������	����	������� �
��	������
��� ��������
��	��������	�����
��	��������	�������
	�������
���
��	����	����
�����
������	��

������������
�������	��
��	�
���	������
	��	������	��

��������������	�������	�	���
���������	�����	����
����	��������	�¤���		���

�� �
���
� ������������
������

��	����������	������
����
	��
	���
	�����	� ����
�������	�
�������
�� ����
���	���	������	��
�����
	����
	���	�¤��		����

�� ����

� ����������
�������¬����
�������¯�����	���
����		���	���	�������
	�����������
�����
	���
	��

������������
	�����	��

4. ANALYSIS AND FINDINGS

4.1 TIME USE DATA
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4.2 CATEGORIZATION OF SPACES BASED ON TIME USE
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4.3 MATCHMAKING AND THE CATALOGUE OF USES
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4.4 SPATIAL IMPLICATIONS
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5. CONCLUSION AND IMPLICATIONS
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ABSTRACT
Cities are rapidly evolving. The importance of public 
areas has expanded as a result of this rise. This study 
seeks to analyse and develop the role that components 
such as co-creature, co-design and empathy play in this 
environment. Co-design is an alternative for all interested 
parties to participate in the design debate. People, city 
planners, legislators and designers are asked to take 
part in public space creation. Once each individual 
contributes to this process, with a different viewpoint 
on urban space needs, the interdisciplinary part of co-
design becomes obvious. The combination of co-design 
and the public sector promises to serve communities 
very well. A reduction in Vandalism and urban alienation 
and an improvement in communal life can be among 

conventional setting by the individuals concerned and 
depends on the compromise of certain power structures. 

KEYWORDS
Adaptability, Empathy, Human-Centric, Needs, 
Participation, Urban Interaction Design, Public Space, 
Co-Creation, Co-Design
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2. IMPORTANCE OF HUMAN CONNECTION
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3.1. THE ACCESSIBILITY OF THE SPACE  
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3.2. THE COMFORT OF THE SPACE  

�
�������
	����
��������	��
	�����	�����
	����
�����
	�	��
	��	
�	���ª�	�����
	��	��������
�����������������
�������	��������	�����

��	���	��	����
������
���	����		������	��
�	��
	 � �	������ ����� ���	�
	�����
� �
�� �����������	� � ������� ����� ��� ����	� 	�	����
������	�����������
����
��������������	���
	�	���	��

�������
����	����������
	����
���
��
	�	������	����������
	��

3.3. CREATING SOCIABILITY  
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4. CO-DESIGN FOR INTERACTIVE PUBLIC SPACES, PROCESS AND 
STRATEGIES 
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4.1 DESIGNING PUBLIC SPACES   
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4.2. DELINEATED PUBLIC SPACE (CLEARLY PUBLIC IN THEIR USE)   
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4.3. ENGAGING PUBLIC SPACE (DESIGNING IN ACTIVE USES)   
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4.4. MEANINGFUL PUBLIC SPACE (INCORPORATING NOTABLE 
AMENITIES AND FEATURES)   
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4.5. SOCIAL PUBLIC SPACE (ENCOURAGING SOCIAL ENGAGEMENT)   
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4.6. BALANCED PUBLIC SPACE (BETWEEN TRAFFIC AND 
PEDESTRIANS)   
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4.7. COMFORTABLE PUBLIC SPACE (FEELING SAFE AND RELAXING)   
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4.8. ROBUST PUBLIC SPACE (ADAPTABLE AND DISTINCT IN THE 
FACE OF CHANGE)   
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5. CONCLUSION
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ABSTRACT
We are witnessing an unprecedented ecosocial crisis 
and global urban trends suggest that, by 2050, 70% of 
the world’s population will live in cities. It is in them 
where the greatest inequalities are reproduced and it 

sustainability of life.

Faced with this global phenomenon that increases 
inequalities, another is happening: 40% of the world’s 
population plays video games every day (and the trend 
is increasing). A video game, on the other hand, has the 
ability to unite people in the same space, time and place, 
regardless of their social conditions.

views and biases of the professionals we design affect 
people’s lives and we point out some key ideas to meet 
this challenge.

In the second part we present a new type of game, 
Playmaking, which hybridizes technology and the city 
in a playful way as an opportunity to promote more 
committed communities and create better spaces to 
live.

KEYWORDS
Playmaking, Placemaking, Serious Games, Citizen Card, 
Hybridization
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1. INTRODUCTION. INSIGHTS WHEN DESIGNING
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2. A NEW SPACE TO INHABIT: THE DIGITAL DIMENSION
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3. COMMON VIEWS AND CHALLENGES WHEN DESIGNING A 
HYBRID WORLD
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4. VIDEO GAMES AS A HYBRIDIZATION TOOL
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5. VIDEO GAMES AND CITIES AS GLOBAL PHENOMENA
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6. A NEW KIND OF GAME: PLAYMAKING
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7. THE DIMENSIONS OF PLAYMAKING

�
��������� ��� ���	� ��� ��� ����� ���	�������� �	��������
 � �	�
��
�����
 � �
����
� ����
�����
�

�����	�����Ð¡
�������
��������¶

�����	������
	������	����������
�
���������



1 9 0

�
	�	���������	��������
�	�������	���������� ������������������	��	������������	�����
�
����
	����
������������
���������������
	����
��������	�����	����	����	���	����������
���	������������

�����
	��

����	����
	 ��
	��	��
������
	����	���������	��		��­���	�������	�
��
������	��	�
����	��
����	��� ����
��
���	����	���
��� �
	����������	��	�	����
	����	�����
��� ������������
������­���	�����������­����	�� ��
��
��	���

��	
�	������
��	���

¡
	���	�������	��	�
��
�������������	��	���
	�����������	�����	��

����	�����	��
	���
	�	�����������
��
	���
	�	����­������	�� ��	����
�������	���������
�
���	��

 I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

�����	��¦��­����È��	�
��
�����
�	�
����	��­���	��

�����	������	�
��
����È������
­���������	�����	��

�����	���������È�­�����
­������	����­���������	��

���	��

1 9 1

P U B L I C  P L AY  S PA C E  S Y M P O S I U M

����
	����������­������	��������
	�­��� ��	����
�������������	�����
��
���������������
����	��	������
��	�������������	����������	������
���	��	�����	�����	����
	��

����
	����	���� ��
	����	���������	��		���
	���
	�	�����
	�­������������������
�����	�
��������	����������
��������������
��������������
	����
�������	�

��������

� �����������­������	��������	�
��
�����	����
��	��	�������­�������������
­��������� ��
��
����
��������

���	��	�	����
	���	������	��
��������������
���������	��
�������������	�����	���

�����	�����­�����­������	���È�
­�����������������������	��	��

�����	�����­����È������
�
����������

�����	������	�
��
����È�­�����
­������	����­����������



1 9 2

�
�������
���
���	����
	���	������������	������ ������
������
���	��
	��	��
�����
�
	����	������������
�		�����
	�¶

����	�����	�­��� ��	�
��
�������������	��	������	��	���	�
�������	��

����	�������	��	�
��
��� ���������­������	�� ��	��	���
	��	���������	� ����	��
����	�

����	�����	���� �­������	�������­��� ��	���

�
��	��
����
�������������������	��	� �
���
�����
	��������	
��ª��������� �������

 I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

�����	�����­����È��	�
��
����È�
���������	��	���	�
����

�����	������	�
��
����È�����
È�­�����­������	�����	������

���	��

�����	�����­����È�����È�
­�����­������	�����
����
�

������������������	��	��

1 9 3

P U B L I C  P L AY  S PA C E  S Y M P O S I U M

����

� � ��� �	� ����	� ­������	�� � ­���� ���� �	�
��
��� � �	����
�� �	� ��
����� ������
������­���	������������­����	�� ����	�	����������	����
�����������	�����������
	�
�������	�	
���	���������
	�	��
�		����	�������

�
	��
����������������
�����
	����	������������
	���������	���������	�	��	� �����
	�
���	�����	 ����	������
��	 ������
���������	��	������������	���������������
	������
��
�	������������	���

8. SOME EXAMPLES OF PLAYMAKING
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9. THE CITIZEN CARD
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10. CONCLUSIONS
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ABSTRACT
“Mind the Step” is an award-winning initiative that 
raises awareness about the role of public staircases 
in São Paulo (Brazil). It challenges its uses through 
physical interventions co-developed with local 
communities. The initiative sets a tactical urbanism 
framework to be used as a tool for change. It is based 

during six actions that took place between 2014 and 
2019. 

The process is based on four steps to deliver a 
meaningful transformation of urban public spaces, 
grounded in a solid engagement and participatory 
process: (i) co-analysis; (ii) co-design; (iii) co-
implementation and; (iv) consolidation. Each of them 
uses a set of tools and methodologies to involve a 
diverse range of stakeholders, including street users, 
neighbors, school students or city staff. Cidade Ativa 
has learned, throughout the six projects, that a mix 
of both digital and analogical tools is key to create 
an engagement process that is fun and meaningful 
while being accessible to all.

Mind The Step: 
Co-Creating Public 
Staircases
Brasil

I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

SYMPOSIUM

BRAZIL

 MIND THE STEP 
CO-CREATING PUBLIC STAIRCASES

 1. ALVES GUIMARÃES
year: 2014 - 2015
main partners: Urban Urge Awards
people engaged: aprox. 250
people impacted: aprox. 700* 

 1. CO-ANALYSIS

 2. CO-DESIGN

 3. CO-IMPLEMENTATION

 2. JD ÂNGELA
year: 2015 - 2016
main partners: IVM
people engaged: aprox. 275
people impacted: aprox. 1500* 

 3. COTOXÓ
year: 2016 - 2017
main partners: Brookfield
people engaged: 160
people impacted: aprox. 300* 

 4. ERM. MATARAZZO
year: 2017 - 2018
main partners: Fund. Fenômenos
people engaged: aprox. 50
people impacted: aprox. 1000* 

 5. JD. NAKAMURA
year: 2018
main partners: HealthBridge, UN
people engaged: aprox. 160
people impacted: aprox. 450*

 6. ESCADARIO
year: 2019 - incomplete
main partners: Community 
Association
people engaged: aprox. 210
people impacted: -

* average number of people that 
use the staircase on a week day

 ABOUT THE INITIATIVE 
‘Mind the Step’ is an award-winning initiative that raises 
awareness about the role of public staircases in São 
Paulo (Brazil). It challenges its uses through physical 
interventions co-developed with local communities. 
Usually abandoned and degraded, stairways are key 
common spaces, but often unsafe and underused in 
Brazilian cities. At the same time, the transformation 
of staircases and their reintegration into the 
pedestrian mobility and public spaces network can 
unlock multiple opportunities for people to meet, 
relax, play and exercise.

 6 PROJECTS 

 THE PROCESS 
The initiative sets a tactical urbanism framework to 
be used as a tool for change. It is based on methods 
developed and refined by Cidade Ativa during six 
actions that took place between 2014 and 2019. 
The framework is based on four steps to deliver a 
meaningful transformation of urban public spaces, 
grounded in a solid engagement and participatory 
process. 

1 - CO-ANALYSIS

2- CO-DESIGN

3- CO-IMPLEMENTATION

4- CONSOLIDATION

Each of them uses a set of tools and methodologies 
to involve a diverse range of stakeholders, including 
street users, neighbors, school students or city staff.  
Cidade Ativa has learned, throughout the six projects, 
that a mix of both digital and analogical tools is key 
to create an engagement process that is fun and 
meaningful while being accessible to all.

 STAIRCASES IN SP ARE... 

potential landscape overlooks

important connections within 
the pedestrian network that can 
encourage walking

opportunities for meeting people, 
relaxing, playing and exercising

opportunities for creating a public 
space network

The initiative started with a pilot project in 2014, 
developed for the staircase located at Rua Alves 
Guimarães, in Pinheiros, São Paulo. Cidade Ativa drafted 
it as a response to the Urban Urge International 
Competition question: “How would you transform
a community with US$ 4,000?”. The team decided to 
question the status-quo and rethink the way architects 
and planners used to work. Thus, they developed 
a new collaborative process, which acknowledged 
the importance of engaging with staircase users’, 
understanding their behaviors, and collecting their 
needs and opinions. Moreover, this process was aimed 
at making sure the community was part of each step 
of the transformation and that they had a chance to 
actively make the change happen.

 4. CONSOLIDATION

The team listens and behaves as a facilitator of 
the design process, mainly through workshops 

and on-site meetings. Events and cultural activities 
invite people to spend time on the staircase and 

are a perfect oppotunity to test design ideas.

Light, quick and cheap interventions can provide 
a range of opportunities for volunteers and  

community to collaborate in the process. Local 
authorities approve or directly deliver maintenance 

works and structural changes in the selected 
staircase: steps, handrails, drainage, lighting and 

road design changes. 

Local artists and partner organisations lead specific 
workshops and involve the local community. Each 
person contributes with specific tasks, appropriate 
for their age, skills and interest: planting, painting 

or helping to assemble urban furniture. It is key to 
empower the local community, so everyone feels 

bonded and proud of the place.

Finally, the process sets the stage for the future 
management and use of the staircase, assigning 
clear roles and processes for keeping the place 

clean, well maintained - and alive! Promoting 
regular activities also contributes to achieving 

long-lasting and grounded outcomes.

Measuring the impact of the project is key to 
support decision-making between steps, but also to 
build a solid evidence-based case to justify further 

investments or new projects. Also, the evaluation 
method can be set as to monitor the area for 
a longer period of time, aiming to measure the 

achievement of long-term and wider outcomes. 

“
”

 A STRONG AND  
 ENGAGED COMMUNITY  

 IS CRUCIAL FOR  
 A SUCCESSFUL  

 COLLABORATIVE URBAN  
 INTERVENTION.

 » BEFORE  » AFTER

SÃO PAULO

sitting and playing furniture  
are key to promote stationary 
activities in public satircases

95%
154%

36%

after Cotoxó intervention 
feeling of safety among 

users increased from in average 
use of steps 

for stationary  
activit ies 

increased by 
 

 EYES ON THE  
 STAIRCASE 

 PROMOTING STATIONARY ACTIVITES

As the first step to understand the local context, a 
physical and socio-spatial analysis identifies mobility 
patterns and open space networks. Then, a people-

centred analysis relates the staircase’s physical form 
and context and its influence on users habits and 

needs.  

SÃO PAULO

 MIND THE STEP SUMMARY 
where: São Paulo, Brazil
when: 2014 - ongoing
core team: Gabriela Callejas, Mariana Wandarti, 
Nathalie Prado, Rafaella Basile & Ramiro Levy

total people engaged: aprox. 1100
total people impacted: aprox. 4000
total investment: aprox. EUR22.000 + 
donations

 ? 

MAIN TOOLS:

 » online collaborative mapping 

 » online surveys

 » online campaigning 

 » on-site people counting 

 » on-site interviews

 » on-site interactive pannels

 » urban furniture

 » light materials such as paint, chalk, wood

 » planting

 » online surveys

 » online campaigning 

 » on-site people counting 

 » on-site interviews

 » on-site interactive pannels

 » social media pages, groups or chats

MAIN TOOLS:

 » drawings, paintings, model making

 » cultural events

 » walkshops

 » on-site games

 » Minecraft 

MAIN TOOLS:

MAIN TOOLS:

keywords: staircase, community engagement, tactical urbanism, active mobility
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ABSTRACT
The research goal of this project is to merge digital 
technologies such as information technology and 
robotics to design transformative and interactive 
furniture. The objective is to let the installation adapt to 
the human movement without the necessity of letting 
humans control all the forms. Such that the system 
should be self-autonomous, human interference is 
kept at minimum. 

Human activity recognition, or HAR, is a challenging 

the movement of a person based on sensor data 
and traditionally involves deep domain expertise 
and methods from signal processing to correctly 

machine learning model. Two methods are used to 
capture the environment and people’s movement. 
The Kinect is responsible for capturing the human’s 
activities, and the lidar scanner is for the environment. 
This project aims to capture the human movement 
in social spaces, such as walkway, staircase, and park. 
Human activities such as resting, talking or eating are 
also captured. The Kinect scanner digitised human 
activities into Rhino and into skeletons. 

Adaptive Furniture: 
Deep Learning In Human 
Activity Recognition (Har) 
To Promote Adaptability 
In Public Space Furniture
Hong Kong
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TALKING ON THE PHONE

RESTING

PRIVATE TALK

TALKING ON THE PHONE

RESTING

PRIVATE TALK

INPUT OUTPUTDECISION TREE

Heart Beat

Movement
Speed

Location

Emotion
Noise

MACHINE LEARNING

SITTING

SYMPOSIUM

INPUT OUTPUTFeature Extraction+ Classification

DEEP LEARNING

SITTING

INTRODUCTION

A D A P T I V E 
F U R N I T U R E

‘DEEP LEARNING IN HUMAN ACTIVITY 
RECOGNITION (HAR) TO PROMOTE ADAPTABILITY 

IN PUBLIC SPACE FURNITURE’

HUMAN ACTIVITY RECOGNITION

EXPERIMENT

3D-SCANNING

SIMULATION

TRANSFORMATION

3D SCANNED SPACE

INBETWEEN | POCKET PARK

GRASS

CORNER

ROUND BENCH

SEATING

PLATFORM

BENCH

The research goal of this project is to merge digital technologies such as 
information technology and robotics to design transformative and interactive 
furniture. The objective is to let the installation adapt to the human movement 
without the necessity of letting human control all the form. Such that the system 
should be self-autonomous, human interference are kept at minimum.

Human activity recognition, or HAR, is a challenging time series classification 
task. It involves predicting the movement of a person based on sensor data and 
traditionally involves deep domain expertise and methods from signal processing 
to correctly engineer features from the raw data in order to fit a machine learning 
model.

Author: 
CHENG Yu Hin, James (HKU MArch Student)
NGAI Tsz Fung, Frank (HKU MArch Student)

Two methods are used to capture the environment 
and people’s movement. The Kinect is responsible 
for capturing the humans activities, and the lidar 
scanner is for the environment. This project aims 
to capture the human movement in social spaces, 
such as walkway, staircase, and park. Human 
activities such as resting, talking or eating are also 
captured. The Kinect scanner digitalized human to 
rhino into skeleton.

WALL1 RAIL2 SEAT3 PRIVATE4 CAVE5
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ABSTRACT
Abdur Rahman, a boy of 10, lives in a 380 square feet 
house with his two siblings and parents in Dhaka’s one 
of the most densely populated informal settlements, 
Gabtoli. His friends from the neighborhood live in 
similar houses, sometimes even with more people. As 
the houses are small, the children spend much time 
outside, playing in the adjacent spaces. Unfortunately, 
there is not much open space outside as well, since 
more than 900 families live side by side, having only 
narrow alleys and an access road as their playspace. 
Our project started with Abdur Rahman and his friends 
by searching for space to create a social meeting point 
for people of all ages, especially children.

The development process involved three months 
of community consultation, studying the existing 
practices, communicating about problems, 
aspirations, and needs regarding communal space. 
Throughout the initial site studies, the children were 
eager to show around the site. So, naturally, creating 
a community space started with the children taking 
the lead.

We opted to create a low-cost, limited spaced and 

co-creation process that aims to address their limited 
space and natural light issues. A guide is being 
developed with instructions for easier installation and 
maintenance of the vertical plantation system on their 
own and spread the idea to a broader range of people.

Magic Garden: Children-
Led Cocreation Of A 
Vertical Productive 
Garden
Bangladesh

I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E
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ABSTRACT
‘Kaun Hai Master? Kya Hain Plan’ (Hindi for ‘Who is the 
Master? What is the Plan?’) is an interactive map based 
toolkit for community engagement. It was designed 
by Social Design Collaborative for workshops across 
Delhi to spread awareness on the city’s latest Master 
Plan for 2041 and to help engage with it. Supported 
by SEWA Delhi, it was developed in early 2021 as a 
part of Main Bhi Dilli (Hindi for ‘I am Delhi too’) - a civic 
society campaign in Delhi to provide more inclusive 
and citizen-led alternatives to top-down planning 
processes.

It comprised 6 activities, of which the Public Space 
activity involved sticking ‘bindis’ (colored dots worn by 
many Indian women at centre of forehead) on favorite 
public spots on a map of the city, with different 
colors for different genders. Diverse perspectives and 
preferences, awareness on restrictions on mobility and 
lack of “free time” were some of the issues brought out 
through the workshops conducted in marginalised 
neighborhoods across Delhi. Residents here work 
as farmers, street vendors, waste pickers, domestic 
workers, home-based workers etc. The learnings have 
been critical for co-design of inclusive and accessible 
public spaces for all genders and abilities. 

Toolkit For Community 
Engagement With Delhi’s 
Master Plan 2041
India

I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

MAKING PLANNING 
PARTICIPATORY

The toolkit 'Kaun hai MASTER? Kya hai PLAN?' 
(Hindi for 'Who is the MASTER? What is the 
PLAN') is a map based toolkit developed by 
Social Design Collaborative for workshops 
across Delhi to spread awareness on Delhi’s 
upcoming Master Plan 2041 and to inform it. It 
was developed as a part of the 'Main Bhi Dilli' 
(Hindi for 'I am Delhi too') campaign, a civil 
society campaign to provide more inclusive 
and citizen led alternatives to current 
top-down planning approaches.

‘Bindis’ for voting

Catchy colours for 
different activities

Crafted with easily 
available materials

The toolkit comprises 6 activities. The Public Space 
activity involved sticking 'bindis' (colored dot adorned 
by Indian women at centre of forehead) on favorite 
public spaces in the city, which were of different colors 
for different genders.

Colloquial

Street 

vendors

waste 

pickers

Home based

workers

Low cost

Colour coded

As a part of 
, 2021

Toolkit for community engagement with 
Delhi’s Master Plan 2041

ACTIVITY ON
PUBLIC SPACES

Do we know who makes a 
MASTER PLAN?

Domestic 

workers 

Any government which comes to power makes the Master Plan. 
We never know who makes it or doesn’t. Who is the Master, who 
is not? We never know.

slate CHALK

BOARD
CARDS

6 activities

MANUAL

THE TOOLKIT!WHO IS THE

WHAT IS THE
MASTERMASTER

PLANPLAN

A ballot chart helped highlight which qualities of the public 
spaces were preferred the most by different genders.

women men transgender

WHY DO YOU LIKE THESE PLACES?

I like to sit 

and watch 

people!
Lots of food 

carts!!

It is

peaceful!!

I can 

play!!

I like lively 

places!!

It's green.

I need to 

feel safe.
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ABSTRACT
The regeneration of YAK square (De Salvo Square) 
is part of a two-years program which experiments 
an innovative way to merge a cultural program with 
public-space regeneration. Born at the intersection 
of the work of the cultural association Karakorum, 
based in north of Italy, and of some researchers from 
the Department of Architecture and Urban Studies 
- Politecnico di Milano, it aims to better connect 
Spazio Yak (a community driven theatre) with its 
neighbourhood, a fragile peripheral district in Varese 
where it was settled a few years ago.

The project develops an open and incremental 
methodology to achieve space improvement and 
community inclusion at the same time. It intends the 
transformation of urban space as a mean of
integration between individual and collective well-
being, gained through the use of existing resources 
and done in order to enhancing the appropriation of 
open space by engaged citizens. Graduality, test and 

methodology of the project. Organized in different 
phases (sensing, ignition, catalysis, consolidation, 
release), a rich program of artistic actions was 
promoted to re-imagine the public space around 
the theatre, the De Salvo Square in particular, now 
conceived as a “permeable” and recognizable place.

A New Theater Square 
For The Yak Community. 
Designing The Public 
Space Through 
Performative Activation 
In Varese
Italy

I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

SYMPOSIUM

Performance

Performances - Events

Trasformation, design, 
traces on place

Interaction and 
co-design (with 

inhabitants, public)

Interaction (with 
institutions and 

stakeholders)

Interaction within the 
two groups of architects 

- urban designers and 
artists + experts)

Spacial 
regeneration

Research
Monitoring

Governance

Engagement

Dissemination and 
presentation of the results

SCARECROW DAY

THEATER PERFORMANCE 
The window on the courtyard

“Lily e Adam”

MUSICAL 
PERFORMANCEURBAN GAME

SUNDAYS IN THE YAK 
SQUARE

NEIGHBOURHOOD EVENT
INAUGURATION OF THE SQUARE

Local market

EVENT with STUDENTS 
from University

PIC NIC

recognition of potential 

azioni-eventi di innesco azioni di catalisi sulla piazza consolidamento rilasciocoprogettazione

yak theater square

spatial experiments
(production of artistic works, installation and 

inauguration)

focus group 
with families

focus group 
with families

focus group 
with students

residents of 

regular participants 
of Spazio Yak

reinforced in the 
actions

B Plano

engagement local commerces and 
small local administration

aggancio soggetti

cathalysis (square) rooting releaseco-designengagement

engagement of 
meeting with local 
producers and merchant

First events design

Evaluation phase Evaluation phase

Begin of the design of the square

adjusting the design layout

2020 2021 2022
01 02 03 04 05 06 07 08 09 10 11 12 01 02 03 04 05 06 07 08 09 10 11 12 01 02 03

A new theater square for the Yak community. Designing the public space through performative activation in Varese

The incremental design of the square

Map of the artistic events and performances in Bustecche neighbourhood in Varese

performance in the courtyard of the houses
The window on the courtyard

functions

enhance the accesses

object for sharing

inclusion of the 
green space

new playground

new pavement

workshop in the playground
Scarecrow day 3

workshop in the woods
Scarecrow day 1

workshop in the playground
Scarecrow day 2

performance/workshop on the square
Sundays in the Yak square

game through neighborhood
Urban game

The events

Process timeline

Scenarios for interaction and design of the Yak square

The uses of the square for the performances

Scarecrow day The window on the courtyard Urban game

Sundays in the Yak square

The spaces set up during the 

The uses of the square beyond 
the theatrical activity

Application of an place-based incremental 
methodology
The program follows an overall methodology, the 
“Playtime concept”(1), for the transformation of 
urban space at the integration between individual 
and collective well-being, through the use of 
existing resources, enhancing the appropriation of 
open space by engaged communities, developed 
by a DAStU-PoliMi group of research. Graduality, 

are the main features of the project. Organized 

consolidation, release), a rich program of artistic 
actions was promoted to re-imagine the public 
space around the theatre, the De Salvo Square in 
particular, now conceived as a “permeable” place.

(1) Moro A. et al. 2020. Playtime. An action 
framework for public space in fragile urban 
contexts: 
h t tps : / /www.arch i te t t i . com/wp-content /
uploads/2019/07/Playtime-ENG.pdf

General project: Yak Around. Theatre 
throug fragile spaces
Location: Varese (Italy)
Year of realization: March 2020-ongoing
Author: Anna Moro, responsible, 
architect and urban planning researcher 
at DAStU Politecnico di Milano; Elena 
Acerbi, architect, expert in reaearch on 
public spaces and urban regeneration; 
Matteo Pettinaroli, architect specialized 
in co-design processes.
a project by: Karakorum association, in 
partnership with Politecnico di Milano 
– DAStU (Department of Architecture 
and Urban Studies), Municipality of 
Varese and B.Plano cooperative.
Founded by: Fondazione Cariplo 
website: https://www.karakorumteatro.
it/yak-around/

A Program about Action-Research within a fragile neighbourhood
The regeneration of YAK square (De Salvo Square) is part of a two 
years program which experiments an innovative way to merges a 
cultural program with urban public space regeneration. Born at the 

Karakorum, based in north of Italy (Varese), and some researchers 
from the Department of Architecture and Urban Studies of Politecnico 
di Milano, it aims to better connect Spazio Yak (a community driven 
theatre) with the Bustecche neighbourhood, a fragile peripheral district 
where it was settlend a few years ago.

Regeneration through culture and perfeormances

despite its success upon a wider public and a broader context, was not 
able to tackle the involvement and interest of the settled community.
The project answer to this problem through the application, declined 
as a cultural/artistic program, of an open and incremental methodology 
developed by the university researchers, to achieve space improvement 
and community inclusion at the same time.

Outside / Inside the theater space
On the one hand, Spazio Yak went beyond the 
boundaries of its walls, in people’s daily lives, staging 
shows in the courtyards of public housing and under 
the balconies, transforming the neighbourhood into a 
tableau for urban games, or sharing music and lunches 
with the neighbours. On the other hand, it has allowed 
the public to have an active role rethinking the space of 
the theatre together.

An engaged community through artistic actions and co-
design 
Spazio Yak has managing to improve its role in 
the community by many point of views: through 
YAK AROUND project is today contaminating and 

spectator area

part of the square 
for performances

the green space

in the meadow

lean, pass

run

explore, hide

the amphitheater
> sculpture on the 
ground

look out, play, 
climb, hang, pass 
through, jump

entrance / reception

play, climb

run, play

show space and 
scenography

the edge
> display wall 

on the step

stay, remain

First project layout

regenerating public spaces and community life thanks 
to artistic performances. In addition to the material 

also becoming a shared and participatory platform for 
its public, thanks to the development of innovative 
mixed, in presence/on-line, co-creation activities 
during the Pandemic.
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ABSTRACT
En Mitjons a la Plaça (On the Square in Socks) is a 
collaborative action that is integrated within the 
framework of a research project commissioned by the 
Sant Boi City Council and “la Caixa” Foundation. The 
project consists in studying the potential of Plaça de 
la Generalitat square to become the engine for urban 
regeneration of the Marianao neighbourhood, and 
in understanding the reasons why this square does 
not work. The main design strategy aims to propose 

current dynamics, applying the logics of ephemeral 
architecture practices. One of the main conclusions of 
the study is that the neighbours have, in their greatest 
majority, a negative perception of this space, despite 
the good conditions of the square to become the central 
public space of the neighbourhood. On the Square in 
Socks is a collaborative action that aims to promote a 
collective, celebrative and cathartic experience which 
helps to build a new positive collective imagery of the 
place. An act of reappropriation of the public space by 
the neighbours themselves. The action comprises the 
Christmas decoration of the square through a network 
of light garlands made out of socks, each one of which 
personalized by a resident of the neighbourhood. 
Almost 1,000 children and adolescents and 24 entities 
among schools, associations and foundations of the 
neighbourhood were involved throughout the whole 
process of the development of the project.

I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

Study of fluxes and clusuters of appropriation. Proposal for a network of lights/socks. Simulation study of illumination values. Simulation of the expected fluxes.

Map of expansion of the co-creative action.
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EM 29
N03-11

{Escola Marianao, 
brings 29 socks, 
children from 3-11 
years}

Particpating entity code

CB 600
AGJN03-77

{ID entity} {Nsocks} 
{age group}(age min-max)

{Casal del barri 
Marianao, distributes 600 
socks to adults, elderly, 
children and youngsters 
at the age of 03 to 77 
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Distributing entity code

EN MITJONS A LA PLAÇA*
collaborative action for 
urban regeneration
Co-created temporay intervention in Plaça de la Generalitat, 
Marianao, Sant Boi de Llobregat

part of the research project: 
civic placemaking I: design, public space and social cohension. 
Roger Paez, Manuela Valtchanova, Toni Montes, Rodrigo Aguirre | ELISAVA Research

* On the Square in Socks

This is a collaborative action that is integrated within 
the framework of a research project commissioned by 
the local government of Sant Boi and “la Caixa” Banking 
Foundation. The project consists in studying the potential 
of Plaça de la Generalitat square to become the engine for 
urban regeneration of the Marianao neighbourhood, and in 
understanding the reasons why this square does not work. 
The main design strategy aims to propose site-specific 
actions with potential to reverse the current dynamics, 
applying the logics of ephemeral architecture practices.

One of the main conclusions of the study is that the 
neighbours have, in their greatest majority, a negative 
perception of this space, despite the good conditions 

of the square to become the central public space of the 
neighbourhood.
On the Square in Socks is a collaborative action that aims to 
promote a collective, celebrative and cathartic experience 
which helps to build a new positive collective imaginary 
of the place. An act of reappropriation of the public space 
by the neighbors themselves. The action comprises the 
Christmas decoration of the square through a network 
of light garlands made out of socks, each one of which 
personalized by a resident of the neighbourhood. Almost 
1,000 children and adolescents and 24 entities among 
schools, associations and foundations of the neighbourhood 
were involved throughout the whole process of the 
development of the project.

ephemeral architecture and social purpose
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ABSTRACT
The COVID-19 pandemic presented an array of 
challenges to community-based and participatory 
planning projects, as traditional methodologies 
tend to require gatherings and sharing of supplies. 
Additionally, experience shows that community 
members often face challenges with geo-spatial 
orientation when using two-dimensional maps in 
participatory mapping workshops. Understanding 
these challenges, the project team created an original 
methodology for a participatory geo-design project 
with low-income urban communities of Río Piedras, 
Puerto Rico. A socially distanced data collection process 

approach to community mapping was taken. A three-
dimensional model, made of plastic building blocks 
(“Lego” toy bricks) was created to provide an intuitive 
representation of the participants’ communities and 
to allow an interactive experience with modular and 
stackable pieces, while enabling ease of disinfection, 
disassembly and re-use.The researchers analyzed data 
from interactions with 165 participants, and found 
that the residents’ most common concerns were 
associated with lack of cleanliness of public spaces, 
safety, and the impacts of abandoned houses and 
buildings. We believe the methodology is promising 
for future projects, as most participants expressed that 
they were able to adequately orient themselves geo-
spatially and showed pride in seeing their community 
represented in a three dimensional model.

I N T E R A C T I V E  A N D  C O M M U N I T Y- B A S E D  S T R AT E G I E S  F O R  T H E  C O - D E S I G N  O F  P U B L I C  S PA C E

SYMPOSIUM

The COVID-19 pandemic presented various 
challenges to community-based and participatory 
planning projects. More conventional 
methodologies, such as mapping workshops, 
tend to require group gatherings, sharing 
materials and supplies, and virtual events 
are often not accessible to residents with low 
technological literacy or access. Additionally, 
the authors’ experience with community 
mapping processes has shown that frequently, 
community members face challenges with geo-
spatial orientation when using two-dimensional 
maps. Thus, the project team created an original 
methodology that addresses these challenges 

Piecing change in a global pandemic: 
A participatory geodesign mapping method for 
urban communities in Río Piedras, Puerto Rico
Pamela Silva-Díaza, Mónica Ponce-Caballerob, Julio C. Verdejo-Ortizc*
a PamLab Design and Engineering, San Juan, PR; b University of Puerto Rico - Río Piedras, CAUCE Center, San Juan, PR;    
c Coded S+P, San Juan, PR; *Corresponding author: jcverdejo@codedsandp.com

Key words: Community mapping, Participatory planning, 
Covid-19 innovation, Gami�cation, Geodesign

Achieving community engagement, 
mapping and innovation in a Covid-19 
context

Methodology: Data collection process 
and interactive three-dimensional map

In order to safely gather input from community 
members, a socially distanced data collection 
process was designed, upholding the necessary 
safety protocols. Participants were invited to an 
open-air area keeping close attention to avoid 
gatherings. Personal protective equipment and 
hand sanitation liquid was provided to all. In four 
data collection stations, facilitators gathered data 
from individual participants through cloud-based 
surveys on handheld mobile devices.

Design thinking as a problem-solving 
methodology was implemented to address 
these challenges, focusing on a “gami�cation” 
approach and a three-dimensional model to 
provide a more intuitive representation of the 
participants’ neighborhoods. Built from plastic 
building blocks (“Lego” bricks), the model could be 
disassembled and reused for di�erent community 
interactions. More importantly, these modular 
blocks were also selected due to their durability 
and impermeability, as they can be frequently 
and easily disinfected, especially between 

participant interactions, without damaging the 
pieces. The three-dimensional model included 
representations of community streets, buildings, 
public squares, green spaces, among other 
geographical elements. It also included ‘�ags’ 
and photos identifying key sites and locations. 
Participants were asked to identify spaces within 
their community that required change and spaces 
that add value to the community and should be 
strengthened, supported, or not changed in future 
planning processes. The facilitator marked these 
locations with color-coded pieces that could 
be stacked on top of each other if repeated. The 
three-dimensional community map became a 

representation of locations that required urgent 
attention (yellow and red pieces or “towers”) and 
valuable community locations (green pieces or 
“towers”). Residents’ detailed comments were 
captured and analyzed separately.

Results and Conclusions
A total of 165 participants from 5 di�erent 
communities participated in the geodesign 
prioritization process from November to 
December 2020. Data revealed that the residents’ 
most common challenges were waste disposal, 
illegal dumping activities, and the municipal 
government’s lack of maintenance of public 
spaces. These were followed by perceptions of 
lack of safety due to reduced police patrolling and 
inadequate streetlight infrastructure. Participants 
mentioned another problem most commonly 
associated with urban decline, abandoned houses 

and buildings. The collection of this data becomes 
a representation of areas of high concern where 
change is needed or points or high-value or 
appreciated areas where close attention is needed 
before proposals for change are presented. Each 
participant completed an evaluation survey after 
the interaction. Feedback from participants was 
used throughout di�erent iterations to improve 
the interactive process and the three-dimensional 
mapping tool. Most participants expressed that 
they could adequately orient themselves using 
the three-dimensional tool and stated that 
reference photos and facilitator guidance highly 
contributed to their geospatial orientation. 
Furthermore, several participants expressed pride 
and enthusiasm for seeing their community 
represented in a detailed three-dimensional 
model.
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This project was developed during 2020 for the Río Piedras 
Community Board with grant funding from Hispanic Federation.

for a participatory geodesign project with low-
income urban communities of Río Piedras, Puerto 
Rico. This project, undertaken in neighborhoods 
experiencing urban and economic decline, aimed 
to engage community members inclusively and 
identify their community improvement and 
planning priorities.
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The recordings from the Symposium can be found 
online on the Public Play Space website:

https://www.publicplayspace.eu/symposium/

SYMP SIUM



2 1 3

P U B L I C  P L AY  S PA C E  S Y M P O S I U M

https://www.publicplayspace.eu/




