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Welcome!

This book is about games. In fact, it is a bit of a game itself. Or to be
more precise: it tells a story about people playing games with one
another.

| tried to find out how games can be helpful in working together
when we strive to improve life in cities. Because working together
calls for more than one individual, this book is also a story about
collaboration. That includes citizens, students, teachers, research-
ers, and a number different organizations. Connecting so many
people, thoughts, ideas, emotions, cultures, languages, and dreams
is about as complex as it sounds. We are all humans, and too often
we are short-sighted, selfish, unaware of biases, afraid of change,
or afraid of stagnation. | am hoping that through play we can learn
to understand one another just a bit better.

This book contains experiences and ideas expressed through words,
illustrations, and pictures, which might easily lead to controversial
discussions. As the author of this work, | would like to invite you to
read with a critical mind and reflect carefully what you find in this
book. Please feel free to contact me, | would be more than happy to
take part in a dialogue.

To make sure we are on the same page as we walk through this
book together, you can read the short story alongside the Table of
Contents on the following pages. It can give you an idea of how this
book can be explored as a game itself.

Markus Zorn
+43 650 8955455
markuszorns5@outlook.com
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1.1
ABSTRACT

1.1.1
ENGLISH

The thesis at hand aims to explore how games and
playful activities can be used as tools and methods
for co-producing socio-spatial knowledge.

Games and play are increasingly gaining attention
for their potential of being used beyond the pur-
pose of mere entertainment. Games that aim to
add a pedagogical aspect are commonly referred
to as "serious games”. In architectural and urban
design professions, serious games seem to carry
high potential as tools for inclusive and participato-
ry processes. Discovering the possibilities of serious
games was the initial research interest of this the-
sis. Literature studies about participatory planning,
stakeholder collaboration, and serious games, pro-
vide a basis for the thesis analysis.

A research trip to South Africa made it possible for
the games to be developed, tested, and evaluated in
the field. The fieldwork activities were conducted in
the form of participatory action research (PAR). It
describes a methodological approach which seeks
active interaction between the researcher and the
researched. PAR aims at understanding the world
through intervention and transformation. During the
fieldwork | was constantly challenged to ask critical
questions about what it is, that really matters when

people from different cultures take part in collabo-
rative action. The research interest shifted in a di-
rection of a more inclusive approach being: the
co-production of socio-spatial knowledge through
play. It became clear that there are socio-spatial
dynamics occurring beyond stakeholder diagrams
and game systems. Collectively striving for horizon-
tal and inclusive dialogue, seems to raise the rele-
vance of mutual learning and genuinely trying to un-
derstand different perspectives.

Critical reflections about experiences from the field
study reveal ambivalent conclusions: Games and
play show high value for the co-production of so-
cio-spatial knowledge. However, their implemen-
tation may subconsciously impose questionable
euro-centric norms upon others. This can happen
through translating culture into play.

The following implications to the field of architec-
ture and planning can be drawn: Architects are of-
ten trained to design an environment for others.
This bias through education can strongly influence
the perspective of an architect and make it hard to
shift towards an inclusive approach of co-produc-
tion: designing with others. It can be suggested that
serious games become part of the methodological
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toolbox that is used to create architecture, contrib-
uting to a more inclusive approach of the urban de-
sign professions. However, serious games and play
should be used with special care, including the cul-
tural understanding of games, their origins, and
practice of play.

Hope remains that other urban professional can
also learn from this experience. The provided con-
clusion and implications might provide a basis for a
more sensitive positionality of co-production in the
urban environment.
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1.1.2
GERMAN

Die vorliegende Arbeit untersucht wie Spiele und
spielerische Aktivitaten als Tools und Methoden fur
das Schaffen von sozialem und rédumlichem Wissen
eingesetzt werden kdnnen.

Das Potential von Spielen, Uber die Ublichen An-
wendungsgebiete von Unterhaltung hinaus, gewin-
nt zunehmend an Aufmerksamkeit. Spiele, welche
padagogische Aspekte aufweisen, werden Ublicher-
weise als ,Serious Games" bezeichnet. In den Bere-
ichen Architektur und Stadtentwicklung scheinen
Serious Games hohes Potential als Tool fur inklu-
sive und partizipative Prozesse aufzuweisen. Der
urspriingliche Ansatz der Studie war die Moglich-
keiten solcher Spiele zu erforschen. Literaturrecher-
chen Uber partizipatives Planen, Stakeholder Kollab-
oration und Serious Games, bieten eine Basis flr die
Analyse der Arbeit.

Eine Forschungsreise nach Sudafrika ermoglichte
das Entwickeln, Testen und Evaluieren von Spielen
im Feld mittels Partizipativer Handlungsforschung
(Abk.: PAR; vom Englischen Participatory Action Re-
search). PAR beschreibt eine Forschungspraxis, die
aktive Interaktion zwischen forschenden und teil-
nehmenden Personen anstrebt. Es wird versucht
die Welt durch Initiativen und Veranderungen zu

verstehen. Wahrend der gesamten Feldforschung
wurde ich wiederholt herausgefordert kritisch zu
hinterfragen was wirklich zahlt, wenn Menschen
mit unterschiedlichen kulturellen Hintergrinden
zusammenarbeiten. Der Forschungsschwerpunkt
hat sich hin zu einem inklusiven Ansatz bewe-
gt: dem gemeinsamen Schaffen von sozial-raum-
lichem Wissen durch Spielen. Es zeigte sich, dass
sich mehr hinter dieser Arbeit verbirgt als Stake-
holder-Diagramme und Systeme in Spielen. Beim
gemeinsamen Streben nach horizontalem und in-
klusivem Dialog scheinen kollektives Lernen und der
authentische Versuch unterschiedliche Perspek-
tiven zu verstehen an Bedeutung zu gewinnen.

Kritische Reflexionen Uber die Erfahrungen der Feld-
forschung zeigen ambivalente Folgerungen: Spiele
fUr das gemeinsame Schaffen von sozialem und
raumlichem Wissen zu verwenden erscheint hil-
freich. Der Einsatz von Spielen kann jedoch dazu
fUhren, dass anderen Personen unterbewusst eu-
rozentrische Verhaltensregeln aufgezwungen
werden. Das kann durch die Ubertragung von Kultur
auf ein Spiel ausgeldst werden.

Folgende Auswirkungen fur Architektur und Pla-
nung lassen sich feststellen: Architekt*innen sind
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oftmals geschult eine Umgebung flr andere zu ge-
stalten. Diese Voreingenommenheit durch Bildung
kann starke Auswirkungen auf die Perspektive von
Architekt*innen haben und einen Perspektiven-
wechsel hin zu einer inklusiveren Herangehens-
weise erschweren: Gestalten mit anderen. Es kann
vorgeschlagen werden, Serious Games zum ,meth-
odischen Werkzeugkasten” fur Architekt*innen
hinzuzuflgen, um zu einem inklusiveren Ansatz von
urbanen Planungsexpert*innen beizutragen. Beim
Einsatz von Serious Games ist jedoch spezielle
Sorgfalt geboten, unter anderem in Bezug auf das
kulturelle Verstandnis von Spielen, deren Entstehu-
ng, Austbungen von Spielen.

Es bleibt die Hoffnung bestehen, dass Architek-
t*innen und Stadteplanungsexpert*innen von
diesen Erfahrungen lernen kdnnen. Die genannt-
en Schlussfolgerungen und Auswirkungen kédnnen
fUr eine sensiblere Positionierung eine Basis bieten,
wenn Serious Games als Methode zum gemeins-
amen Schaffen der urbanen Umgebung zu Einsatz
kommen.
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1.2

TERMINOLOGY

1.2.1

ACRONYMS AND ABEREVIATIONS

AoGA
ASF
CAP
CBO
CTH
ECD
EMI
FEDUP
IoM
MDG
MYDO
NGO
PAR
POCAA
PP
SAP
SDG
SKuOR
uuc
UN
UNICEF
UP

uUs

Architektur ohne Grenzen Austria (member of ASF International)
Architecture Sans Frontiéres International (Architecture without Borders)
Community Action Planning

Community Based Organization

Chalmers University of Technology (Sweden)

Early Childhood Development Center

Engineering Ministries International

Federation of the Urban and Rural Poor (South Africa)

International Organization for Migration (United Nations)

Millennium Development Goal (United Nations)

Melusi Youth Development Organization (Pretoria)

Non-Governmental Organization

Participatory Action Research

Platform of Community Action and Architecture (Bangladesh)

Public Participation

Strategic Action Planning

Sustainable Development Goal (United Nations)

Interdisciplinary Centre for Urban Culture and Public Space (TU Vienna)
The Unit for Urban Citizenship (Institution at the University of Pretoria)
United Nations Organization

United Nations Children’s Fund (United Nations)

University of Pretoria (South Africa)

United States of America
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1.2.2
INDEX AND WORKING DEFINITIONS

CO-PRODUCTION

/ kou-pra‘dakfon /

Co-production aims at sharing and improving ideas
together and in an inclusive manner. It is shaped
and developed by constructive conflict. Methods
and tools to implement co-production are con-
stantly changing and growing. This thesis explores
how games can be used for co-production.

COMMUNITY DEVELOPMENT

/ ko'mjuniti dr'velopmont /

Community development refers to a process of
collaborative action aiming to build more resilient,
(typically) local commmunities. It is a broad concept
and can take on different meanings depending on
the context. Community development approaches
are recognized by major international organizations.

COMPLEX SYSTEM

/ 'kompleks 'sistom /

A systematic approach which tries to capture a
large number of interactions or connections, in or-
der to understand their interdependencies. Com-
plex systems find application in mathematics, bi-
ology, urban studies, and computational science.
In this thesis it is used to deal with the high com-
plexity of participatory processes and (in)formality.
However, a systems perspective can also be limit-
ing, and not everything can be captured using com-
plex systems.

DEVELOPMENT

/ dr'velopmont /

Any kind of transformation towards a desired goal.
Frequently used in the context of sustainable devel-
opment. Development is a strongly biased notion, it
needs to be questioned critically and used carefully.
The work at hand takes place in a context which is
frequently referred to as development practice.

FACILITATOR

/ fo'stla tertor /

A facilitator is a person who, individually or as part
of a team, moderates a workshop, game session, or
another kind of participatory interaction. Facilita-
tors can strongly influence the process of an activi-
ty. Potential biases and preconceptions of a facilita-
tor must be taken into account.

GAMIFICATION

/ gemmifi'kerfn /

Gamification describes the process of adding
game mechanics to non-game environments. It
can be applied to systems, services, organizations,
and activities in order to create similar experiences
to those experienced when playing games.
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INFORMALITY

/ mnfor'meeltti /

Commonly used to describe the opposite of "for-
mality”; (which can be criticized because of strong
dualistic thinking it can create). Sometimes falsely
applied in conjunction with chaos, poverty, instabil-
ity, illegality, etc. In the context of urban studies, of-
ten used in informal settlement, or informal social
networks.

INTERCULTURAL COMMUNICATION

/ mta'kaltforal ko mjunr'kerfon /

Intercultural communication seeks to understand
how people from different cultures perceive the
world and create dialogue between them. It is often
dependent on the mutual exchange of ideas and
cultural norms, trust and relationships. In the con-
text of this thesis intercultural communication is
essential to better understand the co-production of
knowledge.

LUDUS

/ ludrs /

Ludus represents play in form of a game. It is usual-
ly structured, functions according to a set of rules,
and its boundaries are clearly defined. On the other
end of the scope is unrestricted play, called Paidia.
The notion can help to understand and analyze the
dynamics of games and play in more depth.

METHOD

/ 'meBad /

An intended and systematic way of navigating
through a process. Methods can be used to im-
plement or analyze certain parts of a process, for
which different tools are available. In the context of
this work methods are used in processes of co-pro-
duction, placemaking, and urban transformation.

PAIDIA

/ par'dia /

Play, which is characterized by free human acting to
its highest degree, can be called Paidia. It represents
one side of a scope in which play can be defined—
Ludus representing the other side. The notion can
help to understand and analyze the dynamics of
games and play in more depth.

PARTICIPATORY ACTION RESEARCH

/ pa:'tisipat(a)ri 'ekf(a)n 'risssi(r)tf /

Participatory Action Research (PAR), describes a
methodological approach which seeks active inter-
action between the researcher and the researched.
It aims at understanding the world through inter-
vention and transformation. Ethical concerns need
to be investigated carefully, especially when applied
in intercultural contexts. PAR was applied in the pro-
cess of carrying out the thesis at hand.



Die approbierte gedruckte Originalversion dieser Diplomarbeit ist an der TU Wien Bibliothek verflgbar

The approved original version of this thesis is available in print at TU Wien Bibliothek.

[ 3ibliothek,
Your knowledge hub

PARTICIPATORY DESIGN

/ pa:'tisepa toii di'zam /

In contrast with user-centered approaches, partic-
ipatory design views people as valuable partners
throughout a design process. Depending on the
context, participatory design can refer to a method,
a set of tools, or a mindset.

PLACEMAKING

/ 'plers'merkin /

Describes the process of creating and sustaining
all kinds of places that are of social and spatial rel-
evance. Placemakers include all people who are a
part of the process—it is not limited to profession-
als such as architects or planners. Socio-spatial
transformation and placemaking are frequently re-
lated notions.

PROCESS

/ 'prouses /

A sequence of linear and non-linear actions, some-
times aiming towards a certain goal. Processes
can take place with or without being perceived as
such, (intended or unintended). Processes can con-
tain chronological and/or non-chronological dimen-
sions and can be perceived in linear and/or non-lin-
ear ways. Different tools and methods can help to
understand and structure processes.

10

REALITY STUDIO

/ ri'els ti 'studiou /

Reality Studio is an architectural design course
within the Architecture and Planning Beyond Sus-
tainability Masters Program at Chalmers University
of Technology, Gothenburg, Sweden. Reality Studio
worked in partnership with the Urban Citizen Studio
(University of Pretoria, South Africa). A collaboration
between the author of this work and students from
this course was essential in carrying out the work at
hand.

SERIOUS GAME

/ 'sirios gemm /

Although Serious Game may sound like an oxymo-
ron, it is not. Most commonly known games are de-
signed solely for the purpose of entertainment, se-
rious games offer additional functionalities, for
example pedagogical aspects. Almost all games
mentioned in this thesis are serious games.

SLUM

/ slam /

The term slum is just one, among Mmany words de-
scribing similar urban fabric and socio-econom-
ic situations of segregated and marginalized peo-
ple who live in poverty to a certain degree. Although
variant terms, such as informal settlement or
squatter camp, usually do not describe the same
notion, they are sometimes used interchangeably.
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SOCIAL INCLUSION

/ saufal m'kluizon /

Describes an approach of making individuals and
groups part of a process. It tries to improve the op-
portunity and uphold the dignity of those current-
ly excluded. Social Inclusion is a multi-dimensional
notion. It includes social, political, cultural and eco-
nomic dimensions.

STAKEHOLDER

/ 'sterkhouldoa /

In this thesis, the term stakeholder refers to some-
one or something that is interested in or impacted
by the implementation of a process or project. It
can include indivudials, communities and groups of
people, organizations, governments, companies, as
well as animals, plants, future generations, etc.

TOOL

/twl /

Tools are used to support the implementation of
methods. Using a tool usually correlates with a cer-
tain method, and vice versa. A tool can be a physical,
digital, or conceptual instrument, usually designed
for a specifc purpose.

11

TOWNSHIP

/ 'taunfip /

This term in a South African context refers to mo-
notonous and mono-functional (mostly subur-
ban) areas. Townships are often characterized
by extreme socio-economic dependencies and
a fluctuating relationship between formality and
informality.

URBAN CITIZEN STUDIO

/ 'arban 'sttazon 'studi ou /

Urban Citizen Studio is part of the Honours and
Masters Program in Architecture at the University
of Pretoria, South Africa. Through the structure and
dynamics of the course the students are well con-
nected with local actors, which served as a basis for
Participatory Action Research. Urban Citizen Studio
worked in partnership with Reality Studio (Chalm-
ers University of Technology, Sweden). A collabora-
tion between the author of this work and students
from this course was essential in carrying out the
work at hand.

WORKSHOP

/ 'wsikfop /

In the context of the thesis at hand, workshop is
used to describe any kind of planned activity which
includes a (team of) facilitator(s) and a number
of participants. Workshop goals can include mu-
tual learning, co-design, and participatory action.
Most workshops in this work include game and play
activities.
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1.3
INTRODUCTION

1.3.1
RESEARCH MOTIVATIONS

A number personal interests and concerns of the
author brought forth the motivations behind this
study. Among others they contain: enthusiasm
about (serious) games and play; interest in—what is
commonly referred to as—development practice or
development work; and engagement in social and
political matters. Furthermore, this work is written
from a critical position towards the discourse of ar-
chitecture and planning.

“In reality, architecture has be-
come too important to be left to
architects.”

(de Carlo, 1971, p.13)

Intercultural co-production can be a challenging ob-
stacle in the field of architecture and planning. Even
in cases where Non-Governmental Organizations
(NGOs), Community Based Organization (CBOs), lo-
cal citizens, global organizations and academia are
trying to work towards the same goal—different
motivations, intentions, resources, and power po-
sitions can lead to major delays and complications
in those processes. Such issues may be caused
through misunderstandings, and intentional or un-
intentional abuse of power.

12

Serious games and gamified processes have shown
to be valuable methods and tools for architectural
and urban design processes.

Additionally, the notion of placemaking has in-
troduced new ways of allocating roles in spatial
co-creation. Placemaking describes the process of
creating and sustaining all kinds of places that are
of social and spatial relevance. Placemakers include
all people who are a part of the process—it is not
limited to professionals such as architects or plan-
ners (Hamdi, 2010, p.xviii).

It is of utmost importance for architects and plan-
ners to understand their role in urban co-production
processes. Because the role an architect will take in
their professional life is strongly influenced by ed-
ucational conditions, it is indispensable to discuss
educational issues within this context.

The discourse of education in architecture and plan-
ning education has been undergoing major chang-
es during the past few decades. The constant ad-
aptation to current global economic, ecological and
societal challenges, leaves the hope to a paradigm
shift towards a more equitable and sustainable fu-
ture. Cross-disciplinary programs (e.g.: architecture,
planning, product design, etc.) hold the potential in
the combination of competence in different fields.
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Building is not necessarily

the best solution

to a spatial problem.

- Price,

Exposing students to the real world, operating from
within the safe space they inhabit, certainly seems
like a reasonable approach towards integrating
more inclusive methods into the education of ur-
ban professionals. Their encounter with the world,
undeniably nasty and rough, and all too real, can
make students reflect on their positionality. Such
experiences can be overwhelming, yet the role as
a student can provide the necessary security and
stability.

Additionally challenging, is the need to ensure inclu-
sive and healthy collaboration with external stake-
holders outside the students’ comfort zone. Institu-
tions, groups of people, and individuals, with whom
students are to collaborate, as well as the students
themselves may hold misconceptions, leading to
inevitable disagreements.

Such complex circumstances—however compli-
cated and irresolvable they may seem—provide an
enormous potential for growth and opportunities
for dialogue. However, the risk to cause harm re-
mains, and has to be considered. Continuous criti-
cal reflection is necessary. It can reveal unintended
effects and lead to a valuable learning experience.
To make use of the potential to expose students
to the field, while at same time being careful and

as cited in Awan et al.,

13

2011 -

sensitive towards the local context, seems only
possible if such processes are implemented in a
way which is mutually beneficial and well under-
stood by both students and the people outside a
university context.

The thesis at hand aims to explore how games and
playful activities can be useful tools and methods
for co-producing socio-spatial knowledge. A re-
search trip to South Africa made it possible for the
games to be developed, tested, and evaluated in the
field.
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1.3.2
RESEARCH QUESTION

The thesis at hand describes the process of devel-
oping, testing, and evaluating games and playful
activities. Games implemented in this study aim
at co-producing socio-spatial knowledge. The re-
search focuses on learnings from field study activi-
ties conducted in Pretoria, South Africa. The follow-
ing questions are used as a guiding boundaries and
starting point for reflections throughout the devel-
opment of this work.

1. How can games contribute to an inclusive ap-
proach of co-producing knowledge about people
and space?

2. What dimensions of play are revealed when im-
plementing play in an intercultural context?

The second question can be considered a sub-ques-
tion to the first one. In the concluding chapter* the
sub-question will first be transformed into a frame-
work which helps to discuss the overarching main
research question.

Figure 1 shows the research questions and relates
them to delimitations and terms which might show
connotations to this thesis. Crossed-out words de-
scribe terms that this work does not want to repre-
sent. Questionmarks indicate uncertainty towards
certain notions.

The goals for this thesis are:
A reasonable contribution to architectural and
urban design methods within the development
practice discourse, by co-creating and imple-
menting serious games.
Contributing to the pedagogical and co-learn-
ing experience within the courses Reality Stu-
dio (Chalmers University of Technology, Swe-
den) and Urban Citizen Studio (University of
Pretoria, South Africa), throughout the design
processes of students projects.
Gaining deeper insight in ethical challenges and
potentials when implementing games and play
in intercultural development practice.
Working towards the United Nations (UN) Sus-
tainable Development Goals (SDGs) (Unit -
ed Nations General Assembly, 2015).
Special focus will be given to SDG 42 (ibid,
p.17), through mutual learning throughout
the research process; SDG 10° (ibid, p.21),
through trying to implement a democratic and
horizontal dialogue between stakeholders; and
SDG 11% (ibid), through the wider aim of the
project, which is to add methods for processes
of socio-spatial transformation.

1 See page 147.

2 SDG 4: “Ensure inclusive and equitable quality education and promote lifelong
learning opportunities for all” (UN General Assembly, 2015, p.17)

3 SDG 10: “Reduce inequality within and among countries? (UN General Assembly,

2015, p.21)
4 SDG 11:

“Make cities and human settlements inclusive,

safe, resilient and

sustainable” (UN General Assembly, 2015, p.21)
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= PERSONAL NOTE -

PROLOGUE

Welcome! I am inviting you to join me on an exciting journey
of hope, frustration, controversies, and Jjoy. Those ups and
downs are not just descriptive of experiences throughout the
development of this work, but also capture what studying
architecture means for me.

Writing this thesis 18 not Jjust an educational necessity
to receive an academic degree, but rather an opprortunity
to challenge myself to discovering what matters. I consider
works like this one as never truly finished. It i1s another
step in a life-long learning process, and therefore contains

mistakes and other ugly things.

Regarding the topic of this work, my personal excitement
about games made the choice gquite an easy one. Beyond that,
I have always been interested in discussions about poverty,
development practice, and postcolonialism. I 1ike to be-
1ieve that those are themes that matter, and I use games as
a means for the purpose on the way to explore what I think

i1s Amportant.

As you flip through the pages, you will find many illustra-
tions and pictures supporting the text. ALl three components
work together to explain the content. I call 1t a cross-

media collaboration.

You will also see a 1ot of uncensored photographs, showing
faces of children, and poverty. Because of the high contro-
versial potential of this issue, I will explain my position

in further detail an page 131.
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1.3.4
METHODOLOGICAL APPROACH

To investigate the research question, the following
methods are chosen:
Literature studies
Semi-structured interviews
Participatory Action Research (PAR)
Framework analysis and reflection

The first two methods represent an iterative phase
of learning and unlearning certain narratives and
notions concerning the topic of using games as a
design method for co-production in urban develop-
ment processes.

First, a theoretical analysis of research in the con-
text of stakeholder collaboration, serious games,
participatory action, and development practice was
conducted, mainly through studying literature and
previous research in the field.

Through semi-structured interviews with/for de-
velopment organizations, students, architects, and
others, deeper insight into real-life scenarios of
development practice is provided. The conversa-
tions with people working with/for organizations in
the field of development help to design the proj-
ect according to real needs of organizations and
urban design professionals, and therefore ensure
relevance and a valuable contribution to the field.

The third and fourth step include the implementa-
tion of PAR® (which is the main part of this work),

and learnings thereof. The PAR is conducted through
field activities in Pretoria, South Africa. The process
is carried out in collaboration with two architectur-
al design courses: the Urban Citizen Studio® at the
University of Pretoria (UP), and Reality Studio” at
Chalmers University of Technology (CTH).
Additionally, it is relevant to mention that photogra-
phy served as part of the PAR process to conduct
and document the research.

To analyze the experiences from the study a frame-
work was created and applied, followed by a critical
reflection on the theories and methods used in this
work.

5 Details on how PAR is implemented and documented are given on page 102.

6 See page 57.
7 See page 56.
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1.3.5
RESEARCH ETHICS

As the author of the work at hand, I am taking the
opportunity explore epistemic diversity in the pro-
cess of conducting ethnographic research as part
of the research questions and beyond.

Using PAR as the main research method in a diverse
cultural context comes with a number of ethical
questions. The challenges encountered in carrying
out this work can be illustrated in a knot (Figure 3). It
contains two main ideas:

Firstly, I encountered three dimensions of ethical
concerns in the process of producing this work. My
own background (shown in red), including biases
and a certain worldview due to my upbringing and
prior education, influences how | perceive my envi-
ronment and decide to interact with it. The local en-
vironment | worked in (shown in blue), has its own
biases and cultural boundaries. Besides the geo-
graphical context, the work is part of a wider dis-
course of academic research and theory (shown in
white). Immersing myself into a mostly unknown
setting requires rules and guidelines, to ensure fair
interaction and avoid potential harm. Many times
during producing this work, the undertaking of
mapping and getting oriented in this three dimen-
sional world as explained above seemed rather dif-
ficult, hopeless and frustrating.

In contrast to this rather pessimistic idea of the
knot—seemingly impossible to untie—is the sec-
ond picture: an infinite loop of learning. The geo-
metric structure is infinite, representing a nev-
er-ending path, waiting to be walked by us, while
constantly learning about more inclusive and dy-
namic ways of intercultural human interaction. In
order to complete the loop, all three surfaces have
to be touched at different places, and constantly re-
worked and re-interpreted. The journey is not going
to end soon, but we are left with hope, constantly
moving towards a better future.

Additionally | would like to refer to an article written
by Pranee Liamputtong (2010), that describes eth-
ical and methodological challenges, which come
with performing cross-cultural® research. Even to-
day, many people are harmed by the work of co-
lonial researchers. Two approaches are present-
ed, which provide a theoretical framework for
cross-cultural researchers: healing methodology
and decolonizing methodology. Both are qualitative
research methods, which focus on providing ben-
efits for the participants, instead of harming them
(ibid). The paper served as a source of inspiration
and an eye-opener for difficult ethical questions.

8 Cross-cultural and intercultural are not interchangeable, yet the work done
by Liamputtong (2010) provides a valuable contribution for the work at hand.
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= PERSONAL NOTE =

COLLABORATIVE VISION

A thematically overarching collaboration* with Mumtaheena

Rifat and Robin Eskilsson continued throughout the devel-

opment of this thesis. We have been working together as
part of a research team at CTH and decided to join forces

again for our thesis projects. The collaboration included:

Wien Bibliothek.

sharing ideas, thoughts, emotions, dreams, giving feedback,
having fun, and creating this illustration of a common vVi-

sion about participatory practices and co-creation in com-

qit ist an der TU Wien Bibliothek verfligbar

7

munity development.

l‘"sermi”
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Die approbierte gedruckte Originalversion d
The approved original version of this thesisy

lothek

* A1l work shown in this thesis was produced by the author unless clearlxy indicated otherwise.
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2.1

PARTICIPATION IN PLANNING

2.1.1

ARCHITECTS' SOCIAL RESPONSIBILITY

It was in the second half of the 20" century, when
"architects where at last beginning to realize that
they were in a position of social responsibility”, as
Nabeel Hamdi (2010) argues in his book The Place-
maker’s Guide to Building Community (p . xiv).
Different disciplines evolved throughout the last
few decades, trying to find answers to the reali-
zation of the architect’s social responsibility. Ap-
proaches, such as citizen participation, social inclu-
sion, and co-creation—all of which have different
meanings depending on the definition and con-
text—are aiming to design with people, instead of
for people.

Giancarlo de Carlo (1971), argues that architecture
needs to be transformed from an authoritarian act
into a process—through participation (p.16). The
collectivity (of users) has no reason to support the
plans made for them, since it has not participated in
the formulation of those plans (p. 16).

He suggests the following:

26

needs
but

“But ddentifying with the users?’
‘for> them,

them. In other words 1t

does not mean planning
planning ‘with?
means enlarging the field of partici-
pation through the definition and use
of the plan, introducing into the sys-
tem a whole set of complex variables
which could never be composed into bal-
anced situations except with procedur-
al systems based on a continual alter-
nation of observations, propositions,

and evaluations; 1.e. the use of sci-
entific method. On this point we must
be clear. Therefore we must start by

clarifying the basic differences be-

tween planning °‘for’ users and plan-
ning ‘with’ them.>
(de Carlo, 1971, p.1l5)
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2.1.2
PARTICIPATORY DESIGN

Depending on the context, Participatory Design
can refer to a method, a set of tools, or a mindset
(sanders, 2013, p.73).Firstpracticedin north-
ern Europe in the 1960's and 1970's, participato-
ry approaches are now used all around the globe
(ibid). In the United States the terms co-creation
and co-design are common, sometimes used as a
marketing concept (ibid, p.e62).

In contrast with user-centered approaches, where
people are served by design and therefore treated
as customers, consumer and/or users, participato-
ry design sees them as “valuable partners in the de-
sign and development process” (Sanders, 2013,
p.61).

Arnstein (1969) describes a typology of participa-
tion, using a ladder with eight rungs for illustrative
purposes (p. 2). It can serve as a great point of ref-
erence in a dialogue about participation, showing
a range from manipulation to citizen control (see
Figure 8).

At the bottom of the ladder happens what Pateman
(1970) calls pseudo-participation (p . 25). It covers
techniques to educate participants, so that they
will accept decisions that have already been made.
In contrast to manipulation, Pateman talks about
equal powers of each member to determine deci-
sion outcomes (Pateman, 1970).

Placemaking, as an approach of architecture and
urban design, has evolved from mere effective and
creative planning, to including community build-
ing and peace-building. Hamdi (2010) also writes
that, placemaking could be used to mediate be-
tween interests, values, cultural norms, and religious
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practices. He continues to embed this approach
into Strategic Action Planning (SAP) and Commu-
nity Action Planning (CAP), discussed in more detail
on the following pages. (Hamdi, 2010)

Co-creative approaches to design challenges, hold
the potential to overcome certain socio-econom-
ic and socio-political issues. All the more, one must
be aware of risks and political circumstances under
which such process take place.

Palmas and Busch (2015) are revealing such, by re-
viewing a case of participatory urban planning in
Gothenburg, Sweden. After taking part in a part-
nership planning process, initiated by a munici-
pal company, some participants report they "were
struggling to find traces of [their] input in the final
outcomes of the process” (p.236).

One, among many possible reasons for this out-
come, as described in the article, is that the very
setup of the so-called democratic process con-
sisted of mechanisms precluding any significant
influence from participants (ibid, p.239).In
opposition to Arnsteins (1969) Ladder of Citizen
Participation, Swyngedouw (2005) argues that
"“participation’ is invariably mediated by ‘pow-
er" (p.1998), describing it as “an integral part of
the consolidation of an imposed and authoritar-
ian neo-liberalism” (p.1998). Palmés and Busch
(2015) suggest that the planning profession is un-
consciously taking an ideological line—not explicit-
ly neoliberal—but following a protocol (p . 245), say-
ing that “the designers of the Dialogue Process, the
planners cannot, should not, and do not want to
process ‘political proposals™ (Strémberg, 20086,
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FIGURE 5

French student Poster. In English, “l participate, you participate, he participates,
we participate, you participate, they profit.”
Source: A Ladder of Citizen Participation,
Arnstein, 1969. [colors added]
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p.86). Through the translation of ideas, from vision-
ary to visualizable, certain (arguably unwanted) in-
formation is labeled incompatible and therefore
gets filtered out (Palmds and Busch, 2015,
p.243-245). A distortion of the original propos-
al, which now fits in the political scheme of the so-
called "participatory urban planning process’, is the
result (ibid).

Early critique on the matter of participation, was
well captured by a poster produced during the Paris
student demonstrations in May 1968 (see Figure 5).
"The poster highlights the fundamental point that
participation without redistribution of power is an
empty and frustrating process for the powerless. It
allows the powerholders to claim that all sides were
considered, but makes it possible for only some of
those sides to benefit.” (arnstein, 1969, p.2)

CITIZEN CONTROL

DELEGATED POWER
oicizen power

PARTNERSHIP

PLACATION

o .
Okenisy CONSULTATION

INFORMING

N W A 01 6 N ©

THERAPY
nonpart"bc’iloation

[

MANIPULATION

FIGURE 6 A ladder of citizen participation.
Source: A Ladder of Citizen Participation, Arnstein, 1969.
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2.1.3
WHAT IS DEVELOPMENT?

The word development has become an increasingly
ambiguous term—politically, ideologically, and sub-
sequently: in practice. Hamdi (2004), exemplifies
this by showing the predictable responses, to ask-
ing the question, “[W]hat is development?" (p . xv).
Commonly associated terms, such as sustain-
ability, inclusion, participation, partnership, prog-
ress, empowerment, and many others, can lead to
a endless discussions. Without doubting the sig-
nificance of such dialogues, it seems to make an
unprejudiced discussion about the topic rather
complicated.

The United Nations (UN) describe development as
a "plan of action for people, planet and prosperity”,
in the so-called Agenda 2030 (UN General As-
sembly, 2015, p.1). A global agenda for devel-
opment was announced, which added to, and built
on the Millennium Development Goals (MDGSs).
The aims are re-organized into 17 Sustainable

9 The scope of this thesis does not allow for the thorough discussion,
due to their detailed description,

on the UN SDGs. Nevertheless,

Development Goals® (SDGs) and contain a total of
169 targets. Referring to urban development as the
general field, goal 11, "make cities and human set-
tlements inclusive, safe, resilient and sustainable”
(ibid, p.21),isthe mostrelevant SDG in the con-
text of this thesis. Targets 11.3°, 16.7%, 16.8%2 17.16%,
and 17.17* most appropriately apply more specifi-
cally to how this thesis project tries to make a valu-
able contribution to the discourse.

llluminated from a rather critical point of view, de-
velopment is discussed by Robert Chambers (2017)
in this book Can We Know Better? - Reflections for
Development. He describes how the condition-
ing by education, specialization, skills, profession-
alism, and positionality, influences the preferences
of one approach over another (ibid, p.58). Fur-
thermore, Chambers (ibid) points out how bias-
es and blind spots continue to consciously or sub-
consciously distort the lenses of researchers and

needed
they serve

as a suitable point of reference in a dialogue about development.

10 SDG 11, Target 11.3: “By 2030,
and capacity for participatory,

planning and management in all countries.?”

p.21).

1 SDG 16, Target 16.7:

p.25).

12 SDG 16, Target 16.8:
countries in the institutions of global governance.?”
2015, p.25).

13 SbeG 17, Target 17.16:

“Ensure responsive,
representative decision-making at all levels.?”

enhance inclusive and sustainable urbanization
integrated and sustainable human settlement

(UN General Assembly, 2015,

participatory and
2015,

inclusive,
(UN General Assembly,

“Broaden and strengthen the participation of developing

(UN General Assembly,

“Enhance the Global Partnership for Sustainable

Development, complemented by multi-stakeholder partnerships that mobilize and

share knowledge, expertise,

14 SDE 17, Target 17.17:

private and civil society partnerships,
resourcing strategies of partnerships.” (UN General Assembly,

technology and financial resources,
the achievement of the Sustainable Development Goals in all countries,
particular developing countries.?” (UN General Assembly,
“Encourage and promote effective public,
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to support
in
2015, p.27).
public-
building on the experience and
2015, p.27).
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development workers (p . 27-56). He states that,
“liln much development discoursg, [...] development
actors are assumed to want to know. This assumjp-
tion reflects ignorance of the psychology and so-
ciology of ignorance” (ibid, p.28).

Despite concerns regarding neoliberalism, postco-
lonialism, and other political matters, an overarch-
ing understanding about the importance of relating
global and local challenges seems to exists across
development institutions and practitioners. Ham-
di (2004, 2010) suggests what he calls Strategic
Action Planning (SAP) and Community Action Plan-
ning (CAP). Both are addressing global and local de-
velopment; their interconnection is illustrated in
Figure 8. Action Planning tries to establish the miss-
ing link between policy makers and fieldworkers,
generating one feedback loop including both areas,
and thus providing an alternative approach to mere
bottom-up or top-down thinking.

Hamdi (2004) suggests the following two major
amendments to the currently widely used system:
Firstly, the order of work on an urban/national level
should be reversed, in order to create more synergy
between strategic structures (designed, top-down),
and practical work (emergent, bottom-up). Second-
ly, development practice should take its own posi-
tion, outside of those realms, yet closely collaborate
with actors of both, local fieldworkers (NOGs, CBOs,
local authorities, private entrepreneurs) and nation-
al/urban policy makers (local authorities, nation-
al government, national-level enterprise). (Hamdi ,
2004, p.101-102)

31

Development 1is
not done
to people or
for people but
with people.

Corbett & Fikkert,
2012, p.100
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FIGURE 7 Work plan: relating global and local contexts.

Source: Hamdi, 2010, p.66.
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FIGURE 8

PROBLEMS/NEEDS/ASPIRATIONS

Completing the project cycle: Community Action Planning (CAP) and Strategic

Action Planning (SAP).

Source: Hamdi, 2010, p.159.
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2.1.4

EXCURSUS: SYSTEMS THINKING AND CHAOS THEORY

A systems thinking approach seem to be useful,
when trying to capture rather complex structures
of stakeholder networks. Furthermore, a game, can
be viewed as a system, where players can make
decisions within the boundaries of a commonly
agreed upon set of rules (Poplin, 2012, p.197).

A number of theories have been developed to work
with complex systems, finding their application in
social and natural sciences: network theory, chaos
theory (nonlinear systems theory), adaptive sys-
tems (including game theory), emergence theo-
ry, etc. To fully comprehend such theories, sound
mathematical background knowledge is required.
For the purpose of this thesis, a general understand-
ing of some of the mentioned theories is sufficient.
How they relate to the field of urban studies will be
exemplified in this chapter. To clarify the used ter-
minology, it is important to define what is under-
stood by using the words complex and system.
Complexity is not merely sensory overload. A city,
for example, is not complex because of an over-
whelming feeling it can evoke. A systematic ap-
proach to describe the complexity of a city can
be through looking at the millions of individual de-
cisions, forming a global unit of local interactions.
(Johnson, 2001, p.39)

15 Chaos is understood to be deterministic,
due to the high complexity of initial conditions and parameter
Randomness, on the other hand, results from probability,

predict,
values.

Edward N. Lorenz (1993), commonly known as the
founder of the modern chaos theory, tried to de-
scribe highly complex systems through determin-
istic®® mathematical concepts. Its application is
found in various fields, from natural sciences, as
well as philosophy and social sciences (ibid). In
the context of urban studies, chaos theory specif-
ically applies to small scale urban interventions and
their impacts. The tiniest change in a complex ur-
ban system can lead to enormous consequences.
Of course, most people would not dare to think
about seriously attempting to mathematically cal-
culate the effects of such highly complex pro-
cesses—but our incapability to compute practical
implementations of the chaos theory, does not un-
dermine its relevance and legitimacy.

Hamdi (2010) describes chaos theory as “the hid-
den order of mess" (p.224), and distinguishes it
from "the reality of ‘mess”—the absence of or-
der. This precise distinction can become import-
antin participatory planning, according to de Carlos'
(1971) suggestions:

“Growth and flexibility in an architec-
tural organism are not really possible
except under a new conception of archi-
tectural quality. This new conception
cannot be formulated except through

a more attentive exploration of those

yvet dincredibly complicated to

thus being

impossible to calculate with certainty, yet to a certain extend predictable

through stochastic.
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phenomena of creative participation
currently dismissed as ‘disorder’.”
(de Carlo, 1971, p.15)

There is a high complexity that genuine participa-
tion brings to the table of an already complicated
planning process. Many times this appears to be
an expensive and time consuming obstacle rather
than a constructive force for development. Being
able to recognize the hidden order behind chaos,
and identifying randomness as such, is as compli-
cated as it can be helpful.

The notions of disorder and order have also been
attempted to be described by the so-called emer-
gence theory, a general behavioral concept of hu-
mans and animals within a given system, con-
cerned with decentralized and bottom-up thinking.
Originally famous for slime mold finding its way
through a maze (Johnson, 2001), and structures
built by ant colonies (ibid), it was no later than
1961, when Jane Jacobs made clear the importance
of emergence to urban studies, in her famous book
The Death and Life of Great American Cities.

For the purposes of this thesis complex systems
and chaos theory seem to be useful to capture
rather complex structures of stakeholder networks
and further translating them into games and vice
versa. However, not everything can be captured us-
ing systems, and the approach might only find lim-
ited application as the study progresses.
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Go to the ant, thou
sluggard;
consider her ways, and be
wise:
which having no guide,
overseer, or ruler,
provideth her meat in the
summer,
and gathereth her food in

the harvest.

- Proverbs 6:6-8, KJV -
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2.2

WHAT ABOUT STAKEHOLDERS?

2.2.1

WHO OR WHAT CAN BE A STAKEHOLDER?

As explained earlier, a clear role of all stakeholders
within (and adjacent to) a system of development
seems to be a needed element, in addition to ex-
tended knowledge about a place. In a participato-
ry planning process, knowing the positions of each
actor can help to find common ground, share risks
and authority, define responsibility and hold mutu-
al accountability during the process (Hamdi & Ma-
2003, 2010,

Jale, as citied in Hamdi,

P.97).

Subsequently, this raises the question of "who are
relevant stakeholders?” As commonly understood,
stakeholders are individuals, groups, or institutions
with interest in a project (Hamdi, 2010; Fisch-
er, 2001).Others, however, suggest to move from
an anthropocentric approach to a rather biocentric
one (Hedenus et al., 2018, p.72-75).Inin-
cludes non-human actors, even beyond animals,
considering all existing life, including plants (ibid).

Applied to a systems thinking approach, this leads
to an ethical mindset of ecocentrism (ibid,
p.786). Compared to anthropocentrism and biocen-
trism, ecocentrism shifts the focus from individu-
ally assighed moral standings, to the whole—the
ecosystem itself. Thus, individuals only have instru-
mental values, maintaining the function of the big-
ger ecosystem (ibid, p.76-78).
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In the context of development work, there is one
key element—a result in the process of learning
from global development practices—which again
brings forth the importance of true partnership, as
stated by Rose Mulokoane (2007) from the Feder-
ation of the Urban and Rural Poor (FEDUP), address-
ing the UN-Habitat Governing Council:

[..] don’>t

We want to be your

“Don?t call us beneficiaries,
call us end-users.
partners. What we want you to do 18 to
include our inputs in your policy [..]
If you don’t include our ideas in your
policies, 1t will be Jjust a beautiful
policy [..]”
(Mulokoane,

2010, p.92)

2007, as cited in Hamdi,

The question of who will be included, and conse-
quently, who will be excluded, remains. To compli-
cate this issue further—who is included or exclud-
ed intentionally, and who unconsciously (Hamdi ,
2010, p.94)? Institutional exclusion, normative
social influence, and many other reasons—all im-
plicit to many societal and political structures—play
key roles in trying to find answers to this question.
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2.2.2

REVIEWING ANALYSIS TOOLS AND METHODS

In the following, four well-known tools/methods for
stakeholder analysis are described, supported by il-
lustrations, each shown on the following pages. A
potential relevance of systems thinking in stake-
holder analysis lies in trying to capture rather com-
plex structures of stakeholder networks.

A common way of mapping actors (see Figure 9) is
to divide them into internal (primary) stakeholders,
who are directly affected by, or working on a project,
and external (secondary) stakeholders, who are in-
directly affected (Cleland & Ireland, 2002,
as cited in Caputo, 2013, p.75). Further
attributes, such as interests, influence impact, and
importance can be added (Hamdi, 2010, p.94).

Force field analysis (see Figure 10), where stake-
holders are displayed as vectors, describing forc-
es for and against change, is another well-known
method for mapping actors, widely used by devel-
opment practitioners (Thomas, 1985). Starting
from a current state of equilibrium, vectors—repre-
senting the relative strength of an actor—are push-
ing towards or against a desired point of change
(ibid, p.54).

Using an Euler-Venn diagram to categorize ac-
tors into different classes of stakeholders (see
Figure 11), is yet another method (Mitchell et
al., 1997; Caputo, 2013).Three overlapping
circles—power, urgency and legitimacy, create sev-
en different categories, in which stakeholders are
placed, according to their possession of either one
or more of the three characteristics (ibid).
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In the so-called power-interest matrix (Figure 12)
stakeholders are mapped according to their level
of interest in a project and the potential power their
hold in influencing the processes and outcomes
(Jonnson et al., 2008; Caputo, 2013).

The relevance of those stakeholder analysis meth-
ods in the context of this thesis, can be found in
their ability to represent parts of system networks.
Yet what all of the methods above partially lack is
the ability to show the network itself. They may
paint a more or less accurate picture of singular en-
tities (nodes), but neglect the interaction (edges or
linkages) of its parts (Colchester, 2020b).
Furthermore, translating humans into stakeholders
and representing them as mere graphical or math-
ematical elements carries the risk of dehumaniz-
ing people. Whenever one of the presented analysis
tools is applied, one must not forget that behind the
illustration are real people. Additionally, the ques-
tion arises, of whose perspective is such an analysis
representing?

Overall, the stakeholder analysis approach remains
rather questionable. Critical questions regarding
the methods and tools to identify stakeholders are
noted in the illustrations on the following pages
(Figure 9, Figure 10, Figure 11, Figure 12).

As explained in further detail in the conclusion of
the theoretical part (see page 46), a shift to the
notion of co-production appears to be more rea-
sonable approach for the thesis at hand.
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2.3

SERIOUS GAMES AND PLAY

2.3.1
GAME THEORY

Game theory is one among Many approaches, pro-
viding useful model to conceptualize human inter-
action in daily life, business, economics, interna-
tional relations, etc. (Paravantis, 2015)
Contrary to intuition, game theory is not directly
connected to what is commonly understood as a
game by the broader society. Game theory is not a
body of theoretical knowledge, which, if applied and
implemented, results in tabletop or video games.
Rather game theory is “the formal study of situa-
tions of interdependence between adaptive agents
and the dynamics of cooperation and competition”
(Colchester, 2020a).In other words, it tries to
find answers to complex phenomena of human in-
teraction. There are however, relevant linkages be-
tween game theory and games (in the meaning of
the generally understood term) themselves, in how
the thesis at hand is carried out.

Firstly, many games played during the field activ-
ities are indeed concerned with human behavior.
Games—more specifically serious games—can
serve as a risk-free environment for active explora-
tion of human interaction in relation to social chal-
lenges (Hamdi, 2004, p.1386). The matter of se-
rious games, as forms of paidia and ludus, will be
explained on the following pages.

40

Interpreting human interaction as play falls into the
scientific field of game theory. This notion has prov-
en to be useful in to Mmodel interconnected com-
plex networks, from interpersonal relationships to
international relations (Paravantis, 2015).This
observation becomes relevant, when dealing with
stakeholder engagement.
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2.3.2
DEFINITION: “PLAYING GAMES"

This chapter elaborates on different notions rele-
vant to get a broader understanding about games
and play. The discussed terms can be helpful to gain
deeper insight into what games are, what it means
to play a game, and how humans interact and iden-
tify with games.

The English language distinguishes between the
words game and play. Play can be considered a
free activity (Huizinga, 1955). For example, the
phrase "playing around”, seems to support the inter-
pretation of such a definition. A game, on the other
hand, can be viewed as a system, where players can
make decisions within the boundaries of a com-
monly agreed upon set of rules (Poplin, 2012,
p.197).

Closely related to the definitions of play and game,
a possible distinction between forms of play can
be made through paidia and Judus (Caillois,
1958,
2014, p.93). The two terms make it possible to lo-

as cited in Hofstéatter et al.,

cate every form of human playful interaction some-
where in between the scope these notions provide
(Masching, 2019, p.23).

In The Ludic City: Exploring the Potential of Public
Spaces, Quentin Stevens (2007) offers the follow-
ing definitions for paidia and ludus:

“Play as paidia is characterized by

diversion, destruction, spontaneity,

caprice, turbulence and exuberance.
Paidia 2s human will acting without

ethical deliberation. This enhances
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one?’s awareness of being a cause, a
free and active force, which shapes re-
ality. Paidia 1s both a refusal to ac-
cept lLimits and a willful transgression
of them. It has no civilizing function.
Paidia <s improvisatory action, an es-
cape from routine which explores other
possibilities of social experience and
which develops new social forms.>»
(Spariosu, 1989, 1997 as cited in Ste-
vens, 2007, p.33)

Whereas paidia describes play as an act of freedom
to the highest degree, ludus is the opposite, rather a

set system of rules.

“Ludus 18 play institutionalized as a
game. It follows rules and routines,
which are purposely contrived to be te-
dious and arbitrary. [..] Subordination
of individual will to the rules of lu-
dus 1s imperative. It reguires effort,
patience and skill. The pleasure of lu-
dus lies in the development and mastery
of technique the psychological satis-
faction which comes from discovering
solutions within a set framework which
18 external to the demands of instru-
mental function.?

(Stevens, 2007, p.33)
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2.3.3

SERIOUS GAMES AND URBAN PLANNING

Most commonly known games are designed sole-
ly for the purpose of entertainment. Serious games
offer additional functionalities, such as pedagogical
aspects. (Michael & Chen, 2006, p.4)

The term serious game may appear to be a contra-
diction in itself, as it can be argued that the words
serious and game are mutually exclusive (Susi et
al., 2015, p.4) ltischallengingindeed, to in-
corporate play into real-life matters, but if imple-
mented well, many examples show the immense
potential that hides behind such an approach.
Although most serious games use entertainment
as an important aspect, the focus is a different one;
for example teaching, research or design (Brkov-
ié Dodig & Groat, 2019, p.1-5).According
to Zyda (2008), serious games need to include ped-
agogy, in addition to story, art and software (in the
case of digital games) (p.25-32).

Serious games are not to be confused with the
term gamification. Gameplay, including its behav-
ioral and experimental qualities is considered an
essential element of a game. Gamification, on the
other hand, uses game-elements outside a game
context (Beattie, 2020, p.81).Although Tan
Ekim (2017) does not use the exact terms game or
gamification (p . 31-33), similar concepts are men-
tioned in the book Play the City: Games inform-
ing Urban Development (ibid), which will be dis-
cussed in more detail on the following pages.

“Games hold the promise to turn collec-
tive reflection (and civic learning)

into fun—into an activity that people
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engage in for the sake of civic engage-
ment itself, instead of being driven by
the sole objective of safeguarding in-
aividual privileges.”

(Devisch et al., 2016, p.84)

Urban planning is used as the main theme in some
well-known traditional digital and analogue games
(e.g: SimCity, Machi Koro). Although urban life is the
characteristic for such games, they are designed
specifically for entertainment (Poplin, 2011,
p.2-3).

Serious games in the context of urban planning are
often used as a tool for collaborative decision-mak-
ing processes (Sanof£, 2000, p.76-79). For
this to be implemented, the linkage between reality
and the game environment needs to be elaborated.
There are multiple ways how the real world con-
nects to games or play. To understand different
links, Ekim Tan (2017) suggests five categories in
her book Play the City: Games Informing the Urban
Development, some of which are mentioned below
(p.31-386).

A very common form is highly realistic rendered
video games that run their fictional narrative in a
place, designed to look like a real place on earth.
For example, Grand Theft Auto Il takes places in
New York City. Anybody playing this game for a cer-
tain amount of time, will be able to at least partial-
ly find their way through New York City upon their
first arrival in the city (ibid). Although argued earli-
er, that games which are designed for the mere pur-
pose of entertainment do not fall into the catego-
ry of serious game, cases such as Grand Theft Auto,
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Minecraft, and SimCity show that a clear distinction
is not possible.

Other games can be used to create possible what-
if situations. Such games can be very powerful in
terms of understanding and reflecting on social
norms and possible future scenarios. (ibid)
Another concept for serious games is to direct-
ly link game dynamics and/or game mechanics to
real life. This could either be implemented through
introducing game elements into real life, or vice ver-
sa, by taking real life challenges and from it create
a game. Nike's running app uses the first of those
two suggestions. Users of this fitness app are en-
couraged to do physical workout and congratulated
afterwards. Connecting with others, also using the
app makes exercising even more fun, and it has di-
rect impact on one's life. (ibid)

Thinking about this concept reverse, will create
games from real-life challenges. Enjoying the safe
environment of a Game. Anything can be tried out:
Making mistakes can be encouraged and testing as
well as exploring becomes possible—without any-
thing at stake other than the game itself. (ibid)

Abt (1970) and Hamdi (2004) add the following to
the potential of using serious games:

“Serious games combine the analytic and
questioning concentration of the sci-
entific viewpoint with the intuitive
freedom and rewards of imaginative ar-
tistic acts [..] In short, serious
games offer us a rich field for a risk-

free, active exploration of serious
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intellectual and social problems.
(Abt, 1970, 2004,
p.136)

as cited in Hamdi,

Hamdi (2004) adds, “[t]hey enable us to explore re-
lationships between designed structures (rules)
and emergent ones” (p.136).

Using serious games in urban planning is a con-
stantly growing approach, which seems to hold
great potential. In urban development project
phases where public participation (PP) is desired,
serious games can be a valuable contribution to the
process (also commonly referred to as “playful pub-
lic participation”) (Poplin, 2011, p.4).

A common way to link digital public participation
and spatial planning is to use geographical informa-
tion systems (GIS), often called "PP GIS". Despite the
rapid development of PP GIS tools and platforms in
recent years, only a slow development in real-world
practical applications can be observed. Possible
reasons for this being the case can reach from dif-
ficulties of implementation on a technological level,
to social and cultural aspects (krek, 2008, p.1).
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2.3.4
SERIOUS CHALLENGES

Despite the promising potential of using serious
games for participatory urban development, it also
comes with certain challenges, some of which are
described in this chapter.

Rational ignorance describes the phenomenon that
the effort of getting involved in participatory pro-
cesses usually does not outweigh the small chance
of making an actual difference. This can be a seri-
ous obstacle for citizens getting involved. Partici-
pation can mean having to learn how to read plans,
attend meetings, and put time into getting familiar
with new technological tools. The personal bene-
fits of getting involved in urban planning processes,
compared to the high investment, is in many cases
rather low. (Krek, 2008, p.1)

In the case of rational ignorance, games seem to
play an ambivalent role. One the one hand, they can
be subject to rational ignorance, and of no interest
by people to be played. On the other hand, this is ex-
actly where games—especially ones that are easi-
ly accessible and not hard to learn—unfold their po-
tential. The threshold of playing a game is quite low,
compared to studying plans or attending meetings.
This phenomenon can also be called the power of
participation without participation (Gladwell,
2005, 2008, p.683).
It can be argued that this approach is taking advan-

as cited in Krek,

tage of others; and without their awareness luring
people into something they would otherwise not do
or say. Krek Alenka (2008), describes it as following:

a4

“Games have the power of involving the
citizens in the serious processes with-
out thinking and rationalizing about
them. They touch them on a subconscious
level and attract in a playful, pleas-
ant way. >
(Krek, 2008, p.683)

Another challenge comes with comparing analogue
and digital games. A study performed by Kaufman
and Flanagan (2016) compares the differences of
digital and non-digital games, in terms of experi-
ence of the players and the game outcomes. People
playing the digital version of the game played with
shorter turn length and discussions about strate-
gies were less frequent and not as deep, compared
to those who played the non-digital version (ibid,
p.1). The results of the study show that “a simple
translation between digital and non-digital formats
can dramatically change play dynamics, speed of
play, depth of player conversation, game success,
and, ultimately, learning” (Raufman and Flana-
gan, 2016, p.13).

Referring to digital games, Hofstatter et al. (2014)
adds: "Their mechanisms, combining game and
play, have the capacity to enhance motivation, at-
tract interest and retain it for a prolonged period.
(p.100).

In a study on the implementation of online games
to encourage public participation in urban planning,
Poplin (2011), points out that designers of serious
urban games face challenging questions:
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“[W]hat are the possible rewards for
the participants? How can one create a
pleasant virtual environment in which
citizens learmn about current situa-
tions? How can gaining information and
learning about planning possibilities
and current situations be simulated
and created in such a way as to result
in pleasurable participation? How can
urban planners use the results of the
online public participatory process?>
(ibid, p.204)

Serious games can be an easily accessible method
to co-produce ideas and to “playfully enhance par-
ticipatory and explorative practices” (Hofstéatter
et al., 2014, p.100).Fora serious game to be
successful, Mitchell (2004) suggests that instruc-
tions to play the game, as well as the overall struc-
ture should be kept simple.

=
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>3
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FIGURE 13 Game thinking - What have you got?

Source: Marczewski, 2015.
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2.3.5

CONCLUSION: PLAYING TOWARDS CO-PRODUCTION

To conclude the chapter on the theoretical back-
ground and transitioning to describing the research
context in the following chapter, a short summary
of the most relevant theoretical aspects follows.

From the perspective of a development practi-
tioner, Nabeel Hamdi (2004) sees great potential in
using games to explore how designed and emer-
gent structures relate to each other (p.136). Refer-
ring to Abt (1970, p.11-13), Hamdi (2004) con-
cludes: "In short, serious games offer us a rich field
for a risk-free, active exploration of serious intellec-
tual and social problems” (p.1386). Toth (2015) ex-
presses similar thoughts on the potential of serious
games, concluding:

“Thus, problem-solving and simulation
games in particular are appropriate
for the purpose of fostering civic en-
gagement in which a player can expe-
rience active participation in a safe
and closed environment, learn via mod-
els, as well as trial and error and
explore different ways of contribution
and co-creation.”

(Téth, 2015, p.80)

After critically reviewing the idea of stakeholders
and the tools for stakeholder analysis, using this ap-
proach appears rather questionable with regards to
the intended purposes of this thesis. A shift towards
the notion of co-production seems more appropri-
ate. The following quotes from Vanessa Watson and
Philipp Misselwitz bring forth strong arguments for
co-production:

46

“[CJ]o-production represents one way in
which poor urban communities have been
able to secure significant improve-
ments to their 1living environments un-
der conditions in which govermments
are either unwilling or unable to de-
1iver land and services.?”

(Watson, 2014, p.63)

“Cities change and evolve constantly,
and they do not act as a coherent enti-
ty. They are ‘co-produced.’ To think of
co-production as a concept should help
us to think of a sustainable urban pol-
icy and action - shaped and developed
by constructive conflict.?

(Misselwitz, 2018)

“Rather than pretending that [ ‘part-
nering? between state and civil soci-

ety] can be ‘harmonious’ as the notion

‘collaboration? suggests, col-J]produc-
tion partnerships are always charac-
terized by antagonism and conflict.>

(ibid)

Considering the statements above, co-production
appears to be a more inclusive approach for the
continuation of the research at hand.

Figure 14 shows an overview of the theoretical con-
cepts covered in this chapter. It illustrates how they
can relate to each other to explore games as a de-
sign method.
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3.1

PRACTICE AND EDUCATION

3.1.1
VOICES FROM PRACTICE

A number of semi-structured interviews'® were
conducted, mostly in the early phases of the proj-
ect. The goal was to gain deeper understanding
about current challenges of organizations working
in development: NGOs, CBOs, etc.

Two semi-structured interviews with the following
people were held by the author:
Todd Nicewonger, researcher and project direc-
tor at Virginia Tech University
Matthew Moeckel, representing Engineer-
ing Ministries International (EMI)*’, Cape Town,
South Africa

Additionally, three semi-structured interviews were
held together with Mumtaheena Rifat and Robin Es-
kilsson. We prepared a few questions to initiate the

conversations. Because we have worked together in
similar settings in the past we decided to lead the
conversation as a team. After each conversation,
we discussed the findings and learnings among the
three of us. The following people were interviewed:
Mahmuda Alam, representing the Platform of
Community Action and Architecture (POCAA)®,
Bangladesh
Samia Aboni, representing the United Nations
Children’s Fund (UNICEF)*, Bangladesh; Khwaja
Fatmi, representing the International Organiza-
tion for Migration (I0M)2°, Bangladeh.
Claudia Pirchl, Daniel Gutmann, and Evamaria
Schmidthaler, all three representing Architektur
ohne Grenzen Austria (AoGA)?, member of Ar-
chitecture Sans Frontiéres International (ASF)?2

16 Conducting semi-structured interviews is a research method to collect

information through conversation.
a set of guiding questions,

questions can help to get the conversation started,
a direction relevant to the research topic.

prepared beforehand by the interviewer.

This kind of interview runs according to

Those
and later lead it in
However, a semi-structured

interview should leave a certain amount of room for the conversation to take

unexpected turns and change directions.

This might open up doors, which the

interviewer could not have thought of, during their time of preparation.

17 https://emiworld.org/za.
18 https://www.pocaa.org/

19 https://www.unicef.org/
20 https://www.iom.int/

21 http://www.arch-og.at/

22 https://www.asfint.org/en
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A compilation of the most relevant and inspir-
ing quotes from the interviews are presented in
Figure 15 on the next page. The main take-aways
from the conversations can be summarized as
follows:

Local ownership of any intervention seems to be
crucial for a development process to be sustain-
able and inclusive. The role of a design profession-
al seems to vary from project to project, for exam-
ple: advisor, facilitator. If the design professional is
not familiar with the local culture and/or language, a
translator seems to be indispensable.

Although many methods/tools for co-production
are available, constantly changing social and spatial
contexts require adaption of existing methods/tool
or entirely new ones. There seems to be a demand
for new ways of participation which works across
different social landscapes. Using games as a de-
sigh method sparked general interest and found
approval.

In addition to the semi-structured interviews, a
number of formal and informal conversations were
held to inform this thesis. An exhaustive list of all
relevant dialogs in this context can be found in the
appendices of this thesis on page 188.
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3.1.2

LOCAL AND INTERNATIONAL PARTNERS

The research at hand is carried out in collaboration
with two architectural design courses: Reality Stu-
dio (Chalmers University of Technology [CTH]), and
Urban Citizen Studio (University of Pretoria [UP]).
The aim of this thesis project aligns well with the
visions of Urban Citizen Studio, and Reality Studio,
working towards socio-economic and spatial trans-
formation through community engagement.
Before describing both courses in further detail on
the following pages, an overview of the collabora-
tion is shown in Figure 16.

As shown on a world map (Figure 17 on page 58),
Reality Studio 2021 established partnerships with
different collaborators around the globe. Students
taking the course formed teams and developed
projects in collaboration with locals actors, which
are:
Beirut, Lebanon: American University of Beirut
Buenos Aires, Argentina: Fundacion Pro Vivien-
da Social, TECHO, Mujeres 2000, Media Pila
Dhaka, Bangladesh: Platform of Community
Action and Architecture (POCAA-BD)
Kisumu, Kenya: Zingira Community Craft
Pretoria, South Africa: University of Pretorig,
Unit for Urban Citizenship, Play Africa

54

In addition to the specific project development col-
laborations, three partnerships are formed between
Reality Studio and:
Barcelona, Spain: Universitat Internacional de
Catalunya (UIC)—Master of International Coop-
eration Sustainable Emergency Architecture
Melbourne, Australia: Royal Melbourne Institute
of Technology (RMIT)
Zurich, Switzerland: Architecture for Refugees

In the case of Pretoria, a subdivision according to
three different project sites can be made: Melusi,
Mamelodi, Woodlane Village. This distinction is im-
portant, because of urban and socio-economic dif-
ferences of the locations, as well as the fact that
three different project teams are working at those
sites. The project sites are desrcibed in further de-
tail on page 70.
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3.1.3
REALITY STUDIO (CTH)

Reality Studio®® is an architectural design course
within the Architecture and Planning Beyond Sus-
tainability Masters Program at CTH, Gothenburg,
Sweden.

The aim of this studio is to equip students with im-
portant skills and methods in architecture and de-
sign, which are valid in any situation of urban trans-
formation at different levels and scales (e.g. urban
structures, infrastructure, buildings, technical sup-
port systems, detailed construction elements,
products within the built environment).

Reality Studio works in close cooperation with dif-
ferent stakeholders, such as local communities,
NGOs, universities, governmental institutions and
global institutions (e.g. UN-Habitat). Taking place in
different parts of the world, always in highly chal-
lenged contexts, the perspective of Reality Studio
stays the same:

“[T]he development and implementation
affordable,

energy and ma-

of aesthetic, socially and
culturally appropriate,
terial efficient, healthy and us-
er-friendly, always innovative design
solutions that support dignified human
everyday life.>»

(https://student.portal.chalmers.se)

Furthermore, the course tries to integrate the ed-
ucation in architecture and urban planning with

development research, creating a good foundation
for the students and their future work. At the same
time, students are making a valuable contribution
to research and investigations which can be used
for implementing future projects.

For the upcoming course in 2021 the focus will be
on "Cross-Cultural Collaborations: Extreme Environ-
ments during Pandemics” dealing with the message
of "Designing for Dignity” (da Cruz Brandio,
2020, p.1-2).

Concerning the thesis at hand, several games will
be developed as part of the teaching methodolo-
gy used to establish cross-cultural and intercultur-
al partnerships. Students taking the course will work
with individuals, organizations, and academic insti-
tutions around the globe, one of which is the Uni-
versity of Pretoria.

Since it adds significant understanding of the
courses and value to the purpose of the research
at hand, it seems important to mention that | suc-
cessfully finished Reality Studio myself in 2019/20,
talking place in Kisumu, Kenya.

23 https://student.portal.chalmers.se/en/chalmersstudies/courseinformation/
Pages/SearchCourse.aspx?course_id=27172&parsergrp=3.
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3.1.4
URBAN CITIZENSHIP STUDIO (UP)

The Unit for Urban Citizenship®* (UUC) (part of UP)
"strives to develop the scholarship of civil engage-
ment and participatory development within the
context of a complex emergent African urbanism
[.]' (nttps://www.up.ac.za/architecture/
article/2933010/Urban-Citizenship). It
aims at embedding a culture of urban citizenship,
characterized by responsibility and collaboration
between students and local communities (ibid).
Further aims of the UUC ars, “to facilitate transdis-
ciplinary research on urban citizenship; to focus
community engagement and strengthen social
impact through evidenced-based multi-scalar in-
terventions [...]; and [to] give effect to the UN Sus-
tainable Development Goals. These aims will be
achieved through inter-faculty liaison and align-
ment of existing curricular activities to research
projects and community engagement initiatives
aimed at supporting national development and
sustainable development goals” (ibid).

“The unit liaises with the faculties oOf
UP and research centers around trans-
disciplinary research projects, cur-
riculum collaboration and intervention
pyrojects, coordinating curricular en-
gagement with community participants
over appropriate time spans, and en-
suring that these engagements are mutu-
ally understood and reciprocally Sig-

nificant. The UUC assists with ethical

monitoring, educational rigor and re-
search consistency as well as insti-
tutional alignment with UP’s policies
of Community Engagement and Social Re-
sponsibility, ensuring that the role
of UP as anchor institution 1s to be
served and strengthened through these
endeaqvors. »
(https://www.up.ac.za/architecture/

article/2933010/Urban-Citizenship)

Dr Carin Combrinck, director of the UUC and senior
lecturer at UP, is leading the course Urban Citizen
Studio. The structure of the course is well connect-
ed with local communities, informal and formal ed-
ucational institutes, and NGOs.

As mentioned earlier, the Urban Citizen Studio
serves as one of the remote partners of Reality Stu-
dio which provides the chance to test games local-
ly, while simultaneously having remote observers of
the process.

24 https://www.up.ac.za/architecture/article/2933010/Urban-Citizenship.

57


https://www.up.ac.za/architecture/article/2933010/Urban-Citizenship
https://www.up.ac.za/architecture/article/2933010/Urban-Citizenship
https://www.up.ac.za/architecture/article/2933010/Urban-Citizenship
https://www.up.ac.za/architecture/article/2933010/Urban-Citizenship
https://www.up.ac.za/architecture/article/2933010/Urban-Citizenship

THESIS SUPERVISION

austria

VIENNA

$2 m&o__m_@ uaim N1 ve juud i sjqeirene si sisauy J
difeg usin N 1+ap e 1s1adiewoldiq Jasalp uoisiaAeuIbLO
% s




. WOODLANE
VILLAGE

[}
=
s

Y
o
Sfeuiolaig UsIM NL e Juud Ul afge|ieA. si SISau) SIu) JO Uol
aUIeKAIg USIA\ ML I8P ue 1SI :m%men&a_gamm_n uoisIaAfeuIBUQO apjon

e steai By




Die approbierte gedruckte Originalversion dieser Diplomarbeit ist an der TU Wien Bibliothek verflgbar

The approved original version of this thesis is available in print at TU Wien Bibliothek.

[ 3ibliothek,
Your knowledge hub

3.1.5

WORKSHOP ABOUT METHODS AND GAMES

Reality Studio teachers and examiners provided the
opportunity to test a toolbox including methods
and games for remote collaboration. The aim was to
re-appropriate and further develop the toolbox, and
capture how the provided methods and games are
used.
Mumtaheena Rifat and Robin Eskilsson, have stud-
ied and dissected the following participatory design
toolkits (as part of their thesis project®®) which pro-
vided the needed foundation for co-creating and
testing the toolbox:
Participatory Incremental Urban Planning Tool-
box: A Toolbox to support local governments
in developing countries to implement the New
Urban Agenda and the Sustainable Develop-
ment Goals - Edition for fast growing cities
(UN-Habitat, 2020).
Chapter Toolkits from The Placemaker’s Guide
to Building Community (Hamdi, 2010,
D.69-78).
ASF Participate website?® (Architecture
Sans Frontiéres-UK [ASF-UK], n.d.).
Participatory Design Handbook - A Collabora-
tive Approach to Address Community Based
Challenges (Ferguson & Candy, 2014).

From those design toolkits, the methods which
were considered most suitable for the stage of the
students projects were chosen and presented to
the students in A collection of collaborative meth-
ods and serious games for remote collaboration
in community development projects, Draft v.1.0%”
(Eskilsson et al., unpublished).

The toolbox includes:

Collaborative methods:
Getting to know each other
Transect walk
Semi-structured interviews
Drawing with children
Images from my neighborhood
Mapping with community
Harvest mapping
Mapping strengths and weaknesses
Stakeholder analysis
Communication plan
Expectations

Serious games playful activities:
Unfolding Stories®®
Skribble®?

Sketchy Plans

25 Master Thesis: Local-Non-Local: Re-appropriating Co-Creation Methods for
Remote Collaboration (Eskilsson and Rifat, 2021).

26 http://www.asfparticipate.org/

27 See document in appendices: Toolbox Workshop Week ITI.

28 https://unfoldingstories.app/, https://info.unfoldingstories.app/

29 https://skribbl.io/
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Each project team (eight in total, at this stage of
the course) had to choose three methods and one
game. The aim was to use them throughout the fol-
lowing weeks, to test and re-appropriate them to
their project needs, as well as the remote collabo-
rative process with their project partners abroad.
An online survey®® about the workshop was used to
evaluate the workshops contribution to the differ-
ent project processes, and to gain general informa-
tion about the collaboration typologies and project
partners. The results are shown in Figure 18 on the
following page.

Results from the qualitative part of the question-
naire show that the structure in which the three
games were presented, appeared to be more help-
ful than the games themselves. Others noted that
they appreciated seeing different examples of
games which can be used in co-design processes.
Most groups seemed to agree that the instructions
for the games were clear.

A specific example of a Reality Studio project group
implementing games is a Kahoot® session with
children from Bangladesh.*2 The goal was to a es-
tablish a relationship and build trust between the
Reality Studio students and the children from Dha-
ka, ages five to seventeen. Mahmuda Alam (POCAA)
played an important role in implementing the game,

as she served as a local facilitator and translator.
The game was set up as a quiz, with general ques-
tions about Sweden and Bangladesh, aiming at mu-
tual learning about each other’s cultures. In a short,
rather informal conversation with the Reality Studio
students, they shared how quickly they started to
connect with the children.

The Dhaka team mentioned that, as they were play-
ing the game with the children and started to share
about their personal experiences living in Sweden,
the children began to open up and share what life
as a child in Dhaka is like. In this case, the game ap-
peared to have served as an interface for creating
conversation around certain themes that occurred
in the game.

30 Survery results from Toolbox week II are shown in Figure 18 on page 62.

31 https://kahoot.com/

32 All guestions asked in the game can be found in the appendices.
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FIGURE 18 Selected results from the survey about the Reality Studio workshop Toolbox
week Il.
Source: Eskilsson, Rifat, author, 2021.
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I have preferred to use
placemaker in my title
(rather than architect,
planners or experts)
because 1t is inclusive of all
who make and sustain the quality
of human settlements,
including principally the people
and communities

who are the inhabitants.

- Hamdi, 2010, p.xviii -
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3.2
SOUTH AFRICA

3.2.1
“SLUMS SHALL BE DEMOLISHED"

South Africa has had a turbulent history. Countless
racial and social struggles, often caused by colonial
forces, are shaping the country until this day. A brief
overview about South Africa’s history is shown in
Figure 20 on page 68. For the purpose of this the-
sis, a short analysis of socio-spatial conditions (with
a focus on segregated urban areas) is given, and no-
tions about upgrading slums (and the role of archi-
tects within this challenge) are discussed.

The importance of the spatial context of the work
at hand, requires an exploration of the word slum.
The term slum is just one, among Mmany words de-
scribing similar urban fabric and socio-econom-
ic situations of segregated and marginalized peo-
ple who live in poverty to a certain degree. Although
variant terms (e.g.. informal settlement, squatter
camp) usually do not describe the same notion,
they are commonly—and often inaccurately so—
used interchangeably. At the same time, depend-
ing on the geographical and social context, the word
slum can take on different meanings. For example,
in countries with a strong British colonial history,
the term slum is used to describe conditions that
elsewhere would be referred to as informal settle-
ments. In Kisumu, Kenya, slums officially describe
an mostly unplanned settlement, accommodating
the urban poor. (Huchzermeyer, 2011, p.5-6)

64

Rather than finding a clear definition of the word
slum or other related terms (Lilford et al.,
2019, p.2) it seems more relevant to be aware
of the difficulty to find a general agreement on how
to define or identify a slum. As Marie Huchzermey-
er (2011) in her book Cities with ‘Slums’—From in-
formal settlement eradication to a right to the city
in Africa, says, "it is not the word, but an entire par-
adigm that needs to be confronted” (p.10). Fur-
thermore, Huchzermeyer provides a detailed po-
litical and social discussion of slums in Africa. She
relates it to the concept of the right to the city, and
describes global misunderstandings about slum
eradication (ibid). For example, “Slums shall be
demolished”, it is written in The Freedom Charter
from 1955, South Africa (The Congress of the
People). Regardless of the motivation behind such
phrases, Huchzermeyer (2011) describes well how
this wording and its interpretations can imply nega-
tive attitudes towards slums (p . 5-11).

Another term used in the work at hand is township.
This term in a South African context refers to mo-
notonous and mono-functional (mostly suburban)
areas. Such are often characterized by extreme so-
cio-economic dependencies and a fluctuating rela-
tionship between formality and informality.
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3.2.2
URBAN INFORMALITY

A brief overview of urban informality is given by lay-
ing out a sequence of the following five quotes:

“Informal settlements are a response
to a formal system that 1s exclusion-
ary. Individuals and families who mi-
grate to cities for work or who are
displaced from other neighborhoods of-
ten have no option but to create a Sub-
sidiary housing system to meet urgent
needs that the formal housing system
has failed to meet.>»
(de Vos et al., 2019, p.7)
“Informal, spontaneous forms of urban-
isation are constituent to Southern Af-
rican cities. While many believe that
these informal settlements will over
time be systematically replaced with
formalised conditions, some of the de-
velopmental trends in Southern African
cities prove otherwise.?

(Hugo, 2021, p.1)

“While these informal settlements can
be considered as unplanned and unstruc-
tured, we must acknowledge our own Lim-
ited understanding of these spaces.?
2015, 2021,

(Dovey, as cited in Hugo,

p.2)

“Resultantly 1t 18 important to acknowl-
edge that informal urbanism 1s rather

more complex structured organisSations

65

with a direct feedback between place-
making and user intent, and the man-
ifestation thereof. One should rather
consider 1t as a complex system of en-
tities and relationships, that involve
both formal and informal processes.>

(Okyere & Kita, 2015, as cited in Hugo,

2021, p.2)

“Urban informality as a term 1s de-
fined by 1ts opposite, urban formal-

ity; or, put differently, informality
is defined by what it 1s not (not for-
matl, not taxed,
lated, rather than what 1t 1s.?
(Durand-Lasserve, 2003,

2011, p.70)

not planned, not regu-
etc. ),
as cited in

Huchzermeyer,

Concluding from those statements the following
can be said: Acknowledging that only limited knowl-
edge of informal urban space is available, in addition
to the apparent impossibility to capture their com-
plexity, leaves the question: Is authentic co-produc-
tion possible, and what methods would enable it?

Figure 19 is an attempt to relate formal and infor-
mal processes of building structures by pointing
out how they can take place in opposite directions
of their sequence.
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FIGURE 19

FORMAL

|

OBTAIN LEGAL TENURE

T

PUT IN INFRASTRUCTURE

T

MOVE ONTO LAND

INFORMAL |

e

BUILD HOUSE

—| [«

An attempt to trace the process of how formal and informal structures come

into being.
Source: Ruth McCleod, as cited in Hamdi, 2010, p.121.
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3.2.3

THE POTENTIAL ROLE OF ARCHITECTURE

“Our discipline can either be complic-

1t with, or mobilise against, the cur-

rency of socio-political power. Dis-
entangling the discourse and biased
perspectives surrounding informal-set-
tlement upgrade can help the profes-
sion start meaningfully engaging with
informal urbanism.>

(Combrinck, 2017a, p.43)

In order to ensure meaningful engagement with
processes of informal urbanism, knowledge
(among other aspects) is needed, which is “almost
by definition, always incomplete or out of date”
(Huchzermeyer, 2011, p.75)

Combrinck (2017b) suggest that “[a]rchitecture
does indeed possess the ability to engage in the
political realm, impacting on urban spatial relations
through processes of collaboration” (p . 38). Hamdi
(2010) describes a potential implementation of this
idea:

“In all cases, we begin to identi-
fy possible partners at the earliest
stage—between community groups, be-
tween formal and informal private en-
between all and respective
we will be do-

terprise,
government departments.
ing our stakeholder analysis of risk
and comparative advantages [..] while
at the same time building a sense of
trust and cooperation?

(p.67)
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Taking the role of a co-producer as of an urban pro-
fessional simultaneously constitutes the point of
departure and describes one of the goals for the
thesis at hand.
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FIGURE 20 A historical snapshot of South Africa.
Source: Huchzermeyer, 2011, p.8; Al-Khalil, 2013;
https://www.gov. za/about-sa/historyp; https://www.nicd.ac.za/.
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3.3
PROJECT SITES

3.3.1
OVERVIEW

Three different areas around Pretoria, all of which
are chosen project sites for the Urban Citizen Stu-
dio, form the specific geographical context of the
study at hand. All three locations differ strongly in
urban appearance, size, population, urban typology,
and social structure. Mamelodi is commonly under-
stood as a township, whereas Melusi and Woodlane
Village can be called informal settlements.

A short introduction to each site is given on the fol-
lowing pages, including maps, satellite images, and
photographs. The outlines inscribing certain the ar-
eas as shown in the maps can help to get a rough
understanding of their expansions. It needs to be
considered that they are subject to constant trans-
formation as well as interpretation of urban space.

The following chapters are merely showing an over-
view of the project sites. How and where the field
study activities took place is described on part four
of this thesis (see page 101).
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PHOTO1

A casual afternoon in Melusi.
Source: author, 2021.
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3.4
MELUSI

3.4.1
INTRODUCTION

Melusi is an informal settlement located in Pretoria
West. It represents a typically rapidly growing urban
development (Hugo, 2021, p.2).In 2008, the
first residences were established, which have over
time developed into a community of 27 000 resi-
dents (Abbott, 2020, as cited in Hugo,
2021, p.2).

“ITt covers a total area i1s 1,9km? and
has a residential density of 14 200
inhabitants/km?. The built environment
consists out of a variety of struc-
tures and 1s partially serviced by the
Tshwane municipality. Due to the 1im-
ited access to resources and services
and the nature of the built environ-
ment, Melusi has a generally dense pop-
ulation with high exposure to adverse
conditions.»

(Hugo, 2021, p.2)

The places indicated on the map as "MYDO & ECD”
show where the site activities took place. They are
described in further detail on page 108.
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3.9
MAMELODI

3.5.1
INTRODUCTION

Mamelodi is a township located approximate-
ly 20 kilometers east of the central business dis-
trict (CBD) in Pretoria (Osman, 2007, as cit-
ed in Levy, 2020, p.17). ltisanexemplary
model of the racially segregated and mono-func-
tional townships, that resulted from the apartheid
government’s spatial planning regime. Located on
the Vlakfontein farm, this area was one of the very
few where African people could own land within
Pretoria.

In 1945, the farm was bought to be used as an Afri-
can settlement, however, with the rise of the apart-
heid government in 1948 and the implementation
of the Groups Areas Act of 1953, the ruling party
formally proclaimed the Vlakfontein farm a “Black
Township” and the first 16 houses were built in Ma-
melodi. (Walker & Van der Waal, 1991, as
cited in Levy, 2020, p.18)

The state provided housing (the NE 51/9 typology)
created a lack of identity and belonging, and final-
ly resulted in a monotonous and mono-functional
settlement (Haarhoff, 2010, p.4 as cited

33 Spelling and name variations:
Sotho.

S Pitori,
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in Levy, 2020, p.18).ltischaracterized by
its extreme socio-economic dependencies and
a fluctuating relationship between formality and

informality.

It is relevant to mention Mamelodi has its own lan-
guage, called Spitori®®. It is a combination of several
native African languages, and exclusively spoken in
Mamelodi. Spitori constitutes a vital part of the local
community, due to its socio-spatial implications of
creating identity.

The site activities took place at the "UP Mamelo-
di Campus”, shown on the map. Further details are
given on page 124.

Sepitori, Pretoria Tswana, Pretoria
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3.6

WOODLANE VILLAGE

3.6.1
INTRODUCTION

Woodlane Village, often referred to as “Plastic View”,
is a small informal settlement in the south-east of
Pretoria. The squatter camp is located in midst of a
wealthy suburb, called Moreleta Park. It is surround-
ed by single-family homes, villas, golf estates and
shopping malls.

“The informal settlement spreads over
eight hectares of land on the corner
of De Villebois Mareuil and Garsfon-
tein roads near the exclusive Woodhill
Golf Estate. It sits 4immediately ad-
Jacent to a gargantuan Dutch Reformed
Church with a congregation of more than
7,000 people.

Woodlane Village comprises 846 house-
holds representing around 3,000 people
from Zimbabwe, Lesotho, Mozambique,
and provinces in South Africa. Most of
the residents are political and eco-
nomic migrants.»
(de Vos et al., 2019, p.14)

Pieter de Vos (2019) has compiled a body of doc-
umentary work about a man living in Woodlane Vil-
lage, presented in black and white photographs and

written stories. His work Homelands (2019)and a
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personal conversation served as a fantastic inspira-
tional sources for the thesis at hand.

Why the space around the Acacia tree (as indicated
on the map) is important to this work is described
on page 136.
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Woodlane Village, next to the soccer field.
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© OpenStreetMap. [edited]
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4.1

PARTICIPATORY ACTION RESEARCH

4.1.1
INTRODUCTION TO PAR

The field research in South Africa will be conducted
through participatory action research (PAR). It de-
scribes a methodological approach which seeks ac-
tive interaction and a horizontal dialogue between
the researcher and the researched. PAR aims at un-
derstanding the world through intervention and
transformation. Because this thesis centers upon
co-production and participation, PAR seems to be a
suitable approach. The following quote gives an in-
troduction to PAR:

“Participatory action research (PAR)
18 a practice which involves research-
ers (academics, professionals or prac-
titioners) and participants (social
groups, communities or the grassroots)
in a concerted effort which dialecti-
cally combines three aspects of work
- participation, action and research
- directed at producing knowledge and
practices which would have the capaci-
ty to induce civic action and meaning-
ful change concerning different social
or spatial 1ssues”

2007,

2015)

(Kindon et al., as cited in Vvid-

erman & Knierbein,
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To further describe PAR, it can be added that it “re-
lies on transdisciplinary work in which both locally
produced practice-based knowledge related to ev-
eryday life of various social groups and scientific
knowledge of academics and professionals make
equally valued contributions to crfiJtical reflection,
emancipatory practices and political action” (vid-

erman & Knierbein, 2015).

Conducting PAR is considered an open process
which calls for thorough reflection. Figure 29 illus-
trates how Schubotz (2019) describes aspects of
each of the three terms included in PAR.

How PAR is implemented and documented within
this work is explained on the next pages.
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4.1.2
IMPLEMENTING PAR

The PAR participants in this work include students
from both Reality Studio®* (CTH) and Urban Citizen
Studio®® (UP), local communities (Melusi, Mamelodi,
Woodlane Village), and local organizations (Play Af-
rica, etc.)

The Urban Citizen Studio serves as a platform to
develop and test games with students and local cit-
izens. The structure of the course is well connected
with local actors, for example: citizens of marginal-
ized communities, informal and formal educational
institutes, local NGOs, other partners of the Unit for
Urban Citizenship (UUC).

A major part of the stay in Pretoria will be game de-
velopment workshops with UP students (local) and
Reality Studio students (remote). Depending on
the specific workshop aim, different methods and
games will be adapted and used to implement the
workshops. The focus will be on learning about the
limits and opportunities of different games and
playful activities. Games that appear reasonably
useful and constructive can be further improved,
adapted, developed, or eliminated otherwise.

Active participation of the researcher during the
game sessions, as well as conversations with play-
ers (local actors and course students) before and/or
after game sessions are essential to conduct PAR.

34 See page 56.
35 See page 57.
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4.1.3
DOCUMENTING PAR

This chapter explains how the PAR process is doc-
umented. For this part of the thesis, the style of
writing changes, as it is written from a first-person
perspective. The reason being, that matching the
method with the active position of the researcher,
enables the reader to slip into the role of an active
participant, rather than an observer.

Location specific site activities and workshop ses-
sions on site form the core of the PAR part of the
project. This includes:
Documentation of all workshops that includ-
ed games and/or playful activities, which took
place in Mamelodi, Melusi, and Woodlane
Village.
Documentation of other site activities in Ma-
melodi, Melusi, and Woodlane Village, which did
not contain (planned) game and/or play related
activities, yet proved to be valuable in gaining a
better understanding of the local context and/
or local game culture.

Meetings and conversations between the workshop
sessions which ensure the necessary flow of infor-
mation, thoughts, and ideas. They include:

Reality Studio tutoring sessions.

Meetings with Play Africa.

Informal conversations.

105

The documentation of the workshops is present-
ed according to the three project sites: Mamelod;,
Melusi, Woodlane Village. Each shows a chronolog-
ical list of the workshops, which are generally struc-
tured according to the following scheme:
Location, duration, and aim of the session.
Summary of activities. (Implementation of
games and playful activities, and implementa-
tion of remote participation during the session.)
Reflections and improvements for upcoming
sessions.

In cases where this general structure does not apply
directly, certain elements are left out, rearranged, or
combined.

Additionally, some personal reflections are includ-
ed, wherever reasonable and important to this work.
Such will be presented differently in terms of graph-
ics and language, to make them easily distinguish-
able from the rest of the text.

It is important to note, that most workshops and
site activities had a primary goal of carrying out
the students’ projects from Reality Studio and Ur-
ban Citizenship Studio. The priority of implement-
ing games into the workshops varied, depending on
site, project stage, project aim, and personal inter-
est of students and local communities.
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4.1.4
EXCURSUS: INITIAL CHALLENGES

The following part is a description of the early stage
in the process of the project development. Some
ideas mentioned have become more important
than initially expected, whereas others have shown
to beirrelevant. In any case, it seemed reasonable to
document thought processes of potential ways this
thesis could have been developed. It can help to ex-
plain what ground has been covered, before certain
decisions were made.

One of the steps suggested by Ekim Tan (2017) is
to "Engage Your Stakeholder Network” (p . 50-53).
Through game development workshops with local
partners in Pretoria (e.g.: students, citizens) and a
workshop about games and methods®® at Reality
Studio in March, this part of the process will have a
special focus on games.

Learnings from literature studies and based on
contextual circumstances of this thesis, the fol-
lowing lines provide a summary of the process
during early stages of the research development.
Initial conditions, especially rather technical as-
pects, have proven to be very challenging due to the
combination of the following circumstances.

As literature suggests and several conversations®?
have shown, simplicity seems to be an import-
ant characteristic of any game in a context with
many potential barriers. This aspect is important,

36
37
38
39

See page 60.
See page 188.
See page 44.

appendices.

Semi-structured interview with Matthew Moeckel,
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considering the phenomenon of rational igno-
rance®® and reasons of general accessibility. In an
interview with a staff architect from Engineering
Ministries International (EMI) South Africa, language
barriers were addressed as a major obstacle in com-
munication (Moeckel, 2021).%° Additionally, the
time frame of this project does not allow for a high-
ly complex game to be created, since designing and
balancing such games is highly time-consuming.

Due to the ongoing Covid-19 pandemic, remote col-
laboration, which often requires stable Internet ac-
cess, has increasingly gained importance. Many
communities still do not have a reliable connection
to the world wide web, and would therefore be ex-
cluded beforehand. However, being able to make a
phone call, seemed like a limited, yet reasonable al-
ternative. More generally, to channel the complex-
ity of on-site human interaction through the nar-
row pathways of limited technical infrastructure, in
a simple manner—without becoming simplistic—
seems incredibly challenging (Sanderson, in
Hamdi, 2010, p.20).

Although many frameworks and toolboxes have
been published in the past seeking to integrate so-
cial inclusion, human rights, urban resilience, creat-
ing tools, and step-by-step methodologies to oper-
ationalize urban planning processes; the results and

January 19, 2021, see
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restrictions of the pandemic call for a re-appropria-
tion to the current situation.

An example for such a toolkit is the Participatory In-
cremental Urban Planning Toolbox (UN-Habitat,
2020), which is partially based on the New Urban
Agenda (United Nations, 2017)and the inter-
national Guidelines on Urban and Territorial Plan-
ning (UN-Habitat, 2015). The toolbox consists
of 69 activities, which themselves contain several
tools, many of which assume that people are free
to meet in person. Similar things apply to the tool-
kit by Fisher (2001), Building Bridges between cit-
izens and local governments to work more effec-
tively together through participatory planning (Part
I). Both documents suggest reasonable and helpful
tools for applied participation, yet the arguably sur-
prising strike of Covid-19 makes several tools near-
ly impossible to use directly. Furthermore, most
tools suggested do not fall into the category serious
games?; some are at most gamified processes.

Learnings from the initial challenges have influ-
enced how this work was developed further. On site
interaction and cultural concerns have gained im-
portance compared to technological matters (e.g.:
access to internet).

40 See page 40.
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4.2
PLAYING MELUSI

4.2.1
INTRODUCTION

In Melusi we had two different locations where we
implemented play sessions: the Regae Preschool
of Hope—an Early Childhood Development Center
(ECD), and the Melusi Youth Development Organi-
zation (MYDO). The children at the ECD were be-
tween the ages of three and ten, while the children
at MYDO were between seven and ten years old.
Due to language barriers, a translator was indispens-
able on some occasions. At the Preschool of Hope,
the principal and teacher Thabitha helped with
translating; sometimes from English to a native Af-
rican language, and sometimes from the English we
spoke to an English which the young children would
understand better. At MYDO, the children helped
each other with translation. This seemed to be a
very natural part of the whole commmunication pro-
cess, and was therefore mostly initiated by the chil-
dren themselves, without specific instructions.

Due to the different age groups, playful and lu-
dic activities were mostly used at the Preschool of
Hope, whereas at MYDO, we played games closer to
the paidia end of the scope.

The team of students working in Melusi consisted
of the following Masters students: Jua Greeff (UP),
Juliana Achi (UP), Jonathan Naraine (CTH), and Adam
Elinder (CTH).
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4.2.2
SESSION ONE - 2021-03-29

Spending the afternoon in Melusi, we first went to
the Regae Preschool of Hope, and later to MYDO,
to play the initial game ideas we developed. The
goal was to get to know the educators and children
at both facilities, and to implement some playful
activities.

We arrived just shortly after lunch, starting this first
workshop day at the Regae Preschool of Hope. After
a short conversation with Thabitha Milgret Tladi, the
principal of the school, we gathered in a classroom
with her and the participating children. Starting with
a drawing exercise about groceries, we hoped to
break the ice with the children. However, as we soon
discovered, the language barrier seemed to be big-
ger than expected, and we had to ask Thabitha to
support us with communication.

Despite all our efforts to try and connect with the
children, all attempts appeared hopeless. As a re-
sult, we were forced to change our plans. As we
found out that the children enjoyed playing with
modeling clay, we quickly gained new hope in find-
ing a common language. Just a few minutes lat-
er, lumps of light red clay were handed out to the
children, who—to our relief and delight—imme-
diately began playing and crafting small pieces of
art. Fascinated by their creativity, we used the op-
portunity to start talking to the children about
food and nutrition. Posters with fruits and vegeta-
bles helped with communication, while the par-
ticipants were forming their favorite things to
eat. With clay in our hands, prior intimidation and
even language barriers seemed to fall away with-
in the blink of an eye—it seemed to work miracles.
After about one hour of creative work and great
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conversations with the children, we wrapped-up
the session and moved a couple of houses down
the road, to MYDO.

At MYDO, we briefly talked to Hlakudi Gert Malatjito,
our contact person, to find a good place for playing
"Paper Plate Party” and how many participants we
could count on for this session.

We set up the game props and prepared pencils,
crayons, paper plates and stickers. Once we start-
ed to play, it quickly became clear that the num-
ber of players will keep changing constantly. Some
children were curious and wanted to join when they
saw us playing, others had to leave or simply lost
interest. After we slightly modified the rules and
adapted to the circumstances, it turned out to be a
valuable and fun game. The cooperative and com-
petitive parts of the game kept the tension, and
made the participants think carefully about their
actions. A scoreboard, visible to all players at all
times, helped to keep track of the points.
Throughout this whole time, we stayed on a video
call with the two Swedish project team members,
Adam and Jonathan. Having the possibility as pas-
sive viewers of the sceng, their role was to critically
observe the process.

Overall, this first session in Melusi has taught us a
lot. We realized that high levels of flexibility, spon-
taneity, and creativity, can be more important than
detailed rules for a game. Despite some difficul-
ties due to language barriers and cultural differenc-
es, we managed to connect on a human level, and
slowly started to build trust.
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4.2.3
SITE ACTIVITY = 2021-04-07

No workshop was planned for this day. We went to
Melusi primarily to get administrative work done
(handing out official consent forms). Little did we
know that this single conversation would entire-
ly change the way we think about intercultural
communication.

The conversation emerged from, what seemed to
be a minor misunderstanding about the schedule
of the following workshops at the Regae Preschool
of Hope. After talking to Thabitha, two women who
work for Preschools of Hope approached us. The
content of the conversation seems irrelevant com-
pared to what thoughts and emotions it evoked. A
deep discussion among Juliang, Jua, and me, on the
way back home later this day, revealed the com-
plexity of the conversation on several levels. A per-
sonal reflection about it can be found on the next
page.

The following day, we met Jonathan and Adam on-
line, to discuss what happened on site, how to best
deal with the situation, and ways to move forward.
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= PERSONAL NOTE -

HUMAN THINGS

We printed consent forms for the parents of the children
we were working with. Thabitha seemed okay with handing the
forms out to have them signed.

This afternoon is shadowed by a sense of confusion and pres-
sure. Confusion about our apparent incapability to have an
honest and genuine conversation with people on site, our
team members, or even ourselves; and pressure because even
1f we managed to do so, how would such an accomplishment
in the end inform our research—because that 1s what this
18 all about, or is 1t? (As I am dreaming about a true and
real conversation, I still do not know about the chat I will
have later with Aron, an Uber driver. We will have a good
talk about places we would like to 1ive, why Mamelodi s
not a safe area to stay, and the daunting impossibility of
breaking the cycle of poverty.)

But for now we are Still stuck with the consent forms we
prrinted. We gave them to the teacher, for the parents to
sign so we are “officially allowed” to work with their chil-
dren. As we talk to the NGO workers, I am wondering: “How
much use are ‘official academic consent forms’ at a level
of mere human interaction?? Especially, when the language
that 1s used i1s mostly incomprehensible for people who are
not familiar with academic expressions, or simply English

as a whole?

I think what I learned today, 1s that far beyond all “for-
mal» academic expectations (—as important as they may be),
something happens when 1t 1s simply people talking face-to-

face—as mere humans.
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4.2.5
SESSION TWO - 2021-04-19

On this day, we played two versions of the game
"Paper Plate Party”, each adapted for the different
age groups at the Preschool of Hope and MYDO.
The first session took place in the morning, at the
Preschool. Because we had to prepare multiple
props for the game, including stickers and plates,
we arrived early. We began to set up the game, right
after we talked about some administrative matters
with Thabitha. Once everything was ready, Thabitha
assisted with leading the children from the class-
room to the game-table, three to six participants
at a time. The table was set up as a kind of buffet,
with stickers showing different things to eat. We
arranged the stickers according to different kinds
of food, such as fruits, vegetables, sweets, meat,
beverages, etc. Each child was given a paper plate,
which they used to collect their favorite meals, cho-
sen from the buffet. After they were done, they
went back to the classroom, where they had time
to stick the stickers onto the plate. In the mean-
time, the next group of children went to the buffet.
In the end, Thabitha asked us if she could keep the
remaining stickers to use them for teaching in the
future, to which we agreed.

The goal was to find out about what children at
Melusi like to eat, and to start conversations about
nutrition. The children seemed to enjoy walking
around the buffet quite a lot, as well as putting the
stickers on the plates.

During this session, we had an ongoing video call
with Adam and Jonathan. Their role was again to
critically observe the process of the play.

112

After cleaning up and saying goodbye we took an
extended break before moving on to MYDO for the
session in the afternoon.

Back at MYDO, we played an improved version of the
game "Paper Plate Party” that we used in our first
workshop. However, this time we only played with
around four to six children, which entirely changed
the character of the game. Because we only had
to deal with a small group of participants, we could
focus more on the human interaction, rather than
running the game itself. We were glad to see that
many opportunities for small conversations during
the game opened up. Additionally, we all sat down
in the grass after the game, to talk about food and
nutrition. The children seemed interested, revealed
through the active participation in the conversation.
The goal of playing this game with a small group
was to shift the focus from the game outcome to
the process of play. Furthermore, it helped to set
the stage for the dialogue about food which took
place after the game.

This long day at Melusi went well and without any
major surprises or unexpected turns. It was full of
valuable experiences.
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Jua saying “Hi"” to Adam and Jonathan on a video call during a workshop activity.
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A small step towards building trust.
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4.2.6
SESSION THREE = 2021-04-22

For the session this day, we created a complete-
ly new game about water#* The aim was to test the
game, learn about the children’s perception of wa-
ter, and how water is used in Melusi. This session
took place only at MYDO.

Because this game needed comparatively much
on-site preparation, we arrived in the early after-
noon to set everything up. We used a stand-up
whiteboard, panels, hoses, funnels, and food col-
oring. To our surprise, some children were already
around and approached us, as they seemed curious
about what was going on. It once again proved valu-
able to adapt quickly, and we invited the children
to help us build the game. Together we designed a
small structure, with the funnels on one side, hoses
which go around the structure, and hose outlets at
the bottom on the other side. After punching holes
in the boards and attaching the hoses with cable
ties, it was basically ready to play. Because of all
the helping hands we finished the preparation ear-
ly, which gave us extra time to decorate the game
structure with all kinds of water-themed drawings.
By the time all participants arrived, we were ready
to go. First, we needed to color the water in four dif-
ferent colors, representing clean water (drinking
water), rainwater, gray water, and brown water. The
game is played in teams of two. One person draws a
card, showing which kind of water has to be poured
into the funnel. On the other side of the structure,
their team-player needs to get ready to make sure
the water ends up in the correct bucket. Through

communicating which kind of water should go into
what kind of bucket, short discussions emerge be-
tween the players, and decisions must be made
quickly.

All participants seemed to find the colorful and in-
teractive play mode engaging and fun. It sparked in-
terest in many children who saw what was going on
from a distance, which made them come over and
actively watch the game with rather obvious excite-
ment. Most of them even joined the dialogue about
water. We sat in a circle on the ground to have a dis-
cussion, similar to the previous workshop.

For the last part of this session, we had Jonathan
and Adam join through a video call. They helped in
designing the game and were glad to see how en-
gaging and exciting it was to play.

A valuable day of building trust, playing games, hav-
ing fun, and enjoying each other's company.

41 A description of the game can be found in the appendices.
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“What do you think could be a good hight for the funnels?”
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Co-huilding the game “Water you thinking about?”.
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4.2.7
SESSION FOUR = 2021-05-11

This session was run in collaboration with an NGO,
called Play Africa*?, "a groundbreaking social im-
pact initiative creating inclusive and equitable
spaces where all children, families and schools can
play, create, innovate and connect" (Play Afri-
ca, 2021).They provided workshop material, im-
plementing a design thinking methodology. The
goal was to test the resources developed by Play Af-
rica, in terms of applicability for facilitators and par-
ticipants (children).

The focus age group of Play Africa made us decide
to implement the workshop at MYDO, where chil-
dren are older, compared to the ECD. In total nine
children, between the ages seven and ten, attend-
ed this session.

The first part was a mapping exercise. Participants
were asked to point out different activities and
emotions around MYDO. Symbols, indicating ele-
ments of everyday-life (e.g.: a school or learning fa-
cility, a bike, a happy face, an apple, etc.) were glued
to a big map. The children neither seemed excit-
ed nor bored during this exercise, yet participated
actively.

Looking at a colorful map, we took a short break
and started the second part: drawing. The task was
to sketch their home, including the immediate sur-
roundings and people. From the beginning of this
exercise, some children seemed shy and hesitant
to show their drawings. Going in a circle, we asked
them to quickly explain what they sketched.

Most children managed to briefly formulate a few
thoughts, yet words were scarce.

https://playafrica.org.za/
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After the short round of sharing, one could sense
the low energy, and little motivation was left for an-
other exercise. At this point we remembered the
first session in Melusi, at the Regae Preschool of
Hope, where we ran into a similar situation. What
had helped us last time, was about to work miracles
yet again: modeling clay.

Exercise three was about building models. In addi-
tion to the clay, we had wooden sticks, colorful pa-
per, small branches (serving as trees), glue and card-
board, to co-create our pieces of art. The task was
to build elements that would make Melusi a bet-
ter place to live. Motivation and excitement peaked
again, which was certainly reflected in the quality of
creativity expressed by participants and facilitators
alike. Children shared their thoughts without having
to be asked, resulting in an abundance of ideas, and
undeniable fun and joy.

Rachel Fowkes and Zviko Kanyoka, both working
for Play Africa, were present throughout the en-
tire session. They carefully observed interactions
and how the workshop material they provided was
implemented.

Jonathan and Adam joined via video call for some
time, yet without active interaction with partici-
pants. The workshop ended in good terms, despite
some ups and downs. Again we learned a lot, both
from the children and the activity itself, about how
they perceive their built environment, and how to
further improve the facilitation of workshops.


https://playafrica.org.za/
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Model building session.
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4.3

PLAYING MAMELODI

4.3.1
INTRODUCTION

All three workshops in Mamelodi took place at the
UP Mamelodi Campus. With a one-to-two-hour
time for on-site preparation, the sessions were
planned to take about three hours each. All partic-
ipants were adolescents, between the ages of six-
teen and seventeen years. The number of partic-
ipants varied from workshop to workshop due to
Covid-19 restrictions and unforeseeable events.
However, what was consistent was the number of
people throughout each session.

Depending on the aim for each workshop, games
played different roles, covering a wide scope from
activities with playful elements to games with a
specific set of rules.

The following Masters students were working in the
Mamelodi context: Kirstin Niebuhr (UP), Jade van
Staden (UP), Ellen Boman (CTH), and Joel Sidenvik
(CTH). Additional support was provided by a num-
ber of Honours students from UP: Thabi Dhlamini,
Johan Grobler, Ruchelle Taljaard, Robyn Forte (on-
line), Kithue Masu, and Carla Pistorius.
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4.3.2
SESSION ONE - 2021-03-25

The session took place at the UP Mamelodi Cam-
pus, and it was the first of a series of workshops
with adolescents from Mamelodi. The general aim
was to introduce everybody to the workshop pro-
gram and to create room for all of us to get to know
each other.

It started off by Kirstin Niebuhr and Dr Carin Com-
brinck explaining the context and background of
the workshops and the mapping exercise planned
for later this day. To break the ice, we played a short
ball game. Most of the participants did not know
each other, and one could sense uncertainty and in-
security, which made playing the game an import-
ant part of the process.

The main workshop activity was about mapping
Mamelodi. We used an Al-sized map of Mamelodi,
colorful threads, pins, and stickers, to make sure it is
accessible and fun to work with. Participants were
asked to pin their home, schools, and public places.
Together we tried to find the routes they take when
going to school or other locations the participants
pointed out.

For the entire time of the workshop, we had an on-
going video call with three remote project part-
ners. Two of them are Reality Studio students, Ellen
Boman and Joel Sidenvik (both are part of the Ma-
melodi project team), as well as Robyn Forte (UP
Honours student, called in from Durban).

After the workshop, a short conversation with some
of the participants showed that they did not find
the ongoing video call with the Swedish students
distracting or annoying. They seemed to have a
quite natural attitude towards a phone camera be-
ing present, some even mentioned that they liked it.
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We could sense a certain amount of discomfort
during the workshop. Because this was the first ses-
sion, many people did not know each other and it
was a new scenario to most participants and facil-
itators— feelings of insecurity and discomfort did
not come as a surprise. However, to make every-
body feel more comfortable and excited about the
workshop, we decided to implement more fun and
playful activities at the beginning of the upcoming
session. Furthermore, a more active participation
of the people who were on the video call was men-
tioned as a potential improvement for next time.
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A dream house... with a fence.
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Playing ball games.
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4.3.3
SESSION TWO - 2021-04-01

One of the most valuable parts of this workshop
(regarding the research at hand) appeared to hap-
pen before the official start. Two of the participants,
Mlungisi and Mlungiseleli, carried an American foot-
ball with them. As they started throwing the ball, |
was standing just a few meters away, so we start-
ed to play together. They tried to teach me how to
properly throw the ball. We casually played for a
while, waiting for the others to arrive. | asked them
if it was okay for me to take some pictures of them
playing, which got them quite excited. | quickly took
out my camera and starting shooting photographs.
We tried our best to create nice pictures together
and enjoyed looking at them afterwards. This expe-
rience seemed so relevant because of its authentic
emergence of play and human interaction.

After all participants arrived, we officially start-
ed with playing two simple ball games, with an in-
flatable ball. The first one was about remembering
each other’'s names, the second one for mere en-
joyment and getting comfortable with one another.
Similar to the previous workshop, we had an ongo-
ing video call throughout the session. This time, only
Ellen Boman and Joel Sidenvik from Reality Stu-
dio joined. The kind of games we played made ac-
tive participation for Ellen and Joel almost impossi-
ble. However, we tried to involve them as much as
possible, trying to still make it an exciting experi-
ence for them, by playing and running around with
the phone in our hands. The aim was to give them
a first-person perspective, rather than a bird's-eye
view.

For the main part of the workshop, Kirstin Niebuhr
and Jade van Staden prepared a small booklet with
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pictures from Mamelodi. The participants added
color-coded stickers to specific locations shown on
the photographs, to express their degree of comfort
when walking through the shown area.

Compared to the last session, this workshop we
specifically tried to include Joel and Ellen. Three
main points stood out regarding this experience.
The first one was already mentioned: We tried
to change the camera’s perspective to one of a
first-person view, which put them in a more active
position, and raised the accessibility at the table.
Secondly, we put Ellen and Joel on different phone
calls, which meant they were—just as everybody
else—part of only one table. This way, it was easier
for them to follow conversations, ask questions, and
become familiar with the people around the table.
Thirdly, we encouraged the workshop participants,
to actively engage with the students on the phone.
Aligning with what some of them had already stat-
ed the week before, they felt quite comfortable
talking to somebody on a video call.

The ball games we played in the beginning of this
workshop seemed to help a lot in creating a com-
fortable atmosphere for participants and facili-
tators. After the workshop, we asked all partici-
pants to bring their favorite game to the upcoming
workshop.
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4.3.4
SESSION THREE = 2021-04-15

Due to stricter UP Covid-19 regulations, we had to
limit the number of participants for this workshop.
What at first seemed like a drawback, turned into a
valuable restriction, making it a valuable session. In
addition to existing Covid-19 precautions, we de-
cided to run the workshop entirely outside.

After all participants arrived, we briefly looked at the
games they brought with them and talked about
which ones we wanted to play.

We started with skipping. Forming a circle, with one
person in the center who is spinning the rope, all of
us had to jump each time the rope reached our po-
sition. Two rounds in, we decided to stop, because
of physical exhaustion. The game was quick to
learn, fun to play, and a very enjoyable experience.
Next, we played a game that Mlungisi and Mlu-
ngiseleli showed to us, called Mabitsha. To play,
we just needed a ball and name tags. One person
throws the ball high up into the air and calls some-
body’'s name. The person called needs to react
quickly, in order to catch the ball before it hits the
ground. This game was perfect for trying to learn
each other’'s names.

Having finished our physical exercise for this day,
we went on to playing the word-game we creat-
ed. It is based on an existing game, called Boggle*?,
and aims at exploring the local language Spitori*®.
The game consists of two main phases. In the
first phase, players need to collect as many words

as possible, which can be made up of the letters
shown on the dice. The total number of letters in
all the words found results in the points each play-
er gets in the end of this phase. The winner of phase
one, will be leading phase two, which is about the
meaning of words. In this phase, all players must
find a descriptive sentence to explain a certain
word found in phase one. To include the students
from Reality Studio, we gave them a specific role to
play in this game. Via video call, the participants had
to describe the meaning of a word to our collabora-
tor in Sweden, who then decided which of the ex-
planations sounded the most reasonable to them.
As a follow-up exercise of the Spitori language
game, we started a local Spitori dictionary. After
handing out an A6 notebook to each of the par-
ticipants, they started to fill the empty pages with
Spitori words in alphabetical order, including a short
description of each word. Together we decided to
call the dictionary “Elkebitso"4®.

This workshop was of high value, for two main rea-
sons. Firstly, because of the rich amount and variety
of games that were discussed and played. And sec-
ondly, we had the chance to build a good amount
of trust.

43 See an unofficial online version of the game: https://wordshake.com/boggle.

44 Spelling and name variations: S°Pitori, Sepitori, Pretoria Tswana, Pretoria
Sotho.

45 “BElkebitso” (Spitori), approximately translates to “every word”.


https://wordshake.com/boggle
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4.3.5

PLAYING PARTICIPATORY PHOTOGRAPHY

As part of the PAR process Kirstin Niebuhr and |
started, what we called: "Playing Participatory Pho-
tography”®. Voigt (2015) describes participatory
photography as "an engaging approach that en-
ables people to share their perspectives and ex-
press their aspirations in ways that are not con-
strained by their ability [to] [sic] share these within
the confines of conventional interactive processes
or the written word" (para.1).

We selected three participants?*’, with whom we
managed to establish a reasonable amount of trust
throughout the previous weeks, and who seemed
open for this kind of participation.

The main goal behind this idea was the following: As
personal experience and the experience of many
other photographers has shown, actively and con-
sciously taking pictures allows one to see their en-
vironment through a different lens—literally and fig-
uratively. We wanted to create this possibility for
the participants, to become active in capturing mo-
ments of their everyday life.

We set up a group chat where Kirstin and | explained
the reasons and goals for why we thought participa-
tory photography could be a valuable experience for
all of us. Each of the participants had the chance to
ask questions, and certain things could be clarified
before we agreed onimplementing the idea together.
Once we had bought two disposable cameras

appendices.

with 27 exposures each, we all met at UP Mamelo-
di Campus to talk though some camera basics and
what our mutual expectations are. Mulngiseleli and
Mungisi shared one camera to keep costs down,
and because they are twins it did not add much
complications in having the camera used by two
people. Simphiwe had a camera for herself. We
agreed to meet again in one week to get the films
developed.

A week later, we shared our exciting experiences of
taking pictures. We were glad to hear that overall it
has been an enjoyable and valuable adventure. Both
films were almost completely used, and all of us
were looking forward to seeing the results.

Soon after the films were developed and digitalized,
we shared them onling, so all of us could access the
photographs. We also met online to discuss what
we saw and interpreted, and talk about our favor-
ite pictures. Everybody seemed happy about the
results and we once again managed to create and
share great experiences together.

A selection of the developed and digitalized photographs can be found in the
Consent to use and publish the pictures within the context of

this thesis was given by all participants.

47 Participants: Simphiwe Shika,
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Mulngiseleli Ngejane, Mungisi Ngejane.
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= PERSONAL NOTE -

ON PHOTOGRAPHY

During this work so far, photographs have proven to be an
incredibly valuable tool for remote collaboration, sharing
processes, and telling stories which could not be told using
words. Humans are visual beings, and we have created tools
to capture light, freeze moments, and share experiences
through pictures. I have always been intrigued by the idea
of “making”» pictures, instead of “taking” them. It implies
the idea of (co-)creating a photograph and including every-
thing that is part of the composition, instead of taking it

(away), removing 1t or detaching 1t from its context.

I believe that photographs can be a force for good, and
help us to understand each other better. However, all this
comes at a cost, which sometimes seems to be forgotten.
Photographers have agency. Especially when holding a cam-
era, one cannot simply taking the role of a mere observer
without impacting their immediate surroundings through the

mere fact of carrying a camera.

I have always tried to make people perceive my camera as a
natural part of myself, sometimes successfully so, at times
without much success. Yet due to my cultural background and
ethnic appearance, I will always be denied access to cer-
tain areas of cultural and urban space. And even i1f I could
make <1t into such places, my perception of my environment
will always be through a lens that is specific to myself. If
one wants to capture life though the lens of somebody else,

“somebody else” has to press the shutter button.
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A good afternoon at UP Mamelodi Campus.

PHOTO 16

2021.

author,

Source:
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4.3.7
SESSION FOUR - 2021-06-10

This game session was organized by Kirstin Niebuhr
and me and took place entirely online. The same
three adolescents®®, that had already been in-
volved in "Playing Participatory Photography” (see
page 130), agreed to meet again in order to once
more dive into the mysteries of the local language
Spitori.

Because the long-term goal from one of the pre-
vious sessions?® was to create a Spitori dictionary
(called Elkebitso), the idea of co-writing a story
about the dictionary emerged. We used a web appli-
cation, called Unfolding Stories, providing the plat-
form for collaborative story writing.

Unfolding Stories was used by the Mamelodi proj-
ect group before. Through exploring a commmon nar-
rative around the question "where do children be-
long?", their goal was to create a focus theme for
their project through playing the game.®° Based
on the positive experience, and because it can be
played online, we decided to use the game for a
session to further work on the Spitori dictionary.

We started the online meeting with a short in-
troduction about the goals and ideas for the
game session. We titled our first co-written sto-
ry "Elkebitso - A Dictionary’s Biography”. During the
game, little talking occurred. Only one or two ques-
tions and laughing here and there, mostly about
an entertaining line or phrase another player just

wrote. The atmosphere appeared to be quiet, calm,
focused and relaxed.

The final story®* shows an interesting line of thought,
touching upon topics such as Mamelodi Cam-
pus, Spitori vocabulary, youth, and sports. Reading
through the story together opened up questions
and ignited interesting conversations about differ-
ent topics, far beyond the mere written lines cap-
tured in the game. Unfolding Stories, in this case,
served as tool to collaboratively build a foundation
for discussion and communication.

Because all of us enjoyed the first round, we decid-
ed to play another one. This time, we changed the
topic to languages in a rather general sense, and
how not speaking a common language can make
verbal communication nearly impossible. We called
this story "Lorem lpsum"=8, which already speaks for
its non-content outcome. (Writing this story was
merely used for experimental reasons, and the re-
sult itself contains mostly incoherent phrases.)

In the end, it was a fun session, and it seemed to
delight everybody to see each other again, even
though it was just online.

48 Participants: Simphiwe Shika, Mulngiseleli Ngejane, Mungisi Ngejane.

49 See page 129.

50 The game outcome (final story) of this session can be found in the appendices.
51 The game outcome (final story) of this session can be found in the appendices.
52 Lorem Ipsum is an auto-generated placeholder text, without any meaning.
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4.4

PLAYING WOODLANE VILLAGE

4.4.1
INTRODUCTION

The project team working in Woodlane Village did
not include games or any kind of playful activities
in their participatory action with local citizens. Nev-
ertheless, two site activities included experienc-
es worth mentioning in the context of the thesis at
hand.
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4.4.2
SITE ACTIVITY = 2021-04-23

This is about a game | learned how to play during a
site activity in Woodlane Village.

The Woodlane Village project team had planned a
live-build session for implementing a design inter-
vention. They had spent much time prior to this
day analyzing the settlement, interviewing peo-
ple, designing, and partially prefabricating a small
structure. The structure itself, although thought-
fully designed and crafted, was of little interest to
me, compared to the encounters | made during the
time in the settlement.

On our way to the small construction site, we met
two middle-aged men playing a board game. As we
walked by, | found out that some of the students
had talked to one of them before, and | asked if they
could introduce me to them. After a brief conversa-
tion, we moved on the location where the structure
was being built. Shortly after | took a few pictures
of the building process, | could not resist returning
to the two men, and asking them about the board
game.

| greeted them again, and kindly asked if | could
stay for a bit and watch them play. Their response
seemed friendly, neither overly excited, but not
bothered either. The game board looked similar
to a chessboard, with alternating black and white
squares, although only the black fields were used
for playing. Bottle caps served perfectly as pawns,
using upside-down ones for the other player.

The pace of the game was quite fast, some moves
happened too quickly for me to understand what
was going on. Every time | told them | was not fol-
lowing anymore, they kindly took the time to ex-
plain detailed rules and told me about tricks how to

137

make the best out of certain situations. We joked
that | would have to practice a lot, and then | could
come back so we could play together.

It was exciting to see people play games as part of
everyday life. | am thankful for the experience be-
ing able to meet the two men and learn from them.
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PHOTO 17 Two man playing a local board game.
Source: author, 2021.
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g PHOTO 18 Good move.

Source: author, 2021.
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4.4.3
SITE ACTIVITY = 2021-04-25

On this Sunday, Charlotte Swart (UP Honours stu-
dent) and | planned to visit a local church service
and get to know Woodlane Village from a new per-
spective. Considering this initial intention, this day
could be considered unsuccessful. However, unex-
pected occurrences contributed to the research,
and therefore seem worth mentioning.

We knew about a church service happening ev-
ery Sunday, the only information we did not have
was the exact time it would start. To make sure
we would not miss it, we arrived shortly past nine
o'clock in the morning. The service was to take
place under a big Acacia tree, with a neatly paved
concrete circle around it. When we arrived, nobody
was there, except a few people working in their gar-
dens right next to the tree. They seemed friend-
ly and approachable, which made us decide to ask
them about the church service and if they knew
when it would start. Depending on who we asked,
we got different responses, anywhere between ten
and twelve in the morning. Slightly confused, we
simply decided to stay and wait.

At some point, children started showing up and be-
gan playing with toys, which were laying all over the
ground. Besides the toys—most of them broken—
objects like old tires and ropes served as additional
things to play with. It is hard to recall what happened
exactly, but all of a sudden we found ourselves kick-
ing—what looked like a spray can cap—from one
person to the other. Play emerged between all of
us, and judging by the laughter and excitement, we
clearly enjoyed interacting.
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The children were quite young, maybe around five
years old. We do not know if they spoke any English,
but we did not try to initiate a verbal conversation
either—it just did not feel relevant in this situation.
We do not know who Charlotte and | were to the
children, but it seemed like a genuine interaction
between all of us.

Play unfolded its enormous potential in this situa-
tion. It showed how a group of people can set a lim-
ited number of rules, for a limited number of ac-
tions, but it is all you need to get started—especially
between people who have very few rules to rely on
for their social interaction otherwise.

Additional note: On the way out, alongside a fence
on the edge of the settlement, | found several play-
ing cards on the ground, some of them dirty and
ripped in pieces. It is unclear if the owner did not like
them, and therefore decided to throw them away,
or simply lost the cards. In any case, the cards are
a small indication of cards games being played in
Woodlane Village.
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= PERSONAL NOTE -

FENCES OF FEAR

One thing that hit me every time whilst visiting Woodlane
Village, 1s how strong and vigorous the fence that circles

the area appears, when walking next to it.

Along one side of Woodlane Village—as 1f a fence was not
enough—someone decided to build a solid wall, about two
meters high, in addition to the fence. Such human-made
barriers appear to be a spatial manifestation of fear and
mistrust, So strongly present in many people’s lives in
DPretoria. It i1s especially sad however, to see such a wall
erected between an informal settlement (with mostly black,
low-income inhabitants) and a church (with predominately
upper-middle class, white members).

If “there shall be no poor among your*, was taken seriously,
we might have to take down that fence, instead of wasting
more resources on building another wall. Considering the ef-
fort we sometimes undertake in order to stay separated from
one another—compared to the effort we may put into loving

our neighbor**, much work is ahead oOf us.

Thinking of all the pain this fence may have caused in the
past, 1t has at least forced me to critically reflect my own
view of poverty, and take my biases seriously. The chal-
lenge 1s far too real and too complex to comprehend. Good
intentions are simply not good enough, and considerable harm
i1s done much too easily. But are these valid reasons for

becoming discouraged or lose heart?

* Source:

Deuteronomy 1&5:4, KJV.

** Source: Matthew 22:39, KJV.
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A broken toy train, made from plastic.

PHOTO 19

2021.

author,

Source:
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Play as it emerged with children from Woodlane Village.

PHOTO 20

, 2021.

author

Source:
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o.1

FIELDWORK ANALYSIS

5.1.1
FRAMEWORK

As stated at the beginning of this work, the re-
search questions discussed in this work relate as
follows: The second question can be considered a
sub-question to the first one. The sub-question will
first be transformed into a framework which helps
to discuss the overarching main research question.
In the first part of chapter five the framework of
analysis will be described and applied. The main re-
search question will be discussed towards the end
of this chapter, as it draws implications from the
framework. The research questions are:

1. How can games contribute to an inclusive ap-
proach of co-producing knowledge about people
and space?

2. What dimensions of play are revealed when im-
plementing play in an intercultural context?

Translating the sub-question into a framework for
analysis includes three steps, which are explained in
further detail on the following pages. The steps of
the framework include:

Recap of game and play sessions

Compiling experiences into three dimensions

(time and scales; co-creating ideas; playing

space)

Dissecting dimensions of games and play
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All parts of this chapter include visual expressions
which add to the verbal discussion. Many illustra-
tions use cubes (or dice) as a main element.

In the beginning each cube represents exact-
ly one game session. As the discussion progress-
es the cubes will be dissected, unpacked, and
reassembled.

The cubes indicate three-dimensional space, show-
ing that all play takes place in relation to spatial pa-
rameters and can therefore have direct implica-
tions to space. Furthermore, the dimensions are
color-coded, referring to three dimensions (levels of
analysis and interpretation) with regards to the re-
search questions.
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5.1.2
RECAP: GAME AND PLAY SESSIONS

To start, it can be useful to recall the experiences
from the fieldwork activities. An overview of all rel-
evant game and play sessions is shown in Figure 30
on the next page.

Although the game and play sessions took place in a
certain chronological order, the process of learning,
understanding, and reflecting often happens in a
non-chronological and non-linear way. The annota-
tions in the illustration show a selection of process-
es that occurred in time and space.

Depending on the method of categorization, about
ten different games were played during the PAR
process. Many of them differed strongly in their fea-
tures, for example covering a wide range from Lu-
dus to Paidia, digital and non-digital games, etc.
They also differed in terms of geographical location
(Mamelodi, Melusi, Woodlane Village). Furthermore,
the motivations and intentions why the games
were implemented in the first place, varied strong-
ly as well.

The complexity and diversity of the experiences
make it difficult to find appropriate ways to struc-
ture the dimensions. This step will be covered on
the next page.
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FIGURE 30
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MAPPING EXERCISES

tion

Recap of game and play sessions: chronological representation and non-linear

processes.
Source: author, 2021.

150




WOODLANE VILLAGE
EXPLORING LOCAL GAMES

MAMELODI
UNFOLDING STORIES

ocat
p@ay

WOODLANE VILLAGE
FREE PLAY WITH CHILDREN

v

€~ MAMELODI
PARTICIPATORY
PHOTOGRAPHY

@d¢“9
rie®

u,"ﬂfo
st©

Die approhjerte gedruckte Originalversigh dieser Diplomarb

Bhe approved original version of this

ELUSI
LAY AFRICA —>

ky

5

"

Your knowledge hub

Siblio

151



Die approbierte gedruckte Originalversion dieser Diplomarbeit ist an der TU Wien Bibliothek verflgbar

The approved original version of this thesis is available in print at TU Wien Bibliothek.

[ 3ibliothek,
Your knowledge hub

5.1.3
COMPILING EXPERIENCES

The step as described below helps to analyze the
play sessions. It compiles experiences from the
field activities according to certain characteristics.
Due to the complex nature of the context in which
games are implemented in this work, a clear cate-
gorization into different dimensions is not possible.
Nevertheless, it seemed helpful to structure the ex-
periences, which can allow for a more detailed re-
flection and critical analysis.

As shown in Figure 31, characteristics of different
workshops are arranged according to the following
three dimensions in a triangular shape:

White: time and scales

Blue: co-creating ideas

Red: playing space

All aspects of each category are compiled and
bound in the central cube. In the next step, this
cube will be opened up, revealing insights and re-
flections on each dimension.

As already stated above, finding clear categories to
analyze the experiences is impossible. The chosen
dimensions are subject to the personal perspective
of the author and should therefore be questioned
critically.
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Extracting co-produced knowledge from play sessions, according to the three

dimensions suggested in the framework.

FIGURE 31
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Source:
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5.1.4
DISSECTING THE CUBE

In this step the complied experiences from the field
study are dissected into the three dimensions as
mentioned earlier. Figure 32 illustrates this step and
shows visual elements from each dimension. Be-
fore diving into each dimension separately in the
following chapters, a brief overview is given below:

The dimension of time and scales (white) explores
how games can be used as a method to negotiate
about the future, distinguishing between iterations
and options. It further explains how games can oc-
cur on several scales and gives examples from the
field study. (See page 156)

The blue dimension is about the co-creation of
ideas to inform processes of developing projects.
Within this context the notion of data collection will
be questioned critically. (See page 164)

The dimension of playing space (red) describes
where play can take place and how occupying
space with playful activities might be considered
co-creation. (See page 170)
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FIGURE 32

/T 0
o o o H’ ?P;O
o
DIMENSION: PLAYNG SPACE DIMENSION:TIME AND SCALES
OCCUPYING SPACE THROUGH DEVELOPMENT OVER TIME THROUGH
IMPLEMENTING PLAY ITERATIONS AND META-GAMES
play </> human interaction formal </> informal

DIMENSION: CO-CREATING IDEAS
GAMES INFORMING
DEVELPOMENT PROCESSES

games </> ideas

Dissecting the cube into dimensions of games and play.

Source: author, 2021.
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5.1.5
TIME AND SCALES

Games and play can be used as a method and a
platform of constant negotiation about the future.
Two levels of analysis can help to describe how play
occurs in those scenarios.

Firstly, play serves as an environment, in which peo-
ple can experiment with potential manifestations
of a visionary future. It can serve as a risk-free en-
vironment for active exploration of human interac-
tion in relation to social challenges (abt, 1970,
as cited in Hamdi, 2004, p.136). Play
helps to create and evaluate different possibilities
of emergent scenarios. This form of play becomes
most evident in games with strong ludic character-
istics. Rules help to simulate a certain environment
and real-life restrictions. The game can be played in
iterations (Figure 33, top-left), to show how differ-
ent decisions affect the subsequent time-step. Af-
ter several games have been played, a comparison
between the outcomes helps to imagine how cer-
tain decisions might play out in reality.

“Iterative design approaches appear
to be particularly well-suited to the
conception of public spaces — both vir-
tual and material, as well as immi-
nently connected relational social
processes.”

(Hofstédtter et al., 2014, p.101)

Another form of using games to explore ideas, is to
play through different options, compare and evalu-
ate them (Figure 33, top-right). Such a scenario oc-
curred in Melusi, when playing around with different
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3D models. The children tried several different op-
tions of imagining their neighborhood. Sometimes
during the creative process itself, otherwise in a
conversation with other participants about their
ideas.

Secondly, human interaction can be considered as
playing games (Paravantis, 2015; Colches-
ter, 2020a).ltdiffers from the first model, be-
cause the space of negotiation is not a safe space
within a game, but a real-life scenario. It is what hap-
pens every day, on several scales of space and time,
which are strongly interrelated (Figure 33, bottom).
The illustration uses one cube as the unit of play be-
tween two or more individuals, considering a time-
span of about one day. It is small enough to be relat-
able for people to apprehend, and big enough to be
visible on a larger scalg, in terms of impact and rel-
evance. At a smaller scale, play can occur within a
single person, thinking up scenarios, “playing around
with thoughts”. At first glance, it might appear
strange calling such ordinary moments games, but
a closer look might justify such a hypothesis.

Although some game attributes change depend-
ing on the scalg, the following parameters appear to
apply similarly: The game environment is a limited
realm of real-life, circumscribed by all relevant pa-
rameters directly relevant to the game itself (—the
smaller the scale, the more limited the system in
which the game takes place). The rules consist of
social norms, dependent on the culture and back-
ground of each player, applied according to each
players' personal conceptions. One or more poten-
tial winners can be determined through constant
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negotiation, although not every game has to have
a winner. Time is up when a winner is found, or too
many players decide to leave the game, and the
game therefore becomes irrelevant, or a different
game all together (—starting all over again, with new
rules and players).

In the following, a few examples from the PAR pro-
cess are given.

The visual language of cubes applies through de-
scribing each session of implementing play on the
scale of one single cubic unit. This scale is similar to
how many humans perceive and structure parts of
their daily life. Therefore, this is the unit which deter-
mined the main scale of structuring the game ses-
sions during the PAR process (Figure 30). Looking
beyond play, as intentionally implemented during
the research process, it can be found in moments
of everyday life. The situation captured in Photo 22
and the encounter with people in Woodlane Village
are examples of such situations.

On a rather small scale, games of very brief human
interactions occurred during many playful activi-
ties, such as small fractions of playing with a ball in
Mamelodi or Woodlane Village. Moments of trying
to read another persons’ subtle hints of expressing
thoughts or feelings, fall into that category. Any lon-
ger interaction between different players consists
of several small-scale games.
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Small-scale play appears to be recognized easier, if
the number of participants is limited to only a few. It
avoids distractions, and gives players the chance to
deal with details of the game/interaction.

Larger scale examples of play during the research
process applied when agglomerations of games in-
teract with each other. Negotiations and conversa-
tions between actors, such as the student and re-
search team, local citizens, international partners,
NGOs, and others, constitute the players. The mere
fact of me entering the space of intercultural in-
teraction, consists of a long prelude of interactions
with people from different Universities, individu-
als, and organizations. The rules usually increase in
complexity, as the scale and scope of a game be-
come wider.

In an urban scenario the game environment can
vary strongly. Figure 34 suggests that it can be fo-
cused on, for example: a specific area, built struc-
tures, the space in-between structures, or small-
scale objects. This distinction can help to describe
certain characteristics of games related to space.
Those environments can be considered urban sys-
tems, which are strongly interconnected.

Corbett and Fikkert (2012), in their book When Help-
ing Hurts: How to Alleviate Poverty Without Hurting
the Poor and Yourself, describe the interconnection
between systems and humans as follows: “[pJeople
affect systems, and systems affect people” (ibid,
p.56). Beyond “stating the obvious”, this state-
ment becomes relevant if formal and informal sys-
tems are taken into account. Games seem to carry
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Urban systems of play in different scales and themes.

FIGURE 34

2021.

author,

Source:
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potential to relate informal and formal systems. As
shown in Figure 35, Poplin (2012) argues that play
is a subset of game, which again is a subset of play
(p.197). The terms relate simply through the ac-
tion of playing a game (Devisch et al., 2016,
p.84). Nesting of paidia and ludus into one activity,
creates a low threshold opportunity to connect for-
mality and informality. This matter will be discussed
in further detail on page 178.

Exploring this dimension shows that play occurring
on different scales appears highly complex. An in-
depth discussion would go beyond the research fo-
cus of this thesis.

Furthermore, games seem to be a well-suited
method for co-creation. Implementing iterative
processes can add much value to the co-produc-
tion of knowledge. This idea will be covered in fur-
ther detail in the next chapter about the dimension
of co-creating ideas (see page 164).
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FIGURE 35

GAME

Interconnection of games and play.
Source: Poplin, 2012, p.197.
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PHOTO 21

Exploring the future of Melusi through playing with 3D models.
Source: author, 2021.
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5.1.6
CO-CREATING IDEAS

Many placemaking projects depend on relevant
data and knowledge. As illustrated in Figure 36,
games can be used to co-produce knowledge. This
can be accomplished through either using the
game outcome or analyzing what happens during
play itself. Both methods can be useful and deliver
valuable ideas which can feed back to the co-pro-
duction of spatial transformation.

In Melusi, a game called, "Water you thinking
about?"®®, was primarily used to co-produce knowl-
edge from observing and interacting with players
during the game. The game setup represents a sim-
plified version of a water management infrastruc-
ture. While playing, the participants discuss how
different kinds of water are supposed to be used
according to their opinion. It encourages reflect-
ing on real-life activities related to water usage and
opens up opportunities for conversations about the
topic. The Melusi project team reported that ob-
serving children while playing the game delivered
useful insights to inform their project development.
(See Photo 24)

"Paper Plate Party” is an example of using a game to
collect information. Participants were asked to an-
swer different questions about their eating habits
by filling a (paper) plate with different kinds of food
(stickers). The data was used to inform the project
about water infrastructure in Melusi. (See Photo 23)

53
54
55
56

https://unfoldingstories.app/,

See page 134.

164

Unfolding Stories®® an online collaborative story
writing game, was played twice by the Mamelodi
project group.s®

The first session served to find a common theme
within the student team working in Mamelodi. Ex-
amples for such topics are: identity, belonging, ur-
ban interior, places of knowledge exchange, etc.
They collaboratively explored a narrative which lat-
er served as a commmon ground to base their project
on. In this case, the outcome of the game—or rather
the reflection among the players on the result—in-
formed the project development.

In the second occasion of using Unfolding Stories,
it was played with adolescents from Mamelodi. This
time the goal was to explore a story of a dictionary®®
that makes its way through Mamelodi East. An on-
going video call with all players provided the oppor-
tunity to talk during the game and joke about what
was written.

In the first case, the game outcome proved to be
beneficial for further narrowing the focus of the
students’ project. Whereas in the second case the
process of playing appeared to be more valuable.
The idea of co-producing a story seemed to be
strongly present and led to an open exchange about
thoughts about Mamelodi.

Games can be used to generate data. Collect-
ed data (insofar as relevant) should be used to ul-
timately improve urban living conditions. In the

https://www.publicplayspace.eu/symposium-posters/
https://info.unfoldingstories.app/
Both stories can be found in the appendices.


https://www.publicplayspace.eu/symposium-posters/
https://unfoldingstories.app/
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FIGURE 36 Co-creating ideas through iterations of play.
Source: author, 2021.
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context of this work, these include: infrastructures
of food supply, access to tab water, sanitary condi-
tions, safety of public space, etc.

However, data collection is often strongly influ-
enced by euro-centric thinking. Therefore, it may
not recommend to use games for mere data collec-
tion. Many critical questions about data collection
have to be asked beforehand: Who collects data?
From whom? For which reason(s)? Who has the
right to collect data from/about somebody else?

Furthermore, the following needs to be considered
before implementing games and interpreting the
co-created ideas: It is important to consider pos-
sible distortions due to biases of players and facil-
itators, or misunderstandings of rules. Experience
from the field research shows the following exam-
ples: language barriers, level or form of educational
background, etc.
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Playing the game “Paper Plate Party” in Melusi.

PHOTO 23

2021.

author,

Source:
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Playing the game “Water You Thinking About?” in Melusi.

Source: author, 2021.
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5.1.7
PLAYING SPACE

One reason why games are being played in the first
place is because of their potential to contribute to
human interaction. Looking at serious games, this
feature is of high interest, especially in settings of
intercultural collaboration.

The initial phases of collaborative processes, such
as getting to know each other, and their impact on
further development of the process, are not to be
underestimated. When the true potential of Paid-
ia is revealed, it shows how important play can be
for co-design processes. Multiple occasions in Ma-
melodi support this hypothesis. At the beginning of
the second and third sessions, several short games
were played, simply to encourage social interaction.
Examples are shown in Figure 37 (bottom-right),
and Photo 25.

Another aspect of play related to space becomes
evident, when looking at where play is taking place—
in a spatial sense. Playing a ball game needs space,
such as a soccer field or volleyball court. Places that
have no specific purpose of use assigned to them
(sometimes identified as “flexible space”), get a
temporal definition through their current occupa-
tion (Figure 37, bottom-left). In German, this phe-
nomena can be called bespielen (English.: play on),
referring to spielen (English.: to play). In Woodlane
Village, when play emerged with local children, the
space around the big tree, which is used for church
service on Sundays, became a playground for a
few hours. It can be argued, that we co-created the
space for a certain amount of time, and therefore
are placemakers of our own playground (Photo 26).
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Afterward, the people who took part in the church
service made this exact same space theirs, and
made this place into a place of spiritual activity.

As already discussed in the previous chapter
(page 164), social norms need to be considered
whenever games are used to co-produce knowl-
edge. A visual interpretation of this issue is illustrat-
ed in Figure 37 (top). It shows how many questions
may have to be answered before implementing a
game. Because it is nearly impossible to clarify all
potential ambiguities beforehand, being aware of
their existence is a first and necessary step towards
a functioning intercultural collaborative process.
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FIGURE 37 Occupying space through play.

Source: author, 2021.
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Playing ball games at UP Mamelodi Campus.

PHOTO 25

2021.

author,

Source:
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Co-creating a temporal playground under a big tree in Woodlane Village.

PHOTO 26

2021.

author,

Source:
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5.2

CRITICAL REFLECTIONS

5.2.1

REFLECTION ON THEORY AND METHODOLOGY

This chapter contains a short discussion about the
theories mentioned in this work, as well as a critical
reflection on the methodological approach used to
conduct the research at hand.

Regarding the theories studied in the beginning of
this work, it seems important to mention that a shift
has taken place during the process of conducting
the research. Especially regarding the stakeholder
analysis tools (as described on page 37), experi-
ences from the field have led to a critical perspec-
tive on applying such approaches in development
practice. During the field activities in South Africa,
| learned that there are things happening beyond
stakeholder diagrams and game systems. | am not
suggesting that stakeholder diagrams or systems
cannot be helpful or should not be used. However,
when trying to collectively strive for socio-spatial
transformation, mutual learning and trying to un-
derstand each other's perspective appears equal-
ly important. Even more so, if people with different
cultural backgrounds meet to co-produce knowl-
edge. This seems to be true throughout all parts of
co-creative processes.
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Concerning the PAR, the following can be said: It re-
mains questionable whether European researchers
have the right to introduce new ideas and concepts
about games to another community. Games appear
to provide a natural and personal context for valu-
able intercultural communication, yet they may not
be applied carelessly. The implementation of cer-
tain games can lead to subconsciously imposing
euro-centric epistemological norms upon others.

Another issue is the different point of departure,
when it comes to intercultural communication,
specifically between people with major differences
in terms of financial resources. This becomes clear-
ly noticeable in the following scenario: The mere ex-
istence of the opportunity to just leave the slum
whenever it gets too "uncomfortable” or "over-
whelming”, drastically changes the rules of players
involved. Such power-related differences are of-
ten linked to the following phenomenon: The priv-
ilege of opportunity appears to directly translate
to power inequalities; which can lead to feelings of
“[...] shame, inferiority, powerlessness, humiliation,
fear, hopelessness, depression, social isolation, and
voicelessness” (Corbett & Fikkert, 2012,
p.51). Such terms are often used by poor people
to talk about poverty. On the other hand, non-poor
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i1s part of getting 1t right.

- Handy,

people®” "tend to emphasize a lack of material
things such as food, money, clean water, medicing,
housing, etc” (ibid). Considering that poverty is
not a mono-dimensional problem of material pos-
sessions—or the absence of such—it appears to be
the case that prosperity creates opportunity, which
in return leads to increased material possessions.
One way of dealing with such challenges, is "play-
ing” within a setting that uses intentionally estab-
lished rules. They can help to invalidate social rules
that would otherwise reinforce the difference of
power inequality. The implications for introducing
rules into a social setting in the form of a game, are
discussed in further detail on page 176.

Concerning the method of using games to inform
urban and architectural processes, it was found that
games were useful throughout all stages of a proj-
ect development, for example:

The project team working in Melusi developed a
proposal for a step-by-step implementation of
small changes dealing with the following topics:

1973 -

water infrastructure, trees and plants, building ma-
terials (“eco-bricks”), and waste management.s®
The Mamelodi project team produced the so-called
Handbook S’pitori, including a spatial dictionary us-
ing words, illustrations, and pictures to describe
how adolescents perceive the built environment
in Mamelodi. Kirstin Niebuhr continued this proj-
ect as her Master Thesis, designing the Elke[bitso]
Pavilion.s®

Because the games which were co-designed as
part of the PAR process were useful to the project
development of the students’ groups, it seems rea-
sonable to assume that organizations (e.g. NGOs,
CBOs, etc.) working in the urban development prac-
tice can profit from the study at hand as well.

57 This specific example of non-poor people refers to a North American context.
58 Excerpts of the mentioned projects designed in Melusi can be found in the

appendices on page 238.

59 Excerpts of the mentioned projects designed in Mamelodi can be found in the

appendices on page 244.
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5.2.2

THE POWER OF RULES IN SOCIAL SETTINGS

The potential of playing games remains upright, re-
gardless of their origin or cultural context. Introduc-
ing rules to a social setting allows humans to play
together without thinking about what they are sup-
posed to do (outside the set of rules agreed upon),
or how they should behave in certain social settings.
Because within any game a new set of rules for in-
tercultural interaction is established, and used for
all kinds of communication, rules outside the game
can be temporarily overwritten and therefore set
aside for the duration of the game. (Figure 37)

However, there are limits to setting rules for games.
In sports, players agree to a set of rules to com-
pete within those accepted boundaries, to deter-
mine who is better at playing a certain game. The
more regulated the sport, the more specific a cer-
tain skill(-set) can be compared.

American Football, for example, has a large num-
ber of rules which are complex to understand and
apply. Everything that happens within those rules is
precisely defined and has clear consequences for
the player or the whole team. Arguably, personali-
ty traits are mostly irrelevant, because they are not
part of the rules.

For people who are frequently rejected in casu-
al social situations, playing American Football can
be an opportunity to demonstrate their skills, with-
out having to deal with much social interaction that
would usually occur outside the game context. One
can argue that a game can “switch on/off” certain
parameters, that would apply otherwise. Therefore,
no other skills or traits are rewarded per se, but sole-
ly the skill to play the game by following the rules.

176

The number of factors excluded from the rules
does not make the parameters included any less
relevant, meaning that the competition within the
game is "real”.

Although in a game technically the same rules ap-
ply to all players, this does not mean that all players
have the same chance to win.

Rules can have enormous power to make peo-
ple compete or cooperate within a new system of
rules. Culture can subconsciously translate into
play: For example, through not being able to include
relevant topics of a community into a game, though
embodying cultural norms into the rules of a game,
or through applying a perspective of time into a
game that differs from the local perception of time.
Therefore, careful implementation is suggested, be-
cause the effects might lead to potentially ambiva-
lent dynamics.

During the PAR process it was not always evident
when rules were helping to create a more equitable
environment or disadvantageous to do so. Howev-
er, in cases where it is apparent that rules are help-
ing to ensure an equitable play session the following
suggestion can be made: Keep the rules of a game
flexible enough to adapt to different characteristics
of players/participants. Another reason for keeping
rules flexible is the potential limitation of diversity.
Rules can be too restrictive and restrain the value of
vibrant thoughts and ideas of players.
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FIGURE 38 The power of rules in the intersection of play and human interaction.

Source: author, 2021.
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5.2.3

LUDUS AND PAIDIA TO OVERCOME (IN)FORMALITY

Relating to the tension between formality and in-
formality as discussed earlier in this thesis, games
offer the potential to combine formal and informal
systems. However, before making any suggestions
regarding this highly controversial topic, it seems
important to mention the following:

Dualistic thinking carries the risk of judging situ-
ations based on a narrow lens of binary concepts.
Personal biases can reinforce a dualistic perception
of circumstances. Duality can easily become a sep-
arating force for seemingly opposing concepts.
Furthermore, informality is hard to deal with, us-
ing tools produced by a formal infrastructure dom-
inated by a euro-centric mindset. Because of this
difficulty, informality is sometimes neglected by
western thinkers. There is hardly any doubt that hu-
mans are capable of creating systems that are too
complex to be captured by any formal methodol-
ogy. Therefore, viewing order (formality) as a solu-
tion to chaos (informality) should be reflected upon
critically.

However, thinking in seemingly opposing concepts
can still be useful, especially when aiming at cre-
ating a potential connection. This idea appears rel-
evant when concepts that are frequently related
to formality and informality connect to each oth-
er. Figure 39 shows an exemplary number of terms
that may be connected to formality/informali-
ty. This observation suggests that games can be
useful to overcome a binary perspective that ren-
ders these terms as opposing concepts. Poplin ar-
gues, that play is considered both, a broader con-
cept than a game, and at the same time play is a
subset of every game (Poplin, 2012, p.197).
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The simultaneous occurrence of game and play can
turn apparent opposing concepts into intertwined
and mutually supportive ones.

There only is a thin line between emergence and
design—in fact, it appears impossible to separate
them at all. Most games contain both emergent
and designed elements (Hofstitter et al.,
2014). Because they can occur simultaneously and
are strongly connected, a case for games and play
connecting emergence and design can be made.

Compatible
COoncepts
GAME J h PLAY
LUDUS ¢ PAIDIA
FORMALITY INFORMALITY
ORDER CHAOS
PROSPERITY <, POVERTY
MACHINES HUMANS
STABILITY VULNERABILITY

~ Op:posfi,’ﬁg A
coﬂcept8

FIGURE 39 Games and play to overcome a
hinary perspective on (in)formality.

Source: author, 2021.
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5.2.4
GAMES AS DESIGN METHOD

Serious games and play can be a valuable addition
to traditional methods of architecture and plan-
ning (Figure 40). Games are contributing to the pro-
cess which allows for different ways of thinking and
reflecting.

Two main reasons lead to this statement:

Firstly, they can contribute to a more critically re-
flected position of an architect: Play can evoke
emotions such as joy and frustration, which can
change the way an architect operates within their
field.

Secondly, games can make the process of an ar-
chitectural or urban development project more ac-
cessible. Plans and drawings are often considered
indispensable methods for architectural communi-
cation. It goes without saying that those methods
are useful for communicating architectural ideas.
However, complex technical drawings can easily be
overwhelming for people who are not familiar with
those tools, and are excluded as a consequence.
Play offers an accessible and inclusive way of en-
gaging people.

Serious games are increasingly gaining attention
from design professionals of different fields. How-
ever, they are not yet found frequently on cur-
ricula of architecture and planning programs.
For example, Play the City®° “designs games for

60 https://www.playthecity.eu/
61 https://ovos.at/en/

collaborative decision making", and Ovos®* "offer[s]
serious games [and] playful training tools [...]". The
work at hand can be used as a case for showing the
potential of games and play as a valuable design
method for co-production.

FIGURE 40

An architects’ toolbox including
serious games as a design method.
Source: author, 2021.
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0.3
CONCLUSION

5.3.1
CONCLUSIONS AND IMPLICATIONS

The thesis at hand aims to explore how games and
playful activities can be useful tools and methods
for co-producing socio-spatial knowledge. A re-
search trip to South Africa made it possible for the
games to be developed, tested, and evaluated in
the field. Critical reflections reveal ambivalent con-
clusions: Games and play show high value for the
co-production of socio-spatial knowledge. Howev-
er, their implementation should be used with spe-
cial care and adequate consideration.

Many questions may have to be answered before
implementing games in an intercultural context.
Because it is nearly impossible to clarify all poten-
tial ambiguities beforehand, being aware of their ex-
istence is a first and necessary step towards a more
inclusive co-design process.

Implementing games may subconsciously impose
questionable euro-centric norms upon others. This
can happen through translating culture into play.
For example, through not being able to include rel-
evant topics of a community into a game, through
embodying cultural norms into the rules of a game,
or through applying a perspective of time into a
game that differs from the local perception of time.
Therefore, using serious games and playful activi-
ties as a method or tool for design requires careful
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consideration and learning about the cultural un-
derstanding of games, their origins, and practice of
play. Collectively striving for a horizontal and inclu-
sive dialogue, seems to raise the relevance of mu-
tual learning and genuinely trying to understand dif-
ferent perspectives.

Regarding the field of architecture and urban plan-
ning, the following implications can be drawn: A
potential bias caused by education to design envi-
ronments for others can strongly influence the po-
sitionality of an urban professional. This bias can
make it difficult to shift towards a more inclusive
approach of co-production and to designing with
others. Because many games naturally combine a
number of complex matters and offer valuable so-
cial characteristics, adding games to the method-
ological toolbox of urban professionals can contrib-
ute to overcome this challenge.

Hope remains that other urban professional can
also learn from this experience. The conclusion and
implications might provide a basis for a more sen-
sitive positionality towards co-production in the ur-
ban environment.
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5.3.2
FURTHER RESEARCH AND OUTLOOK

Different methods and games were designed to
conduct research about the co-production of so-
cio-spatial knowledge. Further investigations and
iteration can be implemented for future research.
The following suggestions can be made:

Complex systems can be valuable to better com-
prehend and/or interpret urban structures. Because
games and play contain both formal and informal
concepts, they can be useful to further conduct in-
depth research.

The three dimensions as used in the framework
of analysis and interpretation for this work served
to dissect the experiences from the fieldwork. Be-
cause the dimensions were chosen according to
personal perception of the author, a different cate-
gorization and analysis might reveal new insight.

Photographs served as an important part of the re-
search methodology. A different form of further in-
vestigation can be conducted through research on
an intersection of participatory photography and
socio-spatial analysis.

The online storytelling game Unfolding Stories was
used multiple times during the research process. It
is being further iterated and developed through its
current engagement within educational institutions
as well as corporate firms. The game also holds the
potential to be used in future co-creative processes.
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The games co-created and implemented as part of
this work can be further developed and adapted to
be used in different contexts. This can help to fur-
ther explore games as a design method.

Compiling a collection of serious games and playful
activities could form part of an architect's method-
ological tools box.
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= PERSONAL NOTE -

EPILOGUE

This Jjourney has taught me many things, some of which I

might only be able to understand in many years Ffrom now.

There might have been times when I doubted whether archi-
tecture was the right choice for me to study. And that’s
okay. It has been fun, depressing, exciting, frustrating,
encouraging, chaotic, cost me a lot of money (sSpent on mod-
els, prints, and coffee), enjoyable, exhausting, and after

all: worth 1t.

As this chapter is coming to an end, many memories captured
in thoughts and feelings remain. This project has taken me
to places—geographical and intellectual—some of which I was
not even aware of their existence. The many people I met
along the way have helped me to reflect upon my perception
of poverty, design, cultures and values. One thing I hope to
know, 18 that this journey is not over, 1t 18 just another

step of a life-long learning process.
Producing this work has been unimaginably insightful to me.

All that I am left with in the end, 1s a glimpse of hope that

it can be a source of inspiration to others.

Let’s keep the dice rolling.
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6.1

REFERENCES

6.1.1

LIST OF CONVERSATIONS

November

December

2021

January

February

Official initial meeting about collaboration

2020-11-19 1h Online

Emilio da Cruz Branddo (CTH), Dr Carin Combrinck (UP), Markus Zorn

Formal meeting about collaboration between the thesis project at hand with Reality Studio (CTH) and Urban Citizen
Studio (UP).

Informal conversation

2020-12-01 1h Phone call

Purll Naidoo, Markus Zorn

Semi-private conversation about serious games and how they can be used in cross-cultural stakeholder collabora-
tions to inform architecture and planning projects.

Informal meeting

2020-12-22 1h Online

Marco Adelfio (CTH), Markus Zorn

Formal, semi-structured interview about stakeholder network theory and systems thinking.

Semi-structured interview

2020-12-22 1h Online

Todd Nicewonger, Markus Zorn

Informal meeting about anthropological and ethical concerns regarding intercultural co-creation.

Semi-structured interview (EMI)

2021-01-19 2h Online

Matthew Moeckel (EMI), Markus Zorn

Formal meeting about current challenges as a local NGO to run projects during the Covid-19 pandemic and its
restrictions.

Informal meeting (ASF Int.)

2021-02-04 1h Online

Ena Sredanovic (ASF International), Robin Eskilsson, Mumtaheena Rifat, Markus
Zorn

Formal meeting to discuss relations between international and local NGOs.
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March

March 20"

Semi-structured interview (POCAA)

2021-02-08 1h Online

Mahmuda Alam (POCAA), Robin Eskilsson, Mumtaheena Rifat, Markus Zorn
Formal meeting about the NGO and CBO landscape in Bangladesh.

Semi-structured interview (UNICEF, IOM)

2021-02-11 1h Online

Samia Aboni (UNICEF), Khwaja Fatmi (IOM), Robin Eskilsson, Mumtaheena Rifat,
Markus Zorn

Formal meeting about the challenge of refugees and women living under they weight of cultural, political and reli-
gious (Islamic) narratives and norms, and epistemological framework which can be applied in working in such
contexts.

Informal meeting

2021-03-08 1h Online
Dr Carin Combrinck (UP), Markus Zorn
Preparatory meeting for research trip.

Semi-structured interview (AoGA)

2021-03-10 1h Online

Evamaria Schmidthaler (AoGA), Daniel Gutmann (AoGA), Claudia Pirchl (AoGA),
Robin Eskilsson, Mumtaheena Rifat, Markus Zorn

Formal meeting about previous project experiences, cross-cultural architecture project development, and participa-

tory design processes.

Reality Studio workshop session

2021-03-11 3h Online

Reality Studio students', Emtlio da Cruz Brandfo (CTH), Liane Thuvander (CTH),
Markus Zorn

Workshop: “Toolbox week 11", Introduction of “A collection of collaborative methods and serious games for remote
collaboration in community development projects, draft v.1.0".

Beginning of field study activities

Reality Studio tutoring session
2021-03-23 3h Online

Reality Studio project teams (CTH & UP), Emtlio da Cruz Branddo (CTH), Dr Carin

Combrinck (UP), Liane Thuvander (CTH), Shea Hagy (CTH), Larry Toups, Markus
zZorn

Reality Studio tutoring session and discussion about current project development with project teams working in the

following contexts: Woodlane Village, Mamelodi, Melusi.

Reality Studio students, according to project teams:

South Africa: Adam Torsten Erik Elinder, Ellen Boman, dJoel Sidenvik,
Jonathan Naraine, Julina Jonasson Lindquist, Lina Zachrisson;

Bangladesh: Dominika Komisarczyk, Nelson Mouketa, Sara Eidenvall, Sofia Samuelsson;
Kenya: Ana Sofia Guerra Machado, Cornelia Ahlstedt, Rosanna Hansends;
Lebanon: Amitis Fouladi, Barne Haferkamp, Karl Sandman, Marie Middendorf;
Argentina: Julie Reisse, Leonardo David Casanova Ochoa, Marcela Anna
Dzieciatkowska, Miriam Napadow.
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Co-design game development session

2021-03-24 5h Pretoria, Starbucks (Menlyn Maine Mall)

Jua Greeff, Juliana Achi, Jonathan Naraine (online), Adam Elinder (online),
Markus Zorn

Game development session and discussion about how games can inform their project development, how to adjust
games to certain age groups of players, and what the main goals of playing the games should be.

Mamelodi workshop session 1

2021-03-25 3h Pretoria, Mamelodi Campus

Kirstin Niebuhr, Jade van Staden, Ellen Boman (online), Joel Sidenvik (online),
UP Honours students?, 14 Teenagers from Mamelodi (age 16-17), Dr Carin
Combrinck (UP), Markus Zorn

Mapping workshop session 1: testing remote (active and passive) participation of CTH and UP students in the work-
shop activities via internet call.

Co-design game development session

2021-03-26 1h Online

Jua Greeff, Juliana Achi, Jonathan Naraine, Adam Elinder, Markus Zorn
Co-design game development session and discussion about implementation.

Reality Studio tutoring session

2021-03-23 3h Online

Reality Studio project teams (CTH & UP), Emilio da Cruz Branddo (CTH), Dr Carin
Combrinck (UP), Liane Thuvander (CTH), Shea Hagy (CTH), Larry Toups, Markus
Zorn

Reality Studio tutoring session and discussion about current project development with project teams working in the
following contexts: Mamelodi, Melusi, Dhaka.

Melusi workshop session 1

2021-03-28 4h Pretoria, Melusi

Jua Greeff, Juliana Achi, Jonathan Naraine (online), Adam Elinder (online),
Hlakudi Gert Malatji (MYDO), Thabitha Milgret Tladi (Regae Preschool of Hope),
children from the Regae Preschool of Hope, children from MYDO, Markus Zorn
Game testing session 1: drawing and molding (modeling clay) activity with younger children; “Paper Plate Party”
game session; testing remote (Mmostly passive) participation of CTH students during the game sessions via internet
call.

Reality Studio tutoring session

2021-03-29 3h Online

Reality Studio project teams (CTH & UP), Emilio da Cruz Branddo (CTH), Dr Carin
Combrinck (UP), Liane Thuvander (CTH), Shea Hagy (CTH), Larry Toups, Markus
Zorn

Reality Studio tutoring session and discussion about current project development with project teams working in the
following contexts: Mamelodi, Melusi, Dhaka.

UP Honours students: Thabi Dhlamini, Johan Grobler, Ruchelle Taljaard, Robyn
Forte (online), Kithue Masu, Carla Pistorius

190



Die approbierte gedruckte Originalversion dieser Diplomarbeit ist an der TU Wien Bibliothek verfugbar

The approved original version of this thesis is available in print at TU Wien Bibliothek.

[ 3ibliothek,
Your knowledge hub

April

Mamelodi workshop session 2

2021-04-01 3h Pretoria, Mamelodi Campus

Kirstin Niebuhr, Jade van Staden, Ellen Boman (online), Joel Sidenvik (online),
UP Honours students®, 16 Teenagers from Mamelodi (age 16-17), Dr Carin
Combrinck (UP), Markus Zorn

Mapping workshop session 2; testing remote (active and passive) participation of CTH and UP students in the work-
shop activities via online call.

Informal meeting

2021-04-06 1h Online

Ashley Howard, Robin Eskilsson, Mumtaheena Rifat, Markus Zorn

Meeting about research on intercultural collaboration, especially regarding neo-colonialism, referring to Escobar
(2018) Designs for the Pluriverse - Radical Interdependence, Autonomy, and the Making of Worlds; difference
between being "reflective” and "reflexive” on positionalities.

Formal meeting (Play Africa)

2021-04-07 45min Online

Rachel Fowkes (Play Africa), Zviko Kanyoka (Play Africa), Martine Demba (Play
Africa), Kirstin Niebuhr, Jade van Staden, Ellen Boman, Joel Sidenvik, Markus
Zorn

Initial meeting about potential collaboration between the Mamelodi team and Play Africa®.

Melusi site activity

2021-04-07 4h Pretoria, Melusi

Hlakudi Gert Malatji, Jua Greeff, Juliana Achi, Hlakudi Gert Malatji (MYDO),
Thabitha Milgret Tladi (Regae Preschool of Hope), Markus Zorn

Handing out consent forms to the teachers, to get them signed by the parents to allow us to work with their chil-
dren; long conversation with Hlakudi Gert Malatji from MYDO.

Recap: Melusi site activity

2021-04-08 4h Online

Jua Greeff, Juliana Achi, Jonathan Naraine, Adam Elinder, Markus Zorn

Recap of why and how the major communication issues emerged the day before; explaining to the Jonathan and
Adanm; introducing "Play Africa” to the project team, for potential collaboration in planning and running workshops on
site.

Bangladesh team: Interivew about games

2021-04-13 30min Online

Sofia Samuelsson, Sara Eidenvall, Dominika Komisarczyk, Nelson Mouketa, Markus
zZorn

Conversation about how the team working on Dhaka implemented games in their project development process, and
how they collaborated with locals to facilitate the game session with children.

Co-design game development session

2021-04-13 4h Pretoria, at home

Kirstin Niebuhr, Markus Zorn

Developing a language game, to inform a Spitori (local language, spoken in Mamalodi) dictionary; general prepara-
tions for the upcoming workshop session.

UP Honours students: Thabi Dhlamini, Johan Grobler, Ruchelle Taljaard, Robyn
Forte (online), Kithue Masu, Carla Pistorius.

https://playafrica.org.za/
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Co-design game development session

2021-04-14 3h Online

Jonathan Naraine, Adam Elinder, Markus Zorn

Update on a potential collaboration with Play Africa and the Melusi team; Co-design session to further develop two
games for the upcoming workshop.

Mamelodi workshop session 3

2021-04-15 3h Pretoria, Mamelodi Campus

Kirstin Niebuhr, Jade van Staden, Ellen Boman (online), Joel Sidenvik (online),
four participants from Mamelodi® (age 16-17), Markus Zorn

Playing different ball games as a warm-up exercise, including a local game, called "Mabitéha”; playing an adapted ver-
sion of the “Boggle”, to learn about the local language Spitori.

Melusi workshop session 2

2021-04-19 4h Pretoria, Melusi

Jua Greeff, Juliana Achi, Jonathan Naraine (online), Adam Elinder (online),
Hlakudi Gert Malatji (MYDO), Thabitha Milgret Tladi (Regae Preschool of Hope),
children from the Regae Preschool of Hope, children from MYDO, Markus Zorn
Playing a game related to nutrition including a "food-sticker-buffet” with the younger children at the Regae
Preschool of Hope; playing a game about drawing an guessing food with the children from MYDO, including a conver-
sation about food and nutrition after playing the game.

Melusi team game design session

2021-04-20 1h Online

Jonathan Naraine, Adam Elinder, Jua Greeff, Juliana Achi, Markus Zorn
Co-design session to further develop two games for the upcoming workshop.

Formal meeting (Play Africa)

2021-04-21 45min Online

Rachel Fowkes (Play Africa), Ellen Boman, Joel Sidenvik, Markus Zorn
Conversation about the Play Africa curriculum, concerning content, structure and accessibility.

Melusi workshop session 3

2021-04-22 4h Pretoria, Melusi

Jua Greeff, Juliana Achi, Jonathan Naraine (online), Adam Elinder (online),
children from MYDO, Hlakudi Gert Malatji (MYDO), Markus Zorn

Building and playing a cooperative game about water usage; discussion about water as a resource and the child's
perspective on water, sanitation, and the nearby pond.

Woodlane Village live-build session

2021-04-23 6h Pretoria, Woodlane Village

Alexia Katranas, Chris de Bruin, Delani Kriek, Nicholas Ramsey, Alexander
Mbedzi, UP Honours students®, Markus Zorn

Live-build session on site and conversations with locals about potential uses of the new structure; exploring a local
board game and learning how to play it.

Woodlane Village site activity

2021-04-25 4h Pretoria, Woodlane Village

Charlotte Swart, Markus Zorn

Attempt to join a local church service; spontaneous play with children and encounter of toys.

Workshop participants: Simphiwe Shika, Mulngiseleli Ngejane, Mungisi Ngejane,
Kgaugelo Bokaba.

UP Honours students: Annigue Haese, Charlotte Swart, Wessel Ebersohn, Ingrid
Schmutz, Naseera Goga, Nicholas Hudson, Ryan Meij.
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Conversation with Pieter de Vos (documentary photographer)

Learning from Pieters experience of working in Woodlane Village and his approaches to ethical concerns in doc-
umentary photography; questions and topics discussed throughout the conversation: how to tell stories with
photographs, how to help the viewer understand a certain issue without enforcing stereotypes, the agency of

Jua Greeff, Juliana Achi, Jonathan Naraine, Adam Elinder, Markus Zorn
Online meeting to discuss outcomes and learning from previous workshops, and how to implement improvements

Jua Greeff, Juliana Achi, Jonathan Naraine (online), Adam Elinder (online),
children from MYDO, Rachel Fowkes (Play Africa), Zviko Kanyoka (Play Africa),

A number of adapted activities from the Play Africa Curriculum was tested, including drawing, model building with

2021-05-12 30min Pretoria, Mamelodi Campus
Kirstin Niebuhr, three participants’ from Mamelodi (age 16-17), Markus Zorn
Handing out disposable cameras with 27 exposures each and explaining the goals and guideline around participa-

Kirstin Niebuhr, three participants® from Mamelodi (age 16-17), Markus Zorn

Kirstin Niebuhr, three participants® from Mamelodi (age 16-17), Markus Zorn
Playing Unfolding Stories?® to explore a fictitious story about the Spitori dictionary. The game result can be found

Workshop participants: Simphiwe Shika, Mulngiseleli Ngejane, Mungisi Ngejane.
Workshop participants: Simphiwe Shika, Mulngiseleli Ngejane, Mungisi Ngejane.
Workshop participants: Simphiwe Shika, Mulngiseleli Ngejane, Mungisi Ngejane.

May
2021-05-05 2h Online
Pieter de Vos, Kirstin Niebuhr, Markus Zorn
photography.
Co-design project development session
2021-05-06 1h Online
for upcoming sessions.
Melusi workshop session 4
2021-05-11 3h Pretoria, Melusi
Markus Zorn
modeling clay, mapping, and others.
Mamelodi participatory photography: kick-off
tory photography.

May 14°" End of field study activities

June Mamelodi participatory photography: debriefing
2021-06-10 30min Online
Discussing results and prior expectations from the photographs.
Mamelodi session: exploring narratives through game
2021-06-10 2h Online
online™.

7

8

9

10 https://unfoldingstories.app/

1

https://unfoldingstories.app/Result/ZBX9dFc4
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6.2
APPENDICES

6.2.1
TOOLBOX WORKSHOP WEEK 11

The following pages show the document A collec-
tion of collaborative methods and serious games
for remote collaboration in community develop-
ment projects, draft v.1.0”. It was used in Reality
Studio workshop “Toolbox week 11" as a fundation
for the students to learn and adapt collaborative de-
sign methods.
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DRAFT 1.0

Mumtaheena Rifat, Robin Eskilsson, Markus Zorn
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COLLABORATIVE METHODS

READING INSTRUCTIONS:

Observation Participatory

Project phases

- Planning & Relationships
_ Monitoring & Evaluation (M&E)

Who

Actors who might be involved in the activity. You may choose to create more roles depending on your project. Where
aroleis given in brackets it may or may not be needed for the activity.

+ Project Team: The people who plan, organise and monitor the project to keep it on track.
+ Partner Organisation/s: Stakeholders who have a role in delivering the project

+ Community Members: Representatives from the community, who make a commitment to be part of the design
process, for example local residents.

+ Project Facilitator/s: The people who facilitate the design process. They need to speak the language of the
community members, have an understanding of design process and have access to the local community and site.
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AIM

. Build positive relationship and
trust

. Build cultural awareness

e  Build the confidence of
participants to value and
contribute their knowledge

GETTING TO KNOW EACH OTHER

WHO
° Project team
. Partner organizations
e  Community members
° Project facilitators

Method for partnership development, to build relationships between different
actors involved in the project.

HOW

Step 1: Plan activities you could do to start building a positive relationship or
building trust. Think about activities that would be appropriate to the group with
regard to

- amount of time available

- if there are assumptions that needs to be challenged

Step 2: Prepare the materials you need to run the activities.

Step3: Run the activity, make sure everyone is involved.

WHAT WE NEED

. Materials to run specific
activities

. Location suitable for the
activities, if necessary

BE CAREFUL

. Be sensitive to the needs and
desires of participants and
avoid placing unnecessary
burdens on them.

LIMITATION

TIPS

° Itis important that the participants view the actors involved as equals or
colleagues that experts or donors, so focusing on activities that bring out or
discuss common attributes or interests coils be a good idea.

. Itis a good idea to have an informal setting. Cooking and eating together or
having a picnic are some well known activities proven to be useful in this
case.

. Playing games or team building exercises with the group is also a good
idea.
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- TRANSECT WALK

Once a basic understanding of the neighbourhood has been achieved it is
AIM important to start to visit various households to gain a broad understanding of
the household structure and listen to residents’ stories.

e  Getan understanding of
current living conditions of HOW
residents.

e  Gaininsight into physical
conditions and activity

systems STAGE 1 - Individual walk

WHO Step 1: Walk around the neighbourhood, mapping an area of interest.
Step 2: As part of mapping, engage with the residents as much as possible to
° Project team understand points of interest, activity systems and physical conditions.
e  Community members
Step 3: Visit households, noting conversations and develop the ‘picture’ of the
neighbourhood at a personal level.

WHAT WE NEED Step 4: Record notes where necessary but remain engaged in conversation.

Step 5: Listen to stories and the memories of the neighbourhood, as no record of

e Writing pens and pencils such information may be found elsewhere.
. Note and drawing paper of
varying size e.g. big enough STAGE 2 - Participatory walk
for maps small enough for
sketches Redo step 1 through 5 again with representatives of the community member.

. Camera

TIPS
BE CAREFUL

. Itis important that you do this as a participatory activity and individually.
When you do it alone you perceive certain things you might not while in
company of local residents. When you do it participatory you again get

Itis important to engage with as
great a representative sample as

possible. Homes are an incredibly another view of the area, through the locals perspectives.

personal environment, it is important e Intheir presentation, transects can be collaged or indeed performed as
to treat the customs of those whom animation using puppets and narrative.

we engage with respect and

sensitivity.

LIMITATION
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AIM

To understand the context in
more detail.

To obtain in-depth, qualitative
information from those who
experience the issues.

SEMI STRUCTURED INTERVIEWS

Informal conversations or discussions with topical questions used to gather
information. The questions are used to guide conversation and are based on a
predetermined set of topics, which can be added to and modified as needed.

WHO

Project team
Community members
(Project facilitators)

WHAT WE NEED

Questions readily drawn up
Note paper

Writing pens and pencils
Highlighters

Recording device

Location to carry out the
interview

Comfortable seating
arrangements

HOW

Step 1: Prepare a list of questions to use as a general guide and set the context
(time, place, seating arrangement and language)

Step 2: Find participants from local community for the interview and sit with
them either as groups or as individuals in a quiet location

Step 2: Introduce yourself and the participant on a recording.

Step 3: Use predesigned questions to suggest as topics of conversation, but
allow for meandering for a fuller understanding. Record notes where necessary.

BE CAREFUL

Be aware of sensitive
questioning

Be readily active to listen and
record responses.

Recording or taking notes
should come with participant
permission.

Helping the interviewee to
give answers, asking vague
questions, engaging only with
the articulate or those who
speak your language are all to
be avoided.

LIMITATION

Recording or notes could prove
invaluable as questions tend to bring
up new paths of discussion and
become more complex than what
has been prepared for.

TIPS

° Remain engaged in conversation, even while taking notes.

. For larger groups, engage with and encourage all participants as equally as
possible.

e  The audience should be as representative of the population as possible.

. Sensitive questions could be carefully led up to and questions that can be
answered with yes or no avoided.

. If a private space is needed, this must be organised in advance.

e Arrange refreshments if the interview is expected to take longer than 15
minutes
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AIM

e  Toassociate places with
feelings and see how children
see their community.

DRAWING WITH CHILDREN

An activity where children make drawings to answer specific questions related to
their neighbourhood.

WHO

(] Project team
e  Community members
- Children 5 - 12 years old

WHAT WE NEED

Plain paper

Colouring pencils

Felt tip pens

Note paper

Table or flat area for drawing
Sweets for children

HOwW

Step 1: Gather the groups of children (no more than 10 at a time), the facilitators
should introduce themselves and make name tags for each participant with their
age. What they should draw could be mentioned here.

Step 2: Distribute paper and colour pencils, allowing them enough time to draw.
Their name and age should be written on the back.

Step 3: Arrange the drawings on a wall. One by one, each child should present
their drawing.

Step 4: Analyse the drawings, noting those areas mentioned most, along with
specific details.

BE CAREFUL

LIMITATION

TIPS

° Let the children draw freely and do not let them be influenced by
discussion with facilitators.

. Drawing an example can help children understand and become confident
with the task. While children are drawing try to observe and ask them
questions to ensure they understood the task, to make them feel
comfortable and to get information individually.

° In cases they are too shy to explain it in front of the group. Ideally the
facilitator should be charismatic and highly familiar with the context the
children live in.
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AIM

e Tomap relevant community
spaces for a particular group
in order to identify positive,
negative or gender specific
issues.

e  Toidentify identify potential
stakeholder differences
related to gender, age and
culture.

IMAGES FROM MY NEIGHBOURHOOD

Mapping exercise where local residents take pictures or draw their most and least
favourite spaces in the community, discussing the characteristics of the space.
The intention is to map the most relevant community spaces for participants.

WHO?

. Project team
e  Community members
- Preferably teenagers 12-19
year olds

WHAT WE NEED

Camera or mobile phone
Sketchpad or paper, if
participants are drawing

HOW?

STAGE 1: Talking through Images

Step 1: Organise the group splitting genders or age groups separately. Each
participant will be asked to choose one place that they like the most and one
they do not like.

Step 2: Once places are discussed and selected, each participant should go to the
selected locations and take the pictures. They can also draw the places.

Stage 2. Qualities of the Open Space
Step 3: Print the pictures and arrange the pictures on the wall/floor or board.

Step 4: Make a list of positive and negatives on all pictures. Once you have a list,
make sure there is the same number of positive and negative characteristics.

Step 5: Ask participants to choose the photo that best represents each word,
one by one. For example, ask them to choose which picture represents the most
clean place. Remove the choice (post-its) each time before a new participant
starts to avoid being influenced by the previous choices.

Step 5: Use a map of the neighborhood and identify graphically the places the
participants photographed. Now go through your notes of each picture and mark
on the map each time a word was used in a place. To assess the quality of the
space, start with allocating symbols for positive and negative characteristics, for
example blue dots for positive and red for negative.

. Printer and paper

. Coloured pencils

. Maps of varying scales
. Labels / Post-it notes
BE CAREFUL
LIMITATIONS

TIPS
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AIM

To understand the issues
residents have with existing
infrastructure in their
community.

To understand the
relationships the community
residents have with one
another and the broader
urban context.

To understand the
relationships the community
residents have with one
another and the broader
urban context.

MAPPING WITH COMMUNITY

Mapping exercise to initiates discussion with using 2D /3D maps/models and
visual representations about issues concerning existing physical infrastructure,
community structures, neighbourhood boundaries, social networks and
connections to the wider region.

WHO

Project team

Partner organizations
Community members
Project facilitators

HOW?

Step 1: Identify topics of conversation and assign colours or symbols to each (to
be readable on the model/map).

Step 2: In groups observe and identify the issues associated with each topic and
label respectively with flags, post-it notes etc on the model/map.

Step 3: Have open discussions about the topics. Refer to the map throughout the
discussion.

Step 4: Direct conversation towards resolving the issues with relevant notes.

Step 5: If needed, analyse the information from the group discussions and
prepare basic information boards with various findings for further discussion..

WHAT WE NEED

Note paper

Coloured pens and pencils

3D model/2d Maps of varying
scales with detail to contours,
buildings and access or
neighbourhood and its wider
surroundings.

Cardboard, glue, tape and
Scissors

Flags/ Labels/ Post-it notes
Alocation suitable for
discussion if necessary

BE CAREFUL

LIMITATION

TIPS

° Mapping the surrounding could bring out the main issues of the
neighbourhood and how they could to be solved.

e While mapping community structure visiting the relevant sites and
engaging in conversation with users of a particular system over advantages
and disadvantages of the management and relationships between sites
would be more useful.

e  Cognitive or social maps, for example, mapping events in people’s past and
present experiences and can reveal social and political relationships that
will need to be considered when preparing proposals.
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- HARVEST MAPPING

By mapping and researching the area surrounding a proposed building site or

AlM development, a harvest map can identify potential material resources, skills and
knowledge that can be used to inform how a building project is designed and

To identify the location of available constructed. It has the potential to be a catalyst upon which future building

resources. Both tangible and projects or social enterprises emerge. This is a key tool for identifying and utilising

intangible. local resources to achieve strategic sustainable construction in any context.

To identify what is considered a
resource by locals and what is

currently not considered a resource
HOW?

WHO
Step 1: Locate area of interest and devise research boundaries
. Project team
° Community members Step 2: Carry out research via: internet, telephone enquiries, documentation
- Local manufacturers walks (latter stage), send out surveys to locals to identify local “talents” (are

- Organizations with waste there any teachers, construction workers etc.).
streams

- Local construction material
stores
- Other local residents

Step 3: Hold meeting to collate information

Step 4: Visit suppliers and skilled craftspeople to establish materials and local
skills and knowledge (essential information for materials: material type, size,
monthly quantity, source, location, availability, price)

WHAT WE NEED
Step 5: Collate information into a detailed resource database with identification

. Map of the local area map
. Information gathered about
resources
. Camera
e Notebook TIPS
BE CAREFUL

This tool is essential for a building
project, but is difficult to do inan
urban context which has never been
visited by facilitators/ designers
before. If a building project is being
planned then harvest mapping needs
to be included into the programme of
design development.

LIMITATION
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AIM

To establish strengths and
weaknesses of the community.

MAPPING STRENGTHS & WEAKNESSES

Mapping exercise to visually differentiate between strengths and weaknesses of a
community. This tool is designed to be useful in focus groups differentiated by age
and gender, specifically looking at community scale, but this can also extend to
the city scale.

WHO

. Project team
. Community members

WHAT WE NEED

Key cards
Activity board
Stickers

Pins

Glue

Drawing markers
Notebook
Camera

Be careful

HOW

Step 1: Establish key elements of the community.

Step 2: Create key cards with visuals of the key elements of the community.
Step 3: Create activity board made of a +ve and -ve column.

Step 4: Split participants into focus groups.

Step 5: Set up activity boards - place key cards around the edge of the activity
board.

Step 6: Get participants to group cards, locate each key element into a +ve or -ve
column through negotiated discussions with their peers, discussing their
reasons as they go.

Step 7: Ask participants to prioritise using stickers or a marker — one
sticker/mark per item.

Step 8: Ask participants for any final comments.

Limitations

Used in focus groups differentiated
by age and gender, in case of having
no participants from some age group
or gender could impact the outcomes

TIPS

e  The key elements could be the various aspects of the community found
during the ‘Getting to Know' activities.

e  Throughout the exercise it is important to keep the discussion free
flowing and ensure that information about how the various items
discussed affect individuals and why they think they are a higher priority
than others.

. Record and take notes during the activity

10
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AIM

. To understand who (both
organizations and people) has,
or could have, an interest in

the project
. To decide how to involve
them.
WHO

° Project team
. Partner organizations
e  Community members

WHAT WE NEED

Note paper

Writing pens and pencils
Highlighters

Recording device

Location to carry out the exercise

BE CAREFUL

It's important to have the necessary
permissions for your project, but you
may not need to involve the
authorities if a partner already has
the appropriate permissions to do
the work you plan to do. In some
places, involving officials may

result in delays, fees or bribes.

LIMITATIONS

STAKEHOLDER ANALYSIS

Understanding what stakeholders are involved in the project will guide the
decision making process and shed light on what stakeholders need empowerment
in the process and who needs to be closely monitored.

HOW?

Step 1, List the organizations or people who have (or could have) an interest in
the project. Included, but not limited to:

Partner organizations, relevant authorities (such as fishery department, local
government), aligned organizations (for example other organizations working in
the same geographical area or researching a similar topic), participating
families/individuals (consider breaking down into groups based on gender/age),
other people in the host village or neighbouring villages, financial donors,
potential funding bodies.

Step 2, What are the needs and expectations of each stakeholder? What will
success “look like” for them?

Step 3, What assets do they have which could help the project to be successful?
Knowledge, networks, time, experience, funding, technical skills.

Step 4, Are there any risks associated with this stakeholder? If so, transfer these
to your Risk Management Plan.

TIPS

11
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AIM

° Understand the information
you need to gather and
communicate to others

° Decide on the best way to
communicate with
stakeholders

COMMUNICATION PLAN

WHO

. Project team
. Partner organizations

WHAT WE NEED
. Note paper

e  Writing pens and pencils
° Highlighters

BE CAREFUL

LIMITATIONS

Identifying the level of involvement for the stakeholders and creating a
communication plan that allows everyone involved to follow through.

HOwW

Step 1: Fill out a worksheet filling in following criterias for the stakeholders you

need to communicate with.

Person /
stakeholder

What do
they
need/want
to know?

What level of
involvement
do they
want?

What type of
communicati
on is feasible
and best?

When / How
often will
this occur?

Who is
responsible?

(Stakeholder 1)

(Stakeholder 1)

Step 2: Decide the level of involvement, you may like to refer to the IAP2
(International Association for Public Participation) Spectrum:

Increased level of public impact

>

Inform Consult Invol Collaborate p
Public To provide the To obtain public To work directly To partner with To place final
. . public with feedback on with the public the public in each decision-making
partncnpatlon balanced and analysis, throughout aspect of the in the hands of
goal objective alternativesand/ | the process decision including | the public
information to or decisions to ensure that the development
assist them in public concerns of alternatives
understanding and aspirations and identification
the problem, are consistently of the preferred
alternatives, understood and solution
opportunities considered
and/or solutions
Promise to We will keep you We will keep We will work We will look to We will
the public informed you informed, with you to you for advice implement what
listen to and ensure that your and innovation you decide
acknowledge concerns and in formulating
concerns and aspirations are solutions and
aspirations, and directly reflected incorporate
provide feedback inthe your advice and
on how public i n i
input influenced developed and sinto the
the decision provide feedback decisions
on how public to the maximum
input influenced extent possible
the decision
TIPS

. Keep in mind what level of impact is appropriate to that stakeholder, and
conserve your resources for where it is most beneficial.
. Consider any risks associated with that stakeholder.
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AIM

. Understand people's hopes
for the project

e I|dentify and manage
unrealistic expectations

EXPECTATIONS

Setting the expectations surrounding the projects is crucial for the after effects of
the project. If participants hopes are too high and unmanaged, they will feel left
out or unheard.

HOW?

WHO
. Project team
. Partner organizations
e  Community members
. Project facilitators

WHAT WE NEED

. Large paper
. Crayons

Step 1: Ask participants to discuss or write down what they expect the project
will be like and what they hope to gain from it.

Step 2: Discuss whether all the expectations are reasonable and can be
achieved.

+ It may be possible to change things to meet expectations.
+ It may be necessary to accept that some expectations cannot be met.
Where this is the case, discuss the reasons for this so all participants

understand;

+  There may be conflicting expectations, and it is important to agree
on the priorities.

BE CAREFUL

LIMITATIONS

TIPS

. Encourage people to be open and honest.
. Some people may not even be aware of the expectations they have. Ask
probing questions to open up discussion.

219

13



Die approbierte gedruckte Originalversion dieser Diplomarbeit ist an der TU Wien Bibliothek verflgbar

The approved original version of this thesis is available in print at TU Wien Bibliothek.

[ 3ibliothek,
Your knowledge hub

Serious games can play (pun intended)a key role in collaborative processes and
citizen engagement.

Most commonly known games are designed solely for the purpose of
entertainment. Serious games, however, offer additional functionalities, such as
pedagogical aspects (Michael & Chen, 2006, p. 4).

Games can be used as a tool for positive change in the development projects,
because “serious games offer us a rich field for a riskfree, active exploration of serious
intellectual and social problems” (Peattie, 1968, as cited in Hamdi, 2004, p. 136).
Hamdi (2004) adds, “[t]hey enable us to explore relationships between designed
structures (rules) and emergent ones” (p. 136).

Another important concept in the context of games, is the term gamification.
Although there is no clear line, the following can be said to distinguish between a
game and gamification: In contrast to a game, gamification describes the
implementation of game-elements outside a specific game context (Beattie,
2020, p.81).

Play iterations! (using the same game, or another one, see figures)
Change the rules! (tweak the system to make it fit you purpose)
Switch platform! (maybe a different platform works better for you
Change the scale! (re-scale the number of players, the playing time,...)
Create your own game! (be creative and develop your own ideas)

Be aware, that although many games can be very useful in a context such as
distance-based development processes, not all games are specifically designed
for this purpose. The context in which you are playing, and how you “set the
stage"” will strongly influence how valuable the outcome of the session will be.

220

“Games hold the promise to
turn collective reflection
(and civic learning) into
fun—into an activity that
people engage in for the
sake of civic engagement
itself, instead of being
driven by the sole objective
of safeguarding individual
privileges.”
(Devisch et al, 2016, p.84)
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30-90 MIN

AGE 12 +

g RO

4-15 PLAYERS

Explore existing narratives of places
and communities, generate new
ideas, or gather thoughts around a
certain topic.

A collaborative story-writing game.

It's based on a non-digital game, where players sit around a table, contribute one
line to a story, fold the paper, and pass it on. In the end, everybody gets a
wonderful story, written by everybody.

Simple web-app:
unfoldingstories.app
Can be played on any device

(smartphone, tablet, PC), using
common internet browsers.

Step 1: Set the stage. Make sure all players involved know about what exactly it
is, you want to explore through playing the game.

Step 2: Come up with a good headline which sparks interest and inspiries players
to write. Write the first line of your story, choose the game duration, and hit GO.

Step 3: While writing, make sure all players are on board. You can stay in touch
through any communication platform, to help each other out or share thoughts
during the game.

Step 4: Time's up. You will see the “main story", and one personal story for each
author (whose names and colors are assigned automatically).

Read your stories (out loud, if you want). Discuss why some stories took
different turns, and share your favorite lines. Talk about the overall narrative, and
how it might help you in mutual understanding and dialogue.

For information about the game Ul, vist unfoldingstories.app/Rules

Digital and verbal illiteracy can be

major obstacles in playing this game.

Play iterations! (using the same game, or another one)

Change the rules! (tweak the system to make it fit you purpose)
Switch platform! (maybe a different platform works better for you
Change the scale! (re-scale the number of players, for example)
Create your own game! (be creative and develop your own ideas)

-

UN:FOLDING
STORIES

L
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20-30 MIN

AGE 8 +

g B O

4-12 PLAYERS

Find out about the ambiguity of
language and words (see Hamdi,
2004, pp.Xv-xvi).

A well-known game, usually played just for entertainment.

Put in the right context, it can transform into a game which shows how people can

think differently about certain words and terms, which can help to uncover
misunderstanding and misinterpretation in a project dialogue.

Simple web-app:
skribbl.io

This application supports many
languages, which can help to involve
local citizens and other actors.

Recommended to play on PC or
tablet. For the full experience, use a
pen or drawing pad.

Step 1: Set the stage. Make sure all players involved know about what exactly it
is, you want to explore through playing the game.

Step 2: Go to skribbl.io > Customize your avatar > Create Private Room

Step 3: Choose the settings for the game. In the Custom Words section, write a
list of the terms and words you want to explore. Check the box for Use custom
words exclusively.

NOTE: What words, concepts, ideas,... do you want to investigate? For
example, you can use ambiguous words to explore their different
meanings.

Step 4: During the game, pay careful attention to what people seem to think
about when they are trying to draw certain words. Try to reflec

Step 5: Discuss how one word can take on many different meanings, depending
on the context of history, culture and society.

For further information about the game, click How to Play (skribbl.io)

Digital and verbal illiteracy can be

major obstacles in playing this game.

Play iterations! (using the same game, or another one)

Change the rules! (tweak the system to make it fit you purpose)
Switch platform! (maybe a different platform works better for you
Change the scale! (re-scale the number of players, for example)
Create your own game! (be creative and develop your own ideas)
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®©  30-90MIN
& AGE10+
4 PLAYERS

This game can be used for
co-mapping existing places, or to
generate new ideas, in a responsive
way to other players' ideas.

Sketchy plans will make you draw the most sketchy plans you have ever seen.
Throughout the game though, you will see that adjusting your ideas to those of
your co-players.

This game can be played on the
platform of your choice.

It's basically about sharing and
rearranging photos of drawings. You
can also play this in digital-only
version, if all players feel comfortable
drawing with a mouse, or they have
access to a pen or drawing pad.

PREPARATIONS

Step 1: Set the stage. Make sure all players involved know
about what exactly it is, you want to explore through playing
the game.

Step 2: Decide which topic you want to “draw around”. It can by

anything from a room to a city, or something very different.

Divide the “canvas” (which will become the complete drawing) (1)
into 4 quarters. Each quarter gets assigned certain functions or

keywords, to define what should be drawn in it. (Figure 1)

Step 3: Make sure each player has a sheet of paper, which
makes up 1 quarter of the canvas.

PLAYING IN ROUNDS
Step 1: To start the first round, randomly assign each player to
one of the 4 sections. (Figure 2)

Step 2: Set a timer: each player has 5 min to draw their vision of

the quarter they are currently drawing on.

When time's up, take a picture of your drawing. Make sure it's a

nice top-view, so it will match with your co-players. Upload ()
your sketch to you platform (e.g. Miro), and assemble all 4

pictures accordingly, to create a complete Canvas.

Step 3: Quickly discuss what you see.
Step 4: Rotate the players clockwise, but keep the assigned
functions of the quarters the same. This way, each player gets

the chance to draw each section. (Figure 3)
Start the next round, and repeat at least 4 times.

3)

Digital and verbal illiteracy can be
major obstacles in playing this game.

Try to remember what you just
discovered in your discussion. You can
adapt your ideas, to match the
collaborative vision of the house!

This is what a potential outcome of one

round could look like. In this case, the

topic was co-drawing a floor plan of a

small house. 17
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Melusi. The selection is incomplete and severes as

sults of the game, played in the first workshop in
an example.

The pictures on the following pages show the re-
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KAHOOT! IN DHAKA

The following two pages show the questions used
in a workshop with children from Dhaka, run by the
Reality Studio project team working in Dhaka, and
locally facilitated by Mahmuda Alam (POCAA).
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Kahoot!
JISHATTRT 8 RTTN ST=TE WA It G

What do you know about Bangladesh and

Sweden?
TN 3 - SN AT G RGN STNF B GITNN? Workshop 3 - What do

you know about Bangladesh and Sweden?
1 favorite 4 plays 7 players
A public kahoot

Questions (9)

1- Quiz
S2fG*1 ASIBT (MYTS (FIF? What does the Swedish flag look like?

2 - Quiz
WIATICT (FN IRF AT FTAN TCW WGLFF N6 TG FLATR? What year did
Bangladesh finally become independent?

3 - Quiz
W{WW@?@@? What is the national flower of Bangladesh?

4 - Quiz
afB JRTTRA AR FOIA (YTATAG | T NN fF? This is Sweden'’s foremost

football player. What's his name?

5-Quiz
g% f3fF5:T9a N §12 What is the name of this building?
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6 - Quiz

AN fS JRTGTHA TG T (RYTS ANGZN | B F ITeT? What's it called?

7 - Quiz

FRTGIAF QAT AATCR FO0OT (RI6? (WIIAF (HTGF FIATT) | How much smaller

is Bangladesh than Sweden?

8 - Quiz
g% AEN TR JRTGTE FAHTH fF0re TS Frar feon2~ Far Toufge, =N
O NN WY FATS ATAN? Architect?

9 - Quiz
FRTGIAF F© BT IR RFIAT WFO? How much of Sweden's area is covered by
forest?
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WATER YOU THINKING ABOUT?

A description of the game was published as a post-
er on the "Public Play Space” website, as shown on
the following page.

Online content: https://www.publicplayspace.eu/
symposium-posters/
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water-infrastructure gam

WATER YOU THINKING ABOUT> [[ESESHE SRttt

Project date:

Location: Melus/ (Pretor
Research methodology:
Literature

Participatory action re
Background:

The case described is part

development,

Player 1 & 2:
Communicate

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

socially related
implications

playing the
game itself

AIM OF THE GAME PREPARING THE GAME

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

©

S o

4

]
(S
%

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

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

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.

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

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

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

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

nil ]

AIM OF THE GAME

infrastructures.

GAME OUTCOMES
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Markus Zorn

Collect data about how the
community uses water and
what role it plays in everyday

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

life.

PLAYING THE GAME

opment.

Reflecting on real-life activi-
ties related to water usage 0 [
UU and creating an iteration

with the game.

implications for
placemaking facilitators

Mumtaheena Rifat

Robin Eskilsson

00’

PUBLIC PLAY SPACE

SYMPOSIUM
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MAIN TAKEAWAYS

The immediate engagement of participants indicates
commitment towards water management issues.

The game provides an innovative and cre

ventional approaches to community development.
social engagement it encourages active participation

Furthermore, an iteration of playing this
reflection on water
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UNFOLDING STORIES

The following screenshots show how Unfolding

Stories was used in two game sessions in Mamelo-

di. The results can be distinguished by their head-

lines, and are presented in chronological order:
Internal project group game: "WHERE DO CHIL-
DREN BELONG?" (https://unfoldingstories.app/
Result/reM64y;Z)
Played with adolescence from Mamelo-
di: "ELKEBITSO - A DICTIONARY'S BIOGRA-
PHY" (https://unfoldingstories.app/Result/
ZBX9dFcA4)
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PLAYING PARTICIPATORY PHOTOGRAPHY

The following page shows a selected number of
photographs, from Playing Participatory Photogra-
phy, carried out in Mamelodli.

All pictures shown, were shot with a disposable ana-
logue camera, and are unedited.

The photographs on the left were taken by Simphi-
we Shika, the ones on the right by Mulngiseleli Nge-
jane and Mungisi Ngejane.

All participants gave permission to use their photo-
graphs as part of this thesis at hand.
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6.2.3
PROJECT OUTCOMES: MELUSI

The following pages show an excerpt of the final
project report from the Melusi project team as well
as a renderings from a continuation of the project
by Jua Greeff.

The games co-created as part of the thesis at hand
played a key role in developing the shown projects.
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Small changes

A systemic change of Dwars Avenue in Melusi

In Dwar's Avenue, we propose five small
changes. Each step enables next step to
happen. Each step fullfills a role
connected to the design goals.

Why small changes?

Small changes are acheviable

Small changes can be done also with small
economic or social resources. They are
particularly efficient when applied in areas
lacking earlier architecture or planning.

The guru of small changes is the British
architect and theorist Nabeel Hamdli. In the
speech bubbles we display some quotes
from him.

Take aways

"Intelligent practice builds on the collective wisdom of
people and organizations on the ground — those who
think locally and act locally — which is then
rationalized in ways that make a difference globally."
-Nabeel Hamdi

"Practice, then, is about making the ordinary special and the
special more widely accessible — expanding the boundaries of
understanding and possibility with vision and common sense. It is
about building densely interconnected networks, crafting linkages
between unlikely partners and organizations, and making plans
without the usual preponderance of planning. It is about getting it
right for now and at the same time being tactical and strategic
about later."

-Nabeel Hamdi
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Step by step
In @ community facing many challenges, it
can be hard to find "the grand solution".

Instead, we present a set of solutions or
changes, that each can give an impact -
but also works as a system - where each
step prepares ground for the next.

"In the language of 'emergence;, ‘it's better to build a
densely interconnected system with simple elements and
let the more sophisticated behaviour trickle up.’ In this
respect, good development practice facilitates emergence,
it builds on what we've got and with it goes to scale."

- Nabeel Hamdi

"Transition Initiatives are based on four key assumptions:
1. That life with dramatically lower energy consumption is inevitable,
and that it's better to plan for it than to be taken by surprise.

2. That our settlements and communities presently lack the resilience
to enable them to weather the severe energy shocks that will
accompany peak oil."

(Hopkins, 2008)

3. That we have to act collectively, and we have to act now.

4. That by unleashing the collective genius of those around us to
creatively and proactively design our energy descent, we can
build ways of living that are more connected, more enriching and
that recognize the biological limits of our planet.”
(Hopkins, 2008)
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SMALL CHANGE 02

Eco bricks Why eco bricks?
Upcycling in Melusi
« Cheap and available changemaker. « The making process of the
o « Captures plastic waste, and capsules it ecobricks in itself creates
Eco b.",CkS 5 f’f lree or Cheflp way of in mud or concrete. community.
providing bu'{d'"g maFer/aI, as well as a « Can be used for construction of a « Lay the foundation to the next
way of upcycling plastic waste. range of structures step in the transition process.

AN

Collect clean and dry plastic waste- Compress waste into plastic 2L bottle Pack tightly throughout the process to Squish with one hand to measure if the Celebrate! Your Eco Brick is ready to be
polystyrene, wrappers, packets, cling with a stick ensure that it's unsquishable bottle is full enough built with!
wrap, paper, film, plastic packaging. (squish < 10% = complete)

Take aways:
capture of plastic
waste!

Take aways:
recycling and
creation of
community

Take aways | |
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SMALL CHANGE 03

Water reuse

Reuse of rain- and greywater

For the roofs of the public institutions along
Dwar's, we propose a simple rain water
collection system. The roofs can collect
large amounts of water, if used in the right
way. Through air pipes, the water is led to
the water collecting "wall" along the street.

Upon the wall, there is room for a channel The wall protects pedestrians and playing
that leads water to trees planted in an alley kids from the cars. It also serves as a
along the street. The wall and channel are "defining" structure, giving a certain
constructed as shown in identity to the street.
the sections below.

“—

Step 1 Step 2 Step 3 Step 4 Step5
Asimple shovel s used for digging Foundation built of eco bricks Cement Construction of wall, using eco bricks Clay is added
Shovel Clay and Eco Bricks
1 i
Step 5 Step 6 Step 7 Step 8 Step 9
Metal plate is put on top Taps are added on each side of the wall The channel on top is completed Trees are added besides the wall

W, o=
3 T a

LEz ||

diE || [mEm |

Clay and Corrugated iron sheet Clay, taps and pipes Clay and Eco Bricks
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Tree
wells

SMALL CHANGE 04

There are many benefits reusing grey water and rain water trees and soil infiltration. It can help
prevent erosion and indirectly also make the street safer in that regard.

Tree wells

Water filtration using trees

Along Dwar's Avenue, a system of tree wells

is constructed, using the eco brick building "
material for creating robustness and . B
distinct form. The reused rainwater and \

greywater is led through the wall.

In parallel, the wall works as a protective .
body between the street and the public
institutions facing Dwar's Avenue.

The gigant wells of Rajastan works as water collection facilities, as
well as beautiful objects connected to the need of water.

"Storage rapidly turns grey water into blackwater |[...] 24
hours is generally considered the prudent maximum time for
storage. [...] The fewer little anaerobic corners and pockets the
better. My latest designs drain COMPLETELY...all the
collection plumbing, distribution plumbing, and surge tanks (if
any) slope at least 2% across their bottom surfaces.”

(Ludwig, 2015)

Step 2

Step 3

| i ¥4
5 L \y
- g 2
-y
i [
=
o ‘ .i\

Make sure the geopipe
has a 2% angle and that
wells can drain completely

Step 4

Proper use of grey water

Never store the grey water in

Step 1
Build single layer of eco bricks till Fill the bottom of the hole with crushed Place the Geo Pipe in the middle of the
Diga 1m x 1m x 1m hole with a shovel
surface level rocks layer crushed rocks
— —

the system at any place for
more than 24 hours -
otherwise it turns into black

Shovel

Crushed Rocks

water! ) ﬂ i
Step 5 Step 6 Step 7 Step 8
Place the Geo Pipe in the middle of the Add a layer of soil onto the crushed rocks
e I O e e Cioe] Add more soil on top of the fruit tree Add a layer of sand on top of the soil
Take aways

o sl
N/

(Gt [ s Planting soil
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SMALL CHANGE 05

Fruit trees

Food and abundance

In the tree wells, fruit trees are planted. Fruit trees
have a series of good qualities. Among them:

« richness of food with low maintenance
no need of special skills for harvesting
possibilities to dry fruit for storage
trees can handle uneven water flows
safe way to turn grey water nutrients into
food.

.

According to the grey water expert Art Ludwig (2015)
grey water shall be applied to the the roots of the
plants. Reusing it for vegetables is not ideal - partly
due to the risk of bacterial contamination of edible
leaves and fruits (that are eaten raw) and partly due
to the uneven load of water that does not make this
water reuse efficient. In this regard watering fruit
trees is ideal and their fruits are safe since they don't
come in contact with the water.

Fruit trees = ideal to turn grew water into food!

"At Vi-skogen's tree clubs, school
children learn to plant trees that

protect against drought, floods and
hunger. They gain knowledge that

The fruit trees can be taken
care of and even funded

trees increase yields and provide
through "fruit tree clubs"!

money for education.”
(Vi-Skogen, 2021)

Take aways

Children at ECD& Mydo
could also learn about the
fruits and how they grow

Bountiful harvests with
little work - ideal for

Adopting a tree as a child or a children and schools

group of children creates a sense
of pride, ownership and a wish to
take care of this trees. Sharing
the harvest with people in school
and the community!

Taking care of fruit trees will
probably make you take care
of other trees as well!
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6.2.4
PROJECT OUTCOMES: MAMELODI

The following pages show an excerpt of the final
project report from the Mamelodi project team as
well as a sketches from a continuation of the proj-
ect by Kirstin Niebuhr.

The games co-created as part of the thesis at hand
played a key role in developing the shown projects.
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Design outcome

to
~1

Handbook

‘This Handbook is a showcase ol how adolescents in
Mamelodi see, understand and describe their
surroundings. What is a sale or unsafe space from
their perspective and what language is used to
represent these. [UTHts what is important to know
when starting a project in Mamelodi in adressing,

the needs of the adolescent.
‘There are five parts of the THandbook:

Deeper definitions: Spatial words with longer
defimitions, icons and associations for an under
standing of what meaning these spaces have in the
Mamclodi specific context.

Picture Definitions: Street scenarios from the
Mamelodiare through the lens of the PUA
students. Descriptions of what is good or bad about
the spaces and what words they would use to

describe them.

Examples: Intervention examples created by us
(Ellen, Joel and Kirstin) to showcase ideas of inter
ventions that could be done based on the thoughts
collected in the Handbook.

Handbook How-to: Guides both for how to use
the handbook in design as well as updating it

or creating a new one for a diflerent arca with a
workshop curriculum process and guide.

Dictionary: List of S'pitori words with english

translations written by the children.

A N, A

: HANDBO@*
s
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Above: Example of Deeper dehinitions

Below: Example of Picture Detinitions

“aylolgig usipy NL Ye wd ul sjgejrene si sisay Syl Jo UoisiaA [eulblio panoidde ay 1
TegBnuaA yayiolgig usipn N1 Jap ue 1si uagrewoldiq Jasalp uoisiaAjeulblO aponipalb ausiqoidde aiq

29

qny aSpajmoud| INoA

Slayronqie

246



Below: Dictionary of S'pitort words

Above: Examples ol interventions
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Workshop 1
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Workshop 2

Draw your dream Home

Where do you like to play?
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Workshop 3

1-Word Master 2

girl -cheri/cherry
surrounded by girls cher

not fruit, but & gits +-19 beautiful gorgeousgirl agirl

frayza - asking for something Asking for something
used everyday, everywhere from someone

asking someone for something | Asking for something
from someone can go deeper,
begging for something

Educator, teacher,
use at school, no
gender specific

In school-
surrounding

thizanna- teacher educator. no gender
find them in school

no idea

Educator, teacher,
heard same as other

use at school, no
gender specific
In school-
surrounding

banana - i copied? When you ae
cheating during an
cheating exam, or test, with

past and present 'someone or writing it
tense usage down

use illegal materials
copying to find answers
during test, phones,
passing to one
another, copying

Stolen goods, selling
mudowuvo - a fake brand something that is

a lot of mudowuvo in the stolen from

streets someone. Cars that
have been stolen, see
them every day, thats
how itis

have no idea stolen goods or fake,
don”tknow

it has two meanings:
fake and stolen

When you removed
letwibibi - bald person, no your hair
hair

Added: when you remove all
your hair

A Bald head

bald head, cut all hair off. something else

BOGGLE (rename)

Players: 36
Time: 30-60min
Age: 16+

GOAL
The goal is to collect points through exploring words of the S'pitori language.

GETTING STARTED
1. All players sit around the table.
2. Each needs a dictionary, a pen, and a piece of paper for notes.
3. The player with the longest first name starts.

DURING THE GAME
« Repeat Phase 1 and 2 three times.

Phase 1: Collect words that relate to the street / school (It could be a new word)
1. Roll the dice by shaking the dice-box.

2. Set the timer for 2min, or flip the hourglass (for old-school people).

3. Each player tries to find as many words as possible, connecting letters show on the dice (see

figure 1). Write down all words on the scrap paper, and make sure nobody copies your words.

4. When time's up, count the number of letters in all your words. Each letter is worth 1 point.
5. The player with the most points wins phase 1.

Phase 2:

. The winner of phase one become the Word-Master in phase 2, choosing his/her
favorite word.

. He/she highlights the word on the list, and puts it in the center of the table for
everybody to see.

. All other players write one single sentence to describe the word in the center.

The Word-Master walks over to the Swedish hub. He/she has 30sec to explain the word

that was chosen to Ellen and/or Joel, and walks back to the main table.

. When the Word-Master returns, the others walk over to the Swedish hub. They have
30sec each to explain their description of the chosen word to Ellen and/or Joel. Ellen
and/or Joel will compare all explanations and nominate the best description according
to their understanding of the chosen word.

. In the meantime the Word-Master looks at the written definition (in S'pitori) of the
chosen word, and nominates the best one.

. When the players return from the Swedish hub, the best definition in Sipitori and
English, each score 15 points. If a player was nominated for his/her S'pitori and English
description, he/she scores 30 points in total.

~

N

w

o

~

END THE GAME
The game ends after playing three complete rounds (phase 1and 2).
Each player should add up all points from phase 1and phase 2.

The player with the highest score wins the game. Congratulations!

NOTES
« "STREET" and "STREETS", does not count as two words.
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6.2.5
LETTER OF COLLABORATION - UP

This document was issued by Dr Carin Combrinck
to confirm the collaboration between CTH, UR, and
the author of this book; more specifically the stay in
Pretoria from 19.03.2021 - 14.05.2021, wich consti-
tutes a major part of the body of work at hand.
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10 May 2021

Scholarships for short-term scientific work and subject-specific courses abroad
To whom it may concern

Mr Markus Zorn
Student number: 01426064

| hereby wish to confirm that Mr Markus Zorn has collaborated with the University of Pretoria (UP)
Department of Architecture, and specifically with the Unit for Urban Citizenship as part of his
research towards a Masters degree in Architecture.

The research forms part of an agreement between Chalmers University of Technology in Sweden
and UP, in which several of our students have been participating in Chalmer’s international
Reality Studio. This studio is aimed at hyperlocal community engagement, which serves as the
basis of global knowledge exchange in the field of participatory pedagogy in architecture.

Mr Zorn’s research constitutes an important part of the research regarding game design as a
constituent part of co-design, which has been investigated by way of the Reality Studio, but has
also contributed to the Urban Citizen studio in the Honours programme. As part of a previous
exchange programme in which data capturing methodologies (ukuDoba method) were jointly
developed by UP and Chalmers, Mr Zorn’s prior knowledge of the local conditions has put him in
a favorable position to contribute to the programme in all its facets, not only through his
research, but also by way of his mentorship to the younger students.

We therefore thank Mr Zorn for joining us this year from 19.03.2021 - 14.05.2021 and for his
enthusiastic support in the studios that took place in Melusi and Plastic View informal
settlements as well as in Mamelodi East, all in the City of Tshwane in South Africa.

Should you require any further clarification, please feel free to contact me at
Carin.Combrinck@up.ac.za.

Yours sincerely,

Dr Carin Combrinck

Senior Lecturer

Director: Unit for Urban Citizenship

Department of Architecture, University of Pretoria
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6.2.6
LETTER OF COLLABORATION - CTH

A Letter of Collaboration to confirm the success-
ful cooperation with Reality Studio (CTH), issued by
Emilio Da Cruz Brandao.

Furthermore, it includes the collaboration with
Mumtaheena Rifat and Robin Eskilsson.
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CHALMERS

UNIVERSITY OF TECHNOLOGY

Emilio Brandao, architect SAR/MSA To whom it may concern
Artistic Teacher and Director of Master’s Programme

Architecture and Planning Beyond Sustainability (MPDSD)

Department of Architecture and Civil Engineering

Chalmers University of Technology

412 96 Gothenburg, Sweden

Letter of Collaboration

[ hereby confirm that Markus Zorn has successfully collaborated with the architecture masters design studio
(project-based course) ARK496 Reality Studio in 2021, at the Department of Architecture and Civil Engineering at
Chalmers University of Technology, Sweden. Reality Studio in 2021 cooperated with the Urban Citizen Studio,
another architecture design studio, at the University of Pretoria, in South Africa, and other local and global
organizations in other 4 cities around the globe.

The collaboration with Markus Zorn constitutes a substantial part of his masters thesis project, carried out for the
purpose of obtaining a master’s degree in Architecture, at the Interdisciplinary Centre for Urban Culture and Public
Space, at Vienna University of Technology, Faculty of Architecture and Planning.

Markus Zorn has worked together with several teams of students, especially those who focused on the South African
context. His expertise in (serious) game design, gamification and pedagogical play within architecture, urban design
and planning, has shown to be a very valuable contribution to the processes of developing the students’ projects in
Reality Studio.

Furthermore, a close collaboration between Mumtaheena Rifat and Robin Eskilsson (2 architecture master’s thesis
students at Chalmers who also followed the abovementioned global collaborations in Reality Studio), and Markus
Zom, in carrying out the project and the several different methodologies, has additionally contributed to a successful
working process and outcome for everyone involved.

We would like to formally thank Markus Zomn for the effort and great work he has put into supporting our students
during their complex learning processes, with tools and workshops directly tested and applied in Reality Studio’s
several international projects.

Markus Zomn student number: 01426064

Reality Studio examiner: Emilio Da Cruz Brandio
Reality Studio teachers: Emilio Da Cruz Branddo, Shea Hagy, Liane Thuvander

Sincerely,

Gothenburg 20}'2 1-10-26

(_,;(7 P | S—

—~Emilio Brandao, brandao@chalmers.se ~

Architect SAR/MSA and Artistic Teacher,
Director of Master's Programme Architecture and Planning Beyond Sustainability (MPDSD)

DEPARTMENT OF ARCHITECTURE AND CIVIL ENGINEERING
c Uni y of T
SE-412 95 Gothenburg, Sweden

Visiting address: Sven Hultins gata 6

Phone: +46 31-772 1000

E-mall: brandao@chalmers se

Web: www chaimers ss

Chalmers lekniska hégskola AB

Reqg.Na: 556479-5598 VAT No: SES56479558801
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WWW.MARKUS-ZORN.TK
MARKUSZORNS@OUTLOOK.COM
+43 650 8955455

21.02.1993, AUSTRIA

EDUCATION & ACADEMIC BACKGROUND

10.2018 - 01.2022 Master Student | Vienna University of Technology
VIENNA Participatory planning, community engagement, resilient urban food production.
LVIv Urban Density Lab: development concept of former soviet residential buildings in segregated urban areas.

09.2019 - 09.2020 Exchange Student | Chalmers University of Technology
GOTHENBURG Design and Planning for Social Inclusion studio: co-creation, collaborative mapping, ‘serious game’ design.
NAIROBI & KISUMU Reality studio kenya: community engagement, pdrticipatory processes with children .

10.2014 - 06.2018 Bachlor Student | Vienna University of Technology
VIENNA Design thinking, structural engineering, contemporary art & histroy, graphic design & illustration.

09.2017 - 01.2018 Exchange Student | UPC Catalonia Technical University - ETSAV
BARCELONA Ecologically sustainable design studio - vision for Dubai, urban concepts for barcelonas suburbs.

09.2007 - 07.2012 Student| Technical College for Wood Technology and Design
HALLSTATT Timber structure and furniture design, CAD software, carpentry and furniture construction practice.

PROFESSIONAL EXPERIENCE — PRACTICE & RESEARCH

01.2020 - Present External Research & Teaching Assistant | Chalmers University of Technology
GOTHENBURG Collaborative research project (University of Pretoria & Chalmers); development of participatroy mapping method for
PRETORIA collecting and storing geospatial, socio-economic data of segregated suburban areas.

07.2017 - 08.2019 Intern Architect | alp architektur

VIENNA Correspondence with clients and companies, developing projects from concept to construction.

07.2015 - 09.2015 Carpenter (Framer) | JSN Construction

VANCOUVER Traditional North American timber structure framing practices and labor on construction site.

02.2014 - 09.2014 CAD Draftsman & Designer | arge architektur hochleitner

GMUNDEN Interior design projects and product design.

VOLUNTEERING & COMMUNITY ENGAGEMENT

03.2018 - 11.2019 Designer & Site Management | Small Scale Urban Intervention
VIENNA Designing and building urban furniture for the public, building process implemented as collaborative action.

08.2016 - 09.2016 Volunteer - Technical Consultant | South Asian Institute for Leadership and Cultural Studies (SAILCS)
COIMBATORE & 00TY Maintaining existing buildings, furniture and tool repair work, construction labor.

06.2013 - Present Volunteer - Planner, Technical Consultant & Maintenance | Torchbearers Center - Holsby

HOLSBYBRUNN Developing floor plans for refurbishment and new buildings. Maintenance work on existing buildings.
Since 2015 Member of “Architecture without Borders - Austria” (A0GA)
INT./VIENNA AO0GA is a member of ASF-international (Architecture Sans Frontiéres International)
Since 2020 Member of Global Sustainable Futures Network

INTERNATIONAL Il GSF - Progress through partnerships aims at cross-cultural and interdisciplinary global collaboration

SCHOLARSHIPS

2021 Scholarships for short-term scientific work and subject-specific courses abroad
SOUTH AFRICA Research trip for participatory action research as part of master thesis
2019 Erasmus+ scholarship at Chalmers University of Technology
SWEDEN Exchange student for two semesters
2017 Erasmus+ scholarship at UPC Catalonia Technical University - ETSAV
SPAIN Exchange student for one semester

260 PAGE 1/2



Die approbierte gedruckte Originalversion dieser Diplomarbeit ist an der TU Wien Bibliothek verfugbar

The approved original version of this thesis is available in print at TU Wien Bibliothek.

[ 3ibliothek,
Your knowledge hub

PUBLICATIONS & OPEN ACCESS WORK

2021
CONTRIBUTER
CO-AUTHOR
CONTRIBUTER

2020
CO-AUTHOR

2019

CONTRIBUTER

CONTRIBUTER

CONTRIBUTER

Public Play Space - Turning Urban Spaces into Public Spaces with Games and Play
Public Play Space. (2021); Open access: https://www.publicplayspace.eu/book/

The UkuDoba Handbook - A Methodological Framework for Effective Data Collection and Storage

Info: https://research.chalmers.se/en/project/8345 (unpublished)

Transforming Lviv 2025 - City for People
Institute of Urban Design and Landscape Architecture, Vienna University of Technology. (unpublished)

The Seedling Project - Final Report and Hancdbook
Open access: https://odr.chalmers.se/handle/20.500.12380/302069. (unpublished)

ReBeauty Il - Research, Design & Transformation
Aufschneiter H. and Stabauer C. (2019)

Parklets /[ Street Furniture Vienna
Grétschnig t. m. (2019)

Wiener Reserven - Studio Stadtebau 19/20
Institute of Urban Design and Landscape Architecture, Vienna University of Technology. (2019)

SKILLS & PERSONAL INTERESTS

Languages
GERMAN
ENGLISH
SPANISH
SWEDISH

Software Skills
VECTOR GRAPHICS €
PIXEL GRAPHICS )
20 CAD SOFTWARE @)
30 CAD SOFTWARE ()
WEBDESIGN (Y
GooGLE & Ms oFFIcE @)

GEO & DATA é

COLLABORATION TOOLS “

Soft Skills
COMMUNICATION
CRITICAL THINKING
LEADERSHIP
POSITIVE ATTITUDE
TEAMWORK
WORK ETHIC
COMPLETED COURSES

c2 | Mother tongue

C1 | Professional communication, written and spoken
B2 | Fluent in everyday life communication

A1 | Basic reading and listening comprehension

Adobe lllustrator, Adobe Indesign, Affinity Designer
Abodbe Photoshop, Adobe Lightroom, Capture One
Autodesk Autocad

Google Sketchup, Revit, Rhino, Archicad

Basics in HTML, CSS; Webflow

Excel, Word, Publisher, Powerpoint, Outlook

QGis, Rawgraphs

Miro, Kobo Toolbox, Maptionnaire

Professional visual communication, working on written verbal communication, good at listening.
Flexible, innovative, adaptable, creative problem-solving challenges.

Inspiring and motivating personality, willing to compromise, open receive and give honest feedback.
Team-worker, honest and humorous, energetic and motivated.

Inter-cultural competence, social and networking skills.

Reliable and result-orientated, always meeting deadlines, resilient and dedicated .

Conflict management, sales training, rhetoric & verbal expression, presentation & visualization.

Competitions & Awards

SECOND PLACE @

FIRST PLACE @
NOMINATION B
FIRST PLACE @
PARTICIPATED

Personal Interests
MOUNTAINEERING
MUSIC
PHOTOGRAPHY
BOARD-GAME DESIGN

Nationwide photography competition (Austria; European mobility week)
Residential building project competition 2018 (alp Architektur)

German design award 2018 (card game design)

Franzl design award 2017 (category ‘print product’)

Europan Europe 14 - Graz (Austria) 2017

Hiking & climbing mountains in summer and winter.

Engaged in several band projects, usually on drums, occasionally on bass or guitar.
Landscape photography, Canon 35MM film and Fujifilm mirrorless.

Continuously working on digital and analogue games.

VIENNA, ZOZT/’\ARKUS ZORN, BSC
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