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How can big 
groups  of 

people  think 

Through 
games

About place-
making?  

Participa tory placemaking 
through play. =



“ If it does not  feel 
l ik e a g am e, it ’s not  

a g am e”



“ If  it ’s just  a g am e, t han  
w hat 's it s pu rpose?”



“ Connect  peop le t o each  ot her and  
t he physical, cu lt u ral, and  social 
iden t it ies t o t hat  pub lic space”

(Project  for pub lic spaces, 2017)



Ab s o lu t e  
s p a c e

Re la t ive  
s p a c e

Re la t io n a l 
s p a c e

Harvey, 2007





“ Urban  g am e”
1.200.000.000 

resu lt s in  0 ,74  seconds”



“ Dig it al Urban  g am e”
227.000.000  

resu lt s in  0 ,42 seconds”



I am  Panel
Ma ria  To m é  Nu e z - Sp a n je

In  re a l t im e  in fo g ra p h ic m a d e  
b y a ll p a rt ic ip a n t s t h a t c a n
c o n t in u e  t o g ro w a ls o a ft e r
t h e w o rk s h o p .



Redesire
Ro lf va n  Bo xm e e r – Th e  
Ne t h e rla n d s  

Dig it a l a n d  a n a lo g u e  in t e ra c t ive  
m u lt ip la ye r g a m e

Go a l: Un d e rs t a n d  s t a k e h o ld e r 
d e s ire s  d u rin g  (re )d e ve lo p m e n t  
p ro c e s s e s



Block  by Block
Kyle  Fa rre ll – Th e  w o rld  

Us in g  a n  e xis t in g  g a m e  fo r 
p la c e m a k in g  d e s ig n s  w it h  a  
d ig it a l a n d  a n a lo g u e  a p p ro a c h

Go a l: Th e  u s e r is  t h e  e xp e rt , u s e  
t h a t  in p u t  a n d  c re a t e  o w n e rs h ip , 
Es p e c ia lly a m o n g  c h ild re n



“ Bu t  how sm art  
are you really?”



“W here are w e 
g o in g ?”

1956 1969 ?

1960 20 0 3 ?Th e  b ra in s  
a lg o rit h m

Ma n  o n  
t h e m o o n

Art ifica l
in t e lig e n ce

Ho m o  
De u s 

Ge n o m e
h a ckin g

.

Th e  
in t e rn e t





Ab s o lu t e  
s p a c e

Re la t ive  
s p a c e

Re la t io n a l 
s p a c e

Harvey, 2007



Pland
re a l 

sp a ce

P la n d
Dig it a l 
sp a ce

Co u n t e r 
sp a ce

P ro d u c t ive
sp a ceLive d sp a ce

n o n  p la ye rs

Live d sp a ce
p la ye rs

Apeldoorn  & Hollander (2016)
(Based  on : Harvey, 2007; Lefeb re, 1991)



DriversBariers

“Drivers and  Barriers for 
d ig ital t ransform at ions”

Social 
exclusion

Privacy

Pow er 
sh ift  from  
pub lic to 
p rivate

Biased 
AI

Data 
d riven  
Urban 

develop
m ent

Massive 
opportun it ies 

for p lace-
m aking  

Decen-
t ralized
pow er

New  
opportun
it ies for 

inclusion

DIGITAL TRANSFORMATIONS
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Hillivi Bo e rb o o m s – t h e  Ne t h e rla n d s

• P ro c e s s  g a m e  fo r u rb a n  
d e ve lo p m e n t  w it h  w e e k ly 
u p d a t e s  o n lin e  a n d  vis u a lis e d  in  
re a l t im e  a u g m e n t e d  re a lit y. 

• P e o p le  c a n  g ive  fe e d b a c k  o n  
d e s ig n s  a n d  p ro p o s e  t h e re  o w n  
s o lu t io n s . 

• Da t a  o n  t h e  d e ve lo p m e n t  p ro c e s s  
g e t s  a n a lys e d  w it h  a rt ific ia l 
in t e llig e n c e  t o  fin d  re la t io n s  a n d  
in t e rc o n n e c t ivit ie s  t o  d e ve lo p  a n d  

Your Back  Yard



Analogue games are 
currently much better to 

understand emotions.
Current AI is 

can analyse and 
categorise but 

not understand. But, AI is improving fast 
and wen we understand 

the brain, we understand 
emotions. 

With risks of privacy, 
social exclusion, 

biased AI and less 
public power.  

Digital space will 
change cities as we 

know it. 

Key prepositions

But also opportunities for 
inclusion, decentralization of 

power, placemaking and data 
driven urban development.  



Q&A
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Sou rces



dPresentation content: Nick van Apeldoorn (BUas, Breda 
University of Applied Sciences, NL)
graphics used in this presentation (slide 7,11,21,22) © N. van 
Apeldoorn (BUas, Breda University of Applied Sciences, NL), 
2019. Layout slide 3,19,25 From Exec.

Video 26 used in this presentation are copyright free from: 
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All logo’s used in this presentation are from European 
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Questions/remarks: apeldoorn.n@buas.nl
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