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Whereas large-scale institutions like 
the state failed to see society at large 
as the generator of solutions, it is 
becoming increasingly evident that 
societal energy is a force for good to 
be mobilised in a wide range of ways.

◊ Joost Beunderman
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Technological developments, a diverse  
and competitive market, globalisation, 
‘flexibilisation’ and privatisation, have  
complicated the relationship between  
design for work, citizens and the city.

◊ Liesbeth Huybrechts

The role of design has typically been to solve technical 
problems, while political discussions are expected to  
take place far away from design in the media sphere.

◊ Christian Nold

Let’s go from being 
consumers to being 
pioneers and create liveable 
cities that are constantly 
driven by new ideas that 
come from within.

◊ Kristien Ring

In economic terms, infrastruc-
ture has now become a purely 
private good – it is no longer a 
public good.

◊ Dietmar Offenhuber

The prolonged real estate 
crisis where Amsterdam was 
bypassed by global capital and 
the traditional actors remained 
passive or absent, has given rise to 
a unique new way of city making.

◊ Matthijs Bouw

Our collective ability to 
plan and build great 
places is still dominated 
by ‘Big Planning’ and ‘Big 
Government’ approaches.

◊ Tony Garcia
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Design & The City explores citizen-centered design approaches for the smart city. The central theme  
is the role of design(ers) to create opportunities and practices for citizens, (social) entrepreneurs and 
policy makers towards more liveable, sustainable and sociable urban futures.
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The Design & The City workshops are 
hands-on sessions around the many 
facets of citizen-centered design for 
the smart city. We invite designers, 
students, scholars, public administrators, 
artists, activists and all smart citizens to 
join us in sharing insights, collaborate 
on research practices, experiment with 
research methods and work together 
towards new civic platforms.

Design & The City is a four-day event that brings together international 
experts, researchers, designers, educators and policy makers to explore 
citizen-centered design approaches for the smart city. During workshops, 
a conference and design charrettes, Design & The City will address the role 
of designers as initiators, innovators, campaigners, connectors, organizers, 
critics and imagineers of (alternative) urban futures. In addition, we will 
discuss concrete design strategies that can contribute to more liveable, 
sustainable and sociable urban communities.

 Also contributing  
 to the conference: 

MODERATOR 

Tracy Metz
CLOSING SPEAKER 

Dan Hill

SPEAKERS

Ben Schouten

Saskia Beer

Willem van 
Winden 

Dorien 
Zandbergen 

Frank 
Suurenbroek 

Thijs Turèl

Lab of Labs
The Lab of Labs consists of hands-on 
design charrettes that explore a variety of 
approaches for living labs and design research 
practices, with high-profile international 
practitioners concretely demonstrating their 
own methodologies. Each lab will conduct 
a two-day charrette, open to the active 
participation of Design & The City attendees.

Conference
Leading international experts will discuss the 
implications of the rise of social media, big data 
and other new media technologies for the practice 
of urban design during the Design & The City 
conference. The conference addresses these 
issues through three subthemes.

Workshops

DESIGN & CITY-MAKING
Over the past few years, new models for city-making have emerged. 
For example, we see ‘tactical’ interventions that gradually test and 
develop ideas for urban improvement, building groups that have 
pulled resources together to develop parts of the city collaboratively, 
and ‘hackable cities’ in which various stakeholders work together 
towards the realization of collective goals. What do these 
developments mean for the ways we shape our cities?

DESIGN & SOCIO-ECONOMICAL CHANGE
From the smart city and the civic economy to the rise of social  
design: in our contemporary cities, experiments with new modes  
for social and economic organization abound. How can we ensure  
a citizen-centered perspective in these developments? And what  
role can designers play in this process?

DESIGN & SMART CITIZENS
The rise of the smart city has led to an enormous increase in the 
amount of data on urban life. But who collects this data and to  
what ends? To what extent are citizens aware of this and can they 
understand how this data is used? In turn, can citizens also gather 
their own data or use existing datasets to better understand their 
surroundings and hold those in charge accountable?

Read more about the workshops, parallel events and 
ticket and registration information on Page 20 and 21

Centre for Design Informatics
We will explore design approaches for alternative ways of 
representing, communicating or conceptualizing economic  
values in everyday transactions. Meet the Lab on Page 06

Fields of View
We will design for events and activities – such as urban games, geo-
localized storytelling – to promote dialogue and sociality, fostering 
an inclusive and participatory culture. Meet the Lab on Page 10

Ideal Lab
We will explore design concepts for interventions in public spaces 
to collect, tease out and curate the many cultural, social and 
historical strands of local identities. Meet the Lab on Page 14

Kitchen Budapest
We will produce design ideas for hyperlocal civic platforms  
that can interact with pervasive digital technologies in the  
smart cities of today and tomorrow. Meet the Lab on Page 18

Waag Society
We will produce critical and speculative design concepts  
for ‘inclusive interactions’ in future smart cities, empowering  
all citizens to experience public spaces on their own terms, 
regardless of age, health conditions, and cognitive or physical 
abilities. Meet the Lab on Page 22

Joost Beunderman
Read ‘Investing in a Flourishing 21st  
Century Urban Commons’ on Page 05

Liesbeth Huybrechts
Read ‘Democratic dialogues that make  
smart cities ‘work’’ on Page 08

Christian Nold
Read ‘How designers can reshape  
public controversies’ on Page 09

Kristien Ring
Read ‘Self Made City: Strategies for  
Future Urban Living’ on Page 12

Dietmar  Offenhuber
Read ‘The Transactionalization of  
Infrastructure as a Case for Accountability-  
Oriented Design’ on Page 13

Matthijs Bouw
Read ‘Economic Resilience at  
Buiksloterham’ on Page 16

TonyGarcia
Read ‘Tactical Urbanism: Planning  
for People’ on Page 17
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Tickets, programme 
updates, event reports and 
background information:
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Ostrom’s warning that our collective obsession with 
favouring the market or the state, which ruled much of 
the 20th century, neglects to consider the real achieve-
ments of citizen-driven collectives or the ‘commons’. 
These efforts have often been remarkably effective at 
resolving social problems, environmental issues and 
shaping places.

The new citizen initiatives can be cooperatives, not-
for-profit companies, informal volunteer initiatives 
or sometimes quite commercial and mission-driven. 
Many of these ventures model themselves on the 
now-fashionable idea of being a real ‘start-up’ and are 
considering their next step in becoming or staying 
independent and financially resilient. In the context of 
decreasing levels of Government grant finance, as well 
as public sector cutbacks in service contracts to social 
or civic ventures, it is interesting to see a remarkable 
growth in the number and reach of a new generation 
of investors.

We are now witnessing how in the boardrooms of 
philanthropic organisations, mission-driven investors, 
government-backed investors and even mainstream 
private investors, there is an increasing willingness to 
support social and civic entrepreneurship through 
investments rather than grants or subsidies. A report 
published in 2014 by the Social Impact Investment 
Taskforce, established by the UK’s presidency of the 
G8, describes the global market for investment in ‘im-
pact driven organisations’ as one that is rapidly moving 
from a conversation about hundreds of millions to a 
figure in the billions or trillions. (Impact driven organi-
sations are defined in the report as “organisations that 
hold a long-term social mission, set social outcome 
objectives and measure their achievement, whether 
they be social sector organisations or impact-driven 
businesses.”)

Financial models for organically grown initiatives
Impact investors tend to expect either a ‘blended re-
turn on investment’ (with a mix of financial return and 
measurable impact), or a return on investment fully 
dependent on the social outcomes. The logic for the 
latter is increasingly compelling. Projects that prevent 
or resolve not just the human but also the financial 

cost of various social 
issues from spiralling 
out of control enable 
us to avoid large socie-
tal costs. For instance, 
organically grown 
initiatives like Austra-
lia’s Men’s Sheds are 
places where retired 
men, who often suffer 
from loneliness and 
a sense of being su-
perfluous, can come 
together, use their DIY 
skills, tinker, make and 
repair things and feel 
reconnected to their 
community. By now, 
Men’s Sheds have 
been thoroughly eval-
uated and are shown 
to have a real impact 
on older men’s lives. 
This also significantly 

diminishes the costs of mental health problems and 
care. This type of beneficial outcome is the ultimate 
basis for impact investment, irrespective of whether 
it be a semi-commercial social enterprise, charity or 
other forms of local civic organisation.

What we are struggling with is the development of in-
vestment models for such initiatives in ways that truly 
suit this increasingly diverse sector. The worlds of local 
civic entrepreneurship and financiers, even the ones 
driven by social impact, rarely meet. In particular, it is 
not yet evident how potential new sources of invest-
ment can benefit the often small-scale, complex and 

It is becoming 
increasingly 
evident that 
societal 
energy is 
a force for 
good to be 
mobilised in a 
wide range of 
ways.

Can smart city technologies be employed to empower 
citizens? How does the rise of new media technologies 
change the roles of designers? And what does this 
mean for the research and teaching programs of 
universities that educate future generations of 
professionals? A few months prior to the Design & 
The City conference, general programme coordinator 
Martijn de Waal and Huib de Jong, the rector of 
conference host Amsterdam University of Applied 
Sciences (AUAS), meet to discuss the main themes  
of the event.

 MdW:  In the first half of 2016, the Netherlands will hold the Presidency 
of the European Union. During the Presidency, the EU Urban Agenda 
will be defined. Part of that agenda is the role of so called smart 
technologies. In the past I’ve been involved in several think tanks on 
the topic of smart cities. I find that these discussions often concern 
the economic positioning of the city or the management of urban 
infrastructures but often lack a citizen-centered design approach.

 HdJ:  That is why I am really pleased with the theme of citizen 
empowerment for the Design & The City event. I find it a hopeful idea 
that citizens can be empowered to take part in the design of their 
own surroundings. Since the 1980s, cities have become increasingly 
important. Structures based on the nation state seem to be fading 
and something bigger and something smaller is taking its place: the 
European Union and the city. This is a really fascinating development. 
The result is that cities themselves now have an enormous potential 
to grow, innovate and build a strong network with partner cities. But 
citizens need to be part of that equation. 

 MdW:  That is already happening in many places. Kristien Ring, one of 
our keynotes, shows that in Berlin citizens have started to organize 
themselves in ‘Baugruppe’, building groups, that collectively have set 
financial, urban, social and societal objectives and then started to 
collectively develop apartment buildings. And not only in small scale 
projects! The Spreefeld-project that was developed in this manner 
counts more than 400 living units. Closer to home, as Matthijs Bouw 
shows, something similar is happening in Buiksloterham where 
self-builders and building groups have started to collaboratively 
develop this former brownfield location in Amsterdam Noord. Social 
media often play an important role in these projects as platforms to 
mobilize and organize citizens. At the same time, you often see that 
it is professional architects or designers who take the lead in these 
processes. 

 HdJ:  Indeed, what you often see nowadays is citizens organizing 
themselves around issues they deem important. Also because the 
traditional structures to solve problems do not always deliver. Citizens 
have become more assertive and at the same times governments 

have started to ask more from their citizens. But not everyone has the 
capacity or simply the time or interest to continuously participate in 
all these projects. Professionals have started to adapt to this, taking 
on new roles. For instance in health care, we see that someone we call 
the ‘neighbourhood nurse’ has started to gain a more autonomous 
position. These people build networks and organise health care 
structures, which are fluid and tailored for the specific needs of citizens 
in a neighbourhood. Put in a broader perspective, we see that in many 
domains professionals have started to mobilize publics around societal 
issues or simply around opportunities to change or build something. 
We see them inventing new business models or organizational 
structures and help with navigating the legal procedures involved. New 
relations have started to emerge between professionals and citizens, as 
they find ways to include broader audiences in the design process.

 MdW:  That’s something that design researcher Liesbeth Huybrechts 
is bringing up in her contribution as well. As our society becomes 
increasingly complex, designers are taking up new roles. For instance, 
if we look at the domain of work, perhaps thirty years ago, most people 
would be employed by a large company or an institution. Everyday 
they would travel from their homes to the same places, be it an office 
or a factory. But nowadays, working arrangements are so much more 
complicated, with offices, ‘flex-desks’, networks of independent 
freelancers, professional Skype calls at home, e-mail on the run, or 
employees who have become contractors working through digital 
media platforms. Designers who want to improve working conditions 
cannot simply step into an office or factory or call a workers union. They 
need to take this whole process into account. Sometimes they even 
have to become activists to raise awareness about particular issues, 
or help people to connect around such an issue. The work of Christian 
Nold is also a great example. He experimented with the design of 
various data-collecting devices that helped spark the discussions about 
noise pollution around Heathrow Airport. 

 HdJ:  This means that also education and research have to adapt. 
For education, this isn’t the first time in history that we are facing 
developments like these. During the industrial revolution, philosopher 
and psychologist John Dewey experimented with new forms of 
education. His idea was to bring social issues inside the walls of the 
university, by making the schools in the city part of the university. 
The rise of digital media and technology has reinvigorated some of 
his ideas. As a research and educational institution, we are reaching 
beyond our walls by organizing cooperation between students, 
teachers, companies and researchers to help solve local societal 
issues and enabling citizens to shape their own neighbourhoods. The 
Knowledge Mile and BOOT – a neighbourhood shop for education, 
research and talent development – are great examples of this. At the 
same time we are creating meeting spaces inside the AUAS, such as 
a debate centre. And we have set up a great number of labs in which 
researchers and industry and institutional partners explore these 
developments together. Of course this is something we hope that 
Design & The City will also accomplish: connecting people from a broad 
variety of backgrounds to discuss all kinds of societal themes and 
collaboratively find ways to improve them.

ORGANIZER

Amsterdam University  
of Applied Sciences

With 43,000 students divided over 
seven faculties, the Amsterdam 
University of Applied Sciences 
(AUAS) is one of the larger insti-
tutes for higher education and 
research in the Netherlands. Both 
education and applied research 
are closely linked to its surround-
ings: the city of Amsterdam and 
its citizens, municipality, orga-
nizations and companies. The 
connection between these parties 
is made through various priority 
areas such as Creative Industries, 
Urban Vitality, Urban Technology, 
Urban Education and Urban Man-
agement. 

One important underlying theme 
in the AUAS’ research activities – 
and therefore also for this confer-
ence – is Citizen Empowerment: 
Can social media, big data and 
other digital technologies contrib-
ute to more sustainable, liveable 
and sociable urban communities? 

For more information on research 
at the AUAS, please visit: amster-
damuas.com/research

LOCATION

Knowledge Mile

The location of Design & The City 
is the Knowledge Mile: an area in 
the heart of Amsterdam which 
runs from the Amstelplein to the 
Nieuwmarkt. A coalition of univer-
sities of applied sciences, citizens, 
the municipality of Amsterdam, 
organizations and companies has 
formed an applied research eco-
system to develop, test and display 
smart solutions for metropolitan 
challenges in the area.

The Knowledge Mile is an initia-
tive of the Amsterdam Creative 
Industries Network. Founded by 
the Amsterdam University of Ap-
plied Sciences, Inholland Univer-
sity of Applied Sciences and the 
Amsterdam University of the Arts, 
the network’s aim is to connect 
various parties on the intersection 
of digital technology and creative 
industries. 

AUAS and the Dutch  
EU Presidency

In the first six month of 2016, the 
Netherlands holds the presidency 
of the Council of the European 
Union. One of the themes that will 
be addressed in this period is the 
future of the city, amongst others 
through the development of an EU 
Urban Agenda. The AUAS wants to 
contribute to this debate through 
a number of events. Besides De-
sign & The City, the AUAS is also 
one of the main contributors to 
the FabCity Campus. More infor-
mation is available in the Parallel 
Events section of this newspaper. 
On 23 and 24 May 2016 the AUAS 
is also a co-organizer of the Open 
Innovation 2.0 Conference.
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Foreword
Investing in a 
Flourishing 21st 
Century Urban 
Commons
JOOST BEUNDERMAN is director of the London-based design 

and strategy practice 00, which he joined in late 2008, and leads 

a wide range of research and strategy projects. His focus has been 

on civic entrepreneurship, social investment and systems change 

within the city. Joost was the main author of the ‘Compendium for 

the Civic Economy’, an overview of local innovations in economic 

regeneration.

The question of how to develop grassroots 
urban initiatives into flourishing business-
es is a multifaceted one. Joost Beunder-
man takes us on a journey from Todmor-
den to Birmingham and talks us through 
the benefits and dilemmas of civic entre-
preneurship on the way.

When asked to explain what I mean by the 
civic economy, Incredible Edible Tod-
morden is still one my favourite stories 
to tell. Who could have predicted that 

what started around 2005 as two women anarchically 
digging up public spaces to plant fruit trees and veg-
etables, would 10 years later become a real engine for 
self-confidence and economic growth in this previous-
ly depressed Northern English mill town? The network 
of participants is in the 1000s; the local police, railway 
station, health center and schools enthusiastically 
take part. The town has seen ‘food tourism’ on the rise 
along with many new start-ups. There are fewer vacant 
shops and an increasing number of young people 
choose to stay rather than seek their luck elsewhere. 
Not bad for a leftfield food growing initiative – and 
something that ‘formal’ public sector planning or mar-
ket-driven economic development would have found 
very hard to achieve. 

There are now Incredible Edibles springing up all 
across Europe and beyond, but more crucially, it is 
becoming increasingly clear how initiatives like this 
can have a deep systemic impact on a place, address-
ing not just one issue but generating fertile ground for 
a wide range of gradual shifts. However, at the same 
time Incredible Edible Todmorden is also struggling 
to measure and explain this impact, something which 
many funders for potential future ideas demand. Is the 
initiative reaching the limits of what it can achieve? At 
a time when providing viable and genuinely support-
ive investment mechanisms for civic entrepreneurship 
is a challenge of growing importance, how can we 
learn the lessons from a place like Todmorden and 
think of what they could mean elsewhere?

The benefits of civic entrepreneurship
We are seeing an increasing number of civic initiatives 
like Incredible Edible; from local renewable energy 
coops to a civic enterprise that unlocks the knitting 
skills of older people by connecting them to young 
fashion designers. 

Our understanding of the benefits of civic entrepre-
neurship to cities is also growing. Whereas large-scale 
institutions like the state failed to see society at large 
as the generator of solutions, it is becoming increas-
ingly evident that societal energy is a force for good 
to be mobilised in a wide range of ways. This gives 
new, practical meaning to Nobel Prize winner Elinor 

DESIGN & THE CITY
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The Centre for 
Design Informatics is 
situated across the 
schools of Design and 
Informatics at the 
University of Edinburgh. 
Established in 2012 
and interdisciplinary 
in intent, the centre is 
focused on investigating 
the opportunities of 
designing with data as 
an academic, pedagogic 
and entrepreneurial 
concern. The Centre is 
home to a combination 
of researchers working 
across the fields of 
interaction design, 
temporal design, 
anthropology, software 
engineering and 
cryptocurrencies.

CENTRE 
FOR DESIGN 
INFORMATICS

A portfolio of research grants across the disciplines 
of design and computer science demonstrates that 
our technical depth is complemented by the skills 
in engaging industry and communities to explore 
socio-material and immaterial dimensions of the 
digital economy.

Recently funded projects include the After Money 
Project with the Royal Bank of Scotland and the 
New Economics Foundation; Connected High Street 
project with NCR, Universities of Dundee, Northum-
bria and the UK IoT Hub.

Lab methodology
Design Informatics develops innovative products 
and services supporting interactions between hu-
mans and data. We distinguish three kinds of value 
associated with data: (i) raw measurements (values 
of variables); (ii) social and commercial (utility and 
money); and (iii) moral and ethical (privacy, reci-
procity, respect, fairness). For ‘value chains’ or ‘value 
constellations’, all three kinds of value are relevant.

Considering that human-data interaction is the key 
challenge for designers, we use the ablative frame-
work of design informatics, to distinguish design by, 
with and from data:

◊  Design from data: when systems are designed by 
people, where they are inspired by measurable 
features of humans, computers, things and their 
contexts.

◊  Design with data: when systems are designed by 
people, where they take into account the flows of 
data through systems, and the need to make data 
manifest, reduce its obfuscation and improve trust.

◊  Design by data: when systems are designed by 
other systems, largely autonomously, where new 
products and services can be synthesised via the 
data-intensive analysis of existing combinations of 
humans, computers, things and contexts.

BEST PRACTICE PROJECT

Thing 
Tank
In collaboration with Elisa Giac-
cardi, TU Delft and Neil Rubens, 
University of Electro-Commu-
nications, Tokyo, the Thing-
Tank project reflects a highly 
speculative dimension to what 
Designing by data might be like. 
Given the scale of data that is 
associated with the Internet of 
Things, the project posited the 
question: how can things use 
data to design their own things?

The ThingTank project iden-
tifies that ‘things’ may soon 
know more about our lives than 
we do and may also be able 
to make suggestions about 
what is missing. The purpose 
of this project is to explore the 
potential for identifying novel 
patterns of use within the data 
that is streamed through the 
interaction between people and 
things, and things and things. 
Through a better understand-
ing of what data can tell us 
about how we use objects, new 
models of use will emerge and 
reinvigorate the role of things 
and people within design and 
manufacturing.

Funded through the MIT-
Skoltech initiative as a part of 
Skoltech.

PROJECT WEBSITE 

THINGTANK.ORG
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emergent value creation models of local civic entre-
preneurs, as opposed to more business-like, scalable 
social enterprises. In a funding-scarce world, imposing 
the need to generate revenue on fledgling initiatives, 
or indeed on newly acquired civic buildings, could very 
well choke the energy and motivation of the people 
involved, or stymie their potential reach and impact. 
Not every citizen-driven project can or needs to see it-
self as a ‘start-up’ or a revenue-driven social enterprise 
looking for rapid growth to achieve impact. Equally, 

we are still struggling 
to define exactly how 
these smaller civic 
initiatives could show 
their cumulative 
impact on people and 
places. Because of the 
difficulties in proving 
such causal links, let 
alone collective and 
systematic impact, we 
have trouble investing 
in projects and initia-
tives at the very micro 
level where frequently 
it matters the most.

We end up with rela-
tively limited concepts 
like Social Impact 
Bonds, a notion that 
now has increasing 
traction. With a ‘SIB’ 

the upfront cost of social interventions, such as a proj-
ect to reduce recidivism in prisons, is borne by private 
investors instead of a cash-strapped governments. The 
private investors equally carry the risk of the interven-
tion not succeeding. Investors gain a return depending 
on whether the intervention succeeds in achieving 
social outcomes. This will save the public the cost of 
fixing the problem down the line.

While this approach is smart and useful, we need to be 
clear about its limitations. One of them is the fact that 
for the SIB to work, there needs to be a clear causal 
trail between interventions, outputs, outcomes and 
‘cashable savings.’ SIB is very useful for funding highly 
structured and often large-scale ‘corporate’ social en-
terprise projects but less compatible with many local 
citizen-led activities, which tend to be quite open-end-
ed in the type of outcomes they create. Moreover these 
outcomes are often multifaceted, such as in the case of 
Todmorden, rather than highly singular and targeted 
as is required by Social Impact Bonds. If we truly want 
a civic economy led by the many, SIBs, useful though 
they are, will often not be the answer. 

From singular to systemic outcomes
Another key trend to recognise is that we now have 
an increasing understanding of the systemic nature 
of problems. Complexity theory, famously represent-
ed by the relationship between a butterfly flapping 
its wings and the hurricane it causes elsewhere in 
the world, is more commonly accepted now when 
it comes to social issues than it was during the 
20th century. A great example is the 2011 presenta-
tion where Joe Hsueh of the Academy for Systemic 
Change shows how the health of fish stocks can be 
shown to be interrelated with gang violence. Gang 
violence is an aspect of social breakdown, which has a 
deep impact on social capital (mutual trust), and thus 
reduces the ability of a community to enforce collec-
tive governance arrangements around fisheries. In a 
high-trust community, people will be expected to play 
by the rules, limiting their coastal catch to the benefit 
of all. But in a free-for-all environment, the common 
fish stocks will more easily fall prey to people seeking 
short-term personal gain or asserting their power 
through violence.

It follows that meaningful progress on intractable 
and wicked social issues in the 21st century requires 
us to acknowledge that change can no longer be 
the responsibility or the capability of a single actor, 
organisation, institution, domain or start-up. Acting 
effectively in this context requires multi-actor coali-
tions – whether at the neighbourhood scale or beyond. 
The age of the large state, the heroic leader or char-
ismatic start-up founder led to a convenient set of 
truths about development, investment, accountability 
and governance. However, what we really need is an 
understanding of the value of open-ended initiatives 
like Incredible Edible, coupled to broad coalitions of 
start-ups, government, innovative city mayors corpo-
rates, community organisations, NGOs and financiers 
working together.

Importantly, this means that the emerging world 
of impact investment must avoid being hung up on 
the ‘silver-bullet’ approach which often, whether 
deliberately or by default, characterises individual 
mission-driven start-ups or charities. We must reimag-
ine investment. Rather than being oriented around 
individual start-ups and their clearly defined products 
and services, investors should focus on supporting 
system outcomes. In sum, we must invest in systems 
change.

At the moment I am involved in developing an accel-
erator programme that recognises this approach. An 
example of our work is the #radicalchildcare propo-
sition, which is being developed by a team in Impact 
Hub Birmingham. It responds to the increasingly obvi-
ous issue that the existing ways of delivering childcare, 
through an uncomfortable state-market arrangement, 
do not meet the needs and aspirations of families 
across the UK – particularly in a city like Birmingham 
with Europe’s youngest population and amongst the 
highest child poverty figures in Britain. 

Our proposition is not just to recruit a cohort of 15 
start-ups that could become individually investable 
because of their revenue and/or social impact. Instead, 
we recognize that to reimagine the way we resolve the 
‘children versus work’ conundrum probably requires 
addressing cultural aspirations, employer attitudes, 
policy regulations, tech solutions, business models 
and ownership structures – to name but a few issues. 
Hence we see this as less a start-up accelerator than 
the beginning of a coalition of change-makers at the 
level of the urban region, generated by open research, 
storytelling, the building of a shared language and a 
common understanding of issues, the collaborative 
identification of particular pressure and leverage 
points in the system and finally the support for a series 
of collaborating ventures. Whether these ventures are 
citizen campaigns or parent-led cooperatives, corpo-
rate social innovations or data gathering approaches, 
they are all held together by a commonly shared 
theory of change. This will take a long time – and a sig-
nificant amount of ‘patient’ investment – but to mend 
a broken system and create genuine impact, isolated 
citizen initiatives or individual silver-bullet start-ups 
won’t do.

This article is based on a number of pieces written 
with colleagues, an article written with Jurgen Van der 
Heijden (‘Investment dilemmas – financing a flourish-
ing commons’ - Planning Theory & Practice 2015); an 
unpublished paper written with Indy Johar for UNDP, 
‘The challenge of massive change’ and more generally, 
our work with the Impact Hub Birmingham team and 
Dark Matter Laboratories, the 00 research lab focussed 
on systems change.

Democratic 
dialogues that 
make smart 
cities ‘work’
LIESBETH HUYBRECHTS (1979, Leuven, Belgium) is a Postdoc  - 

toral researcher in the area of participatory design and spatial 

transformation processes for the research group Arck, University  

of Hasselt. She is involved in the Living Lab De Andere Markt, a 

space for reflection and action on the future of (space for) work.

KATRIEN DREESSEN (1980, Genk, Belgium) is a researcher at the 

research group Social Spaces (LUCA School of Arts), focussing 

on participatory design. She is part of De Andere Markt and is 

conducting PhD research on how to set up, nurture and stimulate 

infrastructuring processes linked to FabLab Genk. 

PABLO CALDERÓN SALAZAR (1985, Bogotá, Colombia) is a 

designer and researcher living in Brussels. He is conducting a  

PhD with LUCA School of Arts in Genk (BE), in the context of the 

project TRADERS, where he is researching ‘design interventions’ 

and how these contribute to long-term participatory processes 

within the city.

De Andere Markt in Genk, Belgium exem-
plifies how designers in Genk research 
alternative futures for work through dem-
ocratic dialogues with everyone involved. 
Together with Katrien Dreessen and Pablo 
Calderón Salazar of Social Spaces (LUCA 
School of Arts), Liesbeth Huybrechts (ArcK 
- UHasselt) writes about the participatory 
design approach and the various roles of 
the designers in the project.

The concept of ‘smart cities’ is gaining impor-
tance within different communities concerned 
with city-making and design (policy-makers, 
planners, IT-companies, etc.). Different defini-

tions of ‘smart cities’ exist, although two perspectives 
prevail. One focuses on the production of services, 
technology and tools to optimise urban life. The other 
envisions alternative futures for urban development 
and the knowledge economy, cooperating with or 
organised by citizens [1; 2]. ‘De Andere Markt’ (DAM - 
Dutch for ‘The Other Market’), a collaboration between 
research groups in Design (LUCA School of Arts), Ar-
chitecture (UHasselt) and the city of Genk, is situated 
at the intersection of both. It exemplifies how design-
ers in Genk (BE) research alternative futures for work 
through democratic dialogues with citizens, public 
and private organisations by creating new scenarios, 
spaces and tools. The changing context of Genk after 

the closure of the coal 
mines in the 80s and 
Ford in 2014, provides 
a backdrop for the ori-
gins of DAM as a space 
where new issues and 
designs evolve from 
bottom-up, long-term 
participation between 
diverse communities 
[3]. 

Design approach
The approach of DAM 
is closely related to 
the Scandinavian tra-
dition of Participatory 
Design (PD), which 

initially focused on designing for democratic participa-
tion of workers in the development of the workplace 
[4]. Later as work became more intensely intertwined 
with communities, PD started to emphasize settings 
that include but also go beyond the formal organisa-
tional structures common to traditional workplace 
studies [5]. Technological developments, a diverse 
and competitive market, globalisation, ‘flexibilisation’ 
and privatisation, have complicated the relationship 
between design for work, citizens and the city [6]. 
Whereas in the 70s most people were employed by 
large companies and institutions, working in mono-
functional locations such as offices or factories, nowa-
days working arrangements have become much more 
flexible. Designers in the 70s therefore generally dealt 
with clearer organisational structures and problem 
statements, while designers today engage with more 
ill-defined problem settings, organisational contexts 
and design processes that are more dispersed over 
time and space.

Design roles and democratic dialogues
This complex context demands the collective artic-
ulation of designers and citizens’ diverse and often 
contradictory requirements in the form of dialogues 
[7]. In work-oriented PD, democratic dialogue was 
foregrounded in order to design alternative futures 
together with workers. An equal level of control defines 
democratic dialogue: everyone who is influenced by 
the design process can share control and direct the 
conversation with the designer [8]. These dialogues 
can be verbal but designers often materialise them 
via artefacts as subjects of conversation (scenarios), 
tools for conversation (posters, videos) or enablers of 
experience (interventions, prototypes) [9; 10]. The dia-
logues designers engage in today are diverse and are 
associated with different designer roles: e.g. facilitator 
or ‘match-maker’) [11] ; instigator of ‘publics’1 [9; 12] ; 
co-designer [13] and design activist [14]. The research 
team at DAM makes the dialogues explicit, which 
support these roles in democratically designing Genk’s 

1 Publics refers to the work of Dewey [16], stating that many 
publics develop; each configurations of people that share a 
common issue of significance.

future of work, by using two core venues: a shop front 
and a cargo bike. The shop front in one of the main 
streets of Winterslag (Genk) is used as a means to 
make DAM visible and accessible at all times. The cargo 
bike is used to actively enter the different neighbour-
hoods of the city with DAM interventions. The follow-
ing roles for designers and corresponding dialogues 
on alternative futures for work, were identified after 
analysing the research activities of De Andere Markt: 

◊  The designer as an instigator of publics engages in 
open dialogue about diverse issues and agendas on 
work in the city. The DAM team intervenes in pub-
lic space by using a cargo bike mounted with a DIY 
printing press, asking passers-by to visualise their 
skills in a poster and envision their importance in the 
future of work. Participants are encouraged to hang 
this poster in their work or living spaces, creating 
visual cues of the skills in Genk. The dialogues are 
designed to be as open as possible, acting as ‘proto-
types’ of relationships between diverse stakeholders 
changing over time. These open dialogues provoke 
uncertainties and renegotiations between citizens, 
who have to adapt to more transparent and less goal 
oriented ways of working, and designers who often 
work behind closed doors [15]. For instance, at the 
start of DAM, policy-makers were regularly asking 
about the concrete outcomes of the interventions 
while DAM deliberately left their goals very open. It 
was only after a few weeks when these interventions 
resulted in small pilot projects that policy-makers 
started to feel more confident about their value.

◊  In order to tackle the potentially volatile nature 
of open dialogue, the DAM team adopts the ac-
tivist-role to engage in more tactical dialogues, 
addressing the status quo on work. Historical data 
on work in Genk, the dialogues generated during the 
interventions and the analysis of these dialogues are 
documented and published in the shop front, on the 
streets and online to change the existing discourse 
on work; thus changing the status quo. For instance, 
many informal urban farming initiatives that were 
discovered during the interventions were publicly 
documented because they are inspiring to build 
upon when designing the future of work in Genk. 
This public documentation, and the debate it gener-
ates, leads to renegotiations between policy-makers 
and farmers on the contested role of these farms in 
the city.

◊  The designer as facilitator or match-maker engages 
in dialogues of trust characterised by their iterative 
and durational nature. Via iterative interventions, 
new publics are generated and existing engage-
ments are strengthened. The shop front builds a 
durational dialogue between the actors by function-
ing as a meeting-place, an incubator for initiatives to 
grow and a physical connection with other initiatives 
on urban development in Genk. Local youth embrace 
our venue as an experimental space e.g. for making 
music or handicraft. 

◊  The co-designer engages in strategic dialogues 
connecting the open and tactical dialogues with 
private or policy actors. For example, the city of Genk 
is developing plans for an old coal track. DAM’s role 
is to document and connect smaller work initiatives 
(e.g. the informal farms) together with this track 
and to connect existing policy or business initiatives 
within the city in order to design sustainable future 
workspaces. 

Reflection
Design roles manifest themselves in relation to differ-
ent moments and politics of a PD process. Therefore 
they need to be understood by taking into account 
the evolution in the design process and how actors in 
this process complement and conflict with each other. 
This became clear with the occasionally conflicting 
expectations between designers, citizens and policy 
makers. DAM initiated many open-ended and tacti-
cal dialogues where the design artefacts (e.g. public 
documentation of small farming initiatives) played an 
intermediary role. Sometimes this conflicted with ex-
pectations to present design artefacts immediately as 
results (e.g. concrete design proposals for self-sustain-
able city farms) in strategic dialogues with policy-mak-
ers. However durational and iterative dialogues of trust 
allow us to clarify the complementarity between the 
diverse dialogues for all parties involved. 

This typology of dialogues also opens up the different 
roles for discussion. For example, the design activist 
role regularly overlaps with the co-designer role [14], 
when the public documentation on informal work ac-

tivities in Genk is actively used in workshops challeng-
ing the status quo perceptions on the future of work in 
the city. Engaging with the above-mentioned dialogues 
and roles thus allows us to transcend often-mentioned 
stereotypes and dichotomies, i.e. ‘top-down’ [17; 18] 
versus ‘democratic’ or ‘activist’ versus ‘co-designer’, in 
understanding and designing smart cities. 
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How designers 
can reshape 
public 
controversies 
CHRISTIAN NOLD is an artist, designer and academic who builds 

participatory technologies for collective representation. In the 

last decade he has been creating large-scale public projects such 

as the widely acclaimed Bio Mapping and Emotion Mapping 

projects, which have been staged with thousands of participants 

across sixteen different countries. 

Using a case study about the expansion of 
Heathrow airport, Christian Nold argues 
that designers should engage with public 
controversies. According to Nold design-
ers are uniquely equipped to make the 

underlying social and technical infrastruc-
tures of public controversies visible and 
redesign them. 

The expansion of Heathrow airport in recent 
years has been at the centre of a public contro-
versy. While proponents argue airport expan-
sion is needed to support growth, opponents 

argue that it will dramatically increase air and noise 
pollution. The expansion is of national importance and 
the media are reflecting the strength of public feelings 
about the issue. For politicians the decision on whether 
to expand is seen as a ‘toxic dilemma’ that will alienate 
large parts of the electorate. 

Public controversies – 
such as the Heathrow 
airport expansion – are 
scientific, societal or 
environmental trans-
formations that affect 
large numbers of peo-
ple and typically have 
a technical as well as 
ethical and political di-
mension. My argument 
is that these public 
controversies have 
hidden infrastructures 
that define the way 
debates can take place. 
These infrastructures 
are not just technical 
pipelines or cables but 
relational socio-tech-
nical networks that 
literally connect many 
different groups and 
interests together. 

As designers we are 
uniquely equipped to 
make these relation-

al infrastructures visible and redesign them to create 
more democratic ways of dealing with public contro-
versies. I call this approach micro/macro prototyping 
since it uses participatory prototyping to build new 
connections between the micro of individuals and ob-
jects and the macro of public concerns. 

This approach differs from the traditional perspective 
on design. The role of design has typically been to 
solve technical problems, while political discussions 
are expected to take place far away from design in the 
media sphere. The micro/macro prototyping approach 
identifies new sites and subjects for design, which allow 
the dynamics of problems to be reshaped. I will use the 
Heathrow airport case study to highlight new sites for 
design and a new role for designers. 

Heathrow
To explain the infrastructure of the controversy sur-
rounding the Heathrow airport expansion requires 
some technical explanation. For the last 50 years the 
governance of the airport has been focused on quan-
tifying the impact on local residents as ‘community 
annoyance’. The metric is based on interviews carried 
out during 1982, with a small number of residents, 
who were asked how bothered they were by noise: 
‘very much, moderately, a little, not at all’. The data was 
then correlated with local noise levels measured at 
the interview sites and used to identify a threshold of 
57 LAeq at which ‘serious community annoyance’ was 
said to occur. This threshold is still being used today to 
plot an annoyance contour emanating from the airport. 
Residents living within the contour area are said to be 
affected by the noise, while those living outside of it are 
not. The official reports use the contour and number 
of affected people as the basis for comparing different 
airport expansion options. 

Yet local residents in the surrounding area are extremely 
angry, since this metric excludes millions of other resi-
dents who also claim to be affected by the aircraft noise. 
This metric forms the key infrastructure that connects 
the airport, residents and politicians, and yet is based on 
an arcane, 30 year old metric that residents and deci-
sion makers don’t trust. Even acousticians argue that 
these metrics are largely arbitrary and simply a tech-
nically convenient way of simplifying the noise contro-
versy. A number of acousticians are suggesting a move 
away from social surveys that create little trust, towards 
computer systems that allow residents to register their 
real-time noise complaints in relation to specific flights. 

Local youth 
embrace our 
venue as an 
experimental 
space e.g. for 
making music 
or handicraft.

For the last 
50 years the 
governance 
of the airport 
has been 
focused on 
quantifying 
the impact 
on local 
residents as 
‘community 
annoyance’.

The worlds 
of local 
 civic entre-
preneurship 
and  financiers, 
even the ones 
driven by 
 social impact, 
rarely meet.
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At Fields of 
View, we design 
games and 
simulations to 
understand 
cities better. 
Our work lies at 
the intersection 
of technology, 
social sciences 
and art. We 
work with the 
government, 
academia, 
industry and 
civil society.

FIELDS 
OF VIEW

Some of our current projects include: Building a game for the UN for 
students of economics and sustainability studies to understand the In-
clusive Wealth Indicator (IWI), an indicator proposed as a complement 
to the GDP and HDI. Rubbish!, a game about waste management, Sim-
City building simulations to understand and plan for Indian cities and 
a game for the Institute of Plasma Research, a research organization of 
the Government of India.

The 2015 Global Go To Think Tank Index Report by the University of 
Pennsylvania that ranks public policy research organizations world-
wide has listed Fields of View in the ‘Best New Idea or Paradigm devel-
oped by a Think Tank’ category.

Lab methodology
Issues at the intersection of government, academia, industry and civil 
society are characterized by ‘Wicked Problems’. With wicked prob-
lems, generally the statement ‘what is the problem’ remains conten-
tious, with different assessments focusing on different aspects of the 
issue. Therefore it becomes critical to bring in all the stakeholders to 
have a common understanding of the overall nature of the problem.

We start with a problem formulation phase and a conceptual model-
ling of the system at hand which will include who the main stakehold-
ers are, their relationship with each other, the resources they possess, 
and what constraints they operate under. The conceptual model will 
become the basis for the game/simulation design.

The game/simulation forms an integrated intervention. The game/sim-
ulation is not a standalone intervention but is integrated and comple-
ments multiple interventions. This in turn becomes the model to scale 
the intervention. The outcomes and recommendations that result 
from the interventions can then be used to reframe the problem.

BEST PRACTICE PROJECT

Rubbish!
Bangalore faces a huge problem with its garbage 
disposal owing to its exponential urbanization. 
Fields of View developed a board game Rubbish! 
or ‘Kaasu-kasa’ on Bangalore’s waste manage-
ment system designed for producers of waste 
(both individual and bulk generators) in collabo-
ration with MediaLAB Amsterdam, IIIT- Bangalore, 
Cisco and in consultation with Hasirudala, a coop-
erative in Bangalore.

The issue of solid waste management is a wick-
ed problem with economic, environmental and 
cultural dimensions. We formulated the problem 
statement in consultation with different stake-
holders and identified strengthening the newly 
implemented decentralized system of waste 
management in Bangalore as our goal. We creat-
ed a conceptual model, which became the basis 
for the game. We conducted multiple play-test 
sessions with different stakeholders to refine the 
game design.

Players get a first-hand experience of the econom-
ics of dry waste, the importance of segregation 
at the source and the tug of war between envi-
ronment and economics. The game is now being 
scaled by adapting it to various cities in India.
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I argue that this socio-technical infrastructure is too im-
portant to leave as just a technical problem and needs 
to be created via a public process of collective design. 

Public Prototyping 
This analysis led me to setup a participatory process 
of building prototypes that explored and proposed 
different infrastructures for the noise controversy. The 
prototypes were developed in participatory workshops 
with residents and other stakeholder organisations 
and led to forming a local noise-monitoring group that 
has been collecting data for the last six months. 

The prototypes were created as functioning hardware 
and software devices, designed to let the participants 
experience alternative noise infrastructures and pro-
voke discussions about how noise should be handled. 
One prototype translated measured noise by using 
a scale of emotive words on an LCD screen, ‘audible, 
loud, very loud, extremely loud and painful’. This proto-
type triggered a heated discussion amongst the group 
about different ways of gathering evidence for the 
impact of noise. The consensus was to “take it all!” and 
try to combine a range of different technical and qual-
itative approaches. A different prototype was designed 
to be mounted on the exterior of resident’s houses 
with a display that would light up when a particular 
noise level was exceeded. The concept was designed 
to bring attention to noise in public space and address 
residents and passers-by. 

The participants were enthusiastic but suggested the 
prototype should be mounted on public buildings 
rather than their own homes, otherwise they would be 
singled out as troublemakers. This tendency iden-
tified the need for a more covert rather than public 
noise-monitoring network. A different prototype sent 
an SMS message to a mobile phone whenever a partic-
ular noise level was exceeded. I showed the group how 
they could change the target phone number to any 
number they liked by altering the source code of the 
device. The whole group started laughing as they real-
ised that they could insert the personal mobile num-
bers of politicians or airport authorities. This triggered 
a discussion about the aims of a noise-monitoring 
group. Should they be creating confrontational stunts 
directed at political representatives or something 
more publically acceptable? There was no agreement, 
which suggested that to support this group would re-
quire the development of a device that could support 
a multiplicity of ways of relating to the authorities. 

The final prototype took into account this workshop 
feedback and supported two different ways of repre-
senting and communicating the impact of noise. It 
measures noise using the officially accepted metric and 
uploads it to an online repository. At the same time it 
creates an online audio stream that allows people to 
listen to the sound in real-time. These devices are now 
installed in resident’s gardens near Heathrow and have 
allowed people to make targeted complaints about 
night-time flights that take place outside of their legal 
timeslots. The deployment of this device has enabled 
the creation of a new metric that can monitor long-
term changes in airport operations and identify wheth-
er the overall noise impact is increasing or decreasing. 
Finally the sound streaming function of the prototype 
has enabled a live sound installation at a public venue 
where thousands of visitors could listen and compare 
the sounds of the aircraft at multiple locations in 
real-time. The project is on going and continuing to 
provide evidence to residents and organisations that 
are contesting the expansion of the third runway. 

Conclusion
This case study has identified the annoyance metric as 
an infrastructure at the centre of the noise controversy 
and turned it into a site for participatory redesign. In 
this way, the controversy has become more than a po-
litical disagreement. By prototyping new ways of me-
diating between the airport, residents and politicians, 
the relational infrastructure has become visible, acces-
sible and participatory. The process of public redesign 
has allowed a community to take part in redefining the 
technical mechanisms that frame the political deci-
sion-making processes directly affecting them. 

My argument is that this approach is applicable to 
many other public controversies we face. Adopting 
such an approach would open up a wide variety of 
new situations as design problems and bring forth 
new possibilities for change. The vision outlined here 
creates a unique role for design that no other disci-
pline can fulfil, i.e. that of uncovering the socio-techni-
cal infrastructure of controversies and prototyping new 
platforms for collective change.

Self Made City: 
Strategies for 
Future Urban 
Living
KRISTIEN RING is an architect, curator and Assistant Professor at 

the University of South Florida for Architecture and Community 

Design. She is also principal of AA PROJECTS, a studio that is 

engaged in the production of interdisciplinary projects on future 

oriented themes in the realm of architecture and urban planning.

With an increasing number of people 
moving to urban centers worldwide, 
new solutions for growth are needed; 
strategies for densification that actu-
ally bring benefits to the surrounding 
neighborhood. Using the example of the 
SPREEFELD project in Berlin, Kristien Ring 
conveys the idea of the ‘Self Made City’.

In Berlin, over the last ten years, hundreds of proj-
ects have been developed by residents through 
an ownership-based form of co-housing called 
the ‘baugruppe’. Furthermore, new co-op asso-

ciations are increasingly building rental, communi-
ty-determined and socially oriented urban projects 
throughout Europe. These projects are helping to rede-
fine participative processes and offer alternatives for 
development that greatly cut costs but introduce high 
building quality at the same time.

Spaces where people not only come together, but 
also have the feeling that they belong and can have 
a direct influence, play a vital role. This is the “Self 
Made City” where people are collaborating on every 
level to create their own niches and oases. Currently, 
we can observe the growth of the sharing society on 
many levels, which greatly contributes to a new urban 
spirit. However, all too often we see how our cities are 
determined mainly by profit-driven developments and 
short-term oriented investments. The most expensive 
apartments in the center of the city stand empty, 
while the majority of citizens struggle to afford the 
ever-increasing rent prices. 

More than an architectural project
So who makes the city? SPREEFELD, in Berlin, is one 
project that exemplifies many of the aspects men-
tioned in the introduction. Located directly on the 
banks of the Spree River, enormous social and plan-
ning challenges are associated with this site on the 
former Berlin Wall strip, which remained undeveloped 
for decades. The initial developers set financial, urban, 
social and societal objectives. For Christian Schoen-
ingh, founder of Die Zusammenarbeiter, who initiated 
and managed the development of the project, this 
was not only a matter of bringing real life and urban 
qualities to the derelict shoreline. This project was a 
way to demonstrate to the city that ‘big investors’ are 
not the only people capable of developing large-scale 
projects. It also stressed the idea that publically owned 
land must be used wisely with long-term social and 
financial goals in mind. 

In 2001 Schoeningh gathered a group of people to-
gether (the future residents and owners of the project) 
and developed a successful baugruppe in Berlin-Mitte. 
After these experiences, Schoeningh began to focus on 
continually expanding their societal goals and devel-
oping new methods to realize these goals. Die Zusam-
menarbeiter have expanded the field of architecture to 
include the roles of project initiator (creating the idea 
of the project and gaining enough interest for funding) 
and project manager. Moreover, they consider the de-
velopment of financial and legal aspects of the project 
and negotiations with the city. Thus, SPREEFELD is 
more than an architectural project; it is a manifesto 
that inspires us to think about the future of urban resi-
dential construction and city life in general. 

In order to safeguard the non-speculative nature of the 
property and to reduce the initial costs of investment, 
the land was acquired on a long-term lease. A co-op 
association was chosen as the effective organizational 
and legal form for counteracting personal interests and 
the “entitlement mentality” of individuals. This enabled 
decision-making processes to focus productively on 
the good of the community and the project as a whole. 
The co-op association is the owner and developer of 
the project and all the residents are members of the 
association with a long-term, low rent lease. Member-
ship fees are based on the size of private rooms and 
everyone shares the cost of community spaces. The 
co-op uses a cross-financing principle to finance apart-
ments for lower-income families and other common 
goals. This makes the financial ‘construction’ of this 
project particularly complex. For example, those who 
have larger than average apartments on the top floors 
are required to pay higher than average membership 
fees. However, the association has set these goals and 
the financial make-up in its bylaws, hence everyone 
who joins the project and association already agrees to 
these terms. The ongoing challenges of living together 
in a community are continually discussed by the exec-
utive board and various committees of the association.

Personal niches and the role of the architects
The development is comprised of three buildings, 
each designed by a separate architect: Silvia Carpan-
eto, Florian Koehl and BARarchitects. The architects 
collaborated on many aspects of the exterior facades, 
while they were individually responsible for their own 
interior planning. Dividing up the large project in this 
way made it more manageable and enabled a more 
personal relationship between the architect and indi-
viduals. This project experiments with alternative living 
typologies: there are various “cluster apartments” for 
group living (combining many small private living ar-
eas together with a shared kitchen and living spaces), 
small single units, family apartments, as well as a wide 
range of shared community spaces. Therefore people 
of every possible income category can find their own 
personal niche. 

Eco-friendly ways 
of living and high 
ecological building 
standards were im-
plemented through-
out the project. For 
example; an electric 
car, powered with 
surplus energy that 
is produced on site, 
is the only vehicle 
parked on the premis-
es and is shared by all 
residents. Otherwise, 
the 120+ residents use 
bicycles and public 
transportation. The 
ground floor spaces 
are occupied by a 
diverse group of users, 
further contributing 
to the neighborhood’s 
lively character. Par-
ticularly affordable 
spaces are reserved 
at the ground floor 
level as ‘option spaces’ 
which are flexible and 
changeable. Users 
are selected for the 
option spaces through 
an application pro-
cess which is based 

on how their activities will contribute to the neigh-
borhood. This is a special aspect of the process that 
attempts to integrate young entrepreneurs into the 
project, such as the ones who had been temporarily 
using the site before it was developed. 
 
This urban form is based on the idea of openness and 
accessibility. Three buildings effectively break up the 
space facing the Spree River and allow for the entry of 
sunlight and a view of the river. Also, public use of the 
riverside is guaranteed for everyone. At this location, 
the city meets the water and the water meets the city. 

Self-made projects with real impact
This project, along with others of a similar nature, not 
only creates living spaces that are based on the real 
needs of people today, but also bring new neighbors 
into existing communities that have a vested interest 
in staying there and “making the city”. These urban 

SPREEFELD  
is more 
than an 
architectural 
project; it is 
a manifesto 
that inspires 
us to think 
about the 
future 
of urban 
residential 
construction 
and city life  
in general.

forms support micro economies and sustainable, 
resilient development. We can observe how in a very 
short period of time, this project in Berlin has grown 
from a small development with just 8 parties to the 
SPREEFELD with 64 parties and further projects that 
include an estimated 400 living units. In this way, self-
made projects can have a real impact on the city. 

In order to support this trend, alternative types of 
development need to be seriously considered as 
a strategy in the architectural profession and on a 
political level. Most often, the largest challenge for 
prospective groups is buying a site. In particular, 
gaining the necessary financing fast enough to beat 
other investors. By appropriating public land for 
development in the form of a leasehold, a land trust, 
or even an investor competition, social, cultural and 
urban planning goals of the city can be realized 
through private initiatives and long-term, self-
administration. Goals such as social mix, mixed use, 
ecological standards or non-profit constraints can all 
be set within policies. England, Finland and many 
other countries are reestablishing policies in order to 
facilitate collective building. So, let’s go from being 
consumers to being pioneers and create livable cities 
that are constantly driven with new ideas that come 
from within. 

The success of our cities in the future will depend 
upon how we utilize further developments to 
improve urbanity—with an adequate amount of 
affordable living spaces and planning to meet our 
growing ecological challenges. The quality of these 
developments will determine our resilience; not only 
of the built environment, but also socially, in terms of 
the people living there and how society interacts and 
evolves. Together we can make our cities better places.

The Transac-
tionalization of 
Infrastructure 
as a Case for 
Account ability-
Oriented 
 Design
DIETMAR OFFENHUBER is Assistant Professor at Northeastern 

University in the departments of Art + Design and Public Policy, 

where he leads the Information Design and Visualization graduate 

program. He holds a PhD in Urban Planning from MIT, a Master of 

Science in Media Arts and Sciences from the MIT Media Lab, and a 

Dipl. Ing. in Architecture from the Technical University Vienna.

The Internet of Things has complicated 
the network of relationships behind both 
the physical and digital urban infrastruc-
tures we use everyday and it raises new 
questions of ownership, governance and 
control. Dietmar Offenhuber proposes an 
accountability-oriented design approach, 
which calls attention to issues of gover-
nance through the design of objects in 
everyday environments.

Whether we talk about street lights, roads, 
communication systems, or the electrical 
grid; questions of ownership, governance, 
and control are complicated for urban 

infrastructure. Urban systems are not run by a single 
entity but more generally by a hybrid network of many 
actors: public institutions, banks and pension funds, 
utilities, community organizations, security compa-

nies, technical contractors and the users themselves. 
The Internet of Things has complicated the pubic 
infrastructure and therefore the networks behind 
them even further. Street lights are becoming sensors 
gathering data from passers-by, raising questions of 
how to implement data governance, stewardship and 
accountability among the parties involved. The sensors 
and the related issues however are invisible to the 
pedestrian on the sidewalk. Infrastructure appears as 
standardized and unobtrusive.

In this text, I propose accountability-oriented design as 
a way to call attention to issues of governance through 
the design of objects in everyday environments. For 
a long time the connection between design and gov-
ernance was ignored but recently it has been gaining 
traction. For instance, the anti-corruption expert Dieter 
Zinnbauer uses the term “ambient accountability” for 
efforts to bring accountability-relevant information di-
rectly into the physical environment where it is need-
ed [1]. He cites the ‘Know Your Rights’ murals found in 
low-income New York neighborhoods to prepare resi-
dents for encounters with the police and the ‘Passen-
ger Bill of Rights’ found on the back seats of taxi cabs, 
as examples. In the example of the sensor-equipped 
street lights, accountability-oriented design addresses 
questions such as: How could a light pole recording 
MAC addresses signal the presence and activity of 
sensors to passers-by? How can users easily follow the 
path of data and identify the accountable parties? And 
how can processes of data collection become a visible 
part of public discourse? 

Complex relationships of accountability
The difficulty of making infrastructure governance 
transparent starts with the design process. New 
systems never emerge from a clean slate; their de-
velopment is a collective effort that requires large 
initial investments, therefore many public and private 
actors have a stake in the game. Private utilities are 
rarely able to build new systems without the support 
of public funds. When private cell phone companies 
entered the stage during the 90s, they had to rely on 
public subsidies and cable infrastructure already in 
place for connecting their base stations. But also cities 
increasingly rely on private companies for rendering 
core public services such as street cleaning and waste 
collection to constituents. Responsibilities can become 
unclear in this triangular exchange. If constituents are 
not satisfied with a service, should they complain to 
the service provider or to the city? 

These relationships of accountability have become 
even more complex since urban data collection and 
the Internet of Things became part of the picture. 
Previously, street lights and electricity infrastructure 
ranked relatively low on the totem pole of local govern-
ment agendas and were outsourced to private utilities. 
But once data became an important commodity and 
it became clear that street lamps and urban furniture 
provide an excellent base for data collection infra-
structure, priorities changed and many cities tried to 
buy back such hardware. Sensors on light poles, urban 
furniture and waste bins are increasingly used for mea-
suring pedestrian activity, traffic and parking occupan-
cy, environmental conditions and detecting emergen-
cies such as gunshots. In the context of infrastructure 
governance, this raises a number of new issues.

From public to private good
Some of these issues are familiar topics. This includes 
the question of data ownership as public transporta-
tion systems become more integrated with private 
platforms such as Uber. This also includes the issue of 
privacy – in particular, public anonymity since we are 
talking about public space. A less familiar issue – and 
the one I want to discuss further in this article – is our 
changing notion of a public good. Sensors not only 
generate valuable data but also immediately allow for 
the minute measurement of service consumption. Just 
as smart thermostats enable the granular measure-
ment of electricity consumption patterns in my private 
home, urban sensors could enable us to quantify 
how much I use the public road system or how much 
public street light I benefit from. Roads and street 
lights are considered public services not only because 
society has at some point agreed that this is a good 
idea, but also because there has was no practical way 
of measuring and billing individual consumption. 

For an economist, a public good is defined as ‘non-ri-
valrous’ and ‘non-excludable,’ meaning, respectively, 
that one can consume it without reducing its value 
to others and that nobody can be excluded from its 
consumption. While public roads were never truly 
non-rivalrous (think of traffic jams and potholes), 

sensor networks and algorithmic settlement systems 
such as the Bitcoin blockchain provide the tools that 
can make physical roads excludable by measuring and 
billing the distance driven, and if necessary enforcing 
violations [2]. 
 
Since infrastructure consumption can be measured at 
such a granular level, every miniscule unit of consump-
tion can also be billed—let us say 0.0001 Euros for every 
meter, or 0.1 Euros for every kilometer. In economic 
terms, infrastructure has now become a purely private 
good – it is no longer a public good. However, not only 
can consumption be granularly measured but also the 
optimal price may be evaluated. The same service can 
be billed at different rates and times depending on the 
groups of customers. Such pricing strategies are not 
new. Over a decade ago, Stephen Graham and Simon 
Marvin described in their book how such ‘unbundling’ 
of infrastructure reinforces inequality [3]. But what 
is new is the high granularity of measurement that 
allows for dynamic pricing which is algorithmically 
governed.

Accountability-oriented design
This new panoptic view of infrastructure consump-
tion has paradoxical implications. Despite the mass 
of data accumulated, infrastructure will not become 
more transparent. This will remain the case even if 
all collected data were to be instantly made public. 
Due to dynamic pricing and user profiling, it becomes 
impossible to maintain an overview of this situation. 
I call this paradox ‘opacity through transparency’ [4]. 
This opacity not only affects the user but to some 
extent also the governor. The Bitcoin blockchain is 
again an interesting example. On the one hand, it is 

radically transparent. 
Every transaction 
is on public record 
in the distributed 
ledger described as 
the blockchain. But 
the true underlying 
power dynamics and 
their actors remain 
invisible. 

If even open data and 
transparency offer no 
solution, what should 
be done? If gover-
nance and power are, 
according to Michel 
Foucault, connected 

to questions of visibility, then governance is also a de-
sign problem. A step to address this issue is what I call 
‘accountability-oriented design.’ It does not currently 
exist as a field but many building blocks are available 
for the design practitioner. I want to describe account-
ability-oriented design through the following, extend-
able list of properties:

◊  Accountability-oriented design calls attention to 
issues of governance through the design of objects in 
everyday environments.

◊  Accountability-oriented design encompasses both 
the physical and the digital domains and it concerns 
devices themselves as well as their relationship to 
the world. Accountability-oriented design principles 
could mean that every networked sensor in public 
space is both physically visible and virtually findable. 
In a simple case, every sensor embedded in the en-
vironment has a telling SSID that can be read using 
the Wi-Fi scanner on a smartphone. It could also 
mean that each networked sensor acts as a small 
server that allows people to connect and access 
relevant information after the physical design has 
alerted them to its presence.

◊  Accountability-oriented design makes systems legi-
ble. It is not limited to the technical issues of a single 
device, but considers the whole ecology of objects, 
actors, and purposes. It identifies the actors who are 
in charge. Every system can be read from multiple 
perspectives and accountability-oriented design ide-
ally allows multiple readings. Such perspectives can 
include: 1) the structure of the system, i.e. how things 
are connected. 2) The processes and flow of the 
system. 3) The presence and activity of other users. 4) 
The consequences of their actions. 5) The governance 
of the system, and 6) the designer’s own role in the 
system. During the past several years, citizen feed-
back systems have evolved from simple mechanisms 
for reporting potholes or malfunctioning street lights 
to platforms for observing infrastructure mainte-
nance in action. This shows us how our own reports 

Despite the 
mass of data 
accumulated, 
infrastructure 
will not 
become more 
transparent.
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The Ideal Lab is a 
program that relocates 
the meaning of design 
to a social environment 
in mutation. In 
collaboration with 
research, arts, science, 
sociology and industry 
the Ideal Lab’s goal is 
to define upcoming 
needs, provide 
humane results 
and realize future 
scenarios through 
tangible products and 
processes. Selected 
Agents are invited 
to exchange visions, 
thoughts and co-
produce meaningful 
results according to a 
yearly theme.

IDEAL LAB

BEST PRACTICE PROJECT

Replanted 
Identity
Ideal Lab worked on four themes so far and each of them 
reached maturity through artistic research. The most 
powerful is certainly ‘Replanted Identity’ because of its 
broad involvement with Agents, the networks involved, 
its impact in the design world and its federating power 
which brought international renown to the program. 
Replanted Identity not only bought design into a social 
landscape but it also became a political and strategic 
tool.

As a reminder, the investigative design program, Ide-
al Lab has taken on the theme of identity, ‘Replanted 
Identity’, in the specific context of the Micropolis. As 
most places are inhabited by indigenous and migrant 
populations destined to remain there, an inclusive local 
identity emerges as an important goal to create a happy 
and prosperous local community.

The identity issue has become highly relevant as the tra-
ditional borders disappear. Possessing a certain nation-
ality as one’s only identity does not suffice anymore. Hu-
mans are increasingly connected to each other, beyond 
both geographical and linguistic borders, and choosing 
the right identity at the right moment is the best way 
to amplify these connections. These days we are less 
likely to settle where we were born or where our ances-
tors came from. Humanity is migrating to the cities and 
its populations, better educated than ever before, can 
choose where and how they want to live. Helping people 
to generate identities which allows them to connect 
easily to others is no longer a luxury but has become a 
common need.

The Ideal Lab invited 14 French and Norwegian creative 
Agents to immerse themselves in two unique places: 
Florø in Norway and Saint Nazaire in France. Both are 
distinctive, gorgeous and in a state of transformation. 
The Agents studied and observed these Micropolises to 
project a new version of the local identity in 12 artworks 
and objects; all vectors of a ‘Replanted Identity’.

The twelve works created on this theme form the basis of 
an exhibition that is touring France in 2015 and Norway 
in 2016. For more information please visit ideal-lab.org.

From 2010 to 2014, four themes have been developed in collabo-
ration with 45 creative Agents and eleven public workshops have 
been held. The results received three international design awards 
and have been presented at 20 biennales, exhibitions, festivals 
and conferences around Europe.

Lab methodology
Ideal Lab works thematically, in an investigative and inclusive 
process rather than towards a pre-defined product or result. 
The process is structured by a given number of ‘Agents’ that are 
invited to the project, each with their own expertise. Through 
empathic collaboration between the Agents and stakeholders, 
which areas to investigate further in the project are selected and 
what goals the program should work towards.

Agents with different professional backgrounds are invited to 
develop a scenario that can create meaningful results within the 
chosen theme. The choice of cross-competent agents ensure 
relevant and broad expertise. It is of crucial importance that the 
agents complement each other and share common basic values: 
i.e. ethics, the search for meaning, critical thinking, confidence in 
the other agents, the right to doubt and acceptance of conflict-
ing results. The agents create results individually or in collabora-
tion with others.
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are acted upon, what other people think is import-
ant, the priorities of the city, and finally, the process-
es of repair and maintenance in real-time. Websites 
such as plowNYC [5] show real-time maps of munic-
ipal snow plowing during a snowstorm, while other 
platforms such as snowcrew [6] enables neighbors to 
coordinate for mutual assistance in snow removal.

◊  Accountability-oriented design is seamful rather than 
seamless. Digital gadgets are generally designed 
to provide a seamless experience that lets the user 
forget underlying technical complexities. Seamful 
design, on the other hand, means calling attention 
to the seams—the borders, boundaries and hidden 
processes [7]. A login/password request intentionally 
breaks the seamless experience of surfing the web, for 
example, alerting us to be mindful about our privacy.

◊  Accountability-oriented design does not explain, it 
shows. The LEDs on an Internet router do not explain 
how the device works or who is using the system. 
However, they give a sense of activity, even if their 
exact meaning is not understood. If I catch a glimpse 
of the LEDs on my cable modem going wild in the 
middle of the night, I might get curious about what 
is happening on my network. Explaining means 
delving into the idiosyncratic taxonomies and legal 
details – all those things in end-user agreements 
that we never read. Such specific information is 
indispensable for transparency but it does not create 
awareness. Creating awareness is a task of design.

◊  Accountability-oriented design shapes public dis-
course by managing visibility. In all digitally me-
diated civic platforms, the design of the platform 
- its input and output interfaces, its language and 
systems of categorization, its affordances for com-
munication - shape the quality, direction and tone of 
the discourse. Accountability-oriented design makes 
it clear that interfaces are never neutral but involve 
others actors in the conversation.

◊  Finally, accountability-oriented design acknowledg-
es its own limitations. Some things have to remain 
hidden in order to work. A whistleblower platform 
that does not allow anonymous submissions will not 
inspire trust to potential users and digital voting plat-
forms remain highly problematic for similar reasons. 
Often the responsible solution is to avoid collecting 
data at all. Accountability-oriented design is there-
fore not only about showing what happens but also 
about what does not happen.

In all of these aspects, accountability-oriented design 
addresses a particular obstacle for effective open data 
and transparency initiatives, namely, the different 
nature of physical and digital public space. Informa-
tion is increasingly shared through open data portals 
and API, yet remains invisible. While in physical space 
we cannot always choose whom we might run into or 
what we are exposed to, in digital public space we can 
only find what we are specifically looking for. While 
this is not necessarily a problem for dedicated infor-
mation activists, it limits the visibility of issues relevant 
for a large part of society. By connecting open data 
repositories to their relevant objects and situations, 
accountability-oriented design makes it possible for a 
pedestrian to ‘bump’ into a relevant data repository. 
Such physical and symbolic serendipity is one of the 
prerequisites for establishing a meaningful democratic 
discourse around the protocols, algorithms and devic-
es that surround us.
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After the 2008 crash it became clear that 
the Dutch real estate sector was not very 
resilient. During this time of cancelled 
projects and collapsing house prices, 
citizen-driven real estate development 
proved to be an alternative model for the 
Buiksloterham area in Amsterdam. In this 
article Matthijs Bouw specifically discuss-
es the Buiksloterham Hackable City proj-
ect, which explores how digital technolo-
gy can facilitate city making.

In the fall of 2015, on an improvised camping 
ground in Amsterdam-Noord, more than a hun-
dred caravans and tents were set up. Their owners 
were willing to camp out for more than three 

weeks in order to sign up for a plot of land in the area - 
called Buiksloterham - on which they could build their 
own house, or, with a group of like-minded people, a 
small apartment building. While in line, the campers 
talked enthusiastically with each other about their in-
dividual dreams and speculated about the communal 
efforts that might be undertaken to lower costs or to 
increase sustainability. 

Quite a few people on the camping site were local 
architects who had been leading small development 
efforts in what had always been an unloved indus-
trial area. They had been doing this since 2008 and 
now the end of the real estate crisis was in sight. In 
this period, they had built houses for themselves and 
for friends, nicely lined up in one unorthodox street, 
brought groups together and designed small apart-
ment buildings for them, and experimented with soil 
remediation, sustainability and circular economies. 

These pioneers had made Buiksloterham an exempla-
ry case of resilience in the face of a real estate crisis. 
Resilience is the ability to deal with shocks and stress-
es, and the ability to transform within critical thresh-
olds. After the 2008 crash, it became clear that the 
Dutch real estate sector was not very resilient. Bloated 
and uncompetitive after decades of ever increasing 
liquidity because of tax policies and easily available 

mortgages, housing 
prices collapsed. This 
led to an extended 
economic downturn. 
Projects were can-
celled and no new 
ones were undertak-
en, leading to a radical 
decline of the con-
struction industry and 
the virtual disappear-
ance of the real-estate 
developer, who was 
revealed to be not 
much more than a 
‘mister 10 percent’ in 
the real estate value 
chain.

Citizen-driven real 
estate development
In Buiksloterham (as 
in a few other areas in 
the country, such as 
Almere and Deventer), 
citizen-driven real 
estate development 

proved to be an alternative model. Unlike the tradi-
tional development initiated by cities, developers and 
housing corporations, in which integral and ambitious 
plans were proposed (only to be either canceled or 
value engineered at a later stage), this development 
was based on simple urban plans in which individuals 
and groups could build their own houses or apartment 
building.

The reason this type of development continued during 
the prolonged real estate crisis was perhaps due to 
both the simplicity of the development model and, 
as a result, of the simple financing model, which to a 
large extent bypassed project finance loans, risk man-
agement committees, credit-board reviews and other 
manifestations of financialization. This was real people 
building real houses with real money, occasionally 
with some help from their family or local architects.

While the traditional real-estate sector was largely 
unable to deal with the shock of the crisis, this more 
organic mode of development has proven to be much 
more resilient. In fact, it can even be argued that this 
way of development has a clear ‘resilience dividend’. 
The neighborhoods being developed are much more 
diverse than those which have been developed by 
‘professionals’ because the range of people involved is 
much more diverse. Also the quality of the architec-
ture tends to be much higher; this is partially due to a 
larger part of the total investment being actually spent 
‘in stone’. The energetic performance of the build-
ings are better, because a period for earning back an 
investment of more than 10 years can still be accept-
able. The floor plans (especially those of the ‘building 
groups’) are more flexible as people understand that 
life changes. The communities have organized them-
selves around the ‘circular economy’ with the reuse of 
local resources. Greater involvement of the people who 
will actually live in these buildings is, unsurprisingly, 
resulting in more loved neighborhoods. 

Many of the characteristics of the Buiksloterham 
brownfield transformation in Amsterdam-Noord, the 
most prominent of such organic developments, can 
be understood in terms of resilience. Resilience means 
engaging complex systems, such as a city, or the city 
making process, through multi-functionality, redun-
dancy, modularization, embracing (bio and social) 
diversity, and by connecting multi-scale networks in 
such a way that the systems becomes adaptive. 

The scale of development in Buiksloterham is small. 
Each project is driven by its own logic. There is little 
need for coordination. When one project stalls, the 
development of the neighborhood can just continue. 
There is a focus on flexibility in the program and space, 
especially since the building groups realize that group 
processes are inherently dynamic. Through this piece-
meal development, builders learn from each other and 
connect to each other to see if things can be shared, 
such as a heat pump or drilling of the piles. As such, 
the social fabric of the future community continues 
to strengthen and common values are adopted. The 
self-builder who constructs his houses from building 
material auctioned off by bankrupt contractors has 
much in common with the young architects who ex-
periment with cleaning up contaminated soil with the 
use of plants.

Buiksloterham Hackable City
Out of these initially individual experimental projects 
an ethos or culture has gradually emerged, in which 
early collaborations solidified themselves and other, 
more institutional actors became part of the ecology. 
A manifesto for a ‘Circular Buiksloterham’ was signed 
by some 20 different stakeholders, from self-builders 
to housing corporations to utilities. The architects who 
have worked with the ‘building groups’ jointly pro-
mote the area and themselves under the title ‘Beleef 
Buiksloterham’. One Architecture has teamed up with 
independent research group, The Mobile City and 
some universities in an action-based research project 
‘Buiksloterham Hackable City’. This project has the 
goal of exploring how digital technology can facilitate 
city-making processes so that these become more 
accessible for individuals and collectives. 

Slowly, the institutional actors started to develop proj-
ects with a distinctly Buiksloterham vibe. The housing 
corporation, De Alliantie, is developing ‘Cityplots’ as 
a diverse, mixed-use area with room for self-devel-
opment and a high, circular ambition. Waternet, a 
water utility company, is working on a ‘bio-refinery’ 
as a decentralized waste management system. The 
architects have united in order to collectively explore if 
the lessons learned in Buiksloterham can be repeated 

Greater 
 involvement 
of the 
 people who 
will  actually 
live in these 
 buildings is, 
unsurprising-
ly, resulting 
in more loved 
neighbor-
hoods.

on a larger scale, with the networks of other would-be 
Buiksloterhammers they have nurtured and in such a 
way that value can be reinvested locally. 
 
If building resilience necessitates adaptive planning 
and design, the continuous prototyping of solutions 
makes city-making at Buiksloterham an iterative 
process. While there is no master plan, and no master 
planner, local designers such as StudioNineDots, Delva 
Landscape and One Architecture ‘lead from behind’ by 
organizing the collective efforts so that new proto-
types, often more advanced and at a larger scale than 
earlier iterations, may be developed.

One Architecture, first involved as architects and 
co-developers with a few building groups in Buikslo-
terham, is now Waternet’s consultant on the bio-re-
finery. Moreover, the ‘Hackable City’ research project 
they are part of explores and utilizes (digital) tools for 
organizing individual actors into learning collectives 
and for bringing about institutional change through 
collective action. 

Sub projects of the ‘Hackable City’ include a system 
for sharing information by the individual self-builders, 
which allows the valuable knowledge gained in the 
process to be used by others, and a ‘water game’ that 
generates community awareness and solutions for 
water issues. Other projects include: a decision making 
system about when to adopt a centralized or decen-
tralized approach to infrastructure development, a 
monitoring system that measures the performance of 
the building environment in order to create metrics 
which can be used to argue for institutional change, 
and a version of ‘Play the City’, a serious game for en-
gaging various stakeholders. In addition to developing 
tools for city making and researching the possibilities 
for ‘hackable’ city making processes, the project also 
makes a strong case for Buiksloterham as a continu-
ous ‘living lab’ where lessons learnt can be applied to 
future projects.

A new way of city-making
The prolonged real estate crisis where Amsterdam was 
bypassed by global capital and the traditional actors 
remained passive or absent, has given rise to a unique 
new way of city making. Buiksloterham has had 
enough time to develop a building culture and com-
munity that now makes it one of the most attractive 
and desirable Amsterdam neighborhoods.

Now that the local real estate market is bouncing back 
rapidly and global real estate capital has landed in 
Amsterdam, the Buiksloterhammers have a huge chal-
lenge ahead. The City, not the fastest learner about sys-
temic risk, is inclined to ride the wave and go back to 
the ways of old, i.e. selling the area in large plots to big 
developers and in the process reducing sustainability 
requirements. This approach is based on the argument 
that houses need to be built fast enough to follow 
demand and comes with the added benefit of filling 
the city’s coffers. The local actors have to show their 
ongoing role in Buiksloterham, demonstrate how their 
organic method of development can adapt to booms 
and prove that their tactic of ‘hackable’ and ‘circular’ 
city-making is an essential ingredient of a resilient city.

If the Buiksloterhammers manage this new reality and 
find ways to establish their mode of city making, it will 
not only provide Amsterdam with the instruments 
to deal with the inevitable bust, but will also estab-
lish a powerful approach to city making that deals 
with real estate cycles and will be especially useful 
in those mid-size cities or real estate markets which 
are bypassed by global capital in the first place. It is 
often there, that the activation of local (social) capital 
through ‘hackable’ city making is crucial to livability 
and economic development.

Tactical 
Urbanism: 
Planning for 
People

TONY GARCIA is Principal of Street Plans Collaborative and leads 

the firm’s Miami office. Anthony is a nationally recognized archi-

tect, writer, speaker and advocate in the field of transit, pedestrian 

and bicycle infrastructure. He is also coauthor of the globally 

acclaimed series Tactical Urbanism: Short-Term Action, Long-Term 

Change Vol. 2.

According to Tony Garcia, the city built in 
the post-war automobile era never fully 
developed an effective model for civic en-
gagement beyond regular elections and 
public meetings. With the advent of the 
internet, personal computing and hacker 
culture there are now new ways to disrupt 
existing city-making processes, i.e. Tactical 
Urbanism.

Cities are as central to human civilization as 
they’ve ever been. Increasing numbers of peo-
ple are moving to the city or simply choosing 
to stay there and as a result, more people are 

demanding municipal amenities that are not always 
available. The formal processes that should facilitate 
the change they need is lacking and our collective 
ability to plan and build great places is still dominated 
by ‘Big Planning’ and ‘Big Government’ approaches 
that favor large scale changes and investments that 
often prove disastrous to our cities.

In recent years, communities around the world have 
embraced an incremental approach and grassroots 
energy to plan and implement neighborhood im-
provement projects, this is what we call Tactical 
Urbanism. Because the places that people inhabit are 
never static, Tactical Urbanism doesn’t propose one-
size-fits-all solutions but rather suggests intentional 
and flexible responses to neighborhood building and 
activation by using short-term, low-cost, and scalable 
interventions. Tactical Urbanism is used by a range of 
actors including governments, business, non-profits, 
citizen groups and individuals. It makes use of open 
and iterative development processes, the efficient use 
of resources and the creative potential unleashed by 
social interaction. This is a model that has always been 
a part of how we build cities. Human settlements ex-
isted for thousands of years as vernacular responses to 
practical every day needs, long before any centralized, 
top-down city-making endeavor was established.

From Big Government to Hacker Culture
The lack of municipal amenities is as true in former in-
dustrial precincts or traditionally underserved areas as 
anywhere else experiencing an influx of new residents. 
While the pros and cons of gentrification are debated 
endlessly, they do not seem to alter the desire of some 
people to approach their city councilor, local planning 
department, or even the mayor’s office in an effort to 
bring an idea to fruition. However, it doesn’t take long 
for them to discover that the formal processes that fa-
cilitate change are often out of date, cumbersome and 
far too time consuming to make it worth the effort. 
This results in frustration as people feel they have little 
to no ability to legally use the system – local or other-
wise – to enact positive change in their neighborhoods 
or beyond.

Most urban planners would agree that the municipal 
government plays an important role in regulating land 
uses and building form, but the cities built in the post-
war automobile era never fully developed an effective 
model for civic engagement beyond regular elections 
and statutorily required public meetings. Even these 
methods are weak given the ever-increasing scale of 
metropolitan regions and their diversity of human and 
economic capital. Consequently, innovative planning 
processes, those that can be truly inclusive, effective 
and efficient in delivering change have always worked 
at the margins of an aligned set of disciplines that 
together participate in an unfortunate professional 
contract of sorts: do as much as the budget allows and 
hope for the best.

Despite this, ‘Big Government’ has become disrupted 
and altered by the democratization and evolution 
of the Internet. Thanks to a wide array of software, 
hardware and web-based applications, individuals no 
longer need to rely on the static institutions of govern-
ment that don’t work. The advent of the internet, per-
sonal computing, hacking culture and the exponential 
growth in computing power over the past thirty years 
have shaped our expectations about the exchange of 

information, work, social relationships and govern-
ment. A whole generation of Americans has grown up 
with the dominating presence of the computer in their 
lives. These so-called ‘digital natives’ (those people 
born after 1980) now account for 47% of the total US 
population according to 2011 census data, a number 
that will only get bigger with time.

While there is an obvious downside to the excessive 
consumerism that comes with the obsolescence of 
technology, our culture has become more comfortable 
with change in an iterative but fairly rapid fashion – a 
fact that lends itself naturally to the type of iterative 
change described as Tactical Urbanism. This is the cul-
tural legacy of Moore’s law and the exponential nature 
of technological innovation. 

Disrupting existing processes
Today millions of people are using social media sites, 
redistribution networks, rentals and cooperatives to 
share not only cars but also homes, clothes, tools, toys 
and other items at low or marginal cost or for free. 
The availability of wireless Internet infrastructure has 
also helped to establish a social and tech-based ap-
proach that connects the dots between information, 

a dispersed citizenry 
and the government. 
While hacker culture 
involves creatively re-
shaping our surround-
ings and short-circu-
iting existing systems, 
it is ultimately about 
disrupting existing 
processes and ways of 
doing more with less.

For example, 1.7 mil-
lion people globally 
are members of 
car-sharing services, a 
business that would 
not be possible if 
it were not for the 
ability of each car to 
communicate to other 
possible users within a 
network. The impli-
cations for urbanism 
are clear; a recent 
survey found that 

the number of vehicles owned by car-sharing partici-
pants decreased by half after joining the service with 
members preferring access instead of the burden of 
ownership. Without any new transit or bike infrastruc-
ture, the number of cars on city roads can be drastical-
ly reduced by simply creating new efficiencies out of 
the existing system.

Examples of this paradigm pervade our work. Street 
Plans recently worked on a project in downtown Mi-
ami, transforming one of Biscayne Boulevard’s six me-
dian parking lots into a green doorstep for the down-
town area. For years no action had been undertaken 
to make this change, which had been planned for de-
cades, but by using a small grant Street Plans arranged 
for nearly 30 downtown stakeholders to support and 
contribute to the 3/4 acre project, which was built in 
less than a day. This tactical urbanism project brought 
thousands of people to the space, which was activated 
by planned and spontaneous activities throughout the 
week including live music, yoga, food trucks, exercise 
equipment and public seating. The project allayed 
fears about the loss of parking spaces while also galva-
nizing the community in support of fast tracking the 
permanent implementation of the park.

We hope that one of the biggest causalities of the wid-
er adoption of this hacker culture philosophy, especial-
ly through the use of Tactical Urbanism, will be some 
of the more onerous aspects of Big Planning. Indeed, 
while many call for smaller government, it seems most 
of the rising millennial generation is more interested 
in having better government. No wonder activists and 
bureaucrats alike are turning to the immediacy of 
Tactical Urbanism to hack the system so that they can 
get something done.

Our collective 
ability to 
plan and 
build great 
places is still 
dominated 
by ‘Big 
Planning’ 
and ‘Big 
Government’ 
approaches.
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Kitchen Budapest 
(KIBU) innovation 
and incubation lab 
was established 
with the support of 
Hungarian Telekom 
in 2007. Our goal is 
to help young talents 
and support their 
inspiring projects with 
knowledge, a wide 
network of partners 
and infrastructure. 
Together we aim to 
provide solutions 
to global and mass-
cultural issues because 
this world needs 
problem solvers. In 
brief, KIBU is a place 
where ideas are turned 
into projects and 
projects turned into 
businesses.

KITCHEN 
BUDAPEST

BEST PRACTICE PROJECT

Rites
Rites is a first person explora-
tion game in which the user 
gets to explore a dreamlike 
world based on amateur 
YouTube videos. In Rites these 
videos represent our collective 
memory. The digital land-
scape of Rites is built up of 
recontextualised elements of 
videos, where new connections 
are established between the 
consisting parts. Immersed in 
this virtual environment, the 
user becomes the protagonist 
of these transformed situa-
tions where space is gener-
ated around the player. The 
player’s interactions change 
the progress of the game, by 
choosing from the elements of 
his environment the user can 
build up his own totem of rec-
ollection. As opposed to most 
games, in Rites’ universe, there 
are no definite goals to achieve 
or specific storylines. Focusing 
on discovery instead, it allows 
all sorts of ways of exploration 
from active interaction to con-
templation.

Lab methodology
Our talent program is an idea development program for concepts with 
business potential and an experimental approach. The goal is to create 
a proof of concept or a prototype by the end of the program and to 
support the projects at a later date. During the half-year-long program 
the talent teams have the opportunity to bring out the best from their 
early stage ideas with continuous support from our mentors. This 
process is supported by weekly pitches and by ongoing help from our 
team and experts. Through this collaboration the teams can develop 
the skills they need to successfully enter the market.

The talent program is a six-month long program with the following 
milestones during the semester:

◊  Discovery (1st month): where we work with the team to re-define 
their original idea and to create the vision which we validate using 
the essential tools (benchmarks, competitor analysis and persona 
analysis etc.).

◊  Design (2nd month): where the design elements are defined and we 
prepare milestones and schedule for the development phase.

◊  Development (3-5th months): where the creation is constantly su-
pervised by experts and mentors as we progress. Weekly testing and 
iteration are key elements in the process!

◊  Delivery (6th month): where the prototype is being finished as 
planned and the focus is on testing it and introducing it to the public.
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Workshops

DATE 22 April 2016
LOCATION FabCity Campus, 
Java Island Amsterdam
TIME Most workshops run  
from 9:30 - 17:30
REGISTRATION designandthe-
city.eu/programme/workshop 
(Advance  registration required)
PRICE € 25

WORKSHOP 1
Becoming smart citizens.  
How replicable ideas jump
The workshop will gather 
practitioners, activists and 
researchers to explore the 
conditions by which citizens 
take an active role in shaping 
their local environment and in 
creating replicable initiatives, 
formats, franchises and new 
genres to “make the city” 
locally and elsewhere. We 
will question, map and work 
together to understand how 
smart citizen initiatives jump, 
that is how they are modified 
and appropriated – or not – in 
locations other than the ones 
where they were originally 
initiated.

ORGANIZERS

Andrea Botero – Aalto University

Ann Light – University of Sussex

Lone Malmborg – IT University of 

Copenhagen

Sanna Marttila – Aalto University

Mariana Salgado – Aalto University

Joanna Saad-Sulonen – Aarhus 

 University

WORKSHOP 2
Shitty glitches in smart cities. 
Digital guano for knowledge 
and action in the city
The city has always been a fer-
tile breeding ground for radical, 
revolutionary ideas that were 
born on the ‘wrong’ sides of the 
tracks, rather than in the bright 
lights of arcades and broad 
avenues. We explore how the 
smart city’s invisible infrastruc-
ture that intends to reveal and 
act on all kinds of dark corners 
of the city, may arouse urban 
glitches through chaos, resis-
tance, unpredictability and 
creative or plain destruction.

ORGANIZERS

Jaz Hee-jeong Choi – Urban  Informatics 

Research Lab, School  

of Design, Creative Industries Faculty, 

Queensland University of Technology, 

Australia

Bodo Balazs – Institute for Information 

Law (IViR), University of Amsterdam

Sybille Lammes – Centre for 

 Interdisciplinary Methodologies, 

 University of Warwick

Laura Forlano – Institute of Design, 

Illinois Institute of Technology

WORKSHOP 3
Civic crowdfunding and 
 citizen-led micro-regeneration. 
Discussing case studies in 

European cities and their 
impacts on public policies
Civic crowdfunding is a 
 donation-based model to 
raise money and fund public 
assets. Through an interactive 
and  creative approach, this 
workshop aims to explore and 
critically discuss experiences of 
civic crowdfunding in Euro-
pean cities, investigating the 
potential and limits of such 
innovative initiatives in pro-
actively taking responsibility  
of public assets.

ORGANIZERS

Dr. Silvia Gullino – University College 

London

Dr. Carolina Pacchi – Politecnico of 

Milano

Dr. Beatrice Carli – University of 

 Sheffield

Dr. Heidi Seetzen – Kingston University

WORKSHOP 4
Creating grassroots initiative 
blueprints by mapping the city
We create blueprints that 
should help instigate change 
in a neighbourhood through 
responding to the right needs 
in grassroots initiatives. In this 
workshop the possibilities of 
the participatory mapping tool 
Measuring Amsterdam will be 
explored, followed by a co- 
creation session in which the 
value of the retrieved datasets 
are explored.

ORGANIZERS

Wouter Meys – Amsterdam University 

of Applied Science, Citizen Data Lab

Maarten Groen – Amsterdam Universi-

ty of Applied Science, Citizen Data Lab

Nazli Cila – Amsterdam University of 

Applied Science, Digital Life Lab

Naomi Bueno de Mesquita – KU 

 Leuven & Design Academy Eindhoven

WORKSHOP 5
Size and shape of the playing 
field. Map data in urban game 
design
How is open and public map 
data relevant for our lives in the 
city? Infrastructure providers 
and municipalities are keen to 
cooperate with facilitators of 
the open data movement to 
provide more meaningful data, 
yet it is hard to grasp what 
citizens really need. Through an 
actual game design challenge, 
we explore how well map data 
describes the street-level expe-
rience of the city.

ORGANIZERS

Dr. Viktor Bedö – Tacit Dimension

Aysegül Dinccag – Tacit Dimension

WORKSHOP 6
Lose your way: Towards a 
citizen-driven city
We co-creatively explore the 
concept of smart cities through 
a lens that promotes citizens 
as the driving force of urban 
innovation and urban plan-

ning. Participants will have the 
opportunity to share their best 
practices and discover the ones 
pre-selected by the organizers, 
such as ‘Lose your Way’: a pilot 
project developed by Tampere 
University that implements 
mobile technology in urban 
planning. 

ORGANIZERS

Ana Garcia Robles – Director, 

 European Network of Living Labs

Paolo Aversano – European Network  

of Living Labs

Ms. Leena Mäkelä, PhD – Principal 

 Lecturer Tampere UAS Finland (TAMK)

Ms. Mari Silver – MA Communication, 

Senior Lecturer Metropolia UAS

Mr. Mikael Ala-Ketola – School of 

 Management in the University of 

Tampere

WORKSHOP 7
New approaches to walkable 
cities
Through a user-¬centered 
design approach, we aim 
to propose strategies for 
enhancing walkability in 
cities with the aid of new 
technologies and associated 
data. The workshop features 
a practical demonstration of 
novel technologies that allow 
for a better understanding 
of walkable environments, 
an exploration of a number 
of challenges concerning 
walkability and the 
collaborative development of 
design solutions to overcome 
these challenges.

ORGANIZERS

Dr. Lorraine D’Arcy – Dublin Institute  

of Technology, Ireland

Dr. Damon Berry – Dublin Institute  

of Technology, Ireland

Prof. Kevin Leyden – National 

 University of Ireland, Galway, Ireland

Fiona McDermott – Independent / 

Trinity College Dublin, Ireland

WORKSHOP 8
Smart enough for the smart 
city? The citizen’s perspective 
on dealing with urban 
challenges
In a time where technology is 
increasingly hailed as a solu-
tion for complex social issues, 
it is essential to realize that the 
main challenge is not techno-
logical but social and govern-
mental. Creating space for 
citizens to assume a larger role 
in solving social matters and 
facilitating that from across all 
government silos are among 
the challenges that will need 
to be addressed. During this 
workshop we will venture out 
into Amsterdam to qualitatively 
research how citizens deal with 
urban challenges on a daily 
basis.

ORGANIZERS

Thijs van Exel – Kennisland

Tessa de Geus – Kennisland

FabCity Campus

ORGANIZER Europe by People 
( Amsterdam University of Applied 
 Sciences is a core partner)
DATE 11 April – 25 June 2016
LOCATION Head of Java Island, 
 Amsterdam
INFORMATION AND REGISTRATION  

europebypeople.nl/fabcity-2 

At the head of Amsterdam’s Java Island 
in the city’s Eastern Harbour District a 
temporary, freely accessible campus will 
be built: the FabCity Campus. Conceived 
as a green, self-sustaining city, the cam-
pus will comprise some 50 innovative 
pavilions, installations and prototypes. 
More than 400 young students, profes-
sionals, artists and creatives will develop 
the site into a sustainable urban area, 
where they will work, create, explore 
and present their solutions to current 
urban issues. The participants are from 
various educational backgrounds, 
including art academies, (technology) 
universities and vocational colleges. 

Sense in the City: for active and  
healthy living

ORGANIZER Digital Life Lab
DATE 18 April 2016
TIME 12.30 – 18.00
LOCATION Pakhuis de Zwijger,  
Piet Heinkade 179, Amsterdam
INFORMATION AND REGISTRATION design-
andthecity.eu/sense-in-the-city/ 

Sense in the City offers insight into the 
use of (sensor) technology in the city for 
an active and healthy lifestyle. Research-
ers, students, companies and (non-) gov-
ernmental institutions gather to present 
the latest developments and to discuss 
the possibilities and challenges.

WITH AMONGST OTHERS

Yvonne Rogers (Interaction Centre at  

University College London – UCLIC) 

Nicky Hekster (Technical  Leader Healthcare  

& Lifesciences, IBM  Netherlands)

Paul Veugen (Usabilla, Human)

Street Values: Commons workshop 
Reinwardt Academy Amsterdam

ORGANIZER Heritage Lab,  
 Reinwardt Academy
DATE 18 – 20 April 2016
LOCATION Reinwardt  Academy, 
 Hortusplantsoen 1-3,  Amsterdam
INFORMATION AND REGISTRATION  
designandthecity.eu/street-values 

Street Values (Dutch: Straatwaarden) is a 
year-long exploratory research project at 
the crossovers between design, heri-
tage and community, charting the new 
practices of contemporary place-making 
and ‘heritage making’. The first part of 
the project is organized in three 3-day 
Studio Workshops. During Design & The 
City, the second Studio is organized, 
with a central focus on the idea of 
commons — both as a conceptual lens 
and as an organizational form for urban 
practices. Adopting a ‘sustainist’ per-

spective this design research workshop 
will explore how commons can embrace 
collective values to give identity and 
meaning to our living environment. 

WITH AMONGST OTHERS

Joost Beunderman (Civic Systems Lab,  

00:/ Architects, London)

Michiel Schwarz (Sustainism Lab, Amsterdam)

International Shadow EU-Summit 
‘Managing Tomorrow’s Cities’

ORGANIZER Public Administration  
at the Amsterdam University of  
Applied Sciences
DATE 19 – 22 April 2016
TIME 09.00 – 17.00
LOCATION Koninklijk Instituut voor 
de  Tropen (KIT), Mauritskade 63, 
 Amsterdam
INFORMATION AND REGISTRATION  

designandthecity.eu/?p=582

Are you curious about the role of 
technology in tomorrow’s cities? Why 
citizens are ‘future proof’, but their 
cities are not? Which challenges do 
cities face and how should they be dealt 
with? Last but not least, how should we 
arrange things in a political agenda to 
influence current political debate? The 
international shadow EU-summit is the 
platform for students to find answers 
to these questions and contribute to 
the solutions of today’s and tomorrow’s 
urban problems.

Seminar on smart city projects:  
Lessons learned!

ORGANIZER Smart City   
Entrepreneurial Lab
DATE 20 April 2016
TIME 11.30 – 17.00
LOCATION Wibauthuis,  Amsterdam 
 University of  Applied Sciences,  
Wibautstraat 3b, Amsterdam
INFORMATION AND  REGISTRATION  
designandthecity.eu/?p=515 

Getting smart city solutions off the 
ground is not just about developing and 
applying technology; it requires new 
networking and management compe-
tencies. How can we set up and manage 
projects in which different stakeholders 
collaborate to get results? The Smart 
City Entrepreneurial Lab will give you 
insights into the best practices and 
lessons learned across a broad range of 
smart city projects in the Amsterdam 
metropolitan area in the fields of energy, 
mobility and the circular economy. 
Besides a plenary part, you are invited to 
join one of the interactive parallel ses-
sions where you can share your knowl-
edge and experiences.

WITH AMONGST OTHERS

Ger Baron (Chief Technology Officer 

of the City of Amsterdam)

Willem van Winden (Professor of Urban 

 Knowledge Economy & Strategy at  

Amsterdam University of Applied Sciences) 

Inge Oskam (Professor Technical Innovation  

& Entrepreneurship at the Amsterdam  

University of Applied Sciences)

WORKSHOP 9
Revealing the city. Designing 
contextual interfaces for  
social interaction
Fueled by movements like the 
quantified self, big data and 
smart cities, many human ac-
tivities in urban space are now 
being captured, cross-refer-
enced, analyzed and visualized 
into various forms of persuasive 
feedback. However, some data 
sources like the identities, be-
liefs, values, norms or attitudes 
of places, visitors and inhabi-
tants are still hard to capture. 
In this workshop, participants 
are invited to collaboratively 
develop new ways to commu-
nicate concealed or unknown 
urban data.

ORGANIZERS

Niels Wouters – Research[x]Design,  

KU Leuven, Belgium

Sandy Claes –Research[x]Design,  

KU Leuven, Belgium

Thomas Laureyssens – Research[x]

Design and Luca School of Arts,  

KU Leuven, Belgium

Jorgos Coenen – Research[x]Design, 

KU Leuven, Belgium

prof. Andrew Vande Moere – Re-

search[x]Design, KU Leuven, Belgium

WORKSHOP 10
Claim your smart citizenship. 
How networked citizens can 
get a grip on their own smart 
city
There is a growing interest in 
finding opportunities for issues 
that are very personal and/or 
focus on social or societal value 
rather than on profit or busi-
ness opportunities by default. 
In this workshop we explore 
how networked citizens can get 
a grip on their own smart city 
and what role designers can 
play in enabling networked cit-
izens to design and make their 
own smart application. 

ORGANIZERS

Peter van Waart – research center 

 Creating 010, Rotterdam University  

of Applied Sciences

Inge Ploum – research center  

Creating 010, Rotterdam University  

of Applied Sciences

Leo Remijn – research center  

Creating 010, Rotterdam University  

of Applied Sciences

Brigit Lichtenegger – Willem de 

 Kooning Academy, Rotterdam 

 University of Applied Sciences

Simon de Bakker – Willem de Kooning 

Academy, Rotterdam University of 

Applied Sciences

Anne Nigten – research center 

 Creating 010, Rotterdam University  

of Applied Sciences / Patching Zone

WORKSHOP 11
Bicycle parking in smart 
cities. Co-creating ideas for 
better solutions, based on the 
experiences of the cyclists
Using insights from our re-
search on bicycle parking 
around train stations, partici-
pants will co-create ideas for 
smarter bicycle parking solu-
tions. Our approach is based 
on design research and service 
design. In the workshop you 
will get a chance to learn about 
these powerful approaches 
to convert insights around 
 people’s everyday experienc-
es into ideas for high impact 
innovations.

ORGANIZER

STBY

Round table on smart society for the 
not-so-early adopters

ORGANIZER Het Nieuwe Instituut
DATE 20 april 2016
TIME 14.00 - 16.30
LOCATION Raadzaal at the  
Benno Premselahuis,  
Rhijnspoorplein 1, Amsterdam
INFORMATION AND REGISTRATION  

destaatvaneindhoven.hetnieuwein-
stituut.nl/ronde-tafel-design-and-city 
(invitation only) 

Round table for invited experts to 
critically discuss knowledge, practice 
and strategies on how to engage less 
media savvy groups with the emergence 
of a smart society. Het Nieuwe Instituut 
organizes this round table within the 
framework of its programme The State 
of Eindhoven. Het Nieuwe Instituut and 
the city of Eindhoven collaborate in a 
multiyear cultural programme (2015-
2017) on how the smart city meets the 
participatory society.

First FabCity Summit

ORGANIZERS Pakhuis de Zwijger,  
Waag Society, FabLab Barcelona, IAAC
DATE 20 April 2016
TIME 16.00 – 22.00
LOCATION Pakhuis de Zwijger,  
Piet Heinkade 179, Amsterdam
REGISTRATION dezwijger.nl/fabcitysummit

The first FabCity Summit is about 
developing self-sufficient cities. 
During the 10th FabLab Conference in 
Barcelona the FabCity movement was 
launched and now a worldwide network 
of cities is working on the concept  
and spreading the idea of locally 
productive and globally connected  
cities (fabcity.cc / fab.city). Amsterdam 
will also be connected to this network. 
The afternoon and evening meetings 
will be open to citymakers, students, 
scientists, cityplanners, civil servants  
and entrepreneurs.

WITH AMONGST OTHERS

Neil Gerschenfield (MIT Boston /  

Center for Bits and Atoms)

Tomas Diez (FabLab Barcelona)

Marleen Stikker (Waag Society Amsterdam) 

Ger Baron (CTO Municipality of Amsterdam)

Vicente Gaullart (IAAC Barcelona)

Technology / Affect / Space #1:  
Mapping Affect Space

ORGANIZERS Open! platform for Art and 
the Public Domain, LAPS Research 
 Institute for Art and Public Space
DATE 22 April 2016
TIME 13.00 – 17.00
LOCATION De Balie,  
Kleine  Gartmanplantsoen 10, 
 Amsterdam
INFORMATION AND REGISTRATION 

onlineopen.org (this event is open 
 access)

T / A / S is a public research project that 
explores the new dynamics created 
by the radical dispersion of mobile 
and wireless technology, affect and 
embodied encounters in dense urban 
spaces. We will examine the questions 
this raises for design, daily experience, 
(urban) politics and creative and artistic 
interventions. 

WITH AMONGST OTHERS

Christian Nold

Esther Polak & Ivar van Bekkum

Nishant Sha

Arthur Elsenaar

Eric Kluitenberg and Jorinde Seijdel   

(moderators)

Design & The City Organizers
Amsterdam University  

of Applied Sciences

Knowledge Mile

Newspaper Team
Twan Eikelenboom – Editor in Chief

Martijn de Waal – Content Advisor

Barbara Lateur (Studio BLT) - Design

Matt Beros – Copy Editor

Design & The City Team
Martijn de Waal – General Programme 

Coordinator

Kim Hagenaar – Producer

Gabriele Ferri – Coordinator Workshops 

and Lab of Labs

Twan Eikelenboom – Editor 

Ellis Buis – Communications Manager

Maarten Terpstra – Community 

Manager Knowledge Mile

Jennifer Veldman – Production 

Assistant

Organizing Partners
Pakhuis de Zwijger

Europe by People

Stadsleven

Amsterdam Creative Industries 

Network

Media partners
The Mobile City

The John Adams Institute

License and copyright
None of the texts in this publication 

may be re-used without the the 

writers. All photographs in this 

publication have been used with 

permission from the owners.

If you have any questions  

regarding Design & The City or  

this publication, please contact  
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Conference
DATE 21 April 2016

LOCATION The Hermitage 

Amstel 51 Amsterdam

TIME 9:00 – 18:00

REGISTRATION designandthecity.eu/

tickets/ (Advance registration required)

PRICE €65 (Early Bird) / € 85 (Regular)

Lab of Labs Design Charettes
DATE 19 – 20 April 2016

LOCATION Reinwardt Academie, 

 Hortusplantsoen 2 Amsterdam

TIME 9:30 – 18:00

REGISTRATION designandthecity.eu/

programme/lab-of-labs/ (Advance 

 registration required)

PRICE € 75

Lab of Labs Public Presentation of 
Results & Discussion
DATE 20 April 2016

LOCATION Amsterdam University of 

Applied Sciences,  Kohnstammhuis, 

Wibautstraat 2-4, Amsterdam, 

 Kohnstammzaal (9th floor)

TIME 20:00 – 22:00

REGISTRATION designandthecity.eu/

tickets (Advance registration required)

PRICE Free

Tickets, programme updates, event 

reports and background information:

Parallel 
events

COLOFON

GENERAL 
INFORMATION

During Design & The City a broad network of local, national and international 
city makers and thinkers contribute to the programme by organizing work-
shops and parallel events. All events are related to the theme of designing 
smart cities for citizens.

WORKSHOP 12
Inclusive recycling. What 
makes waste systems friendly, 
unfriendly and empathic 
towards informal recycling?
During the past decade, the 
figure of the waste picker has 
become nothing short of a pop 
star— emerging from extreme 
poverty as an empowered 
micro-entrepreneur, 
resourceful and well adapted 
to market-mechanisms, a 
civic servant, as well as a 
steward of a sustainable urban 
environment. The goal of the 
workshop is to discuss possible 
design, policy and technology 
responses to challenges faced 
by informal waste pickers 
across the globe.

ORGANIZERS

Dr. Maria Cecilia Loschiavo dos Santos 

– Professor at the University of São 

Paulo

Dr. Anne Scheinberg – Noë Waste 

 Measurement Consultants (NWMC)

Dr. Dietmar Offenhuber – Assistant 

Professor Northeastern University, 

Boston

Dr. Aleksandra Mitrovic – Retired, 

co-founder of the Society for the 

Development of Roma Communities 

(DURN), Belgrade

WORKSHOP 13
Making sense. Advances and 
explorations in participatory 
sensing
In the past five years, the broad 
availability of open hardware 
tools, the creation of online 
data sharing platforms and 
the wider access to maker 
spaces have fostered the design 
of low cost and open source 
sensors that communities 
can appropriate to engage 
in environmental action. This 
workshop aims to demonstrate 
how citizen generated 
environmental measurements 
can inform evidence-based 
dialogues that enhance agency 
and can potentially lead to 
healthier, more social and 
liveable cities.

ORGANIZERS

Frank Kresin – Waag Society

Mara Balestrini – Ideas for Change

Tomas Diez – Institute for Advanced 

Architecture of Catalonia / Smart 

Citizen Kit

Mel Woods 

WORKSHOP 14
Prototyping for citizen 
engagement. How can we 
empower citizens for social 
change?
There are various ways to 
facilitate the engagement of 
citizens in urban matters, from 
ad-hoc activism towards more 
facilitated approaches, such 
as technological platforms 
for bottom-up initiatives or 
different types of events orga-
nized around civic matters, for 
example hackathons, design 
jams, public visualizations and 
similar formats.
In this workshop we will collect 
methods, practices, tools, 
formats, experiences and case 
studies of prototyping for citi-
zen engagement.

ORGANIZERS

Peter Kun – TU Delft

Ingrid Mulder – TU Delft

Tomasz Jaskiewicz – TU Delft

WWW.DESIGNANDTHECITY.EU
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Waag Society, Institute for 
Art, Science & Technology, 
is an interdisciplinary 
non-profit media lab 
based in Amsterdam. Its 
mission is to understand 
and reflect on the role 
of technology in society 
by performing artistic 
research, critical design 
and social innovation. In 
interdisciplinary teams 
and in close co-operation 
with end-users it develops 
technological artifacts 
that enable people to 
express, connect, reflect 
and share information, 
goods and responsibilities. 
It hosts highly interactive 
workshops, events and 
plays an active role in 
debates about technology 
and related issues such 
as trust, agency, privacy 
and intellectual property. 
Founded in 1994, Waag 
Society is part of the Dutch 
national infrastructure 
for the arts and culture 
and is a well-known 
participant in national 
and international research 
programs.

WAAG SOCIETY

BEST PRACTICE PROJECT

Bodyguard
An exemplary project of Waag Society is the 
project Bodyguard. In this project we developed 
a self-management system, the ‘Bodyguard’. 
Bodyguard supports people with autism in their 
work environment. This application and com-
munication device provides users with feedback 
on their stress level (based on heart rate vari-
ability) to prevent socially unaccepted behavior 
caused by too much stress. 

We started the process with a co-design session. 
People with autism visualized their current 
situation and their needs in social situations. 
These visualizations were the starting point for 
the concept development of Bodyguard. In each 
step of the development we iterated and tested 
the concept and prototypes with the end users 
and their healthcare professionals. As a result 
the Bodyguard system provided the needed 
support for users and above all gave them a 
feeling of ownership because they were actively 
involved in the development.

FOR MORE INFORMATION ON THE BODYGUARD PROJECT 

WAAG.ORG/EN/PROJECT/BODYGUARD

Lab methodology
Waag Society deploys its own co-design 
methodology called ‘Users as design-
ers’. We involve artists and designers as a 
catalyst for uncovering and expanding the 
knowledge and skills of others. Our meth-
odology is used in our projects with the 
elderly, children and all users in between 
these ages. This entails an iterative process 
in which the innovations are developed 
based on the dreams, needs and concerns 
of the users. 

By deploying creative thinking, design 
formats and digital fabrication tools (e.g. 
in our Fablab and Open Wetlab infrastruc-
tures) we enable all participants to become 
active members in the design process. In 
this way, they grow a sense of ownership 
towards the innovative solution or new 
practice, which is a key factor in successful 
research, development and implementa-
tion. This reflects the credo of Waag Soci-
ety: “if you can’t open it, you don’t own it”.

To download our publication:
waag.org/en/project/users-designers
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KNOWLEDGE MILE

Design & The City takes place on the Knowledge Mile, the area in Amsterdam that runs from the 
Amstelstation to the Nieuwmarkt. Since the beginning of 2015, the Amsterdam Creative Industries 
Network (ACIN) has been working to set up a community of companies, students, teachers, researchers, 
citizens and organizations to improve the liveability of the area. 

The community’s shared goal is to make the area into the smartest street in the Netherlands, by working on solutions for current 
(global) urban issues such as traffic, air pollution and excessive rainfall. The central elements in this community are the research labs 
from three universities of applied sciences in the area: the Amsterdam University of Applied Sciences, Amsterdam University of the 
Arts and Inholland University of Applied Sciences. They act as intersections where all the parties come together to develop solutions 
around a specific research topic.

Matthijs ten Berge is the director of ACIN and initiator of the Knowledge  

Mile. Design & The City editor Twan Eikelenboom spoke to Matthijs about  

the  initiative and the community.

 TE:  The Knowledge Mile is both a physical area and a communi-
ty. How would you describe the initiative?
 MtB:  I call it an applied research ecosystem. We are creating a 
long-term cooperation in which all parties in the area can come 
to together in our labs to develop solutions for urban issues. The 
ecosystem allows us to test, develop and showcase the commu-
nity projects in a physical, metropolitan area. All the ingredients 
for doing applied research are present. 

 TE:  How is applied research different from academic research?
 MtB:  The universities of applied sciences in the Netherlands 
conduct research that is directly relevant for society or business-
es. There are also close ties with education, insights from the 
research are used in the curriculum. 

 TE:  Why did you choose the area between the Amstelstation and 
Nieuwmarkt for the Knowledge Mile initiative?
 MtB:  On the Knowledge Mile, there are two universities of ap-
plied sciences and an expected amount of 60.000 students by 
2018, making it one of the most dense knowledge areas in the 
Netherlands. In the coming years this number will grow even 
further. Both the University of Amsterdam and the Amsterdam 
University of Applied Sciences are still expanding in the area, 
with the Roetsereiland campus and the Amstel campus. Besides 
education and research, there are many businesses, organiza-
tions and start-ups on the Knowledge Mile, such as KPN, NS 
(Dutch Railways), Waag Society, We The City, The Student Hotel 
and the Volkshotel. So, we thought it would be a good idea to 
connect all this knowledge and entrepreneurial spirit to solve 
local urban issues and improve the liveability of the area. And 
there are many issues to solve, because in the past the area was 
named the ugliest street in Amsterdam and the air quality is very 
bad due to traffic conditions. These are just two of the issues the 
community is working on. 

 TE:  The ambition of the community is to really have an impact 
on the area in terms of liveability and the look of the area. This 
transformation will be a process of many years. How will you 
reach these long-term goals and what are the challenges you 
face in reaching these goals?
 MtB:  It is important to note that we do not do all work ourselves. 
The role of ACIN as a network organization is to connect issues 
with knowledge. So for us, the biggest priority from the start was 
to get all the local stakeholders together and get them enthusi-
astic about the initiative. This is also our biggest challenge. To ac-

complish this we organized a lot of meetings in the first year. We 
officially launched the Knowledge Mile in February 2015 during 
a meeting with a lot of local stakeholders. Every two months we 
organize the Knowledge Mile Meetups: a network event where 
we give a quick update of what is going on and have the attend-
ees exchange ideas. In 2015 we organized the first edition of 
Knowledge Mile Boiling, an instant crowdfunding meeting for 
everyone with ideas to improve the liveability in the area. Addi-
tionally, we connected our labs to leading national and interna-
tional companies such as Bell Labs, KLM Royal Dutch Airlines and 
insurance company a.s.r..

Besides these network events, we try to embed the Knowledge 
Mile into the larger context of the Amsterdam Metropolitan Re-
gion. We’ve chosen to link our long-term goals to the goals that 
were set by the Amsterdam Economic Board, which are Digital 
Connectivity, Health, Mobility, Circular Economy, and Jobs of the 
Future / Talent. This means they are embedded in a larger whole. 
One of the first long-term projects we’re now starting is Knowl-
edge Mile Green, which is related to both the Circular Economy 
and Health goals. More nature and green on the Knowledge Mile 
will eventually result in better air quality, but it will also help in 
dealing with the excessive rainfall and make the overall appear-
ance of the area more appealing. 

 TE:  Looking back on the first year of the Knowledge Mile initiative, 
have you already realized projects in which education, research 
and the local community have been connected?
 MtB:  We’ve already done quite a few projects on the Knowledge 
Mile, but I will highlight two projects that showcase different ways 
to improve the liveability of the area. The first project is related 
to De Pinksterbloem elementary school, which is located on the 
Knowledge Mile. Children and parents of the school have been 
troubled for years by traffic in the area. Cyclists and scooter drivers 
often pass by the school at high speeds, causing dangerous situa-
tions. Students of the Persuasive Design course at the Amsterdam 
University of Applied Sciences worked together with the students 
of De Pinksterbloem to come up with various solutions to the 
problem such as laser beams, special screens and light signals. 

In the second project, researchers, teachers and students of the 
Amsterdam University of the Arts and the Amsterdam Univer-
sity of Applied Sciences created the light artwork Citizens for 
the Amsterdam Light Festival 2015 / 2016. The public space of 
the Knowledge Mile is characterized by high-rise buildings and 
traffic. Art and design interventions can contribute to the overall 
atmosphere and liveability of the area. The light poles featured 
in the work talk to each other like citizens on the street, using 
content created on various social media.

An Applied Research Ecosystem  
in the heart of Amsterdam

Meet a selection of the 
labs on the Knowledge 
Mile and their research 
subjects.

◊ MediaLAB Amsterdam
Interactive media 
applications

◊ Digital Life Lab
The wellbeing of citizens 
in urban environments

◊ Publishing Lab
Hybrid publishing models

◊ Citizen Data Lab
Data-analysis for citizen 
empowerment

◊ Fashion Technology Lab
Fashion identity, smart 
clothing and virtual design

◊ Interaction & Games Lab
Video game design and 
playful interaction

◊ Creative Business Lab
Business models for the 
creative industries

◊ Event Lab
The societal and economic 
value of cultural live events

◊ Heritage Lab
Heritage in the age of  
the network society

KNOWLEDGEMILE.ORG

For more information visit:
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