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(1) Abstract 
It is a time for rapid societal changes that requires more active involvement by citizens as amateur-

experts, active participants and agents in the process of urban planning and design. Social media and 
digital methods are the tools providing people with mechanism tools that allow them to organize 
themselves around collective issues, mobilize publics, and to manage social and infrastructural resources 
in a new collaborative ways.  

In the period of short-term scientific mission, seven current projects have been reviewed, three site 
visits related to these projects in different parts of the city of Amsterdam have been made and two 
conferences have been undertaken. In addition short-term literature review has been carried out.  

As a result, valuable information and experience for the role of digital media, games and bottom up 
initiatives for changing the top-down approach in urban master planning has been collected and 
analysed. Important and positive role of the digital media platforms for the success of the process of 
collaborative city making by involvement of people is proved. A review from the valuable experience and 
ideas of different stakeholders – universities, independent research groups, NGOs and businesses has 
been made and the several conclusions have been made:  

- using public screens for stimulation of people to stay for a longer time in a public space or even 

attract people; 

- creating a maps of the accessibility of the city and preferred routes through the city; 

- public performance on site in the role of new players and new tools together with accessible data 

base and GIS mapping; 

- game performances as the real alternative to standard formats of public consultations; 

- within the accessible environment of games, freed from the jargons, various ideas, plans and 

projects society to be able to solve the conflict in a collaborative way; 

-  civic interaction for design of products and services that enable citizens to improve the quality of 

both their individual and communal lives, 

- the essential role of play and digital form in the process of urban re-development; 
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- creation of a new tool for public urban planning with a new players and new tools of accessible 

data base and GIS mapping. 

 

The following general recommendations for further development have raised: 

- Careful definition of variables and indicators for collecting information from the public have to be 
made in order to identify important bottlenecks;  

- Knowledge about the usage of the apps needed, because too many apps could make users 
confused; 

- The incentives for longer-term motivation for using the apps by the users need to be developed; 
- The apps with information  of what is doing what might be helpful for the users; 
- Starting the improvement can be done by focusing on local level - on the neighbourhood;  
- Any initiative for using social media have to be seem in local context in terms of existing and 

changing law and regulations; 
- In the process of intra-sectorial communication between different stakeholders it is helpful to 

have a strong mediator with relevant professional (urban planning, architecture, media studies, 
urban planning, landscape architecture, social geography and urban ethnography) background, 
interest and experience.   

 

(2) Purpose of the STSM and relevance to the COST Action TU1306 objectives 
2.1. Main purpose of the STSM 

The initial purpose of this STSM was to look at existing knowledge at the host institution about: 1. 
Users and user needs; 2. Uses and Types of public spaces. The attention are given also to key factors in 
public perceptions of the different types of ICT, for example: factors that might influence people’s life and 
experiences. The assumptions how possibly CyberParks impact community formation and social dynamics 
and are playing role in redefining public space and social engagement will be also taken into consideration 
during the literature review. 

This main purpose set up in the application for the STSM by taking account the broader needs of the 
research agenda of the WG2 “Urban ethnography” has been reviewed by the Core Group (CG) of the COST 
Action TU1306 as a too ambitious for  the such a short term mission and thus the main aim has been 
modified to the need of STSM researcher to get acquainted with ongoing research projects in the host 
institutions dealing with a concept of “payable city”, “play the city” and “hackable city”. There is no much 
experience and expertise regarding games and playing tools and application of ICTs in STSM’s country and 
the proposed STSM will be of crucial importance for this relatively new area of research and activities in 
urban planning and development. There are some more or less formalized ways of public participation in 
master plan development and investment procedures. However, public opinion is not very well 
understood and poorly investigated.  

 

2.2. Relevance to the COST Action TU1306 objectives 

The COST Action TU1306 “CyberParks” general aim is to foster knowledge about the relationship 
between Information and Communication Technologies (ICT) and Public Space, and build a European 
research network. This STSM contributes to the overall COST Action TU1306 in several ways: 
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1) Acknowledgement and better understanding the new research and applied research incentives 

about “playful city” and “hackable city” ; 

2) By reviewing current activities with ICT application tools in urban life of the host institution to 

generate new insights and ideas for the applicability of ICTs and games within the EU context and 

worldwide; 

3)  Investigating best practices, completed and ongoing projects in relation to ICT tools and 

application in raising public involvement in the decision-making and urban development; 

4) Drafting proposals for future joint publications and collaborative projects with COST TU1306 

participants; 

5) Improving the exiting knowledge and experience of home organization about social media and 

urban regeneration and hopefully possible benefit to the host organization with an “outside” 

overview of their current research activities. 

 

 

(3) Description of the work carried out during the STSM 
3.1. Objectives and research questions of the STSM 

The STSM has been undertaken in Amsterdam, the Netherlands, at different places. Most of the time 
STSM researcher spend at the Amsterdam University of Applied Science (AUAS) and at the University of 
Amsterdam (UvA).  

The STSM researcher has been based in the premises of the Amsterdam Creative Industries Network 
(http://www.amsterdamuas.com/create-it/research/amsterdam-creative-industries-
network/labs/citizen-data-lab/citizen-data-lab.html). The Amsterdam Creative Industries network is a 
place where applied research and knowledge is built by both students and staff. This is an active lab in 
Amsterdam’s greater metropolitan region, and directly involving the creative industries and ICT sectors. 
Amsterdam Creative Industries Network confronts current social issues, such as Creative Industries Lab 
and Citizen Data Lab. The Citizen Data Lab focuses its work on data analysis for citizen empowerment and 
is part of Amsterdam Data Science, a partnership between HvA and UvA, VU, and the Centre for 
Mathematics and Computer Science. Together with stakeholders from the city, the researchers and 
students map out urban surroundings – including the Knowledge Mile. Besides analysing our own data, 
this lab also undertakes critical reflections on the ethical dilemmas around big data. 

At the UvA, the researcher visited the Department of Media Studies. This department has as its 
objects of study and conceptual concerns a rich variety of cultural objects and practices, as seen through 
both disciplinary and cross-disciplinary lenses. Film studies, television and cross-media culture, new media 
and digital culture, comparative media studies, journalism and media, cultural information science, 
archival studies as well as digital humanities - each area has a particular medium, media type or cultural 
practice as its primary point of departure for in-depth study, yet has objects, methods and concepts in 
common across the breadth of media studies. Media studies in Amsterdam is unique and well situated in 
its combination of disciplines, approaches and expertise to train students and researchers for intellectual 
work across the creative industries and beyond. 

http://www.amsterdamuas.com/create-it/research/amsterdam-creative-industries-network/labs/citizen-data-lab/citizen-data-lab.html
http://www.amsterdamuas.com/create-it/research/amsterdam-creative-industries-network/labs/citizen-data-lab/citizen-data-lab.html
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The STSM actual work has been generally agreed in advance and approved during the kick-off meeting 
on 18th May (Table.1. Time schedule). The time spend has been grouped in four types of activities such as: 
a) site visits regarding past and/or ongoing projects; b) project surveys; c) taking part in conferences and 
workshops and d) literature review of articles and books. A relative calculation of percentage of the time 
devoted to each type of activity is presented (Graph 1. Main tasks fulfilled). 

 

Table 1. Time schedule of the STSM 

Date Place and Task 

17.05.15  1.1.“VondelPark site visit” – observation of weekend outdoor activities of visitors  

18.05.15 

University of Applied  Science / Introduction of myself and the STSM; Internal meetings and setting up day 
to day agenda  

Meeting with project team of “Citizen data lab” of the Amsterdam creative industries network 
www.amsterdamcreativeindustries.com Projects: 2.1. Measuring Amsterdam; 2.2 Public screens; 2.3 
GoGoGo 

Meeting with Prof. Ben Schouten, 2.5. Research group  “Play and civic interaction”  

3.1 “Bottom up urbanism” conference / Studio MaakdeBuurt, attending meetings and public lecture 
provided in English by Steve Clare, UK, deputy chare executive of “Locality”, UK 

19.05.15 

University of Amsterdam/ Department of Media Studies / Meetings and projects: 

2.4. The Hackable City”- introduction  

- Literature survey – book “The city as interface: How new media are changing the city”, by Martijn de 
Waal,  “and  “New Media and Society “ Journal - years 2014 and 2015  

20.05.15 

HvA - Introduction the project 2.6. ModelMe  

Meeting with Saskia Beer – Director of the ”Glamour manifest” company involved in the development of  
“Amstel 3”  

21.05.15  
“1.3. Site visit Buiksloterham in the northern part of Amsterdam  where social media has been 
implemented into the bottom-up planning process  

 3.2. Attending the workshop “Play the city project” as observer Play the city project – www.playthecity.nl; 
Concussion: Inspiration, learning and enjoy   

 1.2. Site visit at Indies Neighbourhood 

23.05.15 Follow ups  

 

  

http://www.amsterdamcreativeindustries.com/
http://www.playthecity.nl/


 

 

COST ACTTION TU 1306 CyberParks 

www.cyberparks-project.eu 

 

 

5 / 21 

Graph 1. Main tasks fulfilled  

 
 

The objective of the STSM is to receive information and to develop a better understanding of actual 
practices related to social media applicability in city life, public participation and urban re-development in 
Amsterdam.   

  

The research questions were:  

1. What type of project and activities related to social media, ICT and smart phones have been 

implemented or are under implementation?  

2. How the public is targeted in order to be involved in participatory type of projects? 

3. Availability of actual tools and best-practices for usage of new media tools and urban planning? 

4. Are these tools, practices and case – studies applicable in different sectors (education, cultural 

industries, health care and etc,) and different local context?  

5. How the public needs and perceptions regarding ICT and social media usage are investigated?  

 

3.2. Approach and methodology 

The STSM has been conducted in the period between 17th and 24th May 2015. The researcher has 
been situated in a different places, located in the city centre and its surroundings. In this way ten STSM 
researcher has been provided with possibility of meeting people and being in touch with many project and 
events, some of them was representative of daily work and life of the host researcher.   

 

The methodology undertaken included: 1) site-visits, 2) observations, 3) unstructured short 
interviews and talks with professionals, 4) photography and 5) literature review.  

 

  

Tasks fulfilled

Literature reviews

Site visits regarding
projects

Project surveys

Conferences/workshops
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(4) Description of the main results obtained 

Presentation of the work carried out by the STSM researcher according to tasks fulfilled is given 
bellow, together with main results and personal reflections 

 

1.) Site visits regarding projects  
 

1.1. Vondelpark – centre of Amsterdam (17.05.2015 and 24.05.2015 )  

The STSM researcher decided to visit the park, because the ‘Vondelpark’ -
http://www.amsterdam.info/parks/vondelpark/ - is the most visited central park of Amsterdam. It is a 
national heritage monument, created in 1864 a group of prominent Amsterdam citizens. Later on it was 
converted to a public park that nowadays attracts approximately ten million visitors a year. Citizens raised 
money to buy 8 hectares of land and the landscape architect Jan David Zocher was commissioned to design 
the park in then fashionable English landscape style. The park was open to public in 1865 as a horseback 
riding and strolling park named Nieuwe Park. The name Vondelpark was adopted in 1867 when a statue 
of Dutch poet Joost van den Vondel was situated into the park. The committee soon raised money to 
enlarge the park and by 1877, it reached its current space of 45 hectares. At that time, its location was on 
the edge of Amsterdam, since then it has become central in the city, close to Leidseplein and 
Museumplein. 

The Vondelpark has also a tea house, restaurant, bar, and an open air theatre and it is a place for 
many performances during the summer and with all of this attracts thousands of people of Amsterdam 
every day of the week. As I saw when visiting the park, people use public open space in order to walk, 
cycle, relax, dog-walking, playing with children, jogging, roller-skating and any kind of physical exercise. 
There were people enjoying a sunny day, meeting friends and listening to music, since free concerts used 
to be given at the open-air theatre or in the summer at the park's bandstand.  

As it can be seen from the pictures enclosed (Pictures 1-8) it is a multifunctional public open space. 
Here STSM researcher observed many that visitors engaged with many outdoor activities – walking, 
cycling, doing exercise, dancing, having fun, organizing family events, playing with children, visit an open 
theatre and café and etc.   

http://www.amsterdam.info/parks/vondelpark/
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Picture 1: Dancing people  Picture 2: Physical exercise 

  
Picture 3: Restaurant in the park  Picture 4: Playing with children 

  
Picture 5: Family events Picture 6: Open Air Theatre 
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Picture 7: Meeting people Picture 8. Walking in the park  

 

1.2. “Indische Buurt” ("Indies Neighbourhood") – Eastern part of Amsterdam/ 
http://en.wikipedia.org/wiki/Indische_Buurt 

STSM visit the district, in order to see the place of more typical style of urban regeneration. It is a 
neighbourhood in the eastern part of the city of Amsterdam. Indische Buurt is the oldest part of the former 
Zeeburg district and is very ethnically diverse. A high percentage of the population is of immigrant origin 
(for Zeeburg this is already high at 55%, but higher in the Indische Buurt) and there are an estimated 100 
languages spoken. It used to be underdeveloped area where social conflicts occur (Picture 9) 

Since the mid-1990s the area is undergoing rapid renovation and gentrification. In 2010 process is 
almost completed with the opening of a cultural institutions, restaurants, cafes and renovation of streets. 
For example the Javastraat, has been transformed into a new Mediterranean-style shopping area which 
included the repaving of streets and improved bicycle parking and one of the last bath houses in 
Amsterdam built on Javaplein in 1942 was turned into often visited restaurant (Pictures 10, 11). 

 

STSM researcher reflections: STSM researcher visited newly re-developed urban area, converted from 
a monotype urban structure to a pleasant, modern, comfortable and relatively silent residential area with 
many places for family life and social interactions.  

http://en.wikipedia.org/wiki/Amsterdam
http://en.wikipedia.org/wiki/Zeeburg
http://en.wikipedia.org/wiki/Public_baths
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Picture 9: Renovated social housing Picture 10: Coffee in the are 

 

 

Picture 11: Javaplein, former Bath now is a meeting place and landmark of the area 

 

1.3. Buiksloterham - Northern part of the city of Amsterdam   

The area of Buiksloterham district of Amsterdam have been introduced to the STSM researcher as a 
sample are being transformed from an unsightly industrial area into a modern urban development with 
multifunctional places for work, rest and enjoy. This largely abandoned and polluted in past industrial area 
provides plenty of space for gaining experience in using social media as a now tool for urban planning as a 
bottom up process ( Pictures 12-14). 

STSM researcher reflections: The territory in the past was heavily industrialized and variety of public 
uses has been neglected. As the STSM researcher observed, now the area is in the process of conversion 
into newly developed and attractive area with nice and affordable places for work, live and rest. According 
to interviewees it an example of an urban area re-developed by support of social media, grass-root 
initiatives and different stakeholders involvement and cooperation. The site is best practice for social media 
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used for connecting people and professionals for better understanding their needs for future development 
of the site.  

 

  

Picture 12: Newly developed enterprise in the area 
Picture 13: Place for relax, food 
meetings and  workshops  

 

 

Picture 14: Collective housing in the area started 
with social media 

 

 

2). Projects surveys 

2.1. Measuring Amsterdam/ http://www.measuringamsterdam.nl/overview 

The project has been introduced as an example how citizens can create relevant data and become 
empowered. The citizen data lab is focusing with the project of Measuring Amsterdam on: creating Open 
data, the citizen and the smart city. The participants collaborated in a data experiment and performed 
measurements and observations. The data that is produced are being visualized. The measurements can 
be submitted with a web application which can be used with anyone with a smart phone or tablet. The 
data is stored on our database and is been submitted in a structured open data format. By doing this, easy 
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visualization of the data could be made. The method has been tested during two events. During the first 
event, students, professionals and citizens performed measurements and observations on the Knowledge 
Mile. The data was directly visualized in so that a city dashboard was created. During this event 1050 
measurements were performed during a single afternoon.  

During the second event, the collaborative works between neighbourhoods and the domain of 
Sports and Nutrition of the University of Applied Science of Amsterdam have been done. The several 
variables that can indicate the health state of a neighbourhood have been defined and tested. The 
mapping clearly demonstrates that the most sensitive problem for the neighbourhood is trash.  

 

STSM researcher reflection. This type of mapping revealed the need for further improvement of such 
kind of collaborative method, for instance in the selection and definition of variables and of the tool, striving 
to lower the threshold of participation. 

 

2.2. Public screens  

The project introduced was based on the idea that the public space is a place where citizens gather. 
This space is of essence on how the living environment is experienced. During the studies about presence 
of screens on public open space, it was showed that public screens in general have a positive effect on 
social activities in their environment. There are also screens that are being used for information for the 
community, citizens, local artist and schools. However, the question has been raised how they can been 
used to communicate with these communities? Thus, there was an attempt for creating a data platform 
and system of sensors that are able to respond to the people and communities. By creating such a system 
we use it to communicate with the communities within the neighbourhood and have an impact on an area. 

 

STSM researcher reflection.  

The project have shown the need public opinion and need to be more fully investigated and regular 
feed-back from the community to be collected.  

 

2.3 GoGoGo/ http://labs.densitydesign.org/gogogo 

This is an example of using ICT technology in public space. By using the GOGOGO app (iOS and 
Android) 1800 students during the “Students in Motion” event were able to track their route with their 
smart phones. While using this app the students indicated whether they were walking, cycling or travelling 
via public transport. The data is stored in the database and then visualized. By doing this a map of the 
accessibility of the city and preferred routes through the city can be created and possible bottlenecks can 
be defined. The findings can be presented to both the municipality and users and it could be used for 
solving existing problems. During a first pilot event more than 200 students downloaded the app and 
logged more than 300 routes.  

 

Another possibility of the tool is that, users of the tool can create open data about their 
neighbourhood and more specifically can create a map of its health. Variables, based on onsite health 
research, included behavioural entries, such as smoking, snacking and children playing outside. The results 
of the measuring, which took place during one week, were made available as online open data, for 
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researchers, decision makers and developers. Furthermore, the data was visualized and these maps were 
shared with the neighbourhood participants and city health researchers and professionals.  

 

STSM researcher reflection.  

The project is a good example for collecting data that can be used for investigation of public needs in 
local context (for example more trash bins and play-yards are needed).  

 

2.4. Hackable City 

The project has been presented to the STSM researcher as the one of the most convenient for the 
COST Action TU1306, as an ongoing research project between the University of Amsterdam (UvA), 
Amsterdam University of Applied Sciences (HvA), Utrecht University (UU), and The Mobile City Company. 
The project involves collaborations with among others One Architecture, Coöperatieve Vereniging 
Buiksloterham, Pakhuis De Zwijger, and the Ministry of the Interior and Kingdom Relations. This project 
has been funded among others through CIRCA, NWO KIEM and NWO Creative Industries Embedded 
Research grants. 

 

As it could be seen from the website http://themobilecity.nl/projects/hackable/- “……… the era of top 
down urban master planning has come to a standstill. This is not only due to the financial crisis but also 
due to societal changes that involve citizens as amateur-experts, active participants and agents of change. 
Digital media provide people with tools to organize themselves around collective issues, mobilize publics, 
and manage social and infrastructural resources in collaborative ways. This do-it-yourself city making 
occurs in multiple domains, from energy production to the organization of healthcare, from the 
management of public housing to the appropriation of the urban public sphere. At least those are the 
promises of digital media technologies and the ‘participatory society’.”  

 

Under the project implementation, the following four parties interested in learning more about this 
role of digital media platforms have been targeted: 1) (urban) designers and practitioners in the creative 
industries; 2) (local) governments & policy makers; 3) development communities and 4) the academic 
community, each bringing their own research goals to this project. 

 

STSM researcher reflection. The project provides citizens and business with knowledge about how the 
digital media can support them in order to make better city. With valuable support by the experts from 
Mobile city, good collaborative work have been conducted with the people in Buiksloterham, Amsterdam. 
As a result a wide range of do-it-yourself projects and initiatives – such as collective housing, small 
businesses and restaurants - have been identified and successfully implemented.  

 

2.5. Play & Civic Interaction Design research group, Amsterdam University of Applied Sciences 

The STSM researcher had a meeting with Prof. Dr. Ben Schouten, who provide the researcher with his 
lecture in Game Research Play and Civic Interaction Design/ 
http://www.hva.nl/onderzoek/publicaties/item/playful-empowerment.html. 

http://onearchitecture.nl/
http://buiksloterham.nl/
http://buiksloterham.nl/
https://dezwijger.nl/
http://www.rijksoverheid.nl/ministeries/bzk
http://circa.uva.nl/projects-2013-2014/hackable-metropolis-amsterdam.html
http://www.nwo.nl/en/research-and-results/research-projects/04/2300188604.html
http://www.nwo.nl/en/research-and-results/research-projects/45/2300188445.html
http://www.nwo.nl/en/research-and-results/research-projects/45/2300188445.html
http://themobilecity.nl/projects/hackable/-
http://www.hva.nl/onderzoek/publicaties/item/playful-empowerment.html


 

 

COST ACTTION TU 1306 CyberParks 

www.cyberparks-project.eu 

 

 

13 / 21 

The mission set up by research group Play & Civic Interaction Design is “…to address a changing 
perspective on design, one in which users are defined as social and economical actors who co-create 
products and services. The role of play in its contemporary and digital form for instance through games, 
apps, interactive toys is essential in this process. With civic interaction design, we mean the design of 
products and services that enable citizens to improve the quality of both their individual and communal 
lives, and that equip them with agency to act as citizens in a media-saturated world”. 

  

STSM researcher has been presented also Proceedings of the 4th Conference on gaming and playful 
interactions in healthcare “Games for Health 2014”. The proceedings opened for the STSM researcher an 
area of innovation and integration of research on impact of games, playful interactions and game 
technologies on health, health care and health policy.   

 

STSM researcher’s reflections: The lecture provided many interesting examples of usage of ICT, game 
and the need of outdoor activities game with main idea of improvement quality of life and public health. 
ICT applications and health issues could be an important part of further work for the COST Action partners.  

 

2.6. ModelMe - https://vimeo.com/96606145 

ModelMe is an interesting pilot collaborative project between Burton Hamfelt Architectuur 
Stedebouw Prototypes en Saskia Beer from Glamourmanifest. The ModelMe began with the need of 
redevelopment of the business area “Amstel -3” place located at the entrance of the Amsterdam city. 
Amstel 3 has area of 110 ha, 115 buildings, 26 employees and 200 companies, 80 real estate owners and 
25 finances. 

 

STSM researcher’s reflections: An example for successful practice of door-to-door, face-by-face and 
online contacts with different stakeholders. The approach undertaken by the author is important, because 
it is applicable even for existing buildings that could be re-assigned. 

 

2.7. Benches collective / http://www.wethecity.nl 

This is a grass-root initiative called Benches collective (Bankjes Collective). It aims is to be the biggest 
open-air café in the world. BankjesCollectief consists of benches that people put outside on the pavement 
that collectively form a café every first Sunday of the month. Residents choose what they offer and café 
guests determine the value. BankjesCollectief is a wonderful and relaxing way to get a bit closer to the 
people that live in your neighbourhood. 

 

STSM researcher’s reflections: It is a good example of small size project in support of to improving 
knowing and understanding each other within the community and providing possibility to make necessary 
changes in social behaviour.   

 

 

  

http://www.wethecity.nl/
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3). Conferences and workshops  

3.1 “Bottom up urbanism” conference  

The STSM researcher participate in a panel by Steve Clare, UK, Deputy Chief Executive, “Locality”, UK. 
The mission of organization is to develop a network of ambitious and enterprising community-led 
organisations with a strong, collective voice and to inspire community action so that every neighbourhood 
thrives - www.locality.org.uk. 

 

The lecturer starts with his opinion for current urban development, where from one site there are 
factors like shortage of money, increasing impact of the new technology, cost of services and dependency 
of the governmental funding and from another - there is and increasing demand to the quality of public 
services and change in people’s expectations.  

The lecturer pointed out that some positive signs appear and some special coherent things emerged. 
He reported about their experience in rebuilding democratic culture, such as:  

 “Coin sheet“ - the site bought in 1984, community park, festivals, community bus and etc. 

 “Goodwin Development trust” – managing 40 different buildings’, big employer with 300 people 
hired 

 “Food to share” – initiative with 400 volunteers, vegetables and fruits cultivated in different 
neighbourhoods – kindergartens , police station, church yards and etc.  

 “Big jubilee lunch”/ June 2012 - having lunch with the neighbours 

 

STSM researcher’s reflections: Lecture supports understanding that the improvement can be done 
only by focusing on local neighbourhood level. The solutions might come by ordinary people with support 
of digital technologies as a very important tool for sharing information.  

 

3.2. Play the city 

STSM researcher has been introduced a project “Play the City” Ihttp://www.playthecity.nl/?lang=nl/ 
It is a projects using physical gaming as a method for collaborative decision making and conflict resolution 
and engagement multiple stakeholders in resolving complex urban challenges. The author (Dr. Ekim Tan, 
founder and leader of the consultancy firm “Play the city”) designs the games according to the questions 
of possible clients. This approach is applicable to large urban projects, refugee camps, violence prevention 
and other multi-stakeholder challenges societies face as the gaming is seen as a problem-solving method 
bringing top down decision makers together with bottom up stakeholders (Pictures 15-17).  

In the accessible environment of games, freed from the jargons, various ideas, plans and projects 
meet conflict and collaborate towards negotiated outcomes. It is claimed that the gaming could be the 
real alternative to standard formats of public consultation in the 21st century. The method has been 
acknowledged internationally and has been implemented for large-scale projects in Amsterdam, Istanbul, 
Brussels and Cape Town.  

“Play the city” is the game that works with public and private clients – city authorities, consulting 
companies, think thanks and NGOs. This methodology is used also for training courses, workshops and 
educational panels.  

 

http://www.locality.org.uk/
http://www.playthecity.nl/?lang=nl/
http://www.playthecity.nl/17149/en/play-noord
http://www.playthecity.nl/17218/en/yap-yaşa
http://www.playthecity.nl/17191/en/play-brussels
http://www.playthecity.nl/17140/en/play-khayelitsha
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Picture 15: Play the city training session Picture 16: “Play the city rules 

 

 

Picture 17: “Play the city ”tools”  

 

STSM researcher’s reflections: The training session has been organized on 21st May 2015 with public 
and private clients. The STSM researcher took part in training session “Play the city” as an observer. It was 
a simplified version of the reality with possibility complex issues to be made accessible both to experts and 
non-experts. The participants has been provoked to play a game with a new roles and to present their 
thoughts, views and wishes for development of an actual urban area.  

 

4). Literature review  

By reviewing the literature, STSM researcher has improved its initial understanding of progress of 
using ICT and smart phones and the changes in communication and behaviour of the urban communities. 
Books and articles have been reviewed and some points noticed will be reported, such as: 

4.1. In “Society of the Query” it is claimed that current change in the paradigm shift is  
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” .....trough the hardware of the mobile device, software becomes aware of its own mobility and can 
leverage the new kinds of information it acquires: location, acceleration, proximity to other devices and 
access to local infrastructure trough Wi-Fi.”  The authors also claimed that … “our daily worlds became 
technologized to such a degree that living without technology turns out to be almost impossible”…..and 
…..“the increase and advance of software for mobile devices, the paradigm of relevance for the user has 
experiences a major shift. ……Cell phones have advanced to smart phones and so increased in complexity, 
computation power and practicability. “….and .......“ …..computers are no longer bound to a specific place, 
but rather can be easily carried in a person’s pocket and therefore as mobile as their owner. “ 

Our daily life already became “mobile” in every sense of this word. But, this progress is one site of 
the coin and the increasing dependence on ICT has a respective social consequences. Taking into account 
the perspectives of a smart phone users, there are more problems arising from the conception of relevance 
of the often use of apps, as a single piece of software and distributing this software worldwide.  

The authors mentioned that it Is a common when the average smart phones …’” has at least one 
app for standard text, one for Face book messages, and one for Twitter and ….etc..” .This itself is not a 
problem, but can be a problem when …” the existing systems cannot communicate with each other, or 
users cannot communicate across these platforms” 

This concern the future development of the COST Action TU 1306, such as we have to be aware 
that “…..the information that can be used to make a recommendations must be gathered by the apps 
themselves, which means that every app can only supply recommendations on the basis of its own 
investigations about the user, and this significantly affects the quality of recommendations”. 

The rapid development of the apps for the smart phones creates a new type of artificial world and 
the world became “...seems functionally segmented, based on the optimization of each app on the phone”. 
The following statement is in line with perceptions of the STSM researcher: ....” Instead of showing the 
user the relevant worlds, smart phone apps show the user a world that is optimized based on her location 
and interest for each specific functionality each represented by a different app.”  

 

4.2 New Media & Society Journal for the years of 2014 and 2015: 

Usage and/ or non-usage of mob,ile phone services have been investigated by Mohammad T Annafari 
in Sweden and the results show that two socio-economic factors – age and the household income – remain 
significant to explain non-usage of mobile phone services. It was observed that the benefits of mobile 
phones are related to social networks in terms of more people you know; the more beneficial of usage of 
mobile phone are you. Thus, in the longer run, elderly people with low income are became marginalised, 
such as they have a decreasing social network and usually find this technology no longer purposeful and 
finally refuse it. It was concluded that “……service providers and regulators, to bring a more socially 
constructed technology that can protect individuals with less socio-economic power from being socially 
excluded”. 

 

Ozge Dilaver noted that we still ...” we know very little about how individuals perceive the value of 
ICT products......”. The findings show that the day-to-day value of innovations is deeply embedded in the 
existing and newly emerging social contexts. Thus, societal transformations, such as becoming an 
information society, cannot be reduced to matters of technological possibilities.  
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Teresa Correa investigated to what extent structural factors that play a role in bottom-up process, 
such as socio-economic differences and gender. Finally, it examined the relationship between this bottom-
up technology transmission process and parents’ levels of internet self-efficacy and online activities. The 
paper shows that children play a role in including their parents in the digital environment, particularly 
among women, people who are older (35 years old and above), and belong to lower socio-economic 
groups.  

 

According to Chang-Hyun Jin, the aim of this research was to investigate the effects of online social 
networking use on bridging and bonding social relationships as well as on social capital effects. The study 
examined how the self-systems of users of the social networking website Facebook (where a self-system 
comprises four elements—self-efficacy, self-assertion, social presence, and self-esteem) and intensity of 
use affected the abovementioned social relations and social capital effects. Using data from a survey of 
Facebook users (n =306), the result revealed that Facebook users’ self-systems played an important role 
in the formation of bridging and bonding social relationships as well as in generating social capital effects. 
However, self-esteem did not affect bonding social relationships significantly. The study also found that 
Facebook users’ self-systems mediated the relationship between bridging and bonding social relationships 
and social capital effects. 

 

Erika Polson carried of ethnographic research of expatriates how on-line and offline meet-up rhetoric 
and routines contribute to the production of a mobile “sense of place” for people who have relocated or 
travelled alone. By highlighting how participants may use digital media to create a sense of belonging to 
an “international community” extendable across a series of local places. 

 

Wonsun Shin explores how parents feel about the Internet and its impact on children, how they 
manage children’s Internet use, and how they view the role of various socialization agents in creating a 
safer Internet environment for children. In-depth interviews with parents of children aged 7–12 revealed 
that parents presumed more positive than negative influence of the Internet on their children and felt 
confident about their ability to manage their children’s Internet use. This high confidence in their own 
management, however, seemed to lead parents to be less engaged in purposeful and communication-
based parental mediation. In order to be more efficient in communication with their children parents have 
to be equipped with Internet knowledge to promote a safer online environment for children. 

 

(5) Description of the main results obtained, general recommendations and critical points  

The following activities have been performed during the short term scientific mission: 

- Three site visits in different parts of the city of Amsterdam; 
- Seven projects have been acquainted with;   
- One conference and one training workshop undertaken.  

 

Best practices have been reviewed, sites were visited and valuable information about the ongoing 
research regarding social media application in urban planning and design and social networking have been 
collected and analysed in the light of COST Action TU1306 needs. Because of great variety of projects and 
initiatives explored and because of the fact that personal reflections of the STSM researcher have been 
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presented after every project reviewed, site visit performed and meetings undertaken they are not going 
to be repeated. Here, again will be pointed out only two cases studies, such as: 1) Participation in “Play 
the City” game developed by Dr. Ekim Tan under her doctoral study at the Delft University of Technology 
( www.playthecity.eu). During the workshop in Amsterdam organised by her, valuable knowledge about 
as a model for simplification of reality has been received. STSM researcher experiences in a way that 
purposely designed game can help solving complex issues or even conflicts on local and city level. Thus 
necessary information can be made accessible to a large number of people, both experts and non-experts. 
The games like ‘Play the city” in which the STSM researcher has been involved can accelerate consensus 
among multiply stakeholders. Last and not least, during the process of gaming the participants can be 
engaged with playing genuine roles and last, but not least to have fun. Another important part of this 
methodology which explain its success for addressing difficult urban questions is that the methodology is 
based on three clearly defined steps: 1) Identification of key stakeholders – both visible and hidden with 
its interests potential knowledge and interests and modelling their roles and rules; 2) Development of 
Game concept where the various interests can be tested against each other; and 3) Caring out a Game 
session and translating the results  into innovative strategies and Action plan. And 2) The initiative raised 
by Mobile cities company is “Hackabe city” that took place in the northern part of Amsterdam – as a place 
that allow citizens to see themselves as a agents of economic and social change.  

 
Downsides and critical points investigated: 

From all projects, site visits workshops and short interviews and conversations, it became clear that 
a big range of initiatives and projects in relation to ICT, smart-phones and games take place in the city of 
Amsterdam. However, some critical points for wider applicability of the incentives raised, such as: 

- Careful definition of variables and indicators for collecting information from the public have to be 
made in order to identify important bottlenecks;  

- Knowledge about the usage of the apps needed, because too many apps could make users 
confused; 

- The incentives for longer-term motivation for participating the games and using the apps by the 
users need to be developed; 

- The apps with information of what is doing what might be helpful for the users; 
- Careful choice and development of the apps in order to avoid functional segmentation of the each 

app;” 
- Starting the improvement can be done by focusing on local level - on the neighbourhood;  
- Any initiative for using social media have to be seem in local context in terms of existing and 

changing law and regulations; 
- In the process of intra-sectorial communication between different stakeholders it is helpful to 

have a strong mediator with relevant professional (urban planning, architecture, media studies, 
urban planning, landscape architecture, social geography and urban ethnography) background, 
interest and experience; 

- Urban planning professionals, landscape architects have been not well presented in the games 
analysed; 

- Games like “play the city” in order to be efficient for problem solving at city and district level, be 
successful, much resources – such as finances, time, specific knowledge, tools, skills and materials 
are needed; 

http://www.playthecity.eu/
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- Local context, culture, public perceptions and needs, such as existed law and regulations have to 
be respected.  

 

Main part of the research questions have been answered, such as different type of project and 
activities related to ICT and smart phones have been introduced by the host institution to the STSM 
researcher and they are described in the report.  Best practices and case studies for in relation to social 
media and re-development sites have also been presented. The other parts of the research questions – 
such as how people needs and preferences are investigated and how general public is motivated to 
participate in games and smart phone usage in longer terms - have not been fully answered. More 
complete understanding of the reflection on the ICT and smart phone usage in relation to different 
generations, low income families and social inclusion need to be explored.  

 

(6) Follow-ups - future collaboration with host institution and foreseen publications or papers for 
conferences/congresses resulting or to result from the STSM  

STSM has been offered a valuable and updated information and was given a guidance how to look for 
further development of research for the role of new media studies and games as a tools for urban 
development and raising public awareness. The experience is valuable for the home grass-root 
organization which intends to develop similar initiatives with the universities, other NGOs and local 
authorities.  

 

Future collaboration might be seen, such as: 

- In short term, I intend to share the all knowledge that I received with the project partners of the 
COST Action 1306:CYBERPARKS and to prepare a draft for publication or policy paper for a Journal of 
Urban Research & Practice  where I am a member of an Advisory board; 

- In medium term, I will continue reading the books and publications in the listed above sphere and to 
stay informed about the role of social media for urban development and citizens’ involvement; 

- In long term, I will look to include the issues about new ways and tools of public participation in 
urban planning  in future cooperation networks and collaborative projects; 

(7) Personnel Benefit and mutual benefits for the Home and Host institutions: 

The STSM researcher has been inspired to learn in a friendly atmosphere about variety of initiatives 
and projects regarding media studies, social media, new urban planning tools, games and playing 
techniques that have been carried out at the University of Amsterdam (UvA), Amsterdam University of 
Applied Science (AUAS) and their project partners in Amsterdam.  

This was a unique experience that opens new areas of research interests for home institution, which 
is grass-root non-for profit organization.  

The STSM mutual benefits have to be seen not so much in developing a theory of the social media 
and new tools and games, but mostly in the acknowledgement and possible announcement and 
presentation of best-practices, case studies and projects to the wider EU context. Last, but not least further 
possibilities for funding are going to be investigated.  
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(8) Other comments (if any)  

For the period of STSM, the researcher discovered a considerable experience of the universities and 
other project partners in Amsterdam. The researcher would like to propose one of the future workshops 
under the COST Action to be held in the city Amsterdam, the Netherlands. In case it is not possible to be 
timely organised, it would be good for all COST Action partners independent lecturers to be able to present 
their experience as a guest lecturers (for example, prof. Ben Schouten, Saskia Beer from Glamourmanifest  
and/ or other experts from the host universities in Amsterdam)  
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