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Regardless of the path that brought you here, we are glad you are
interested in — and ready to contribute to — creating better, more playful,
and more inclusive living environments. Whether as a planner, educator,
policymaker, parent, or practitioner, your engagement matters.

We hope this toolkit proves useful and inspiring, and that it supports you in
exploring new ways of listening to children, learning from their
perspectives, and turning those insights into meaningful action.
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Welcome to the PLAYFUL-ED Toolkit: Play it out... Plan it in!

Naming our toolkit “Play it out... Plan it in!” is more than an
attempt to create a catchy phrase.

It reflects the core philosophy that underpins our project.
Drawing inspiration from prefigurative politics, this toolkit
is a call to action to enact, in the present, the values of the
future society we want to see and live in!

In our case, we envision living spaces that are not only
accessible, but also joyful, for everyone, for all ages.

We argue that allowing ourselves, as adults, to involve
children, to learn from their perspectives, and to recognise
them as people with rights is a powerful, though not the only,
strategic lever for shaping more inclusive and diverse
urban environments.

This toolkit is an invitation to play it out in our streets, in
our public spaces, and within our communities. It
encourages experimentation and invites us to denaturalise
what we often take for granted, such as car-centric urban
mobility systems, in order to co-create pathways towards
desirable futures.

Children’s perspectives and insights are a powerful way
to regain critical thinking about how things could be.
They help us develop futures literacy skills by expanding our
imagination beyond probable futures and opening space to
reflect on preferred ones.

And then, we must plan it in by translating our learnings
into real, impactful decisions, embracing them in our

planning documents, policies, designs, and everyday practice.

We invite you to join us on this journey.

Dive into the modules, test the activities,
and become an active agent of change

in co-creating more liveable, playful, diverse
and inclusive communities.

Let us play it out and plan it in, together.
Sincerely,

The PLAYFUL-ED team
Area Europa,

Urban Foxes,

and Municipio de Amarante




-
IL L

Urban planners often have the technical knowledge to create
child-friendly cities but lack support to foster meaningful political
and public engagement.

PLAYFUL-ED addresses this gap by focusing on adults, not only as
caregivers but also as voters and active citizens capable of driving
change. By educating and empowering adults, the project builds
political momentum for child-friendly urban planning and ensures
sustainable, inclusive urban environments for all generations.

PLAYFUL-ED is an Erasmus+ Adult Education project designed to

empower adults to embrace the perspectives and needs of young

children in urban planning. By fostering intergenerational

collaboration and civic engagement, the project aims to create

inclusive, sustainable, and child-friendly public spaces. Through

workshops, city experiments, and a co-created toolkit, PLAYFUL-ED

will raise awareness about the importance of urban spaces that are

accessible, beautiful, and functional for people of all ages. QYD @ __ \EUROPA /e NTE
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EVERY CITY RECEIVES ITS SHAPE FROM THE DESERT IT OPPOSES.
ITaLo CAaLvINO, INVISIBLE CITIES, 1972
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Introduction

From Crisis to Opportunity

Imagine a city where your 5-year-old can walk to school without fear. Where public spaces buzz This isn't utopian fantasy. It's an achievable reality through collaborative urban planning.
with intergenerational laughter. Where the built environment doesn't just accommodate
children - it celebrates them. More and more cities around the world are proving it works. Parents, teachers, and community organizers -
people just like you - are transforming their streets, schoolyards, and neighborhoods. Not by waiting for
Imagine streets designed from 95 centimetres high - a toddler's eye level - where sightlines are permission, but by organizing, advocating, and building coalitions that cities can't ignore.
clear, crossings are intuitive, and every corner invites exploration rather than anxiety. Where a
grandmother with a walker, a parent with a stroller, and a child on a scooter can all navigate The question isn't whether change is possible. It's whether you're willing to be part of making it happen.
with joy and playfulness.
This module is for you if you are:
Imagine neighbourhoods where children don't need to be driven everywhere because the
everyday destinations - school, park, library, friend's house - are genuinely reachable on small A parent wanting safer streets for your children
legs. Where the journey itself becomes an adventure, not a danger to be managed or a risk to A teacher seeing students arrive stressed from dangerous journeys
be mitigated. A caregiver struggling to find safe places for children to play
A community organizer mobilizing for neighborhood change
Imagine decision-making processes where your voice as a parent carries the same weight as an A school administrator advocating for your students' wellbeing
engineer's calculations. Where your child's drawing of their dream playground doesn't end up A local government official seeking better engagement approaches
in a drawer but shapes the actual design. Where “community consultation” doesn't mean being Anyone who believes children deserve better from our cities
shown plans already finalized, but means co-creating the vision from the very first
conversation.

MODULE 1 CoLLABORATIVE,INTERGENERATIONAL,& INcLUsIVE URBAN PLanNinGg INTRODUCTION
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What you'll learn How to use this module

This module represents the collective knowledge of the PLAYFUL-ED project consortium, produced, shared
e PART A (What): Theoretical foundations » Read sequentially for comprehensive understanding, OR P 5 bro) P

d bled during two local workshops, held in Bol Ital df donint tional
- why child-friendly planning matters e Jump to Part B if you need immediate practical guidance, OR and assembled during two local workshops, one held in Bologna (Italy) and focused on Intergenerationa

urban planning, hosted by Area Europa in January 2025; and one held in Brussels focused on placemaking,
and what frameworks guide it e Browse Part C for inspiration from global examples P 5 y pain] y P 8

, hosted by Urban Foxes.
PART B (How): Practical process and

tools - step-by-step guidance for

collaborative action
PART C (Best Practices): Real-world

examples - successful projects you can
adapt to your context

, Some of the methods, approaches and tools you'll find here displayed The present module has been largely enriched by a desk research conducted among precious

. have then been used during our city pilot, held in Portugal in November 2025, and open access resources from organisations worldwide working to reclaim cities for children, from the
led by the Municipality of Amarante, where the 3 partners had the possibility to Global Alliance - Cities4Children, through the Global Designing Cities Initiative, to the Real Play Coalition

/ engage with local stakeholder, city departments, parents, associations - but most and more, and dozens of municipalities and communities that have successfully transformed their

importantly with 60+ kids from the city centre primary school - and develop a 3- streets, schools, and neighbourhoods.

day urban experimentation, designed to test a simple but transformative idea: Yours can be next.

cities become more inclusive when adults (planners, teachers, parents, and
public authorities) learn to listen to and be guided by children’s perspectives. Let's begin!

MODULE 1 CoLLABORATIVE,INTERGENERATIONAL,& INcLUsIVE URBAN PLanNinGg INTRODUCTION
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1.1 Cities at the crossroads:
What local solutions for global challenges?

Before we explore what collaborative urban planning is and why it matters for children, we need More than half a century ago, the American urbanist and activist Jane Jacobs

to understand the broader context in which our cities exist today. According to a UN report, as of offered a powerful lens for understanding this complexity. In "The Death and

2018, 54% of the world's population lived in urban areas - a figure projected to reach 66% by Life of Great American Cities”, she challenged dominant top-down planning

2050, effectively doubling the numbers from the beginning of the 20th century. This rapid approaches, emphasising the value of mixed-use neighbourhoods,

urbanisation, while driving unprecedented social and economic progress, has also generated pedestrian-friendly streets, and the everyday social interactions captured in

profound crises: academia estimates that cities produce 70% of global GDP while consuming 60- her notion of “eyes on the street.” Crucially, she also argued that cities

80% of energy resources and generating 70% of global emissions. should be shaped with - and not merely for - their inhabitants, including
those whose voices are most often overlooked in planning processes.

In Europe, the situation mirrors this global trend: EIB states that over 2/3 of Europeans live in As Jacobs famously wrote:

cities, centres of economic prosperity, connectivity, creativity, and innovation. Yet this very
concentration of people and resources brings mounting pressures - demographic change, climate ‘ ‘

crisis, and growing social and economic inequalities. This concentration of people, resources, and CITIES HAVE THE CAPABILITY

OF PROVIDING SOMETHING
FOR EVERYBODY, ONLY
BECAUSE, AND ONLY WHEN,
THEY ARE CREATED BY
EVERYBODY.

opportunities has produced vibrant centres of creativity, innovation, and connectivity, but at the
same time, it has intensified structural pressures related to demographic change, climate crisis,
spatial injustice, and growing social inequalities. This creates a fundamental paradox: cities are
both the epicentre of contemporary crises and the primary laboratories where solutions must be
imagined, tested, and implemented.

Jane Jacobs
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At the time, these ideas were radical. Today, they are widely recognised as foundational to progressive This perspective aligns closely with the ambitions of the UN's Sustainable Development Goal 11, which calls for

urban thinking and continue to inspire planners, researchers, policymakers, activists, and the inclusive, safe, resilient and sustainable cities - ambitions that cannot be achieved without prioritising those for

partnership behind the PLAYFUL-ED project. In recent years, academic research and practice have whom current urban systems fail most dramatically. Meeting this challenge requires multilevel governance,

increasingly converged around holistic approaches to urban planning, climate action, place-based engaging policymakers, public administrations, researchers, planners, designers, businesses, citizens, and local

learning, and participatory governance. Within this shift, collaborative planning and community-led stakeholder networks. It also demands integrated approaches that simultaneously address social, economic,

urban regeneration, such as placemaking, have become a powerful framework for transforming public environmental, and cultural dimensions, alongside the active participation of local communities as a cornerstone of

spaces into vibrant, liveable, and inclusive environments, improving quality of life for those who use democratic urban transformation. Proximity-based thinking, which builds alliances between institutional, social,

them. In the context of PLAYFUL-ED, this means placing toddlers, parents, caregivers, and families at educational, and knowledge actors at the neighbourhood level, further strengthens these processes. Furthermore,

the centre of how public space is imagined, designed, and managed. the social benefits that can result from this are extremely useful for communities: it can be a useful way to bridge
intercultural, intergenerational, and social divides, promoting inclusion, equality, and non-discrimination.

Jacobs also reminded us that cities function as complex ecosystems, in which social, economic, spatial,

and environmental dimensions are deeply interconnected and cannot be addressed in isolation. Yet

urban challenges are still too often tackled through fragmented policies and sectoral interventions,

producing limited or unintended results. This is why an ecosystemic and integrated perspective is

essential. And this is precisely where children enter the picture. 11 :NUSIAINJBLEN}:“I“ES
- AND COMMUNITIES

If cities are complex ecosystems requiring holistic, interconnected approaches, then children, as the

most vulnerable urban inhabitants and sensitive indicators of urban health, offer a powerful lens

through which to understand and transform them. The extent to which children can safely move, play,

and interact in their neighbourhoods reveals how well a city works for everyone. Designing streets that

a toddler can cross safely also benefits older people, persons with disabilities, and anyone with A

reduced mobility. In this sense, child-friendly urban planning is not a niche concern, but a strategic n

approach to equity, wellbeing, and resilience. |

LIS
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beautiful

sustainable
Collaborative urban planning for child-friendly cities

*0767%8"

isn't just about playgrounds and painted crosswalks.

It's about fundamentally reimagining how we design, govern, and

inhabit urban space in the 21st century - with children's needs _ New

and voices as the compass pointing toward more livable, lovable, (< European \

o . Bauhaus
playful, greener, inclusive and safer cities for everyone.

The vision of PLAYFUL-ED is strongly aligned with the New

European Bauhaus, a European Commission initiative that
provides an additional framework for collaborative urban - ENJOYABLE
planning based on three inseparable values. Beauty calls for .

urban environments that are aesthetically pleasing and COMFORTABLE
emotionally engaging; Sustainability promotes circularity, zero

pollution, and biodiversity as guiding principles for urban

CONVENIENT

development; and Inclusion ensures bottom-up participation,
accessibility, and affordability, so that no one is left behind.

EQUITABLE

SAFE

Together, these values reinforce the idea that child-centred,

participatory urban planning is not only desirable, but essential

for the future of European cities. : ACCESSIBLE

PASSABLE

The hierarchy pf needs for walkability. Source: ITDP (2020) Pedestrians First: Tools for a walkable city, at https://pedestriansfirst.itdp.org/
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1.1 The case for child-centric urbanism
When children are excluded from their right to the city by design

When children are excluded from their right to the city by design

As said, by 2050, approximately 70% of the world's population will live in cities. Yet children are still being “designed out” of city streets, public spaces, neighbourhoods, All of these factors (and others) are structural
and housing estates. Rapid and unplanned urbanisation, growing inequality, climate change impacts, and systematic exclusion of children's needs from urban barriers that undermine children's rights to
governance pose urgent challenges to children's wellbeing around EU cities. These challenges are concrete and urgent, as evidence suggests. Among the most pressing: develop and flourish to their fullest potential.

Traffic Risks Air pollution Play Poverty

e Every day in the EU, more than 18 children * Air pollution causes over 1,200 premature  Play poverty is a concept that describes a particular form of educational poverty, illustrating the lack of essential play
are seriously injured, and one is killed in deaths per year in people under age 18 in opportunities for children, which hinders their development. Due to rapid urbanisation, safety concerns, and the
road traffic collisions, and over 6,000 Europe, and exposure significantly increases reduction of public spaces dedicated to play, the time and space available for children to play freely are increasingly
children have died on European roads in the the risk of disease later in life (Clean Cities, limited, thus reducing opportunities for physical, cognitive, social, and emotional growth, which are fundamental to
decade 2012-2022 (European Transport 2025). lifelong learning and well-being. Urban environments that do not prioritise public spaces dedicated to play undermine
Safety Council, 2022); . _ children's rights. In fact, when cities prioritise built infrastructure over accessible, child-friendly spaces for unstructured

 Children are particularly vulnerable - they , o . o .
L . , , , play, children's autonomy, creativity, and community engagement are limited (Real Play Coalition, 2018).

* Globally, road traffic injuries are the leading breathe faster, inhale more air per kilogram
cause of death for children and young adults of body weight, and their organs are still » Awidening “play gap” deepens inequalities, since children from less advantaged backgrounds often have significantly
aged 5-29 (World Health Organisation, developing (European Environment fewer chances to engage in diverse play experiences than their wealthier peers, limiting skill development and reinforcing
2023). Agency, 2023). broader social and developmental disparities (World Economic Forum, 2019).
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https://www.weforum.org/stories/2019/01/play-gap-hurting-childrens-skills-futures/?utm_source=chatgpt.com
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Why Focus on Children?

When we design cities for children, we create environments that work better for everyone. The following concepts are explored in depthin a
Children are powerful indicators of urban health. The time they spend playing outdoors, comprehensive webinar by All Things Urban, which

their ability to move independently, and their everyday contact with nature and friends all provides theoretical grounding, practical examples,
reveal how well a city actually functions. Yet today, most cities fail children. Streets and global perspectives on child-centred urban design.
dominated by traffic, shrinking play spaces, noise, pollution, and the absence of nature The webinar is a valuable resource for municipalities
have quietly eroded the conditions children need to grow well. The consequences are and practitioners wishing to deepen their

serious. Children who cannot play freely, move safely, or spend time outdoors develop understanding of why and how children can guide

less confidence, less physical resilience, and weaker social bonds. Their health suffers. better urban planning, with a universal lens to design
Their learning suffers. And the effects stay with them long into adult life. public space and to ensure spatial justice for all.

Healthy growing does not happen despite the city. It happens because of it. The quality of
a street, a neighbourhood, a park, or a school route shapes children's bodies and minds
every single day. When those environments are safe, green, and human in scale, children
thrive. When they are hostile, polluted, or simply designed without children in mind, the
damage is real and measurable. This is why models, programmes, and planning tools
designed specifically around children's needs are not optional extras. They are essential.
They give planners and policymakers the means to see cities through children's eyes, to
measure what matters, and to make decisions that protect and support healthy
development. A city serious about its children will invest in these frameworks. And in
doing so, it will become a better city for everyone who lives in it.

MODULE 1 CoLLABORATIVE,INTERGENERATIONAL,& INcLUusiVE URBAN PLaNNING PART A WHAT 1Is CoLLaBORATIVE URBAN PLANNING?
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Designing through the most vulnerable | s (R o /
means designing for all 12 T

Toddlers need more time to cross streets - but so do elderly residents,

A key principle of child-friendly urbanism is that designing through the = el ol e —
most vulnerable means is designing for all. o
. ' niLEnce it ARE ABOPTID

people with disabilities, and caregivers with prams.

PROTECTRON

3 OF PRIYACY

BESPOMEIBEITY
OF PARENTS

4

25

When streets, public spaces, and services are safe, accessible, and e/ & w N ;
enjoyable for a 3-year-old, they become safer, more inclusive, and more SeETE i EER——  Gown T

2
: DIAADELITEES A CHILD'E A BAFE HOME ISUCATION

FLACEMERNT

comfortable for all ages and abilities. =

L
ATETR

In this sense, focusing on children is not a niche approach, but a

INCRIT T CULTIN FAGTLCTNON FROMW . OTLETIE) FREVENTION

strategic lens for building equitable, healthy, and resilient cities. | CANGUAGE AND ae & GARMEUL worn (N OF SALE ANS

EELIGION ; TRAF EXING

31
The United Nations Convention on the Rights of the Child includes '"'
several rights that relate to life in cities. However, in the context of rapid

CHHLDATN N RECOVIRY AND
DETENTEON BEINTEGRATEON

urbanisation, children's rights are at high risk of not being respected.
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PLAYFUL-ED 7 [

TooLkiT | Pray 1T ouT...PLaN 1T IN !

@
@

places for interaction, cooperation, and shared routines. These environments also support better physical and mental health, encouraging movement, outdoor play, and .

Long-term investment for a more cooperative society ‘

Children who grow up in walkable and playful neighbourhoods tend to develop stronger social skills and deeper community connections, as public spaces become everyday .

contact with nature from an early age. Over time, children gain greater independence and self-confidence, learning to navigate their surroundings safely, while also .
developing environmental awareness and civic engagement through daily interaction with shared spaces. This combination fosters lifelong active mobility habits, reducing

reliance on cars and reinforcing healthier, more sustainable behaviours. These outcomes are not only individual benefits; they represent long-term investments in social . .
cohesion, public health, and democratic participation.

As highlighted by this ITDP and Bernard van Leer Foundation 2022 report, high-quality open spaces of all sizes (i.e. parks, playgrounds, plazas, and even small areas ‘

within the public realm) are fundamental to the healthy development of babies and toddlers. Such spaces should respond to the evolving needs of young children, offering
. loose elements for free play, nature-based landscaping, and opportunities for exploration. Sensory richness is key: sound, changes in elevation for climbing, and tactile
experiences such as sand and water transform open spaces into environments of creative engagement. A truly child-friendly space allows a child to safely practice
. fundamental movements - tummy time, standing, climbing, running, and jumping - while feeling protected and supported.
« L
. One aspect of this child-centric approach that we have not yet highlighted, but which is equally important, is that of the needs of caregivers. Well-designed public spaces .
include seating near play areas, public toilets, water fountains, adequate lighting, baby-changing facilities, and protection from weather conditions such as heat, rain, or sun.
‘ Where parks or playgrounds are lacking, cities can expand access by repurposing underused or vacant land, or by opening schoolyards for public use outside school hours. ‘
‘ Finally, programming in open spaces - from informal play to community activities - strengthens civic and social infrastructure, creating opportunities for positive interactions
‘ not only among children, but also among parents, grandparents, and caregivers. In this way, child-friendly urban environments become a foundation for healthier, more .

‘ connected, and more democratic communities. .
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More playful public spaces help cities decarbonise

According to the ARUP and Real Play Coalition Nature-Based Play report,

child-friendly interventions also often align with climate goals. Safe walking
and cycling routes reduce car dependency, lowering emissions while
promoting healthier and more active lifestyles. Green schoolyards and
playable streets contribute to urban cooling, helping cities adapt to rising
temperatures and mitigate the urban heat island effect.

In addition, nature-rich play spaces support local biodiversity by integrating
vegetation, water, and natural materials into everyday environments,
strengthening climate resilience while also fostering children’s connection to
nature in a digital, hyperconnected society. Finally, proximity-based planning,
such as the 15-minute neighbourhood model, reduces the need for long trips
and car use, contributing to lower emissions and more resilient, sustainable
urban systems.
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10 principles for child-friendly urban planning

The Global Designing Cities Initiative has synthesised
decades of research and practice into 10 actionable
principles for transforming streets to serve children -
and by extension, everyone.

Their open-access Designing Streets for Kids guide
brings together international best practices, strategies,
programs, and policies that cities around the world
have used to design spaces that allow children of all
ages and abilities to use cities' most abundant
resource: streets. The guide includes design
recommendations and case studies that highlight safe,
fun, and stimulating streets for children and their
caregivers.

0100
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Among all the projects analysed and mapped, there are 10 common actions and principles
that can be implemented to effectively design places and spaces with and for children:

1. Think from 95cm: design from a child's eye level and perspective

2. Disincentivise private vehicles: reduce car dominance through policy and design
3. Increase transit reliability: make public transport safe and accessible for families
4. Build wide and accessible: create generous sidewalks and barrier-free paths

5. Add spaces for play and learning: integrate play into everyday environments

6. Provide safe cycling facilities: enable independent mobility for all ages

7. Improve pedestrian crossings: make crossing streets safe and intuitive

8. Lower speeds by design: use physical design to slow traffic naturally

9. Add trees and landscaping: create green, shaded, beautiful streets

10. Prioritise children in policies: institutionalise child-centric approaches

These ten actions work synergistically and reinforce one another
rather than functioning as isolated measures. As said - our
consortium’s mantra - interconnected problems require eco-systemic
solutions. Thinking from 95 c¢m ensures that urban design starts from
the literal perspective of a child, making obstacles, dangers, and
opportunities immediately visible. Disincentivising private vehicles
together with lowering speeds by design creates a systemic approach
to safety, addressing risk at its source rather than relying only on
individual behaviour.

At the same time, building wide and accessible spaces and improving
pedestrian crossings make independent mobility possible for
children and caregivers, supporting everyday walking and reducing
reliance on cars. Adding spaces for play and providing safe cycling
facilities offer attractive and healthy alternatives to driving,
encouraging active mobility and social interaction. Trees and
landscaping contribute environmental, health, and aesthetic
benefits, improving comfort, air quality, and overall well-being in
public spaces. Finally, prioritising children in policies ensures that
these principles are not temporary experiments but become
embedded in long-term urban governance as authentically
innovative public policies.
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1.3 Bits of inspirational theory
From citizen consultation to co-creation: Arnstein's Ladder

Effective collaborative urban planning rests on several key frameworks. Understanding these foundations helps Her ladder metaphor became famous because it did something radical for its time: it named and categorised the
practitioners navigate the complex terrain of participation, power-sharing, and systemic change, and helps difference between genuine power-sharing and manipulative public relations. By distinguishing "tokenism" from
stakeholders - our parents, caregivers and children - understand their role and agency level. Participation is not a true "citizen power," Arnstein gave communities a vocabulary to identify when they were being placated rather
neutral concept, but a continuum of practices that define how much power and agency are actually shared. than empowered. Her work remains foundational precisely because the dynamics she identified over 50 years ago
Understanding the different degrees of participation is essential for public administrations in order to design persist today, making her framework as relevant for understanding child and family participation in urban planning
informed collaborative processes, capable of ranging from simple consultation to transformative co-creation, and as it was for understanding community participation in 1960s urban renewal.

for participants to understand what role, degree of agency, and responsibility to assume.

Arnstein's "Ladder of Citizen " 8. Citizen Control

Sherry R. Arnstein (1930-1997) was an American public administrator and social activist whose work Participation™ has eight rungs, Y o | 7. Delegated

Power
fundamentally shaped how we understand citizen participation in planning and policy-making. Writing during the organized into three categories : R
that represent fundamentally o 6. Partnership Citizen Power

: N ol B~ Weaimhere and above!
government institutions - Arnstein worked as a consultant on citizen participation for the U.S. Department of different relationships between N &/ 5.Placation

power-holders and citizens.

You can access the full resource & ! 4. Consultation -—\
Her seminal 1969 article "A Ladder of Citizen Participation" published in the Journal of the American Institute of via People Powered - Global f 3. Informing Tokenism:
Hub for Participatory SRARE - —

turbulent 1960s - an era of civil rights movements, urban renewal controversies, and growing distrust in

Health, Education, and Welfare.

Planners, emerged from her direct observation of how federal anti-poverty and urban renewal programs Sy ;
engaged (or failed to engage) communities. Arnstein witnessed firsthand how authorities often used the Democracy. o 2. Therapy
language of "participation” to legitimise decisions already made, while systematically excluding the very people Eme 1. Manipulation \ Non-participation:
most affected - particularly low-income communities and racialised communities.
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The Ladder of Children’s Participation

Traditional urban planning typically operates at rungs 3-5

informing, consultation, placation) - showing communities . : e :
( g P ) . The model features eight “rungs” that describe the characteristics associated

with different levels of decision-making agency, control, or power that can be
given to children and youth by adults.

plans already developed and asking for feedback that may or
may not be incorporated.

True collaborative planning for child-friendly cities aims for

rungs 6-8, where children, parents, and caregivers genuinely 8 Child-Iriitiated. Shared Decisions with Adults
envision problems, map needs, co-create visions, negotiate

priorities, and shape fundamental decisions. 7 Child-Initiated and Directed

=l .||'||-|_'|:I|!.=. TENEAN

For child-friendly cities, genuine participation requires 6 Adult-Initiated, Shared Decisions with Youth

aspiring to rung 6 and above, by: S T

Degrees of

» Recognising children as experts in their own experiences; ,
4 Assigned but Informed

» (Creating accessible participation methods suitable for
different ages, abilities, and literacy levels;

 Giving children and their caregivers real decision-making e s

1tion

power, not just opportunities to voice opinions;

 Demonstrating how children's input shapes outcomes 2 Decoration

(closing the feedback loop). 1 Manipulation

MNan participe

Source: Placemaking for Inclusion Cookbook (PM4l1) © 2023
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Where do you stand on the ladder?

Arnstein's ladder isn't just an analytical tool: it's a mirror that forces us to confront uncomfortable truths about power
and participation. Whether you're organising a planning process or participating in one, regularly assessing your
position on the ladder is essential for authentic collaboration and striving for a more genuine process of co-creation.

For public administrations and practitioners:

As you design and implement collaborative planning processes,
continually interrogate your own practice:

What rung of the ladder are we actually on? Be brutally honest. Are you genuinely
sharing power, or simply seeking endorsement for decisions already made?

Who holds veto power? If community input can be overridden without explanation,
you're likely on the tokenism rungs (3-5), not in the citizen power zone (6-8);

At what stage are communities involved? If they enter after fundamental decisions about
location, budget, or program design have been made, you're consulting, not co-creating.
How are trade-offs negotiated? In a genuine partnership, communities participate in
difficult conversations about constraints and compromises - they're not simply
presented with "impossible" barriers to their ideas;

Can you show concrete examples of how community input changed your plans? If not,
you may be stuck on rung 4 (consultation) or 5 (placation);

MODULE 1 CoLLABORATIVE,INTERGENERATIONAL,& INcLusiVE URBAN PLanNING PART A WHAT
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An uncomfortable truth:
Co-creation is extremely challenging work.

That's one of the reasons why most planning processes operate at
rungs 3-5, even when practitioners genuinely believe they're doing
"participation.” The gap between intention and reality is where
tokenism thrives. Honest assessment of where you currently operate
is the first step toward climbing higher - and the first step toward
rebuilding trust with communities who have learned to be sceptical
of participation processes. Interested citizens are used to recognising
hard work and political, institutional and bureaucratic obstacles in
these kinds of processes. And most of all value intellectual honesty,
enabling negotiations towards realistic solutions.

IS CoLLABORATIVE URBAN PLANNING?
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For caregivers, parents, and community organisers:

As you participate in planning processes that claim to value your voice, Understanding where you stand on the ladder helps you

develop your own critical literacy: recognise tokenism, demand genuine power-sharing, and know

What rung of the ladder is this process actually on? Don't accept the label
authorities give it and assess the actual power dynamics on your own:

Am | being informed, consulted, or genuinely empowered to co-create?
What decisions can | actually influence? If your input only affects minor
aesthetic details (paint colours, plant species, bench styles) while
fundamental decisions (location, budget, function, timing) remain
predetermined, you're experiencing placation (rung 5) or consultation (rung
4), not partnership.

Is my children's input shaping fundamental decisions or just decorating
predetermined plans? Children's drawings shouldn't just end up on display
walls. They should inform core design directions.

Are there mechanisms for genuine negotiation? In true partnership, you can
challenge proposals, suggest alternatives, and negotiate trade-offs with real
authority.

Am | being told "no" with clear explanations, or "yes" with vague promises?
Genuine collaboration includes transparent conversations about
constraints, but also genuine flexibility when community priorities differ
from initial assumptions.

when to push for more meaningful participation.

If you're stuck on the lower rungs, you have every right to
challenge the process and advocate for climbing higher.
Remember: your lived experience navigating the city with
children - knowing which routes feel safe, which crossings are
risky, where children actually want to play, how kids benefit or
not from public space design and usage, how weather affects
mobility - is legitimate expertise that deserves to shape core
decisions, not just paint colours. When authorities treat your
knowledge as less valid than engineering calculations or design
precedents, they're operating on the tokenism rungs.

True collaboration recognises multiple forms of expertise as
equally necessary for creating spaces that actually work.

But please, try to always maintain a proactive stand: people are
probably working hard to keep this all together, and it's quite a
hard job to do.
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Lefebvre’s Right to the City, for kids

Henri Lefebvre (1901-1991) was a French philosopher and sociologist whose work profoundly ‘ ‘

T L THE RIGHT TO THE CITY IS MUCH MORE THAN AN INDIVIDUAL
shaped how we understand urban space and social justice. Writing in 1968 - the year of global

OR GROUP’S RIGHT OF ACCESS TO URBAN RESOURCES.

|T 1IS A RIGHT TO CHANGE AND REINVENT THE CITY ACCORDING
TO OUR NEEDS. |T 1S ONE OF THE MOST PRECIOUS OF HUMAN
RIGHTS, AND YET ONE OF THE MOST NEGLECTED

student uprisings and workers' movements - Lefebvre witnessed the transformation of Paris and
other cities through massive urban renewal projects that displaced working-class communities
and prioritised economic development over human needs. After all, what could be more
economically unproductive but more meaningful, in the human experience, than play?

His concept of "the right to the city" emerged as a radical critique of how capitalism had turned JJacobs, Arnstein, Lefebvre —
cities into commaodities - spaces designed for profit and consumption rather than for living and B » : among the many researchers and
collective flourishing. Lefebvre argued that urban space is not neutral: it reflects and reinforces N < L activists who form our common
power relations, and those who lack power over how space is produced inevitably lack power over 9 . 4 _ constellation of references — share
their own lives. Lefebvre's provocation was simple but revolutionary: urban inhabitants - not & .- a vision where active citizens can
investors, not technocrats, not distant planners - should have the central role in shaping their WA\ ' make a real difference, and claim
environments. The right to the city isn't a legal claim you can take to court: it's a political demand A\ 7R P e > i the right to do so.
for collective self-determination over urban life and political choices associated with public space. ' N R

Just a constant reminder for anyone
Lefebvre's concept not only demands better access to urban resources - more parks, affordable : | " out there willing to give their

housing, public transportation - it goes beyond it by revindicating citizen power in bringing their Y, g A contributions for better cities.
needs and desires to the table where political decisions are taken: ] '
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Proximity-based planning: Morenao’s 15 Mins CIty wel, maybe siitie more for toddiersy

At the heart of contemporary urban innovation is a vision that In a 15-Minute City, six essential functions (living, working, shopping, Because children, especially toddlers and young school-age kids, are among the

places people and daily life at the centre of city design. One of healthcare, education, and leisure) are distributed across multifunctional most sensitive to unsafe streets, scarce public space, and fragmented services,

the most influential voices behind this shift is Carlos Moreno, a neighbourhoods so that they are reachable on foot or by bicycle within designing urban environments that work for them naturally improves

Franco-Colombian urbanist and professor at the Sorbonne, about 15 minutes. For children and caregivers, such a proximity-based conditions for all residents. Slower streets, plentiful green space, local schools

recognised internationally as the originator of the 15-Minute urban model has profound implications for well-being, development, and and clinics, and accessible public transport benefit elderly citizens, people with

City concept. Moreno’s work re-imagines the city notas a daily experience: mobility challenges, caregivers, and working adults alike.

machine for cars, but as a network of accessible, human-scaled
The 15-Minute City concept has been taken up by cities around the world as

neighbourhoods where essential needs can be met within a Shorter distances between home and daily needs mean that children

short walk or bike ride from home.

Moreno’s 15-Minute City stems from a deep critique of the
modern, car-dependent urban form - a structure that often
fragments daily life, isolates families, and forces even short trips
into long journeys - not to mention the carbon emissions that
make the air in our cities unbreathable and contribute
dramatically to the climate crisis. His approach shifts urban
planning from prioritising distance and speed to valuing
proximity and quality of experience, emphasising that “mobility
must be a service” rather than an obligation - a perspective that
has resonated with planners, policymakers, and climate
advocates not only in Europe, but worldwide.

can walk or cycle safely with minimal exposure to traffic risks;
Neighbourhoods rich in services and social infrastructure (parks,
schools, preschools, play spaces, libraries, and community centres
within easy reach) create diverse opportunities for exploration,
learning, and play in everyday life;

A proximity-based city fosters social cohesion and community
belonging, enabling parents and children to interact regularly with

neighbours and caregivers, strengthening social support networks.

Reduced travel times free up valuable hours for play, rest, social
interaction, and family time, which have direct benefits for both
physical and mental health.

part of broader climate, health, and community well-being agendas.

By re-orienting planning around walkability, mixed activities, local economies,
and neighbourhood vitality, Moreno's framework aligns closely with the vision
of child-friendly urbanism as explored in this module.

In the context of collaborative urban planning, a proximity-based approach
invites communities to co-design neighbourhoods where children can thrive,
not only socially and physically, but as active participants whose needs help
define what a just and vibrant city must be.

On the following page, a diagram by Architectresses illustrates how people of
different ages and abilities experience the same distance in very different ways
and times — a powerful visual reminder that a truly inclusive city of proximity
must embrace the full diversity of its residents' needs and rhythms.
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15 min, for who?

15 min:
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4-5 . children 30 - 50 min
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van Engar wea e,
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This diagram by Architectresses reminds us that the same Women
physical distance is experienced in very different ways and o<t
times depending on who is walking it, which is why
intergenerational planning and thinking about mobilities of 15 iy
care are essential to ensure truly inclusive cities of proximity. adutt men ~
voilkeme, Soecs 145 s
g rest breaks
| :

elderly 2.6 min

.  wolkng speed 0.4 i arcpniteciresses
Feat prodis Addd =67y aF l.ll.l.el'illl-'..': L3 E r[: 1 .En' rﬂ-ssﬂs
arcnjieciresses
a rE 1 :EE rgSEBE source: Architectresses |.
Architektoniczki , Ewelina Jaskulska
E” \[ rrjsl and Honorata Grzesikowska
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1.4 Core principles of collaborative planning

Every participatory process that aims to become part of the shared governance between institutions, civil society organisations, and citizens is based on several fundamental principles.
Here are some of them identified by our consortium'’s experience.

1. Inclusivity and Diversity 2. Equity

Collaborative processes must actively seek out diverse voices, particularly those traditionally at risk It's not enough to invite diverse participants; their input must carry genuine weight. This

of marginalisation, such as children, elderly residents, people with disabilities, minority communities, requires shifting power dynamics and creating structures where community knowledge is

and low-income families. In practice: valued equally with technical expertise. In practice:

Don't just announce a public meeting and wait: actively recruit participants through schools, Use decision-making frameworks that give community members voting power;
community centres, and local shops; Allocate budget directly to community-chosen priorities (see participatory budgeting);

Hold activities at different times and locations, according to your community’s needs and schedules; Make technical information accessible through visualisations and plain language; .
Provide childcare during participation events or look for community centres where to hold the Weight children's votes equally with adults' in decisions affecting them.

meetings that provide free childcare during the afternoon, for example;

Offer translation and interpretation services, if needed; Red flag: If community feedback only influences minor aesthetic details while fundamental
Use multiple non-formal engagement formats beyond traditional meetings (walks, games, arts-based decisions (location, scale, function) remain predetermined - as mentioned, that's tokenism,
methods). not collaboration. '

Why this matters for parents and caregivers: your lived experience navigating the city with children
is legitimate expertise. Planners need your knowledge to design effectively.

MODULE 1 CoLLABORATIVE,INTERGENERATIONAL,& INcLusiVE UrRBAN PLANNING PART A WHAT 1s CoLLAaBORATIVE URBAN PLANNING?



https://ecnl.org/news/participatory-budgeting-tool-build-trust-institutions-and-consider-needs-communities

DILAYFUL-ED g corunceery

TooLKkIT | PLAY IT ouT...PLAN IT IN !

3. Transparency and Accountability 4. Long-term Engagement 5. Systems Thinking

Participants need to understand how decisions are made and Collaborative planning isn't a one-off consultation. Building trust and Better cities don't emerge from isolated interventions. They require
how their input influences outcomes. When communities see genuine participation requires sustained engagement over time, from systems-level thinking that considers how physical infrastructure, social
their contributions reflected in final plans, trust builds, and initial visioning through implementation and beyond. networks, governance structures, and cultural attitudes intersect.
engagement deepens. In practice: In practice: For example, a beautiful new playground has limited impact if:

Create "You said... We did..." feedback loops showing how Establish ongoing forums like neighbourhood councils, school- Routes to reach it are dangerous;

input shaped outcomes municipality working groups or dedicated digital platforms where Opening hours don't match family schedules;

Document decisions openly with clear rationales; creating the space to keep discussion alive; Cultural norms discourage children's independent mobility;
If community suggestions can't be implemented, explain Return to communities after implementation to assess outcomes Families can't afford admission or transportation.

why clearly and respectfully - budget constraints, technical and identify needed adjustments;

limitations, regulatory barriers; Celebrate milestones and recognise contributors publicly, sharing The systems approach aims to address multiple factors simultaneously,

Share decision-making criteria upfront so participants ownership of the projects; working at the intersection of infrastructure, planning, policy innovation

understand trade-offs. Create pathways for participants to remain involved in stewardship. and culture change. In order to be effective, collaborative planning needs
engagement from stakeholders across different sectors (education, health,
For parents: Demand this transparency. If you invest time Timeline reality: Meaningful transformation takes 1-3 years minimum. transportation, parks, housing, and economic development) to create

participating, you deserve to know how your input was used. Quick wins (agile and cheap interventions of tactical urbanism) build integrated and ecosystemic solutions.

momentum for long-term systemic change and long-term goals.

Rt
o ™ oy en o %P
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2.1Awaytodoit
A flexible pathway, not a rigid prescription!

Collaborative planning isn't a single method, it's an approach adaptable to different contexts,
scales, and resources. Successful processes tend to follow a similar arc, which we outline here
as a flexible pathway.

We propose a 5-phase process:

1: PREPARATION — Building your coalition
2: ANALYSIS — Mapping community needs

3: CO-DESIGN — Translating needs into designs

*

Do keep in mind that
these type of processes

4: IMPLEMENTATION — Prototyping, testing and making transformations happen

5: EVALUATION — Monitoring impacts, learning and improving

are cyclical! The “work”
is not “done” after
evaluation.
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-
' 4

Phase 1. PREPARATION & COALITION BUILDING 7Y

Before engaging the broader community, invest time in building a \
strong foundation, as the Municipality of Amarante tested before, \

during and after the urban pilot in their city centre.

Assembling Your Core Team Mapping Community Assets, Stakeholders and Allies

' 4

-

V 4
/
\

. , N
Who should be involved? Key activities: Understand your community:

Parents and caregiver representatives from diverse backgrounds; Hold initial meetings to align on visions, Demographics: Who lives here? Ages, languages, socio-

School administrators and teachers from affected schools; needs, goals, scope, and timeline; economic diversity, and household types

Community organisations: parents associations, youth groups, Clarify roles, responsibilities, and governance Community assets: Schools, parks, gathering places, active

senior centres, faith communities, neighbourhood associations; who has final say on what?); . ,
& ( y ) organisations, local businesses

Local government representatives: planning and public works, |dentify potential challenges and mitigation strategies; Existing networks: Where do people already connect? Parent

green spaces, health, transportation, education departments; Establish communication protocols and meeting schedules. groups, PTAs, sports clubs, faith communities

Technical experts: urban designers, traffic engineers, health Barriers to participation: Transportation access, work

professionals; Critical question: How much power is genuinely being shared: schedules, childcare needs, language barriers, historical

Facilitators: skilled in participatory methods and working with Be honest about constraints upfront: nothing undermines trust exclusion. distrust of authorities

diverse groups, including children. faster than raising expectations that can't be met. Suggested tools: Problem Tree, Stakeholder Mapping,

(see an example on the next page!)
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Stakeholder
Mapping

Tip:
Organize stakeholders in
groups to clarify a
project’s priorities

OUTSIDE THE

Stake
holder

ORGANIZATION A,

Stake
holder

Stake
holder

TERT\“RY STAKEHW-DER.S.
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Stake
holder
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holder holder

Stake
holder

Stake
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Stake
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holder

Stake
holder
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Stakeholder
Mapping

Thanks to these tools, it is possible to visualise

Manage Closely

responses to several questions, such as:

e Who is affected by this planning process?

e Who has been historically excluded?

e Who has informal power and influence? .

e What are the best channels to reach different Monitor Keep Informed

groups?

For parent groups: You likely know your community
better than officials do. Your mapping of informal
networks, trusted leaders, and communication
channels is invaluable.

INFLUENCE
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Defining Scope Realistically

S
Be clear and honest about:
e Geographic scope: A single street? A school area?
Entire neighborhood? City-wide policy?
e Timeline: How long will the process take? (realistic timelines build trust!)
» Budget: What resources are available? What can community input directly

influence?

Red flags to avoid by public administrators and practitioners:

Decision-making structure:

e Who has final authority?

e Who has veto power?

e How much power is genuinely shared?

e What's negotiable vs. predetermined?
Expected outcomes:
Physical changes? Policy recommendations?
Future engagement mechanisms? Cultural shift?

 Asking for input on decisions already made;
* Raising expectations for changes that aren't feasible;
e Vague promises about "considering" community input without a clear process.
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Phase 2: ANALYSIS

This phase focuses on field research, deep listening of communities and
collaborative analysis of current conditions and future aspirations of territories.

Activity 1: Walkshops

What is a Walkshop? A workshop-style walking and learning experience to explore
urban spaces together. It's an immersive experience that promotes reflection,
observation, and discussion about design, accessibility, and functionality.

Objective: to experience the built environment from multiple perspectives,
especially children's.

Timing: 1.5/2 hours, including walking and discussion

Materials needed (or good to have!):
e Printed maps with the route marked;
e Cameras or tablets for children;
Clipboards and observation sheets for adults;
Stickers or markers for marking maps;

Water and snacks.

Tip: Walk at children's pace. Adults might want to rush - resist this.
The slower pace reveals details you'd otherwise miss.
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SPOTLIGHT TOOL
The Inverted Periscope

A simple way to give your walkshop a
“special touch” with a different perspective!

What is a “inverted periscope”?

It is a DIY optical tool using mirrors that allows adults
to see streets from approximately 95cm height - a
toddler's eye level. Users look down through the
periscope, which uses mirrors to reflect the view

from child height.
During our first PLAYFUL-ED workshop in Bologna, we spent an afternoon walking around

the city to immerse ourselves in a change of perspective thanks to a very simple tool, which Why it's powerful: the reverse periscope transforms

we built ourselves: the inverted periscope. You can easily do it by yourself, following the abstract empathy into embodied experience. Adults

instructions provided by this Global Designing Cities guide. Oh, we almost forgot: don't don't just imagine what children see: they actually

underestimate the power of creating these tools together with your communities — it can see it. This immersive experience reveals:

be a fun team-building experience!

 Visual monotony (predominantly legs, wheels,

Well, for a few hours, the PLAYFUL-ED partners strolled through the city of Bologna, building bases);

walking around and experiencing public spaces from the perspective of a small child. This « Intimidating scale of vehicles and infrastructure;

shift in perspective is as simple as it is fundamental to understanding the challenges that « Blocked sightlines by parked cars and street

children face every day in the built environment, in traffic, or on their way to and from furniture:

school. It is a powerful educational tool for adults who want to try to see the world through « Exposure to vehicle exhaust at breathing height;

the eyes of a child in order to understand what changes in the urban environment are « Which street elements become exciting or

needed to make the lives of children safer, fairer, freer, and more playful. frightening at this height?
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Possible walkshop format
2 hours + 1 hour periscopes crafting

Part 1 - Adult perspective (30 min):
o Walk the route experiencing it at normal adult height;
e Document observations using activity cards (provided by The Reverse Periscope

Companion Guide provided by Global Designing Cities linked above):
What do you see?

What feels safe or unsafe?
What elements invite interaction?
Rate: enjoyment (0-5), safety (0-5), comfort (0-5)

Part 2 - Child perspective (45 min):
» Retake the same route using the periscope;
e Document using parallel activity cards:
o What changed in what you observe?
o What new elements become significant?
o How does movement feel different?
o Rate: enjoyment, safety, comfort (compare with Part 1)

Part 3 - Reflection (45 min):
e Compare observations and ratings
e Discuss:
o What most surprised you? Key insight: The periscope's power lies not in perfect simulation; it obviously doesn't capture everything about being a child.
o What would you change about this space? Rather, it disrupts adult assumptions enough to create openness to actively listen to children's actual voices and experiences.
o How does this inform your advocacy or work? Use it as a conversation starter, not a replacement for genuine child participation.
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Activity 2: Kids-led neighbourhood tours

Objective: Understand space from children's perspective by letting
them lead the way and trying to sense the place as they do, with
empathy and an observational spirit.

Method

1.Recruit children of various ages (with parental consent);
2.Ask them to show you their neighbourhood - they choose where to go;
3.Let them lead - stop where they choose, linger as long as they want;
4.Ask open-ended questions:

"Why do you like this place?"

"What happens here?"
"What would make this better?"

"Where do you wish you could go but can't?"

5.Document with photos and notes - let children photograph too!

Key insight: Children often value different spaces than adults expect

(back alleys, edges, small nooks, "messy" natural areas). They notice

details adults miss, such as interesting textures, small creatures, hiding = =_SCHOOLAVENUE = = = = ==

=’ e
spots, good climbing features etc. e e = @ = =

%
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Activity 3: Participatory Mapping

Participatory mapping is a set of approaches and techniques that

combine modern cartography tools with traditional participatory
methods to represent the spatial knowledge of local communities. It is
based on the assumption that the local population knows their
environment and current conditions well. Therefore, they must actively
participate in community mapping activities. Participatory maps
created by local communities represent the place where they live,
showing the elements they consider important. In our case, for
example, we can work with parents and caregivers on the school
environment, the route between home and school, playgrounds, etc.
This activity is a way to encourage and empower communities to take
informed action based on data collected during mapping activities. The
information obtained from community mapping, together with focus
groups, can be used in the assessment and planning of interventions in
public spaces, identifying problems and opportunities in relation to
children's use of public spaces.

Objective: Collectively document community spatial knowledge as a
basis for concrete interventions.

Objective: Collectively document community spatial knowledge as a
basis for concrete interventions.

Physical mapping:
e Large printed maps on tables or walls
e Colored markers, stickers, and post-its
* lcons representing different elements:
o Favourite places (green dots)
o Dangerous/uncomfortable areas (red dots)
o Desired destinations (stars)
o Routes taken regularly (lines)
Invite all community members to contribute simultaneously.
Themed maps you might create, for example:

Digital option: Platforms like Maptionnaire allow online participation,
but always provide physical alternatives for those less comfortable
with technology.

Analysis: Look for patterns. Which areas are well-loved? Which are
avoided? Where are the gaps in services? What opportunities emerge?

- an

Safety mapping:
e Green: "l feel safe here"
e Yellow: "I'm not sure about here"
e Red: "l feel unsafe here"
e Blue: "l wish | could go here"

Routes to school mapping:
e Have children draw their route from home to school
» Use emoji stickers to mark how they feel at different points
* |dentify places they like vs. places that scare them

Play hotspots:
e Where do children currently play (formal and informal)?
e Where do they wish they could play?
e What play opportunities are missing?
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Activity 4: Visioning the future

Objective: Dream big about what the neighborhood could become.

Method: "The Dream City Workshop™
Provide diverse creative materials (Lego, modeling clay, drawing supplies, collage
materials). Ask participants:

* If you could change anything about this neighborhood, what would it be?

e What would make this the best place for children to grow up?

e What would help people of all ages connect and play together?

Emphasize that all ideas are welcome, feasibility comes later.
This is about imagination and aspiration.

Method: "Future Memory Exercise"
Ask participants to imagine it's 10 years in the future and the neighborhood has
transformed beautifully. Write a postcard to yourself today describing:
e What changed?
e How do you feel using these spaces?
e What activities happen there now?
e What made the transformation possible?
Outcome: A shared vision that transcends current constraints and inspires action.
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Phase 3: CO-DESIGN & PROTOTYPING

With priorities identified, now collaboratively develop detailed designs and test ideas.

Activity 5: Co-Design Workshops

Objective: Transform community priorities into concrete design proposals.
Preparation:

e Have technical experts prepare initial concepts based on Phase 2 input;

e Gather precedent images from similar projects and best practices elsewhere;

® Prepare base maps, models, and drawing materials.

Workshop structure:
Round 1 - Critique and refinement: present initial concepts. Ask participants:
e What do you like?
e What concerns you?
e What's missing?
e How could this better serve children's needs?
Document all feedback carefully.
Round 2 - Alternative Generation: break into small mixed groups (technical experts +

community members). Each group develops an alternative design responding to feedback.

Round 3 - Integration and Selection: share all alternatives. Identify the strongest elements
from each. Develop integrated proposals combining the best ideas.

Iteration: Hold multiple workshops, refining designs progressively based on community
feedback.

Activity 5: Tactical Urbanism

Objective: Test ideas quickly and inexpensively before permanent investment.
Approach: Use temporary, low-cost materials to prototype proposed changes.

Example. Temporary Play Street: Close a street to traffic for one day using cones
and barriers. Provide simple play materials (chalk, balls, jump ropes). Observe:

e How do children and families use the space?

e What activities emerge?

e What works and what doesn't?

e How do neighbours and city-users respond?

Example: Pop-Up Park: Transform an underused space temporarily with:
e Pallets and cushions for seating
e Planters with greenery
e Chalk for ground decoration
e Games and loose parts for play

Run for a weekend or a week. Gather feedback continuously.

Example: Mock-Ups: Build 1:1 scale mock-ups of proposed elements (playground

equipment, seating, etc.) using cardboard or wood. Let children interact with them

before committing to permanent installation.

Benefits of prototyping:

Tests assumptions against reality
Reveals unforeseen issues

Builds community excitement and
buy-in

Provides evidence to support
permanent investment

Allows iterative improvement
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Phase 4. IMPLEMENTATION

This phase focuses on field research, deep listening of communities and collaborative analysis of current conditions and future aspirations of territories.

Community-Involved Implementation

Options for participation:

e Build days: community members and participants
assist with construction or installation (especially
suitable for landscape projects, painting, planting)

* Artintegration: local artists and community members
create murals, mosaics, or sculptures

e Documentation: community members photograph and

document the transformation

Benefits:
Builds ownership and stewardship
Reduces costs
Strengthens community bonds
Creates educational opportunities

Activation and Programming

Physical improvements alone don't guarantee use.
Program spaces to jumpstart activity and establish new patterns:
Launch events:

e Opening celebration with performances, games, and food

e Design recognition event honouring community contributors

e Intergenerational activities introducing neighbours to new spaces

Co-funded by
the European Union

Ongoing programming:
e Regular play streets or play sessions
Seasonal events (winter festivals, sports tournaments, summer movie nights, etc.)
Community gardening or maintenance days
Skill-sharing workshops (art, games, sports)
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Phase 5: EVALUATION

Monitoring Use and Impact Learning and Adaptation

Quantitative measures: Questions to explore: Iteration process:
e Usage counts at different times (especially children's independent use) e What's working better than expected? Why? e Share evaluation findings with community
e Diversity of users (age, background) What's not working as intended? Why? e (Collectively identify needed adjustments
e Duration of visits What unexpected uses have emerged? ¢ Implement changes (using rapid prototyping when possible)
e Types of activities observed How has the intervention affected different groups differently? ® Re-evaluate

Qualitati What adjustments would improve outcomes?
ualitative measures:

e Interviews and surveys with users and non-users

e Children's drawings and stories about the space

e Photo documentation of how spaces are actually used
e Community feedback sessions
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PART C
BEST PRACTICES

& CASE STUDIES




Overview of case studies by thematic Cluster

1. Safe Route
to School

Children's everyday journeys
between home and school are
the focus here, showing how
targeted interventions can
improve safety, accessibility,
and independent mobility.

e Bologna & Reggio Emilia,
Italy

e Pune, India

e Recife, Brazil

2. Reclaiming Streets
for Play

Streets are the most abundant
public space in any city, and among
the least available to children.

The cases gathered here explore
how they can be reclaimed from
car dominance and transformed
into spaces for play, social life, and
active mobility through temporary
or permanent interventions.

Bristol, UK

Cape Town, South Africa
Barcelona, Spain

Milan, Italy

3. Participatory
Budgeting

Participatory governance tools can
give citizens, including children and
families, a direct say in urban
priorities and the allocation of
public resources.

The cases here show what that
looks like when it works.

e Paris, France

Co-funded by
the European Union

4. Holistic
Neighbourhood
Approach

Some of the most ambitious child-
friendly city initiatives work not on
a single street or school route, but
on the neighbourhood as a whole.
Tirana offers one of the most
instructive examples of what that
ambition looks like in practice.

e Tirana, Albania
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https://iris.who.int/server/api/core/bitstreams/7b9e9b13-4224-4cd4-a7bd-d9a872a74d3a/content
https://globaldesigningcities.org/publication/how-to-engage-kids-street-design/
https://globaldesigningcities.org/publication/how-to-engage-kids-street-design/
https://globaldesigningcities.org/wp-content/uploads/guides/designing-streets-for-kids-lowres.pdf
https://globaldesigningcities.org/publication/how-do-kids-experience-streets-the-reverse-periscope-companion-guide/
https://globaldesigningcities.org/publication/how-do-kids-experience-streets-the-reverse-periscope-companion-guide/
https://globaldesigningcities.org/publication/how-to-evaluate-street-transformations-near-schools/
https://www.arup.com/globalassets/downloads/insights/playful-cities-toolkit-resources-for-reclaiming-play-in-cities.pdf
http://www.ohchr.org/
https://sdgs.un.org/goals
https://new-european-bauhaus.europa.eu/index_en
http://maptionnaire.com/
https://participedia.net/
https://cities4children.org/wordpress/wp-content/uploads/2022/07/Cities-for-and-with-children-and-youth-ideas-for-action.pdf
https://cities4children.org/wordpress/wp-content/uploads/2023/05/Improving-Road-Safety-for-Urban-Children.pdf
https://assets.site.ingka.com/ingka-com/reports/The-Real-Play-Coalition-Value-of-Play-Report.pdf
https://www.arup.com/globalassets/downloads/insights/nature-based-play-fostering-childrens-wellbeing-and-climate-resilience.pdf
https://www.arup.com/globalassets/downloads/insights/cities-alive-designing-for-urban-childhoods.pdf
https://itdp.org/wp-content/uploads/2022/01/Access-for-All-Babies-and-Toddlers_EXECUTIVE-SUMMARY_Eng_2022.pdf
https://population.un.org/wup/assets/WUP2018-Report.pdf
https://population.un.org/wup/assets/WUP2018-Report.pdf
https://publications.jrc.ec.europa.eu/repository/bitstream/JRC116711/the-future-of-cities_online.pdf
https://www.iss.europa.eu/sites/default/files/EUISSFiles/ESPAS_Report.pdf
https://etsc.eu/wp-content/uploads/ETSC_PINFLASH43-correct-DIGITAL.pdf
https://iris.who.int/server/api/core/bitstreams/46275f9f-ef66-4892-8ddd-a496ef8c1b74/content
https://cleancitiescampaign.org/wp-content/uploads/2025/05/Report-Streets-For-Kids-Cities-For-All.pdf
https://www.eea.europa.eu/en/analysis/publications/air-pollution-and-childrens-health
https://www.weforum.org/stories/2019/01/play-gap-hurting-childrens-skills-futures/



http://www.realplaycoalition.com/
http://cities4children.org/
http://globaldesigningcities.org/
http://bernardvanleer.org/
http://www.unicef.org/child-friendly-cities
http://playingout.net/
https://www.aplayfulcity.com/
http://www.8-80cities.org/
https://www.peoplepowered.org/
http://www.iap2.org/
http://www.participatorybudgeting.org/
http://www.participatorybudgeting.org/
http://urbact.eu/toolbox-home
https://new-european-bauhaus.europa.eu/tools-and-resources/use-toolbox_en
http://tacticalurbanismguide.com/
http://playingout.net/
http://www.youtube.com/watch?v=qV9gmUS7NAk
http://urbact.eu/good-practices/participatory-budget
http://vanleerfoundation.org/articles/reconstructing-a-city-in-the-interests-of-its-children-tirana-albania-2015-2019
http://bolognacitta30.it/
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MODULE 2

PLACEMAKING TOOLS

"CITIES HAVE THE CAPABILITY OF PROVIDING SOMETHING FOR EVERYBODY,

ONLY BECAUSE, AND ONLY WHEN, THEY ARE CREATED BY EVERYBODY.
JANE JacoBs, THE DEATH AND LIFE oF GREAT AMERICAN CITIES, |96
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MODULE 3

THE AMARANTE PILOT:
PUTTING IT ALL TOGETHER

WHERE THEORY, TOOLS, AND A REAL CITY MEET

E A VIDA NAO VIVE EM LINHA RETA | AND LIFE IS NOT LIVED IN A STRAIGHT LINE .
RRRRRR ANDRESEN, O BUzIo DE CdS E OUTROS POEMAS, 1997
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https://www.instagram.com/playfuledproject/
https://www.linkedin.com/company/playful-ed/
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https://sites.google.com/areaeuropa.it/playful-ed/home
https://sites.google.com/areaeuropa.it/playful-ed/home
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