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Introduction
Quality of urban life is essential for cities to prosper. Cities that improve quality of life for its citizens
experience higher levels of prosperity and are likely to find themselves more advanced in terms
of sustainability. Such cities strive towards social equity by generalizing access to urban commons
and public goods, preventing private appropriation and expanding the scope for improved quality
of life for all. Cities that re-evaluate their notion of the ‘public’ and thereby provide green areas,
parks, recreation facilities and other public spaces demonstrate a commitment to improved quality
of life. Public spaces bring communities together, provide meeting places and foster social ties.
These spaces shape the cultural identity of an area, contribute to its unique character and build a
sense of place for local communities. Generally speaking, public/community places offer ground
for neutrality and expression of shared dreams, aspirations and fears. The liveliness and continuous
use of public space as a public good lead to urban environments that are well-maintained and
safe, making the city an attractive place to live and work in. Quality public spaces are excellent
entry points to improve the standards of urban life for all citizens. They are a symbol of important
aspects of a city, such as safety, health, and the local economy and UN-Habitat believes that they
are crucial for well-functioning, inclusive and sustainable cities.1
Since 2012, UN-Habitat has been implementing the global public space programme, with the aim
of influencing the participatory development and delivery of public spaces around the world. UNHabitat also entered into an innovative partnership with the Swedish computer game company
Mojang AB, the makers of the popular computer game Minecraft2. Through the partnership,
named Block by Block, UN-Habitat uses Minecraft as a community participation and engagement
tool in the design and implementation of public space projects. Experience from pilot projects in
various countries indicate that Minecraft is a useful tool for mobilizing and involving communities,
particularly young people, in urban planning and design processes, and UN-Habitat is now applying
this approach to the whole programme.
In Nairobi (Kenya) the Minecraft tool was used for 'Making Cities Together', a project that aims at a
viable, inclusive and sustainable agenda for Nairobi's public spaces. The Minecraft tool was used for
the implementation of a Model Street in a low income neighbourhood in Nairobi. The effectiveness
of Minecraft as a community engagement tool was underscored by the level of involvement of the
participants across different age groups, from women to children to persons with disabilities among
others.
In this report, the process and the outcomes of the Minecraft workshop will be shared in order
to learn from this participatory tool and also to document the results for the elaboration of the
Minecraft designs into real built improvements for the public spaces of Dandora.

Participants catching up in Mustard seed court, Dandora. Photo by Cecilia Andersson
1
www.unhabitat.org
2
Minecraft is a ‘sandbox’ computer game originally launched in 2011. To date, the game has sold nearly 100
million copies worldwide, making it one of the world’s best-selling computer games. The gameplay of Minecraft is
perhaps best imagined as a complex ‘digital Lego’. The creative and building aspects of Minecraft allow players to
build structures out of textured cubes in a three-dimensional generated world. Creative mode enables gamers to easily
create buildings similar to those produced by complex 3D modelling software.
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Block by Block and Making Cities Together
In October 2015, UN-Habitat and the ‘Making Cities Together’ project team, led by
Placemakers in collaboration with KUWA and Dandora Transformation League (DTL),
teamed up to revitalize Dandora’s public spaces. Dandora is a low-income residential
neighbourhood in Nairobi. The initially well-planned neighborhood has gradually
degenerated to almost slum status. Dandora is infamously known because of the biggest
dump site of East Africa and the high rate of crime.
Background of Making Cities Together
‘Making Cities Together’ project team has been working in Dandora for over a year now.
During the Placemaking design Lab earlier this year, three intervention strategies were
developed for different public spaces across the city. A jury of engaged stakeholders
selected ‘Must Seed’—an intervention strategy for Dandora as the best Placemaking
Design Strategy. This was particularly due to its incremental approach to neighbourhood
revitalisation, strong community involvement and its simplicity in terms of upscaling and
replication. Making Cities Together selected this strategy to implement, which will be a
benchmark for other neighborhoods in Nairobi and other cities in Kenya.

Image: Design Team Dandora

Minecraft in Dandora
The Minecraft workshop was conceptualized as a community mobilization and visualization
tool, particularly for children and youth. The workshop came in handy to complement the
various participatory community consultative tools used by ‘Making Cities Together’ project
team to engage the community in revitalizing their neighbourhood through it’s public
spaces like court yards, streets and a leave way underneath the powerlines.

Implementation site; a Model Street
The implementation site for the Minecraft workshop, a street in Dandora, was selected as
it is an essential part of the 'Must Seed' strategy. 'Must Seed' is developed as a step-by-step
2

strategy to scale up from the successfully improved court yards to the streets to eventually
the whole neighborhood of Dandora. The Model Court was replicated by a neighbourhood
competition. Over 33 courts are being upgraded by well organised youth groups. The next
step is to create a Model Street together with the community which is accessible, beautiful
and functional to create safe, inclusive and attractive public spaces.
The specific street for the piloting of the model street was selected by the Making Cities
Together project team jointly with the ‘Dandora Transformation League’. The selection was
made against the following criteria:
1. Strong community involvement: Young people, women, children and elderly demonstrating
a strong commitment to changing their neighbourhood for the better. The strong social ties
in the community was also an added advantage.
2. Youth and children: Youth and children demonstrating strong commitment and enthusiasm
in the process of community revitalisation, particularly the changing faces challenge.
3. Pro-low income: Improving the quality of life for all the community members, including the
local economy through economic empowerment initiatives, environmental stewardship.
4. Strong structure: The organisation of the local youth groups in a way that is representative,
democratic and inclusive.
The Model Street in Dandora phase 2 (spanning from Councillor Opundo road to Muigai
Kenyatta road from Cinema road to the leaveway) was selected as it met all the above
mentioned criteria. The four nodes are entrances to the street block. These entrances are
an entry point to implementing the ‘Must Seed’ strategy. They were selected to build on
the ‘changing mindsets’ element of the DTL-led changing faces challenge by arousing
consciousness in people that they are entering a new environment. To welcome people
and to build on the civic pride. Furthermore, the advantage of the site lies in its connectivity,
location/ visibility, accessibility and mixed social groups.

atta road
y
Leaevewa

Muigai Keny

Councillor Opundo road

Image: Design Team Dandora
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Minecraft Workshop
Objectives
The main aim of the charrette was to develop design solutions in the Minecraft environment
to design gateways and revitalize the street block in an inclusive and participatory manner.
The ideas would then be refined into buildable drawings that could then be implemented.
The immediate expected result was a conceptual design solution for the gateways
considering selected parameters such as safety, street furniture including seating facilities,
design for the physically challenged, security and environmental conservation.
Preparation
Based on Google maps, photographs and base maps, UN-Habitat built a model for the
site in Minecraft environment. Given that Google maps have no 3D imagery for Nairobi,
Placemakers developed an interactive street map for Dandora, complete with photos.

Image: Google.com maps tool to provide with a mapping and images of the built environment
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Participants
Diverse group
The project site has a diverse demography consisting of a rich mix of different ages, gender
and socio-economic groups. The local population is largely youthful.
Selection
The selection of a diverse group of citizens who would be available for a weekly interactive
event on 4 Saturdays took place ahead of the workshop. The selection exercise was done
by Dandora Transformation League.
26 participants were identified and selected representing people from different courts,
different age groups, women/men, persons with disabilities and street vendors.

1
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26

Participants Workshop
Olivia Wanjiru
Christine Ndinda
Lydia Iregi
Varina Wanja
Melody Muthoni
Milicent Akinyi
Sylvia Kalu
Caroline Mbai
Theresia Kalekwi
Chrisdhus Odiambo
Julius Maasai
Samuel Nyuki
Sebastian Kanake
Mustafa Mohammed
Joshua Mwangi
James Fundi
Joseph Omondi
Steve Makau
Rehema Mohamed
Dwayne Muturi
Paul Njoroge Mbugua
Ian Mwangi
Samuel Ekambi
Peter mbugwa
Peter Waitaka
Wilson Maina

Gender
F
F
F
F
F
F
F
F
F
M
M
M
M
M
M
M
M
M
M
M
M
M
M
M
M
M

Age
31
32
28
15
16
25
27
33
30
41
16
47
58
30
13
14
23
13
27
13
47
13
36
16
38
50
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Activities
The workshop was held at the Mustard Seed court garden in Dandora phase 2, the Model
court at the heart of the project site. This was done on Saturdays as participants were going
to School in the week. The active days included: October 3, 10, 17 & 24. A follow up meeting
and the award of the certificates of participation was done on Saturday, November 7. See
Annex: Agenda.
Day 1 - Saturday October 3rd 2015
Introduction
The Charrette was opened by UN-Habitat’s Public Space Program manager, Placemakers'
country representative and the chairman of Dandora Transformation League.
The background and objectives of the 'Making Cities Together' project were presented
by Placemakers. Placemakers took time to take the participants through the project from
inception to the implementation stage. Minecraft as a tool boosts people-centred city
planning by bringing citizens, professionals and policy makers together with the aim of
advancing dialogue and proposing scenarios to revitalize urban spaces. The program of
the workshop were shared including the final presentation for the whole community and
government officials. In addition, the project site was shared; the four entrances to the
proposed Model Street the participants are going to design in Minecraft.
An introduction to the purpose of the Public Space Program and international examples
were presented by UN-Habitat. The work of UN-Habitat in different countries on helping
people understand how to address public spaces and how to contribute to improve urban
management issues by using modern tools such as Minecraft were highlighted as ‘food for
thoughts’. A brief insight into the partnership between UN-Habitat and Mojang was also
shared.
For the purposes of psychologically preparing the participants, a presentation highlighting
basic concepts of public spaces and placemaking initiatives was made based on the
following key questions:
– What is public space?
– Why is public space important?
– What is private and what is public?
– Who should manage and maintain public spaces?
– Who has access and what activities can be conducted in a public space?

Minecraft design for a public space in Dandora, a welcoming entrance to the street. Photo by Naomi Hoogervorst
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A walk through the project sites
In order to fit this discussion into the local context, a walk through the streets to the entry
points into the street block was conducted. The walk enabled the participants to take a
focused look at the spaces in question and critique the spaces in terms of the challenges
and potentials.
The walk was then followed by a short interactive session where everyone discussed the
problems and potential design solutions. This was an active session involving sketching and
troubleshooting the existing situation.
Most of the problems identified were dealing with accessibility issues for the persons
with disability, safety and security, untidy environment, lack of greenery anhd, lack of
leisure opportunities especially for children. The respective solutions, aimed at improving
and reflecting the identified issues, focused on introducing greenery, improving lighting,
eliminating public transport through the neighbourhood, creativity corners, local identity
and pride, design for all and provision of meeting places. This will be elaborated at chapter
Results.

Visiting the site, the entrances of the Model Street. Photo by Cecilia Andersson

Experimenting on Minecraft
During this session, participants were divided into five different groups consisting of about
5 members. The groups were organically formed and some people were asked to switch
groups to create a balance. Each group was given a laptop to be shared among its
members.
A short introduction on the Minecraft software was conducted by a Minecraft expert. The
activity was associated with model demonstration and user practice following up with a
building tutorial aimed at giving instructions in specific building techniques to be used in the
later stages of designing and building process.
7

Day 2 - Saturday, October 10th 2015
At the beginning of day 2, the groups were introduced to the project site model. This was
after the expert was confident that the participants were able use the software. Each group
was given a site, an entrance of the Model Street. Each group had to identify problem
areas and develop potential design solutions to overcome the challenges for those places.
The designing and building session lasted for the whole day. During this activity each group
modified the existing model and inserted their additions to the site.

Image: Design team Dandora

Designing sessions. Photo by Mark Ojal

Day 3 - Saturday, October 17th 2015
At the beginning of day 3, each team made a speed presentation (using Minecraft
software) and provided necessary justifications for the introduced amenities and solutions.
These were collectively critiqued and subjected to further development by the groups. After
the presentations, Jason Hilgefort, one of the design team members from the Netherlands,
made a presentation of different design ideas showing integration of nature into the built
environment, different uses of colour, creativity in the production of street furniture, and
use of recycled materials. This was primarily to allow the participants to dream and explore
more ‘futuristic’ options.

Speedpresentations. Photo by Cecilia Andersson

Presentation by Jason Hilgefort. Photo by Naomi Hoogervorst
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Day 4 - Saturday, October 24rd 2015
The fourth day started with the participants diving right into the design work. Each team
was given an additional one and a half hours to polish their work and make them ready
for presentations. As guidance sessions were going on by teams from UN-Habitat, KUWA
and Placemakers, screenshots showing various parts of the models developed were taken
in preparation for the presentation. Each group was requested to select the best five
elements/screenshots that would best represent the outcomes of their design sessions.
Towards the end of the day, the most creative ideas were presented to a wider audience,
including representatives from the Safer Nairobi Initiative, Kenya Alliance of Residents
Association, and local community members among other enthusiasts. In a nutshell, the
amenities included in the final Minecraft models included gateways designed to among
other things deter movement of heavy trucks, resting places, art work, street lighting, waste
receptacles and recreation facilities among others. The subsequent task was now to analyse
the design elements and amenities of different groups in order of frequency of occurrence.
A matrix was created to help understand the general pattern. See chapter Results.
At the end of the process, an address by Elijah Agevi of Safer Nairobi Initiative and Joe
Aketch, a former mayor of Nairobi closed the event. They expressed their excitement
by the involvement of the community in generation of ideas for the revitalisation of their
neighbourhood. They cited this as a classic example of participatory neighbourhood
revitalisation.

Clockwise: Children presenting, Former mayor Joe Aketch
addresses the minecrafters and the public, Jose Chong
presents the matrix of the proposed amenities, and public
closely following the presentations. Photos by Robyn
Watson, Mark Ojal and Naomi Hoogervorst.
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Day 5 - Saturday, November 7th 2015
The last day was basically to make a decision on the immediate site for the implementation
of the interventions. This was an interactive session with participants brainstorming through
the local dynamics. The selection was made on the basis of the following criteria:
1. Social vibrancy – The level of engagement of the neighbouring courts and adjacent
businesses.
2. Visibility – The ability of the intervention to be seen by a wider group hence being good
for replication in other estates.
3. Space – The availability of the space for building the gateway.
Taking into account the above mentioned criteria, Justen junction emerged top. This will be
adopted as the first site for the implementation of the intervention. Secondly the entrance
at the Councillor Opundo road was selected.
Highlighting the next steps
All the amenities coming up from the Minecraft solutions will be used to develop the
technical outline proposals to be taken forward by the ‘Making Cities Together’ project
team with support from UN-Habitat. Based on the proposals, a detailed design including
the materials will be developed for costing and building purposes. These will be presented
to the community people for inputs and comments. Construction documents will then be
developed to translate the designs into reality. 'Making Cities Together' project team and
UN-Habitat will mobilise funds to implement the project. The construction is planned in
February/March 2016.
After the session, participants were awarded certificates of participation and recognised
for their contributions in the process.

Participants displaying their certificates. Photo by Zahra Kassam
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Issues and proposed solutions
Several topics on public spaces were discussed and a lot of proposed solutions were
introduced in the Minecraft designs to improve the streets. Many of the solutions were
discussed after presentations and the designs were adjusted to the final group results.

Topics

Issues/ Challenges

Proposed solutions

walkability Poor walkability for persons with disability resulting
from a dusty, rough-surfaced and portholed road
access roads.

To foster social inclusion and integrate the disabled
into the society as equal partners, universal design,
with ramps for example, was proposed for the
roadway and sidewalks. A trainstation was also
introduced, to get reliable and cheap transport to
the city.

flooding

Frequent flooding of the streets as a result of
clogged drainages. Aside from this, the roads get
muddy and at times brown water flows freely on
the road surface.

The designs introduced drainages alongside the
roadways. A covered drainage also functions as a
sidewalk in narrow parts of the street. In addition to
this, paving was proposed to not only be functional
but also artistic. (multicoloured)

insecurity

High insecurity, especially when it is dark, as a result
of among others inadequate street lighting, and
erection of security gates which hinder flexibility
and eliminate alternative safe routes.

More floodlights were proposed at strategic points.
To back up the flood lights, it was proposed that
ordinary lamps be hooked on the walls of the
buildings. These would be protected by
households.

safety

Safety concerns particularly for children as a result Gateways deliberately designed to exclude public
of speeding and carelessly driven public transport transport vehicles among other large vehicles from
vehicles passing through the neighbourhood.
passing through the neighbourhood were
proposed. In addition to this, zebra crossings were
introduced.

littering

Untidy and not-so-pleasant environment as a result
of the historical dumping of garbage, lack of a
systematic waste management collection/
management plan by the local authorities.

lack of
green

Lack of greenery leaving the street very open and Trees, shrubbery and flowers were introduced into
unappealing. In addition, there is no place to stop the streetscape. These were see to enhance the
livability and beauty of the street. Also non
for resting and catching up with with daily news.
traditionional ways of providing green features
were designed; gateways with hanging plants and
vertical gardens.

lack of
leisure

Lack of leisure opportunities especially for children
and youth due to inadequate playgrounds for
children, and lack of cultural opportunities to
showcase the beautiful culture and heritage.

image/
identity

Tainted image of the neighbourhood not only as a Gateways were proposed not only to be
dumpsite but also as bedrock of crime in the city. welcoming but also as public spaces - emphasising
the role of streets as public spaces. In addition to
this, it was proposed that the courts' dual colours
be brought out to the streets so as to enhance
ownership, promote identity and boost pride.
Various artistic interventions including grafiti
painting and portrait painting were proposed to
transform the facades and complement the
beauty of the streetscape. Also fountains were
introduced. Leveraging on the local assets like
waste materials, use if to built gateways or
benches, locals look to turn around the
neighbourhood's negative identity and give it a
new identity not only as a beautiful place but also
an artistic one.

Publicly accessible waste receptacles were
introduced into the streetscape. The management
would be left to the local youth groups, which
already maintain the court yards.

A skating place, a football field, a pool and a
playing ground were designed. A cultural complex
was introduced to provide options for recreation
for diverse members of the society, a community
meeting place and a community kitchen garden.
In addition, a lot of different seatings were
designed; a long bench alongside the facades
and shaded and rain protected seating areas.
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Results per group
Group 1
Entrance Cinema road from Muigai Kenyatte road

Gateway with lights, flowers and a sidewalk

Dustbins, paving and green places

Little football field

Trees and a kitchen garden

Fountain, pool and a train station - thinking big!

A lot of lanterns to light up the street

12

Group 2
Entrance Justen road from Muigai Kenyatta road

Wooden gateway with a light and 'welcome' sign

Footpaths, vertical gardens and seatings

Drainage

Playground

Health centre on the right

13

Group 3
Entrance Cinema road from Councillor Opundo road

Paintings on the facades

Dustbins

Resting places protected to rain and sun

Community meeting place

Colourful skating area and a gateway with a tree

14

Group 4
Entrance Justen road from the 'leaveway' and Phase 3 of Dandora

Entrance with lights on both sides

Footpaths with flowers and art

Footpaths with trees and dustbins

A cultural space and a playing ground

Playground

Flood lights and lights for the activity zones

15

Group 5
Entrance to Cinema road from Councillor Opundo road

Gateway with plants

Dual colours from the courts in the public streets

waiting places for the bus

Colourful street paving, sidewalks and green zone

Trees and flowers,dustbins and floodlights

16

Elements per group
The amenities that were designed for the streets and the open spaces in Dandora were
listed. Every group integrated welcoming gates, street lighting, benches, flowers and bins
into their designs. Followed by murals, trees and paving as important features. The outcomes
will be a check list for the construction of the designs.

1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33

Elements  /  Group
Welcoming  Gate
Street  Lighting
Benches
Flowers
Gargabe  bin
Murals
Trees
Paving  (multicolor)
Painted  walls
Sidewalk  
Signage
Grass  lawn
Climbers
Playground
Drainage
Sidewalk  for  people  with  disabilities
Pergola
Coffee  Station  
Water  fountain
Swimming  pool
Railway  station
Grazing  field
Skating  Rink
Terrace  sitting
Outdoor  cultural  center  (Exhibiton  hall)
Zebra  Crossing
Pocket  Garden
Sitting  ledge
Canopy
Flood  lights
health  center
Vegetable  garden
Football  field

1
1
1
1
1
1

2
1
1
1
1
1
1

1
1
1

3
1
1
1
1
1
1
1
1

1
1
1
1

1

1
1
1
1
1
1

4
1
1
1
1
1
1
1

5
1
1
1
1
1
1
1
1
1
1
1
1
1

1
1

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

total
5
5
5
5
5
4
4
3
3
3
2
2
2
2
2
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
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Evaluation and information
What did we learn?
The participants were really excited about the initiative, and showed a lot of appreciation.
The children could not hide their joy for handling Minecraft, with some of them handling a
computer for the first time in their lives.
Minecraft gave the participants a simple and unique way of expressing their ideas and
transforming them into virtual elements, through a consolidated team work. Indeed, the tool
proved to be a successful way of mobilising and engaging the community, and involving
everyone regardless of age or socio-economic status in decision making, particularly where
they have a direct interest.
In addition, it helped the local people express their priorities, needs and aspirations in a
manner that could easily be conceived by decision makers. In addition, an important
success factor was the opportunity for raising awareness on public space design and
neighbourhood revitalisation issues.
In moving forward, it would be of importance to prolong the working hours as the youth
and women are always busy with errands in the morning hours. In addition, it would be of
added value to select participants from a diverse group that is more representative of the
community. Also, a direct involvement of local schools with a view to identify youth with
different social backgrounds should be explored.
www.unhabitat.org
www.placemakers.nl
https://www.facebook.com/Dandora.Transformation.League
www.kuwa.co.ke
www.newtowninstitute.org
www.doen.nl
Project information:
www.makingcitiestogether.strikingly.com
www.facebook.com/makingcitiestogether
@MakingCities_KE

Photo: screenshot Community Media House video
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Annex: Agenda

MINECRAFT  TRAINING
Dandora
3rd  October  –  7th  November  2015
Day  1

Saturday  3rd  October

09.00-‐09.30

Welcome  and  round  of  introducEons

09.30-‐10.00
Naomi  Hoogervorst,  
Placemakers,  

IntroducEon  to  Making  CiEes  Together  Project
- Background  of  the  project
- ObjecDves  of  the  project
- Outcomes  of  the  process
- Introducing  basic  design  consideraDons

10.00–10.45
PresenEng  the  project
Cecilia  Andersson/Pontus  
- Purpose  and  history  of  the  global  public  space  program;
Westerberg,
- What  is  public  space?
UN-‐Habitat;
- What  are  the  typologies  of  public  space?
- Why  public  space  should  be  well  planned,  designed  and  managed?
- Public  Space  as  a  connecDve  matrix
- Overview  of  minecraR  as  a  parDcipatory  design  tool  
- Overview  of  workshop  process
10.45-‐11.00

Tea  break

11.00-‐11.30
Naomi  Hoogervorst,
Placemakers

Discussion  on  key  elements  to  include  in  the  design  (with  all)

11.30–12.00
Naomi  Hoogervorst,  
Placemakers/  Pontus  
Westerberg,  UN-‐Habitat

Group  formaEon

12.00-‐12.30
Pontus  Westerberg,
UN-‐Habitat

Introducing  MinecraQ  model  
- Describing  the  model;
- Ques%ons  and  answers  session.

12.30-‐13.30

Lunch  break

13.30-‐14.30
Naomi  Hoogervorst,
Placemakers

Visit  to  the  sites  
- VisiDng  the  sites  and  ge[ng  familiarized  with  the  model;

14.30-‐15:00
Cecilia  Andersson,
UN-‐Habitat

Introducing  public  parEcipaEon  &  consultaEon  in  public  space  design  and  
management  
- IdenDfying  challenges  and  key  issues  for  improvement  in  the  project  site;
- IdenDfying  users’  needs,  required  ameniDes  and  eventual  soluDons;
- Ques%ons  and  answers  session.

15.00-‐15.30

Tea  break
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15.30-‐16.00
Pontus  Westerberg,  
UN-‐Habitat

Introducing  Minecra6  so6ware
- Introducing  reference  card  with  controls  and  inventory  descrip>ons;
- Demonstra>ng  controls  and  inventory;
- Exploring  soDware  using  the  model;
- Ques%ons  and  answers  session.

16.00-‐17.00
Pontus  Westerberg,  
UN-‐Habitat

Introducing  Minecra6  building  tutorial
- Overview  and  instruc>ons  on  the  design  and  building  process;
- Overview  and  instruc>ons  on  the  speciﬁc  building  techniques;
- Ques%ons  and  answers  session.
Saturday  10th  October  

Day  2
10.00-‐10.30
Naomi  Hoogervorst,
Placemakers

Recap  of  the  ﬁrst  day

10.30-‐13.00
Pontus  Westerberg,  
UN-‐Habitat

Designing  and  building  a  model  proposal
Par>cipants  with  the  support  of  the  facilitator/s;
- Modifying  the  model:
Introducing  design  elements;
Introducing  design  considera>ons  resul>ng  from  the  community  
consulta>on;
Introducing  par>cipant’s  ideas  and  thoughts;
- Ques%ons  and  answers  session.

13.00-‐14.00

Lunch  break

14.00-‐15.30
Pontus  Westerberg,  
UN-‐Habitat

Designing  and  building  a  model  proposal

15.30-‐16.00

Coﬀee  break

16.00-‐17.00
Pontus  Westerberg,  
UN-‐Habitat

Designing  and  building  a  model  proposal

Day  3

Saturday  17th  October

10.00–11.00
Naomi  Hoogervorst,  
Placemakers

Speed  presentaIons  by  the  the  parIcipants  

13.00-‐15.30
José  Chong,  
UN-‐Habitat

ConInuous  designing  and  building  a  model  proposal

13.00-‐14.00

Lunch  break

14.00-‐17.00
José  Chong,  
UN-‐Habitat

ConsolidaIng  model  proposals
- Introducing  ameni>es;
- Preparing  jus>ﬁca>ons  for  the  site  proposals.
Suppor%ng  partners:
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Day  4

Saturday  24th  October  

9.00-‐10.00  
Pontus  Westerberg/José  
Chong,  UN-‐Habitat

Crea8ng  the  ﬁnal  model
- Crea9ng  ﬁnal  model  based  on  the  submi>ed  model  proposals.

10.00–10.45
Preparing  presenta8ons  
Cecilia  Andersson/Pontus   Par9cipants  with  the  support  of  the  facilitator/s;
Westerberg/José  Chong
- Iden9fying  ameni9es  and  design  ideas;
UN-‐Habitat;
- Preparing  jus9ﬁca9ons  for  the  site  proposals;
- Making  Power  Point  Presenta9on  with  design  images;
- Prac9cing  presenta9on;
- Ranking  priority  ameni9es;
- Ques%ons  and  answers  session.
13.00-‐14.00

Lunch  break

16.30-‐17.30
Pontus  Westerberg,  
UN-‐Habitat

Presen8ng  the  ﬁnal  model  to  City  County  of  Nairobi  and  community
- Providing  feedback  during  presenta9on;
- Ques9ons  and  answers  session;
- Final  discussion.

17.30-‐18.00
Closing  remarks  and  next  steps;
Naomi  Hoogervorst,  
Placemakers
Pontus  Westerberg/  Cecilia  
Andersson,  
UN-‐Habitat
16.30-‐17.30
Drinks  
Day  5

Saturday  7th  November

10.00-‐13.00
Choosing  implementa8on  site  and  integrate  design  solu8ons  and  the  feedback  of  
Naomi  Hoogervorst,  
the  Nairobi  City  County  and  the  community
Placemakers
- Final  discussion;
Pontus  Westerberg/  Cecilia  
- Next  steps;
Andersson,  
UN-‐Habitat
12.30-‐13.00
Naomi  Hoogervorst,  
Placemakers

Rewarding  par8cipants  with  cer8ﬁcates  

13.00-‐14.00

Lunch

Sponsoring partner:

Supporting partners:

Suppor%ng  partners:
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