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Virtual Environments, Civic Engagement and Public Space Uses

● Virtual environments as spaces to engage young people into civic 

urban issues: 

○ Second Life (Linden Lab, 2003)

■ Neogeography and collaborative urban planning (Foth 

et al. 2009).

○ Minecraft (Mojang, 2011)

■ Block by Block (United Nations, Westerberg & Heland, 

2015).

■ Craftea (Arsgames).



3Dicode: Projectes de recerca, transferència i relació amb la indústria  

Urban Civic Competences and Creative Methodologies

● Educational possibilities of:

Co-Creation Speculative Storytelling Playfulness

Participants act as players and 

makers. 

Collaborative processes.

Creative flexibility.

Communication between the roles 

involved in the process.

Foresighting possible futures.

Storytelling processes.

Engaging with particular contexts and 

objects.

Similar to play, but respects the purposes 

and goals of that object or context.

Roig et al. (2021); Acharya & Wardrip-

Fruin (2019); Myers (2019)
Jenkins et al. (2020); Glăveanu, (2018)

Sicart (2014); Flanagan (2015); Johnston 

et al. (2022)
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Urban Civic Competences and Creative Methodologies

● Framework for educators

○ Civic urban competences:

■ Future literacies

■ Right to the city

■ Gender

■ Interculturality

■ Sustainability

○ Steps to replicate the workshop

○ https://www.citm.upc.edu/ciutatijoc

https://www.citm.upc.edu/ciutatijoc
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Urban Civic Competences and Creative Methodologies

DESIGN EXECUTION

Card game session

Playful prototyping in Minecraft

EVALUATION

Identification of areas 

in need of transformation 

Real urban local challenges 

Card game design

Themes in relation to the real urban 

local challenges

Creation of real-data based 

Minecraft maps

Realistic maps that show areas in 

need of transformation

Speculative collaborative 

storytelling

Collaborative construction and 

visualization of the stories

Public presentation of 

prototypes

Explanation of the solutions 

to real urban local challenges

Experts feedback

Orientation from experts

Reflection

Identification of achievements and 

further actions
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Urban Co-Creation Workshop

Design:

● Ciutat i Joc card game.

● Different kinds of cards.

● Possible scenarios to assess urban challenges in actual 

neighbourhoods. 

● Storytelling processes.
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Urban Co-Creation Workshop

Design:

● Four maps based on real data were created in 

Minecraft.

● Collaborative visualization and co-creation of 

environments (Cristie & Berger, 2016; Acharya & 

Wardrip-Fruin, 2019):

○ Playful context 

○ Creative flexibility

○ Communication between the roles involved in 

the process.

● Actual urban challenges (Decidim, educators).
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Urban Co-Creation Workshop

Building an ecoxamfran at Aragó i 

Bruc

Making Plaça Dr. Letamendi greener 
and more playableMaking Els Llorers and L'Arbret schools greener 

and more playable
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Urban Co-Creation Workshop

Execution:

● Working group:  four researchers, a teacher, a Minecraft Edu mentor 

and four technicians to provide support to participants.

● Step 1: 

○ Co-creation of a speculative setting (ideation card game).

■ Mechanics

■ Collaborative selection of the best scenario

■ Development of the selected scenario (writing, drawing).
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Urban Co-Creation Workshop

Execution:

● Step 1: 

○ “Players of a game are playful when they 

consciously manipulate the relative rigidity 

of the system” (Sicart, 2014, 23).
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Urban Co-Creation Workshop

Execution:

● Step 2:

○ Collaborative construction and visualization of 

the setting inside a private server in Minecraft.

○ All the students, through their personal avatar, 

could build and interact with their teammates 

within a recreated urban space of their 

neighbourhood.
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Urban Co-Creation Workshop

Evaluation:

● Discussion about the 

scenarios and the urban 

challenges.

● Emergence of gender, 

intercultural and ecological 

issues.

Dicode: Projectes de recerca, transferència i relació amb la indústria  



13

Urban Co-Creation Workshop 
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Urban Co-Creation Workshop 
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Conclusion

● Four key aspects of our proposal:

○ The use of neighbourhood spaces to root the process in real local problems

○ The focus on activities and possible uses of the public space

○ The emphasis on social groups as protagonists of the story

○ The agency created through the simulation of real environments in Minecraft, that allow

the students to engage and interact in the transformation.

● Challenges: make the workshops last longer for the exploration of urban challenges.

Dicode: Projectes de recerca, transferència i relació amb la indústria  



Thanks


	Diapositiva 1
	Diapositiva 2
	Diapositiva 3
	Diapositiva 4
	Diapositiva 5
	Diapositiva 6
	Diapositiva 7
	Diapositiva 8
	Diapositiva 9
	Diapositiva 10
	Diapositiva 11
	Diapositiva 12
	Diapositiva 13
	Diapositiva 14
	Diapositiva 15
	Diapositiva 16

