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INTERACTIVE 
PLANNING & DESIGN

Plans for our cities and suburbs deserve more than just the run of the mill 

community consultation. wOnder uses interactive design and planning 

to engage all stakeholders; community, government officers, developers, 

politicians, all! Uniquely ours is the ‘scenario game’, a method we 

developed over the past 2 decades. It is tried, tested and thoroughly 

documented. Numerous projects became a success due to these games.

WHY?

There are always many people involved in 
making a plan and even more in realising 
it. Government staff and developers realise 
and maintain it, residents and entrepreneurs 
use it, politicians decide about it, and so 
forth. It does not matter whether you are 
making a long-term strategic plan, a master 
plan or a design for a public space. As soon 
as the public interest is involved, there 
are lots of parties and people to take into 
consideration.

Some people, whether planners, designers 
or clients, try to exclude the public; keep 

them out of meetings and reviews. They 
hope it will simplify the process. If you are 
lucky, it works and the process was easier. 
But you are missing out on a great deal of 
information and engagement that could 
have made the project so much better. 
And if it fails, you are in trouble. You will 
have to deal with a lot of angry people and 
possible lawsuits. We don’t believe in this 
approach! We are convinced it is always 
better to include all parties in the process. 
The advantages are just too many not to. On 
the next page are a few.

Traditional community consultation

Our way: interactive planning & design

The brief

The brief

Ivory tower design team

Scenario game

No recognition of the design 

decisions

Results are base for design

Angry people and possible 

lay suits

Recognition, it’s their plan
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Engaging people smoothens the process

New plans create opportunities, but also cause worry. 
Taking these concerns seriously in an early stage can 
prevent worry escalating into resistance. For resistance 
cost time and money, no matter if  it comes from 
governmental departments, landowners, community 
members or other parties. 

Making it everybody’s plan

Many people are involved somehow in realising the 
plan, maintaining it and using it. Really engaging 
them in the process secures ownership. The plan will 
be theirs. Such a plan comes to life even before it is 
physically realised. People will nurture their plan, act 
more motivated and feel more responsible. This gives 
the plan a great head-start to become a success.

Using all available knowledge

Different parties know different things. Council 
staff, local community, pressure groups, developers, 
politicians, professional experts; they all have their 
field of knowledge and perspective. None can be 
replaced by the others. The best guaranty to create 
a well fitting plan, for that typical issue on that 
location within that community, is to integrate all that 
knowledge into the planning process. 

The failure of traditional community consultation

Traditional community consultation is mostly just informing 
the public of the designs that have already been made. This 
is often very frustrating, both for the community and for the 
designers. The decisions made in the design, about program, 
layout, atmosphere, might well have been the same decisions 
the community would have made. But the community was not 
included and therefore are sceptical. Presenting the design 
rapidly results in defending these decisions, when actually 
they should have been made with the community all along.
Real engagement in the planning process means not 
just consultation, but interaction. It is not only about the 
community, but includes everybody in the planning process. 
Not halfway or at the end, but at the very beginning.

Group playing the 

scenario game of Katwi-

jk (see page 18-19)
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HOW?

Every design and planning process is 
organised through the formal project 
organisation, including all the usual meetings. 
Absolutely necessary, no doubt about it. 
Without this you will accomplish nothing. But 
to get all connected parties enthusiastic about 
a plan, you need to do more.

Inventory-interviews
At the base of every project lies a thorough 
understanding of the situation. Besides the 
regular survey and analyses of the brief, 
site, players, issues, and so on, we like to 
work with ‘inventory-interviews’. They can 
be confidential talks with key-figures, group 
discussions, informal street interviews and 
so on. There is nothing better than hearing 
directly from people what they have on 
their mind. Making plans is not just rational; 
it is also emotional and dealing with 
emotions. 

Core dilemmas
One of our focus-points in this early stage 
is finding out the core dilemmas in the 
project. Which issues will cause the most 
tensions? What has to be addressed and 
talked about before a successful design can 
be made? Around these issues we create 
interactive sessions with all involved parties. 
We have experience with a wide range 
of methods. Though our speciality is the 
‘scenario-game’, a method we developed 
ourselves and over the years put to practice 
in numerous projects.

Three basic ingredients of a scenario game

Group playing the 

scenario game of the 

Hercules Seghers 

Square (see page 8-9)

1. The board is the plan 

area on scale.

2. Pieces of all possible 

program, also on scale. 

Each piece has a point, 

referring to its costs.

3. Rules of the game, 

including some essen-

tial demands from the 

brief and the budget 

translated to points. 

For instance: you can 

lay down 30 points, 

then the budget is 

gone.

Scenario game
There are many ways to let people discuss 
their wishes for our spatial environment, to 
free up their minds and get ideas moving. 
All very valuable. However, wish lists can 
easily lose touch with reality. The power 
of the ‘scenario game’ is that it opens up 
peoples mind too, but also helps them 
to make realistic choices, and make them 
together.

Every scenario game is uniquely made for 
its project. The game is build up around 
the core dilemmas in the project. When it 
is a design for public space, the dilemma is 
mostly fairly simple. What are the priorities 
in atmosphere and program? In strategic 
plans the core dilemmas can be very 
diverse, depending on the type of issue 
or development. Even so, in both cases 
there are always limitations in budget and 
area. The scenario game links the spatial 
possibilities to these limitations, thus forcing 
the players to make realistic choices. 
For every project the game is different. 
In the next pages you can see and read 
about examples for both design projects 
for public spaces and strategic planning 
projects.

Mixed groups
These choices are made in mixed groups, 
of community members, civil servants, 
politicians, developers, and so on. Together 
they need to come to an agreement 
about their priorities. The game gives this 
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OPEN AND HONEST

Acting open and honest makes or breaks the interactive 
planning. The community quite often can be sceptical. 
They have had their experience with traditional community 
consultation, suspecting there is a plan already. You as a 
planner have to prove that you can be trusted, that there are 
no hidden agendas. The choices you lay on the table must be 
truly theirs to make. But this does not mean that the original 
brief is secondary or redundant. Every plan, every situation 
has its restrictions. Even the community understands that. You 
only need to be open about those restrictions and able to 
honestly justify them. 

Design and feedback
The results of the scenario game are 
analysed and together with the arguments 
they form the base for the plan concept. 
In a follow up session the analyses of the 
outcome and plan concept together are 
presented back. The participants recognise 
their own decisions in the concept. The 
feedback discussions now become open 
and constructive. 

Uniting memory
The event is always a real happening, joyful 
and serious at the same time. It stays with 
the participants through the whole process, 
always as a positive and uniting memory. 
The open atmosphere the scenario game 
created can always be referred to and 
smoothens the rest of the process.

discussion an informal setting. It is serious 
and fun at the same time. This makes it 
easier to find common grounds, while the 
exchange of information and arguments 
builds up mutual understanding.

We coach the groups and follow the 
discussions. The arguments that cross 
the table are at least as important as the 
group decisions. The groups present their 
outcomes to each other and discuss them. 
The results are always different per group, 
but still there is a remarkable coherence 
every time. 



8

WONDER CITY+LANDSCAPE

34

PEREGIAN BEACH
VISION ON THE VILLAGE

Client:  Sports & Recreation Club Peregian Beach

Location:  Peregian, Qld

The town of Peregian has a very strong sense of 
community and many active community groups. 
The village atmosphere is highly valued and the 
centre works reasonably well. But there is also 
rivalry and several facilities are struggling. It makes 
the town vulnerable to footloose developments 
that potentially will destruct the town’s character. 
In close collaboration with the community, Hans 
and his team developed a long-term vision to bring 
all groups together and make their actions more 
purposeful.

A series of stakeholder interviews resulted in a 
scenario game on how to strengthen the local 
economy. Through the game the community 
discussed a whole range of sensitive topics and 
hard decisions. The outcomes were developed into 
the spatial vision. The vision was worked out in 5 
courses of actions and the actions were dedicated 
to the various stakeholders and community groups.
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WEMBLEY ACTIVITY CENTRE PLAN 
Client: Town of Cambridge

Location:  Wembley Town Centre & Floreat District Centre, WA

Hans Oerlemans Portfolio (with RPS) 

The local centres of Wembley requires a town 
centre vision, to improve their quality and steer 
foreseen developments in the right direction. 

Wembley Town Centre, being a main street in the 
middle of a suburb that is increasing in density, has 
its particular potentials and challenges. The Activity 
Centre Plan is developed in close cooperation with 
the local stakeholders and community. Stakeholder 
interviews inform the analysis, adding a layer 
of engagement to the more objective data and 
mapping. 

Scenarios are developed by the community 
through interactive scenario games. A thorough 
analysis of the scenarios is developed into the 
preferred direction for each centre. The Activity 
Centre Plan evolves this direction into design 
principles, planning controls and incentives for the 
development of the built form, public realm and 
transport, to achieve the character and liveliness the 
community aspires.

The Wembley Town Centre plan received 
overwhelming support of the community, was 
adopted by Council and endorsed by the WAPC.
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NIEUWVEENSE LANDEN
Example strategic planning

Development plan for a new city district, Meppel

Brief
The city of Meppel is planning an extension 
for the next 25 years. A district as large 
as half the current city is going to be 
added. Evaluating previous expansions, the 
city wants this one to be different: more 
integrated with the city and with respect for 
the landscape. The strategic plan needs to 
be founded on a broad support to be able 
to function for 25 years. 

Dilemma
Also the development is going to take 
place in a sensitive landscape. Lots of 
pressure groups are following the initiative 
with Argus-eyes. How can the city grow with 
respect for this vulnerable landscape? At 
the same time the new development should 
become a valuable and well-connected part 
of the city. On top of that, the development 
could stop or be delayed any time. At 
all stages the new district has to form a 
completed whole.  

Scenario game
Based on careful analyses of the brief, site, 
city and landscape, we develop a scenario 
game. Three boards each show a different 
urbanisation pattern, reflecting different 
urban concepts and landscape values. 
Councillors and politicians of all parties, 
developers, representatives of community 

3 Urban patterns, 3 different boards

Landscape into which the city will expand Historical centre; water-

rich city; typical linear 

village in the landscape

Pieces: 4 densities in 5 

phases
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Under: impression of 

the new city district;

Right: the masterplan

the new city district. But soon their ideas 
turn out to be one-issue thoughts, which are 
sometimes opposing each other. This results 
in lively discussions. Overall, the groups 
agree on the start of the development, 
the mixture, density and distribution of 
facilities. A few dissenting ideas are put 
down on the boards. In the presentations 
some are met with enthusiasm, others with 
dislike. After the presentations the groups 
discuss the effects of the three patterns. 
One is basically rejected; the other two 
both are both valued for different attractive 
aspects. During the games participants 
make a wealth of valuable suggestions that 
we take along in the development of the 
plan.

Result
With the result of several scenario sessions, 
a concept master plan is designed, 
combining the two selected urban 
patterns. The concept is discussed with 
the full council meeting. Several subjects 
of debate are determined. They are 
further researched, discussed with parties 
concerned and options are again presented 
to the council meeting to decide on. This 
leads to a master plan with a broad support. 
The plan is ratified by a vast majority of the 
council meetings.

groups, pressure groups and civil servants 
of various governmental levels and 
departments are taking part in the game. In 
mixed groups they play on one of the three 
boards. They receive cards for housing 
areas in 5 different densities and cards for 
the required urban facilities (shops, schools, 
cemetery, sports grounds, etc.). Each group 
has to decide on the way they want to grow 
the city into the landscape and the desired 
densities, mixtures and locations of the 
facilities. The groups have to lie 5 phases of 
growth on their board, each with a certain 
amount of dwellings. The whole expansion 
has to stay within the given pattern, to be 
economically affordable.
Many players already have thought about 

Impressions of the 

scenario games; (also 

on page 14 and cover)
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Brief
In the ground of this 50-year-old 
sea-claimed landscape, the remains are 
found of a 6000-year-old civilisation. The 
site is being prepared to be part of the 
UNESCO World Heritage List. This requires 
protection of the archaeological values in 
the ground. Also should these values be 
better readable in the landscape. But the 
site is good productive agricultural land 
as well. The farmers depend on it for their 
living. Furthermore, the protection of the 
archaeology has to be done without costs 
for society. Possible economical losses have 
to be compensated within the area itself.

Dilemma
The brief causes direct tensions between 
cultural heritage, the farmers and the 
general public in the neighbouring 
towns, who have their own expectations 
of the landscapes appearance. First we 
acknowledge it is the farmers’ land and they 
need to make a living of it. That cannot be 
compromised. This takes the chill out of the 
air. After extensive research we organize a 
scenario game around two dilemmas. First 
the degree of archaeological protection 
versus the economical losses. Second the 
developments to compensate these losses 
versus the impact on and way of life and on 
the landscape.

Scenario game
In several sessions mixed groups of 
farmers, pressure groups, civil servants 
and politicians play the game. They play 
on three boards, with different ambition 
levels of archaeological protection. First 
they need to choose the way to realise the 
protection. Then they have to determine 
the restrictions this gives on the farmland 
and calculate the economical losses. 
And finally they must compensate these 
losses through energy production and/or 
recreational developments. (The research 
determined these were the most promising 
and acceptable in this situation.)
The groups overall agree that the impact of 

Productive agricultural land with world class archaeo-

logical values

SWIFTERBANT
Example strategic planning

Plan for strategic cropping land with world class

Archaeological value, Flevoland

the developments, necessary to compensate 
the most ambitious level of archaeological 
protection, is not acceptable. A moderate 
protection focussed on the most valuable 
areas would be most desirable, along with 
a slight easing of the zoning restrictions, 
especially for wind energy and recreational 
side-activities on the farms. 

Impression of one of the scenario game sessions; 

(also opposite page and page 2)

The landscape development plan
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3 Boards, 3 levels of 

ambition 

Pieces step 1: archaeo-

logical protection

Pieces step 2: 

agricultural limitations

Pieces step 3: compen-

sation in recreation & 

energy production Development stages of the design

Result
With these outcomes the landscape 
development plan is designed. The 
protection and economical measures are 
accompanied with actions that improve the 
ability to experience the archaeological 
values in the landscape. This will both 
generate awareness among the general 
public and strengthen the attractiveness 
of the landscape, contributing to both the 
protection of the archaeological value and 
the recreational income for the farmers. The 
plan is endorsed by all parties and ratified 
by the province and both involved councils.



14

WONDER CITY+LANDSCAPE

Brief
The town of Katwijk is part of the coastline 
that protects well over 5 million people 
from being flooded. The dunes at Katwijk 
do not meet the obligatory security 
levels for a 1:10.000 year storm. It needs 
to be reinforced, which requires severe 
heightening or widening of the dunes. This 
intrudes on current spatial qualities and that 
needs to be compensated. 

Dilemma
At this moment the beach town has a 
direct view on the sea and the beach which 
the town centre are economically closely 
intertwined. Both raising and widening the 
dunes will cut Katwijk loose of its direct 
connection with the sea. This will have an 
immense impact on the economy of the 
beach town, its social life and its identity. 

Scenario game
We take the dilemma of height versus 
width as the base for the scenario game. 
The game is played in several sessions by 
mixed groups of residents, entrepreneurs, 
pressure groups, civil servants and 
politicians, both of several governmental 
agencies. Each groups receives the plan 
of Katwijk’s coastline and an assortment 
of coastal blocks. The blocks have points, 
referring to their costs. The groups play 

Top: direct view on sea 

and closeness between 

centre en beach make 

Katwijk what it is; Bot-

tom: levels of a poten-

tial flood

Playing the scenario 

game

COAST REINFORCEMENT
Example strategic planning

Strategic plan for a beach town, Katwijk at Sea

Game pieces: various 

heights and widths of 

dune and dyke-in-dune 

coast
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with three different ambitions, each with 
its own amount of points. After the group 
has agrees on their new coastline, they 
need to choose and locate compensation 
measures. The bigger the budget, the 
more compensation they need to place. 
The outcomes are presented and discussed 
among the groups, as well as the different 
ambition levels.

Result
All sessions agree on the type of technical 
design that is most desirable. This outcome 
becomes an important input for the 
environmental assessment report. Also 
on the compensation measures there is 
a general consensus. Most importantly, 
a surprising solution comes up in one of 
the games: a parking garage in a dyke-
in-dune variant. This solution is embraced 
by the town council, who then takes it 
on to research and develop the technical 
possibilities of this solution. Meanwhile 
the other governmental agencies (water-
board, provincial and national government) 
focus on the necessary elaboration of the 
overall plan. In the end all political levels 
agree that the coastline as preferred in the 

One of the group out-

comes

Subterranean parking 

garage in the dyke-in-

dune 

games is the best solution for Katwijk and 
the parking garage will be integrated in 
the plan one way or another. In 2013 the 
realisation of the new coast will start.
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Brief
A neighbourhood at the edge of town is 
confronted with a new residential area 
blocking their unspoiled view onto the 
landscape. This has caused quite an uproar 
in town. To ease the pain a little, the council 
has planned a 40 meter wide green zone 
between the old and new area. We are 
asked to design this green zone together 
with the community.

Dilemma
The linear park has to provide privacy 
and a pleasant view for the residents on 
the existing edge, while it also needs to 
be an attractive area to walk and play 
for the other residents, old and new. The 
existing neighbourhood has a shortage of 
playgrounds. This could be solved in the 
new park. It should, however, not interfere 
with the quietness required by the residents 
on the edge. 

Scenario game
We organise a scenario game with the 
whole neighbourhood, including councillors 
and civil servants. First we have to reassure 
the community that their contribution to this 
design process does not alter their rights 
to protest against the expansion itself. Then 
we can start the game. In mixed groups 
people discuss the atmosphere and the 
use they would prefer. Then they are given 

Above: the constructed 

design

Left: Existing and new 

urban area with green 

zone in between

Scenario game played by many groups

VELLER PARK

The reddish area is going to be build up. After 30 years people on the edge lose 

their view. Red outlined is the area for the compensating green buffer

Example public space design

A park between old and new, Barneveld
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Scenario game in action

Design of the linear park, that was developed from 

the outcomes and presented to the community

the area and function cards on scale and 
elements for both paths, vistas and to block 
views. 
About atmosphere, paths and views there is 
a general agreement. The discussions hover 
mostly around the amount of functions in 
the park strip. In the beginning the opinions 
are very different between residents living 
on the edge, living in the rest of the 
neighbourhood and the council members. 
But during the event some essential 
misunderstandings between groups are 
dissolved and they reach a compromise. 

Result
In reaction on the scenario game, the brief 
is slightly adjusted. The councillors give 
their approval. The concept design is made 
and presented to the community. Even the 
biggest opponents against the new suburb 
are very positive about the design for the 
new linear park. 

Game pieces Game board (here not the same scale as the pieces)
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DESIGN ATELIERS

Afrikaanderplein Park, Rotterdam

Design for the transformation of a multifunctional 

park in a problematic dense multicultural city district. 

The park suffers from vandalism, pollution, unsafety 

and fragmentation. In a design atelier with many com-

munity groups, civil servants and politicians, solutions 

are developed around three themes: accessibility, 

lock-ability and park use. The results of the ateliers 

are the base for the design.

One of the ateliers and 

the realised park design

INTERNET GAME

Mastenbroek, Overijssel

The open landscape of the oldest polder of The Netherlands is threatened by the 

expansion of the surrounding cities. Besides scenario games with the polder commu-

nity and involved cities, a horizon-game on internet is developed. Along three routes 

through the polder people can determine where they would place the required 

developments. The software directly generates the new view on the polder. When the 

player is satisfied with her/his result, she/he can register and send it in.

A FEW OTHER METHODS
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Left: Horizon-game 

people could play 

on Internet 

Far left: the resulting 

landscape develop-

ment plan

COMMUNITY VOTING

Three Centre Squares, Ede

The market, church and town hall squares form the 

traditional economic, religious and governmental 

centre of this town. Concluding an upgrade of the 

city centre, the three squares are renewed. For every 

square three models are made around the most sensi-

tive issues. These models are explained in the news-

paper, exhibitions and on internet. The population 

votes for their preference through information boards 

that travel the town. With the outcome of the vote, the 

squares are designed.

Left: the panel of the church square; Above: voting; 

Under: the realised church square design
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STREET EXHIBITION

Urban Renewal Ledeberg, Ghent

This master plan is part of a wider project to improve 

the living quality in the densely deprived city district. 

The master plan concentrates on the interventions in 

the urban fabric and outdoor space. Several design 

ateliers with the community groups are used to 

develop this plan. To present the concept plan to the 

whole community an exhibition is organised, inside 

the community centre and outside on the streets, 

where panels explain the proposals on specific sites.

Left top to bottom: original situation; the renewal plan; 4 principles ingredients 

for the renewal; Above + under: street exhibition; Under right: opening exhibition
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CHILDREN’S TILES

Afrikaanderplein Park, Rotterdam

Before the renovation, this park was highly frag-

mented. Due to vandalism and unsafety, the well-used 

private functions were each fenced-off. Nobody felt 

responsible for the left over public space. Uniting 

public and private within one fence was only part of 

the solution. Children of all the schools in the neigh-

bourhood made tiles for the parks pavement. This 

contributed to the residents taking up ownership of 

the whole park again.

MODEL WORKSHOPS

Renewal Town Centre, Hoogeveen

The centre is loosing costumers to centres in the 

region. The centre lacks liveliness, is surrounded by 

parking lots and not well connected to the rest of 

the town. The plan for renewal is developed in close 

cooperation with the many groups using this centre, 

from shop owners to school children and residents 

to visitors. All groups are taking part in workshops 

around a huge model of the centre. We use insert-

pieces in the model to show different development 

options. This visualisation helps and lightens up the 

discussions tremendously.
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