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With a uniquely diverse cultural and urban landscape, how to realise Hong Kong’s collective potentials in
the design and planning of public spaces, and redefine the re-creational through co-creation?

‘Digital Common(s)’ is an intergenerational design research project that brings a combination of metaverse
technologies - community gamification and immersive digital twins - to public housing residents as design
communication tools. Through a series of workshops that invite citizens, designers, and public actors to
become co-researchers, the project ams to facilitate common stewardship of data, information, and
technology, which are valuable resources in collective decision-making. It works with local community
centres to be implemented on a continuing basis - interdisciplinarily between social workers and
designers; intergenerationally amongst youth and older adults. The diversity of backgrounds highlights the
added value of co-operative design technologies in transcending needs, knowledge, and the everyday
wisdom for shaping a shared expression in a spatial language.

Through this community report, we hope to circulate the co-generated design knowledge back to local
communities in Hong Kong, at the same time, engage in international discussions on the opportunities
and challenges for high-density cities to co-design with digital, participatory, and situated practices. The
outcome bridges the ‘in-betweens’ - physical and digital, top-down and bottom up, designers and users.
By enhancing digital inclusivity, the project demonstrates how citizens may be served, not merely as
passive data subjects, but active contributors in knowledge production - a form of citizen design science.
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A screenshot of participants’ co-creation outcome that integrates handcraft and digital cratft.
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Many teenagers like to play video games. Do you know that video game
technology can be used not only for entertainment, but also for architecture and
urban design? Every construction project starts with a 3D model, when these
models are being put in a networked immersive environment like virtual reality or
online games, it becomes part of the Metaverse. If you love to play video games,
come n’ see how your hobby can be the future of your career and your city!

Metaverse
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Come to participate in the digital community game jointly developed by students
from CUHK School of Architecture! This “play-day” brings VR technology to the
community to imagine the possibility of future habitat together. Suitable for adults,
young people and the elderly! Learn about the characteristics of the community
and the trend of 3D digital technology through VR games’; in addition, meet
friends from the community this summer and have a taste of what it is like to be
an urban designer!

‘TEMmER IR, RAESCHRRMBNG X S Eal i) — (BN, fha
A ARIER, EiRlRRE. Bit, HMBEEERAMIR/EAEADZENTE,”

“According to the contact theory, direct contact is indeed the most effective way
to reduce misunderstanding. Therefore, efforts to enhance intergenerational
connection is in paramount of importance.”

- FEEEE Hong Kong Jockey Club
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Co-creation Outcome Analysis Samples




[+t &I E:E 14 1“Social Sustainability”

35 — — #1531 B 2 #h Neighbourhood Building “3: {f#93%
ML Bz, FTUEMNET — B, R TEAERE MM

7, ” “Our design is called ‘The Cube’, [the name in Chinese] is a
polysemy, which means neighbourhood, a place for the neighbours to
gain a foothold, so we have built one more floor, and below it is for the

FTAIELT ), MMERIAGEMNER, 1

\ community to get together.”
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Recycling “EE 2R
B [Ek, RS LEE
WKHRIDKRSEITITF
THEREIFEM T
, A0RE7<:E B 7
M, B AEE IEMK
3|12 O af EA 1L
RNk LEESH/ED
, EIAZR, BERE
R EE M, AREE A
KA EH AR, 1
A LUE MR .. ZAL
i 238 R Bl UK,
“We focus on night
recycling, right now
most of these recycling

T For M+t AR

NZRE.], ERHE,
T, BEIFHE
fEl, ” “On the top floor,
we have some room for
indoor space [...], there
are classrooms, for
workshops, events, and

T e e ——— — i — —

Workshops & Events
‘wlEE, B &=

2o ]t L BREF ] £ B Space-sharing
& Time-sharing “H MR EE;

, —E/ N RE R EEETEL
E1T, RER=HEBX, 2F —£4
E#HEZER, E —LLiEY. BXE
{E{aE2 S 4 FERARI T4ELA, 7 “We think
it will be flexible, some small sports
activities will take place on this roof,
mostly during day time, some community
farming for neighbours to farm, or some
workshop on plants, agriculture, anything
outdoor related.”

centres are closed
when you get off work,
and if on saturday and

FE5RR# Child
Care “EZ{RIB[AR
%), BEEZF M
TR ZefE], — =
%35, 7 “Need

babysitting [services],

sunday they are also
closed, then can't really
do recycling

successfully. At night
there can be activities
on stage, which attract
people to come, and
along it, night recycling,
then when people come
to see the show, they
can also bring their
plastic bottles and cans
to be recycled here.” ! FEAS

En;v

or space for children
to play, some indoor
, playground.”

¥kILXE Green
Roof “EEIA E,

£ IhBE Multifunctional “E 2EHMES B EERIM,

ZUEEHIE SE—EEES BFFIA2ETEN, BEE
ER, AR, 4
BT, ST, tMe L BRIk [ =

BREMERAE—&E, BX,

AL ZTEM L, ” “this is something that we
always hear in Hong Kong, multi functional activity area, there
will be a stage, and the chairs are not fixed, all flexible,
because when there are no activities, also want neighbours to
get together, chatting, or if they want to play chess, or do
whatever, they can come freely and play [...] Some second

. hand book-sharing, also wish for it to be at night.”

£ FH 5 #t Pen and Paper Only

7 —E=5ZEM,

— BB EIE, "
“On the rooftop, there
will be an outdoor
space, a green roof.”

B3 {tk Commercialisation “& T F#rE%
Lk, fTUE—EZEEmmELih, AEANR
, AJLLER S — LB SR E), IS AL RRKEHE,
FrLABE % JTEREMIEEE” “It's used to balance
elements that earn money, so there is a restaurant
that faces the bus stop, more convenient for flow
of people, and maybe to organise activities that
will attract others to take the bus to come here, so
the commercial elements faces this side”




UL P &5 iIDRIERET 1“User-Centric Design”

LIZEE Al Family-centric design ‘Bt RERMIREE, XREMENEAEE—FR A FTLE
RETHESRAERWEE—EREAHEFNNRELTE. BMEMMEES R S A RREFAR R IEY

hily, AR ZHNERBEERE, —ERRBIBEKES,” “We start off thinking from the family perspective,
the four characters we personified are one family. So we tried to create a more vibrant family life in this estate.
to have more facilities and different malls, and have more space to suit the family. A giant pavilion for the family

PREZERZSTILLLES B Spatial

Flexibility & Diverse Community
Events “ES#&#EH /K, HitHA
BER SHEHARAEE LA AR

to talk together.”

HF22/ Parent-child
Space “ K 53 & s 4%
iﬁnxﬁ’ﬁ ':' /\,~1m%r_
_tijﬂ:ﬁ, LTH%%O
ERMAILEREER
IR REEZ T, " A
big children's playground
facility for families to play
together, and also rock
climbing. So you can do
child care while watching
some movies and so on.”

r—_—_—_—_—_—_—

EBI#ER Active Learning

‘CARE —EEEE, Z%FM
ALUEREEETHNEE,”
“There are some bookshelves
at the corner, so the kids can
be motivated to study over
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B4, e, Hﬁ%@%ﬁ%iﬁglﬁﬂ’ﬂ, IR
EEEE, W AREE, " “There will be
some small markets, designed for
convenience and flexibility, for different
events there can be different markets, like
cantonese opera, the market area is flexible,
it can also be used for exhibitions, based on
what the event needs.”

*:HE?E'QJ Community
Activity ‘B — AKX EZ %
wiERRE, EF 0L
SERENZLE, Bk
MELal LI — R E EF2 B
REKLLZE , " “There's a big

movie projector screen, then
some bean bags to sit over
there, so they can enjoy
some movie or football
match together.”

N

ZIEEZ MuItifunctionaI
“BlE—LEFHRZER, NgE
BIiESEZES 28 —%
FERFREE[E . ” “creating some
open space, such as an open
theatre or open movie plaza,
and also some temporary
stores.”
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1“Community Building”

' IRE22[E%E Spatial | W e : ¥ 184 AREB{& Enhance Interpersonal Relationships “EE2%, &
Efficiency “B/M:tsHsE § IO NI NMIB A5 SHERM MEMRSY, S—EAER—EARSHE
=5 TERZER" “We . | S AT LL—EEHIR . R, BRIFHEIBE, " “Here is the bathhouse, there is
designed this to save space” ; | & a person laying down, with their back facing us, and a person who rubs his

| ‘ back. When one helps another to rub the back, they can chat and relax

1 [ ST 150 B AR 1%
Community Support
& Sense of
Belonging “:& i [&
BE, EREERKR
BERERM, RERZ
FSEEMAEM TR
ERER, " “Thisis a
community canteen. The
big guy came from next
door, which is the
bathhouse, you can feel
it's very convenient and
a sense of belonging.”

First draft of plan

JKEEYK R 7E B
Amphibious
Leisure Activities
‘BMET —IEEE
=, &= A&BEK

YR EZM Pet-friendly
space “...... %, JHF0FEH ZE [H]
, ZAMABITEECEE, &
S AL eT LL2SS B1TEFE
. ZFEEM, " . .the space
for dogs, cats, and pigs, we

e

B, " “We drew a
beach drawing,
everyone is bathing in

surround it with a cycling track, so
people can cycle and skateboard,
A and with pets. ”
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A EHFEIIE T & Integrates Virtual and Physical Tools
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# Digital Inclusivity & Community Engagement

AE—RIHBFEH, ABAR. RFAMEMERAAHELF ER
B E A N 2R, BB BB AT, 2NEH 2’@%%%1&1@“&‘?{&1‘51@@
i EEHREESEREAEDTRMNZERTFT

During a series of co-design activities, public actors, designers, and local residents
become co-researchers to critically reflect on public spaces. Participants are
empowered with techniques of digital tools to generate shared expressions of spatial
needs and develop a mutual understanding of community interests.
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# Intergenerational Design Thinking

DGEFEBUEZRBUZAER?EEIELBMEE, FOFHEERGKHL
[F] 2 B BER BB R, FRHEER MM AEE" M=, LB
HAEREMAIFERE,

While enjoying the fun of video-game, youth and older adults work together to
acquire knowledge and skills of how gaming technologies may be developed as a
design profession. Concepts of ‘community building’ and ‘placemaking’ are
explored to design for socio-economic sustainability.
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# Participatory Outcome & User Experience

BRSNS, AMERMNARRIRT )INAFIADES. EFS
BNt [EREEEN X BB ER N LB BHEPER; 2 EZETED
ARREMEZENFIGATIEEESFMARAKMAR  SEMBMFBEE
MEBERE, TZRAERARINAREHR, BELREAMUERARE
TR 2 RIES,

The findings and experiences documented in this study demonstrate how 1) 3D
interactivity, real-time engagement, and bottom-up perspectives may enhance the
potential use of immersive digital twins in cooperative design thinking; 2) a new
powerful role of urban designers as facilitator-coordinator of collaborative planning
processes; and 3) informants may be taken not merely as passive data subjects, but
active contributors in knowledge production by enhancing digital inclusivity - a form
of citizen design science.
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# Diagonal Communication & Collaboration

MEERE—EEREERRNERTT A, RIS ERE 2 EHEREMN
By EmEREsE, HERREMTFPONLEERKRERSE FiEERSR
nJrEfﬁiﬁi?iﬁﬂ’E%E’Jﬂ%‘ MR UERTFRERENEREY, LESE
AP KBEHEAZEP LA EGRETEIXFHF,
Diagonal communication hybridises vertical and horizontal interactions, and promotes
exchanges between actors of different ranks across collaborating organisations. The
project works with local youth centres and community officers to be implemented on
a continuing basis - interdisciplinarily between social workers and designers,

intergenerationally amongst youth and older adults. This project is supported by the
CUHK [-CARE Social Service Project Scheme.
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# AL TR R K (VR)
# Gamification & Virtual Reality (VR)

VRIEgEAMENMBMEAILIGMEAFAEHE, TUEERELOMNAR
FHEHEBAXTHEE EEERIEMNEHIRE. RAEAABRNEERI AR
(LARP). ¥ E ML EiEE, R MERERKEMEZTNERRE
REHC,

VR tools help participants to orient themselves from users’ perspective
3-dimensionally and understand spatial quality more empathetically. Meanwhile, live
action role-playing (LARP), peer exercise, and sandbox games help participants to
learn and express themselves creatively through the welcoming and interactive
environment of gamification.
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stay tuned to our events




