
The Urban Building Game 
 
 

 

Starting with the vision that no environment teaching really exists for children in the [Swiss] culture, the 
aim was to present an exercise where children would be able to build their local environment in a safe 
ambiance, with dialogue and understanding as a rule.  

 
Picture 1 General overview of the game after completion 

The game 

The game is intended to be played by two teams of 4 children playing, aged 8 to 12 years. The game 
could be extended to more aged children, even teens. 

Ground plate 

The game is played on a 5x3 m, 5 mm thick fiberwood panel, fixed to a solid base (a wooden platform 
in this case). The panel is painted green to simulate the fields and a sinuous brook is traced through 
the plate (Depending on the opportunity, eight blocks of wood can also be cut and used as seats for 
the two teams). A roll of 2 inches large painter tape is distributed to each team for simulating roads. 

Buildings 

There are two sets of buildings. The buildings are typically made of 5 mm thick plywood, at scale 1:50 
(or 1:4 scale for American standards), following the shapes and forms of the building at hand in the 
area. The first set is of that of a traditional community, including community centre, church, presbytery, 
farm, granary, community oven, mill, blacksmith shop1. The second set is of a modern city, including: 
factory (possibly with shed roof), theatre, garage, community mall, community centre, hospital and a 
rental building2. 

                                                 
1 Note that the types of the building depend on the traditional culture in which the game will be played. There is 
no limit to imagination either. 
2 Please note that the whole game can also fit to smaller spaces. A 3' x  3' square plate placed on a table could 
also be possible. 



Game process 

This is now how the game proceeds: 

Step 1: One of the two teams is invited to set traditional agrarian community buildings on the plate. 
Each placement will be discussed and any location of the buildings is made on agreement with the 
whole team. Every remark will be made for the good of the group. The placement of the roads will be 
defined on the same way and traced with a large adhesive band (see fig. 1 and 2)  A final shot is taken 
to remember the final location. 

 
Fig. 2. Discussions take place 

Step 2: The second team is invited to proceed similarly with the modern buildings. Their location will 
be discussed within the group and every displacement or [fictive] demolition of the traditional 
community building or roads must be approved by all the members of the two groups. 

The game ends after all the new buildings have found their location and a final shot is taken to 
remember the final location. 

Note: Constructing the buildings could be another  pre-game activity for the children. 

Aim of the game 

The game has no winner nor looser. The objective is to render children aware, as future citizens and 
entrepreneurs, of the evolution phenomena of a built environment and its connections with scale, 
shapes and history, to enhance dialogues between the participants and build relationships to create a 
new reality by increasing exploration and sharing of new experiences. The moderator only "work" is to 
maintain a balance and to be a living part in the process. 

Duration of the game: from 15 to 30 minutes. 

Note: The game can also be played in the case of more “serious matters” – in the case of an 
intervention in an historic area or a important transformation of an existing area involving social and 
political decisions. Again, the aim is to create a discussion to be aware of 

Existing buildings will be built on a smaller scale (1:500, for example) and placed in their existing 
locations on a model. A historical narrative about every single building (history of the project, date of 
completion, importance for the culture, etc.) will be presented during their placement on the model.  

The new buildings are placed on the model by the promoter’s group (for example) and the “game” 
proceeds as above. 
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