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Abstract 

Placemaking with its array of definitions is overall the concept of enhancing a space by developing its 
sense of meaning to the community and users. Enhancing the experience of the space for its users 
with potential to attract more people. Creative placemaking has been incorporated within city 
planning and polices as well. In essence placemaking is the connecting factor between spaces, users, 
activities, planners, and designers. Apart from the wide adaptation of placemaking it has also led to 
standardization, lifting away from the localized sense of meaning, as identified as a drawback by 
other researchers. Modularity within placemaking however, has not been investigated deeply and 
this research explores the opportunity modular designs can have for creative city placemaking. Post 
the COVID-19 lockdown phase the world has gone through the value of public spaces seem to have 
increased for the community. Modular designs provide the opportunity to assemble and reassemble 
the same design across multiple areas instead of permanently fixing it to one space. It allows 
interaction with the users to move/combine the design according to their needs. Melbourne city 
council is looking to enhance laneways and this research will target that specifically. This aim has 
started with city lane greening initiatives by the council and a slight enhancement has already seen 
positive outcomes. This research is investigating the use of placemaking to enhance laneway 
experiences for users.  
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Chapter 01   

Introduction 
 

1.1 Motivations & Aims  

Placemaking in urban design aims to add vibrance and energy to a space. It looks to attract people or 

enhance their experience whilst navigating through that space in their everyday lives. Placemaking is 

generally seen as a process to reimagine a space to make it more attractive and functional 

converting it into a place (Sweeney et al. 2018). Abusaada and Elshater (2021, p13) suggest that 

urban placemaking research can aid designers to improve the atmosphere of public spaces once 

again post the pandemic phase. They also articulated that many factors such as location, city 

components, street activity, pedestrian traffic, historical elements, and commercial centres can 

affect people’s presence and the atmosphere of public spaces and suggested that further research is 

required to study the effects of lockdown on post pandemic placemaking (Abusaada & Elshater 

2021).  

 

The city of Melbourne council has many upcoming public space enhancement projects which aim to 

create a sense of place and increase ‘open spaces’ through the city (New open space - City of 

Melbourne, 2022). Over the next 35 years with many urban planning strategies and projects ahead 

the Victorian government has three aims it looks to build on in development aspects these include: 

liveability, connection, and sustainability (Plan Melbourne, 2016). Ghavampour and Vale (2019) also 

imply that the essence of place has adapted from a general daily practice to a more modernized and 

planned professional responsibility of urban planners to effectively design. This also implies the 

consideration for sustainable responsibility within placemaking, which has had increased awareness 

and demand over the years especially with policymakers and urban planning for the public 

(Ghavampour & Vale 2019, p1). Shaw and Montana proposed that “creative city inspired place-

making” through urban design visualises city’s visions and strategy planning and even though it has 

been around it has gotten more importance over the last decade (2014, p2). As the city of 

Melbourne (Plan Melbourne, 2016) declared,  

“Cities are defined by people. They are defined by the ways in which we live and 

work, move from place to place, and interact with each other. That is why —as 

we change—our cities need to adapt.”  
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In Melbourne’s context even with international tourism re-starting once again in Australia, locals and 

tourists are always looking for new places and areas to visit. Keeping up with this demand can be 

quite challenging, time consuming and unsustainable to continually replace areas with new 

experiences and aesthetics. This research aims to find engaging yet sustainable placemaking 

solutions for proposed development areas (refer to figure 1 and 2) within Melbourne City. 

 

Figure 1 University Square, Carlton, Melbourne. [https://pbs.twimg.com/media/DMPO_BjVAAIahED.jpg] 

 

Figure 2 Little Collins Street, CBD, Melbourne 
[https://images.allhomes.com.au/property/photo/4aaea4bc4f83476f897c7eafeb07eb67.jpg] 

 

1.2 Background and Significance  

This section covers the background on placemaking, spatial use and sustainability, briefly providing 

definitions, existing research and gaps or areas for further research as established by previous 

authors.  

1.2.1 Effective Placemaking  

Placemaking is not a new concept for urban designers. However, it has gained more greater 

significance within urban planning. In the recent years, governments have added more emphasis on 
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it, resulting in more strategically planned and executed designs within public spaces (Sweeney et al. 

2018; Ghavampour & Vale 2019). Despite the various ways researchers have attempted to define 

placemaking, this research adopts Sweeny et al (2018, p4) overall definition of placemaking as “a 

process of reshaping space in order to make it more appealing and useable, to generate a sense of 

place”. Shaw and Montana (2014) refer to it as the activity of giving a space meaning. Whereas, 

according to Ghavampour and Vale (2019, p3), successful placemaking is when the physical space is 

infused with sensory experience and activity. These authors refer to the change of a space into a 

place through the transitioning factor of placemaking.  

 

Vodanović Lukic (2021) establishes that effective placemaking leads to the creation of a “sense of 

space” which stimulates long term public space regeneration. Jiron et al. (2016, p2) recognized that 

cities are developing rapidly and with the impact of spatial transformations, such cities quite often 

have to improve how they are experienced. The authors also added that effective solutions can be 

designed to cater for pleasant city interactions. Abusaada and Elshater (2021, p13) discovered that 

urban form and daily life experiences impacted affective atmosphere of city streets the most. With 

various elements contributing to effective city placemaking, this research will investigate 

sustainability and spatial use within the placemaking context.  

 

1.2.2 Sustainability within placemaking  

Ghavampour and Vale (2019) insinuated that placemaking models could support cities in their 

efforts towards sustainability. Vodanovic Lukic (2021, p22) argued that standardisation and 

generalisation of placemaking designs through festivals, art, or architecture, remove the essence of 

local culture and creativity. Along with the importance of placemaking in cities standardisation also 

highlights the need for creative spaces and flexible designs for more convenient adaptation. 

Duconseille and Saner (2020, p14) studied creative placemaking in cities and concluded that it is a 

requirement in the modernization of cities however, creating these designs sustainably was 

proposed as a challenge for future research. When taking these points into consideration a gap for 

modular placemaking can be deciphered, with the need for more unique and creative public space  

designs with potential to adapt and change seasonally yet being sustainable without the negative  

impacts of constructing and reconstructing new physical structures. Future Melbourne goals state  

the council aims to keep sustainability as the basis of all goals, to allow the current generation to  

enjoy without sacrificing future generation’s needs (Future Melbourne Vision - City of Melbourne,  

2022). 
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1.2.3 User Interaction in spatial design  

Lotfata and Ataov (2020, p4), establish social interaction as a key element in urban planning for open 

spaces in cities, as it impacts behaviour and creates a deeper connection between the space and 

users. Dovey (2012, p4) identifies streets as collection of elements including buildings, signs, 

shoppers, sidewalks and many more, the connection of these elements within a space is what gives 

the area more meaning. Collecting all these elements under urban design together with placemaking 

emphasize on user interaction within the space, which this research will study further. Lotfata and 

Ataov (2020) also further argue that public spaces have a power to connect people. They noticed 

that modernization of cities and urban planning strategies have gone to forget the essence of social 

elements within public spaces and according to their research has opportunities for interaction can 

have an impact on the “quality of life and social sustainability” in cities. 

1.2.4 Significance  

This research will develop a modular placemaking design framework to aid city councils, urban 

planners/designers, and spatial designers to choose placemaking models. City of Melbourne 

council’s vision is by 2026 “Melbourne will be a sustainable, inventive and inclusive city that is 

vibrant and flourishing.” (Future Melbourne Vision - City of Melbourne, 2022). This proposed 

framework also aids pop up designers to contribute to placemaking areas by curating sustainable 

design interventions that can be reused in different location. It will provide sustainable modular 

designs and identify loopholes using an established framework design through research.  

 

Focusing first on analysing the concepts of placemaking to ideate modularity within public space 

design options to focus on creating interchangeable facilities, visuals, and experiences for everyone 

passing by. Secondly, the research will then develop a modular design system that will help urban 

designers and cities generate more distinguished designs, which can continually be adapted to new 

situations/occasions without major planning, construction, and labour involvement each time. Tseng 

and Wang (2019) defined modular design as “an approach that subdivides a system into smaller 

parts (modules) that can be independently created and then used in different systems to drive 

multiple functionalities”. This research will explore a modular design system that can be easily 

adapted to different scenarios for multiple experiences throughout the year, aiming to remove the 

waste from reconstruction and making the design process more sustainable. 

1.3 Project scope & boundaries  

This section will classify areas of interest and the specific research topic being investigated, including 

limitations and aims of proposed research.  
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1.3.1 Research Scope  

Based on the general concept of effective placemaking and the effects of the pandemic on public 

space design, the author looks to explore the concept of modularity within placemaking, whilst 

focusing on sustainability and the effect on the everyday user. Prompted by the author’s observation 

of placemaking and spatial design instalments becoming outdated, users becoming bored over time  

with the space, and space becoming redundant and less exciting. Connecting this decay of design  

overtime with modular placemaking will be evaluated in this research to create an effective design  

solution. Figure 3 below illustrates the areas that fall within the chosen research domain and the  

narrowed area of interest for this research; modularity within placemaking, spatial use and 

sustainability. 

 

Figure 3 Triangulation of project scope 

1.3.2 Research Boundaries  

The area of research is limited to Melbourne CBD (Central Business District) (refer to Figure 4) to 

understand current interaction with public spaces and how they can be enhanced. Additionally, 

granular focus will be on Melbourne City Council’s proposed areas of development such as: 

Southbank, Little streets and/or Gardens/parks (refer to Figures 1,2, 5 and 6). 
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Figure 4 Map of Melbourne highlighting CBD area in red [https://www.jeremybackpacker.com/wp-
content/uploads/2020/10/carte-melbourne-cbd.jpg] 

 

Figure 5 Flinders Street & Swanston Street Intersection 
[https://cdn.concreteplayground.com/content/uploads/2021/07/Melbourne_Flinders-Street-Station_unsplash_kon-

karampelas.jpg] 

 

Figure 6 Southbank Promenade [https://img.locationscout.net/images/2019-12/southbank-promenade-melbourne-
australia_l.jpeg] 
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1.4 Proposed research outline  

This research will firstly conduct a literature review to understand the background and depth of 

placemaking, modularity and sustainability. Then will conduct a case study of existing placemaking 

settings in Melbourne CBD. Finally, this research applies the case study findings to design a solution 

for modern placemaking framework that brings together sustainable and modular designs for the 

users of Melbourne CBD. 

Post literature review the first research method stage will conduct four case studies of public space 

placemaking designs to target the first research question. A case study is effective for understanding 

the current context as well as to use for comparison when relating to other scenarios or theories, it 

can also spark as inspiration for new outcomes (Martin & Hanington 2012, p24). Case studies, 

however, cannot be generalized and adapted for every situation, to avoid bias four separate case 

studies of similar context will be studies and combined with other research methods.  

 

The next research method will take on a design ethnographic approach targeting research questions 

two and three. Observations will act as data collection method which will take place at various 

locations in Melbourne CBD. This includes deeply analysing environments, behaviours, events, and 

interactions. The research will adapt a semi structured approach to take on an ethnographic design 

methodology, this allows for more immersive and empathetic understanding of the user’s 

perspective in the environment being studied (Martin & Hanington 2012, p24). Detailed 

documentation through researcher notes, photos, and sketches will be collated to analyse patterns, 

themes, anomalies, and behaviour found on site. This method will allow the sampling of Spaces, 

designs, spatial connections, and the interactions the spaces facilitates/cues/afford.  

 

The research and design process will be conducted within one year with half the time being 

dedicated to literature review and research methods and the other half for prototyping and 

designing a possible solution based on the research outcome. 
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Chapter 02   

Literature Review 
 
 2.1 Introduction & Overview  

This literature review will study the existing background research on placemaking, spatial use and 

user interaction and their connections. The areas of research analysed are based on figure 1 

highlighting the project scope of this research. 

 2.1.1 Placemaking Views  

Over the years the term placemaking has generated a myriad of definitions for itself by various 

researchers ranging from strategic, creative, and meaningful variations. Sweeny et al (2018, p4) 

refers to placemaking as “a process of reshaping space in order to make it more appealing and 

useable, to generate a sense of place”. The authors further acknowledges that multiple elements can 

fall within placemaking such as, DIY (Do It Yourself), involving community, informal urbanism, and 

assemblage. There is no one form of placemaking, and meaning can be brought to spaces through 

various design alternatives. Shaw and Montana (2014) refer to it as the activity of giving a space 

meaning. Ghavampour and Vale (2019, p3) also take a similar stance stating placemaking to be the 

act of combining the physical aspects of a space with sensory elements and activities, with 

placemaking being the transforming factor from space to place. Zitcer (2020, p1) looks at creative 

placemaking through a policy and planning lens where urbanism, community development, and 

sustainability all have various definitions but can come together to form creative placemaking. Many 

authors also believe that placemaking is or should encompass community engagement, looking at 

co-creation, localisation, and user centric design (Sweeny et al., 2018; Duconseille & Saner, 2020; 

Zitcer, 2018; Ghavampour & Vale, 2019). Despite various definition they share multiple common 

traits within the bracket of placemaking, I look at placemaking as the embodiment of aesthetic, 

activities, and experiences created to bring meaning to a space. 

2.1.2 Effective Placemaking  

Further, the essence and key features of placemaking also differs from one researcher to the next. 

Vodanović Lukic (2021) establishes that effective placemaking leads to the creation of a “sense of 

space”. Ghavampour and Vale (2019) also believe that meaning and sense of place is key to effective 

placemaking. This highlights on points established under placemaking definitions referring to 

creating meaningful spaces. Social interaction, like sense of place, has been identified as an 

important component of good placemaking and can be used to evaluate placemaking design 

(Ghavampour & Vale, 2019; Abusaada & Elshater, 2021; Duconseille & Saner, 2020). The stimulus of 

technology can improve levels of sociality and user interaction within spaces, as that also caters as a 
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form of interaction (Wang, 2019, p8). Abusaada and Elshater (2021, p13) identified that urban form 

and daily life experiences impacted affective atmosphere of city streets the most. Effective 

placemaking, involves incorporating physical and social components through designed elements. 

2.1.3 Placemaking Users  

While many researchers acknowledged user interaction as an important aspect of placemaking 

designs, it's critical to figure out who those essential users are. According to Shaw and Montana 

(2016) “cultural identity makes a region, town, or neighbourhood unique.” This talks about having an 

element of locality to the placemaking designs. To create these lively neighbourhoods’ users must 

have a connection with the space (Ghavampour & Vale, 2019). Abusaada and Elshater (2021) 

identified from their research that to create these effective atmospheres designers must understand 

the daily experience people passing by the space experience from a “kinetic perception” and hence, 

user needs, and activities must be in sync with design and patterns on pedestrian streets. As a result, 

they state that “people plus place creates design”. Apart from pedestrian and everyday users there 

are also tourists, as Vodanović Lukic (2021, p1) establishes effective placemaking contributes to 

tourist attractiveness. Lew (2017) in his research narrates two perspectives of placemaking, for the 

community and for the tourists. Whilst he also establishes organic and planned approaches towards 

placemaking the latter is said to be more closely correlated to tourist, keeping them as the key 

target users as these forms are generally produced by governing bodies. He also states that 

successful organic placemaking that is potentially designed to improve the daily user enhancement 

or for the community of the area has the potential to go on and become a tourist attraction. This 

identifies that placemaking can be designed for numerous reasons, but the main aim should be to 

improve the daily liveability of users navigating the space as these spaces connect different 

experiences together as well. Apart from these users of the space, government bodies, councils, and 

urban planners also have an interest and connection to city placemaking outcomes, these 

stakeholders may take a closer look towards policies over placemaking (Shaw & Montana 2014). I 

acknowledge the various stakeholders the space must cater towards and incorporate this in the 

research questions further. 

2.1.4 Spatial Use  

Placemaking is common to public spaces, weather it is through a planned or organic approaches. The 

objectives are to improve movement/walkability, have a mix of architectural components, safety, 

comfort, and stimulate interest in the space (Lew 2017). The impact of placemaking values is seen 

mainly on the spatial and social levels. In terms of the physical aspect, it has been deemed to 

“improve the appearance of the place and stimulate long-term physical regeneration, creating an 

attractive, interesting, safe and comfortable environment with a wide range of facilities” (Vodanović 
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Lukić, 2021, p24). Richards (2017, p5) believes that placemaking can essentially be a “holistic 

process” where basic elements are combined within a space generating meaning for the 

stakeholders involved. This establishes the transformation of the space as the most vital factor of 

placemaking. Sweeny et al. (2018) studied assemblage within placemaking and identified 

“connections” as a fundamental when creating placemaking outcomes. They discuss connecting 

everything associated within the place, from materials, objects, and functions to policies, urban 

development, and construction. Similar to the array of factors that contribute to effective 

placemaking various elements of the spatial use by the designers or planners leads to creation of 

placemaking.  

 

Whilst looking into the environment atmosphere Abusaada and Elshater (2021, p12) establish that it 

is not just physical and visual parameters that must be evaluated it is also the “kinetic impressions” 

that add to the value of a space. The connection between elements of the usage, positioning, 

comfort, tranquillity, and communication between the objects or spaces and its effect on increasing 

joy determines the effectiveness of the atmosphere. When identifying spaces to convert into places 

it is important to develop the physical space to create a visually creative environment, but to also 

tether in the other aspects together, connecting them seamlessly into a final design. When working 

within spatial environments users and space play major roles. Cilliers et al. (2015, p2) argues in their 

paper that “the complexity of the spatial planning process has increased because modern, highly-

developed society is becoming increasingly dynamic with regard to social, sustainability and 

economic issues.” 

2.1.5 Digitalization 

Interaction can occur with almost anything between people, object, or spaces. With the emergence 

of technology over the years and the increase of digitalized human life, digital interaction has also 

become a key element in space designs including placemaking (Główczyński 2022). Because 

technology is now associated with ease and has become part of everyday life, digitalisation has been 

applied in different locations to improve user experiences (Bilandzic & Johnson 2013). Especially 

with smart city development, the relationship with digital interaction has grown significantly. In fact, 

the introduction of digital engagement in physical spaces has opened “new spatiality’s” within 

placemaking (Wang 2019). Bilandzic and Jhonson (2013) introduced the term “hybrid placemaking” 

to study opportunities within social, spatial, and digital environments to complement and facilitate 

interaction. This ties in similar concepts previously identified but, with the addition of digital 

elements. 
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2.1.6 Placemaking interventions 

City visions and strategy planning has become an integrated part of creative placemaking today 

(Shaw & Montana, 2016). Zitcer (2018) believes that creative placemaking has emerged from the 

addition of cultural policies and planning structures. Today, placemaking has become closely linked 

to “urban restructuring and regeneration” with interventions from organizations and institutions 

aiming to create enhanced sense of community for the people (Platt & Medway, 2020). This ties up 

with the research into city council development planning areas and prospects for placemaking. It 

emphasises the importance of government, council, and urban planners as key stakeholders in the 

placemaking process According to Cilliers et al. (2015), towns are increasingly competing to provide 

active areas with a variety of functions, to attract tourist as well as to improve quality of life for 

locals. They also argue that, while there is some overlap between planning and placemaking today, 

"master planning" and placemaking vary in that the latter's goal is to build spaces for a diverse range 

of people, leaving them wanting to return. The former, on the other hand, is more concerned with 

long-term development. Previous research identifying important stakeholders and how 

interventions have evolved has provided a foundation for this study's investigation of placemaking 

users. 

When designing placemaking solutions for creative cities the literature above identifies user, spatial 

use and stakeholders as key trifecta the design process. Within each lie multiple other sub elements 

that past research has established as important to achieve effective placemaking. I will investigate 

these elements within the data collection methods along with prototyping solutions. Modular 

placemaking has not been thoroughly researched in the placemaking area and I plan to trial modular 

solutions with the evaluation criteria identified by the literature and future data collection.  

2.2 Focal Theory Exploration 

Based on the literature review a few key theories were selected to further explore in this research 

when investigating sustainable modular placemaking options. The first theory selected evaluates 

placemaking hierarchy and the different approaches towards the execution of placemaking 

strategies. After exploring this concept, it can be observed during the data collection process to 

examine it in respect to Melbourne’s context, as this research does look at both ends of the 

stakeholders, policy makers and community. The next theory explores the theory of standardization 

that has taken place within placemaking globally, after this analysis it can be further examined with 

context to Melbourne case studies. Ensuring design results that steer away from this theory and the 

negative connotations, to design distinct place specific outcomes. Finally, the third theory points out 

the future potential for public spaces which aligns with the third focal area of this research; spatial 
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use. It connects with the research and gives this paper meaning into future application and design 

needs.  

2.2.1 Placemaking Hierarchy  

The first theory explored is the change and in hierarchy approaches towards placemaking within 

stakeholders. Multiple authors have identified interventions in placemaking design by organizations, 

government bodies and urban planners, resulting in more strategic design and planning. Turning 

placemaking designs into a more generalized urban planning matter. (Platt & Medway, 2020; Shaw 

& Montana, 2016; Sweeny et al., 2018; Vodanović Lukić, 2021; Arroyo, 2017). Vodanovic Lukic (2021, 

p22) argued that standardisation and generalisation of placemaking designs through festivals, art, or 

architecture, remove the essence of local culture and creativity. Gahavampour and Vale (2019, p4) 

suggest that when led by planning entities, the issues is seen through physical terms with a rational 

solution. Platt and Medway (2020, p3) criticise this “top down” technique establishing that even 

though creating a sense of community and vibrance is still the aim of these projects they tend to 

become more managerial, lack acknowledgment of everyday users and communities, and look at 

“the city as a marketplace”. Which they believe has led to the other more community driven 

approach or the “bottom up” technique.  

Researchers also investigate more community driven strategies, Ellery et al (2017) identified that 

placemaking is not about the final design but also the process leading up to it, which should include 

community involvement weather through listening, observing, or collaboration and she should be 

undertaken as a more hands on collaborative approach. Arroyo (2017, p4) also adds that when the 

concept of placemaking initially emerged it was all about the community, looking to increase 

participation, community development and looking into community psychology. Vodanovic Lucik 

(2021, p18) emphasises the benefits of community engagement as creating a sense of belonging for 

the users of the area is of topmost priority in placemaking strategies. Both these approaches have 

their own priorities and benefits and when looking at the modernization creative placemaking for 

cities an inclusive approach could be theorized further. This theory fits in place, as this research 

looks into spatial users as well as public space development by city councils. This research will look 

into the method of working from the middle to design keeping both planning bodies and community 

members needs balanced and target the design from a central approach. As ultimately the process 

incorporates the public, artists, developers, residents, planners, and designers all attempting to 

bring life to a space (Zitcer 2018). 

2.2.2 Standardization and Globalization   
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A major impact of placemaking gaining traction over the years and becoming a key element of 

creative city design has had great development and recognition of placemaking, however, this has 

also led to an issue of standardization and globalization as identified by Ghavampour and Vale 

(2019).  

Past researchers have established that placemaking has evolved over the years from community led 

to more strategically planned concepts (Platt & Medway, 2020; Shaw & Montana, 2016; Vodanović 

Lukić, 2021). Ghavampour and Vale (2019) also imply that the essence of place has adapted from a 

general daily practice to a more modernized and planned professional responsibility of urban 

planners to effectively design. Also going on to add that globalization has impacted the practice of 

placemaking resulting in standardized outcomes. Vodanović Lukić (2021) also agreed that 

standardization through festivals and architecture have led to generic designs globally losing the true 

essence of placemaking. This impact of globalization with the idea that a certain outcome can be 

situated anywhere raises a concern about loss of localization and community connection 

(Ghavampour & Vale, 2019). These points highlight the need for new design iterations specific or 

adaptable to the local area and will be analysed when looking at case studies and then take an 

approach at distinguishing the final design outcome.  

Ghavampour and Vale (2019) have also identified three layers to sustainable models “economic, 

social, and environmental”. After their analysis of sustainability frameworks, they designed a new 

model which centres around meaningful places, followed by social construct, and lastly, physical 

setting. Suggesting the sense of place should be the core of all placemaking projects in contrast to 

the current focus on physical space. When designing creative solutions, it is crucial to understand 

the area and users of the space to develop the sense of meaning to the area and the people.  

2.2.3 The lockdown impact 

COVID-19 had put the world under numerous lockdown periods where citizens were disconnected 

from places and vice versa. After the clearance of the restriction’s users are once again reuniting 

with spaces. Bakir and Attia (2021) analysed that public spaces have gained more appreciation and 

users after the impact of lockdowns on the population. They also highlighted the fact that 

previously, public spaces were starting to become “neglected” with the development of technology 

and digitalization of spaces. This re-emergence for demand for creative public spaces gives designers 

and planners many opportunities to bring cities once again to life. Bakir and Attia concluded that the 

pandemic has provided an “opportunity” for city planners to create greener, creative, and 

pedestrian friendly spaces. With the event of the pandemic being relatively recent there is little data 



Investigating placemaking to uplift laneways for enhanced user experience post COVID-19.   Sana Siddiqui 

 

14 
 

on post COVID placemaking, however, it does raise great potential for future placemaking research 

and design like this paper.  

2.3 Gaps 

In Abusaada and Elshater’s (2021) research, they identified a current research gap and concluded 

that “future research is needed to investigate the shape of people’s presence or absence in public 

spaces, with a specific focus on effects of lockdown on post pandemic placemaking and the 

associated affective atmospheres”. This highlights that it is necessary to investigate new 

placemaking approaches, frameworks, and designs to cater for post-pandemic human behaviours. 

This research aims to examine new approaches for placemaking and public space design through 

modular design opportunities.  

Additionally, Ghavampour and Vale (2019) established the need to revise placemaking models 

towards a more balanced and sustainable outcome. Despite evaluating different framework models, 

their research relied solely on literature and did not identify any methodologies that apply 

sustainability concepts to placemaking models. Thus, this research will look into modular design as a 

potential sustainability concept to propose modern day placemaking, which will address this 

research limitation. 

Over the years the role, impact, and process of placemaking has changed and developed as 

identified in the literature review. A time gap identifies the evolution or change in a concept over 

the years. In this area shows the focus and core of placemaking has changed over time, 

standardization of designs in the recent years has led to the loss of sense of meaning, earlier articles 

focus more on the essence of space which is what some articles suggest the focus needs to go back 

to. Looking at these gaps found by earlier researchers and the aim of this research to investigate 

sustainable modular placemaking solutions tackles these gaps further with a different angle. This 

idea was also informed by a data gap identified by the researcher due to the lack of articles on 

modular placemaking, characterizing it as an area requiring exploration and further research, which 

this research aims to conduct. 
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Chapter 03   

Methodology 
 

3.1 Project approach, framework, and methodology 

This research will first conduct a narrative literature review to evaluate the current background and 

depth of placemaking within cities. After establishing the research gaps found from the review, this 

research will limit its contextual examination to Melbourne City and identify sites that will 

demonstrate design outcomes that interrogates and addresses the research gap. Following which 

the researcher will conduct various research methods to collect data on places, designs, and 

people’s interaction with existing placemaking settings in Melbourne City.  

The main research methodology are case studies and a design led research approach, which seeks to 

answer the research questions and produce effective modular placemaking design in Melbourne City 

for the laneways. 

3.2 Study design and Protocol  

This chapter looks to determine the data collection and analysis process aimed at the research 

question and aims of this research. When looking into laneway reactivation post the pandemic 

phase key elements to study include space, users, and activities. The initial phase of the research will 

investigate case studies from an international context looking at laneway and placemaking design 

outcomes.  

Abusaada and Elshater (2021, p13) suggest that urban placemaking research can aid designers to 

improve the atmosphere of public spaces once again post the pandemic phase. In Melbourne’s 

context even with international tourism re-starting once again in Australia, people are once again 

finally out and about again and looking for new places and areas to visit. Keeping up with this 

demand can be quite challenging, time consuming and unsustainable to continually replace areas 

with new experiences and aesthetics. Laneways are a key aspect of Melbourne city, and a key chunk 

of public space. Laneways are an area that can once again be reignited increasing its functionality 

and attractiveness to users. The main aspects involved are the space, users, and functions. These are 

tied together with placemaking and further explored in this research. 

The main arching research question is how can laneways within cities be enhanced for users 

through placemaking techniques in the post pandemic world? This will be further analysed through 

three sub research questions: 

RQ1: What is effective placemaking in the context of cities? 
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RQ2: What are the behaviours and patterns of users of Melbourne CBD laneways? 

RQ3: How can modular designs be brought into placemaking design models to enhance Melbourne 

CBD laneways for the users? 

This research will target these specific research questions through various research methods to 

obtain firsthand data on the targeted location. The aim of the resources collected is to guide the 

research to make an informed decision in developing a design prototype to answer the overarching 

research question with a proposed solution. 

The research process will undergo three phases (refer to figure 7) that triangulate to answer each 

research question and form the criteria for an overall design outcome. It is adapting a flexible design 

approach, methods within this generally generate qualitative data. The purpose of the research is 

already established prior to data collection, flexible designs are a work in progress, hence, has the 

potential to evolve and change as the research goes further (Robson & McCartan 2016, p146). 
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Figure 7 Research methods flowchart 
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3.3 Procedure 

The first stage involves four case studies of public space placemaking designs to target the first 

research question. A case study is effective for understanding the current context as well as to use 

for comparison when relating to other scenarios or theories, it can also spark as inspiration for new 

outcomes (Martin & Hanington 2012, p24). Case studies, however, cannot be generalized and 

adapted for every situation, to avoid bias four separate case studies of similar context will be studied 

and combined with other research methods to generate more adaptable results. Hence, a multiple 

case study approach is being taken on to avoid bias and generalization of one design and its effects. 

According to Robson and Mc Cartan (2016) case studies are most effective when followed up by a 

further research design method. This research will follow this guide and evaluate further with two 

more research methods. 

The second stage uses a design ethnographic approach to address research question two, as this 

research approach allows the researcher to immerse themselves in the field (Robson and McCartan, 

2016). Observations will act as data collection method two, which will take place at various locations 

across Melbourne CBD. The research will adapt a semi structured approach to take on an 

ethnographic design methodology, which will allow for greater immersive and empathetic 

understanding of the user’s perspective in the environment being studied (Martin & Hanington 

2012, p24). Detailed documentation through researcher notes, photos, and sketches will be collated 

to analyse patterns, themes, anomalies, and user behaviour. This method will allow the sampling of 

people, spaces, designs, and their connection and interactions, allowing more user centric results to 

inform the design outcomes of this research.  

The third stage incorporates a design led research methodology to connect to the findings from the 

previous stages to allow design iterations to be developed to answer the third research question and 

allow a final solution to be prepared. This approach allows various design to be ideated and tested. 

 

3.4 Participants or auto ethnographic justification 

The research participants are community users who are at the placemaking sites when the 

observations are taking place during this study. This will include pedestrians, event operators, daily 

users, and/or organizations. Whilst no participants are a direct part of this study the research will be 

observing behavioural patterns of those present in laneways during the observational times.  
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3.5 Early prototypes and interventions 

The design outcomes from this research are placemaking interventions in public spaces. Public 

spaces have been defined as “any open space, accessible, and free to use for all kinds of personal & 

collective activities without any discrimination” (Bakir & Attia 2021). Hence this research will 

specifically look at reimaging laneways and designing creative placemaking outcomes for Melbourne 

Laneways in the CBD. Based on the literature review the critical elements and effectiveness criteria 

of placemaking, found in the literature review, will be used to evaluate the initial design prototypes 

and ideation process. Further along I will carry out my own research through methods previously 

mentioned to progress these design iterations with more context-based research.  

I have analysed other laneway placemaking designs and have identified the trend of the inclusion of 

greenery or colour to liven up the space. These two elements play a consistent and key role in 

enhancing laneway designs and will be considered for modular placemaking designs. Greening 

laneways has also been a mission of Melbourne City council who have already commenced this 

initiative by funding four laneways (refer to figure 3-6) to become more green spaces (Greening 

laneways - City of Melbourne). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 8 Coromandel Place 
(https://www.melbourne.vic.gov.au/community
/greening-the-city/green-
infrastructure/Pages/greening-laneways.aspx) 

Figure 9 Guildford Lane 
(https://www.melbourne.vic.gov.au/community/gr
eening-the-city/green-
infrastructure/Pages/greening-laneways.aspx) 

Figure 10 Katherine Place 
(https://www.melbourne.vic.gov.au/community/gr
eening-the-city/green-
infrastructure/Pages/greening-laneways.aspx) 

Figure 11 Meyers Place 
(https://www.melbourne.vic.gov.au/community/gre
ening-the-city/green-infrastructure/Pages/greening-
laneways.aspx) 
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3.6 Project Timeline 

Figure 12 illustrates the schedule for this research and design. It highlights the completed phases 

along with the future stages and duration of each phase, to monitor and track the research progress.   

 

Figure 8 Project Timeline 
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Chapter 04   

Data Theory 
 

4.1 Research Methodology 

The research methodology undergoes three phases starting off with case studies with the aim to 

target research question one, analysing effective placemaking. Looking into two areas of this 

research placemaking and laneways each will be studied by conduction two case studies under each 

category. A set of individual case studies is used to cross examine laneway reactivation and 

placemaking as separate opportunities and their potential to connect for this research. Multiple case 

studies increase findings and allows for analytical generalization, allowing patterns, anomalies, and 

connection to be formed (Robson & McCartan 2016, p154). This will aid this research to establish a 

base framework of requirements to design placemaking outcomes for laneway reactivation. Case 

studies will allow a holistic overview of the subject to be established before proceeding with the 

next phase of research (Noor 2008). A descriptive case study approach will be taken to best collate 

detailed explanations and requirements, looking into the background, process, outcome, and user 

reaction to each case. This will generate an analysis of existing data and strategies creating a base 

criteria framework for enhancing laneways and placemaking designs. 

For Phase 1, the case studies laneways and placemaking were selected as key domains for 

investigation and two case studies were selected within each category, totalling to four case studies. 

These cases were selected firstly under two categories lanes and placemaking. The laneway cases 

were selected to best reflect another CBD locality lanes, for closer comparison to Melbourne lanes. 

The placemaking cases were selected to differ from lanes yet still looking at public space design, 

focusing more on product or service design initiatives. This is to allow a comparative analysis to be 

drawn and to identify links, patterns, similarities, and anomalies amongst them. The following is the 

list of case studies to be examined: 

1) Laneway reactivation 

 a. Alley Opp Laneway, Vancouver, Canada  

 b. Ackery’s Alley, Vancouver, Canada 

2) Placemaking 

 a. Hello Lamp Post 

 b. Green Furniture concept – Nova Series 
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Phase two focuses on primary data collection being collected simultaneously through the form of 

observations. This strategy aims to target the users of the space connecting to answer research 

question 2, ‘who are the spatial users of Melbourne CBD laneways. Observations will be conducted 

by the researcher across laneways within Melbourne CBD. This process will take on a descriptive 

approach where everything going on within the area is observed based on general questions (Moser 

& Korstjens, 2018). To remove the factor of artificiality (Robson & McCartan 2016), this research 

uses observation of people within spaces, their behaviours, interactions, and emotions  

In terms of conducting the data collection a user journal will be drafted throughout the observations 

from the researcher’s perspective. This is used to collect “qualitative data about user behaviours, 

activities, and experiences over time… self-reported longitudinally” (Salazar 2016). The data 

recorded will include the following but not limited to: 

-Types of users  

-Activities/ functions occurring 

-Architectural and spatial details (environment) 

-Behaviours and patterns of movement  

-Sketches/photos 

All data will be immediately drafted during the observation phase and transcribed post observation 

for further analysis. The data collated will then be used to create user personas to determine the 

target users of the area and their activities at which the final design should be targeted towards. 

Furthermore, thematic analysis will be performed to narrow down and tally the frequency of 

behavioural and functional aspects of the observations, which will aid creating a guideline for 

laneway users. 

Finally, phase three will take on a design led research approach, where ideation and prototyping will 

take place to experiment with potential design outcomes. These will cross reference with the 

framework and requirements established by the previous stages. A guideline from the first two 

research stages will be formed as a guideline/checklist for the prototypes. Evidence based design 

allows design outcomes to be generated and justified based on the data from secondary and primary 

research including literature review, case studies and observations creating “strong connections 

between evidence and application (Martin & Hanington 2012). Using this information to create 

prototypes allows ideas to be formed in stages and more tangible outcomes for concept testing 
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(Martin & Hanington 2012). The prototyping stage will experiment with modular outcomes in an 

effort to reactivate laneways post the pandemic.  

4.2 Validity & Credibility 

Majority of the research methodology takes on the researcher’s perspective. To enhance the validity 

of data analysis, multiple collection methods are used to triangulate data and enhance the research 

precision (Robson & McCartan 2016, p171).  

To improve the case study validity, each case analysis will consist of multiple sources and views of 

the study area, to increase reliability and verify data across multiple sources.  

For observation, due to a single observer there is potential of observer bias, this will be tackled by 

creating a standardized process for data collection during each observation (refer to Table 1). Along 

with persistent observation, identifying aspects most relevant to the study which will be focused on 

in detail during the observation phase (Korstjens & Moser 2017, p2). Table 1 targets these focus 

areas to keep the observation process detailed to the needs of the research. The observation data 

sheet was created as a tool to standardise the results being collected across all observations. With 

key section areas derived from the project scope and subsequent research areas within this research 

and the proposed research questions. This standardised sheet will be used across all observations to 

standardise the data collection process and allow for cross comparison of specific details. 

Furthermore, masking will be a strategy used to increase data reliability, this is an effort where the 

observer will not allow the purpose of the observation obvious to participants, allowing them to 

behave naturally within the environment and not altering results due to the study purpose 

(Korstjens & Moser 2017, p5).  
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Observation Data Collection Sheet 
Location:  Date:  
Description:  Time:  

Duration:  
Space 
Features  

Architectural 
Elements 

 

Nearby 
Amenities 

 

Users 
Types of 
users 

 Tally of people  

Behaviours  Movement  

Activities  

Notes: Sketches/Photos 
  

Table 1: Observation data collection sheet (Source: Developed by the author for this research) 
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4.3 Data Analysis 

Data collected from research phase 1&2 will be read through and analysed to create a list of 

evaluation criteria to examine the design outcomes. This will create a base criterion for the laneway 

enhancement. Primary data collection will be analysed thematically through the collection from the 

data sheets and reported as personas. This will create potential user profiles as target audiences, 

used as starting points for the design-led research. The design prototyping will be further analysed 

through self-evaluation scales that will determine the effectiveness of the design in meeting the 

targets set by stages one and two of this research.  

4.4 Data Collection 

The following chapters will cover the collection and analysis of the research methodology 

established previously. Case studies 1 & 2 look at a spatial context hence, the observation data sheet 

(refer to Appendix C) will be applied to them as well, to categorise and analyse the different 

elements. Case studies 3 & 4 on the other hand are more product orientated and hence the data 

sheet has been omitted. Observation of the laneways at 3 different times will each be recorded by a 

separate data sheet as well (refer to Appendix D). The collection of these data sheets will allow for 

cross evaluation of all the cases across similar contexts.  
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Chapter 05   

Findings  

5.1 Observations 

User journals and observation data sheet was used to collect data from 2 different laneways 

observed at three different times. 

5.1.1 Guildford Lane 

Guildford lane is located in the heart of Melbourne CBD with close proximity to malls, parking lots, 

residential building and offices. Guildford lane has an industrial tone in terms of its architecture with 

bare brick walls, cobbled stone sidewalks and overarching wires (refer to image 26). Added to that is 

lush greenery (refer to image 27) spread throughout the lane, excluding the first third of the lane 

entrance. Along with the many plants growing onto the brick walls are many drawings, posters and 

artwork adding character and colour to the otherwise bare lane (refer to image 28). Another key 

feature of this lane was the variety of amenities located within and next to it, which also added to 

the traffic of users. There were 4 cafes and restaurant located within the area. 

 

Figure 13 Guildford Lane 
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In terms of the users within the space there were a variety of people observed from the average 

passer-by, coffee stroller, and teenagers to postmen, employees, and pets. The average traffic in the 

time span of 20 min was around 42 people across the lane. Around 60% of users were just passing 

through, however as observed users seemed not to be rushed and pacing through calmly and slowly 

whilst observing the laneway details. There were also certain groups of people hanging out within 

the lane with food/drinks whilst having a chat, these groups typically consisted of high school kids or 

young adults. Another key observation was that not everyone was just walking straight past when 

using the lane, a large amount of people were observed to have stopped at different locations of the 

lane. Some for functional activities, taking a phone call or reading a poster, others just randomly 

within nooks or while chatting. 

Overall, this lane had high traffic on all days of observation and the findings mainly highlight the 

correlation between the greenery and vibrance to the laneway traffic. 

 

 

 

 

 

 

                                       

Figure 15 Guildford Lane art Figure 14 Guildford Lane greenery 

Figure 16 Guildford Lane Figure 17 Guildford Lane 
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5.1.2 Coromandel PI  

Coromandel PI also located within the Melbourne CBD was slightly more away from the main central 

area. This lane was observed similarly to Guildford but brought to light opposite findings. In terms of 

structure, this lane had a mixed aesthetic to it, starting off with grey wall progressing into brick and 

finally modern white cemented walls. There were also garbage boxes lined up across on one side 

towards the begging third of the lane. Moreover, there was at the time a construction site directly 

connected to the lane with the site barrier making up the ‘wall’ of the other side of the lane (refer to 

image 30).  

                         

 

 

 

 

 

 

 

 

 

This laneway also featured planters placed throughout, however, most of the plants were not well 

taken care of and dead, keeping greenery of the lane to a minimum (refer to figure 20). It was 

observed that certain nook and covered areas of the lane were used by smokers who would 

individually or in pairs smoke there (refer to figure 21). Apart from people stopping to smoke or take 

a phone call no one really stood or stayed in the lane. Most people were just passing through.  

                                                     

 

 

 

 

 

 

Figure 19 Coromandel PI Figure 18 Coromandel PI 

Figure 20 Coromandel PI Figure 21 Coromandel PI 
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5.2 Observation Analysis  

The two lanes observed had overall opposing results where one was more activated over the other. 

In terms of users, both laneways consisted of similar overall users with the only differentiating one 

being construction workers, which was unique to Coromandel PI. The behaviours and actions of the 

users within the space was closely observed and converted into a coding schema (see figure 22) to 

simplify the analysis. 

 

Figure 22 Coding schema for observation 

The key fining would be the lack of time spent within laneways. During the observations it was 
noticed that users spend around 5-7 minutes within the lane. Moreover, people are not coming to 
the lane unless there is another function. The laneway itself does not draw traffic or incentives for 
people to use the space more.  

The opposing features between each laneway can be identified as one of the main drivers of higher 
traffic in one lane compared to the other. Greenery and vibrance would be ranked as a key feature 
to laneway enhancement, along with amenities and safety. The features of the space are what 
connects to users and enhances the user experience of laneways. 

To look into the spatial users of Melbourne CBD laneways three personas (figures 23-25) were 
derived from the observational data collected. This puts various users into context for the 
development of future designs. These personas look into the features, desires and scenarios of 
different users who would potentially use the laneway for whom the experience can be enhanced 
through placemaking design. 
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Figure 23 Persona 1 

 

Figure 24 Persona 2 
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Figure 25 Persona 3 

These personas help answer who are the spatial users of Melbourne CBD laneways, the users are not 
limited to just these three categories, but three differing users in the whole spectrum.  Keeping the 
space and users in mind a table of criteria was developed from the findings (see table 2 below).  

 

 

 

 

 

 

 

              

 

The categories of the table follow the two prominent section of the observation data collection 
sheets and the two sub research questions looking into effective placemaking, and spatial users. The 
following can also act as a guideline for the next stage of design iterations, as base requirements and 
design analysis criteria.  

 

I would like you to try another set of analysis. Compare your 4 case studies and your observation. 
Combine the tables of chapter 5.5 (case study analysis) and chapter 5.7 (observation analysis) and 
describe similarities and differences. Then describe why you think the differences exists. The 
similarities will give you greater credibility that your design project is informed by evidence. The 
differences will be extract future research opportunities. 

CRITERIA FOR ENHANCEMENT 
Space Users 

Vibrance Interaction/Activity 
Greenery Easy / Not time consuming 
Colourful Functionality 

Moveable Community engagement 
Safe Adaptable  

Sustainable Multi-purpose 
Table 2 Criteria for enhancement 
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I also would like you to describe whether your user personas (from your observations) match the 
people in your case studies. It may not be easy or accurate, but at least you attempted to do so. Like 
the table analysis above. Describe why you think differences exists.  

 

5.3 Case Studies 

 

 

 

Figure 26 Case Study placement within study areas 

 

5.3.1 Case Study 01 – Alley Opp, Vancouver 

Alley Opp was a laneway transformation process that launched in 2016, located in the business 

district in Vancouver, Canada. The initiative was brought around to enhance user moods and to 

uplift an abandoned alley into a fun public space (Vancouver n.d.). “We set out to transform an 

underutilized space into a vibrant public space— friendly, accessible, and a lively part of our 

downtown urban streetscape.” Research conducted by downtown Vancouver highlighted the 

people were looking for activated alleys that had hidden gems to discover (Case Study: 

Leveraging Our Laneways n.d.). Alley Opp was one of the activated laneway transformations, to 

begin this initiative and add to the liveliness of the city (refer to figure 27). The laneway design went 

on to win the International Downtown Association’s Downtown Achievement Award for their 

initiatives (Downtown Vancouver’s pink laneway wins international design award | Venture n.d.). 

Linus Tan
remember to do this (or delete this)�
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Figure 27 Alley Opp Laneway (Source: https://www.pps.org/places/alley-oop) 

A 30% increase in public spaces was shown if alley/lanes were to be included and developed in 

Vancouver. This project was a collaboration with Downtown Vancouver Business Improvement 

Association (DVBIA), HCMA Architecture + design, and the City of Vancouver (Case Study: Leveraging 

Our Laneways n.d.). 

Looking towards the outcome, the theme of lane was ‘play’, a space for users to take a break, relax 

and play (Gloster, 2019). The objectives of the transformation were (Case Study: Leveraging Our 

Laneways n.d.): 

• Reimagine laneways as spontaneous destinations. 

• Make laneways more inviting for pedestrians and 

people. 

• Creating an inclusive environment 

• Change the perspective and feelings towards laneways 

• Bring people together 

• Capitalize on underutilized public spaces 

Pink and yellow paint, basketball courts/hoops, and furniture 

were used to liven up the space and encourage users to play, 

exercise, and socialize (More Awesome Now Laneway Activations 

– hcma n.d.).  HCMA architecture and design identified that 

Figure 28 Alley Opp Laneway Entry 
(Source https://hcma.ca/project/more-
awesome-now/) 
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colour plays the most vital role for this transformation, nearly every other user wants to take photos 

against a nice backdrop. The eye-catching space also has in illuminated orb to attract users during 

the night, with ample seating and tables connecting with the nearby businesses (Gloster, 2019). 

The project has been successful in its aims by almost tripling foot traffic and resulting in more 

women using the space hinting towards a more welcoming and inclusive creation (McCartney, 

Shelagh & Kaupp, Courtney, 2019). Moreover, aside from the positive impact, it has also had a 

reduction in negative perception of laneways, with reduced activities like smoking. This along with 

the bright colors promotes the space to be seen as safe and inviting and more positive connotations. 

Along with the improvements the main functional use of the alley has not been prevented (Case 

Study: Leveraging Our Laneways n.d.). 

5.3.2 Case Study 02 – Ackery’s Alley, Vancouver 

Ackery’s alley was also part of the same imitative as Alley Opp, another project by DVBIA, HCMA 

Architecture + Design and the city of Vancouver, under the “more awesome now” initiative to liven 

up laneways. Background research revealed the citizens desire to have a series of activated laneways 

connecting the cities with things to discover catering for “visual storytelling” (Case Study: Leveraging 

Our Laneways n.d.). 

Ackery’s alley has an interactive art installation where users can play with interactive lights and 

music, called Field (Ohrn 2018). “A grid of 35 shimmering lights shine down from an overpass – 

enticing people to take a curious look down the typically utilitarian corridor” (refer to figure 29) 

(field n.d.). The design was inspired by its close proximity to the Orpheum Theatre and has also been 

named after Ivan Ackery, a famous impresario of the area. The alley is designed with red and black s 

curve patterns, art murals, gold panelling, reflective metals, signage, and the “field” sensory 

installation (More Awesome Now Laneway Activations – hcma n.d.). Field has a grid light and sensor 

system that activates sound and light by user movement, creating dynamic symphonies based on 

movement within the alley (field n.d.). The installation taps into users’ instincts to “play and explore” 

and has great potential for constant reinvention (Thanks for supporting FIELD, a public art 

installation in Ackery’s Alley – hcma 2017). 
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Figure 29 Grid installation at Ackery's Alley (source: https://www.tangibleinteraction.com/artworks/field) 

 

Figure 30 Ackery's Alley (source:https://hcma.ca/project/more-awesome-now/) 

Aside from the designs potential to creating more interesting and engaging user experiences, it also 

hosts the ability to be used for public performances, activations, and other art installations. It 

supplies a space for experimentation and social connection. Moreover, the success and increased 
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engagement within the alley demonstrates the great potential for any laneway to develop bring life 

to the city (FIELD in Ackery’s Alley 2018).  

 

Figure 31 Sketch of Alley development (source:https://www.kickstarter.com/projects/1577998740/field-in-ackerys-alley) 

5.3.3 Case Study 03 – Hello Lamp Post 

Hello Lamp Post aims to “bring cities to life”, by creating a tool that encourages users to engage with 

the built environment, whilst simultaneously collecting data to better develop the city. The 

objectives of Hello Lamp Post include (Hello Lamp Post n.d.): 

• Community engagement 

• Wayfinding 

• Urban design engagement 

• Culture & Tourism engagement 

Hello Lamp Post encourages people to have interactive conversations with objects around the city, 

such bus shelters, parking meters, drains, and lamp posts, in an attempt to “wake up” the streets 

furniture. The more users interact the more they discover. This initiative has been installed in 

various locations across the globe from Manchester, Singapore, Texas, and many others (Hello Lamp 

Post | Playable City n.d.).  

It works by users selecting an object to interact with, scan the QR code and start communicating 

with the object through messages. Users can have fun chats, learn about the area, discover new 

facts, and provide opinions and feedback as well (Hello Lamp Post n.d.).  
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Figure 33 Hello Lamp Illustrations (Source: 

https://www.hellolamppost.co.uk/locations/independence) 

 

The successful implementation of Hello Lamp Post has allowed not only users to interact and have 

new experiences but also has provided as a great research tool to gather user information from 

citizens about their cities. It has helped “build a stronger community and connection to the city.” 

(Hello Lamp Post n.d.).  “Hello Lamp Post facilitated 4,165 interactions and ensured community 

engagement was inclusive and accessible, which was previously not possible.” (Hello Lamp Post: A 

Case Study 2020). In all cities there was a high rate of acceptance and adoption on the lamp. 

The use of Hello Lamp Post as a placemaking technique across cities puts great emphasis on 

interaction and community engagement for effective placemaking within cities. This case study 

highlights the value of interaction and developing on user connection to create engaging activities 

that are fun, informative, and useful.   

Figure 32 Hello Lamp Illustrations (Source: 
https://www.hellolamppost.co.uk/locations/independence) 
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Figure 34 Hello Lamp Post: Fire hydrant (Source:https://panstudio.co.uk/wp-content/uploads/2015/07/hlp-pb-3.jpg) 

 

5.3.4 Case Study 04 – Green Furniture concept – Nova series 

Green furniture concept (GFC) is a company that aims to create sustainable public space interiors. 

With the vision to set the new standard for global sustainable design. They have started this 

initiative by designing a set of modular public space furniture solutions that have deployed across 

the globe (Greenfc n.d.). This case study will be looking into the Nova series designed by Johan 

Berhin (refer to figure 35). 

 

Figure 35 Nova C seating series (Source: https://greenfc.com/product-series/nova-c-seating/) 
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They key features of this Nova series include (Nova C Series by Green Furniture Concept n.d.): 

• Modular 

• Flexible 

• Seamless 

• Safe 

• Biophilic 

• Sustainable 

GFC provides modular seating options for public spaces with the intention to add to placemaking 

values and creating positive user experiences for the visitor and the world (Greenfc n.d.). The nova 

series provides flexibility to combine options to create a seating solution perfect for each 

environment. They have been used across retail, airports, hospitals, and universities (see figures 

below). 

 

Figure 36 Nova C seating at airports (source:https://greenfc.com/product-series/nova-c-seating/) 

 

Figure 37 Nova C seating in outdoor spaces (source:https://greenfc.com/product-series/nova-c-seating/) 
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When connection to placemaking, GFC believes that design that promotes interaction and open 

conversation are key to build communities. Hence, their design of open, flowy bench style seating 

that creates a space for open conversation and relaxation. The modularity of the furniture allows it 

to be adapted and used uniquely across different venues and acts like a toolkit for designers. The 

choice of materials and shaped for this design has been driven by sustainability and biophilic design. 

With nature being the inspiration point at every stage from concept to production. “The organic 

shapes and materials, with variations in tone and texture, create an ease of use and movement and 

a calm, mindful atmosphere (Kamel 2021).  

 

Figure 38 Material details for Nova C bench (source: https://greenfc.com/product-series/nova-c-seating/) 

Kamel (2021) adds that the heart of placemaking is the human connection to the space, placemaking 

is the tool that converts the space into a place inviting human connections.  

5.4 Case Study Analysis 

The case studies were analysed looking into examples of effective placemaking within cities. All 

examples showcase various approaches towards placemaking in terms of furniture, community 

engagement, or space utilization. A common feature tethering through each case study was the 

element of user interaction, weather this be amongst users or with objects. Its presence within each 

case study in different form establishes high importance of an act of ‘doing’ or interaction to be 

present within placemaking design for the future. In terms of reactivating laneways both case 

studies showcased an uplifting vibrance to enhance the entire lane creating a more inviting and safe 

feeling space. This has been done through colour, sound, and lights. The table below summarizes the 

key findings across all case studies, highlighting the key features. 
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 Alley Opp Ackery’s Alley Hello Lamp Nova Series 

Colourful . .   

Activity . .   

Sound  . .  

Lights  .   

Interaction . . . . 

Digitalization  . .  

Modularity    . 

Community Engagement . . . . 

Informative   .  

Wayfinding   . . 

Sustainable .  . . 

Table 3 Case Study cross comparison of features 

Ultimately the case studies have derived effective placemaking to be the uplifting of public spaces 

through interaction and design. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Investigating placemaking to uplift laneways for enhanced user experience post COVID-19.   Sana Siddiqui 

 

42 
 

Chapter 06   

Design Led Research  

After establishing effective placemaking and spatial users the following chapter look to take on those 

answers with their established criteria to then draw upon design solutions to meets those needs.  

6.1 Sketches 

The first step looked at rough sketching of potential solutions and ideas, looking at a wider range of 

possibilities and fast ideas (refer to figure 39 & 40). Majority of the ideas examined modular 

furniture concepts. 

                    

 

 

 

 

 

 

 

 

 

 

Figure 39 All Sketches 

 

Figure 40 Sketches 



Investigating placemaking to uplift laneways for enhanced user experience post COVID-19.   Sana Siddiqui 

 

43 
 

Given one of the main findings was lack of seating amenities in lanes, with many people standing 

around and not spending much time within the space, furniture design is what this research will 

further examine during the design phase. Apart from this main functionality of the design it does 

also have to cater for the other requirements identified in the findings chapter. The next step will 

take these sketches into rough 3d mock-ups to further investigate its design. 

6.2 Design iterations 

6.2.1 Design 1 

After the initial sketching phase 3 designs were selected to further iterate to better meet the needs 

of the research.  Idea one takes forward the puzzle seat design as indicated in sketch two. This 

design embodies modularity and functionality with the potential of additional vibrance and aesthetic 

elements that can be enhanced for the overall experience.  

 

 

 

 

 

 

 

The shape of the puzzle acts as a design affordance which prompts users to connect the pieces, 

subtly informing users of the modularity of the seating. An affordance is when “design is intuitive”, it 

allows users to act without having to think through the process (Kaptelinin, 2014). The first iteration 

of this design meets the functional requirements of laneway user needs, allowing for seating and 

socialising for various group sizes. Moreover, the choice of vibrant colours adds to the increased 

vibrance of the space, attracting users simply passing adjacent to the lane, making the laneway 

appear more exciting and safer. Figure 42 and 43 below illustrates how this design can enhance 

Guildford Lane and Coromandel PI. 

Figure 41 Puzzle seats rough render 
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The modular furniture along with the added greenery and lighting combined can enhance the overall 

atmosphere. In terms of analysis, the table below indicates a self-analysis scale designed in 

accordance with the criteria established in the previous chapter, that will be used to evaluate the 

designs. This highlights the designs modularity and functionality and presents opportunity for more 

interaction or engagement. 

 

 

 

MODULARITY |-------------------------------------------------------------------------------------| 

INTERACTION |-------------------------------------------------------------------------------------| 

FUNCTIONALITY |-------------------------------------------------------------------------------------| 

EASE |-------------------------------------------------------------------------------------| 

COMMUNITY ENGAGEMENT |-------------------------------------------------------------------------------------| 

VIBRANCE |-------------------------------------------------------------------------------------| 

SUSTAINABILITY |-------------------------------------------------------------------------------------| 

Table 4 Analysis Scale for design 1 

Figure 42 Design 1 placement within Guildford Lane Figure 43 Design 1 placement within Coromandel PI 
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6.2.2 Design 2 

The next design went on to develop the idea of modular huts. This design combines slim panelled 

huts placed on wheels that can be moved and positioned across the lanes, allowing them to be used 

separately or attached together. The huts also allow for covered seating to allow users to take their 

phone calls, eat/drink, meet up with others, or just wait around.  

 

Figure 44 Modular huts for lanes 

Iteration one focuses on modularity and the function of various group sizes sitting and socialising 

together. After the first round of design, it went through the self-analysis scale to find points for 

enhancement.  

 

The analysis indicates enhancement opportunities within additional vibrance, interaction and 

sustainability. The next iteration will investigate design tweaks to accommodate these. 

 

 

MODULARITY |-------------------------------------------------------------------------------------| 

INTERACTION |-------------------------------------------------------------------------------------| 

FUNCTIONALITY |-------------------------------------------------------------------------------------| 

EASE |-------------------------------------------------------------------------------------| 

COMMUNITY ENGAGEMENT |-------------------------------------------------------------------------------------| 

VIBRANCE |-------------------------------------------------------------------------------------| 

SUSTAINABILITY |-------------------------------------------------------------------------------------| 

Table 5 Analysis Scale for design 2 
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6.2.2.1 Design 2 Iteration 2 

The next design development utilized the side panels to increase their functionality and add towards 

sustainability and vibrance of the overall design. Green panels were added on the sides with solar 

panels on the top for a greener design.  

 

 

 

 

 

 

The design still holds the modularity and functionality with boosted overall vibrance that can be 

added to laneways. The figures below illustrate how they would be placed within Guildford and 

Coromandel lanes. 

 

 

Figure 46 Modular huts within Guildford Lane Figure 47 Modular huts within Coromandel PI 

Figure 45 Modular huts within Guildford Lane 
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6.2.3 Design 3 

Developing on from the sketches of a Rubik’s cube themed inspired furniture. This design is a 

colourful cubed seating arrangement that is attached through joints that can be connected into 

larger seats or structures. While the cubes are connected, they can be turned around to imitate the 

effect of playing with a Rubik’s cube.  

 

 

 

 

 

 

 

 

The design aims to give some playfulness and theme to modular furniture being placed within lanes. 

The analysis scale below indicates how this design meets the needs for laneway enhancement. 

 

 

 

 

 

 

MODULARITY |-------------------------------------------------------------------------------------| 

INTERACTION |-------------------------------------------------------------------------------------| 

FUNCTIONALITY |-------------------------------------------------------------------------------------| 

EASE |-------------------------------------------------------------------------------------| 

COMMUNITY ENGAGEMENT |-------------------------------------------------------------------------------------| 

VIBRANCE |-------------------------------------------------------------------------------------| 

SUSTAINABILITY |-------------------------------------------------------------------------------------| 

Table 6 Analysis Scale for design 3 

Figure 48 Rubik's Cube furniture 
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6.3 Final design development – Community Tree 

After going through various design iteration phases and cross analysing the design against the 

findings, the research led design phase identified that just modular furniture is not enough to create 

an enhanced user experience across laneways. This led to the development of the idea of a 

‘community tree’. Based on the finding’s greenery was a key indicator of happier user experience, 

however, with the observation across two laneways both part of a greening initiative, one showed 

signs of lush thriving greenery adding vibrance to the space whilst the other illustrated uncared for 

dying or forgotten plants. Keeping this in mind, a greenery concept without real plants was initiated, 

to add the same vibrance to the space without having the maintenance to prevent lanes dulling 

down. The sketch below shows the development of this design through 3 iterations with questioning 

and adds on at each stage.  

 

Figure 49 Community Tree Idea Sketch 

 

Iteration one looks at a digitalized tree idea that can add colour and light to the laneways. The 

theme and colours of the trees can be adapted to events, seasons or be randomized. The two figures 

below illustrate how this design would enhance Guildford and Coromandel lanes.  
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After this first iteration the analysis scale was carried out as shown in the table below.  

 

The analysis identified that the design lacks modularity and interaction to creating a more user 

centric enhance experience throughout the lane. The concept of the design can add traffic to the 

lane but for the research question of enhanced user experience more development is required and 

hence, the design with through a second iteration to add more seating functionality, modularity, and 

community engagement through the tree concept.  

 

 

MODULARITY |-------------------------------------------------------------------------------------| 

INTERACTION |-------------------------------------------------------------------------------------| 

FUNCTIONALITY |-------------------------------------------------------------------------------------| 

EASE |-------------------------------------------------------------------------------------| 

COMMUNITY ENGAGEMENT |-------------------------------------------------------------------------------------| 

VIBRANCE |-------------------------------------------------------------------------------------| 

SUSTAINABILITY |-------------------------------------------------------------------------------------| 

Table 7 Analysis scale for community tree  

Figure 50 Community Tree in Guildford Lane Figure 51 Community Tree in Coromandel PI 



Investigating placemaking to uplift laneways for enhanced user experience post COVID-19.   Sana Siddiqui 

 

50 
 

 

Figure 52 Tree design evolution of modularity 

The base of the tree has an added seating around the circumference of the tree. Along with which 
the bottom stools have been made into modular shaped that can be detached from the tree base 
and used by various users to adjust to different seating arrangements for different groups. 
Moreover, the shape of the seats allows it to be joined together to create a large seat, stacked to 
play with or turned around to sit and rock on as well. Creating more versatility and adaptability of 
the function of the design and different users as identified with the personas.  

Stage two was to enhance interactivity and community engagement. As the modularity and 
playfulness of the seats allows more user engagement and activity to take it further, digitalization of 
some of the tree cubes has been added where users can scan a QR code to upload comments, 
suggestions, ideas, or any remarks to the tree (refer to figure 53). This allows users to interact with 
the object and other members of the community by uploading and reading through other 
comments. To further enhance community engagement users can select a ‘type of upload’ after 
scanning the QR code. For example, is a user selects to upload a question comment, this will allow 
them to also receive answers from other community members. Similarly, users can select to just 
upload a post which will not give them responses back (refer to figure 54). 

 

Figure 53 Digital screens on the tree 

 

Figure 54 Screen interface for posting onto the tree 
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Chapter 07   

Discussion 

7.1 Summary of Findings 

To answer the overarching research question of how city lanes can be enhanced for users through 

placemaking opportunities in the post pandemic world, three research studies were conducted. Four 

main themes were established from these findings through the thematic analysis of the data. In the 

section below, these findings are evaluated to the research identified in the literature review.  

Connection: This highlights the importance of having elements that connect through the laneway for 

easy use and passage by users, from wayfinding, ease of movement, and the spread through the 

lane. The case studies (see chapter 5.3) used show a sense of connection through the design and 

layout of the space. Connection can occur between users, objects, or spaces. Both the laneway case 

studies (see chapter 5.3) showcased lane enhancements without obstructing the pathways, allowing 

for multipurpose usage. Similarly,  the design iteration (see chapter 6) showed that when they 

lacked modularity within the analysis scale the also failed to meet functional and community 

engagement needs.  

Interaction: This indicates the value and traffic that can be brought to lane by using a key 

placemaking technique to encourage visitation and allow users to spend more time within the lane. 

The theme also ran through all four case studies that encouraged users to interact with each other, 

the space or through digitalization. Hello lamp (see chapter 5.3) provided informative feedback by 

interacting with users on a digital platform. Moreover, the two polar observations (see chapter 5.1) 

showcased when a lane has elements for users to observe, see and interact with traffic slows down, 

users are more relaxed, and the overall traffic of the lane is higher.  

Spatial use: This element signifies the importance of designing elements that allow the space to be 

used as per user needs to allow for the best enhancement of the space. The observations (see 

chapter 5.1) were able to pull out key activities conducted by users within laneways that future 

designs should accommodate for to allow user satisfaction and desirability of the design. The nova 

series (see chapter 5.3) modular furniture concept allows for its product to be used across various 

public spaces through its adaptability to fit into different spatial and user needs. Apart from existing 

needs potential design can have the capability to develop spatial use by adding new elements. The 

design phases initiated various spatial usage techniques to allow experimentation with shapes and 

sizes to then illustrate how they would occupy he space within selected lanes. This then allowed 
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if possible, add in findings from your design-led research (or is it RtD?) study. in other words, what did you learn about the main themes based on your design and analysis of your own design?��

Linus Tan
...of the data. In the section below, these themes/findings are evaluated to the research identified in the literature review.�

Linus Tan
consider:�The case studies (see chapter 5.3) used....This is to remind readers where in your thesis were these case studies mentioned.

Linus Tan
if the (see chapter x.x) becomes repetitive in the paragraphs below, then perhaps use the phrases:�- the 4x case studies, - the 2x laneway observations, and - the design intervention.I get a bit mixed up when you refer to 'case studies' because it can imply the 4x studies of prior work but also refer to your 2x observations 

Linus Tan
"used all show a sense of connection". grammar issue?�

Linus Tan
similarly:�laneway case studies (see chapter 5.1) showcased

Linus Tan
then you might want to reorder the sentences, so that the "see chapter 5.1, 5.3" is choronological�

Linus Tan
design iteration (see chapter 6) showed�



Investigating placemaking to uplift laneways for enhanced user experience post COVID-19.   Sana Siddiqui 

 

52 
 

reflection of how the space can continued to be used for existing needs whilst adding on new 

experience and new functions through the design. 

Functionality: A key element of every design is to provide a function or serve a purpose for the user. 

When looking into laneway enhancements current laneway function and the future design 

functionality play key roles to overall user enhancement through their laneway journey. Ackery’s 

Alley (see chapter 5.3) creates new experiences for user passing through the lane without 

obstructing main laneway functionalities. User behaviour and patterns can be elevated but should 

not be obstructed through design. This was further supported by the design led research (see 

chapter 6) as design that failed to meet the modularity also were unable to meet all functional needs 

of lanes. 

7.2 Expanding on literature  

Abusaada and Elshater’s (2021) research identified that the absence or presence of people in spaces, 

along with human behaviour post the pandemic require further study to allow for effective 

placemaking design outcomes to be delivered for the current timeline needs. This research took on a 

user centric approach by studying user patterns, behaviour and movement across laneways looking 

to be enhanced for optimal user experience through effective placemaking. The research supports 

the ‘bottom-up’ framework as developed by Platt and Medway (2020, p3) to design from the user 

experience approach versus a top-down planning hierarchy process. This approach was also 

emulated during the design led research phase looking at a user derived approach to analyse and 

iterate the prototypes. The theme of connection identified through the research aids this literature 

view of a more integrated design approach towards enhancements. Connecting users to the space 

and activities derives a user driven approach towards placemaking. 

The second theme of interaction is also supported through the literature findings, Vodanovic Lucik 

(2021) established in their research that a sense of belonging of community engagement is required 

to create an effective atmosphere. This was supported through the observational studies (see 

chapter 5.1) carried out in this research where Guildford Lane was compared to Coromandel PI. The 

latter was more isolated, run down and had lower traffic. Whereas Guildford Lane had a higher 

joyful atmosphere where the plants were blooming – adding a sense of belonging that the plant 

were taken care of by the community- colourful arts and poster gave the space more life and hence 

happier more relaxed user traffic was associated with that space.  Similarly, Abusaada and Elshater’s 

(2021) also associated ‘kinetic impressions’ with visual parameters that add value to a place. The 

emphasis on kinetic impressions relates to a sense of doing or an act which related back to the code 

of interaction that was derived through this research, where a high priority was placed on this act of 

Linus Tan
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‘doing’. The connection between objects, people or spaces can create joy leading to effective 

atmospheres, just like the connection between the greenery and art across Guildford Lane reflected 

in slowed movement and appreciation by users as walking past, generating a tranquil atmosphere as 

users walked through. This would also encourage users to walkthrough this lane compared to 

others.  

The research also agrees with Bilandizic & Jhonson (2013) who brought forward the term of ‘hybrid 

placemaking’, this highlighted three key areas social, space, and digital environments with potential 

for placemaking effectiveness. In the case studies (see chapter 5.3) investigated Alley Opp was seen 

as targeting the social environment, looking to create colourful and playful design to engage with 

the community and encourage community engagement with each other. Nova C’s modular furniture 

concept target the spatial environment by creating adaptable design for various public spaces that 

encourage social interaction. This further adds to the support of the spatial use theme (see chapter 

7.1) developed by this research. Additionally, Hello Lamp Post dipped into the digital side by 

integrating user interaction with spatial object through their phones. The design led research looked 

into these areas as well when developing outcomes, instead of just focusing on one key area it 

looked to iterate until all three were seamlessly triangulated. This also leads to the agreement of the 

digitalization theory brought forward through the literature where Główczyński (2022) linked 

digitalization as a key facet of human life and hence its adaptation across placemaking can prove 

effective. Although some of the case studies (see chapter 5.3) (Alley Opp & Nova C) researched show 

effective placemaking without digitalization, it proves digitalization is not the base need for effective 

placemaking but when included can enhance and create new user experiences as indicated through 

the cases of Ackery’s Alley and Hello Lamp Post. Wang (2019) also reflected on how the introduction 

of digitalization can open “new spatiality”, this study also agrees with this statement. Ackery’s alley 

demonstrated the incorporation of sound and light to create an entirely new spatial experience for 

walking past a lane. The designs through this research went on to a final phase where digitalization 

was incorporated through a second iteration in the aim to add community engagement which was 

analysed as a lacking element through the evaluation scheme. The inclusion of this aspect allowed 

for user-to-user, user-to-object, and user-to-space interactions to be enhanced through interaction 

and visual elements connected through digitalization. 

The literature and research strongly supported each other to analyse how city lanes can be 

enhanced for users through placemaking opportunities in the post pandemic world. Bringing forth 

key elements, focal areas, and user needs. They also strongly connect and support the four key 

themes identified during the research phase, including mainly interaction and connection as 

prominent elements.  

Linus Tan
maybe a sentence or two describing how 'social, space, and digital environment' might link with connection, spatial use, and interaction?�might even be able to compare them like for like, i.e.:social = connectionspace = spatial useinteraction = digital environment
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7.3 Limitations 

Each set of data collection methods had its own set of limitations.  

Case Studies: The case studies selected were international examples to compare and analyse other 

city lane enhancement design and placemaking initiatives. These cases were selected firstly under 

two categories lanes and placemaking. The laneway cases were selected to best reflect another CBD 

locality lanes, for closer comparison to Melbourne lanes. The placemaking cases were selected to 

differ from lanes yet still looking at public space design, focusing more on product or service design 

initiatives. This limited the data for analysis to secondary data available online. Removing the 

primary observation perspective.  

Observations: Two Melbourne laneways were selected from the list of laneways proposed by the 

city of Melbourne for improvement. Both lanes were part of the ‘greening laneways’ initiative as the 

first phase of enhancement. As the observations were limited by a singular researcher’s perspective, 

without the involvement of users for ethical reasoning, it kept the data collected limited to one point 

of view. Furthermore, the research was limited by a time frame in order to complete an overall 

thesis. The data is also not a representation of all Melbournians as it was limited to the inner-city 

area. 

Design led research: The main limitation of this design method would be the time constraint as this 

method was the last of the three to be conducted and relied on the findings of the previous 

methodology for its analysis. This reduced the time available for creative development and 

numerous iterations and developments. 

7.4 Recommendations  

This research acts as phase one of a longer study that can be enhanced from the data established 

through this paper. This research establishes a framework for laneway enhancement that can be 

adapted to further iterate designs or develop spaces. Moreover, the research was restricted to 

Melbourne CBD, which can be taken to a larger context by incorporating Victoria suburbs and then 

other Australian cities as well, to cater across a larger audience. This research methodology can be 

emulated by other researchers to carry out in the expanding areas mentioned allowing for the same 

framework to be recreated for different context and comparisons. The research can be taken further 

by investigating the integration of virtual elements into the inclusion of public spaces for user 

enhancement. This aspect of design was not studied in the research but can be incorporated as a 

new segment to analysing laneway enhancement. Likewise, different spatial aspects of design can be 

evaluated against or to continue this research with the overarching aim of laneway enhancement for 
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users. As the focus of this study was users, it can be further extended to research co-designing 

laneways with the users for community driven spatial designs. Additionally, the research concludes 

at a design phase which still requires construction and testing to be carried out to increase accuracy 

of data, this can act as the next extension of the research. The design can be further iterated and 

experimented with during the built stage to work with different materials, machines, and techniques 

for a sustainable outcome. 

7.5 Implications for Practitioners and Researchers  

Architects, designers, urban planners, place makers, and city council can use the case study data to 

apply to future design and research purposes. Additionally, they can also use the observational data 

to develop their criteria for designs targeted towards laneway enhancement for users. The four key 

themes developed by the research findings can be adapted to develop design based on each theme 

for targeted designs or to cross link across all themes to extend their design. For example, if taking 

on a codesigning approach towards community driven laneway enhancement the co-design 

activities can be targeted to achieve each of the four main criteria (connection, interaction, spatial 

use, and functionality).  

Apart from the findings, the data collection tools provided through this research can be applied to 

carry out more research in specific areas of interest for the relevant parties prior to designing. The 

data sheets can be used across other spatial research aspects as a tool to regulate data collection 

and allow for cross analysis.  

  

 

 

 

 

 

 

 

 

 

Linus Tan
this sounds more aligned with section 7.4, recommendations (for future research)�

Linus Tan
Try to connect the findings to the implications, not the data. think, how can designers leverage the four themes (which is essentially your finding) to place make?�

Linus Tan
I recommend paragraph 2, because from here on out, it reads more like implications for researchers�

Linus Tan
and so I'd consider renaming the section to 7.5 Implications for practitioners and researchers�
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Chapter 08   

Conclusion 

This research showed that standardised placemaking strategies are ineffective nowadays. To really 

improve laneways in the post-pandemic era, place makers now need to adopt a user-centric strategy 

and implement innovative and modular interventions to truly enhance laneways. Prior to the study it 

was established that there was a need for a boost of public space design to encourage users back 

out creating new and unique experiences. Melbourne city council was looking particularly into 

opportunities to develop laneways within the CBD area to maximise the use of the neglected spaces. 

The lack of knowledge lied within the element linked to users and spatial use. Placemaking, spatial 

use and users were all identified as key opportunity and focus areas, however, were not connected 

and developed within the context of laneways for focused design outcomes to bloom. This research 

looked within each of these study areas in terms of background and keyed into the central theme of 

modularity and how it could be the connection between the three elements. This theory however 

required studies to be carried out to prove its effectiveness towards laneway enhancement.  

The three research methodologies applied included: observations, case studies, and design led 

research. Each study targeted a key domain of the overall research. Observations were tailored to 

the users, their needs, behaviours, patterns and who they are. Case studies focused on placemaking 

and their techniques, elements, and existence. Lastly, design led research investigated spatial use of 

the laneways referring to the findings established by the first two methods to link them all into a 

modular design prospect. These methods allowed us to establish city laneway users to target design 

towards and explore the different placemaking techniques that could be applied to laneways. The 

findings highlight four key themes and table of criteria to identify these elements. This research 

establishes great knowledge for the analysis of placemaking design for public spaces. It set out a 

procedure on how to design, analyse and reference design to the user and spatial needs, aligning the 

design to functional, aesthetic, and useable purposes. 

For other researchers focusing on placemaking, modularity or sustainability the framework of this 

research allows replication and moulding of the methodology to other specific areas (Sydney 

laneways, abandoned areas, or public parks) to go on to further create design framework bases for 

different study areas. These accumulated criterions can act as a starting guide for place makers, 

architects or urban planners looking to carry out these design initiatives. Post COVID a lot of cities 

and designers are looking to create uplifting spaces to reconnect users back outside. This highlights 

Linus Tan
reorder them according to how they appeared in your thesis. Case studies first (i.e. you learnt from good placemaking examples), observations second (i.e. you  analysed sites based on what you learnt in the case studies), then design led research (i.e. attempted to create  placemaking strategies based on what you learnt in the case study and observation)�

SANA SIDDIQUI
I conducted them in the order you have stated but we changed the layout in the document so that the other 2 methods follow after the thematic analysis (which was done after the observation).So in chapter 5 it goes Observation > Case Studies > Design led research

Linus Tan
ah gotcha. sorry if I wasn't clear. I think 5.3 case study and 5.4 case study analysis should be first (that is to say, section 5.1 and 5.2), 5.1 Observations and 5.2 Observation analysis should then be section 5.3 and 5.4 respectively. then do a final 5.5 co-analysis, which seeks to synthesis the case study and observation analysis�

Linus Tan
methodologies�
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the significance of this research in implanting emphasis on design analysis shifting the focus to users 

of specific places to effectively enhance them to unique spaces. 
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Appendix A 
Guildford Lane User Journal Sheets 
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Appendix B 
Coromandel PI User Journal Sheets 
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Appendix C 
Case Study Data Sheets 

Case Study Data Sheet 1 
Location: Alley Opp, Vancouver, Toronto  

 

Date: N/A 

Description: Laneway reactivation initiative Time: N/A 
Duration: N/A 

Space 
Features Colourful accents of pink and yellow. 

Basketball hoops 
Basketball court outline 

Architectural 
Elements 

Heritage façade buildings across each side of the lane. 
Solid wall on one side and grilled car park wall on the other. 

Nearby 
Amenities 

Restaurants 
Offices  
Car park 
Coffee shop at the end of the laneway 

Users 
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Types of 
users 

Business people 
Women 
Homeless people 
Young adults 
Cars/Vans 

Tally of 
people 

N/A 

Behaviours Playing with basketball hoops 
Taking photos 
Passing by 

Movement The reactivation 
proved successful by 
nearly tripling daily 
traffic. 

Activities Basketball 
Games 
Coffee catchups 
Eating/drinking 

Notes: Sketches/Photos 
Vans driving in and out of the laneways. 
 

 
 

Case Study Data Sheet 2 
Location: Ackery’s Alley, Vancouver, Toronto  

 

Date: N/A 

Description: Laneway reactivation initiative Time: N/A 
Duration: N/A 

Space 
Features Red and black colour scheme 

Use of audio immersion & interactivity 

Architectural 
Elements 

Old building structure around the area. 
Not in the main metropolitan area. 

Nearby 
Amenities 

Restaurants 
Shopping centre 
Theatre 
Pub 

Users 
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Types of 
users 

Young adults 
Shoppers 
Children 

Tally of 
people 

N/A 

Behaviours Taking photos 
Passing by 
Dancing 
Performing 

Movement Higher during 
performance times 

Activities Performances 
 

Notes: Sketches/Photos 
Lighting during the night, gives a more immersive 
experience than the day.  
 
If unaware, sudden sounds and light when walking by can 
be alarming/scary.  

 
 

Appendix D 
Observation Data Sheets 

Observation Data Collection Sheet 
Location: Guildford Lane  Date: 30/08/22 - Day 1 
Description: Very close to central CBD Time: 12:30-13:00 

Duration: 30 mins 
Space 
Features Lots of greenery and plants throughout the lane. 

Drawings on the brick walls 
Wires across the top 
 

Architectural 
Elements 

Brick walls (mainly brown some patches of black) 
Has an industrial look 
Smooth pathway to walk on with cobblestones on the sides. 
Boards and signage across lane 
Streetlights on the buildings on the side of the lane. 

Nearby 
Amenities 

Cafes on either end of the laneway. 
Cat café in the laneway 
Restaurant in the laneway 
Parking Entry at the end of the laneway 

Users 
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Types of 
users 

School Kids 
Dog walkers 
Café employees 
Office employees 

Tally of people 47 people 
2 dogs 

Behaviours People strolling with a coffee or 
pastry. 
Many people stopped to admire the 
greenery 

Movement Very relaxed 
movement, most 
people were strolling 
and not in a rush. 

Activities Taking photos 
Groups of people having drinks together 
Postmen bringing deliveries to the café 
Attending phone calls 
People taking takeout orders from the nearby cafes/restaurants  

Notes: Sketches/Photos 
Many people were in pairs or groups. 
Weather was good on this day, breezy with forecast 
for rain later. 

 
 

Observation Data Collection Sheet 
Location: Guildford Lane  Date: 02/09/22 - Day 2 
Description: Very close to central CBD Time: 15:00-15:20 

Duration: 20 mins 
Space 
Features Lots of greenery and plants throughout the lane. 

Drawings on the brick walls 
Wires across the top 
 

Architectural 
Elements 

Brick walls (mainly brown some patches of black) 
Has an industrial look 
Smooth pathway to walk on with cobblestones on the sides. 
Boards and signage across lane 
Streetlights on the buildings on the side of the lane. 

Nearby 
Amenities 

Cafes on either end of the laneway. 
Cat café in the laneway 
Restaurant in the laneway 
Parking Entry at the end of the laneway 

Users 
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Types of 
users 

Young adults 
Café employees 
Office employees 

Tally of people 38 people 
 

Behaviours Drinking coffee 
Passing through 
Taking photos 
Meeting point for people towards the 
end of the lane 

Movement Relaxed movement, 
strolling/passing 
through lane 

Activities Taking photos 
Eating/drinking 
Attending phone calls 
People taking takeout orders from the nearby cafes/restaurants  
Groups hanging out and chatting. 

Notes: Sketches/Photos 
Many eateries nearby but not a lot of seating 
available. Most people buy the items and consume it 
while standing/strolling through the lane. 
People were not spending a lot of time there around 
5-10mins max. 
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Observation Data Collection Sheet 
Location: Guildford Lane Date: 04/09/22 
Description: Very close to central CBD Time: 11:00-11:20 

Duration: 20 mins 
Space 
Features Lots of greenery and plants throughout the lane. 

Drawings on the brick walls 
Wires across the top 
 

Architectural 
Elements 

Brick walls (mainly brown some patches of black) 
Has an industrial look 
Smooth pathway to walk on with cobblestones on the sides. 
Boards and signage across lane 
Streetlights on the buildings on the side of the lane. 

Nearby 
Amenities 

Cafes on either end of the laneway. 
Cat café in the laneway 
Restaurant in the laneway 
Parking Entry at the end of the laneway 

Users 
Types of 
users 

Parents and kids 
Young Adults 
 

Tally of people 41 
3 dogs 

Behaviours Standing and talking 
Children playing together (running) 
Walking their dogs 
Eating 

Movement Lots of standing in 
different areas, 
instead of walking 
through. 

Activities Parents having a catch up with friends while kids run around near the lane and 
look at the drawings on the wall (asking if they can draw too). 
People coming for coffee and breakfast. 
More huddles of people closer to the cafes/restaurants.  
 

Notes: Sketches/Photos 
Everyone who walked by noticed the greenery and 
looked around the lane. 
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Observation Data Collection Sheet 
Location: Coromandel PI Date: 30/08/22 
Description:  Time: 2:00-2:20 

Duration: 20 mins 
Space 
Features Very little greenery. 

Mix of wall types and overall aesthetic 
Lots of waste bins lined up on one side. 
 

Architectural 
Elements 

Normal wall on one end. 
Construction site barriers on one side 
Brown brick wall in between 
Minimal and modern white wall on opposite end  
Black wall near café. 
 

Nearby 
Amenities 

Café at the end of the laneway 
Residents’ car park entry through lane 

Users 
Types of 
users 

Smokers 
Construction workers 
Businessmen 

Tally of people 11  
2 cars 

Behaviours Smoking in corners 
 

Movement Most people just 
passing by without 
stopping. 
 

Activities Construction workers coming in and out of construction site on the side of the 
lane. 
2 people standing under the shade near the carpark entry to smoke. 
 
 

Notes: Sketches/Photos 
Slight drizzle during observation hence lower traffic. 
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Observation Data Collection Sheet 
Location: Coromandel PI Date: 02/09/22 
Description:  Time: 15:45-16:05 

Duration: 20 mins 
Space 
Features Very little greenery. 

Mix of wall types and overall aesthetic 
Lots of waste bins lined up on one side. 
 

Architectural 
Elements 

Normal wall on one end. 
Construction site barriers on one side 
Brown brick wall in between 
Minimal and modern white wall on opposite end  
Black wall near café. 
 

Nearby 
Amenities 

Café at the end of the laneway 
Residents’ car park entry through lane 

Users 
Types of 
users 

Smokers 
Construction workers 
 

Tally of people 14 
4 cars 

Behaviours Smoking  
Eating  

Movement Passing by/ stopping 
to smoke or talk. 
 

Activities Group/pairs of people standing at the end of the laneway before parting ways. 
Construction workers having a chat outside the site. 
 
 

Notes: Sketches/Photos 
Not much activity in this laneway, probably due to 
construction and location. 
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Observation Data Collection Sheet 
Location: Coromandel PI Date: 04/09/22 
Description:  Time: 11:50-12:15 

Duration: 25 mins 
Space 
Features Very little greenery. 

Mix of wall types and overall aesthetic 
Lots of waste bins lined up on one side. 
 

Architectural 
Elements 

Normal wall on one end. 
Construction site barriers on one side 
Brown brick wall in between 
Minimal and modern white wall on opposite end  
Black wall near café. 
 

Nearby 
Amenities 

Café at the end of the laneway 
Residents’ car park entry through lane 

Users 
Types of 
users 

Shoppers 
Adults 

Tally of people 19 
3 cars 

Behaviours Lots of people just passing through 
  

Movement Passing though 
 

Activities People stopping in the lane to check their phones/directions/take a call. 
People standing outside the café and chatting after their meals. 
 
 

Notes: Sketches/Photos 
A very low traffic laneway, due to construction, lack of 
amenities and ambiance. 
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Appendix E 
Guildford Lane Images 
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Appendix F 
Coromandel PI Images 
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