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come from?




DIGNITY

Digital transport in society

Transport systems We need to create

become more sustainable and
connected, data- accessible mobility
driven, and automated, solutions that leave

excluding some no one behind

To improve
governance and

We need to know increased cooperation

where they
struggle

to ensure sustainability
and social justice
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Affinity for technology interaction
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Basic digital interference competence
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Emotional
response

Customer Journey Mapping(Apeldoorn & Herpen, 2022) Uiime
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Technology acceptance

1. It has to be useful
2. It has to be fun

3. [t has 1o pe easy
(Davis, 1989)




Where are

we Now??




Wow that's a
lot!

What is a
million?










PUBLIC PLAY SPACE

How can

. Through About place-
olg glrouze games making?
of people

think

)

SEWA




“If it does not feel

like a game, it's not




what's its purpose?”



“Connect people to each other and

the physical, cultural, and social

identities to that public space”

(Project for public spaces, 2017)







Redesire

Rolf van Boxmeer - The
Netherlands

Digital and analogue interactive
multiplayer game

Goal: Understand stakeholder
desires during (re)development
m processes
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* Using an existing game for
placemaking designs with a

digital and analogue approach
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Planned
real
space

Planned
Digital
space

Lived space
non players

Lived space
players

(Apeldoorn & Hollander, 2016 - Based upon Lefebre, 1991)



Where are

we going?




nae «20® With superior budget, data,
\:\g. .ed. programmers and Al, knowledge

\g::.\%“b\e turns into power.

of Tech companies

Knowledge 9 oxtud) The best Al is in the hands

Programmers, artificial intelligence
specialists and statisticians are rare
and expensive. The top half works for
Google

Municipalities have to built their
own Smart city, Google uses,
smartphones, thermostats and
cars.

(Apeldoorn, 2021 - Based upon the DIKW Model)



Capitalism versus

Survelillance Capitalism

1
Means of production m Profits to owners

>

Natural ‘
Labour
resources

(Adam Smit, 1776) (Apeldoorn, 2021 based upon Zuboff, 2019)



“But how smart

are you really?”




Big tech
Digital
Power

The wiz kids

The public
sector

The excluded

Where do we Where are Where are
come from? we Now? we going?

Power & the digital gap (Apeldoorn, 2022)



Technology defines the
. How we
horizon and shapes the experience
limitations and what is barely P

X . places

imaginable . .
increasingly
shaped by

And who built these
digital reality places
has power over the

experiences

digital realities

Resulting in power
gaps that will
impact how we
experience places,

and society

With risks of
privacy, social
exclusion, biased
Al and less public
power.

But also. opportunities for
inclusion, decentralization
of power, placemaking
and data driven urban
development.
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SPACE



“What is the role of built

environment specialists Iin the

age of Al that is upon us?”
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