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How can we design for
citizen connections In
socially-mixed urban
environments?
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Oommunityy . oul ar present, we nave nowhere tp share then
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Lan 9o to fee\ welcomed, ond to share new ideas.

Case 4:

Digital arts with
teenagers
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Main insights so far

* Citizens have a need for information about their

neighbourhood, but are reluctant to share what they
Know

« Stories and information should orchestrate reflection to
create connections

* Hearing other people’s experiences already opens up
perspectives

* How to continue the discussion in the urban space?
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Thank you

Contact

* g.slingerland@tudelft.nl
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