CITY VISIONARY

(Pow Wow)

BUILDING VISIONS FOR PUBLIC SPACE
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1: SELECTING THE SPACE

First, the players need to agree on the public space the game will
evolve around.

The players can determine the space in two ways:

1: they pull out one of the SPACES cards. Based on the card,

they decide whether they want to discuss the global or the local
perspective of the selected space. For example, the space can be an
abandoned building in the corner of __and __ road, parks in Milano,
all the shopping malls in Italy or all the public toilets in the world.
2:ignore our suggestions, take one of the empty cards and write

down the name of the public space for which they want to build
visions there.
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» > 16 tokens in four colors
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° rules. The youngest player is the scorekeeper.. ® °

CONTENTS

> 23 cards with urban TOPICS
> 25 cards with PUBLIC SPACES
> 12 empty cards for NEW SPACES

‘
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You also need
> pen and paper for scoring

’
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Each player chooses tokens in one color. You need three tokens if

0: SETUP

e e you playinthree and 4 if you play in four. The oldest player is the

° e 9ame master and guards and deals the TOPICS, according to the
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2: FACTS AND MEMORIES

To build a good vision for public space, we need to talk about what we
know already.

In this phase, each player shares with others:
> one personal memory of the chosen public space
OR

> three words that she/he associates with the chosen
OR e © 0 o o
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Player on the left of the oldest player starts the round. Phase 2 is
finished when all the players shared one of the above. This phase is
not scored, but rather enables the players to get to know each other
better, which will be of key importance in Phase 3.¢ "¢ o _
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Bl Building a vision means confronting the urban utopia, future, absurd

o o
Y Ml and cruel reality. Here the players risk a lot: they can make up for the

important to you and why. ... ... ... ... ° b ° . ° b ° o ° Ml [ousy score in previous phase and win the points with a convincing

- s s = = = = ° vision.
Each player needs three tokens. This phase contains three rounds. »
Eachroundis played likethis:)" ¢ @ @ @ ® © © © o e ’ “Overlooked topics” return to the planning table, and unexpected

topics pop up. In this phase:

1. Game master reveals all the cards from the “overlooked topics”
pile on the table and adds all the cards from the original TOPICS
pile. These two piles represent the foundation for vision-building.

1. The game master reveals first six TOPICS cards on the table.g °

2. Each player places one token on the topic she/he finds the most
important in relation to the chosen public space. Two players must

not cover the sametopic. ®« ® © o e & & -
e s 2. The players exchange the tokens in order to have one token of
3. After all the players have covered their topics, the player who . .
each color in their hand.

began the round starts again. She/he chooses one of the topics
covered with tokens and tries to explain why the owner of the token
found this topic important. The explanations are scored. The players
must not choose the topics they covered.

3. First player places the token in his/her original color (for example

red) on the topic that seems interesting for a city vision. Other i °

players follow by placing their red tokens on the topics that they @ e
e e

o . . wish the red player includes in his/her vision. o o
4. The round is finished when all the topics covered with tokens
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have been explained by the players. Explained topics are placed 4. Other players place their tokens according to the same principle. o
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in one pile, and topics that weren't covered by a token from the More tokens of different color can be placed on one topic card. ® ¢ % &
“Overlooked topics” pile. 5. After all the tokens are placed, the player who began the round . ® ° ¢
5. Game master places six new topics on the table and new round has one minute to make up the vision. He/she then presents his/her’ o L
begins. In round 2, first token is placed by the person sitting left city vision. The vision must connect all the topics that are covered o e
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