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Introduction 
 
Play is an intrinsic induced activity, that constitutes freedom, based on the acceptance 
of risk in its temporary transformational nature. It includes attributes such as spontaneity, 
curiosity, voluntary and creative processes that occur outside of the ordinary. This 
purposeless activity is necessary to the human identity as an exploratory pursuit of 
pleasure and comfort outside of social purpose. 
Until now the dialectic between play across the lifespan and the city has not been 
understood well. Western research tradition accepts play as phenomena in opposition 
to or as a negation of resisting order of things. Play is perceived as secondary state of 
reality granted and justified from bottom up in context of children or animals. In contrast, 
eastern cultures consider play as top down phenomena, the highest form of ontological 
state. Play as the primary form of knowing is given alternative states of reality higher 
status. Only a small number of researchers theorised play as the highest ontological state 
of being. The identified research gap and epistemological contribution on play is placed 
beyond targeting child participation and their right to play, but also by interrogating 
change based on playful activity as an optimal experience in adults in the city context.  
This research project adopts Stevens (2007) exploration of play in a theoretical context 
and by using Lefebvre’s concept (1991) on the production of space to theorise playful 
behaviour in cities. The project will focus on the novel approach of exploring the 
phenomena of play and its varieties in cities in an international cross cultural context. The 
nexus of street environments will be explored as a place for optimal experience that can 
impact health and well-being.  
Based on the theoretical context and through deployment of qualitative methods on a 
single revelatory case study, the author explores the following set of questions:  
What makes places optimal for play in cities?  
What are the environmental triggers that support play in cities? 
How can play contribute or create health co-benefits in cities? 
 
The street environments comprising pedestrian zones and shared spaces serve as 
subunit to the case study. This project aims to validate the essence of our human 
existence through connecting the subject - internal experience- with the object - material 
world around us. A transpersonal inquiry into human experiences includes object to 
subject and subject to subject relationship on three phases. The first phase will 
investigate physical traces in the object based environment. The second phase will use 
observational study from an outsider perspective. The third phase includes a short 
unstructured interview to gain further insights in relation to the degree of optimal 
experience in the realm of memory. 
 
This research intends to provide empirical evidence of how playful activity can 
engender a more conscious human centred urban design approach that promotes 
opportunities for optimal experiences through playful activities across all ages and 
cultures. Subsequently the research may assist in improving the overall physical and 
mental health of people. 
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Provisional title of research project 
 
“The phenomena of play in cities” 
 

Key words 
Play, cities, places, spaces, culture, health and well-being, activity, urban design, ludic, 
environmental design, optimal experience, everyday life, happiness, environmental 
psychology, risk 
 

Literature review 
 
City 

The urban literature is a fundamental basis of this explorative contribution of the dialectic 
discourse between “city” and “play” (Stevens, 2007). Within the urban design discipline 
researchers such as Jacobs (1961), Gehl (1987), Lynch (1960), Mumford (1937), 
Appleyard (1981) and Whyte (1980) brought back and pioneered the human dimension 
in cities.  

Cities are inherently complex, messy, constantly changing and evolving. Many theorists 
and thinkers have been trying to understand these systems. Ebenezer Howards visionary 
work from 1902 “Garden Cities of To-Morrow” (Howard & Osborn, 1965) saw country 
living as a solution to the overcrowded and unliveable conditions in cities at the time. 
Prominent architects such as Le Corbusier created radical new visions for these complex 
systems. His work “The City of Tomorrow and its Planning” (Corbusier, 1971), outlines a 
modernist radical vision with a strong underlying rationality in response to the unhealthy 
living conditions cities suffered under. Camillo Sitte argued strongly in the late 19th century 
for human scale in architecture and a functional approach to urban design (Larice & 
Macdonald, 2007, p. 35). Sitte’s work by large informed later the New Urbanism 
movement that rediscovered spatial qualities and function of the pre industrial cities in 
Europe, calling for more humanistic architects and planners. The critics of modernist 
planning and design were increasingly voiced from the 1950s onwards. Jane Jacobs 
(1961) and her pioneering approach to observations of everyday life in New York 
informed the development of her book “The Death and Life of Great American Cities”. In 
particular her work “The Uses of Sidewalks: Contact” (Larice & Macdonald, 2007, p. 80) 
creates a compelling invitation for researchers to pay attention to this perspective on 
everyday social life in urban spaces. Kevin Lynch (1960) links human values to city form 
and outlines theoretical characteristics with his work “The image of the city” capturing 
the city form beyond the individual experience. Jacobs and Appleyard capture in their 
essay “Towards an Urban Design Manifesto” theoretical qualities of city essential 
characteristics in order to identify aspects of a good urban environment (Larice & 
Macdonald, 2007, pp. 98-108).  

 



 

4 

Where in cities does play publicly occur? Throughout the contemporary urban design 
literature public spaces receive increasing attention. Jacobs’s human centred research 
approach to everyday life and the pioneering work of Jan Gehl (2013) in “How to study 
public life” created a new push in major capital cities to improve public spaces. At the 
same time many urban public spaces can be seen as places of control. Zardini (2005) 
sees the driving force of fear behind many contemporary design responses. Socially 
homogeneous controlled enclaves, gated communities, shopping malls or theme parks 
to name a few forms of manifestation, raising the question of what public spaces are left 
based on this fear factor. Zygmunt Baumann (2004; cited in Zardini, 2005, p. 20) 
suggests a ‘mixophilia’ approach in order to encourage and favour possibilities of a 
variety of stimuli. These are stimuli that are experienced by people of all ages in cities. 
Play includes a variety of stimuli and needs to be explored as part of a human centres 
urban design approach across the lifespan.  
 
Play 
Play is a cognitive process (Piaget, Gattegno, & Hodgson, 1962) that impacts on mental 
and physical human development and therefore affects the physical environment that 
surrounds us. Researchers who have previous looked at this subject in the urban and 
child context are Chawla (2015), Tranter & Freeman (2011), Malone (1999), Gleeson 
(2006), Salmon (2015), Gill (2015) and Lynch (1977). Tranter and Pawson (2001) envision 
a child friendly and sustainable city and explored how it may look. They found that it 
requires more than just a modification of the urban environment. They suggest that a 
shift in social values towards a shared responsibility of a community is needed. In a more 
general sense, which includes adults, researchers such as Stevens (2006), Caillois (1961) 
and Brown (2010) theorised the issue of play. In particular Huizinga (1950) laid out with 
his work “Homo Ludens- Vom Ursprung der Kultur im Spiel.” a much broader foundation 
to play and understood the human as a playful being. Play can be traditionally understood 
as something opposite, compared to something with long-term benefits (Goodale & 
Godbey, 1988). They also argue that play includes the freedom to attempt something 
and allow it to fail. Experiencing risk adds strength and depth of people’s experience in 
the world. Huizinga (1950, p. 45) outlines that, forms of play can occur in a much broader 
and higher context ’Play is a thing by itself. The play-concept as such is of higher order 
than is seriousness. For seriousness seeks to exclude play, whereas play can very well 
include seriousness’. Mouledoux (1977, pp. 52-53) made the remark that ‘the full variety 
of play forms only appears with the achievement of a certain maturity’.  
Woodyer (2012) argues that play has wrongly assumed to be an activity just for children. 
The topic of ‘play’ so far has generated limited academic engagement. She highlights 
that play offers a critical and ethical potential to generate a consciousness calling for a 
broader conceptualisation of the phenomenon. Sutton-Smith (1997), one of the most 
prominent researchers on play explores the ambiguity of play in several dimensions.  He 
highlights the complexity of a phenomena that applies equally to animals, children, adults 
and older people across different cultures. Stevens (2007) provides a valuable basis for 
the theoretical dialectic between “city” and “play” from an urban design theory 
perspective. The somewhat ellusive description of play allows various form of 
interpretation and angles for research.  
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Caillois (1961, p. 5) suggests that ‘play’ is a pure waste: waste of time, energy, ingenuity, 
skill, and often of money. However, it can take advantage of the surplus which exists in 
the natural world, achieved through human labour. The possibility for an underlying 
interdependency remains open. The human needs to engage in labour as well as in play 
to restore a healthy balance as part of everyday life. The act of creation (play) - the new, 
originates out of the chaotic uncontrolled and unproductive acts in life. The act of 
productivity (labour) is required to enable an environment where play can happen. Bataille 
(1985, p. 118 cited in Stevens, 2007) supports this argument by highlighting that society 
is defined by how it chooses to use or ‘waste’ its surplus and not by its mode of 
production. ‘Waste’ can be described as an exit strategy out of cycles of acquisition, 
productivity and conversation. Consequently, play is not a waste of time, but time filled 
with profound and rich experiences (Clark and Holquist 1984, p. 303 cited in Stevens, 
2007, p.32) for all ages.  
 
Health and well-being in the city 
A broad variety of definitions exists relating health and well-being to urban design. These 
definitions range from liveability, environmental quality to quality of life as well as 
sustainability (van Kamp, Leidelmeijer, Marsman, & de Hollander, 2003).  
The World Health Organisation (WHO), (2006) defines health as a “state of complete 
physical, mental and social wellbeing, and not merely the absence of disease or infirmity”. 
Health is also associated with social determinants, which are easily found in an urban 
context. The healthy cities movement has been in place for almost 30 years and design 
elements that can transform built environment into a healthy setting being increasingly 
understood. The academic discourse includes research on Active Living within the city 
context as well as design interventions for better health outcomes. Compelling evidence 
that the built environment can affect is health and well-being has been complied by 
Dannenberg, Frumkin, and Jackson (2011).  
Sallis (2016) found that design of the urban built environment can offer considerable 
benefits to people’s level of physical activity. Suitable spaces for physical activity in cities 
include open space networks where contact with nature is possible. The biophilia 
hypothesis supports this and suggests a distinctive bond between humans and other 
living systems (Beatley, 2011). Studies demonstrate that pocket parks can increase 
physical activity in low income neighbourhoods and conclude that in association with 
playground spaces they are perceived as attractive and safe (Cohen et al., 2014). 
However, until now play and health has been researched predominantly within the child 
context (Alexander, Frohlich, & Fusco, 2014a, 2014b; Sturm, 2010). Malone made the 
critical remarks that the growing rate of urbanisation has an impact on children and that 
associated changes in communities requires attention. She articulates that urban 
systems are often described as ‘overcrowded, unsafe and polluted environments which 
provide little room for learning, play and recreation’ (Malone, 2001, p. 9). But with 
increasing urbanisation and densification, cities become more and more a home by 
choice. These cities contain neighbourhoods with all their social and environmental 
attributes that are important for the children’s independent development. Research in 
environmental health created a bridge exploring the subject and object relation beyond 
the individual experience. Urban design characteristics can affect whether the 
environment is perceived as attractive, safe, vibrant or dangerous and therefore impact 
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the level of physical activity among the entire population. Healthy environments create an 
opportunity to improve one’s overall health and well-being as they generate places and 
space for social interaction, safety and more choices with respect to how people move 
around and spend time (Frank, 2003, p. 8).  
Environmental psychology offers another intriguing entry point into the phenomena of 
play, linking it to the environment and subsequently to health and well-being.  
Gibson created the affordance theory- the meaning that an object can afford something 
for the subject (Gibson, 1979). The interplay of the subject and object offers an 
opportunity to engage in an optimal experience. This type of experience  has been 
studied extensively by the happiness scientist Csikszentmihalyi (1989). His theory of flow 
suggests that a state of mind can exist where the person is fully immersed in an activity 
in the moment. Combining both theories and interrogating the evidence in the nexus 
between physical and mental health offers a novel entry point into the research project 
on the phenomena of play in the city context.   

Purpose of research  
 
Aim 
To explore the dialectic of play in cities and gain a deeper understanding of the 
phenomena as part of people’s optimal experiences in everyday life environments in the 
broader context of health and well-being in urban design.  
 
Objectives 
In order to achieve this aim a set of associated research questions have been developed 
guided by the work of White (2009).  
Questions: What makes spaces optimal for play in cities? 
 What are the environmental triggers that support play in cities? 
 How can play contribute to or create health co-benefits in cities? 
 
Significance 
The literature review indicated that many researchers express concern and critiqued 
contemporary trends in urban lifestyles in particular around the marginalisation of human 
centredness in design, processes and policies. The current research debates centre 
either around place making, child participation, active travel, green infrastructure or health 
and well-being in urban systems. There is a research gap requiring an interrogation of 
changes in space based on playful behaviour across the lifespan that can impact health 
and well-being in cities. This contribution will focus on the novel approach of exploring 
the phenomena of play as an optimal experience in cities internationally in the nexus of 
space, place, health and well-being. Based on Lefebvre’s (1991) concept of the 
production of space this research project may not just provide answers to the guiding 
research questions but perhaps bring the academic debate closer to a more human 
centred urban design approach of cities that enable more opportunities for optimal 
experiences through play.   
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Research paradigm  
 
The following section explains the position paradigm and provides a rational account of 
the proposed framework for the exploration of the everyday lay phenomena of play as 
an optimal experience in cities. The section also outlines the theoretical basis in relation 
to the research questions (White, 2009, p. 24). 
Dilthey identified that the ‘most fundamental form of human experience to be lived 
experience, first hand, primordial, unreflective experience.’ He highlights that ‘willing, 
feeling, thinking, imaginative and creative human being interaction with the physical 
environment and with other human beings’ form parts of this experience. The 
consequence is the process of creating their own world (Blaikie, 2007, p. 119). Clues of 
this world can be expressed in gestures, facial expression, informal rules of behaviour, 
works of art, buildings, tools, literature, poetry, drama, laws and social institutions. An 
objectification of everyday life occurs through our thoughts, actions, leading to impacts 
on the physical environment.  
Heidegger was influential in the development of contemporary hermeneutics. He argued 
that in an everyday world, the need to understand occurs only when something does not 
work properly or something goes wrong. Heidegger’s view differs from Dilthey as he 
believes that all understanding is temporal and not visible for humans outside of their 
social world (Blaikie, 2007, p. 123). Time, space and place form integral part of this 
research project, therefore a contemporary hermeneutic approach that includes a spiral 
interpretation will be applied (Schökel & Bravo, 1998, p. 74). This will be relevant to the 
research as part of the exegesis as well as part of the reflective data analysis.  
This research projected is founded ontologically from a constrained idealist as well as 
cautious realist with subtle phenomenology as the preferred perspective. An abductive 
research approach that draws on a spiral process of everyday social life and actors may 
have the best chance of providing meaningful insights to this research endeavour. 
Giddens highlighted, that ‘while it is not necessary or usually possible for social 
researchers to become full members of such groups or communities, it is necessary that 
they learn enough about these ways of life to be able to participate in them at least to 
some degree.’ (Giddens cited in Blaikie, 2007, p.96). Lefebvre’s concept the “production 
of space” lends itself as the vehicle to gain conclusive data and insights of the lived, 
perceived and conceived space.  
 
Hall notes that ‘Lefebvre's laudable project to find a bridge between experienced space, 
representation of space, and spaces of representation has proven too be hard to put 
into operation empirically. The crucial link between the construction of place in 
representation and at the level of everyday experience has not been demonstrated.’ 
(2003, p. 132; cited in Miles, 2004, p. 113). While acknowledging the difficulties and 
empirical challenges, creative research through a heuristic device such as play offers a 
novel pathway to revisit Lefebvre’s concept. The aim is to apply a set of qualitative 
methods within the constructionism epistemology research paradigm. 
 
The following figure 1 outlines the interconnection of the triad of spaces in relation to 
human subject- object relationship, which is based on the affordance theory of Gibson 



 

8 

(1979). Every human can experience these three spaces. The lived space represents the 
emotional space, the realm of memory, personal history, imagination and is also called 
the space of representation. The human can give and receive meaning through the 
environmental affordance from the perceived space or the experienced space. This 
space is the material dimension based on objects where everyday life happens. The 
conceived space or representation of space, as the third space, can only be constructed 
by us. It is an abstract, theoretical and cognitive understanding of space and is often 
used by urban designers and architects.  
Despite the fact that maps can be comprehended by designers, they support 
predominantly an environmental affordance from the lived space. A map alone won’t 
directly affect the perceived space without the lived space. The illustration of the theory 
includes my stance in relation to opportunities for studying space- place relationships 
and to harness empirical data.  
 
Informed by the theories, this research project will explore playful behaviour in a case 
study context and interrogate data in light of the research questions. The anticipated 
findings evoke the possibility to contribute to the generation of a new theory.  
 

 
Figure 1: Lefebvre’s triad of space and the environmental affordance  
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Methodology, methods and process 
 
A transpersonal inquiry into human experiences (Anderson & Braud, 1998, pp. p.256-
283) on play as part of an urban case study approach, will draw on a three phase 
qualitative research method approach to gain data.  
Based on Yin (2009, p. 48 f.) a single embedded revelatory case design on the 
phenomena of play has been selected for this research project as illustrated in figure 2. 
The interrogation of different cultural aspects on play in cities can more effectively studied 
if the case definition is consistently applicable to all embedded units and subunits. The 
nominated embedded units are the following three different urban environments: 
Potsdam or Kassel in Germany, Hanoi in Vietnam and Canberra in Australia. The rationale 
behind the selection of each unit lies in the existing research collaboration and the high 
degree of familiarity. Each unit has distinct cultural conditions to allow cross cultural 
examination of the phenomena. Contrary to the unit each subunit will be consistent 
throughout the case study and include the urban morphology of the street environment 
based on its high level of place function within cities (Kelly, 2012). Donald Appleyard 
(1981) stresses that “People have always lived on streets. They have been the places 
where children first learned about the world, where neighbours met, the social centres of 
towns and cities” (cited in Kelly, 2012, p. 30). Two different types of streets will be subject 
to interrogation the pedestrian zone and shared spaces. This is important in order to 
narrow the scope and to generate conclusive results from similar environmental 
conditions. Clear classification and rationale behind the selected units, cities, and 
subunits, the street environment as urban morphology, will assist in overcoming 
weaknesses of a single case study approach, including the uniqueness and potential for 
misinterpretation (Yin, 2009).  
Conclusive results can be validated between subunits revealing useful information in 
relation to the overall case.  
At the same time the research project may require a high amount of time and resources. 
Each embedded unit will be subject to the same methodological approach, require 
observation for at least 10-15 days (including weekend) in street environments within the 
identified unit as suggested by Matisziw (2016). The process involves multiple phases of 
data collection and will be able to provide a greater breadth of perspectives around the 
applied lens of playful behaviour.  
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Figure 2: case design approach for play in cities (adapted from Yin 2009) 
 
Precondition analysis  
The preliminary site inspection will verify suitability for research based on the local 
conditions. The selection of hotspots and vantage points will be selected based on the 
four minute walk method (Bosselmann, 1998), that refers to a walking catchment that 
and be easily reached by walking.  
Validation: An integrated part of the methodology is the verification of procedures with 
tests of validity and its reliability of the associated findings.  
The data collection shall comply with the following rules (Kleining & Witt, 2000): 

• The research person should be open to new concepts and change his/her 
preconceptions if the data are not in agreement with them. 

• The topic of research is preliminary and may change during the research process. 
• Data should be collected under the paradigm of maximum structural variation of 

perspectives. 
• The analysis is directed toward discovery of similarities.  
 

The observations are based on Lefebvre’s conceptual triad of the production/ 
construction of space in the context of ‘play’ (Barron, 2016):  

• Perceived space (physical and material dimension of space); 
• Conceived space (ideality, theoretical, cognitive understanding of space); 
• Lived space (emotional experience of space, personal history, memory).  

 
Each direct observation is based on the same design method and will be deployed at 
each unit and subunit. Accessible urban spaces for everyday life were targeted. The 
figure 3 shows a matrix that has been applied to identify and filter the most appropriate 
methods. The methods have been tested on the unit of Potsdam with its subunit 
Brandenburger Strasse to confirm suitability and eliminate potential conflicts.   
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Figure 3: Method selection matrix  
 
Phase I 
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unobtrusive, easy to use and deal with long lasting impacts of the phenomena.  
Instruments: photography, video, drawing and diary.  
Justification: The first method will be the observation of physical traces in order to harvest 
imaginative elements in an unobtrusive manner (Zeisel, 1984). Traces are by- products 
of uses, about what people do in spaces.  
After each physical trace exercise, questions about the cause, the creator and analysis 
that led up to the event. Another benefit of physical traces is that they are sometimes 
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durable and do not quickly disappear, making it easier to come back again and revisit 
certain traces.  
Also it is an inexpensive method to gain information.  
 
Phase II 
The second method will be observation of human behaviour with a dynamic process 
approach. The phenomena will be tested in the natural context against the underlying 
objectives from several vantage points. The specific location of observation is consciously 
left open and will undergo field testing. Subject to testing will be from an outsider 
perspective. Prior to undertaking this type of observation the participants will be 
approached and asked for informed consent. If consent is given this research project will 
capture and include their lived experience. 
 
Method:	Direct observation and behaviour mapping allow data collection of physical 
behaviour of human activity and the relationship that sustained them. Hall (1966) 
described in his book “The hidden dimension” descriptions of how people behave in 
public spaces. By focusing on the natural setting he found the importance of 
communication in the spatial dimension.  
Instruments:	video, diary, drawings.	
Justification:	Observation is both empathic and direct. It deals with dynamic objects and 
allows observation to be variably regarding the level of intrusion (Zeisel, 1984, pp. 111-
116). Props such as exercise stations, benches, water fountains, stairs, small walls may 
assist as starting points for observation. It is anticipated to gain insights by exploring the 
behaviour on the subject matter suitable to the local conditions. A pre-coded matrix 
based on classification of play behaviours will be used in order to make findings more 
easilly transferable and conclusive. The level of structural data variation will include 
information before, past and present, before and after its occurrence, different situations, 
from different respondents, if possible from different times and cultures (Kleining & Witt, 
2000).  
 
Phase III 
The third method aims to gain further insights in relation to the degree of quality 
experience and lived space through expert sampling as a purposive sampling 
technique. The selection of interviewees or experts is based on the observation of a 
high level of playfulness in the participant at the time of observation. This qualifies the 
participant to become a person with special expertise sharing valuable insights as a 
cornerstone of this project. 
 
Method:	unstructured interviews will allow this research project to gain valuable insight 
into the lived experiences of the participant and access information from their own 
memory.	
Instrument:	documentation, video recording. 
Justification:	The maximum level of intrusion into the everyday lived experience of the 
experts is through a short unstructured interview. Why unstructured? Play can occur in 
various unstructured forms and varieties. By confronting the interviewee with structured 
or semi structured answers the flow of playfulness may be interrupted. However, the 
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research project aims to capture the essence of the pure ontological state of the 
participants who engaged in playful activity as well as their spontaneous reaction towards 
feeling within the space and context.  
	

Ethics  
 
The Ethics Committee of the University of Canberra granted approval on the 20th July 
2016 under the number 16-142 until 19 July 2019. 
Children are not targeted, nor will be engaged. The cultural familiarity is given, based on 
previous work experience in the selected countries. Cultural sensitivities will be raised 
and addressed with partner institution prior to fieldwork. The level of study envisaged 
does not reach into dedicated playgrounds or sport fields as observation will take place 
in street environments only. To ensure best outcomes for this research the opportunity 
to be accompanied throughout the fieldwork whenever possible is welcomed.  
In order to mitigate the risk, the research activity would remain in the public realm at all 
times in spaces with high visitor frequency.  
 
Signs: Posters in the respected language indicating a research investigation will be 
publicly displayed. The signs only indicated that there is an observational research project 
is in process. Please note that the signs purposeful do not show the type of behaviour 
subject to observation as this may generate a bias towards playful behaviour in the 
observed people.  
Information flyer:  Information flyer in the respected languages will be available at all times 
during the observation, so that curious people can obtain further details about this 
research project.  
Consent form:	A short consent form will be handed out to the approached individual or 
group. This form will be translated in different languages and available in sufficient 
quantities during the fieldwork.  
Level of engagement:	In case there will be an opportunity to be invited in a playful activity, 
feelings of the experience and space in a self-reflective manner will be captured. This will 
also become a form of this data.  
 
The interviewee will remain anonym at all times, unless expressed otherwise. After or 
during each interview it must be ensured that the interviewee will have an opportunity to 
choose his or her level of participation in this research project.  
 

Resources  
 
The resources required to carry out the research is estimated in total around 20,561 
AUS$ (table 1). The amount includes cost for research related travel, accommodation, 
out of pocket expense and visa costs. Estimated figures originate from quotation of 
internet platforms such as skyscanner, trip advisor, AirBnB and embassies. The overall 
cost estimate includes 10 percent contingency. Parts of the required resources will be 
covered through the UC research scholarship (out of pocket expense) and a research 
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scholarship from the DAAD and Universities Australia (travel to Germany). The remaining 
cost will either be covered by the external research provider Urban Synergies Group or 
funded privately.  
 

Budget items Number of items Cost per item Total cash cost Notes  
Canberra- Vietnam 
economy airfare 
return 

1 1200  1200 Singapore Airlines 

Visa 1 200 200 Vietnamese 
Embassy- Multi entry  

2 month 
accommodation  

1 3000 3000 Stay via Airbnb or trip 
advisor 

8 weeks per diem 8 480.77 3846.16  
Canberra- Germany 
economy airfare 
return 

1 2600 2600 Singapore Airlines 

2 month 
accommodation 

1 4000 4000 Stay via Airbnb or trip 
advisor 

8 weeks per diem 8 480.77 3846.16  

Contingency   1,869.23 10 percent  
Total in AUS$   20,561.56  

Table 1: Resources at a glance  
 

Timeline  
 
The research timeline has been developed on a best case and full time engagement 
model (figure 4). Milestones and report deadlines have been included.  

 
Figure 4: Timeline PhD research project  

Source:	own	illustration

Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec

Getting	Started

Proposal

Course	work

Research	Introduction

Ethics

Confirmation

Lit.	review

Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec

Year 2 2017

Analysis

Exegesis

Creative	output	(book)
Annual	Review

Writing

Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec

Year 3 2018

Final	Revisions

Editing Hols

Submit!

Fieldwork	Germany

Fieldwork	Canberra

Fieldwork	Vietnam

Writing

Annual	Review

Hols

Hols

Hols

Based	on		year	full	 time	model	 (timeline	would	double	 in	part	time	scenario)

Analysis

Creative	output	

Exegesis

Year 1 2016

Writing
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Proposed thesis structure 
 
The proposed thesis will have two research outputs, based on a model of creative arts 
based research (figure 5).  
 

	
Figure 5: Thesis structure 
 
Exegesis 
The exegesis will be based on the research question. This model will enable as well as 
facilitate a dynamic process that helps to theorise, contextualise, validate and present 
the research. It will include an introduction, a comprehensive literature review ranging 
from topics such as play, city, space, place, health and well-being and culture. The 
methodology can be explained, discussion and critical reflected upon within the data 
analysis. The total length of the exegesis is estimated to be around 40.000 words 
(Milech & Schilo, 2004).  
	
Creative output 
The creative output will be either a book or exhibition on the subject. However, a 
publication will be able not just be informative, but enable discussions and policy 
debates over longer time periods. Distribution is somewhat easier. Readers will be 
invited to engage online. A virtual exhibition can have distinct characteristics as an 
interactive platform, where people can submit, share and upload playful activities in 
cities across the globe.  

Play and city

Creative 
output

Exegisis

Introduction,
Background 
Information,
Definition,

Classification

Literature review
Play 
City

Space
Place

Health and well-being

Methodology
Methods that enable a better 

understanding of the dialectic on 
perception/ experience of everyday 

life spaces/ places 
Rational/ 

approach to 
case 

studies

Unit & 
Subunit 1
(Germany)

Unit & 
Subunit 2 
(Vietnam)

Unit & 
Subunit 3
(Australia)

Analysis
Conclusion/ 

theory 
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