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Foreword

Doncaster Civic Trust is a local charity which works for the 
preservation and conservation of historic buildings. We also 
promote high standards of new building design and 
landscaping. 

In addition, we want to  improve public awareness of the built 
and natural environments so that people feel more able to 
influence new development in Doncaster. 

This ‘Toolkit’ has been produced as part of our new education 
programme, to help Doncaster’s young people have a better 
understanding of the places where they live. The ‘Toolkit’ has 
been created in partnership with the University of Sheffield and 
with input from Doncaster Council.

It is intended to be a fun way of learning about Doncaster’s 
wonderful heritage of buildings and places, how they were 
planned and how we can think about the type of towns and 
villages in which we want to live in the future.

John Holmes

Chairman of Doncaster Civic Trust

First client meeting: Live Project group 09 meeting Doncaster Civic Trust (26 September 2012)
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The ‘Toolkit’ is an interactive learning resource, which aims at 
getting young people in Doncaster to engage with the local 
architecture and built environment. In a wide range of 
activities, young people have the opportunity to improve 
their observational and analytical skills. Young people will be 
involved in an open exchange of ideas and experiences, 
encouraging students to become active agents of change in 
their community. The Toolkit strengthens collective creativity 
and the playful side of design, focusing on users’ real needs 
and receivers of architectural innovation. 

Live Project Group 9, a group of eleven architecture master 
students from Sheffield’s School of Architecture, collaborated 
with the Doncaster Civic Trust, Doncaster Council and Lisa 
Procter, to develop the concept of the ‘Toolkit’.
 
In the process of this research and design project, we have 
also worked with Bentley New Village Primary school, Balby 
Youth Centre, Architecture Live group and Doncaster’s Youth 
Council, as well as the membership of Doncaster Civic Trust.

Through Doncaster- specific activities, young people will be 
prompted to explore the local history, culture and consider 
the legacy of the decision making of local authorities concern-
ing the built environment. As the built environment surrounds 
us and shapes the way we live, young people will begin to 
understand how important it is to be actively involved in the 
process of place-making. Students will be asked to innovate, 
and create visions for the future they wish to have.

Introduction
A ‘Toolkit for Doncaster’: explaining the concept

Who developed the concept?

Engage. Explore. Invent
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Workshop with Bentley New Village Primary school.

Live Projects

A few words about Doncaster Civic Trust

The Live Projects are a pioneering educational initiative 
introduced by the School of Architecture at the University of 
Sheffield. The projects draw on the School’s exceptional 
research base as well as the commitment, vision and 
resources of its students and staff. Architecture students work 
in groups on Live Projects with a range of clients in a period of 
six weeks, with a real budget.

For more information about the projects, visit the School’s 
Live Project website:

www.ssoa.group.shef.ac.uk

Doncaster Civic Trust is an independent group of local people 
interested in Doncaster’s heritage. The Trust aims to promote 
high standards of planning and architecture in the area, 
educate the public in the geography, history, natural history 
and architecture of the area and secure the preservation, 
protection, development and improvement of features of 
historic or public interest. The Trust also awards bursaries to 
Doncaster students who wish to study architecture and related 
subjects

For more details about the Trust, including membership, 
please visit our website.

www.doncastercivictrust.org.uk
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How to use this guide

The ‘Toolkit for Doncaster’ is a series of activities and 
workshops which are intended to help develop basic 
architectural skills and their application to understand the built 
environment of Doncaster. 

This handbook is to be used by teachers or facilitators as a 
guideline on how to conduct activities and workshops to 
achieve this goal. 

The guide is divided into 3 chapters each focusing on one 
topic, while introducing new ways of investigation and the use 
of a range of expressive media:

1. How to become an Architect: This chapter contains a series 
of brief classroom based activities which help the users 
develop knowledge of key architectural topics and skills.

2. [Re] Discover Doncaster: The chapter includes indoor 
classroom based activities aimed at orienting the users to 
explore their town and the built environment. 

3. Site Specific Activities: This chapter is based on using the 
skills developed from the previous chapters and applying them 
on real site scenarios in the town. 

These chapters are to be linked together and cross referenced 
to ensure that efficient results are achieved. However, the 
guide is suggestive, and allows workshop facilitators to adapt 
the nature of the activities to fit the local environment, 
curriculum requirements and time limitations.
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All the workshops or activities are structured sequentially, so 
students move from introductory activities, to studio 
development (mind mapping, design work), to site visits 
(where applicable) and ending with a series of reflective 
activities.

Activities are organised as indoors and outdoors. The majority 
of chapter one and two activities are classroom based, with 
chapter three being site-specific field work activities. 

All of the activities are colour coded and numbered under their 
theme. On the margins of each page you will find symbols 
which describe the nature of the activity (indoors, outdoors, 
write, mapping) and the time each activity requires. 

Here is a glossary of the key symbols:

How is this guide organised?

Indoors

Outdoors

Time needed

Discussion

Draw/design

Model making

Pin on a map

Mapping activity

Write
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Apart from this document, the website is another source for 
instructions on how to conduct the activities. All the activities 
are available to all on the website, at: 

www.doncastertoolkit.co.uk

Any maps, workbooks or tools required for the activities are 
provided on the website on the ‘Download Resources’ tab, 
which you will find on the main menu. The information 
provided on the website is directly associated with the 
activities in this guide and is an important resource which 
should be exploited in order to effectively conduct the 
activities.

All the activities are colour-coded to represent the chapter and 
theme they fall under. Each theme has its distinct number and 
colour, which is the same for both the print document as well 
as the website. 

Digital media
Website

For instance, Activity 4: At your fingertips, is the same number for both the guide and the website.
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The mobile phone application was developed as an 
interactive game that can be used alongside the activities within 
the Toolkit, as well as a stand-alone tool. It aims to help the user 
discover the history behind Doncaster’s current form and built 
environment through a series of walks.

There are two games available for users:

Game 01: From Roman times to the 1300s
In this game, users are asked to discover three of the four gates 
that were used as the main entrances into the medieval 
township of Doncaster. Users need to use the clues and the 
GPS on their smartphones to check in at the four gates.

Game 02: Walk through time
Focusing on Waterdale, this game challenges its users to create 
a timeline of the area by checking in chronological order, from 
the oldest to the most recent building in the area. Once again, 
users are asked to follow the visual clues and hints with the 
GPS on their smartphone to complete the task.

As this is a website-based application, all you need to do to 
access the games is to visit the following link from your 
smartphone: www.doncastertoolkit.co.uk/map/ . Or visit the 
main website (www.doncastertoolkit.co.uk) and select ‘Launch 
the Web App’ from the main menu. 

Make sure the GPS is enabled on your device whilst you are 
playing both games. To start the game, check in, so you can 
map your location and move towards the first point. At every 
point you will receive some facts about the place and a clue 
so you can progress to the next point and complete the game.

The mobile phone application was designed and developed by 
Adam Park, Integreat Plus, in collaboration with Eirini 
Christofidou, University of Sheffield, and with the help from 
members of Doncaster Civic Trust. 

Mobile phone application
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Boardgame

The ‘Donny know it all’  is a game designed to promote a 
playful way to learn more about Doncaster and its built 
environment.

Donny know it all?

What’s in the game?

The four coloured coded categories are:

The aim of the game is:

The game is for 4 players or 4 teams.
It includes:
1 stencil for players to use to create their own game pieces 
144 question cards, including 16 bonus cards (divided into 4 
categories)
16 game starter question cards (distributed in the 4 stacks)

St. George’s Minster 32 questions & 4 site bonus 
questions & 4 game starter question cards

The Markets, Corn Exchange & South Parade:  
32 questions & 4 site bonus questions & 4 game 
starter question cards

Sir Nigel Gresley Square: 32 questions & 4 site bonus 
questions & 4 game starter question cards

Hyde Park Cemetery: 32 questions & 4 site bonus 
questions & 4 game starter question cards

The aim of the game is to win the title of the ‘Donny know it 
all’ champion of Doncaster! This title will be given to whoever 
reaches the finishing circle first.

The game is designed to engage children in a fun and 
playful way by showcasing all of the accumulated knowledge 
that they already have, or have gained by completing some of 
the activities in this guide. The four site categories were 
chosen because of the role that they have had in making 

8



Doncaster’s built environment a culturally rich and 
historically important place.

Players make their way around a walking route in 
Doncaster, which passes by each of the four important 
sites. The game takes a question and answer style format, 
where players take it in turns to ask each other questions, 
giving them three potential answers about the rich cultural 
and historical importance of Doncaster and built 
environment.

Hyde Park Cemetery

 Q Patrick Stirling is burried in Hyde Park 
Cemetery, but what did he do for a living?

a) He worked at Doncaster Dome
b) He was a Locomotive designer
c) He founded Primark

 Q What type of scenes do some of the cast 
iron decorations depict within the Corn 
Exchange?
a) City life, with business men working in offices

b) Farming life, with shire horses & lambs

c) Leisurley life showing a man reading 
    a book The Markets, Corn Exchange 

&South Parade

How to play:

1. Take the four decks of cards out of the Toolkit and place 
them on the table. 

2. Remove the Starter and Bonus questions from each 
pack and place them in to two separate piles.

3. Create your own game piece to represent you or your 
team, using the stencil in the Toolkit, Create the game 
piece by drawing the outline on a thick card. Cut around 
the outline and colour it in. Finally, create a simple base for 
the piece, using some blue tack and place it on the start 
circle.

The question cards have questions on both sides. The answer to the question is always 
on the same side and highlighted. Therefore, you will not need to worry about covering the 
card when playing. 

The two images shown above show the layout and colour scheme of the question cards. 
On the left, you can see a card for the Hyde Park Cemetery site, with its respective icon and 
colour you can see on the boardgame. On the right, you can see a question card for the 
Market Place.
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4. Each player/ team should take one starter question and 
not show it to any other players (unless they are on your 
team!)

5. Take turns to ask each other a starter question. The 
answer that the player gives will determine which coloured 
circle they will start the game on. The correct answer is 
highlighted in green.

6. After you’ve answered your question, move your piece 
to the nearest corresponding coloured circle to your 
answer.

7. Each correct answer on a circle allows you to move 
three steps forward.  If you land on a Bonus site circle you 
are allowed to move two-steps extra forward (5 in total) for 
this go.

8. The correct answer is highlighted with the category 
symbol and colour on each question card.

9. A player must give a correct answer before they can 
leave their circle and continue moving forward.

10. Take turns to answer the question for each circle where 
you land. Any other player draws a card and asks you the 
question for the color-coded category of the circle, which 
you have landed on.

11. If you land on the final blue circle before the finish you 
will need to answer a game-winning question to move the 
final space to finish!

12. The first person to reach the finishing circle will be 
named the ‘Donny know it all’ champion of Doncaster.

10



The Markets & 
South Parade

The questions in the game take you in a route through four important sites: Hyde Park 
cemetery, Sir Nigel Gresley Square, Corn Exchange market and St George Minster. 11





How to become an architect?

In the following chapter you will be introduced to a series 
of brief activities that will help you develop the skills that 
are essential for an architect. The activities are developed 
in such a way that they can be carried out in a small time 
frame in the classroom using readily available objects. They 
have been sorted into sets which will help the students 
develop basic knowledge of key architectural topics and 
skills.

The topics that will be introduced are:

  Scale
  Acoustics
  Colour
  Materials and Textures
  Structure
  Light and shadow
 
The activities are designed to engage the students and 
stretch the boundaries of their imagination and creativity, 
along with helping them discover new interests and talents. 
They will also become more aware of their built 
environment and develop an appreciation for architecture.



Scale trail 

5 minutes

Aims:

Introduction:

In this series of activities, students will learn about scale and 
proportion in architecture. They will also begin to understand 
the relationship between human and building scales.

Begin the activities on scale and proportion with a 5 minute 
discussion in the classroom. Use the students’ journeys to 
school as a tool to explore scale and proportion in the built 
environment. Here is a list of suggested questions you can 
pose: 

Let’s think about your journey to school:

What types of buildings do you pass on your way?

Which is the biggest /smallest building? 

Why are they of different scales? 

Does the biggest building have the biggest number of users? 

Is the biggest building the most important building on your way to 
school?
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Activity 1a: Mini-me

20 minutes

Aims:

Tools:
Instructions:

Outcomes:

The aim of this activity is for students to learn about scale and 
proportion in architecture, by creating a scale model of 
themselves.

paper, drawing material, rulers

Paste sheets of newspaper on the wall.
Allow students to pair with a friend, and ask them to make an 
outline of their classmate on the sheets of paper. 
Next, help them to measure the height and other parts of their 
outlines. Students can record their findings on the 
newspaper on the wall, or simply draw a rough outline of their 
bodies on a piece of paper and write all the measurement 
there.
By using measuring tools, either rulers or string, or rope, ask 
students to divide the measurements by 20 times. After they 
have the new proportions of their bodies, ask students to rec-
reate themselves using the scaled measurements on 
cardboard and cut it out.
Encourage students to give this cut-out a name, emphasise 
that this is a model of themselves in the scale of 1:20.

An understanding of scale, proportion and the relationship 
between human and building scales is developed.
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35 minutes

Activity 1b: Made to scale

Aims:

Tools:
Instructions:

Outcomes:

By building a model appropriate for the 1:20 figure, students 
will begin to understand the importance of scale and 
proportion in architectural design. 

card, drawing materials, model making materials

Using the materials provided, help students model a building in 
a scale suitable for their named cut-out. Highlight the fact that 
they need to consider the purpose of the building, the overall 
size and dimensions of the doors and windows. 
Finally, invite the students to compare their models among 
themselves. 
End this activity, with a brief discussion on what the students 
have discovered during this activity.

An understanding of scale, proportion and the relationship 
between human and building scale is developed.
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5 minutes

Aims:

Introduction:

The principal aim of the two following activities is to help 
students explore how materials and space affect the acoustic 
performance of the environment.

As a preparatory exercise, ask students to remember their 
journey from home to school and their way to the classroom.
In a 5 minute discussion, ask them to describe which spaces 
were the loudest and which were the quietest.

There are different factors that can make a space noisy or 
quiet, you can facilitate the discussion with the following 
questions:

Was the space densely populated?

Was the space empty of any furniture and people?

Did the space have a high or low ceiling?
 
Did the space have a any openings, like doors and windows?

What materials was the space made of?

Sound around
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15 minutes

Aims:

Tools:
Instructions:

Outcomes:

By exploring the acoustic performance of different spaces 
in school, students will begin to understand the relationship 
between materials and acoustics in architecture.

online resource, drawing materials

Visit different spaces in the school with your students, such as 
the stairwell, the corridor, and the classroom; make sure you 
cover spaces of various sizes and of different 
materiality.
Instruct students to clap their hands and listen how the sound 
resonates in these different spaces. While performing this 
activity, you can ask the following questions:

1. What is the difference among the sounds in these spaces? 
2. What materials are used on the surfaces of these spaces 
(hard, soft)? 

Using the table, which you can download and print from the 
website, help students record their observations.

Begin to understand how the size of a space and its 
materiality affects its acoustic performance.

Activity 2a: Hear me out
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40 minutes
Tools:

Instructions:

online resource, model making materials, cardboard 
boxes, acoustic testing materials

Firstly, students need to make a few frames using the boxes 
that can fit over their head, by cutting openings on the sides. 
From their selection of acoustic testing materials, students 
need to select different types of materials for each box and 
cover the openings of the box.
Help students to fit the sound boxes on the head and ask 
them to observe how their voice changes inside each box and 
how sounds change outside the boxes. All of their findings can 
be recorded on the table which can be found and downloaded 
from the website.
Complete the activity by discussing their findings in the 
classroom.  There should be a focus on how materials distort, 
absorb, or reflect sound.

Aims:

Preparation:

As students participate in this experiment, they will investigate 
the correlation between different materials and how they affect 
the acoustics of a space in more detail. 

In order to do the following activity, remind students to bring a 
variety of materials such as: cloth, paper, foam, plastic, wood 
and boxes big enough to cover their head.

Activity 2b: The sound box

Outcomes:
A basic understanding of acoustics and its relationship with 
materials and spaces is developed.
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5 minutes

Colour my world
Aims:

Instructions:

In the following two activities, students will begin to recognise 
the impact of colours on spaces.

Use students’ way entering the classroom from the school’s 
entrance as a base for this activity. The point of this mind map 
is to make students think about the impact of colour in spaces. 
Ask the following to initiate the discussion:

1. What spaces do you come across? 
2. What colours catch your attention and how do they make you feel?
3. Would you like to change the colours of any areas in your school? 
If yes, why so?

20



20 minutes

Aims:
Through an exercise of observation and analysis of spaces, 
students will recognise the impact of colours on spaces and 
their users.

Activity 3a: Colour scholar

Tools:

Instructions:

Outcomes:

online resource, drawing materials, magazines, 
newspapers

Take a walk around selected spaces of the school where you 
will experience a variety of materials, colours and sizes.
On the sheet with the colour board, which you have previously 
downloaded from the website, ask students to record their 
observations. Direct them to look at the colours used in these 
spaces on the walls, floors, ceiling and furniture. 
While the students are filling in the colour board, ask them to 
write words describing the atmosphere of each space. Use 
questions that will evoke an emotional response such as: 

1. Does this space/colour make you feel happy, cheerful or dull?
2. What effect does this colour have in this space?
3. What effect does the same colour have in different spaces?

Upon your return to the classroom, allow students to discuss 
their findings.

As a result of the colour board, students will notice the 
relationship between colours and the atmosphere of each 
space in their immediate environment.
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20 minutes

Aims:

Tools:
Instructions:

Outcomes:

Students participate in a design activity, which will put their 
previously acquired knowledge on colours and their impact 
on spaces into practice. The goal for this activity is to prepare 
alternative visions, using colours to change the classroom’s 
atmosphere.

paper, drawing materials

Briefly introduce the project as an opportunity for the students 
to design their dream classroom.
How will they do that? By beginning to draw an outline of the 
existing classroom highlighting the different elements of the 
room, for instance the doors, windows, furniture, and so on.
After the students have completed the first part of the activity, 
ask them to  redesign the classroom using colours they would 
like to see on the walls and other elements. The colour boards 
completed in activity 5, can be used for reference.
Students can then present their designs and their reasoning 
behind their choices of colours, to the rest of their class.

With this simple design activity, students use their creativity 
and the outcomes of the previous exercises to make their own 
dream classroom, that will have their preferred 
atmosphere.

Activity 3b: Change my mood
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5 minutes

Aims:

Instructions:

It is important for students to start appreciating materiality, 
and engage with the built environment on a small scale. 
The following activities aim to develop an understanding of 
material, textures and spaces.

Thinking of the students’ journey from home to school, ask the 
following questions, which focus on local materials and the local 
built environment:

1. What materials are used in various spaces?
2. How are materials used for the streets or the façades of the buildings?
3. What is the difference in the textures of the materials used in various 
spaces? Are they rough or smooth?

At your fingertips
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20 minutes

Aims:

Tools:
Instructions:

Outcomes:

In an exploration of materials in the surrounding environment, 
students will begin to engage with the built environment in a 
more physical manner.

online resource, drawing materials

Take a walk with your class around selected areas inside and 
outside your school.  Stop at spaces that have a unique or 
particular texture, encourage students to touch various 
surfaces with their fingertips, whilst their eyes are shut. 
Next, use the sheet provided to record the textures of 
materials by keeping the paper on the surface and rubbing 
with crayons. In the mean time, you can direct students to 
explore materiality in a different way by asking them questions, 
such as:

1. What impressions do you get from the materials on the paper?
2. How do they feel? (cold, warm, rough, smooth)
3. Can you guess the materials by looking at the texture prints in 
isolation?

When you return to the classroom, pin up students’ findings 
and lead a discussion where students compare the different 
texture prints they have collected and their observations.

In the process of creating a texture board for their school, 
students will begin to notice and explore materials in their 
surrounding environment. 

Activity 4a: Touch and feel
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35 minutes
Tools:
Instructions:

Outcomes:

paper, drawing materials, magazines

Prepare students for this activity, by asking them to think 
about their favourite pet and where it would like to live. 
The aim of this activity is to design a shelter for their pet on 
their chosen location. There is a focus on materiality, hence all 
of the students’ choices should be a result of their analysis, on 
what materials suit the context and the use of the shelter. 
As a guide, ask students to:

1.  Study the possibilities of the materials they will use on the exterior 
that will protect their pet.
2. Consider the materials they will use on the interior which their pet 
would like to touch. 

Ensure that students draw their ideas and clearly illustrate their 
selected materials on their shelter. Encourage students to use 
magazines and colouring pencils, pastels, watercolours to 
represent the materials they have selected.
As always, students can present their designs to their peers 
and elaborate why different choices were made for the 
selected pets.

As students need to consider materiality and textures for their 
design of a pet shelter, they will realise the impact materials 
have on spaces and the feeling they exude.

Aims:
In this design activity, students will recognise the impact 
different materials have in terms of aesthetics, texture and 
atmosphere on spaces.

Activity 4b: Archi-texture
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5 minutes

Structure quest
Aims:

Introduction:

In this design challenge, students will understand different 
types of structures. The following activity is an interactive 
exercise, as students will test their knowledge of the concept 
of balance.

Begin with a brief, informal discussion in the classroom, 
focusing on structures which can be found in the locality of the 
school.

Ask students, if they can remember the tallest building they 
have seen. Follow up with these questions:

1. Where was the building located?
2. What was the shape of the building?
3. How do you think it stands so tall? 

26



40 minutes

Aims:
This activity is an opportunity for students to familiarise 
themselves with the concept of balance and gain a basic 
understanding of how structures remain stable.

Provide students with the same number of cocktail sticks, 
scissors and glue. 
In the first part of this activity, students need to make 
3-dimensional structural components, of various shapes to 
understand the basic principles of structural stability.
In the second part of this activity, students would create 
triangles using cocktail sticks and glue to do so. Then, they 
need to assemble these triangles to form 3-dimensional 
pyramids, using the sheet provided at the website as a guide.
Once they have completed a pyramid, students can then 
experiment with other shapes and forms of 3-dimensional 
structures.

Activity 5a: In 3-D

Tools:
Instructions:

Outcomes:

online resource, cocktail sticks, model making materials

Through this activity students will gain an insight into structural 
stability and understand how complex structures stand up.
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45 minutes

Aims:

Tools:
Instructions:

Outcomes:

Following closely activity 5a, students are challenged to create 
the tallest and most stable skyscraper, using their knowledge 
of structure, balance and stability.

cocktail sticks, model making materials

It is important that this activity is presented as a design 
challenge to the students. This activity can be done 
individually, or in small groups. As a prerequisite for this activity 
to be successful, make sure there is enough clear space for 
students to set up their 3-dimensional structures in line.
Students need to arrange the cocktail sticks in 3-dimensional 
shapes, using different combinations to create a complex and 
stable form.
Using  these combinations, students are to develop an 
innovative skyscraper within the time of 30 minutes.
At the end of the 30 minutes, ask students to place their 
skyscrapers next to each other. It is recommended that you 
record the whole challenge using a camera. Using a tape 
measure or a ruler, measure the height of all the structure and 
proclaim the winner of: 

“The tallest and the most stable skyscraper” .

The challenge culminates in a comparison of the structures 
and a discussion, involving all the students in the classroom, 
on the features of the winning skyscraper.

An understanding of scale, proportion and the relationship 
between human and building scales is developed.

Activity 5b: Skyscraper challenge
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5 minutes

Light & shadow
Aims:

Introduction:

Control of light and shadow are of paramount importance in 
architecture. Light contributes to the atmosphere of a space, 
and it affects the way we behave and inhabit a building. In the 
activities of theme 6, students will analyse and comprehend 
the role and features of light and shadow in architecture.

Using the classroom as a base for the brief spatial analysis, 
ask students the following questions:

1. How the space is lit (naturally, artificially)?
2. How does the natural light enter the space (directly, reflected)?  
3. What is the difference between the morning and evening sun?
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50 minutes

Aims:
In this bipartite activity, students will study the importance of 
light and shadow, as design considerations, in architecture. 
Furthermore, students will investigate the nature of light and 
the impact it has in the living conditions of a space.

In preparation for this activity, ask students to bring a standard 
shoebox to class.

The first step students need to cut a large window on one of 
the sides of the shoebox.
By drawing an outline at the shoebox and the position of the 
window, ask students to study the effect of various lighting 
conditions on the atmosphere inside the box, and draw a light 
map. A light map is a simple study of the light of a space. 
Students can use colours to indicate the areas which receive 
natural light and the ones which are dark. If this is done 
outdoors, keep the orientation of the sun in mind, and note the 
position of the sun on the light map.
In order to explore the importance of the orientation of the sun, 
ask students to place the box with the window side facing the 
sun. Instruct students to rotate it in a way so the window side 
is facing opposite the sun direction. 

Tools:
Part 1: Study a light box (25 minutes)
Instructions:

model making tools, shoeboxes, torches

Activity 6: The light catcher
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Prompt students to observe the changes of the lighting 
conditions by asking questions such as the following:

1. Do you notice any difference in the lighting inside the box? 

Students can then draw another light map every time they shift 
the position of the shoebox. Spend some time in discussing 
the findings and observations of students inside the 
classroom.

Once students complete their second design attempt, ask 
them to compare their latest light maps with the light maps 
which were made earlier. 
Initiate a conversation on how light was captured in each 
shoebox, in part 1 and how it changed in part 2. 

Break (5 minutes)
Part 2: Capture the light (25 minutes)

If you wish to extend this activity, students can cut a second 
window in the shoebox and observe how the lighting 
conditions change.
Students can shape the box to enhance the light inside it. 
They can do so by adding walls, scoops or tunnels to capture 
and direct the light internally. 
Students can test these shapes by lighting the shoebox with a 
torch at different angles.
Again, students should record their findings by making a new 
light map of the box, with all the added light funnels and new 
openings.

Instructions:

Aims:
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Outcomes:
As the shoeboxes represent rooms with windows, students 
create innovative ways to capture light and observe the effect 
light and shadow have on the atmosphere of a room.
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[Re] Discover Doncaster

The following chapter focuses on helping the 
users discover the history and sights of 
Doncaster. Using the skills developed in the 
previous chapter, the students will engage in 
activities which will help them build their map 
reading skills, understand their built 
environment and the heritage of their town. 
The activities use a number of tools such as 
maps and photographs to orientate the students 
with the town in the classroom. They also aim to 
develop an awareness of important places and 
spaces in the town, as well as reflect upon what 
can be done to preserve them for the future 
generations. Neighbourhoods are mapped, 
positive and negative spaces are identified, 
architectural vocabulary is developed and design 
proposals are made through the course of the 
chapter.



45 minutes

Aims:

Tools:
Instructions:

Outcomes:

The aim of this activity is to study the importance of public 
space in the neighbourhood and its impact on the built 
environment.

online resource, drawing materials, card

Spend 5 minutes trying to retrace the journey from your house 
to the school. Try to remember what buildings you pass, and 
the landscape.
Draw an experience map of this journey using the sheet  
available online from the website and drawing tools. 
Make sure students start and finish at the designated place. 
If necessary, advise students to change the width of the road 
along the way and the turns they take.
Draw the surroundings in as much detail as possible, include 
the outline of the buildings and any green spaces or parking 
lots students may come across in their way. 
Ask students to annotate their feelings around the drawings. 
Help students glue the maps drawn in the class to form a 
story line.
Have a debrief where students compare their journeys.

Students will get an insight of how buildings and spaces affect 
our everyday lives, by performing this activity. Drawing this 
map, students would identify the characteristics of buildings 
that make a positive or negative impact.

Activity 7: Storyline
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50 minutes

Aims:
My future Minster aims to show the importance of preserving 
and appreciating our building heritage. This allegory will trigger 
children’s imagination and make it easier to understand the 
reasons behind this activity. 

Activity 8: My future Minster

Some research about St. George’s Minster before the 
activity is advised. Begin the activity through a series of warm-
up questions, like:

1. How many times have you visited St. George’s Minster?
2. Do you think it is an important building in Doncaster?
3. How old do you think the building is?
4. How much do you know about the history of the building?

Following this brief introduction, divide the class in groups of 
5-7 students, allocate 45 minutes this design activity.

Tools:

Instructions:

online resource, drawing materials, model making 
materials
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Give out a large sheet of paper (A2 size is recommended) and 
a cut-out of St. George’s Minster to each group. 
Place the cut-out in the centre of the paper.

Present this scenario to the class:

“Retaining the Minster, design your future neighbourhood around it. 
Consider the access and preservation of the Minster.”

Ask students to draw their ideas on the sheet, marking the 
roads, rivers and green space. Also students through 
discussion, demarcate areas for the buildings that they would 
require in their future neighbourhood.
Encourage students to make pop-up drawings or models of 
these buildings relative to the scale of the Minster and place 
them within the previously defined areas.
End the activity with a presentation from each group.

Students will begin to acknowledge the importance of 
retaining and preserving local built heritage. Also, a basic 
understanding of urban planning principles is developed. 

Outcomes:
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40 minutes

Activity 9: The master of Doncaster

Aims:
A knowledge about Doncaster and its landmarks is promoted 
through this activity.

All the cut-out models can be found and downloaded from the 
website. You can use the map provided in the Toolkit for this 
activity, or if you require additional copies, download it from 
the website.
Divide the class in groups of 5-7 students, and hand out a 
map and cut-outs to each group. 
Start the activity with a 5 minute orientation game.
Ask students if they can locate themselves, their school and 
house on the map. Can they recognise the train station on the 
map? Can they point out other places on the map?

Looking at the cut-out landmarks, how many can students 
recognise?
Challenge students to place them at the right location on the 
map.

Tools:

Instructions:

Part 1: Locate the cut-out landmarks on the map (10 minutes)

online resources, drawing materials, cocktail sticks, model 
making materials, map (Toolkit)
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In the second part of this activity, let students name three 
places on the map which they like the most and three places 
which they dislike.
Students can record their choices on the building cut-outs 
provided. Place the sticks with the cut-outs on the map.
Initiate a discussion with the class regarding their choices. 
Determine if there are any other special places in the area.

Map reading skills of students are improved, as they need to 
recognise landmarks and other places in a 2-dimensional plan. 
By producing a map of most liked and disliked places, 
students will begin to formulate a critical viewpoint of the 
places they inhabit.

Part 2: Name the place (25 minutes)

Outcomes:
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30 minutes

Activity 10: Doncaster invasion

Aims:
This activity can help students understand the value of the 
built environment, local heritage and community.

A map of significant places in Doncaster is produced by 
students, as a way to understand the importance of 
preserving historic places.

Using the map provided from the website, spend 5 minutes 
with the students trying to identify the following:

1. Which areas are hardscape and which are softscape?
2. Which areas seem denser? 
3. Where is the town centre and which are the rural areas? 

Doncaster is being invaded! 

Give the following instructions to the class:
Decide who the invaders in Doncaster are.
Draw the selected invaders on a piece of paper and cut them 
out. Use cocktail sticks to mount them.
Select 2 buildings, places or spaces of great importance in 
Doncaster to be discovered by the invaders in the future.
Pin them at these locations on the map.
Explain your choices and why you think they are significant. 
Write down/draw your thoughts in the sheet provided. 
Compare the choices with your peers.

Instructions:

Outcomes:

Tools: online resources, drawing materials
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40 minutes

Aims:
Through this activity students will have a chance to improve 
mapping techniques and create their own personal 
neighbourhood maps.

Activity 11: No place like home

Tools:

Introduction:

Preparation:

Part 1: Investigate your neighbourhood (30 minutes)

drawing materials

During the 5 minute introduction of this activity, ask students 
to reflect on their neighbourhood:

1. What are the places that you go to most often?
2. How far are they from your home?

Take a day before doing this activity in class to prepare and 
print maps of your locality. There are several ways to download 
and print maps or aerial photographs for free online. Some of 
the websites that you can use are:
Open Street Map -  www.openstreetmap.org/
Google Maps -   www.maps.google.com
Bing Maps -   www.bing.com/maps/

Divide students into groups of 5-7 people per group and hand 
out a map to each group. In an investigation of students’ 
neighbourhoods, ask students to identify the following places 
around their home where they:

1. shop
2. meet their friends
3. go for running or exercise
4. visit most often
5. like the most
6. visit best friend
7. learn
8. eat
9. spend time with their family or friends
10. play
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After students have located all the places in the first part, ask 
them to place them on the radius map provided according to 
travel time:

1. How different is each map? What elements does your immediate 
environment contain?

Creating a personal map will help students develop their 
mapping skills and get an insight into cartography.

Part 2: Create your own neighbourhood map (10 minutes)

Outcomes:

Students should write how much time it takes to go to those 
places by different means of transport, on the table which is 
provided online.
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20 minutes

Aims:

Tools:
Instructions:

Outcomes:

Students will explore spaces and buildings in Doncaster 
through pictures.

online resource, drawing materials, post-it notes

Divide the class into smaller groups and give them picture 
cards provided online.
The activity asks for students to rate the pictures using 
coloured pens: red for dislike and green for like.
Using post-it notes, students can write reasons for their choice 
and stick them on the respective picture.
Share opinions with the class.

An understanding of negative and positive spaces in 
Doncaster is established.

Activity 12 : Rate the space
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Site Specific Activities

This chapter is based on the application of all 
the skills previously acquired in the classroom on 
specific sites in the town. The complexity of the 
activities is increased in this chapter as the sites 
are critically analysed and reflected upon. 
They are structured in such a way that there is 
relevant knowledge about the history of the site 
before the on-site activities. The sites for these 
activities are:

St. George’s Minster
The Market Place

Sir Nigel Gresley Square
Hyde Park Cemetery

The on-site activities are designed to enable 
students to develop critical thinking about the 
heritage as well as the future of these sites. This 
is achieved through exploration activities, which 
will help them understand the complexities and 
the positive and the negative features of the site.
The students will reflect upon the observations 
they made during the activities to establish the 
importance of the sites, their future development 
and preservation.



a day

St. George’s Minster

Aims:

Tools:
Instructions:

Outcomes:

The aim of this activity is to initiate a discussion of what is 
heritage in general and why the Minster of St George is 
considered a heritage building for Doncaster. Discussions 
could include the age of a heritage building and whether 
modern architecture should be considered as heritage or not.

research resources, internet, books

You could start the discussion by defining the word ‘heritage’.
Then you can mindmap words and ideas of what students 
believe is considered as heritage today. You could show them 
pictures of famous buildings and allow discussion in relation 
to the qualities of heritage buildings. Make a list of qualities of 
heritage buildings and another one for criteria not to be 
considered as such. 
Offer the students resources such as English Heritage, 
UNESCO World Heritage, The National Trust etc and ask 
them to conduct a thorough research in order to find out 
more about heritage laws and listed buildings. Finally, you can 
see how all the research you did is applied and related to the 
Minster.

The outcome of this activity is for the students to get an 
understanding of the importance of the appreciation of 
heritage buildings and the reasons why they are considered 
such a valuable architectural treasure. Also, this activity 
initiates a discussion ground and preparation for the outdoor 
activities about the Minster of St George.

Activity 13a : Research St. George’s Minster
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20 minutes

Aims:
The aim of this activity is concentrated not only on the 
understanding of a building as a landmark but also how 
important is its context. Mapping the positive and negative 
aspects of the Minster’s surroundings will create a discussion 
and debate environment among the students. This will 
enhance their observation and urban space analysis skills.

Upon your arrival on site, allow the students to walk around 
and explore carefully the Minster and the surrounding area 
orientating with the given map. 
Start by describing what is heritage. 
Ask them to observe closely and find out what they believe 
adds to the Minster’s heritage quality and what not.
Make sure they have a reason for each argument they make.
Hand the students the coloured stickers and explain how to 
use them. 
Also, make sure they write down their findings as well as a 
brief reason why.
After the completion of the cataloguing, gather all the students 
and discuss what makes this a special place and gives it such 
a unique character. 
Question the relationship between the landmarks and their 
context in general.

Instructions:
Tools: online resource, drawing materials, coloured stickers

Activity 13b : St. George’s Minster in context
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Observing and cataloguing high and low quality features that 
surround important/ landmark buildings will help the students 
to form a broader understanding of what elements create
a nice environment in the urban space. By listing their findings, 
they will conclude on what they prefer to experience in public 
space.

Outcomes:
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25 minutes

Identifying and drawing the elements that make up the façade 
of the Minster, aims to teach about form, scale, proportions 
and building typology.
Students will draw the key façade components that form the 
whole and doing so will allow them to analyse the façade and 
critique the significance of them.

The outcome of this activity is to comprehend the qualities 
of each building style and typology. Religious buildings are 
designed to create a particular atmosphere and students will 
learn to identify them and see why. Furthermore, by sketching 
what they see, they transfer their visual perception on to 
paper, and so express it to others as well. This is a very 
essential method of communicating and detailing.

Prepare for this activity by printing out copies of the activity 
sheets available online for this exercise.
After handing out the activity sheets, ask the students to 
orientate themselves and find the sketched façade. Then, they 
will have to study the façade of the building really carefully and 
find out the distinct characteristics of it.
Each student has to draw a sketch of these characteristics
in scale and as realistic as possible. 
Discuss if these characteristics relate to religious buildings in 
general and if there are certain words that summarise these 
attributes.

online resources, sketchbook, drawing materials

Aims:

Tools:
Instructions:

Outcomes:

Activity 13c : Façade analysis
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30 minutes

This activity is an introduction to materials, their use and 
attributes. Students are asked to investigate the building and 
locate as many materials as they can. An extensive analysis 
and cataloguing will consolidate their findings.

The outcome of this activity is to comprehend the qualities of 
each building material and find out their use. Ultimately, they 
will learn which materials are used to construct a building and 
which are for cladding, decoration and other use. 
Questions raised concerning the visibility of the structural 
skeleton of the building, raise awareness of the specific 
attributes that structural material holds in comparison with 
other.

Using the activity sheet available online for this exercise, ask 
students to locate the façade depicted.
Ask the students to conceptually separate the building into 
small fragments. This will help them to isolate each material 
more easily. Promote a sensory, close experience and allow 
them to feel the difference of the materials by touching, and 
closely observing.
After locating them on the picture, invite the students to 
explore their findings according to colour, texture, whether it is 
a natural or man-made materials and finally if they believe it is 
a structural material or not. Finally, you can ask them to take 
surface rubbings of materials and complete the catalogue with 
visual evidence.

online resources, sketchbook, drawing materials

Aims:

Tools:
Instructions:

Outcomes:

Activity 13d : Exploring materiality
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20 minutes

Students are asked to walk around and explore how the 
building and its immediate surroundings are occupied and 
experienced by everyday people. They have to specify the 
users and analyse their characteristics in relationship to the 
building both internally and externally. Upon completion, 
students should be able to understand whether the people 
that occupy it define the building’s use or if the users have 
transformed it.

With this activity students become aware of the building’s 
different users and the way they occupy the specific building. 
Mapping them on the activity sheet gives them a better

Ask the students to observe the flow of movement firstly within 
the Minster’s broader area and then inside the church. Ask 
them to write it on location on the given map. 
Students will have to discover the users’ identity and how it is 
related to the site. 
On the map provided for this activity, students will need to find 
and note the following: a welcoming entrance, a cosy corner, a 
place to rest and a shelter from the rain. 
Discuss the results in relation with the Minster and whether it is 
successful or not.

map (online resource), drawing materials

Aims:

Tools:
Instructions:

Outcomes:

Activity 13e : How do we use buildings?
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understanding of the way the specified users have 
transformed the character of it or not. 
Finding the requested spots means that they need to 
familiarise and closely experience the Minster. Concluding, 
see if the findings are the same among the group and debate 
the results in case they are not. Allow the students to express 
whether the Minster is a nice environment or not.
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40minutes

The aim of this activity is to give students the opportunity to 
imagine a new context for the Minster thinking about future 
regeneration by allowing suggestions and ideas, Students will
understand the basics of future planning and how to 
create enjoyable atmospheres in order to give places a better 
environment.

After the completion of this activity, students get a first 
understanding of how areas can be regenerated in order to 
create better living environments. They begin to experiment 
with design techniques and ideas giving them the opportunity

Ask students to bring their activity sheets from their day at the 
Minster. Hand out tracing paper and allow them some time to 
trace over the original map but make sure they don’t
draw the elements they had identified as negative features. 
After that, ask them to think how do they imagine these 
elements differently so they add up to the Minster’s qualities. 
They can either use collage materials as a first approach to 
test volume and shapes in a 3D form or they could draw 
directly on the traced map. Give them plenty of tracing paper 
so they would have the freedom to experiment and change 
elements in their designs.

map (online resource), tracing paper, rulers

Aims:

Tools:
Instructions:

Outcomes:

Activity 13f: Minster regeneration
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to see what an architect does. Finally, students will 
understand and refine what their design preferences look like
and what ingredients create a place that they would 
enjoy. Hence, upon completion students have developed a
higher- standard of architecture vision that they would 
ultimately want to experience in their own local environment.
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30minutes

The aim of this activity is to conclude the study of the Minster 
with a playful way that highlights the learning outcomes.
Students are asked to create a scenario taking place at the 
Minster and illustrate it as an imaginary postcard they would 
send to their families. They will need to rely on their 
observations and their overall impressions from the completion 
of outdoors activities.

The process of creating a postcard summarises the activities
conducted at the Minster. Students would understand the

Ask the students to bring all the activity sheets that they 
completed during the fieldtrip. Hand out the worksheet and 
ask them to write a short paragraph to summarize what they 
have learnt about the Minster and freshen their day out. Then, 
allow them to think that they are sending out a postcard that 
represents the atmosphere of the Minster in an imaginary 
scenario. Allow some time so students can briefly outline the 
roles and construct the scenario. After that, students would 
start creating a collage of the scene they have imagined. The 
postcard can include some text that describes the illustrations.

online resource,pictures from fieldtrip printed, pictures 
from internet or books, drawing materials

Aims:

Tools:

Instructions:

Outcomes:

Activity 13g : Postcards from Doncaster
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value and attributes that this important building holds and by 
creating this collage they would represent it a familiar way.
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20minutes

Aims:

Tools:
Instructions:

Outcomes:

This activity investigates the development of the Market Place 
and the Corn Exchange building through time. Students will 
study old photographs and investigate how the activities 
taking place around the Market Place have changed and 
consequently shaped the identity of the area in general.

online resource, research resources, internet, books

Prior to the site visit, ask students to research the history of 
the Market Place. You can ask them to focus on when did the 
Market get a charter and from whom? When did it first open?
Using the timeline, available online, study the photographs and 
paintings of the Market Place that span from 1850s to present 
day in class.
Ask students to find out what where the main activities that 
took place in the Market Square and note them under each 
picture. Can the students spot if and how the selling goods, 
stalls and stands have changed over time.
Allow students to imagine they had a role in the market and 
ask them to describe how would they experience the market 
then.

The outcome of this activity is to engage actively the students 
with their local history by studying a place as the Market,which 
is a landmark for Doncaster. The Market Square and the Corn 
Exchange remained more or less the same through the years 
and hence have shaped a strong character of connecting the 
community. Finally, students would discover that it is not only 
about the building that makes a place but also the atmosphere 
of the activities that take place around it.

Activity 14a: Doncaster market in time

Market Place
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25 minutes

Activity 14b: Analysing public space

Aims:

Tools:
Instructions:

The activity is the starting point of the familiarisation of the 
students with the public space. Walking along the busy streets 
of Doncaster, students get the chance to sketch moments 
that catch their attention and explore details of buildings or the 
changing streetscape. The intention is to give the students
ground to appreciate their surrounding built environment by 
analysing details and unique characteristics.

map (online resource), sketchbook,drawing materials

Ask the students to bring their sketchbooks and any drawing
medium they prefer. Start walking on the direction of the 
Market Place and stop every 50-75 paces, depending on how 
different the scenery is between the stops. Every time you 
stop, allow students 3- 4 minutes to sketch a moment they find 
interesting. Make sure students note the exact location of the 
point where they sketch on the map provided. They could also 
describe the scene they sketch with a word or phrase. Finally, 
allow some time for at least 4 sketches in total before you 
reach the Market Place. Upon arrival, you will see on the map 
provided, that each group could approach the Market Place 
from four different directions.
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Outcomes:
Sketching is one of the most common techniques used 
amongst architects. With this activity students will practice
and become familiar with expressing a visual content through 
a quick sketch. Given the time restrictions of the activity, they 
would have time to draw just the strong elements of the 
chosen moment and by doing so students would eventually
understand which are the distinct characteristics that make
each scene unique.
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30 minutes

Activity 14c: Capture the view

Aims:

Tools:
Instructions:

Outcomes:

The aim of this activity is to analyse the atmosphere of the 
entrance point of the square, capturing it by sketching and 
taking a picture. Finding the most intriguing viewpoint that 
leads to the Corn Exchange through the narrow, medieval 
streets that surround the Market Square has to be a unique 
moment that gives away the character of the whole square. 

map (online resource), drawing materials, camera

Before entering the square divide the group into maximum 4 
sub-groups and then each pick a route to follow to enter the 
square. Upon arrival at the highlighted entrance points allow 
some time for the students to walk around and find the best 
spot that captures the atmosphere of the square. Ask the 
students to do a 10 minute sketch of the scene in their 
sketchbooks and then to describe the reasons why they 
chose that particular moment and what it represents. Make 
sure they point out the exact location of the sketch on the map 
provided. Upon arrival at the classroom gather all the drawings 
and put them together so to create a panoramic view of the 
whole square.

The point where you enter a public space is usually a really 
strong scene that captures the environment you are about to 
experience. Studying a particular moment of it, students would 
be aware of the unique qualities that create such an 
atmosphere.  
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Activity 14d: Analysing the Corn Exchange

Aims:

Tools:
Instructions:

Outcomes:

Analysing the Corn Exchange is an activity that aims to explore 
the surrounding environment of the landmark building. 
Students will explore the diversity and identity of the place by 
studying building typologies, the flow of movement around, 
the street condition, street lighting and others. Also, students 
need to find a way to record their responses and express them 
on the map provided.

map (online resource), drawing materials, camera

Allow time so students can walk around the Corn Exchange 
and identify the theme they want to explore further. Some 
of these themes could be: building typology, building style 
and age, scale, temporality of structures, flow of movement, 
sound, smell, lighting, street furniture, colours, user 
occupation etc.  Ask them the reasons why they chose the 
specific way they plan to record their responses on the map. It 
could be words, diagrams, sketches or colour coded 
schematic drawings.

The analysis of the environment around the Corn Exchange is 
an essential part of the study of the area. Students will identify 
elements that create the character of the place and then they 
are asked to invent their own way of mapping spatial qualities 
on the map. Overall, students will learn how to ‘read’ a space 
and are expected to recognize the value of urban space. 

25 minutes
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20 minutes

Activity 14e: How do we experience a building?

Aims:

Tools:
Instructions:

Outcomes:

Doncaster market is one of the biggest and more traditional 
markets in the north of England. The Corn Exchange building 
itself is an old building that carries layers of history and 
trading. Students are asked to explore the quality of the 
building internally by analysing its character but also the 
people that make it. They could conduct interviews with 
traders, visitors, and shoppers and form a complete opinion of 
the building’s use and history.

online resource, drawing materials, camera

Give students some time so they can explore the building, 
walking around, observing, asking questions and sketching. 
Then ask them to point out a theme they believe represents a 
strong element of the building and the reason why. 
Possible themes could be: smell, scale, temporality of 
structures, natural light, decorative features, water, noise, 
colour, trading types etc. After that, they will need to find a 
specific way to record their response on the map provided. 

The way we experience buildings depends on our perception 
and observational ability to absorb the personality of a space. 
Students will familiarise themselves with the way we look at a 
building and the way we point out these individual 
characteristics by studying the interior of the Corn Exchange 
Market.
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30minutes

Activity 14f: A day at the Market

Aims:

Tools:

Instructions:

The aim of this activity is to act as a review that completes and 
summarizes what students have learnt from the fieldtrip 
activities. Using their knowledge and imagination, students 
set up a scenario where they would create a character and 
describe with illustrations and collages a day at the Corn 
Exchange Market. The activity intends to represent the 
diversity of activities and roles that exist in the current market 
either taking place externally or inside the building.

research resources, drawing materials, model making 
materials, print out photographs from the fieldtrip

Ask the students to write down a brief description of their 
scenario and identify the characteristics of the key role. Then, 
collect some collage material from newspapers, magazines, 
photocopies, books, print your own pictures from the fieldtrip 
and cutout figures to suit the scenario construction. Ask the 
students to represent their day at the market using the 
available collage material as appropriate and complete the 
storyboard provided. Guide them so they will use all the things 
they learnt from their previous activities in their collage. In the 
end, ask them to give a small presentation and explain the 
illustrations.
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Outcomes:
Students, by creating a story become an active part of the 
marketplace, understanding its importance and the shape of 
its identity. The activity will enable them to have a thoughtful 
reflection on the place and value its meaning for the 
community and Doncaster as a whole.
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a day

Sir Nigel Gresley Square
Activity 15a: Reporting the history of Waterdale
Aims:

Tools:
Instructions:

The aim of this activity is to help the students prepare for a 
site visit to the Waterdale area, specifically Sir Nigel Gresley 
Square. This activity aims to:
1. help students discover the history of Waterdale area, and
2. comprehend the cultural significance of the regeneration 
masterplan.

drawing material, model making materials

Ask students to act as reporters preparing a research 
document, before a site visit to Sir Nigel Gresley Square. 
Information can be retrieved from online resources, public 
records and archives. Encourage students to collect a range 
of information, like articles, photographs and maps. 
All the research should relate to the history of the Waterdale 
area and the regeneration scheme. Through a series of 
questions, this activity aims to analyse the past, present and 
future uses of this public space. Some questions which could 
be asked are:

1. Who is the square named after?
2. What has Sir Nigel Gresley invented?
3. How significant is his role in the history of Doncaster?
4. What does CCQ stand for?
5. Who is responsible for the regeneration of the area?
6. Can you create a timeline of the process of the masterplan, from 
conception to completion?
7. What are the benefits of this regeneration?
8. Who are the architects, designers and artists of the various 
buildings and sculptures in the square?
9. Can you uncover the past uses of the Waterdale area, before the 
regeneration?
10. Can you collect local histories that relate to the Waterdale area?
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Outcomes:
Once the task has been completed, invite the students 
(individually or in groups) to present and share their findings 
with the rest of the class. This activity will reveal how the 
Civic and Cultural Quarter, and Sir Nigel Gresley Square, got 
to its present state. Also it will enable students to identify the 
impact (socially, culturally, environmentally, and 
economically) it has on the local community and Doncaster 
as a whole. Finally, it will show how Waterdale has evolved 
through key historic events and stories.
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30 minutes

Activity 15b: Trace the difference!
Aims:

Tools:

Instructions:

The aim of this activity is to decode the four historic maps, 
and explore the evolution of Waterdale area through time. 
Furthermore, it aims to make students gain a sense of the 
place, prior to the visit to Sir Nigel Gresley Square.

maps (online resource), drawing materials, tracing 
paper

Print the four historic maps from our website, on A3 size 
paper, and prepare several pieces of tracing paper for your 
class. 
As each map represents a different period in the history of 
Doncaster (1890s, 1930s, 1960s, and contemporary history), 
it is advisable to research the development of Waterdale area. 
For more information on the master plan and the history of the 
area, please visit the official website of Doncaster’s Council: 
http://www.doncaster.gov.uk/sections/business/civicandcul-
turalquarter/History_of_the_Waterdale_Area.aspx
Divide the class into smaller groups of 3-4 students, and hand 
out the four maps with some tracing paper and some tape. 
Ensure that there are markers and pencils at each table. 
Prepare the students for the outcomes of this activity, by 
asking them to think of their research and of any significant 
event that occurred in the area, between the late nineteenth 
century and the present day.  Students need to identify the 
different types of buildings on the maps, and create codes or 
symbols to distinguish them. Also, they should identify any 
major changes in the urban environment between the four 
maps, such as mass demolition, change of use and mass 
construction. 
Finish the activity with each group giving a brief five minute 
presentation to the class.
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Outcomes:

Extended task:

This activity’s objective is to help students read maps and 
understand how space is illustrated. Also by creating their own 
codes, students become aware of how different types of 
buildings are represented on maps.

Ultimately, this activity will help students get an insight prior to 
the site visit, of the area and its history. Students will be able 
to collate their research to match the historic maps. It aims to 
initiate discussion as to how major events in the history of the 
town have influenced the architecture and the urban design of 
the area, and vice versa.

Extending this activity, students can be asked to record in any 
format (audio, video, drawing, photograph, written form) 
stories from local experts or from family and friends, which 
connect to the Waterdale area. Photographs, snapshots from 
their videos, or key quotes can be then placed on 
location in the appropriate chronological order, on the 
appropriate map.
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30 minutes

Activity 15c: Surveying Sir Nigel Gresley Square
Aims:

Tools:
Instructions:

Outcomes:

The aim of this mapping activity is to improve students’ 
awareness of the built environment and enriching their sense 
of place. As students will need to rely on their observation 
skills to complete this activity, they will begin to recognize the 
various layers of the urban fabric. Through this site survey, 
students will also need to create their own symbols, or codes, 
to represent their ideas and findings.

online resource, drawing materials

Upon your arrival on site, allow the students to form small 
groups of 2-4 persons. 
Ask them to identify all the building types and distinctive 
architectural or landscapes elements, and create symbols or 
colour codes to represent each one, in the key. For your own 
reference, please find the masterplan with the complete guide 
of the Waterdale area online at Doncaster Council’s 
website, at: http://www.doncaster.gov.uk/sections/business/
civicandculturalquarter/index.aspx
Once the students have completed the first part of the activity, 
ask them to fill in the missing buildings and landscape features 
on the map. All the buildings and landscape features should 
be filled in with the corresponding symbol or colour, to 
represent its type.

The process of completing the map will help students tune 
into the built environment, through observation and analysis of 
the urban space. By creating their own symbols and 
categories of building types, students will also comprehend 
the early stages of urban analysis and cartography.  
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Activity 15d: Urban investigators, explorers & 
reporters
Aims:

Tools:

Instructions:

Through this interactive activity, students can engage on a 
personal level with the physical environment. By exploring the 
design of the Civic and Cultural Quarter on an urban scale and 
on a micro scale (architectural details), students can see the 
social impact of the built environment they inhabit.

online resources, drawing materials, camera, rulers, 
rope/string

There are three roles students can take up: the role of the 
urban explorer, the urban investigator and the urban collector. 
Here is an explanation of the different roles and their assigned 
tasks:

1. Urban explorers: their task is to observe the façades of the 
buildings and create vertical maps on paper. Explorers can draw up 
the full height of the buildings, including all floors and the ground 
floor level, or focus on architectural details or materials used on the 
façades construction. A further task will be to explore how the 
buildings are being used, asking students to illustrate the different 
activities they can see through the windows. 

02. Urban investigators: in order to understand the difference 
between private, personal, public and urban space, investigators will 
be given a table with some dimensions on them. Prepare a 1 metre 
and a 5 metre string or rope, for each pair of students, prior to the 
site visit. Their task is to list and draw as many objects or architectural 
elements as they can find on site, for the following categories: less 
than 1 metre, 1 metre, 5 metres, 10 metres, 15 metres and longer 
than 15 metres. Investigators will be asked to determine how scale 
affects the way we perceive space. Ask students to label each 
category as personal or private and as either urban or public.

3. Urban collectors: the task of the urban collectors is to collect as 
many ‘treasures’ as they can find from the site visit and create a 
scrapbook in the classroom, or at home. Collectors can focus on 
architectural details, creating colour swatches, materiality, or things

45 minutes
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Outcomes:

that are characteristic of the square, things that they find ordinary, 
usual, beautiful or ugly. The ‘treasures’ can be photographs, 
actual objects picked from the site, sketches, or surface tracing.

The learning outcomes of this activity is to heighten students’ 
experience of the Civic and Cultural Quarter. In an in-depth 
analysis of the buildings and the architectural elements of the 
square, students can sharpen their observation skills and 
identify what makes this public space unique. Hence, by 
understanding the different components of the built 
environment, students can begin to assess the quality of the 
architectural and urban design of the square.
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25 minutes

Activity 15e: Post-it!
Aims:

Tools:
Instructions:

Inspired by the workshops organized by artists Theresa 
Rahman and Agnes Posterin – Navarre, Pronoid Mapping, 
students will participate in a game which asks them to leave 
physical traces of their emotional response to the site (for 
more information please visit Iniva – Institute of International 
Visual Arts website: http://www.iniva.org/learning/creative_
mapping/year_3_off_the_map/pronoid_mapping). The aim of 
this activity is to encourage students to think about how the 
built environment affects their mood or actions, and articulate 
their emotional response in simple terms or diagrams.

online resource, drawing materials, camera

Hand out the different pictograms to students, and allow them 
to work individually or in groups.  After receiving the sticky 
pictograms, let students wander around the square and leave 
their comments on buildings and other surfaces. Encourage 
students to write down key words that reflect their response 
to the site. You can help them choose the specific areas or 
aspect of the built environment, by asking them simple ques-
tions, like:

1. Which spaces are the most characteristic in the square?
2. Which spaces or buildings do you consider to be well 
designed?
3. Which spaces or buildings do you consider to be of poor quality?
4. Which spaces make you feel safe, which make you feel unsafe?
5. Where would you enjoy resting and meeting your friends?
6. Where do you feel the most isolated?
7. Which spaces or architectural elements or landscape features do 
you like the most?
8. Which spaces or architectural elements or landscape features do 
you dislike?

Ensure that the process of annotation is well documented in 
photographs and videos, and that every response is recorded.74



Outcomes:

Extended task:

Students will be able to explore an urban setting and through 
the annotation of the space, learn how to analyse and 
appraise the social impact and aesthetic qualities of the built 
environment. 

Following the site visit, students can create a collage or a 
distorted map of Sir Nigel Gresley Square, to represent their 
perception of the space.
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25 minutes

Activity 15f: Urban blindfold
Aims:

Tools:

Instructions:

The aim of this game is to explore social interactions in the 
urban space. Being the first public square, students will be 
required to create different scenarios and perform them on 
site, to determine how inclusive and inviting the square really 
is. The urban space will be transformed through the individual 
and group performances which will be acted out. 

online resource, drawing materials, camera, whistle, 
timer, (blindfolds)

Divide the class into groups of two persons, and explain the 
two roles: the guide and the urban dweller. The urban dweller 
will be blindfolded and will be acting out a role, for instance 
an office worker going out of the Council’s offices for lunch. 
Whereas, the guide will be responsible for keeping the dweller 
safe and record any possible interactions between dwellers.
Allow each group to come up with a real-life scenario for 
their urban dwellers. Ask them to determine the centre of the 
square and send them off to take position. The first blow of 
the whistle indicates the beginning of the game. Ensure that 
this urban performance is recorded in various formats.
The aim of the game is to test how many times will these 
urban dwellers’ paths cross in real time and in real space. The 
guide should note on the map of the square where they had 
encountered another group, and after how long did they meet 
someone. The second blow of the whistle should signal a 
change of speed and direction. Repeat the same process.
By the end of the game, all the groups would have a map 
with their individual flows of movement. Discuss with students 
where was the busiest intersection and why. What spatial 
qualities make some spaces more inviting and some others 
feel more hostile?
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Outcomes:
Students will create scenarios, which are specific and relative 
to the environment they are in. By performing in synchronicity 
their roles, they will create a collaborative urban intervention. 
Their performances are an engaging and interactive way to 
analyse the built environment and how it shapes social 
encounters in public space. It will help students understand 
that they are citizens of Doncaster and claim their space in 
public places. 
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30minutes

Activity 15g: A vision for a future  public square
Aims:

Tools:
Instructions:

Outcomes:

The aim of this game is to initiate a discussion on the 
students’ experiences of Sir Nigel Gresley Square. It is a map- 
making activity which helps students reflect on their findings 
and act upon their observations to create an alternative or 
improved public square in Doncaster.

drawing materials, model making materials

Divide the class into small groups and provide them with large 
pieces of paper with the main square drawn on it. 
Allow students to print their own photographs, as well as use 
photographs of existing buildings to complete the map. Ask 
students to mark what they found memorable and notable 
from their site visit. 
Through discussion, encourage students to propose a 
design for an improved, future public square in Doncaster. 
Their proposition can be based on Sir Nigel Gresley Square, or 
they can in fact suggest a new location altogether. Therefore 
the outcome of this activity can be varied, from a collage to an 
image or a map.
Hold a class discussion about what the students considered 
good and bad in terms of quality of space and aesthetics. 
Invite each group to give a three minute presentation of their 
future public square.

This activity signifies how important it is to reflect on students’ 
observations and experiences. By engaging in a discussion, 
students will be able to evaluate their findings and deepen 
their understanding of the site.  The outcome of the activity, 
the improved future public square, is an incentive for students 
to become active and suggest change in the urban space.
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30minutes

Hyde Park Cemetery

Aims:

Tools:
Instructions:

Outcomes:

The aim of this activity is to engage students with the strong 
history of the Hyde Park Cemetery as an urban space which 
holds the cultural identity of Doncaster. Students will extend 
their knowledge about the importance and the history of the 
place but also they will study key elements that characterise 
an urban space and in this case a cultural landscape.

maps (online resources), drawing materials

Hand out the maps and allow some time for students to 
explore the maps. Ask them to find key differences and study 
how the cemetery changed or expanded through the years. 
Discuss the development and alteration of the routes and 
identify the following urban features: highlight the main 
entrances to the Hyde Park Cemetery, find the main and 
secondary routes, the change in landscape features, the 
alteration of the surrounding environment elements and the 
use of the chapel, gardens in relationship with the use of the 
cemetery.

This activity intends to inspire the students to explore 
Doncaster’s history through the cultural landscape of the Hyde 
Park Cemetery. What is more, students get an understanding 
of the differences in an urban environment and the way such 
a strong landscape evolves through the years. Finally, this 
activity is a first step towards the completion of the study of a 
sacred urban space which students will complete by the end 
of the Hyde Park Cemetery activities.

Activity 16a : Routes of the Cemetery
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ongoing

Aims:

Tools:
Instructions:

Outcomes:

The Hyde Park cemetery was originally built on the outskirts 
of Doncaster. However, the town expanded through the years 
and now the Old Cemetery sits within a really diverse context 
of structures such as residential areas, industrial buildings and 
transportation infrastructure. Students are asked to 
analyse the impact of this diversity on the cemetery and find 
out whether it has been positive or not. Students will 
observe and study the context of a historic cemetery and 
discuss if the diversity of movement, scale and building typolo-
gies adds to or takes away from the quality of the Hyde Park 
Cemetery.

map (online resource), drawing materials, camera

Ask the students to think about the mode and speed of 
movement at the highlighted areas, (i.e. at point 1: people 
walking, slow pace –at point 2: cars driving fast on the 
highway - at point 3: people walking or standing, really slow 
pace - at point 4: people working, big trucks – at point 5: 
train passing by in fast speed) and sketch the activities taking 
place at this specific point at the designated frames. See if the 
students have identified the same activities and then discuss 
on the diversity of the context.

The outcome of this activity is for the students to get an 
understanding of the importance of the appreciation of herit-
age buildings and the reasons why they are considered such 
a valuable architectural treasure. Also, this activity initiates a 
discussion ground and preparation for the outdoor activities 
about the St George’s Minster.

Activity 16b : The Cemetery in context
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ongoing

Aims:

Tools:
Instructions:

Outcomes:

The Hyde Park Cemetery is a place where famous Doncastrians 
are buried. The aim of this activity is to engage students with 
their strong history by researching and identifying these graves 
according to the map provided. Students would learn about 
Doncaster through the people who had an impact when they 
lived and still form a part of the local history.

map (online resource), drawing materials, camera

Learning about the Cemetery’s history could be an ongoing 
activity while walking and exploring the cemetery. Students 
would identify the specified graves according to the map, 
learn and exchange information from the previously conducted 
research and discover what part of history did these people 
relate to. Finally, ask them to sketch details they like in their 
sketchbooks and their favourite one in the designated frame. 

The outcome of this activity is the initiation of engagement with 
the cemetery as a historic and religious place that plays an 
important role in Doncaster’s history and the local built 
environment. Students will become familiar with people that 
formed Doncaster’s modern history in a more interactive way. 
Finally, students will learn about cemeteries as important cultural 
landscapes within the town’s urban fabric, incorporating methods 
of studying the spatial and architectural elements of the cemetery.

Activity 16c : Hyde Park Cemetery history
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ongoing

Aims:

Tools:
Instructions:

Outcomes:

This activity aims to analyse the different symbols that are used in the 
construction of the gravestones as an architectural element thatforms 
a part of the cemetery as a cultural landscape. Students will identify 
specific types of tombstones that are broadly used in the Hyde Park 
Cemetery and they would draw relationship with their frequency, 
construction, materiality etc. 

This activity could be an ongoing exercise as students walk around 
the cemetery. They will need to identify specific types of tombstones 
and some characteristics of them. You could ask them initial ques-
tions such as: 

1. Are there any architectural differences in headstones in different 
parts of the cemetery? 
2. Knowing that the cemetery expanded westwards, can you see 
the change and evolution in headstone motifs and designs?  

Allow students during your walk to sketch headstones they find 
interesting or details that are worthy of note.

Symbolism plays a fundamental role in architectural design and 
representation. Especially in Hyde Park Cemetery, students have the 
opportunity to investigate the change of symbolism through time. 
Also, students encounter the differences between the diverse ethnic 
backgrounds and the way they are represented by different symbols 
or materials in their headstone design.

Activity 16d: Hyde Park Cemetery symbolism

online resource, drawing materials, camera
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ongoing

Aims:

Tools:
Instructions:

Outcomes:

The aim of this activity is to give an understanding between 
the relationship of the headstones as symbols and their date 
of construction in the context of economical, political and 
cultural events that happened in Doncaster. Students are 
asked to complete the table provided and identify the reasons 
why a particular style of tombstone was ‘in style’ in this exact 
period of time.

As you walk along the cemetery ask the students to observe 
and fill in a dot every time they come across a tombstone 
that is listed, according to its date of construction. Make sure 
the students make observations like construction material, 
ageing effects, size, decorative features, estimated cost and 
monumentality of the headstones. Then, discuss about the 
frequency of that particular style in relationship with certain 
chronological occasions that occurred in Doncaster.

Cemeteries usually hold profound architectural features and 
symbols that relate to the identity and personality of the 
deceased. The headstones reflect on their economic activity, 
political presence, professional status, cultural background 
and more. Hence, students by examining the typology of the 
tombstones at Hyde Park Cemetery, will discover the close 
connection between these architectural elements and 
Doncaster’s history. 

Activity 16e: Hyde Park Cemetery timeline

map (online resource), drawing materials, camera
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