
Players present all the topics that 
their role felt was N0t Important. 
If another player’s role thinks it is 
Important they take it and add it to 
their pile. If all agree it is Not 
Important then it is placed art-side 
up in the Not Relevant pile.

Players present all the topics 
that their role felt is 
Important. If another player’s 
role thinks it is Not Important 
they debate the topic.

 If all agree it is Important then 
it is placed Guideline-side up in 
the Important pile. 

If the debate demonstrates a card 
is Important to some but Not 
Important to others the players 
decide which role’s Wishful pile 
will advocate the most for it.

  Players present all 
their topics that their 
role felt was Wishful. 

If all the other players feel it’s Important 
it gets placed in the Important pile. If all 
the other players feel it is Not Important 
it stays in the Wishful pile of that role. 

If all other players agree it is 
Wishful it goes in the center 
of the board, art-side up.

What was most debated?
What was most agreeable? 
How would you summarize 
a design guideline based 
on stakeholder discussion? 
What challenges do you 
feel you’ll face during the 
design process?

The remaining Wishful cards on the 
role’s get a big debate. If the Role still 
feels very strongly it goes into the 
center if they do not feel they would 
advocate the final project realization 
of its importance it is placed in the 
Not Important pile.

Remove all the Not Important cards 
into the box. Re-organize all the 
Important Cards in their colors and 
number order. In A Separate Pile 
re-organize all the Wishful cards.

Place the Important cards in a row on the 
right side of the board from top to bottom. 
Place the Wishful cards to the left side of the 
board from top to bottom. Make sure you can 
see all the topic names only. Photograph.

Each team of players present 
their discussion and summary.

Get seated around the board. 
The moderator introduces  the 
public space design challenge, 
Players choose a role to play.

The cards get passed around 
one-by-one to equal amounts 
between the players.

Players decide according to 
their role which topics are 
Important, Not Important, 
and Wishful to this design 
challenge.
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HEY! Imaginable Guidelines is a lively role-playing 
game to co-imagine, debate, then build consensus and 
design guideline for feasible solutions to a specific 
area’s DESIGN CHALLENGE — whether for a new 
project or an existing problem. Before the game 
choose the specific “design challenge” location: 
street, park, neighborhood, district, campus, and 
makes sure all players are familiar with it (walk it, 
take photos/notes). The game can be played with any 
number of players (six are optimal) who each take on 
the identity (“role”), perspective and aspirations of 
someone who lives,is active or has stakes in the area; 
their aim is getting the other players to understand 
and support their “role’s” interests, priorities and 
desired outcome. Through vibrant debate, the goal of 
the game is to generate a guideline that will serve as a 
starting point for co-designing the city with involved, 
knowledgeable and empowered citizens. Players focus 
on results and strategy not winners and losers.

The city itself is a composition and a 
living dynamic of many complex and 
interconnected topics as well as simple, 
familiar and discrete parts. It is the craft 
and poetic design of the tangible and the 
intangible dimensions of cities that 
underpin their excellence.

A project bySupported byPublished by

Folow Hey! on social media,
share the outcomes of your 
games, invite your neighbors!

How to Play Hey! Game rules and scenarios.
Start playing immediately!

Simple process of dialogue between stakeholders 
is crucial for good design. Help us spread the word!

All our activities announced and archived here. 
Meet us if you’re close!

Buy decks of game cards and help us! 
Great gift idea!



GET READY FOR THE GAME Players select 
the neighborhood/district for the design 
challenge and makes sure all the players 
are familiar with the area (if need be walk 
it, take photos/notes, share with the other 
players this information and maps about 
the problematics and place) [i]. A table is 
set so all players can place their cards in 
front of them and be close enough to each 
other to have an engaging discussion. The 
game board is at the center of the table 
with the Deck of Cards in its circle. [ii] 

DESCRIBE THE DESIGN CHALLENGE Seat 
each player adjacent to a designated game 
board role then introduce the “design 
challenge”: the particular problem or new 
project. Provide a brief (+/- 5 minute) pre-
sentation about the specifi c area with any 
supporting visuals gathered– its history, 
current issues and future prospects. [iii]

PREPARE AND DISTRIBUTE THE CARDS 
Separate the 101 playing cards from the 
box (the numbered topic cards). Deal the 
cards, one-by-one around the table, to 
each player. Note that depending on the 
number of players, some may have an addi-
tional card. [iv] *Players some like to keep 
the Categories red card by their side. 

IMAGINE AND SHARE ROLES Each player 
should create a persona for his/her des-
ignated role: age, profession, character, 

and purpose in participating in the design 
challenge. Maintain that role’s character 
and purpose throughout the game. Ask 
each player to describe their role to the 
group in two sentences with an additional 
sentence on how they feel about the design 
challenge. [v]

EXPLORE THE TOPICS Keeping in character 
and focusing on the design challenge, have 
players review the topic and fi rst sentence 
on their topic cards then separate their 
cards into IMPORTANT, NOT IMPORTANT 
or I WISH piles. I WISH selections are for 
topics your role thinks is a good idea for 
the design challenge, but not absolutely 
critical to the problem’s success. If they 
need more information to make a decision, 
they should read the full description then 
put each stack so the topics of the cards 
are visible on the game board in front of 
their role. 

EXCHANGE IDEAS AND POINTS OF VIEW 
Maintain that role’s character and purpose 
throughout the game.

FIRST ROUND ●  Go around the table 
and have each player present their NOT 
IMPORTANT topics one-by-one. Present a 
topic card in one sentence then state in 
another sentence why this topic is NOT 
IMPORTANT, then places it topic side up 
in the center of the board. If any other 

+14-years
4-8 players 
2 Hours
101 Playing Cards

player thinks that card is IMPORTANT, they 
can take it and put it in their IMPORTANT 
or I WISH pile. DO NOT DISCUSS About 
the cards yet. It does not matter if more 
than one player claims the same card 
because anyone can speak in favor of 
the topic in the next round. When all 
players have completed presenting their 
NOT IMPORTANT cards, all those remain-
ing cards in the center get turned art 
side up and stacked on the board’s NOT 
IMPORTANT square.

SECOND ROUND ●  Ask the players to 
present their IMPORTANT cards. In this 
round, the aim is to convince the other 
players of the topic’s importance.
▪  All players are encouraged to voice their 
thoughts if they do not agree, or only partly 
agree, that the topic is important or if they 
think it is a good idea but not relevant to 
this design challenge. During the discus-
sion, every player should state if they are 
in favor or against the topic according to 
their role and the design challenge. Other 
players are encouraged to review the card 
if they fi nd the topic unfamiliar or want any 
clarity before off ering their point of view. 
▪  If EVERY player agrees that the topic is 
IMPORTANT, the card remains in the cen-
ter topic side up.  If someone thinks it is 
NOT IMPORTANT, they state their case. The 
other players have the opportunity to per-
suade the player who is in disagreement.

▪  IF A TOPIC IS DISCUSSED FOR TOO LONG 
OR CANNOT BE RESOLVED, agree to dis-
agree and move on, placing the card in the 
I WISH position on the board in front of the 
player who is most supportive of the topic; 
it will be revisited in the last round. 

When all IMPORTANT cards have been 
assessed, the cards that remain get turned 
art side up and stacked on the board’s 
IMPORTANT square. 

NOTES: Keep the game moving! It is recommended 
to present by going around the table one-by-one. 
When all players have completed presenting their 
IMPORTANT cards, all those remaining cards in the 
center get turned art side up and stacked on the 
board’s IMPORTANT square.

LAST ROUND ●  is where every player puts 
their creative thinking into ways to get their 
I WISH cards moved to the IMPORTANT 
pile. To persuade the others of their topic’s 
merits, players can propose policy, design, 
social or enforcement solutions that 
address the concerns of the other players. 
This is the opportunity for the group as a 
whole to fi nd solutions that support includ-
ing the remaining topics in a design guide-
line specifi c to their design challenge.[vi] 
If all players can fi nd an agreed solution or 
strategy, the card is noted with the yellow 
note card and goes into the IMPORTANT 
stack. If there is still disagreement from 
any player, the card remains in the player’s 

I WISH pile. One player can cause the card 
to remain in the I WISH. Collect all player’s 
I WISH piles and place them in a stack, art 
side up, in the center circle of the board.

GAME FINALE
VISUALIZE RESULTS
Now all the cards should be on the board in 
3 stacks: 
● IMPORTANT
● NOT IMPORTANT
● I WISH

Remove all NOT IMPORTANT cards and 
place them back to the box. Starting at 
the board’s upper left corner, place the 
IMPORTANT cards, topic side up (A, B, C, D, 
E, F), in columns from left to right. Be sure 
each topic’s number and name is visible. 

Next, do the same with the I WISH cards, 
placing them in columns to the right of the 
IMPORTANT cards.  Then place any notes at 
the center bottom of all the columns. Your 
team can now take a photograph of your 
design challenge’s collectively agreed to 
design guidelines. You can distinguish the 
design guidelines IMPORTANT (left) and I 
WISH (right) with the two color gradients.

CO-DESIGNING LIVABLE, LOVABLE, 
WALKABLE CITIES

Now you have experienced the process of 
generating a design guideline. The topic 
cards have much more information on the 
specifi cs of the design topic. You can also 
do further research on the topics and inves-
tigate diff erent best-practice solutions or 
strategies. You are ready to reach out to the 
neighborhood organizations, local authori-
ties and design professionals that can help 
you realize actionable solutions. You can 
now use your knowledge of city design top-
ics to improve something in your neighbor-
hood, prioritize the needs of the area for a 
new project or feel empowered to actively 
participate in the debates of your city. 

WRAP-UP ACTIVITIES
LOOK-AROUND—ask players to go around 
the room and look at the other team’s 
results. The players can discuss the diff er-
ences in results and the ways the various 
roles may have infl uenced the city design 
strategies. Or if you are a single team, try 
a diff erent design challenge and diff erent 
roles and see the results.
SHARE—Each team can present the most 
debated topic, the topic that provoked the 
most curiosity/inspiration/learning, and 
the topic that was the easiest to decide.
PROPOSE—Each team could propose a new 
topic(s) that would capture their discussion 

but was not in the base deck. Share with us 
@imaginableguidelines.org so we can add 
to future editions. 

SUGGESTIONS FOR DIFFERENT PLAYER 
BACKGROUNDS

BEGINNER PLAYERS NOTES — Use a 66 
playing card deck
For players fi rst experiencing city design 
topics and/or guidelines a compact deck 
will be more engaging. The 66 card deck 
is recommended for high school students, 
citizen initiatives and players whom want to 
play with a small group of friends. 
— Select ALL of A Physical Elements and 
F Vitality cards as well as the fi rst SEVEN 
cards of B Ecology. Time permitting; add C 
Technology-Innovation, D Social Economy 
and E Governance cards after the second 
round. Then repeat the fi rst and second 
rounds before starting the last round.  The 
suggested BREAK for introducing more 
cards is good timing for splitting between 
two class periods or a morning and after-
noon session.
— We have observed that fi rst time play-
ers need more time for diff erent reasons. 
They are more likely to need to read the full 
text and citizen players often listen more 
intently to understand why the other roles 
fi nd topics important or not important. 
Also, they may feel overwhelmed by too 
much information.

ADVANCED PLAYERS NOTES — Use in 
professional or university city-design 
context
Use the full deck for players who are univer-
sity students in urban studies or architecture 
in +3 year studios and design professionals 
with municipal teams and NGOs already 
engaged in city design. If university students 
are in the 1st or 2nd year or other depart-
ments, we suggest starting with the Beginner 
Player Recommendations outlined above.  
— Use blank topic cards to add new topics, 
not in the deck, as needed for your design 
challenge. Many design challenges will 
require additional city design topics.
— For very advanced players, start clus-
tering and re-organizing the design guide-
line by priority of topics, clustering new 
categories, or re-writing specifi c topics per 
your design challenges’ context needs and 
considerations.
— For city-design and professional com-
munity development uses, players can 
play their own roles to realize a Shared 
City Design Guideline specifi c to their 
requirements. 

● GO BEYOND…
Use this as a base design guideline to start 
an urban design studio or an architectural 
project with a public space program. Ask 
participants to submit new topic design 
guidelines relevant to their design back-
grounds. Check our website for guidelines.

[i] Deck set-up 
If the deck has been previously used, check to 
ensure you are starting with topic cards in their 
category (color) and number order.
[ii] Table set-up
Ideal size is 70x100 cm with one chair on each end 
and two chairs on each long side. If you have 4 
players, seat two on each long side. If you have 6 
players with the 4- person board that comes with 
the Deck-of-Cards, add a Resident and an Investor 
to either end of the table. If you have 8 players, 
add additional roles for the NGO and Investor. 
NOTE: you can download the 6- person game 
board for free from the website shop page. 
[iii] Framing the Design Challenge
A design challenge should be a place and a prob-
lem with which every player is familiar. The chal-
lenge can be as focused as a pocket park on a 
vacant lot or as general as solving a neighborhood 
trash management problem. It can look at ways 
to utilize your school campus in summer or during 
off -hours or to ensure quality public space in a 
new urban development. To visualize and keep the 
focus on the design challenge, it is helpful to have 
a projector with pertinent looping images or a pin-
up board with relevant material that all players 
can see throughout the game. 
[iv] Topic Cards Order
Start with topic cards in their category (color) and 
numeric order. For moderators, we suggest doing 
this prior to playing as well as completing the set-
up step by placing the topic cards art side up on 
at the center of the game board. This is especially 
helpful to save time in large groups like 24+ (4 
boards) players.
[v] Elaborating Roles
Roles with character depth and purpose are 
important. For example, if you have a RESIDENT 

role, you should decide if you have children and/
or a pet, are a morning jogger, a car owner or 
use public transit. If you have a MUNICIPAL role, 
you should state your position/profession in the 
municipality (i.e. mayor/council member, urban 
planner, social/business/family development 
agent, maintenance staff )... As an INVESTOR, there 
is a spectrum from a micro-business owner to a 
multi-national real-estate investor. You should 
state your agenda as a cafe owner, festival oper-
ator, lifestyle operator (gym-kids-craft), property 
owner, or even a public sector investor/property 
owner like a museum or university. As an EXPERT, 
like a consultant for the design challenge such 
as a traffi  c engineer, landscape architect, archi-
tect, civil engineer, energy expert as well as an 
economist, sociologist or pedagogue, you should 
describe your experience on similar projects. As 
a NGO, fi rst consider your purview, such as so-
cial, ecological, cultural or educational then your 
purpose, such as disability, pedestrian fi rst tran-
sit, cultural heritage and preservation, recycling, 
urban farming, toddlers in the city or informal 
education.
[vi] Co-Creating New Design Guideline Solutions
If someone thinks graffi  ti is a problem for histor-
ic buildings, you can discuss the line between 
vandalism and street art. Consider enforcement, 
creating additional surfaces for graffi  ti art, or 
even promoting a public awareness program that 
supports street artists and channels this creative 
energy into an alternative cultural movement. You 
can also use examples of success stories from oth-
er cities or experiences. Policy, behavior, technical 
and design solutions are ways to resolve disagree-
ment. Also, new topic cards can be added like 
Murals or Vandalism to enhance the co-creation’s 
design guideline.

MODERATOR NOTES 
— Minimum 12+ player parallel play. 
— Up to 60-80 Players works well with 
10 tables for 96 players use 12 tables. We 
do not advise to go beyond this number of 
parallel plays.  
— Decide before starting if your players are 
beginner or advanced players.
 — Set-up tables and the separation of the 
playing cards prior to starting or players 
arriving.
— In big groups and community meetings 
place the visuals so all players have access 
throughout the play. The moderator/facil-
itator can pre-set the multiple tables with 
the game boards and Deck of Cards in its 
circle. 
— Keep everyone focused on the design 
challenge at hand and his or her specifi c 
role. Players easily get lost in trying to 
solve the problems of the city as a whole, 
which may distract them from the design 
challenge at hand as well as reaching any 
consensus.
— A good moment to take a class break, 
coff ee/lunch break is before starting the 
last round.
— If your goal is community development, 
citizen participation or professional use, we 
recommend giving the last round a full 45 min-
utes to an hour to reach new design guide-
line proposals, new topic proposals and allow 
for a solid discussion of the more subtle and 
problematic aspects of the design challenge. 
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