
Target group: 
young people (15–30) and youth workers

Group size: 
3–10 people (up to 20 with appropriate adaptations)

D u r a t i o n : 
up to 40 minutes

F o r m a t : 
in-person + online

S e t t i n g :
any urban space (small or large city)

The City as Text  is a participatory game that invites young  
people to explore the city they live in through 
three interconnected perspectives: climate 
change, community, and mental health.

Using a map of their city and a set of cards, 
players reflect on locations they know, share 
experiences, imagine changes, and develop ideas for 
a more just, inclusive, and sustainable urban future.

The game is based on the idea of the city as a “text” 
(Radović, 2013). A city can be understood as a space 
that we constantly write, erase, and recreate through 
everyday life, social relationships, and political decisions. 
Urban space is not neutral; power relations, economic 
interests, and social inequalities shape it. Processes such 
as gentrification, the privatization of public space, and 
the unequal distribution of green and safe areas often 
transform community structures and affect residents’ 
sense of belonging, safety, and mental well-being.

Climate change often deepens these inequalities, as 
vulnerable social groups are often more exposed to 
environmental risks, have weaker infrastructure, and lack 
supportive spaces. The game “The City as Text” encourages 
participants not only to observe the city but to read it 
critically—understanding who it belongs to, who shapes 
it, and who is excluded from decision-making processes.

The game emphasizes personal experiences, local 
knowledge, and collective reflection. It encourages 
participants to engage in dialogue, build solidarity, and 
imagine alternative ways to co-create cities based on 
care for people, communities, and the environment.

There are no right or wrong answers—only 
conversations, connections, and possibilities.

GAME MATERIALS 
Printed map of the city (if you are not in Maribor, Zagreb, 
or Budapest, print a map of your city or town)
24 cards in 4 categories
Stones/markers in different colors
String

You will also need: a pen, scissorshttps://pekarnamm.org/the-city-as-text



 If you are not in Maribor, Zagreb, or Budapest, print a 
map of your city or town.

 At the beginning, agree on who will guide and facilitate 
the game.

 Ensure that everyone participates as equally as possible—
no one should dominate with their ideas or perspectives.

 We draw on personal experiences.

 If a question feels uncomfortable, it can be skipped and 
another one chosen.

 Phones may only be used to check the map or look up 
locations.

 The game is suitable for 3 to 10 players. If the group is 
larger, participants should split into pairs or teams.

 The game is divided into 4 steps, each lasting 
approximately 10 minutes.

 During the game, you will draw cards, mark locations, 
answer questions, and discuss them as a group.

 Locations are marked on the map using stones. If you 
want to indicate a broader area instead of a specific place, 
place the stone in the center of that area.

 The cards can also be used in ways other than those 
suggested by the game. They can serve as discussion 
prompts, be used in workshops, or inspire writing, poster-
making, and similar activities.

 Place the map in the middle of the table or on the floor, 
with players sitting or standing around it.

 Each player chooses their own stones.

 Shuffle the 24 cards well and place them face down.

I N S T R U C T I O N S    STEP 1 – Mapping experiences
Each player chooses one card.

They read the prompt on the card, identify the location, find 
it on the map, and place their stone there. They explain their 
choice and answer the question.

Cards that have been answered are removed from the game 
and placed in a separate pile.

If there are 5 or fewer players, Step 1 is repeated, so each 
player takes a turn twice.

   STEP 2 – Finding connections
Each player chooses a new card.

They read the prompt and answer the question by selecting 
one of the locations already marked on the map by all 
players in Step 1.

Using a piece of string, they connect their stone from 
Step 1 to the location (stone) they choose in Step 2. They 
explain their choice, answer the question, and try to find a 
connection between the two locations.

Cards that have been answered are removed from the game 
and placed in a separate pile.

   STEP 3 – Collective perspective
All players together look at the map and determine which location 
(stone) has the most connections with the others. This location 
becomes the starting point for the discussion in this step.

The group selects 4 cards from the remaining cards and 
discusses the topics and questions written on them.

The person facilitating the game moderates the discussion 
and ensures that everyone is included equally.

   STEP 4 – Final reflection
The facilitator asks the following questions and ensures that 
each player answers in turn:

Do you see the city differently after the game than before?

Did anything during the activity, mapping, or discussion 
surprise you?

Do you think there is any location or area that should be 
better maintained?

In one word, describe how you feel.Igro je izdelala Pekarna Magdalenske mreže (Maribor, Slovenija), 
oblikovala Anamarija Ludvik v okviru projekta “Urban 
Community - In Transition For Youth” in partnerstva z Udrugo 
Vestigium (Zagreb, Hrvaška) in s Profilantrop egyesulet 
(Budimpešta, Madžarska), ki ga podpira program Erasmus +.

V okviru projekta in partnerstva smo si prizadevli izboljšati blaginjo 
mladih in med mladimi ter mladinskimi delavkami_ci spodbujati 
trajnostne načine življenja in razumevanje vpliva prebivalcev_k mest 
na okolje. 

The facilitator encourages the players to write one sentence 
together about the city’s future, based on the reflections and 
discussions from the game.

Take a photo of the map and the sentence you created and 
send it to info@pekarnamm.org tilted “The City as Text”.


