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LOCATION- Milnthorpe, Cumbria. 
 

 
Milnthorpe is a small market town with a population of approximately 2100. It 
sits on the southern border of Cumbria, 7 miles south of Kendal, part of South 
Westmorland. From 1334 Milnthorpe, a, was a busy market town and port on 
the River Bela. Explosives and gunpowder were shipped from the area down 
the river to the estuary into the Irish Sea. When the Kent railway viaduct was 
built in the 1800s, it closed the shipping corridor to the town, and the estuary 
silted up. Watermills also made use of the river and gave the town the first part 
of its name. 
 

The period from the 1750s to the mid-1800's was a busy and affluent time for Milnthorpe. A 
turnpike road was constructed through the village and the centre of town (now a conservation 
area) experienced a building boom. Industries such as canning, comb making, printing, and coach 
building brought employment to the town.  
 
Milnthorpe sits in a slight valley with low hills on either side on the edge of the Lake District 
national Park. It's still a busy town popular with visitors and those staying to visit the lakes. 
 
Image and information from: http://www.thecumbriadirectory.com 
  
THE FACTS        
 
The People : Gameplayers at the National Schools Pilot were made up of Year 10 Human 
Geography students and with the event forming a significant part of their ‘Settlement’ Unit. All of 
those playing were students at Dallam with most living in Milnthorpe and the surrounding areas. 
 
The Aim of the Game : Students were encouraged to think broadly on the future of Milnthorpe 
over the next 10 years. What do they want for the town? In which direction could it develop and 
through what kind of proposals and initiatives could this be implemented? 
 
By playing through the process, the students were asked to produce four diverse Action Plans, 
which, through agreement and discussion will be merged into a single vision for the future of their 
area. This will then be presented to their local MP as a statement of their collective aspirations for 
the town. The Game provided a framework around which students could assume the role of town 
planners and introduced them to the challenges and practicalities of the regeneration process. 
  
 
THE GAME 
 
1. BASELINE STAGE – drawing out concerns and aspira tions for the future 
 
The opening stage of the game playing involved the four groups considering the ‘Statement 
Cards.’ On these are written a variety of economic, social and physical observations grouped 
under headings looking at Business, Retail, Community, Culture, Utilities, Transport, Open Space 
and Housing.  
 
For Example: One of the options under Transport is ‘There will be more cars in the street,’ while 
for Utilities one option includes, ‘We will produce less waste and recycle more.’ 
 
The groups had to choose 8 of these statements that reflected ‘Likely Futures’- those things most 
likely to happen to Milnthorpe over the next ten years. These were then marked onto the Baseline 
Sheet in Blue. 
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Once ‘Likely Futures’ had been mapped out, the groups had to once more pick out 8 more cards 
from the same set of statements, but this time with an open mind. They could choose whatever 
they wanted to see happen, regardless of any practical retraints- these are referred to as their 
‘Dream Futures.’ These were then marked on the baseline sheet in red. 
 
OUTCOMES- identifying common choices and trends. 
There was a very diverse spread from the four groups. The student’s concerns focused on three 
main areas, while aspirations for the town were broad and wide ranging. Several key themes 
emerged from the sheet and these were developed and expanded through group discussion. 
 

 
 
Baseline Sheet showing choices made across the four groups. 
 
‘Likely Futures.’  
BUSINESS ‘Young people who want a high-powered care er will probably leave the area.’  
There was real concern from nearly all the groups that the limited job opportunities in the town 
meant that young people would leave Milnthorpe. The students identified that those with a desire 
to pursue a highly skilled job or seek Higher Education would go elsewhere. Such a migration of 
skills and education would leave the area with a pool of low skilled jobs and a lack of diverse 
opportunities. The discussion over this issue picked up on the fact that those able to go to 
University were unlikely to return once they had finished their degree. The challenge for the 
groups to consider was how they encourage a shift in this pattern. 
 
TRANSPORT ‘More people will commute out of the area  for work.’ 
Once more there was strong agreement on this choice, but difference in whether or not it was 
considered a good or bad thing. Concern arose from the negative environmental impact of any 
increased car movements on local roads, a possible rise in fares at peak hours and what would 
happen to the life of the town during the day or ‘office hours.’ However, the commute highlighted 
the desirability of the town as an area from which one could access larger metropolitan areas. 
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There was also discussion on the possibility that those coming into the town to do this would bring 
both new skills and ideas into Milnthorpe. 
 
HOUSING ‘Most people who live here now will still b e living here’ and ‘The future of the 
area is likely to be a residential one.’ 
Both these options were discussed in tandem with both the ‘Business’ and ‘Transport’ statements, 
but there was strong difference in reasoning behind the choices.  
 
In a show of hands initiated by the discussion on whether people would like to stay in Milnthorpe, 
the groups were divided between those who saw staying in the town as a positive thing, citing a 
degree of civic pride, loyalty, living costs and sense of family, and those (the majority) who saw it 
negatively. This supported earlier choices regarding high powered careers and opportunities 
elsewhere. 
‘Dream Futures.’   
BUSINESS ‘There will be some kind of job for everyo ne in the area.’ 
Three out of the four groups chose this option and it directly supports concerns raised above. 
While the show of hands showed a broad desire to leave the area to seek the best jobs, all 
wanted to see a diverse range of opportunities or choice of employment provided.  
 
TRANSPORT ‘People will get around more by public tr ansport.’ 
The groups showed a desire to persuade people away from the dominance of the car as the main 
means of movement in Milnthorpe and the wider area. While this option was not initially chosen by 
all the groups, there was universal agreement on the benefits of improved public transport both for 
residents and for visitors to the Lake District.  
 
The students wanted to make existing buses and trains cheaper in order that they could use them 
more and encourage visitors not to bring their car as traffic in high season meant a negative 
impact on the environment. Cycling was seen as desirable- but difficult on existing roads. The 
groups demonstrated a broad awareness of global issues by discussing recent fuel increases as 
another reason why the car is problematic. In future it may become prohibitively expensive to run 
a car- therefore an alternative network should be invested in to anticipate this possible future.  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Students consider the options and discuss their aspirations in groups. 
 
OPEN SPACES ‘We will be more aware of nature and/or  wildlife.’ 
Milnthorpe lies just outside the boundaries of the Lake District National Park, but the students 
showed a good appreciation of the benefits of the landscape. When asked, some said they made 
frequent use of the countryside around them and were proud of it. The groups demonstrated 
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awareness that economically, such a resource was important to the life of the area and more use 
of it would be a good thing. 
UTILITIES ‘We will produce less waste and recycle m ore.’ 
There was strong agreement that this would be a good thing for Milnthorpe and the groups linked 
it to the natural environment around them that they would like to see maintained. However, some 
in the discussion saw it as an inevitable future- citing current trends and national patterns and. 
 
CULTURE ‘The area’s heritage, traditions and custom s will largely be maintained.’ 
There was no majority choice of this option, but the even split between those that considered it a 
‘likely’ and those who saw it as a ‘dream’ future, provoked an especially interesting discussion. 
The disagreement between the groups and individuals on whether it was a positive or negative 
thing for Milnthorpe- highlighted how the role of heritage can be problematic for town planners.  
 
Those students that considered heritage to be important for the future of the town felt that 
Milnthorpe’s traditions and culture were unique. In this were included markets, historical sites, 
buildings and fairs. These factors were seen as important in maintaining a sense of identity and 
community. Such a thing would encourage people to stay in the town. Students were fearful of 
their town becoming like any other. 
 
On the opposite side, there were many who saw heritage as off putting. Some said that it was 
‘boring’ and ‘off putting’ for young people. They considered it an old fashioned thing that may lead 
some to think Milnthorpe was ‘Trapped in the past.’ Heritage, they suggested, did not encourage 
new thinking or a break from tradition. Linking it straight back to the first point of discussion, the 
students agreed broadly that it did not encourage innovation or ‘technology’ based employers to 
settle in the area.    
 
 
2. CONSIDERING THE FUTURE – aspirational scenarios for the next ten years. 
 
The next stage of the game involved the groups each working out their own scenario plan for the 
next 10 years in Milnthorpe by setting out ‘Proposal’ cards on the ‘Scenario Sheet.’ The students 
had to consider in their groups their main concerns and aspirations by choosing proposals that 
they considered most appropriate to addressing the issues. Once these were selected they wrote, 
drew and marked the sheet, outlining how their proposals would work and what impact they would 
have. 
 
The teams had 56 ‘Proposal’ cards from which to choose. The cards cover a range of projects 
ranging from ‘New Bus or Tram’ to ‘New Iconic Structure/landmark’ or ‘New Premises for Major 
Chains.’ Each of these proposals are given a mark out of 10 for distinct ‘Values.’ These cover its 
impact on ‘Local Economy’ ‘Wow factor’ ‘Ecological Footprint’ and ‘Social Capital.’  
 
The groups then set-out their choices over a 10 year period based on the estimated time scale 
noted on each card. The groups could choose as many or as little of these as they wanted, but 
the total could not add up to more than 40 points. This process encouraged the students to 
backup their choices with consideration and place them in order of value and delivery 
practicalities- like real life.  
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OUTCOMES- Future Stories 
 
Group 1 – ‘Project Green- LIGHT’   
In this group: Sophie Ryder, Natalie Bateman, Josh Thompson, Graeme Bainbridge, Tom Balderstone  and 
Christopher Moulsdale . 
 
As its namesake suggests, the group chose to focus on ‘green’ initiatives and their scenario was 
based largely on interventions that aimed at improving the area, making fuller use of its existing 
assets without a need for large scale building works or heavy alteration. 
 
The story starts with improving the offer at local shops to provide a better experience for 
residents, but crucially to encourage larger interests such as Dallam School to buy locally. Parallel 
to this would be a tree planting scheme linked to general improvement in public space. Proposals 
over the next three years include a series of projects which would be flexible in their use 
encouraging visitors though new attractions and improving existing community facilities to 
encourage use by younger groups. Underpinning this, by year 5-7, there would be a series of 
robust environmental schemes such as recycling, renewable energies and retro-fitting properties. 
These were each seen as beneficial to locals both in terms of finance and the natural 
environment.  
 
To encourage the evening economy and improve the quality of space in the town the group would 
improve lighting and establish a new ‘Unique’ landmark to make Milnthorpe ‘famous.’ In the final 
year of the story, new youth facilities would be established that would be welcomed by all. Young 
people would embrace it as ‘Funky’ and ‘modern’ while older generations would be happier that 
teen groups were not hanging around the square at all times.  
 

 
 
Group 1 Scenario Sheet 
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Proposals selected in 10 year story:  
1-4: Support Independent Shops Initiative, Initiate Tree Planting project, New Library New 

Visitor Attraction, New Art or Heritage Trial and New Community Centre. 
5-7: Develop Community Power Sources, New Community Recycling Initiative, New Public 

Lighting Strategy, Retrofit Energy Saving Measures and New Iconic Structure/Landmark.  
8-10:  Provide New Youth Facilities. 
 
Total Values: 
Cost to Deliver-  40 
Local Economy-  52  
Wow Factor-   52 
Ecological Footprint- 74 
Social Capital-  80 
  
 
Group 2 –  
‘Operation Regeneration Of The Rural Nation By The Younger Generation.’ 
In this group: Callum Douglas, Josh Desbottes, Robbie Pyle, Fraser Morgan, Emily Edwards and Anna 
Sellars.  
 
In their first 4 years, the group took an innovative approach to their story by very deliberately 
matching up proposals so that one would serve the other and went so far as annotating maps 
provided to give an indication where each proposal would go.  
At the start of their story the group wished to develop youth enterprise and improve sustainability. 
Their solution was to suggest that the enterprise would be the retro-fitting of properties by young 
people. Such an initiative would provide training, business, employment and produce very obvious 
economic and environmental benefits. 
 

Group 2 Scenario Sheet 
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Similarly, in the next few years, the group matched paired up cards to address the town centre. 
The refurbishment of exiting shop fronts would be expanded to provide more cycle friendly 
provision, while a retail initiative would be- encouraging people to shop locally through markets 
and new independents.   
 
The pairing strategy after year 4 falls away somewhat, but there was a focus on persuading 
people to drive less and in encouraging a diverse economic base. Proposals from year five 
include new community learning facilities on a brownfield site, a new landmark late night economy 
hub of shops and clubs, built sensitively in local materials (eg: Limestone) into the side of a hill 
(‘Arcade in a Hill’) and developing a thriving business incubator for use by all. The story concludes 
in year 8 by the completion of a local energy source, ‘By Water Wheel.’. 
 
Proposals selected in 10 year story: 
1-4: Develop Youth Enterprise Centre, Retrofit Energy saving Measures, Improve Cyclists 

Facilities, Refurbish Existing Shopfronts, Organise Specialist Shopping Initiative and 
Support Independent Shops. 

5-7: Develop Car Sharing Scheme, New Library or Community Learning Space, New late Night 
Economy Hub and Develop Community Business Incubator. 

8-10: Develop Community Power Sources..  
 
Total Values: 
Cost to Deliver-  40 
Local Economy-  65  
Wow Factor-   45 
Ecological Footprint- 66 
Social Capital-  76 
 
 
Group 3 – ‘T.O.M. (The Terrific Oasis of Milnthorpe ).’ 
In this Group: Tom Moodie, Tom Shuttleworth, Tom Walling, Simon Parr, Hannah Brooks and Jennie Blake. 
 
In their scenario the group emphasized the effect of the linkages between various proposals for 
the town across the ten year story. The sheet is characterized by a strong and very deliberate 
arrows and lines pulling together schemes, highlighting how each affects the other and 
complements the former. 
 
Year one opens with a ‘quick win.’ Tree planting would let people know immediately that 
improvements were happening. This proposal is linked later to a New Iconic landmark by year 5. 
The group here suggests that the natural environment and Dallam Park would continue to be the 
focus for any such scheme. In year 4, new pedestrian spaces were highlighted at the centre of the 
town, that would support independent shops by year 5. To ensure new features are maintained 
the group complemented their choices with ‘Space Rangers.’ This proposal would also ensure 
user groups felt safe.  
 
The use of Dallam Park would also provide by, year 7, a resource for youth enterprise. The group 
suggested that the upkeep of the park could be taken on by the young groups and would 
encourage a strong sense of community in doing so (this proposal was linked to a new sports 
facility by year 10). Later in the story, the new pedestrian spaces in the centre of the town would 
encourage a café and bar quarter, which would help fuel a new late night economy. With this 
diverse activity going on the group cemented their proposals with a need for new visitor 
accommodation. This would be located on the edge of town and be necessitated by the landmark 
development and be of a modern design to attract a diverse range of visitor and traveler, but also 
family groups.   
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Group 3 Scenario Sheet 

 
Proposals selected in 10 year story: 
1-4: Initiate Tree Planting Project, Introduce Open Space Ranger and Develop Home Zones on 

Existing Roads.  
5-7: New Iconic Structure/Landmark, Develop Youth Enterprise Centre and New Visitor 

Accomodation. 
8-10: Develop Café/bar/Restaurant Quarter, New Sports Facility and New Late Night Economy 

Hub. 
 
Total Values: 
Cost to Deliver-  38 
Local Economy-  46  
Wow Factor-   44 
Ecological Footprint- 49 
Social Capital-  62 
 
 
Group 4 – ‘Milnthorpe Merge Project.’  
In this Group: Gary Maudsley, Adam Whitehead, Kenny Edwards, Karina Read, Glen Hill and Oliver 
Chaplow. 
  
Uniquely amongst the groups, the team chose their own proposal to launch the scenario. In year 
one,  the story would begin with the publishing of their plans online at a dedicated website with 
notification of their intentions advertised to the community via text messaging and in the local 
press. Such an approach is common among development corporations and developers in order to 
encourage community support and engagement. Their first proposal, following this, was to link up 
existing facilities with a heritage trial. Such a simple initiative would bring awareness to sites 
across the town and local area traditions. These would be supported by reducing car numbers in 
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the area through car sharing initiatives and improving cycling facilities. There was the suggestion 
that trails could be done by bike. By year four, the group proposed to look at local shopping offers. 
They would support independent shops through low rent and specialist activities such as heritage 
based markets promoting local produce. Retail therefore would be the basis.  
 
In years 5-7, proposals look at wellbeing with both a community and new health facility and a 
wider economy base would be encouraged by investment in an evening economy and new office 
premises. The group wanted to encourage ‘diversity’ and have resources for bringing people 
together. More bars and clubs, they believed, would be a ‘morale boost’, help create some 
vibrancy and a ‘happier’ community. The provision of new office accommodation would create a 
need for further shopping facilities and possible chains stores. The story is closed with a tree 
planting scheme- bringing ‘beauty’ and ‘oxygen’ the new developments.  

 

Group 4 Scenario Sheet 
 
Proposals selected in 10 year story: 
1-4: (New Card) Advertising, Develop Car Sharing Scheme, Improve Cyclist facilities, New Art or 

Heritage Trail, Support Independent Shops, New Low Rent Shopping Kiosks and Organise 
Specialist Retail Initiative.  

5-7: New Community Centre, New Health Facility, New Late Night Economy Hub and New Office 
Acomodation. 

8-10:  Initiate Tree Planting Project. 
 
Total Values: 
Cost to Deliver-  40 
Local Economy-  63  
Wow Factor-   48 
Ecological Footprint- 64 
Social Capital-  85 
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3. COMMON GROUND AND CONCLUSIONS 
 
Retail : Three out of the four groups choose retailing and local shops as important in the first 
stages of their scenarios. Such a choice points to clear dissatisfaction by young people with the 
current retail offer in Milnthorpe. All groups were united in their choice that independent retailers 
should be encouraged as much as possible and initiatives were put forward as to how this could 
be achieved.  
 
Only one of the groups was explicit in the use of the term ‘chain stores.’ This would seem to 
support the discussions from earlier in the session about the desire for the town to maintain its 
identity. It also suggests, perhaps, that this type of retail is readily available elsewhere and the 
relative short distance to reach it presents no problem. 
 
Community:  All groups highlighted this as particularly important and each had their own take on 
how it is encouraged and fostered. Unsurprisingly ‘Youth’ was a strong focus, but not exclusively, 
nor was it considered an end game. The groups put forward initiatives that would have a dual 
purpose and wider aims for the town and their future.  For example the use of Dallam Park in one 
scenario called for young people to look after it as a project, to take it on, while its users could be 
from any age group. 
 
Each group made provision in their plans for greater youth, community, sporting and learning 
facilities. In some cases this was highlighted as a simple case as a new building with access for 
all groups. However, many demonstrated a great amount of strategic thought by linking this to a 
wider economic, environmental and social objective. It was rarely put forward as a stand alone 
scheme, there would be linkages and where there was overlap or common ground it was used to 
advantage.  
 
All groups suggested physical improvements where the condition of the town would engender 
civic pride. Some were small scale, for example planting, others were for iconic landmarks. Most 
proposals were introduced to serve a resident population rather than visiting groups. 
 
Business:  Directly referencing the discussions of earlier, all groups put forward proposals 
supporting the diversification of the town’s economic base. For each the existing shops would be 
a starting point with the eventual establishment of a new evening economy seen as crucial in 
creating a new sense of vibrancy for the town. One group suggested a new office block on the 
basis that it would attract new and very different business to the town, while another group put 
forward very definite proposals for a business and leisure hub as an architectural landmark 
looking back over Milnthorpe.  
 
All groups gave it high priority and for many it was a social consideration with long term benefits. 
Each group was keen on supporting enterprise and encouraging a youthful and new, perhaps as 
yet unseen, economic future. 
 
Culture: 
There was agreement throughout the groups that the established traditions of Milnthorpe were a 
good starting point around which further activities could be grouped. The students appeared very 
proud of the area and its place on the edge of the Lake District National Park. Many of the 
proposals have a strong environmental theme with schemes borrowing from the landscape and 
others exploiting heritage as a basis for new visitor facilities.  Though some groups chose to 
support new iconic landmarks as a means to attract visitors, these appeared to be largely linked 
to other measures rather than be grand single gestures. 
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4. FURTHER DISCUSSION 
While the scenarios demonstrate a broad range of ideas and variations in approach, there was 
strong agreement on many areas. Inevitably further discussion needs to be had agreeing how a 
single vision from the four scenarios can be produced and to aid this discussion it may be worth 
considering: 
 
1. What types of independent shops would Milnthorpe have in future? What is lacking? Might the 
introduction of some chains be a good thing? National chains can often introduce many job 
opportunities into an area and bring affordable goods.  
 
2. Which youth scheme do you give priority to? Should it be directly linked to employment and 
learning, or is play for play’s sake a legitimate proposal? Is getting better access for young people 
to existing facilities and services more realistic than creating new ones? 
 
3.  What are the consequences of success? What negative attributes might arise from an evening 
economy? How would this cater for those groups aged under 18? 
 
4. What sort of Iconic structure/landmark are the groups after? Only one group was explicit in its 
aims for this- could the others develop their thinking on this? What might it look like? How big 
would it be? What would be the economic value of it? 
 
 
IMPACT & FEEDBACK 
 
We were delighted that Dallam could share in the piloting of the game.  I was hugely impressed by the 
concepts students were using and their confidence in communicating their ideas.  The teamwork was great, 
with a sustained focus on the task. The game challenged students to be creative about the development of 
their own community at a time when there is much local discussion about plans for the town.  Not only are 
they better GCSE geographers as a result, but they were also better equipped to take part in the debate. 
Steve Holdup- Head, Dallam School 
 
The students demonstrated excellent communication, co-operation and organisation, consequently 
producing really inspiring, innovative and interesting plans for our local area. The session was facilitated 
with skill and there was an emphasis on decision-making, prioritising and cost-benefit analysis and the 
students were able to debate different desirable outcomes for Milnthorpe with confidence. The quality of 
ideas generated was very impressive and it was an extremely worthwhile experience. Knowledge, 
understanding and skills used during this session help students with the understanding of their GCSE 
Settlement topic and can be transferred to other areas of the curriculum. 
Caroline Winstanley- Dallam School 
 
The regeneration of Milnthorpe was not something to which I have ever given much thought until I 
participated in the Building Futures game. The game gave me an intriguing insight into something that is 
both controversial yet possibly beneficial to the town.  
Adam Whitehead – Year 10 student at Dallam School 
 
I had never thought about prospects for Milnthorpe in the future before. Milnthorpe to me was just 
Milnthorpe but after this Building Futures game I realised that we, my generation, are the people who need 
to ensure a sustainable infrastructure for when we take over responsibility of our environment. I really 
enjoyed it and it was very well put together. 
Anna Sellars- Year 10 student at Dallam School 
 
I am thrilled that RIBA chose Dallam for the national school pilot of the Building Futures game. The young 
people participating immediately captured the concept of the game and worked with huge enthusiasm and 
energy throughout the process, eventually developing some incredibly intelligent and robust models of 
regeneration for Milnthorpe. If the future of regeneration in the county is in their hands – not only will it be 
quite safe, there is every chance it would work! 
Kate Willard – Sustainable Economic Regeneration co nsultant.  
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NOTES 
 
Dallam School  is a mixed, comprehensive 11 to 19 school in the rural, southern fringes of the Lake District. 
Dallam is different. It is a long-established specialist language college and as a holder of the International 
Schools Award the international dimension runs through the whole curriculum. Dallam is a split-site school. 
Currently, lower school is situated at the Milnthorpe site and the Sixth Form is based at Heversham. The 
school has a very healthy boarding section, with young people from around the world enriching the cultural 
diversity of the school. Dallam is also a community school, meeting learning needs of local people. The 
school has extensive arts and sports programmes promoting positive health and lifestyle choices through its 
work as a healthy school. Dallam is undergoing an extensive building programme, which will provide the 
latest in educational facilities for its students.  
www.dallam.eu 
 
Kate Willard  is Sustainable Economic Regeneration consultant living and working in Cumbria and the Lake 
District National park. 
 
Building Futures  is the RIBA’s think tank on issues affecting the future of our towns and cities. It was 
established to create space for discussion about the needs of society from our built environment and, 
consequently, the built environment professions in 20 years and beyond. The group aims to highlight and 
promote those working with new technologies and developing new ideas, which will contribute to the future 
of our towns and cities and address society’s changing demands over the coming years. How and where 
will we be living in 50 or 100 years’ time? What technologies will architects be using to design new buildings 
and what materials will be specified? How will the inevitable new technologies affect the buildings and 
places we use every day 
www.buildingfutures.org.uk 
 
Co-developers of the Building Futures Game. 
 
CABE, the Commission for Architecture and the Built Environment, is the government’s advisor on 
architecture, urban design and public space. CABE works on behalf of the public and is committed to 
inspire people to demand more from buildings and spaces. 
www.cabe.org.uk 
 
AOC is an architecture practice committed to exploring the broader relationship between people and the 
complex, messy world around them. Working with people, rather than for them, their aim is to make things 
happen through a variety of responses and proposals, some of which may include buildings. 
www.theaoc.co.uk 
 
Organisers 
 
Kate Willard- Sustainable Economic Regeneration consultant 
Mike Althorpe- Building Futures RIBA  
Tamsie Thomson- Building Futures RIBA. 
Caroline Winstanley- Dallam School 
 
 
 

 
 
 
 
 
 
 

The Building Futures Game is a Building Futures RIBA initiative: 
 
For more information on this or any other Building Futures project contact: 
buildingfutures@inst.riba.org or on 0207 307 3620 


