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Location- DAVENTRY, NORTHAMPTONSHIRE 
 
Daventry is a market town in Northamptonshire, with a population of 22,367 (2001 census). The 
town is also the administrative centre of the much larger Daventry District, (population 71,838). 
The town is located roughly 12 miles west of Northampton and has a historic market centre, with 
many listed buildings and old coaching inns, surrounded by much modern housing and light 
industrial development. Owing to its strategic position at the geographical heart of England, 
Daventry has in recent years emerged as a major warehousing and distribution centre. North of 
the town Daventry International Railfreight Terminal (DIRFT) is a large terminal for freight 
interchange between road and rail. 
 

 
 
 
 
 
 
 
 
 
 
 
 

Daventry Town Centre-  
A- Retail Proposal 
B- High Street- Market Site 
C- New Library Site 
D- Moot Hall. 
         
THE FACTS       Map courtesy of MCA Architects  
 
Daventry District Council have developed a master-plan for the growth of their town. This will take 
the population from approximately 22,000 to around 40,000. As part of this master-plan, the 
council has identified five key sites within the central core that have development potential and 
which can accommodate a number of strategic uses. With its regional development partner, the 
West Northamptonshire Development Corporation (WNDC), the council is addressing two key 
sites in the town centre.  
 
Proposals for one of these sites have been drawn up by Henry Boot Developers with MCA 
architects. The proposals include a large retail scheme and proposed new library. The plans will 
greatly impact upon the existing shopping facilities in the town centre and its topography. This 
area and its success is crucial to the strategic aims of the wider master-plan in encouraging 
continual growth and attracting people and business.    
 
The People : Gameplayers at the launch included representatives from, WNDC, Daventry District 
Council, Northamptonshire Library Services, Daventry and District Civic Society, Daventry History 
Groups, Daventry Community Centre, Phoenix Youth Centre, Northamptonshire CC Highways, 
Daventry CC Economic Development, Business Link East Midlands, MCA Architects, Alliance 
Planning and Northants Police Crime prevention. 
 
The aim of the game : To inform an action plan that brings together core objectives for 
addressing the town centre area now and over the next ten years. This complements consultation 
already underway for the Retail Scheme and the master-plan for the whole town.  
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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 Retail, Community, Culture, Transport and Utilities among others. For 
example one choice under Transport is ‘There will be more cars in the street,’ while for Utilities a 
choice 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 the area over the next ten years. These were then marked onto the Baseline 
Sheet in Blue. 

 
 
 
 
 
 
Baseline Sheet - mapping out aspirations and core areas of concern across the four groups. 
 
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- their ‘Dream Futures.’ These were then marked on the baseline sheet 
in red. 
 
OUTCOMES- identifying common choices and trends. 
All four groups were in broad agreement as to their predictions and aspirations for the town 
and focused on several key themes. 
 
‘Likely Futures.’  
CULTURE ‘We will spend more money on art and cultur e.’  
 
There was overall agreement on this choice of card and reasons given to support the choice. The 
most likely future scenario for the town centre is that the heritage is kept and the traditional nature 
of activity, such as the market, small traders and cafes, will be maintained. The groups decided on 
numerous reasons why this will be the case.  
·  Conservation area deemed essential to the life of the town – ‘without heritage there is 

nothing here.’ This scenario was common to all groups, and they emphasized the value of 
learning from mistakes made in schemes affecting neighbouring towns. 

·  There was awareness that there did need to be change. It was underlined that while, “It is a 
conservation area… that doesn’t mean that nothing should happen, just that it should sit 
comfortably”. 
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·  All four groups were in agreement that they should “guard against living in a timewarp”. 
·  The proposals for a new library scheme were to become a central feature and therefore 

contribute to the life of the town centre. This was deemed important: “The centre is integral 
to the place and the community” 

 
‘Dream Futures.’   
RETAIL ‘More people will come to the area to shop.’  
This statement was identified by all four groups. With the development of the new scheme, retail 
in the town can only increase. Provision underpins the social and economic growth of the town, 
but there are shared concerns that this should also be complemented by a diverse range of 
restaurants and bars where possible, to accommodate “old as well as young’. A key concern was 
to avoid ‘a bandit-country town centre’.  
 
COMMUNITY ‘More people will be will be taking part in learning/training activities.’  
Groups were keen for Daventry to have its own resources to offer education to all parts of the 
community (for instance, life long learning with a U3A). Technology and science were highly 
desired, and there was discussion of a proposed learning quarter that might have some focus in 
the town centre. Concern was raised that without these facilities, sectors of the population would 
continue to seek services outside the town. 
 
 
2. CONSIDERING THE FUTURE – aspirational scenarios for the next ten years. 
 
The next stage of the game involved the groups working out their own scenario plan for the next 
10 years in Daventry by setting out ‘Proposal’ cards on the ‘Scenario Sheet’ and fleshing them out 
by annotating on the sheet how each choice would impact on the area and the reason for its 
inclusion. 
 
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 players to backup their choices with 
consideration and place them in order of value and delivery practicalities- like real life.  
 
OUTCOMES- Future Stories (refer to map on page 2). 
 
Group 1 – ‘Integrated Daventry’   
 
The first group emphasized integration as the key term for the future. They took a cause and 
consequence approach focusing on those factors that underpinned future developments, citing 
youth facilities, independent shops and special retail initiatives as primary drivers for sustainable 
growth. A youthful population and strong retail would incubate new business ventures and support 
them over the long term.   
 
Proposals selected in 10 year story: 
1-4: Provide New Youth facilities, Support Independent Shops.Organise Specialist Retail 
 Initiative, New Library or Community Learning Space. 
5-7: New Visitor Attraction, Develop Community Business Incubator,(new card) Creation of 
 Interesting Areas or Public Realm within New Developments, New Office Accomodation. 
8-10: Deveop Café/Bar/Restaurant Quarter, New Visitor Attraction, New Art or Heritage Trail.  
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Scenario sheet 1 
 
 
 
 
 
 
 
 
This foundation would require supplementing with additional facilities like the new library facility, a 
future visitor attraction, offices, and public realm improvements between developments (a new 
proposal card added by the group). The emphasis on new quality space would frame business 
and tourist facilities including restaurants, a hotel and a heritage trail. Each stage of the plan 
would support the former.  
 
Group 2 – ‘Daventry – our future’ 
 
This group divided the 10 year time frame set our by the scenario sheet into 3 distinct phases of 
development.  
 
Phase 1(years 1-4): “ensuring that we don’t let what’s already here die”. They advocated support 
of independent business, encourage specialist traders, all supported by increased provision for 
car parking as this is the main form of transport in the town. Existing plans for a library were a 
strong demonstration of confidence and intent for the town, and the group wished to ensure this 
facility complemented ideas towards establishing a cultural learning quarter within the town 
centre.  

 
 
 
 
 
 

 
Scenario sheet 2 

 
 
 
 
 
 
 
 
 

Phase 2 (years 5-7): Upgrade public spaces to serve the needs of improved business and retail. 
The improved space would encourage restaurants and alfresco dining. It was hoped that this 
evening economy would contribute to a diversity and wider choice of leisure and social amenities.  
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Phase 3 (years 8-10+): The final stage turned toward neglected areas, galvanizing the town 
centre to allow it to attract major chains and businesses. The group took an optimistic view that 
the town could achieve whatever it wanted: ‘live work play, all users doing all things’.  
 
Proposals selected in 10 year story: 
1-4: New Parking Strategies, Support Independent Shops, Organise Specialist Retail Initiative, 
 New Library or Community Learning Space, New Arts Centre. 
5-7: Develop café/Bar/Restaurant Quarter, New Premises for Major Chains. 
8-10: New Arts and Crafts Retail Quarter.  
 
 
Group 3 – ‘Daventry Calling’ 
 
In their scenario the group emphasized the effect of the new retail offer on the high street and the 
new library. Within their plan there was strong weight behind the idea of relocating the market (a 
central attraction and historic feature) and extending the existing market square to enhance the 
facility. Due to the restraints of the existing market site, this would require a review of traffic 
circulation and parking provision on market days (though mentioned via the presentation this was 
not picked up as a proposal card choice).  
 
 
 
 
 
 
 
Scenario sheet 3 
 
 
 
 
 
 
 
 
 
They wished to complement large chains with small business units, enabled by low rents and 
rates, to encourage start up and diversity. The scope of the new library should be expanded to 
accommodate a wide range of users and functions. The rich heritage of the town and its 
connection to the BBC World Service was cited along with civil war battle sites (nearby Naesby) 
as the potential basis of a museum. This facility has the potential to provide the town with an 
“iconic’ structure that would in turn attract visitors, a “seamless window on the world”.  
 
It was hoped such a facility would be deserving of a high quality public space linked to heritage 
landmarks such as the Moot Hall building- a Georgian assembly building (see map page 1- D).  
 
Proposals selected in 10 year story: 
1-4: Organise Specialist Retail Initiative, Provide New Youth Facilities, Develop 
 Community Business Incubator.  
5-7: New Visitor Attraction, (new card) Library/Arts and Museum Centre, New Premises for 
 Major Chains, Support Independent Shops. 
8-10: Develop Café/Bar/Restaurant Quarter. 
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Group 4 – (no title)  
 
The group emphasized transport in a unique way.  
 
The first two years of their plan would be taken up by the support of independent shops and 
businesses and the encouraging of new learning as well as recreational facilities for youth groups. 
They demonstrated strong desire to expand the library as the centre of a new learning base and 
proposed an integrated centre comprising a variety of occupants, such as museum, gallery, café 
and flexible space.  
 
 
 
 
 
 
Scenario sheet 4 
 
 
 
 
 
 
 
 
 
They backed their baseline concerns by reiterating a diverse evening economy for young and old.  
 
Transport provision was given a strong focus in the latter part of the scenario, with a holistic 
approach utilizing a bus/tram system that allowed easy travel into the town centre. This would 
have to take into consideration the current provision of car parking so that car use would have to 
be addressed, although not encouraged. The group pointed out that they would have developed 
these transport options earlier in the plan, but the form of the game prevented them from doing 
so.  
 
Proposals selected in 10 year story: 
1-4: Support Independent Shops, Provide New Youth Facilities, Develop Community Business 
 Incubator, New Parking Strategy.  
5-7: New Library or Community Learning Space. 
8-10: New late Night Economy Hub, New Bus or Tram 
 
 
3. COMMON GROUND AND CONCLUSIONS 
 
Heritage : All groups were keen to ensure that future plans for the town centre did not put at risk 
the existing character. All valued the heritage of the town and its scale.   
 
Retail : Heritage was intrinsically linked to the retail provision on the high street, both in the market 
and the smaller shops in listed units. All groups were in agreement that while large and national 
chains were desirable and should be encouraged as a wider strategic aim, this should not 
threaten the market or small traders. It was hoped this would prevent Daventry turning into a 
clone town.  
 
To complement this approach people were keen to encourage specialist shops and businesses 
through targeted initiatives.  
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Car use : All groups identified the provision of car parking as a major concern. Although this was 
selected only by two groups as part of their proposal card selection, it was raised by all during 
subsequent presentation and discussion. It was felt that if people could park at ease they were 
more likely to visit the town for leisure, shopping and business. However, the methods used to 
alleviate this concern differed, either by increasing capacity thereby encouraging car use or the 
development of innovative public transport.  
 
Library/cultural landmark : Daventry’s unique character was considered to be deserving of some 
kind of iconic, multi-functional landmark that would promote the town. It would accommodate a 
number of different uses, and provide a facility for both visitors and residents alike.  
 
Local enterprise : Supporting local business and small retail was a strong theme, however the 
groups were in disagreement over the perceived benefits of artificially low rents and rates as 
proposed by Group 3. This measure provoked a great deal of discussion over its legitimacy in a 
market economy, and so the likely success. Other groups highlighted low rents as potentially 
encouraging budget or “tat” stores who may invest for a quick return, and so providing no long 
term benefits. It was felt that if the town was to be taken seriously it should be on its real value as 
gauged by market forces. 
 
4. FURTHER DISCUSSION 
 
1. Conversations need to be opened up regarding how small retailers are encouraged and 
maintained. It would appear that something along the lines of the business improvement district 
model could be implemented, as was mentioned in discussions.  
 
2. The role of the library is important. Further debate is needed as to the future focus of the 
facility, whether it will be a dynamic community centre, or a valuable knowledge resource. Or 
both. 
 
3.  What are the consequences of success? The town needs to consider together the implications 
on infrastructure of a successful development. Car parking, public transport and public realm 
improvements were all mentioned, but could be in potential conflict. Further dialogue is important 
on these issues. 
 
4. Groups enjoyed how the afternoon worked and value was seen in the approach, but it was 
emphasized by a number of participants that some stakeholders were missing from the 
discussion. The Game therefore should be played with a different range of community 
representatives in order to engage fully with a cross-section of the town.  
 
IMPACT & FEEDBACK 
 
‘The building futures game was an ideal opportunity to scenario plan for the proposed scheme.  It 
gave all the stakeholders attending the event the opportunity to analyse the fundamental issues 
and brought all the stakeholders together.  The session allowed us to share ideas, think outside 
the box and collaborate effectively with everyone involved.’ 
Stephen Kelly, Director of Planning, WNDC. 
 
‘The Game session was a positive exercise and complimented the wider stakeholder 
consultations already undertaken.  The interactive nature of the game facilitated discussion and 
debate as to how Daventry should develop in the future.  This debate allowed different interests 
and priorities to be considered in the whole and allowed people to consider each others opinion in 
a structured yet informal way.  Having gone through this process I feel that the results will serve to 
enhance future consultation events’. 
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James Greenway, Director with Henry Boot 
 
‘The Building Futures Game provided an insight into how developments progress and the 
route that the development (in Daventry) could follow. It would have been desirable for the 
Game to have been introduced at an earlier stage and could have been played for a longer 
period of time.’  
Brian Bell, Daventry Community Centre 
 
‘The event was very interesting and those who at first felt that there was distance between the 
desires of some were far from their own were, pleased to find that there was a general consensus 
of the way things are going here in Daventry. The Game highlighted these.’ 
Sally Halson, Daventry DC – Economic Development  
 
‘I thought the event went well…a meeting of minds. The exercise / game was interesting and very 
constructive. In simple terms, we divided into two camps, those who are opposed to change, seek 
to frustrate, and those who in broad terms, see the necessity of meeting and steering the 
challenge it presents.’ 
Chris Over, Daventry DC - Economic & Regeneration Portfolio Holder 
   
NOTES 
 
West Northamptonshire Development Corporation (WNDC ) is the regeneration and strategic planning 
authority for Northampton, Towcester and Daventry. It is charged with developing a framework that will set 
out how regeneration is achieved and promotes the delivery of sustainable growth in the area, within the 
context of the national policy set out in the Sustainable Communities Plan, the plans for the wider Milton 
Keynes and South Midlands sub-region, and for the East Midlands region as a whole. 
www.wndc.co.uk 
 
Henry Boot PLC  is one of the UK’s leading property and construction organisations in the country. Its 
successful group operations encompass property, land, construction and plant. 
www.henryboot.co.uk 
 
 
Alliance Planning  is one of the UK's fastest growing independent town planning consultancies with a 
growing reputation in the provision of planning advice to a host of public and private sector groups. 
www.alliance-plan.co.uk 
 
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 
 
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 
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Organisers 
 
Mike Althorpe- Building Futures RIBA  
Richard Cooke- Alliance Planning with Stephen Kelly- WNDC  
Callum Lee- CABE 
Daisy Froud- AOC 
Tamsie Thomson- Building Futures RIBA. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

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

 
 
 


