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build a new doncaster
an overview of the inaugural architecture competition
Welcome to this report on Doncaster Civic Trust’s inaugural architecture
competition for Doncaster primary schools. On the following pages you
will see plenty of information about how the competition worked, its background, who participated and what they got out of it. But this is more than
just a report. It is a celebration of the creative talents of Doncaster schoolchildren and how much fun can be had in learning about architecture.
We all have opinions about the buildings that are so prominent in our daily
lives; the places where we live, work, learn, shop and are entertained.
But do we know who built them and why? Do they fulfil our needs? Are they
well-designed? Are they examples of good architecture? What is good
architecture?
There has never been a better time for people to influence the design of
new buildings and places. Our planning system welcomes and encourages
people to become involved in the development decision-making process.
And increasingly, influential people have some positive things to say about
the value of all of us becoming better acquainted with the principles of
architecture and good urban design.
For example:“The way in which we shape our physical environment must be taught as early
as possible in schools if we are to get across how critical the role of the built environment is to our health and wellbeing – socially, economically, environmentally and culturally. It includes everything from aesthetics and sustainability
to “your home, your street, your neighbourhood, your town where the smallest
part, your home and your street, collectively make an enormous contribution
to the future of our planet.”
The Farrell Review of Architecture and the Built Environment 2014
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With our good friends at the University of Sheffield, Doncaster Civic Trust
are developing a schools education programme to help Doncaster’s young
people find out more about architecture, the historic built environment and
urban design. Our flagship project, the ‘Doncaster Toolkit’ is already in
every school in the Borough (and available online). We have other initiatives
in the pipeline. We offer bursaries to help Doncaster students fund their
further education studies in built environment and conservation subjects.
We plan to hold the architecture competition annually. We hope that after
reading this catalogue, teachers will be persuaded of the value and
enjoyment to be had by entering their school in the competition in autumn
2015.
It’s a great opportunity for your pupils to work with some of the most
talented and creative architecture students studying in the UK today.
Yours sincerely,
John Holmes
Chairman of Doncaster Civic Trust
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Notes for teachers

You can find out more about the rules and scope of the competition by
viewing the 2014 competition brochure at: http://www.doncastercivictrust.
org.uk/WA_iRite/userfiles/file/competition2014.pdf
For the 2015 competition, there will be some small changes to the rules but
the brochure will help you get a flavour of what is expected.
A range of background architecture and urban design exercises are
contained in Doncaster Civic Trust’s ‘Doncaster Toolkit’ which was
delivered to your school in June 2014.
The Toolkit is supported by a website: www.doncastertoolkit.co.uk
If you have any questions or need further information then do not hesitate
to contact:Jeffrey Prior
Doncaster Civic Trust
e. jeffprior@outlook.com
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The value of participation

Working with Doncaster Civic Trust and primary schools across Doncaster has
provided a fantastic opportunity for student architects and urban designers to
share their passion for the built environment. The School of Architecture at the
University of Sheffield prides itself on its socially engaging approach to
education and the ‘Build a new Doncaster’ competition and ‘Doncaster Toolkit’
are excellent examples of this. Through working together, Build a new
Doncaster has shown the creativity that can flow between students, pupils,
teachers and specialists, working collaboratively to make the world a better
place to live in. Our collaboration has provided opportunities for everyone
involved to learn from each other, breaking down barriers between those that
give knowledge and those that have been given it!
We hope to continue our collaboration with Doncaster Civic Trust and
Doncaster schools next year in the competition and look forward to seeing
what ideas will be developed that could one day transform the town. Through
‘Build a new Doncaster’ we hope that everyone will be more aware of the
impact that architecture and urban design has on us and perhaps inspire some
young people to become the next generation of architects and designers!
Yours sincerely,
Leo Care
Co-Director of M.Arch
Director of Live Works
Sheffield School of Architecture
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Announcement of winners

The winning schools of the inaugural architecture competition are:
‘The Eric Braim’ Prize of £500 is awarded to
Hexthorpe Primary School for the Train Museum
The second prize of £250 is awarded to
Stirling Primary School
The third prize of £100 is shared between
Edlington Victoria and Woodfield Primary schools
The first prize was awarded to Hexthorpe Primary School students on the
2nd of March, 2015.The prize was awarded at a school assembly attended by
Civic Trust members and a representative from the University of Sheffield
and from Doncaster Council.
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Top image: A clipping from a local newspaper in Doncaster covering the win of
Hexthorpe Primary School.
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Hexthorpe Primary School: design entry

First prize winners

Brief: A steam train museum for Doncaster

On this page: one of the two posters submitted by Hexthorpe primary school,
showing the process and various ideas during the development of the design.

“...very engaging workshop,
the students really enjoyed
it...”
Phillip Sheppard , Teacher
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Top image: Final design entry for the steam train museum.
Bottom image: A scaled model of the train museum made by the students of
Hexthorpe.
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Hexthorpe Primary School #1
First prize winners
Brief: A steam train museum for Doncaster
Site: Hexthorpe, Doncaster
The design team
Twenty-eight students from Year 5 formed one of the two design teams
that participated in the workshop. Ultimately there was only one design
entry submitted for the competition.
Mentors
Group 1: Yixi Cao, Binbin Chen, Jenny Clemence, Yincheng Mei, Yu Guo,
Xianzhe Meng

The design process
Having decided on a site and brief, the first of the two teams of mentors
decided to use the workshop to teach students about the complexity of
architecture and urban design. Using fun activities that focused on the
everyday experiences of the students, the mentors were able to engage their
creativity and help them progress their competition entry.
The workshop was built around the idea of ‘form, feelings and function’,
a basic principle of engaging with people in participatory events in urban
design and architecture. The mentors created a series of tools specific for
these tasks.
Task 1: Function The students were provided with some wooden blocks
and some markers to draw their favourite activity on them. The mentors
asked the students to consider the spatial needs of each activity and group
them accordingly. The aim of this task was to draw the correlation between
an activity and the way the built environment is shaped to accommodate
that.This task was the foundation to think about what spaces would go into
the steam train museum and the relationship between them.

Top image: The students were photographed whilst making a model for different
spaces that would make up the steam train museum for their site.

Task 2: Form Each student had to pick a card with a type of public
building written on it and draw it. By comparing all the drawings at the end
of the task, the students had to explain why they chose that specific form
to represent these buildings. This led to a brief discussion on how the form
and appearance lend to the activities that occur in each building.
Task 3: Materials and structure
With a selection of modeling materials, popsicles, straws and cards, the
students had to create a space that would go in the steam train museum
and select the appropriate form and materials. This was an exercise to help
students familiarise themselves with all the structural elements that
comprise a building.
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Hexthorpe Primary School #2
First prize winners
Brief: A steam train museum for Doncaster
Site: Hexthorpe, Doncaster
The design team
Twenty-eight students from Year 5 formed one of the two design teams
that participated in the workshop. Ultimately there was only one design
entry submitted for the competition.
Mentors
Group 2: Jonathan Day, Shuyuan Chen, Juanning Ren, Zhiyang Miao,
Jin Dong

The design process
Working alongside the first group of mentors at Hexthorpe, this group of
mentors decided to create a workshop that would facilitate the ideas
students had for the steam train museum.
The workshop revolved around three themes: site analysis, function and
visualisation, with all the activities informing each other. The mentors
provided the students with a variety of tools, inspired by their architectural
education to aid their design process.
Task 1: Site analysis With a map of local amenities and key sites, the
students were asked to identify positive and negative aspects of each area.
By starting to analyse their everyday surroundings, the students began
understanding what makes a site pleasant and integrating it into the routes
people take everyday.

Top image: During Task 3, whilst the students were drawing up the various spaces
of the train museum.

Task 2: Scale / Function game A card game that intended to help students
make connections between activities and spaces, each student had to
match an activity to a room of a certain size and quality. The rooms were
blocks of different sizes at a 1:200 scale. By working to scale, the students
began thinking about design in a real scale and considering which types
of activities and rooms would be the most appropriate in their steam train
museum.
Task 3: Massing models using the blocks from the previous task, the
students started assembling a possible layout for the museum. By making
these layouts, the students started realising how important it is to join the
rooms with the same requirements (to be quiet, light) and scale, to make up
the right form for the museum.
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Stirling Primary School: design entry

Second prize winners

Brief: Refurbishing the listed St James leisure centre
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Stirling Primary School
Second prize winners
Brief: Refurbishing the listed St James leisure centre
Site: St James leisure centre
The design team
The smallest design team comprised of nine Year 5 students chose to take
over an interesting challenge, to refurbish the listed and disused St James
leisure centre at the heart of the town.
Mentors
Group 6: Kaiting Li, Peiren Ling, Dan Li, Yali Zhang, Zijia Wang

The design process
The workshop aimed to introduce the students to what is architecture -and
how it affects us- , share basic architectural skills that would help the design
team analyse the site and finally decide what activities and spaces would
be the most appropriate for the brief. Using the everyday life experiences
of the design team, the mentors created four tasks to determine the spatial
atmospheres for their proposal.
Task 1: City- How does a city form? Using a model of the area, the
students were asked to model and add their homes, key roads and discuss
how the existing environment affected their life. Whilst discussing the various types of buildings and their functions, they added new public spaces
and buildings that they thought were necessary to make their community
more comfortable and pleasing to all.
Task 2: Function - What can you do in a place? Following the discussion
on how things connect on an urban scale, the designers were challenged
to each design a space that would go into the leisure centre. They had to
consider what spaces were needed in the leisure centre and what would be
the best way to arrange them. Each group of designers created a detailed
model of their spaces.

Woodfield Primary School: design entry

Shared third prize winners

Brief: A community centre in the school’s grounds
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Top image: Task 1 recording places the students like or dislike based on their
appearance, smell, sound quality and function.
Middle and bottom images: During Task 4 the collages were a succesful method for
the students to explore the atmospheres they wanted their spaces to have.
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Woodfield Primary School
Shared third prize winners
Brief: A community centre in the school’s grounds
Site: Woodfield Primary school
The design team
Sixteen students from Year 5 participated in the workshop. Although the
school submitted two entries, the judging panel only reviewed one, to
remain fair to other participants.
Mentors
Group 3: Wen Dong, Charlotte Eley, Lei Gao, Katinka Ting Shao,
Tianchang Si

The design process
The premises of the school were used a site to develop a community centre
where older members of the local community would interact with the
students.
The workshop was the first time the students were introduced to the
competition. Using it as a starting point, the workshop aimed to teach the
students basic architectural skills and design thinking. Comprised of four
tasks, the students analysed their proposed site, developed a brief for their
design entry, as well as determine the spatial quality they wanted their
community centre to have.
Task 1: How does architecture affect us? Using their route to school as an
example, the students were asked to evaluate which spaces they like and
dislike. All their answers were written on flags and placed on a map of the
area. to understand the spatial qualities of the built environment and its
impact.
Task 2: What will you design? Using role play, the designers were asked to
understand the specific needs of the older members of their community
and select spaces they wanted to include in their brief.

Top image: All the tools used during the workshop
Bottom row: Task 4 creating the spatial atmospheres collages that would help
define the feel and type of spaces the designers would be proposing.

Task 3: What is the site like? Following a short visit to the site, the
designers did a site analysis, annotating maps and photographs to
highlight where there is noise, natural daylight and neighbouring buildings.
Task 4: How do you design a building? Incorporating findings from the
previous tasks, the designers created collages to reveal the spatial
qualities of the space they were proposing. Half of the design team focused
on the outside of the building, whilst the rest dealt with the interior.
A series of flash cards were used during this activity to inspire discussion
on key design principles, such as scale and materiality.
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Edlington Victoria Primary School: design entry

Shared third prize winners

Brief: A community centre including a museum and a café
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Top and bottom image: Both images show the boardgame developed by the mentors
specifically for this workshop. Similar to a trivia game, the students had to draw out
their answers to the questions to move forward each round. The questions fell into
three categories: questions about Doncaster, questions about Martin Wells Lake and
key architectural elements such as function and materiality.
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Edlington Victoria Primary School
Shared third prize winners
Brief: A community centre including a museum and a café
Site: Martin Wells lake
The design team
Fifteen students from Years 5 and 6 worked with our mentors to develop a
brief and a design proposal for the run-down site at Martin Wells lake.
Mentors
Group 4: Sophie Ellis, Shuyuan Gao, Xiaomeng Tian, Huilin Huang,
Huiqin Tang

The design process
Choosing a run down site in south-west of Doncaster, Martin Wells Lake
the design team from Edlington Victoria Primary school wanted to design
a community centre which included a museum and a café.
The mentors set up a workshops that aimed to facilitate the designers gain
some basic architecture skills to help them analyse their site and consider
what would be the most appropriate design solution. This workshop proved
very successful as the tools used were site-specific and custom made by the
mentors, to help the design team explore and express their ideas.
Task 1: Board Game (analysis): an interactive game that aimed to help
students gain very quickly an awareness of their surrounding environment, a basic understanding of architectural thinking and apply it to their
design proposals. The students answered the questions by creating collages,
annotating maps and identifying key elements to their design, such as scale,
function and location.
Task 2: Model-making (design development): building on the discussions
from the previous task, the design team started creating models of possible
designs for the community centre that would sit by the Martin Wells Lake.

From top: a collage of the board game task, the middle image shows how the
students recorded their questions on flags and maps.

Task 3: Presentations by the students on the key ideas and themes that
would inform their design entry for the competition.
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Sandringham Primary School
Brief: Connecting two sites in the school
Site: The school premises
The design team
Twenty-five students from Year 5 started designing a bridge to connect
the dinning hall to the classrooms.
Mentors
Group 5: Cuiyu Li, Nan Wang, Jing Wang, Bi Jie, Yueying Huang

The design process
With the focus of the workshop being on making connections, the mentors
wanted to challenge the design team to be imaginative and use this space to
integrate other activities.
Task 1: Body building: using their bodies the students were asked to build
a form for a building. During this activity the students were discussing
everyday activities such as sports and linking them to architectural spaces.
Whilst holding hands, the students formed basic structures to correlate
different functions to forms.
Task 2: Creating the connection: during this activity the design team was
divided into five groups with two working on collage, two on drawing and
one on model-making. The drawing groups created various shapes representing the form of this connection. Whilst discussing the different
elements of their vision, the collage groups started building a concept for
this space and a landscape strategy. All the collages were an easy way for
the students to express the qualities they wanted these spaces to have. Finally the model-making group had an exciting opportunity to use unorthodox modeling materials like vegetables, flour and straws to very represent
various functions and spaces in model form.
Although the design team was not able to submit their entry, the mentors
have received a positive feedback from the students.

“After this participation, I realized that it is really
challenging for us to balance the relationships
between all participants, and this is what we need
to improve in the future. But what impressed me
most is that our group and all students enjoyed the
workshop and had a lot of fun.”
Cuiyu Li, a mentor
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Mallard Primary School
Brief: Design a new hotel
Site: The demolished building plot next to Girls School
The design team
Thirty Year 3 students formed the design team who chose to tackle the
demolished plot next to the Girls School on Chequer Road.
Mentors
Group 7: Ying Xue, Chengnan Xu, Songqiao Li, Yuan Xiong, Lei Li

The design process
Having such a specific brief and site in mind, the mentors organised a
workshop that would help the designers understand the principles of
architecture through simple games and gradually build their design of their
hotel.
Part 1: What is architecture? Through a series of games inspired by the
‘Toolkit’, the students were asked to draw their favourite piece of
architecture and explain what made it interesting for them: scale, texture,
colour? Following this were three games each focusing on the three
aforementioned key aspects of design and how it affects our life.
Part 2: Creating our hotel Starting with a swift brainstorming game, the
design team very quickly started assembling the spaces and analysing their
sensitive site. Using case studies they explored different ways in which the
new development will incorporate the historic Girls School on Chequer
Road.
Part 3: Build up! Armed with paper, cardboard and model-making materials the design team broke into small groups each creating to scale their a
hotel room to scale. At the end of the activity, all the rooms were assembled
together to form their hotel.

Top row: the designers at work designing all the furniture to scale and selecting
colours and textures for their individual hotel rooms.
Middle row: examples of hotel rooms created by the designers
Bottom row: assembling the hotel in the classroom (left) and site analysis during
Part 2 (right)
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Glossary
atmospheres (spatial atmospheres) as described by sociologist Daniella
Ratzel is the way users experiences a space by its spatial qualities
through their senses. The architect / academic Susanne Hofmann*
nurtured this method and encouraged the end-users to express
verbally or through visual aids such as collages, the qualities they
wanted a space to have.
brief

a concise written or visual document that lists all the desired
outcomes of a consultation and design process. This document 		
deals with the functional requirements of the clients and user
groups and not aesthetics.

form

the shape, style or spatial configuration of a space or a building.
The form of a building can be determined by the practical needs
(function) of the activities it is accommodating, or by aesthetics
and sensual perception.

function describes the purpose in which a space or a building can be used.
A space can be formed in order to serve the specific needs of a
specific group of users or activity.
participation the active involvement of the public (or an assembled public)
in the design process and the creation of their built environment and
natural environment.
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