
FOR MORE INFO

MAKING SPACES: 

The public realm consists of a different types of public spaces, with 
a variety of conditions and sizes.  The guidelines and design for 
spaces will vary depending on the type of spaces, function, size 
and the elements around a space. Some spaces around District Six:

WORKSHOP 6 - SUMMARY
As part of the District Six Public Realm Study, we are working with 
nominated community representatives, referred to as the District 
Six “Caretakers”, in a series of co-design workshops in addition 
to larger online public meetings. The last of six workshops was 
held on 28 March 2021 at the District Six  Museum Homecoming 
Centre. The workshop focused on the Guidelines for Spaces:  

1. Presentations: Setting the scene for the making session, the 
team presented on the topic of GUIDELINES for good public 
space: A recap of the CCT Urban Design Policy; CULTURE & 
MEMORY in public space; and EXAMPLES of good public space  
of different types at various scales. 

2. Making Space: The workshop then turned to “making” 
different types of public spaces at a human scale through 
the use of models, 3D elements and drawing. In two groups 
Caretakers were asked to, build public spaces, thinking through 
the issues discussed, different users and the functions that 
can be accommodated. These discussions contribute to a set 
of principles and guidelines that inform how to create public 
spaces in future projects. 

For the sake of getting input on a range of spaces, four different 
types of spaces were chosen for discussion. These presented a 
range in size, function, complexity and conditions to discuss and 
build. Teams were provided with scaled plans and a mixed toolkit 
with 3D trees, benches, paths and building facades and drawing 
equipment to illustrate ideas and discuss how to create good public 
spaces. The Spaces included:

1) Small Play Park 

2) Hard Space Under a Highway 

a. Soft 
Space

b. Hard 
Space

c. Institutional 
Buildings and 

Space

Medium Sized 
Green parks 
Local Parks 		
+Play Parks 		
+Green Spaces 

Urban Squares 
+ Pedestrian 
Intersections

Variety of streets 
with different sizes, 
functions and needs

Small Pausing 
Spaces Along 
Streets

Forecourts at 
Educational 
Institutions

Public Squares 
at Religious 
institutions

Large Green 
+Green Network 

d. Spaces of 
Connectivity/ 
Gateways

Streets

Gateway Areas of confluence/ 
additional complexity/ unique 
conditions

3) Space next to a building 

4) Large Park 

+ 

WHAT IS THE PUBLIC 
REALM STRATEGY? 

The City of Cape Town has launched an exciting initiative to 
enhance the quality of District Six’s (D6) streets and public spaces 
as part of the overall Local Area Spatial Development framework’s 
approval. The Public Realm Strategy will be working alongside 
other initiatives of District Six, building on previous work done 
and developing the concepts of the 2012 Spatial Development 
Framework in more detail. The focus is on developing the streets 
and spaces between the buildings as meaningful quality public 
spaces — stitching together the area. The project aims to create 
representational spaces and places within District Six, where we 
remember the past, where we share in the present and where we 
work towards a shared future.

This process will inform a Public Realm Investment Framework and 
Guidelines for Public Spaces and Streets in District Six. Through 
developing a Public Realm Strategy (PRS) with the community over 
the next few months, we seek to build on what makes District Six 
distinctive and to celebrate key public spaces. 

THE OBJECTIVES:
•	 Creating a ‘sense of place’ — Focusing on spaces/places where 

people can meet and engage with one another, the natural 
environment and living memorialisation.

•	 Celebrating culture and community — taking history/memory 
into consideration.

•	 Focusing on different user groups, especially the youth and 
elderly and how they use spaces.

•	 Highlighting the value of activating the public realm. 
•	 Improving way-finding to provide a fitting welcome and 

enhanced environment for the community of District Six and 
the visitors to the cultural institutions in the area.

•	 Incorporating elements of resilience and sustainability.
•	 Supporting sustainable communities.

WE WANT TO HEAR YOUR FEEDBACK!
 We are taking note of all comments via the email:  
 D6publicrealmstrategy@capetown.gov.za
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https://www.capetown.gov.za/work%20and%20business/planning-portal/Spatial-Plans-and-Frameworks/district-six-neighbourhood-plan
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GROUP 1: 

GROUP 2: 

The workshop used the making, modeling and building of spaces 
to explore what guidelines for the public realm could help to build 
better spaces in the future. The models are not seen as “designs” 
to be implemented, but rather as tools for discussion about a set 
of guidelines that will inform how spaces are built. 

Here are some of the ideas expressed in the workshop:

 SMALL PLAY PARK 

 SPACE WITH INSTITUTIONAL BUILDING 

GROUP WORKING SESSION:

WORKSHOP 6

HARD SPACE UNDER HIGHWAY

LARGE PARK

Use water where 
possible + green  + 
swale systems + 

planting

Different spaces/
uses - active, passive, 
play, watching/
supervision, quiet 

relaxation

Play 
equipment 
+ gym

Tree clusters; 
variety of types 
in sunny areas

Seating in 
sunny area 
along path, 
next to trees + 
play areas

Seating 
along path, 
in sunny 
spots

Public art 
+ murals 
for sense of 
ownership/ 
visual 
appeal

Pedestrian friendly. 
Reconfigure traffic 
- not a circle. Traffic 

calming, texture, colour, 
surfaces, crossings, 
level changes

Multi-use space 
- small scale 

activation, markets, 
skate park, play 

space, urban square

Safety; 
eyes on the 
street. 

Reinstate 
soccer fields

Resist 
Privatisation 
of spaces + 
parking

Water + 
SUDS provide 
ecological 
services and 
visual relief

Provide  park 
amenities. Add 
trees, more 

benches + tables

Cleaning water

Living heritage. 
Heritage should 
not be fenced off 
but accessible to 
public to interact 

with.

Remove fences 
+ allow access

Reinstate 
music 

bandstand

Active 
recreation

Passive 
recreation, 
picnic + trail

NMT pathsChildren’s play 
areas

Active frontage; 
variety in scale and 
built form: Height (2-
4fl)relative to scale 
of square. Frame 
square. Setbacks in 

sections

limit car access 
+ parking along 
one edge

Flexible space: 
events, tents, big 
day parking, play

Allow + use 
stormwater 

systems: multi-
functional - play + 
catch water

Pedestrian paths 
delineate space - art/
graphic; interlinked 
with heritage

Provide 
public 
toilets

Social Programs 
+ events

Manage-
ment 
Plan

Seating, pergolas, 
textures, inside/
outside connection

Trees: 
respond to 
buildings 
and sun - 
evergreen in 
open space, 
deciduous 
next to 
building

spill-out + 
active frontage 
from building

building not a 
monument, should 
participate in 
place-making

flexible hard 
+ soft spaces

Texture

Access and 
management 
as the biggest 

issues

Clean, safe 
and secure

Green space 
+ trees on 
adjacent 
spaces with 
natural light

Murals, 
lights, kiosks

Positive 
edges. How to 
activate dead 
facades?

Mitigate 
wind tunnel

Lighting 
under bridge 
and along  
pedestrian 
path

Lighting 
along 
path

Delineate different 
spaces with elements, 
paths, water, trees, 
surface changes

Streets around 
park treated 
as one space/ 
urban square; 
special surface 
textures/colour

Special surface 
treatment one 
space; textures/

colourGamesEdges - a variety of 
building interfaces; 
activate the space

Provide eyes on 
the street; fencing is 
unfriendly - not for 
whole space


