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MY WORK



3

Unfolding Ltd Helps Places 
Understand, Adapt to and Take 
Advantage of Emerging Digital 
Technologies and Practices

○ Consultancy
○ Events
○ Workshops
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Sheffield Digital is the 
association for the people and 
businesses of Sheffield's digital 
industries.

https://sheffield.digital
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Postgraduate Digital Media 
Management:
○ Applying Digital Design 

Thinking to City Challenges
○ Digital Ecosystems Analysis
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Academic Director of the Global 
Masters Programme in Smart 
City Management



7

OUR CONCEPTION OF SMART CITY PRACTICE

1. We are a management school.
2. Holistic & interdisciplinary approach.
3. International network.
4. Taught by specialists and practitioners.
5. Mid-career CPD.
6. Team projects.
7. Accredited by the University of Barcelona.



8

OUR METHODOLOGY

○ 1 Year. 3 Blocks of 3 Modules each.
○ Each Module consists of 4 Units, of 1 week each.
○ Teaching is remote: two 90-min sessions per unit.
○ Each unit sets individual & group assignments.
○ From Block 2 onwards teams work on their ‘Final 

Masters Thesis’ project.
○ Student week & Hexperience Conference.
○ Masterclasses, Short Courses & Enrichment.
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OUR CURRICULUM

BLOCK 1: 
STRATEGIC PERSPECTIVES & 
BUSINESS OPPORTUNITIES

BLOCK 2: 
APPLICATION OF NEW 
TECHNOLOGY & TOOLS

BLOCK 3: 
SUSTAINABILITY, RESILIENCE 
& URBAN CHALLENGES

MODULE 1: 
THE NEW URBAN AGENDA

MODULE 2: 
FINANCING & FUNDING THE 
SMART CITY

MODULE 3: 
CITIZENS, DATA & DECISION 
MAKING

MODULE 4: 
CONNECTIVITY & NETWORKS

MODULE 5: 
EFFICIENT, SECURE, RIGHTS- 
FRIENDLY DIGITAL MGMT

MODULE 6: 
HUMANS vs MACHINES: 
MYTHS, REALITIES & FUTURE

MODULE 7: 
BUILT ENVIRONMENT & 
MOBILITY

MODULE 8: 
SUSTAINABILITY IN THE 
SMART CITY

MODULE 9: 
RESILIENCE & EXTERNAL 
INFLUENCES



“What do leaders need to 
know, and do, in order to 

generate good decisions and 
produce better outcomes?”
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WHAT WE MEAN 
BY ‘SMART CITY’
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EVOLUTION OF THE SMART CITY CONCEPT

○ 1990s defined by data for urban design & planning.
○ 2000s defined by technology for monitoring, 

management & efficiency (Technopolis).
○ 2010s defined by broader digitisation, innovation 

and collaboration (Anthropolis).
○ 2020s fully fused with sustainability, regeneration 

& conceptions of the Eco-City (Ecopolis).
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EVOLUTION OF THE SMART CITY CONCEPT

○ Future Cities Catapult 2017:
○ Marketer’s Smart City.
○ Citizen’s Smart City.
○ Consumer’s Smart City.
○ Phase 4?
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EVOLUTION OF THE SMART CITY CONCEPT

○ Different conceptions are reflected in international 
standards:
○ Technical standards (ISO, IEC, IEEE, ITU)
○ Governance standards (ISO, BSI, UN Habitat)
○ “Sustainable Communities” now in vogue.
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CURRENT DEFINITIONS

“There is no widely agreed definition of a ‘smart city’. For the purposes 
of this note, it refers to the use of digital technologies and data to 
improve places by providing citizens with social, economic, and 
environmental benefits. Smart city projects are typically tailored to the 
requirements of a specific place, and can vary from the use of sensors 
on lampposts to optimise street lighting, to operating systems for 
city-wide management of public services and assets. While the term 
‘smart cities’ is widely used, alternatives such as ‘connected places’ and 
‘future cities’ are growing in usage, partly to reflect the use of 
technologies beyond urban settings and to focus on the needs of 
citizens rather than the technology itself.”

- UK Parliament PostNote on Smart Cities, September 2021
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CURRENT DEFINITIONS

“Our conception of the Smart City concept here at Zigurat is a holistic 
one. One that explores the application of data, technology and new 
methods to the broadest range of place-based challenges and needs - 
not just in cities, but in all kinds of human settlement and at many 
scales…
…cities are centers of life that aim to bring a high quality of living to their 
residents while minimizing the energy and resources required to do so.”
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HOW MIGHT WE 
APPLY THIS TO A 

CAMPUS?



18

HOW MIGHT WE APPLY THIS TO A CAMPUS?

○ Sensing, actuation & analytics.
○ Sustainability, low energy, low carbon, low waste.
○ Mobility, accessibility & flows.
○ Connectivity (multi-network).
○ Enabling behaviours (user research, co-design).
○ Information exchange.
○ User experience design.
○ Context.
○ Agility vs Flexibility vs Responsiveness.
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SENSING, ACTUATION & ANALYTICS

○ What are you measuring and why 
are you measuring it?

○ Do you know where all your 
sensors are?

○ Will they all run out of batteries at 
the same time?

○ Is it easy to swap them out or add 
more?

○ Are there privacy & security issues?
○ Are you creating ‘digital asbestos’?

tabs LoRaWAN Temp & Humidity Sensor
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SUSTAINABILITY, LOW ENERGY, LOW CARBON, LOW WASTE

○ Building materials.
○ Construction processes.
○ HVAC optimisation.
○ Energy production.
○ Heat networks & reuse.
○ Pneumatic waste collection.
○ Recycling.
○ Lifetime carbon footprint.

Marco Polo Tower, Hamburg
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MOBILITY, ACCESSIBILITY & FLOWS

○ Understand how people move 
around the spaces.

○ In different circumstances.
○ Vehicles and other flows such as 

air quality, sound and heat.
○ Measure the impact of changes.
○ Ensure accessibility and 

information architecture.

Dynamic Model of Pedestrian Behavior in a
Railway Station from CCTV Footage.

(Davidich & Köster, 2013)
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DIGITAL CONNECTIVITY

○ Do you have the right connectivity, 
inside and outside, for all the 
behaviours and uses you want to 
enable?

○ Does it connect well to adjacent city 
networks?

○ Is is accessible as well as secure?
○ Do you need secondary test 

networks for research?
○ How easy is it to commission extra 

hardpoints?
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ENABLING BEHAVIOURS

○ What does learning look like 
post-covid?
○ Lectures? Seminars? Workshops?
○ Sound & audio.
○ Communal spaces & public 

engagement.

○ How do you know what 
behaviours will be required?
○ User research.
○ Co-design with users.

Google Campfire



24

INFORMATION EXCHANGE

○ How do you enable two way 
communication between users and 
the building/university?

○ Public screens.
○ Lighting.
○ Other opportunities to inform?
○ How do you collect user feedback?
○ How do you combine with 

analytics?

Wikimedia Commons
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USER EXPERIENCE DESIGN

○ How do people actually use the 
building? What is the experience 
like?

○ Not just the main use cases, but the 
secondary ones?

○ And the edge cases?
○ Not just the building, but all its 

services as well.
○ How do you test these things in 

advance? How in situ? How do you 
make changes? How do you 
measure them?

@jackconte
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CONTEXT

Context is not just spatial, but 
should consider the wider health of 
the city and surroundings. 

E.g. ITU U4SSC Programme 
framework of key performance 
indicators - which of these can your 
scheme contribute to?

See also Regenerative Design.
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AGILITY vs FLEXIBILITY vs RESPONSIVENESS

PRODUCT BACKLOG SPRINT BACKLOG
PLANNIN

G DESIGN

DEVELO
PM

ENT

& TESTIN
G

RELEASE

FINAL PRODUCT

SPRINT

Agile is a production process.
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AGILITY vs FLEXIBILITY vs RESPONSIVENESS

Flexibility is being able to change 
something after it’s deployed.
○ How easy is it to re-purpose 

spaces?
○ How easy is it to swap all our 

sensors out or add new ones?
○ What if we need to double the 

bandwidth?
○ How easy is it to update 

firmware? Can we do it 
over-the-air (OTA)?

frameryacoustics.com
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AGILITY vs FLEXIBILITY vs RESPONSIVENESS

Responsiveness is the ability to 
react quickly to user feedback or 
unforeseen circumstances.

But often strategies that refer to 
‘Agility’ or ‘Agile’ really mean 
making decisions faster - but with 
so much to consider, that takes 
extremely smart governance…
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FOOD FOR 
THOUGHT?

THANK YOU!

CHRIS@UNFOLDING.CO.UK


