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1 Executive Summary 
 
This deliverable describes the approach for the Storytelling workshops and reports on the 
results of the first workshop in Vienna in April 2019. The workshop was planned 
back-to-back with the PED (Positive Energy District) City Workshop & Study Visit organised 
by JPI Urban Europe (3-4 April 2019, Vienna), which was a good continuation of the 
+CItyxChange partners’ own PED development efforts. This is described in more detail in 
D9.1: Framework for intra-project collaboration  as well as D9.2: Report on Intra-Project 1

Collaboration, Including Study Visits and Peer to Peer Workshops . The workshop led to the 2

completion of Milestone MS14: First clustering event. Additionally,, the deliverable details 
the approach and objectives for the second workshop in Limerick in October 2019 as well 
as a short summary. The extensive workshop outcomes will be reported on in the 
subsequent deliverable in month 24. 
 
The workshops are an integral part of the knowledge development and exchange in- and 
outside the +CityxChange project and are embedded in the Work Package 9 – Intra-Project 
Collaboration and Clustering. The deliverable is contributing to Task 9.3: Extra-Project 
Cooperation with existing LHCs and FCs through clustering events run by +CityxChange 
consortium, focusing on the exchange with other Lighthouse and Follower Cities. Led by 
ISOCARP, the Storytelling Workshops are jointly organised with the Work Package Lead, 
NTNU, as well as the +CityxChange cities. To ensure an active exchange with other 
stakeholders and SCC-01 projects, representatives of the projects are invited to the 
workshops. 
 
The deliverable is the first of five annual reports on storytelling workshops and will report 
on a total of ten workshops which will be carried out bi-annually over the course of the 
project. The workshops are organised as part of the yearly consortium meetings and 
intermediary Learning Workshops. The third Storytelling workshop will take place in Písek in 
Spring 2020, followed by one during the third consortium meeting in autumn 2020. 
 
   

1 D9.1 available at: https://cityxchange.eu/knowledge-base/framework-for-intra-project-collaboration 
2 D9.2 available at: https://cityxchange.eu/knowledge-base/report-on-intra-project-collaboration- 
including-study-visits-and-peer-to-peer-workshops/ 
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2 Introduction 
This report focuses on the Storytelling workshops which are carried out as part of the 
+CityxChange project and are part of the Work Package (WP) 9 – Inter-Project Collaboration 
and Clustering. Despite reporting on the first two Storytelling workshops, it also describes 
the scope and background in a broader sense and provides an outlook for the following 
years. The first reporting deliverable is building upon D9.1: Framework for intra-project 
collaboration  as well as D9.2: Report on Intra-Project Collaboration, Including Study Visits and 3

Peer to Peer Workshops . Storytelling is one of the methods and tools for enabling Open 4

Innovation 2.0 inside the consortium, between other projects, and in collaboration with, 
e.g., prospective cities to replicate developed solutions, as further elaborated in the 
framework for intra-project collaboration. It is the first of five annual reports (due in month 
12, 24, 36, 48, 60) which describes the approach and results from the workshops. 
 
Furthermore, Storytelling workshops and connected deliverables are part of Task 9.3: 
Extra-Project Cooperation with other LHCs and FCs through clustering events run by 
+CityxChange consortium and is led by ISOCARP (ISOCARP Institute), supported by the 
Norwegian University of Science and Technology (NTNU). All Lighthouse Cities (LHCs) and 
Follower Cities (FCs) participate in the task, namely Limerick City and County Council (LCCC), 
Trondheim Kommune (TK), Municipality of Alba Iulia (MAI), Sestao Berri (SB), Mesto Písek 
(MP), Smolyan Municipality (SMO), and Võru Municipality (VORU). 
 
The primary goal is facilitating biannual events during the regular in-person meetings of the 
full consortium (annual consortium meetings and learning workshops). The overarching 
goal is the exchange of “trial-and-error experiences on how to create robust support 
among local politicians and stakeholders, create justifiable impacts, manage complex 
projects across divergent interests, goals, and needs, build targeted networks locally and 
internationally, support capacity and assess strengths and weaknesses, mobilise 
demonstration and research partners, develop Intellectual Property (IPR) agreements, 
distribute responsibilities, create an appropriate storyline, vision and profile for their city, 
and arrange successful partner workshops between LHCs and FCs.” Lastly, the workshops 
will contribute to and build at a later stage on the replication profiles which are created as 
part of Task 8.1: Replication Assessment of +CityxChange solutions.  
 
The deliverable is structured into a brief background, defining the meaning and importance 
of storytelling in the broader context of urban planning. This is followed by the scope of 
storytelling in the +CityxChange project and the objective, approach and outcomes of the 
first storytelling workshops, facilitated on 2 April 2019 as part of the Learning Workshop in 
Vienna. Lastly, the approach and a short report for the second workshop is presented. The 
extended reporting will be included in the next deliverable. 

3 D9.1 available at: https://cityxchange.eu/knowledge-base/framework-for-intra-project-collaboration 
4 D9.2 available at: https://cityxchange.eu/knowledge-base/report-on-intra-project-collaboration- 
including-study-visits-and-peer-to-peer-workshops/ 
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3 Background 
Before discussing the storytelling workshops of the project +CityxChange, a short overview 
of the meaning and conceptualisations of storytelling is needed. A particular focus shall be 
on three elements: First, storytelling has an important role in generating support for a 
project and translating complex ideas or technologies, which are prevalent in +CityxChange, 
in a communicable format. Secondly, storytelling does not need, and should not be a linear 
process which considers the urban community as a silent, receiving audience. Instead, 
storytelling can and should be seen as a strong tool to facilitate citizen engagement and 
foster co-creation. Lastly, a particular type of storytelling – transmedia storytelling – will be 
introduced as a concept and framework. Transmedia storytelling, while being a quite recent 
concept, gains increasing attention in academia as well as practice. Despite its frequent 
association and application in the entertainment field, it is also increasingly translated into 
the urban planning and policy development sector. It brings a variety of potentials and will, 
therefore, constitute the conceptual foundation of the development of storytelling 
workshops over the span of the +CityxChange project. 
 
Storytelling in general is the oldest form of communication and was used long before 
written or visual communication. It is the primary form of historical information being 
transferred from generation to generation. Despite the multiplicity of media forms today, it 
still has a crucial role in communicating messages in a variety of fields – ranging from 
marketing, to entertainment and policy making, among many others. While it has existed for 
millennia, it was extensively conceptualised over the last decades and is nowadays applied 
in a more structured form with a variety of underlying research.  
In principal, a “story consists of a collection or body of stories about characters joined in 
some common problem as fixers (heroes), causes (villains) or harmed (victims) in a 
temporal trajectory (plot), leading towards resolution within a particular setting or context” 
(Davidson 2017, p. 2). It is primarily constituted of three elements; namely the plot, 
character, and moral of the story. The anticipated goal or effect of the story depends on is 
telling and who listens to the story, as well as where, why and when it takes place and is 
perceived. Furthermore, it can be described as a sequence of events to formulate a 
normative point (Davidson 2017, p. 2).  
 
Stories are used across various fields, mostly with the goal to build a narrative which 
conveys a certain message or builds a common vision. It often follows the principle of the 
Golden Circle (fig. 1) of Why, How, and What, which was developed by Simon Sinek. A story 
starts in the past and expands into the future, evolving into a shared goal, justification, or 
vision (Why) for the audience; therefore, generating support for the process and justifying 
the ways it is implemented (How) and what it results in or what the direct implications and 
consequences are (What). 
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Fig. 1: Golden Circle developed by Simon Sinek (Sinek 2011) 
 
Despite its primary application in the marketing and entertainment sector, it can also be 
facilitated to communicate research findings and evidence into policy actions through 
narratives and telling stories to grab the attention and speak to the emotions of the 
audience; in this particular case policymakers. To achieve this, Davidson highlights the 
importance of understanding the psychology, group dynamics, and followed the rules of the 
audience needed (Davidson 2017, p. 2). He justifies the power of stories by highlighting that 
a narrative is the principal way how people comprehend and make sense of their reality 
and can participate in reasoned discussions as well as forming their arguments (Davidson 
2017, p. 2). 
 
In an extensive analysis of “grey” literature (non-academic literature, such as reports of 
organisation, newspaper articles, etc.), about storytelling in the context of impacting policy 
decisions, Davidson distinguishes five different topics which the majority of studied sources 
focus on: 1) Individual decision-making; 2) Decision-making process and context; 3) 
Concepts of “evidence”; 4) Developing a strategy; and 5) Telling effective stories.  
 
Regarding the first two topics of individual decision-making and its process and context, 
Davidson highlighted the prevalence of storytelling literature building upon findings from a 
variety fields, such as behavioural studies and psychology. The three key insights about 
human-decision making which are mostly referred to are that humans think automatically 
(fast-thinking), think socially (influenced by social networks, social identities, and social 
norms), and with the support of mental models (frames, narratives, or world views) 
(Davidson, p. 2). These are crucial for framing stories and effective storytelling has to take 
advantage of these. For example, the plot can be used to highlight causal relationships, 
while enabling the audience to process complex information despite the dominant 
“fast-thinking.” Further, effective stories position the audience in social constructs and, 
therefore, influence the social thinking. A frequent approach for this is building a narrative 
which includes a villain-character and a hero-character. In the context of the +CityxChange 
project, the “villain” could be a group of people who is polluting the environment and 
wasting, while the “hero” would be sustainable and active citizen who collaborate and 
advocate for green technologies and approaches.  
 
In the second relevant field which was studied by Davidson, he details the crucial and 
repeatedly appearing steps to develop a strong strategy. These are: 
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1) Identifying the policy issue; 
2) Identifying and mapping the audience; 
3) Selecting an appropriate messenger; 
4) Getting the timing right and understanding the rhythms of the policy process; 
5) Building relationships and networks, and mapping the broader political context; 
6) Developing a theory of change; 
7) Developing a communication strategy along with appropriate messages; 
8) Developing a clear monitoring and evaluation strategy (Davidson 2017, p. 5) 

 
Additionally, setting a clear storytelling goal is crucial. This can either be organising (e.g., 
developing support), advocating (persuasion towards a goal), or educating (make audience 
understand complex issue). (Davidson 2017, p. 5). In most cases, these are not completely 
separate but overlap in a story. The structure of an effective story is constituted of a clear 
challenge (why), a choice which is made (how), and outcome the choice results in (what). An 
important element which is often included is a turning point/moment of change, or a 
recognisable transition, which generates tension for the audience on the one hand, but also 
leads to a clearer distinction between the effect of a certain action/choice for the 
subsequent development/outcome. 
 
Lastly, Davidson lists a few key characteristics: Simplicity, unexpectedness, concreteness, 
credibility, and emotion (Davidson 2017, p. 6). Simplicity, for example, is crucial when 
dealing with numbers and complex data. Instead of using the accurate percentages or 
values, frequencies or comparisons/contrasts should be used to allow the audience to 
visualise and imagine the implication of data (Davidson 2017, p. 6). This representation 
often is achieved through the use of visual information. Some general guidelines he 
distinguished for the use thereof are: 
  

● use images the audience can recognise as local; 
● include elements that help viewers relate personally; 
● avoid images that spark interests unrelated to the key ask; 
● text can enhance an image’s impact but the image comes first; 
● juxtaposition can be powerful (Davidson 2017, p. 6) 

 
An important realisation which repeatedly becomes evident in Davidson’s analysis is the 
power which can come along stories if told correctly. By using the right language, simplifying 
specific complex ideas it a particular way and addressing personal and social characteristics 
and emotions of the audience, stories can be easily misused to manipulate the audience 
and generate support for causes which are not aligned with the individual’s actual interests. 
While the strongest responsibility in this sense lies with the storyteller and requires 
considerate use and selection of information, it can be also counteracted and even used as 
an advantage if combined with the element of participatory and co-creative practices.  
 
Before telling a story, the integration of the audience in the mobilisation of knowledge is 
crucial. Referring to the key elements of the +CityxChange of “Co-creating the future we want 
to live in” as well as international urban development guidelines, effective participation of 
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the community in any kind of project is fundamental for its effect. The New Urban Agenda 
(United Nations 2016), a document prepared and endorsed through the United Nations 
General Assembly, states: 

We encourage effective participation and collaboration among all relevant 
stakeholders, […], in ascertaining the opportunities for urban economic 
development as well as in identifying and addressing existing and emerging 
challenges. (United Nations 2016, p. 7-8) 

Under this consideration and focusing more on the particular urban context of the 
+CityxChange project, this section shall revolve about the concept and practice of 
storytelling in the field of urban planning and development. The integration and 
intra-stakeholder exchange and contribution shall be in the focus.  
 
The primary academic contributor to the link between storytelling and urban planning is 
James A. Throgmorton, who first published about this topic in 1996 and revised his initial 
claims in 2003 (Throgmorton 2003). The updated claims will be the basis for the following 
paragraph. His primary statement is that “planning is constitutive and persuasive 
storytelling about the future.” Therefore, he does not divide between storytelling as a tool 
and urban planning as a process, but sees them as intrinsically linked. Throgmorton 
believes that every (good) plan comes along with a story and planners always utilise 
storytelling, on purpose or not, when presenting their ideas. He summarised his revised 
claims of planning as persuasive storytelling in a few key statements: 
 

● “Planning stories should be inspired by the vision of sustainable places; 
● Planning should be understood as multidimensional; 
● Places should also be understood as nodes in a global-scale web of relationships; 
● Common urban narratives emerge from subject positions provided by the web’s 

nodes and links; 
● Persuasive stories about creating sustainable places have to make space for diverse 

locally-anchored common urban narratives; 
● Persuasive stories about creating sustainable places have to negotiate emotional 

conflicts.” (Throgmorton 2003, p. 19-28). 
 
Throgmorton further argues that planners’ stories about the future always have to be 
initiated from a “contestable normative position” but their narratives need to be adapted to 
the diverse local interests, social groups, and spatial perceptions. Consequently, these 
various narratives have to be juxtaposed in order to create a new, defamiliarizing reality 
which allows for the development and planning of a new, and progressive future 
(Throgmorton 2003, p. 31). 
 
Primarily building upon Throgmorton’s work, Merlij van Hulst expands upon this 
conceptualisation and argues that storytelling in the broader field of planning can be 
divided into two subgroups. On the one hand, storytelling can be a model of planning, while 
it can also be a model for planning. The latter looks at storytelling to define or develop new 
approaches of planning through the use of storytelling (Van Hulst 2012, p. 301). In the 
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non-planning research about storytelling, these two types are defined as linear knowledge 
transfer processes versus cyclical processes of knowledge mobilisation. The first describes 
a linear process from producers to users, while the latter focuses on reciprocal exchange to 
foster co-creation. To anticipate the risk of producing stories and convincing people 
through manipulative techniques is embedding the narrative of stories strongly in a 
collective and participatory knowledge generation which functions as a basis. This can be 
achieved by three primary knowledge mobilisation strategies: 1) Transmedia for an 
exchange across media channels; 2) building bridges between different knowledge groups 
of the society; and 3) layering to communicate across different levels of detail (Anderson et 
al. 2015, p. 2).  
 
First, transmedia as strategy acknowledges the need to choose the most suitable platform 
and media to convey or collect information across various audiences and collaborators. 
 
The principle of building bridges “recognizes that different knowledge mobilizers are 
separated by epistemological, discursive, and disciplinary divides.” (Anderson et al. 2015, p. 
12) Therefore, it is important to use simplifying tools, such as key words, examples, 
metaphors, objects, and discourses to cater for different needs and profiles of knowledge 
producers and consumers and lead to collaborative practices across diverse societal 
groups. 
 
Lastly, layering attempts to adapt the complexity of scientific research to the respective 
audiences by considering the complexity itself, the length, and technical language. 
Therefore, the level of detail, adequate complexity and choice of words is crucial for 
effective layering (Anderson et al. 2015, p. 11) Considering storytelling as a model for 
planning showcases how planning can be done more inclusively and more democratic, as 
long as citizens are provided the opportunities and encouraged to participate in telling their 
stories (Van Hulst 2012, p. 305). Tim Devos et al. expand on the latter concept, primarily in 
the context of a network society, and states that  

facilitating the co-construction of meaningful real-life stories, which relate to 
actual experiences and living conditions, while directly confronting these with 
existing power relations and planning instruments provides a meaningful 
approach to bridge the gap between local knowledge and the discourse of 
spatial planners and designers. (Devos et al., p. 1) 
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Therefore, storytelling can be used to simply convey information in a linear way, as well as 
to collect information through narratives from the community. The latter should, however, 
never be a singular moment of input but a continuous process which is integral to the 
overall development. Furthermore, the collective development of narratives through stories 
can strengthen the communal agency of the citizen while it can also be used to improve the 
perspectives of other stakeholder groups better by collaboratively with them or 
independently creating fictitious narratives and stories. This can on the one hand highlight 
potential mismatches between expectation and reality of the needs of the community, 
while it can also help to gain additional insights by choosing a different perspective before 
advancing to more resource-consuming active citizen engagement elements in the planning 
process. 
 
Regarding the first principle of Anderson, transmedia, a whole branch of storytelling 
research has grown around the term of transmedia storytelling and its advantages. To 
define the meaning of transmedia storytelling, while no perfect consensus has been 
achieved yet, it is important to look first at the elements of the term itself. It is constituted of 
the prefix trans- and media. The Latin meaning of trans is beyond, through, transverse. 
Therefore, transmedia can be translated as going beyond or transcending a variety of 
media (Gambarato 2013, p. 82). 
 
The term was first introduced in 2003 by Henry Jenkins and revised in 2006 in his book 
Convergence Culture: Where Old and New Media Collide. Transmedia is often used 
interchangeably with crossmedia and multimedia. The prefix cross- refers rather to 
movement and can be understood in a similar manner, however, ignores the element of 
audience-generated elements of the stories (Gambarato 2013, p. 83). Multimedia as a term 
faces a similar problem of frequent confusion, referring merely to the simultaneous use of 
different medias without required variety, adaptation, or complementation across various 
forms of media. 
 
Therefore, it is important to understand the particular meaning of transmedia storytelling, 
which can be summed up as “process where integral elements of a fiction get dispersed 
systematically across multiple delivery channels for the purpose of creating a unified and 
coordinated entertainment experience” (Gambarato 2013, p. 81). Furthermore, transmedia 
does not refer to spreading the same information through different channels but instead 
building a complementary set of tools, ways, and types communication which work both on 
their own as well as a whole. Gambarato further describes transmedia stories further as 
being “based not on individual characters or specific plots but rather complex fictional 
worlds which can sustain multiple interrelated characters and their stories. We are drawn 
to master what can be known about a world which always expands beyond our grasp.” This 
shall increase the interest of the audience to contribute to the story by filling the gaps 
themselves and, therefore, creating a more interactive and personal experience. 
Furthermore, transmedia storytelling is based upon choosing different messages, content, 
and forms of media depending on their level of comfort (Gambarato 2013, p. 81-83). 
 
Gambarato refers to transmedia storytelling as the “ideal aesthetic form for an era of 
collective intelligence.” The latter term was initially defined by Pierre Levy to refer to new 
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social structures that enable the production and circulation of knowledge within a 
networked society in which the involved parties collectively contribute information and 
utilise the expertise of others as well to solve problems and complete the story (Gambarato 
2013, p. 81-82). Transmedia projects are considered as complex processes which are 
constituted of numerous dimensions, e.g., narrative and cultural context and distributed via 
a multiplicity of platforms (Gambarato 2013, p. 81). A strong importance lies in the variation 
and adaptation across media, often starting from one initial text or message and then 
further expanding into a variety of sub-stories (Gambarato 2013, p. 86). Lastly, it can be 
differentiated between open and closed system. Closed systems produce everything from 
one side, while open system allow or even anticipate for and support contributions from 
the audience or other bodies to intensify the complexity, level of details, perspectives and, 
therefore, leading to a more convincing and differentiated story (Gambarato 2013, p. 87). 
Open systems of transmedia storytelling, therefore, do mostly find use in the application of 
storytelling for planning instead of storytelling of planning, as described in the previous 
paragraph. Gambarato developed a list of questions which are relevant for the analysis and 
development of transmedia storytelling. Below, a selection of this list – made based on the 
context of the +CityxChange project – is portrayed (Gambarato 2013, p. 90-95). 
 
Premise and Purpose  What is the project about? 

  What is the project’s core? 

  What is its fundamental purpose? 

Narrative  What are the narrative elements (such as plot, theme, characters, etc.) of 
the project? 

  What would be the summary of its storyline? 

  What is the timeframe of the story? 

  What are the major events or challenges offered by the narrative? 

  Does the project utilize gaming elements? Does the project involve winning 
or losing? 

  What are the strategies for expanding the narrative? 

Worldbuilding  When the story occurs? 

  Which is the central world where the project is set? 

  How it is presented geographically? 

  How the world looks? 

  What challenges, dangers, or delights are inherent to this world? 

Characters  Who are the primary and secondary characters of the story? 

  Does the project have any spin-offs? Is so, who are the spin-offs’ 
protagonists? 

  Can the storyworld be considered a primary character of its own? 

  Can the audience be considered a character as well? 
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Media platforms/genres  What kind of media platforms are involved in the project? 

  Which devices (computer, game console, table, mobile phone, etc.) are 
required by the project? 

  How each platform is participating and contributing to the whole project? 
What are their functions in the project? 

  What are the distinctive characteristics of each media platform? 

  Identify problems that are specific of each medium. 

  Is each medium really relevant to the project? 

  What is the roll-out strategy to release the platforms? 

Audience and market  What is the target audience of the project? Who is the intended VUP (viewer, 
user, player)? 

  What kind of “viewers” (real-time, reflective, and navigational) does the 
project attract? 

  What kind of entertainment does the target audience enjoy? 

  What kind of technology/devices are people in this group involved with? 

  Why does this project appeal to them? 

  Do other projects like this exist? Do they succeed in achieving their 
purpose? 

Engagement  Through what point of view (PoV) does the VUP experience this world: 
first-person, second-person, third-person, or a mixture of them? 

  What roles does the VUP play in this project? 

  How the project keeps the VUP engaged? 

  What are the mechanisms of interaction in this project? 

  Is there also participation involved in the project? If so, how can the VUP 
participate in the open system? 

  Does the project work as cultural attractor/activator? 

  How does the VUP affect the outcome? What do they add to the storyworld? 

  Does the project offer the VUP the possibility of immersion into the 
storyworld? 

  Does the project offer the VUP the possibility to take away elements of the 
story and incorporate them into everyday life? 

  Is there an important goal that the VUP is trying to accomplish in the 
project? 

  What will make the VUP want to spend time accomplishing this goal? 

  What adds tension to the experience? Are the any ticking clocks? 

  Is there a system of rewards and penalties? 

Structure  When did the transmediation begin? Is it a pro-active or retroactive TS 
project? 
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  Is it possible to identify any consequences for the project caused by the fact 
that this is either a pro-active or a retroactive transmedia story? 

  What are/were possible endpoints of the project? 

  How could a map of the storyworld be presented? 

Aesthetics  What kinds of visuals are being used (animation, video, graphics, a mix) in 
the project? 

  Is it possible to identify specific design styles in the project? 

  How does audio work in the project? Is there ambient sound (rain, wind, 
traffic noises, etc.), sound effects, music, and so forth? 

 
Table 1: Selection of list of questions for analytical considerations (Gambarato 2013, p. 90-95) 

   

 
 

D9.6: Storytelling workshops, inviting other LHCs and FCs 1, v.03  14 
 



 
October 28, 2019  

4 Project Scope of Storytelling 
Building upon the theoretical background of storytelling in the context of +CityxChange 
project of the previous chapter, a delineation between the theoretically possible scope of 
storytelling and the format and frequency of the workshops is necessary. The anticipated 
evolvement of the format over the span of the project is largely overlapping with the 
sections of the background chapter. In the beginning, the workshops primarily focus on the 
elements and justification of stories which contribute largely to the efforts of WP10 – 
Communication and Dissemination of the project, later on to WP8 – Replication. At a later 
stage, the bi-directional character of storytelling as a support tool for fostering collaboration 
and co-creation will be in a stronger focus, aligned with the objectives of WP9 – 
Inter-Project Collaboration and Clustering. In particular, Storytelling contributes to learning 
from successes and challenges from other projects as well as sharing the same experiences 
from within +CityxChange with other projects and cities undergoing the same process. In 
the final phase of the project, the current outlook of the storytelling workshop planning 
suggests a focus on the transmedia storytelling as a tool of sharing the gained experience 
and knowledge as part of disseminating the project to the public, other projects, and the 
academic and private sector, as well as guaranteeing local and regional societal and political 
support. This part goes hand-in-hand with the efforts of WP3 – CommunityxChange and 
again WP8 – Replication. While all of this requires constant production of story snippets and 
extensive planning over the course of the project, this falls outside the scope of the 
workshops. Instead, the workshops shall raise the awareness and sensibility towards the 
opportunities and potential, as well as providing practical guidelines, approaches and 
techniques to integrate storytelling in the respective local communication and citizen 
engagement strategies. The outcomes of the Storytelling workshops are therefore less 
directly produced materials but instead the project-spanning development of an alternative 
approach which can be used across a range of fields and tasks in the project and can 
simultaneously contribute to a variety of the broader objectives of +CityxChange. 
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5 Workshops 
The following section details the approach and results of the first, as well as the preparation 
for the second storytelling workshop.  

5.1 Storytelling Workshop 01 – Vienna, Austria 
The first storytelling workshop in Vienna, Austria, was organised as part of the Learning 
Workshop. It included three different elements: First, ISOCARP gave a short input 
presentation about the meaning and elements of stories, as well as the importance and 
power of stories. Secondly, two guests from Vienna presented their stories about 
implementation of related projects in the context of Vienna and which lessons they learned, 
including experiences from their SCC-1 Lighthouse project SmarterTogether, followed by an 
active discussion between the presenters and workshop participants. Lastly, a short 
working session invited the participants to develop their own stories, exemplary for three of 
the FC, which were presented afterwards. 

5.1.1 Agenda 
● Introduction (10 min | 15:30 - 15:40) (ISOCARP) 

o What is storytelling, what are important constituents of stories, how to tell it, 
what can we do with it, why is it crucial? What do we want to achieve in the 
workshop, what are we planning to do with the results? (examples World 
Economic Forum videos, NasDaily, etc.) 

● Working session 1 (15 minutes | 15:40 - 15:55) 
o Forming three groups, each partnering one FC with representatives of LHC (if 

possible) and other FC, NTNU, ISOCARP, and other partners. Depending on the 
final list of attendants. Filling out worksheets as basis for story and session 2 

● Communicating the Smart City Strategy to the Civil Society | Energy Centre 
Vienna (25 min | 16:00 - 16:25) 

● Working session 2 (20 minutes | 16:25 - 16:45) 
o Goal is the creation of a strong sub 3 min. (120 words per minute = max. 360 

words) story, by defining first who tells it (city representative of FC for example), 
to whom (citizen, specific group, national audience, etc.?), what is the objective 
(getting them involved, informing, CTA, etc.), and what is the main message. Then 
combining it with details, personally relatable context, examples, visuals (only in 
theory during the workshop).  

● Storytelling & Feedback session (15 minutes | 16:45 - 17:00) 
o One person of each group tells the story in 2-3 minutes (can be read out) and 

workshop participants give feedback. We will record, take notes, and hope to be 
able to transform it afterwards in a nice format which can be used/be a basis for 
respective local and broader project communication. 
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5.1.2 Participants & Teams 
All attendees of the Learning Workshop participated in the Storytelling workshop, 
separated into three teams and divided into the role of the storyteller and the role of the 
audience. The participants included 12 FC representatives, 3 LHC representatives, as well as 
11 participants from other partners. The groups were formed based on an equal 
distribution of key strengths and interests, as well as combining cities with relatable 
challenges to foster exchange between them. Lastly, partners with several representatives 
were divided into different groups to allow for the maximum amount of insights and 
contributions from varying perspectives. 

5.1.3 Goal 
Following the narrative of the second chapter, the principal goal was setting the foundation 
for effective storytelling. Therefore, the focus was on the principles of storytelling, its 
possibilities, and examples, as well as providing a practical framework for the development 
of consistent stories. Furthermore, experiences and knowledge from the host city – Vienna 
– was included to add on the one hand thematically relevant input for the project, while 
acting as examples of storytelling of project developments at a later or completed stage. 
Lastly, the goal was to create a short story in the above mentioned three teams, which 
aimed at strengthening the learned principles and applying them in the real case of three of 
the FC. 

5.1.4 Scope 
Therefore, the scope of the workshop was also centred around the basic principles and 
types of storytelling. In order to present the different types of the application of storytelling 
in an abstract manner, three different conceptualisations of storytelling were in focus. 
These were 1) utilising stories to convey the main messages of the project in the respective 
cities and contexts; 2) learning from other projects and cities through stories; and 3) 
disseminating and communicating project learnings from +CityxChange to others. 
 
Focusing on the first conceptualisation, five principles were defined which are 
characteristics of a “good story” and presented in the input session of the workshop. The 
first was brevity, exemplary present through the quote of Mark Twain: “I didn't have time to 
write a short letter, so I wrote a long one instead.” The idea of brevity has a variety of 
justifications. Most importantly, the attention span of many forms of media through which a 
story can be communicated is very limited. Therefore, a story has to be short to keep the 
audience engaged. On the other hand, it leads to omitting all unnecessary information and 
simultaneously values the available time of the story recipient. Another increasingly 
common and relatable concept is the elevator pitch, which aims at conveying a message 
during a ride in an elevator – originating from the business and financing sector in which 
time with potential clients or investors is limited. 
 
The second principle was the focus on the problem to be solved. Every story should start 
with a problem or challenge. Why does one want to tell it? What is the issue to solve? These 
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can, for example, be to increase participation/public support, eradicate worries of citizens, 
etc. This part overlaps with the central ‘why’ of the above-described Golden Circle. 
 
Thirdly, a defined Call-to-Action can help to formulate the story precisely and sufficiently 
goal-oriented. What shall the story provoke? Shall it just inform, share information, invite to 
participate/join programme, engage in discussions? Answering these questions helps to not 
divert more than necessary in the story. An example could be: Join our Climathon; follow us 
on social media; or share ideas for the Bold City Vision. 
 
Furthermore, complementing the story with personally relatable content can significantly 
contribute to the success of reaching the audience. Stories are always personal which is 
both an opportunity and responsibility. Addressing the social and feeling way of thinking 
can be realised by addressing fears and open questions, or by referring to cases from the 
environment of the audience, e.g., future of (grand-)children. 
 
Lastly, it is important to have a clear outcome. This can be both an open outcome or a 
visionary future, which would apply to the Bold City Visions, or a closed end, e.g., talking 
about completed processes. 
 
After discussing the primary principles and constituents of stories, the input session 
focused on the reason why we should tell stories at all. First, stories can be easily 
comprehensible and circulated in a shareable format which addresses a diversity of 
audiences. Additionally, one can reach the “normal citizen” and non-expert audience by 
focusing on emotions instead of facts and complex information. Lastly and directly related, 
stories can be communicated via engaging materials instead of charts and technical 
content. 
 
The stories which are produced according to the criteria above can be translated into 
materials by using them as quotes and short lively description on the project website, or 
flyers in videos for social media, website and conference exhibitions stands, as well as to 
document the project process and developments over time. 

5.1.5 Workshop Materials 
To facilitate the development of a story in a limited timeframe, a handout (figure 02) was 
prepared which consists of six simple fields which can be filled in and guide the next steps. 
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Fig. 2: Facilitating worksheet for story development (developed by ISOCARP) 

5.1.6 Storied presented by the Energy Centre of Vienna  
After the input session about characteristics and background of stories, two input 
presentations followed. These were conducted by representatives of the Energy Centre 
Vienne and Urban Innovation of Vienna, represented by Waltraud Schmid and Nikolaus 
Summer. They presented their experiences with Positive Energy Blocks and Districts, as well 
as the Smart City Vienna strategy and city-industry-research cooperation in Vienna. 
 
Nikolaus Summer presented the overall smart city strategy of the municipality of Vienna, 
with quality of life, resource efficiency and innovation as key elements. Key learnings thus 
far are that initiation and creation of awareness differ widely from actual implementation. 
The overwhelming complexity of smart city strategies is better understood when innovation 
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is testable and observable (and preferably also be experienced). Communication between 
individuals and networks is an important part of the work.  
 
Summer further presented the overall framework of the SCC01 project Smarter Together, 
with Lighthouse Cities Lyon, Munich and Vienna, and Follower Cities Sofia, Santiago de 
Compostela, and Venice Mestre.  
 
Waltraud Schmid presented the citizen participation strategy Smarter Together. It has a 
mobile communication platform as central element, to make the smart city visible, enable 
cooperation, consult and co-create information, and reach end users in their daily routines. 
She also presented a new initiative on e-carsharing - creating a new community of tenants – 
as well as initiatives involving young people and gamification.  
Based on these experiences, Smarter Together has learned that outreach work in public 
spaces is needed to activate groups of residents that are otherwise difficult to reach; such 
activities help to build trust but are also quite resource intensive. Urban Living Labs are very 
useful to test new approaches or products, but this requires a clear message, and needs to 
involve well-established (local) institutions as multipliers.  
 

 
Fig. 3: Presentation by Nikolaus Summer (Energy Innovation Vienna) 
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Fig. 4: Presentation “Smart City Wien & Communications” by Nikolaus Summer (Urban Innovation Vienna) 
 

 
Fig. 5: Presentation “Smarter Together” by Waltraud Schmid (Project Smarter Together) 
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Fig. 6: Citizen engagement (presentation by Waltraud Schmid, project Smarter Together) 

5.1.7 Working session 

   
Fig. 7: Teams working on development of storylines 

5.1.8 Outcomes 
After the working session, the three teams presented their impromptu stories based on the 
provided framework. In the case of team 1, which focused on Võru, the framework was 
filled in as shown below: 
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Problem:  
● City centre repopulating 
● How to get people back in the entre 

 
Objective of Storyteller 

● To make city centre vital/lively again 
● To live smart and green 

 
Target Group 

● Young families/elderly 
 
Communication Goal 

● Living in a new way in an old place 
● For everyone 

 
Outcomes 

● Increase of occupation of old houses by 20%  
● A living place not luxury 

 
Details 

● Not a “haunted house” anymore 
● Children’s laughter 
● Steampunk playground 
● Bright colours + lightening (dark winter) 

 
Based on the frameworks, each city developed their short stories which were paraphrased 
as part of D9.2: Report on Intra-Project Collaboration, Including Study Visits and Peer to Peer 
Workshops .  5

Võru is a small town with a big soul - we want to make our city centre alive 
again. The message we want to give to young families to encourage them to 
repopulate the city, is living in a new way in an old place - for everyone. This is a 
place for real living, a place where you can hear children laugh and see them 
play, not a cottage for the weekends. 

 

5 D9.2 available at: https://cityxchange.eu/knowledge-base/report-on-intra-project-collaboration- 
including-study-visits-and-peer-to-peer-workshops/ 
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Fig. 8: Team 01 presenting their resulting story 

Smolyan is committed to air quality in the city - one of the main problems is 
that people are still using wood to heat their buildings and this causes 
pollution. How to manage to involve citizens in the whole project? How to 
install good heating systems with renewables? How do we involve the end 
users in making this transition? Using air quality as an entry, and connecting 
this to energy. The main objective is to raise awareness on air quality. This 
requires that we manage to change behaviour, for example by involving 
schools etc in the area. The communication goal is to make the citizens active. 
How to make them invest in changing the heating system, what is in it for 
them? The outcome will be a number of households with changed heating 
systems. The fact is that the reduction of fine particles needs to be reduced. 
This will allow children to play outside with clean air. This image would be great 
to portray as an outcome of the project. 
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Fig. 9: Team 02 Presenting their resulting story 

Alba Iulia has a problem of mentality related to car ownership. We want to 
promote diversified means of transportation towards the end users, excluding 
as much as possible car usage. This story and campaign need to be created by 
the municipality together with families and children, schools, universities and 
high schools, as well as with the transportation companies. The communication 
goal is to promote sustainable transport at city-wide level. used also by third 
parties such as transport company, social media. outcome would be to reduce 
carbon emissions, increase air quality, less stress. 

 
Fig. 10: Team 03 presenting their resulting story 
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5.1.9 Lessons Learned 
The workshop had a generally positive progress and outcome. However, we also took some 
ideas and observations for future improvement. Most importantly, the time slot available 
during a one-day Learning Workshop was not sufficient to go deep enough into details of 
the stories, mostly during a significant section of the workshop being filled with the external 
presentations. Therefore, the planning of the upcoming workshop will be built upon a 
stronger, singular focus to allow more in-depth discussions. Furthermore, it became more 
evident that some cities share particularly more similarities than others. To further tap into 
this potential and develop it further bears many possibilities. Lastly, the stories in itself laid 
out a solid foundation for utilising the results for external communication. However, due to 
the early stage of the projects, particularly in the FC, these opportunities will be much 
stronger at a later stage of the project where they will be fully embedded in the cities’ 
strategies and communication activities. The results of the first workshops are therefore 
primarily becoming acquainted with the method and experimented with the use as an 
internal exchange, as well as learning from the stories of the guest speakers. For the 
upcoming workshops, the results shall be twofold: Actively contributing to the work of the 
project consortium by learning from external parties and other project partners, as well as 
disseminating the stories which are told during the workshop for purposes of external 
communication and progress tracking. 
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5.2 Storytelling Workshop 02 – Limerick, Republic of Ireland 
The second Storytelling Workshop took place in Limerick on 23 October 2019 as part of the 
consortium meeting at the end of the first year of the project. The following section 
describes the objectives and strategy for the workshop, as well as a short compilation of the 
results. The extended results will be included in the second Storytelling Workshop report in 
D9.11 due in month 24.  

5.2.1 Scope 
Learning from the workshop in Vienna, the second workshop focuses on one key topic. 
Building on discussions of current needs and the available external parties in Limerick, the 
workshop shall be focused on learning from other cities and international as well as local 
actors which have been part of early projects related to energy (grid) transitions and 
community-led developments, and can share their successes, their challenges, and even 
failures, as well as answering open questions from public and private actors which are just 
starting the process. Additional to two representatives of the community-side of 
energy-transition projects, the SCC-01 project “IRIS Smart Cities – Co-creating smart and 
sustainable cities” was invited to exchange experiences through the storytelling-format. The 
audience is primarily the team of the consortium, extended by invited local actors and 
potential energy champions of the demonstration sites in Limerick.  

5.2.2 Objective 
The primary objective of the workshop is a better understanding of the experiences, 
challenges, failures and successes of similar projects in engaging citizens as well as 
fostering interactive and progressive exchanges between external participants and the 
+CityxChange team. Lastly, the outcomes shall be reported in a reusable way which can be 
utilised by partners who did not participate, as well as externals. 

5.2.3 Approach/Strategy 
The workshop is divided into two sections. In the beginning, short input stories are shared 
by the three external participants. Afterwards, the external participants discuss three 
formulated key questions in smaller teams with the local and +CityxChange participants, 
facilitated by ISOCARP and LCCC. 
 
To guide the input stories and the subsequent discussions, three key questions were 
formulated: 
 

1. What techniques/tools/approaches are effective to inform citizens about 
energy-related concepts, projects, and necessary technical/financial details? 

2. How can effective collaboration between a representative group of the society 
and projects/cities be achieved? Which methods work; which do not? How to 
reach those normally not involved? 

3. How do behavioural changes evolve? What does it take to reach a 
community-driven process in which citizens take the leading role and become 
proactive prosumers? 
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5.2.4 Overview of results 
The workshop was attended by 31 project representatives, three international speakers 
(online) as well as local residents from the demonstration areas of Limerick. The workshop 
aimed at exploring ways of creating a better understanding of the experiences, challenges, 
failures and successes of similar projects in engaging citizens as well as fostering interactive 
and progressive exchanges between external participants and the +CityxChange team. 
 
With this starting point, the first part of the workshop was dedicated to learning from other 
projects and individuals working on similar challenges. Muriël Pels, advisor for international 
cooperation and EU funding affairs (H2020) at Municipality Utrecht and project partner of 
the SCC-01 project “IRIS Smart City – Co-creating smart and sustainable cities” presented 
the approach, challenges and successes in generating support from the residents in IRIS’ 
demonstration area in Utrecht. Ariane Lelieveld, one of the initiators of Blijstroom in 
Rotterdam, presented the motivation, and the ups and downs of the solely community-run 
project in Rotterdam. Lastly, John W. Lee, the community representative of Tallaght, a 
community outside of Dublin, shared his story how to collectively transform their 
community into a more sustainable and energy-neutral one and convert it into the Tallaght 
Smart Grid Test Bed. 
 
Afterwards, the three external speakers discussed the three above-mentioned questions 
with smaller groups, accompanied by a collaborative brainstorming on best practices, 
learned lessons, and promising approaches. The presentations and discussions were 
recorded and will be analysed and compiled into a report with the key learned lessons and 
included in the next annual report on storytelling workshops in month 24. 
 

 
Fig. 11: Impressions of the discussions during the second storytelling workshop 
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6 Planning ahead 
Following the same schedule, in total 10 storytelling workshops shall be facilitated over the 
course of the project. With the first workshop primarily focused on communication towards 
the community, the second expands the topic and follows the narrative of storytelling for 
planning opposed to storytelling of planning. This shall contribute to the strong inclusion of 
citizen engagement and co-creation through the urban society. While the focus in the early 
workshops is still centred around learning from external partners and exploring techniques 
of communicating and exchanging knowledge bi-directionally with the community, the 
learning workshops shall further develop towards sharing success- and failure stories 
between LHC and FC, as well as with other cities and other projects – supported by the 
replication profiles, their feasibility and implementation which are developed later on. 
Additionally, it became evident during the first project year that a common understanding 
of terminology is crucial to communicate clearly and effectively – which is an underlying 
constituent of storytelling as well. Therefore, another workshop was organised during the 
Consortium Meeting in Limerick, preceding the storytelling workshop. The glossary 
workshop aimed at building the foundation of a shared and agreed-upon collection of 
definitions and initiated a process towards a public glossary of project-related terms. This is 
further described in D10.6: Plan for Dissemination and Exploitation of +CityxChange project 
results 2  and will further support the overall contribution of the storytelling format to the 6

project. 

   

6 D10.6 available at: https://cityxchange.eu/knowledge-base/dissemination-plan-2/ 
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7 Conclusion 
The first Storytelling workshop showed the potential in various fields of the project, as well 
as the potential and opportunities discovered with and in the LHC and FC, as well as for 
collaboration with invited speakers of other SCC-01 projects. The workshop format shall 
further evolve and include more complex elements. The initial workshop was helpful in 
experimenting with the format, however, did not result in tangible outcomes yet. This can 
be explained by the early stage of the project on the one hand, and the mix of two 
elements which were interrupting each other, as well as the short timespan in general on 
the other hand. Therefore, the goal of the upcoming workshops was to increase the focus 
and depth of the discussion as well as ensuring the creation of tangible outcomes which 
can be of use for the overall project. This goal was seemingly achieved in the second 
storytelling workshop, however, the post-processing and evaluation will provide a clearer 
impression.  
 
The workshop results can provide interesting insights which are crucial for the 
communication and dissemination of the project, as well as the exchange and knowledge 
transfer to other cities and projects. However, the workshops will always just be a short 
format which can only scratch the surface and the further development depends on the 
partners and their willingness to integrate the approach and learned-lessons in the local 
activities. This can also be regularly revisited in subsequent workshops. 
 
Lastly, a particular importance is seen in the use of storytelling to facilitate participatory 
planning practices. Therefore, it is anticipated that the upcoming workshops provide 
external and intra-project input on the one hand, but also introduce methods and 
techniques which involve local partners and include their perspectives, and result in 
replicable approaches which can be further developed by the cities and partners in 
between the workshops. 
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