
1/46

a playce like home
a play-focused approach to designing a nostopia

16 January 2025 | Graduation Presentation | Margot Kruizinga



2/46

Fig. 1: View of the sea crossing [own work, 2025] 

0. The Next Journey
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Migration Routes

Fig. 2: Map of migratory routes and numbers across the Mediterranean Sea [own work, 2024; based on Conant & Chwastyk, 2015; Frontex, 2024; IOM Italy, 
2019; UNCHR & UNICEF & IOM, 2023]
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Motivation

Fig. 4: Childrens Rights of United Nations explained for kids [UNICEF, n.d.]Fig. 3: Drawing of my family [own work, 2005]
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Problem Statement

Fig. 5: Problem diagram absence of home [own work, 2024]
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Route of Research

Fig. 6: Migration route from Syria to Europe explored in this project [own work, 2024]
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Fig. 7: Walkway towards the camp [own work, 2025]

1. Road to Camp
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Fig. 8: Take along Playmobil dollhouse as a metaphor [Playmobil, n.d.]

Home

• Definition

• Private and Public 

• Safety, Belonging, Agency

[Boccagni & Duvyendak, 2021]
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/nɒsˈ təʊ.pi.ə/ 
noun 

1. A public space, building, or environment designed to evoke 

a sense of safety, belonging, and agency reminiscent of 

being at home 

2. A place with a home-like atmosphere in a non-residential 

setting

3. A playce that feels like home 

Etymology: 

derived from the Greek words nóstos “coming home” and 

topos ‘‘place’’ 

Nostopia

Design Aim
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Fig. 9: Gate to Nostopia Mavrovouni [own work, 2024]

2. At the Gate
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Current Camp Population 

Fig. 10: Diversity and fluctuating camp population [Own work, 2024]
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Camp Stakeholders

Fig. 11: Stakeholder analysis of Mavrovouni [own work, 2024]
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Fig. 12: Square behind the gate with trailer to get registered [own work, 2025]

3. Warm Welcome



14/46

Fig. 13: Map of Nostopia Mavrovouni [own work, 2024]

Our New Home



15/46

100 m0

housing

eurorelief

education hub

foodline

water point

sanitary facilities

amenities

sports �elds

Fig. 14: The housing and facilities in Mavrovouni [own work, 2024]

Camp Map Now
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Contrast with a Theme Park

• Visual representation

• Outside Daily Life

• Temporal Visit

• Heterotopia of Foucault

Fig. 15: Map of theme park the Efteling [De Efteling & Ruys, 2014] 
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Heterotopia

Fig. 16: Characteristics of Heterotopia [Own work, 2024; based on Foucault, 1986]
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Homo Ludens

Rhytm & Order

Own rules Formation of clubs 

SecretiveOutside ordinary life 

Bounded in space and time

Absorbing the player Purposeless

Free action Tension 

Fig. 17: Characteristics of play [own work, 2024; based on Huizinga, 1952]
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Heterotopia & Play

Fig. 18: Comparison characteristics of play and a heterotopia [Own work, 2024]
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Theme Park as Inspiration 

Fig. 19: Rollercoaster the Baron in the Efteling [Own photo, 2021] 
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Daily Life in Heterotopia Mavrovouni

Fig. 20: Daily routine of an adult in Mavrovouni [Own work, 2024] Fig. 21: Daily routine of a child in Mavrovouni [Own work, 2024] 
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Fig. 22: Natural route with play opportunities towards the blue belt [own work, 2025]

4. A Peaceful Stroll
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Fig. 23: Path towards the pink rabbit cluster [own work, 2025]

5. To the Pink Rabbit
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Child Development

Fig. 24: Ecological development model contextualized for displaced children [own work, 2024; based on Bronfenbrenner, 1979]
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Communal Spaces Syria 

Fig. 25: Conclusion spatial analysis of the three homes [own work, 2024]
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Fig. 26: Communal kitchen in the pink rabbit cluster [own work, 2024]

6. Our New Kitchen
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Food in Camp Now

Fig. 27: Yellow foodline in Mavrovouni [own work, 2024]
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Observation Theory

By preparing food together, 
people have agency over their 
meals while connecting with 
others. 

R.4 Communal Cooking 

Home cooking offers 
control over food choices 
and can foster connection 
with others [Simmons and 
Chapman, 2012].

Pattern Development

Fig. 28: Diagram showing how a pattern is designed [own work, 2024]
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Pattern Development

Belonging

Safety

Program Governance Spatial 
Design

Fig. 29: Pattern drawings according their category [own work, 2024] Fig. 30: Objective triangle [own work, 2024]

Agency
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Pattern Language

Timespan
Short Long

Tangibility
Concrete Abstract

Communities or clubs give children and residents a sense of 
belonging.

Field research 
Children have left their community in Syria or other countries and possibly 

lost loved ones. They want to make friends to play with, the fact that people 

leave often makes friendship difficult. 

Theoretical back-up
A child has the right to join or set up groups or organisations, and they can 

meet with others [UNICEF, n.d.]. To be part of a community, gives one a 

sense of belonging through personal familiarity and shared experiences. 

This enhances feelings of safety, control and connection, thus giving a 

sense of home. Thereby it  encourages residents to take responsibility of 

their physical environment and each other [Wekker, 2020].

Practical implication
• Indoor and outdoor public spaces are created to facilitate the 

gathering of groups. Each culture, community or club has other spatial 

requirements, the camp structure should facilitate the diverse needs

• A notice board can be an easy tool for communities to announce their 

gathering

Relates to:
C.2 Customized Classes

C.3 All Types of Playce

C.4 Ap-Art

C.7 Eat your Veggies!

R.6 Communal Cooking

R.16 Use for All

C.5 Welcome to the Club! 

Communal space: church in Panagiouda [own photo, 2024]

Timespan
Short Long

Tangibility
Concrete Abstract

If multiple activities can take place in a space, spaces are used 
efficiently & a liveable community is stimulated.

Field research 
Facilities are often empty and quiet, such as the water points or the lego 

hut. 

Theoretical back-up
Multifunctional spaces are more frequently used throughout the day, which 

significantly benefits social cohesion. Multifunctional spaces maximize the 

utility of limited land and minimize the resources required. The thoughtful 

integration of multifunctional spaces can support traditional communities, 

enhance economic opportunities and preserve cultural identities. 

Especially open urban spaces are essential for accommodating to needs 

of the population and offer space for community gatherings [Pranab & 

Bansal, 2022]. 

Practical implication
• Combination of functions in one space, for example a water playground 

can be added to the water point

• Open spaces in the camp fabric can accommodate different activities 

R.16 Use for All 

Relates to:
C.5 Welcome to the Club!

R.4 Communal Cooking

R.17 I Like to Move It

R.22 Rise to the Heights

Outdoor cinema in courtyard of volunteer homes [own photo, 2024]

Timespan
Short Long

Tangibility
Concrete Abstract

A community of smaller communities will benefit stability, 
agency and belonging in camp. 

Field research 
Camp is currently organised in 4 zones. People have left their home 

community behind. Different cultures live alongside each other, in some 

cases this leads to conflicts. 

Theoretical back-up
People naturally organise themselves in different scales of community, with 

a multiplication factor of 3 [Zhou et al, 2005]. 

UNHCR advices a tailor-made modular approach in the organisation of the 

camp. This gives structure for the management and fosters familiarity for the 

displaced people. Hereby cultural characteristics and social structures should 

be taken into account. This will benefit the satisfaction, sense of ownership 

and community feeling of the residents [2024]. Thus, scalarity of communities 

provides structure in camp, giving a sense of safety as well as belonging. 

Practical implication
• Camp is organised in groups of 10 households,  scaling with a factor 3 

in several steps to the current 4 zones. 

• Physical layout of camp reflects the group formation

O.4 Belonging through the Scales 

DECISIONS ABOUT DENSITY 
MUST BE TAKEN IN CONTEXT 

Population density refers to the number of people per square kilometre. 

While high population density within a humanitarian settlement could be considered to 

be more efficient, given the potential to centralize and optimize services and infrastruc-

ture, high population density within humanitarian settlements has been shown to increase 

pressure on resources and services, increase the likelihood of communal conflict, in-

crease risk of fire, and also to elevate protection and health risks. 

As such, where possible, high population density should be avoided in the design of 

rural settlements, while spatial decisions should be guided by local planning regulations 

(see principle 1). In addition to planning regulations, density and spatial layouts need to be 

defined with adequate consideration of the local context;

• How have settlements in the hosting area been designed? Consider their form, mor-

phology and local architecture. 

• What is the population density in these settlements? 

• What type of settlements are these – rural, peri-urban or urban? 

• How are they structured? 

The responses to these questions will guide the settlement planner in the development of 

a spatial concept which is in harmony with the wider hosting environment. A clear distinc-

tion should however be made between urban and rural environments, as in urban areas 

densification is considered to support sustainable settlement development through 

the creation of urban centres facilitating efficient service provision. 
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Refugee settlement, Chad 2009

23

Relates to:
C.13 Small to Big

C.20 Play in the Middle

O.10 Size the Site

O.11 Meet in the Middle

O.12 Chosen Configurations

Refugee Settlement Chad in 2009 [UNHCR, 2019] 

Fig. 31: A pattern page from each of the stakeholders [own work, 2024]
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Designer
Observing Designer:

Understand the needs 
and wishes of different 
stakeholders for the 
camp design 

People:
Be aware about 
possible actions to 
in�uence surroundings 
and voicing needs

Organisation:
Improve the operation 
and living conditions of 
the camp by interacting 
with people to 
understand their needs

PlayingPlaying

People
• Residents
• Children

Organisation
Game to communicate

Game Goals

G
am

e 
re

su
lt
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s 
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p
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 d
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Game Requirements:
• Communication between stakeholders, 

creating input for the camp designer 
• Easy to understand for children & people 

with different languages. Using universal 
language like 
colors/numbers/pictos/objects

• Players should be able to make 
combinations of spatial qualities, 
possibly by laying cards in a �eld 

• Players should be able to give a rating 
(bad/good) for the spatial qualities

• Only cooperative or also a game 
element? 

• Minimal means & spatial requirements to 
play the game

Pattern language as a base for the game:
• A pattern language is a structured set of 

design solutions or qualities addressing 
common spatial challenges. The 
language consists of interconnected 
patterns through different domains.

• 3 groups of stakeholders each have their 
own set of patterns: children, residents, 
organisation

• Each pattern set has 3 categories: 
program, governance and physical 
environment 

• Each pattern answers to one or more of 
the objectives: agency, safety, belonging

• The designer has more knowledge on the 
patterns [with an explanatory booklet] 
and should explain and observe the 
game

Round 1
Exploring 

within group

Round 2
Playing together

Round 3 
Giving input 
to designer

Fig. 32: Purpose of the game for the stakeholders [own work, 2024]

Game with Stakeholders
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Playces of Patterns

Fig. 33: Rounds during the Pattern Game [own work, 2024]
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Fig. 34: View to the courtyard [own work, 2025]

7. To Our Courtyard
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Spatial Configuration Syria

Fig. 35: Conclusion spatial analysis of the three homes [own work, 2024]
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Fig. 36: Map of the courtyards in the pink rabbit cluster [own work, 2024]

Our Configuration
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Fig. 37: View of the courtyard in the pink rabbit cluster [own work, 2024]

8. At Home in the Pit
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Living in Camp Now

Fig. 38: Living around the isoboxes in blue zone in Mavrovouni [own work, 2024]
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Living in Camp Now

Fig. 39: Living around the RHU’s in red zone in Mavrovouni [own work, 2024]
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Input for Objectives

Fig. 40: Conclusion ethnographic research during field trip [own work, 2024]
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Fig. 41: View to the hill from the main street [own work, 2024]

9. Passing Main Street
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Playing on the Hill Now

Fig. 42: [Play] facilities on the hillside in Mavrovouni [own work, 2024]
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Fig. 43: Playground on the hillside [own work, 2025]

10. Play on the Hill Slides!
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Playing in Camp Now

Fig. 46
: Natural shade in Mavrovouni [own work, 2024]

Fig. 45: Water point in Mavrovouni [own work, 2024]Fig. 44: Play house in Mavrovouni [own work, 2024]
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Fig. 47: View on the blue belt from the highest slide in the playground [own work, 2025]

11. Our Blue Belt
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Fig. 48: View on the Seal Shore from a rubber boat in the sea [own work, 2025]

12. A Swim at Seal Shore
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Thank you! 

Fig. 49: Map of Nostopia Mavrovouni [own work, 2024]
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Research Question & Design Aim

How can play be used to create a vision of 

heterotopia Mavrovouni that provides a sense 

of home for displaced children? 

• How can the concept of topia benefit revisioning the 
refugee camp in relation to home and play? 

• What are the spatial characteristics of the three homes 
along the route of displacement?

• How do children and parents live and play in CCAC 
Mavrovouni?

Take along Playmobil dollhouse as a metaphor [Playmobil, n.d.]
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Journey of Topias

Maquette of refugee journey, from dystopia along heterotopia towards utopia [Own work, 2024]
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Home

Pyramid of Maslow in relation to home [own work, 2024; based on Kiser, 2016]
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Conceptual Framework

Conceptual framework [own work, 2024]
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Methodology

Theoretical-Methodological Framework [own work, 2024]
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Syria 

Nolli map Aleppo with souks and mosques [Own work, 2024; based on Università IUAV di Venezia et al., 2017] 
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Delft

Residential and shopping areas of Delft and the location of refugee centre Manderspark [own work, 2024; based on PDOK, 2024]
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DelftLesvosSyria

Three homes along the journey [Bayt Al Fann, 2022 & Eurorelief, 2024 & De Haan, 2022]
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DelftLesvosSyria

Territorial depth of three homes along the journey [Own work, 2024]
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Camp zoning

The residential zones in Mavrovouni [own work, 2024]
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Trash analysis

Analysis of found litter in Mavrovouni [own work, 2024]
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Education team

Collage summarizing the work in the education team of Eurorelief [own work, 2024]



59/46

Workshop 

Analysis of the outcomes of the Visioning Play workshop [own work, 2024]
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Objectives

Objective tree [own work, 2024]
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Pattern Language

Scenario wheel with integrated patterns [own work, 2024]
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Pattern Relations

Pattern field depicting relations between the patterns [own work, 2024]



63/46

Validation of Patterns

Use of space in refugee housing location in Gouda [own work, 2024]
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Camp in Control

Collage Camp in Control [own work, 2024] Scenario map Camp in Control [own work, 2024]
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Shared Freeland

Collage Shared Freeland [own work, 2024] Scenario map Shared Freeland [own work, 2024]
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Our Harbour

Collage Our Harbour [own work, 2024] Scenario map Our Harbour [own work, 2024]
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Test game

• Dialogue facilitator

• Fun combinations

• Objective validation

• [Visual] Language

• Considerations for playing in camp

Game board during test play [own photo, 2024]


