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PLANNING PHASE

Gap: Effectiveness of visualisation focuses on one particular point in time
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How do stakeholders perceive different visualisation tools used at various planning phases?



Analog: a= sketch and sticky notes; b= old photo; c= paper map; e= 3D physical model

Digital:  d= 2D digital plan; f= 3D rendering; g= news media
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INTERVIEW

How do you perceive the effect of visualization over time?

V=10       P=3         N=2         G=1        C=1

ME T HODOLOGY

QUESTIONNAIRE

Easiness to comprehend 

Helpfulness for discussion 

Ideal tools for each of the planning phases

V=38        P=8        N=3         G=5        C=3 

Villager=V; Planner=P; News media=N; Government official=G; Construction team=C
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51-70%

AVAILABILIT Y &UT ILIT Y

Availability during planning phases Number of 

people 

have seen 

Ease of comprehension Helpfulness for discussion

Category PP1 PP2 PP3 PP4 Number Low Medium High Low Medium High

Sketch and sticky notes X X 22

Paper map X X 31

photo X X X 34

3D Physical model X X X 42

2D digital image X X X 29

3D modelling X X 34

News media X X X 27

Note: PP1= inventory, PP2=design, PP3= decision-making, PP4=implementation and maintenance; 

0-25% 26-50% 71%+



INT E R - GROUP COMPAR ISON

Lay person VS Expert

Gender (male=42, female=15); Age (18–30=12; 31–45=16; 46-60=16; 61+=13); stakeholder category (V=38; P=8; N=3; G=5;C=3 )

Education Level (middle school or below=13; high school=19; undergraduate=18; master’s level or above=7) 

Highly educated VS Less educatedYoung VS Elderly
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18-30 61+
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IDE AL VISUALISAT ION

INVENTORY
PLANNING & DESIGN

DECISION-MAKING IMPLEMENTATION



Villager=38, Planner=8, News media=3, Construction team=3, Government official=5

IDE AL VISUALISAT ION

DIGITALANALOG



IMPLICAT ION

 3D visualisation has demonstrated “superiority” over 2D representation 

 Analog vs Digital

villager- planners, highly educated - less educated, young - old

 Combining analog and digital tools at different planning stages



Thank  you!


