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Case Studies Series 2021 
Core Values Awards 2021 Entry 

Highlights at a glance   

• State what is unique or innovative  

- ‘Kids Zone’ and ‘Spend your points’ interactive app 

• Identify organisation, sector and geographical location  

- City of Canterbury and Bankstown Council 

- Local Government – Community Engagement 

- Lakemba, New South Wales 

• State engagement objectives, purpose and scope  

- Ensure existing master plan feedback drives the play space design, so that it meets community 
needs and interests regarding types of play and inclusion.  

- Understand community preferences (functional/aesthetic) for tall ‘hero’ play element, so that 
community accepts the proposed design.  

- Inform community about site constraints so they understand and can make informed decision 
about Council decisions.  

 

• State spectrum level  

- Consult and involve 
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• State engagement method/s and sequence  

- Engagement method was solely online through “The Hive” and gamification. Emphasis was put in 

on making sure that the community was aware of the exhibition online and how to take part in it. 

This was done through an intensive communication plan that saw multiple outreach posts on 

social media and tapping into key contacts/organisations in the community.  

• Three key outcomes showing impact of engagement:  

- Contest for site by other groups and organisation subsided once it was realised that this space is 

inclusive or every religion and cultural background I the immediate space. This was achieved by 

drawing in on key communication methods and push for communication in various languages 

(Bengali, Arabic, Hindi, Urdu and English).  

- 18 % did not speak English well, with Lakemba having a remarkably high rate of social 

disadvantage (bottom 5% in Australia). However, we had 63 community members take part in 

our online “Kids Quiz” which was a family activity and nearly half of them were females (one of 

the highest for a project in that area) – which showed that with the right translation tools and 

engagement, you can target specific populations you want feedback from.  

- A well curated engagement plan saw nearly 2,895 people visit the site and be informed about the 

project. This was in the top 10 for 2020 out of nearly 80 projects, considering this was carried out 

during a lockdown due to COVID-19. 

• Three key engagement takeaways:  

- Engagement needs to be an extractive practice. The needs of a diverse population need to be 

prioritised, while giving space for voices to be heard and allowing knowledge in the local 

community to be at the forefront of engaged and informed processes in the area  

- Engagement should not be based around in person engagement. Targeting people that are 

seldom heard (marginalised and vulnerable people) from is important to a holistic community 

vision. Leaning on existing networks, local foundations, neighbourhood groups and organisations 

is crucial to a success of a project that needs every unique community member involved.  

- Language and culture play a significant role in how participation occurs, who participates and 

how well of an informed decision a community member can make.  

 

Key search words: Local government, community vision, deliberative engagement, collaborate (example) 

 

 

IAP2 Australasia Case Study Series aims to provide members with access to factual stories which 
demonstrate successes, challenges and insights from completed public participation projects. This free 
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resource aims to increase practitioner knowledge, improve engagement practices and the experience of 
public participation.  

To access and search the Case Study Library/Database (IAP2A Members: head to the Member 
Resources Section)  

Want to know more about publishing a Case Study? Email info@iap2.org.au 
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1.0 Introduction 

 

This case study presents …  

 

 

 

 

 

 

 

 

 

Section 2.0 provides an overview of the project background and public participation context including how 

the engagement project was designed and planned. Section 3.0 describes the implementation phase 

including how the engagement was managed from delivery through to analysis and reporting. Section 4.0 

presents a reflection of the engagement with a focus on evaluation outcomes, impact and insights as well 

as evidence against the IAP2 Core Values for the practice of public participation.  

 

 

This project advances knowledge or practice …  

Given that this engagement strategy was impacted by the Covid-19 regulations, Canterbury-Bankstown 
Council tried and tested new engagement techniques through several new digital and social media 
platforms, in addition to the existing modes of communication and engagement.  

Utilising these new techniques allowed us to engage with the public in a newfound way during these 
unprecedented times.  

  

1.0 Introduction

2.0 Background3.0 
Implementation

4.0 Outcomes, 
impact and 

insights
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2.0 Background  

 

Design engagement 

In 2017, Canterbury-Bankstown Council’s Open Space Strategy 
and Open Space Needs Review was able to identify a significant 
open space in the Lakemba area.  

This prompted the initial engagement in 2018 for the Parry Park 
Masterplan, which looked to transform the space into a major 
recreation destination and sports hub for an estimated 30,000 
community members to utilise. 

The adopted Masterplan will guide improvements to the park over 
the next 20 years, with upgrades made to different section of the 
open space.  

In 2020, Council prepared a draft concept design for what is now 
known as Parry Park Play Space – this concept design considered 
feedback from the community regarding recommended facilities 
for the space.  

In order to create a play space that will provide opportunities for 
all residents, visitors, and age groups to engage and play in their 
own way – phase 2 engagement was exhibited in effort to 
‘consult’ and ‘involve’ the community on the development of the 
concept design. 

This will ensure that existing Masterplan feedback drives the play 
space design, so that it meets community needs and interests 
regarding types of play and inclusion. This will also assist in 
understanding the community preferences for play elements, so 
that community accepts the proposed design. Apart from 
understanding the community, this also helps to inform the 
community about future site constraints so they are aware and 
can support Council decisions. 

Phase 2 was exhibited from 27 April 2020 to 13 May 2020 and encompassed digital engagement only due 
to COVID-19 restrictions. 

 

 

 

 

 

 

 

 

 

• An all-inclusive play 
space 

• Feedback drives play 
space design 

• Community consulted 
and involved on the 
development of the 
design 

• Digital engagement 
only due to COVID-19 
restrictions 
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Kid’s Zone Quiz: “What’s your 
Play space character?” 

 
Spend your points 

 
Parent’s Zone  

 

Plan engagement 

• Outline resources such as budget, timeframe, internal delivery, and contracted support  

 

Prior to the official engagement period, various media methods were used to gauge awareness to the 
project exhibition which would be available on the Canterbury-Bankstown Have Your Say website. This is a 
dedicated site for the Council to present various project for exhibition. These help to inform the 
community and give them the opportunity to participate and provide feedback on the projects. 

As COVID-19 restrictions were in place, non-contact offline and online media was used to reach the 
community – this included direct mail, posters, flyers, emails to schools, day care centres, and various social 
media platforms.  

Facebook had reached over 20,000 people within specific targeted areas, this resulted in over 3,000 post 
clicks and over 350 link clicks - while Instagram and Twitter reached just under 3,000 people. Budget spent 
here totalled to $300 over the exhibition period.  

The direct mail (map below) out was actioned to over 10,000 residence in four suburbs and these flyers 
included QR code linked to the Have Your Say project page.  
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The Parry Park Play Space engagement exhibition on Have Your Say contains three main participation tools 
for the community to provide feedback on: Kid’s Zone tool, Spend Your Points tool and Parent’s Section 
survey.  

The ‘Kid’s Zone’ is an outcome quiz tool that was designed to create a fun event that allowed for Council to 
better understand the play equipment that participants desired. Gamification was utilised to create a fun 
and interactive experience. By simulating a personality quiz type mechanic that they would be familiar 
with, participants who finished the quiz would be identified as a certain type of character depending on 
the various equipment choices they made. This data is then obtained from the platform to be collated with 
the other data. 

 
‘Spend your points’ is a budgeting tool that gives the participant points to utilise on multiple options that 
would cost them their points.  In this instance, numerous assets and equipment were divided into different 
segments with each segment allocated one point to utilise for one asset or equipment. This tool added a 
visual and enjoyable aspect to the regular surveys and allowed us to better understand the equipment that 
participants are prioritising.  
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Lastly, we also provided a Parent’s section which displayed all the amenities, parking, seating, and showing 
them an overview of all the essentials in the park. The parents would then have a good idea of the plan and 
thus be asked to complete a rating survey out of 5 – this provided a perspective on what parent’s think of 
the overall concept design. In addition to the survey, the project page also contained contact details if 
participants wished to provide their written feedback outside the scope of the survey format. This meant 
that we could maximise on the feedback we received and not restrict stakeholders to the survey only if 
they felt more comfortable providing their feedback in another method. The tools on the web platform has 
the ability to retrieve the data from the backend database, allowing for easy access and viewing of results. 

One other noticeably tool we utilised for this project is the image slider tool, this allowed us to display 
before and after images with renders of the concept design. Employing this tool allowed the page visitors 
to better visualise the concept and thus creating higher quality feedback. 
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3.0 Implementation 

 

Manage engagement 

• Outline the engagement delivery, enabling factors/conditions, how participation was supported to 

ensure inclusion 

•   How you promoted sustainable decisions by recognising and communicating the needs and 
interests of all participants, including decision makers. 

 

 

Although digital engagement reaches a larger audience group, it remains to have a small limitation without 
the use of traditional face-to-face engagement. Not every community member has a smartphone, 
computer or even a stable connection to the internet – even then, some members may lack the technical 
skills to access the exhibitions. The most fatal flaw of a digital only engagement is the lack of human 
interaction incentive that is presented in traditional face-to-face engagement.  

To minimise the loss of participation, we created multiple tools for members to participate in and to keep 
engaged: 

• Social media we had over 400 likes and 80 comments 
• Kid’s zone with 63 participants 
• Spend your points with 8 participants 
• Parents section with 7 contributors 
• On top of these tools, 5 formal written feedbacks were also received via email. 
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Overlaying all the above tools provide us with new ways to interact with the community members – 
assisting to create better visualisation for the participant and as a result, allows for more diverse feedback. 
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Describe the approach to data collection, management, analysis and generating the findings  
• Outline the reporting processes to decision makers, key stakeholders and participants, identify how 

feedback shaped decisions made 

• Outline the reporting processes back to participants and transparency 

 
The Hive, which is the engagement platform used for Have You Say, has an inbuilt backend data 
management system. It allows us to view page statistics such as visitors, tool contributions, referral types, 
followers, and various other stats. This allowed for continued meetings and updates between the 
community engagement officers and key stakeholders during the exhibition period and allowed us to 
identify any roadblocks or key missing elements.  

The results showed that this project attracted 1,122 visitors to the Have Your Say project page, with 52 
overall contributions and 25 followers. In addition, just under 50% of the traffic came from social media 
and just over 30% was from a direct link. This indicates that the promotional plan was successful in gauging 
awareness to the exhibition.  

When the project exhibition closed – statistics provided by the platform, along with the survey data and 
acquired feedback from other engagement methods, are then collated by the community engagement 
officer. The collated data is then constructed into an internal report for decision makers and key internal 
stakeholders.  

 
 

To turn Parry Park Play Space into an inclusive and interactive space for everyone to socialise and 
play, the engagement ‘consulted’ and ‘involved’ the community in the development of the 
concept design. The engagement aimed to involve a representative cross section of the 
community in the decision-making process by targeting seldom-heard voices. It focused on 
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reaching harder to hear voices including marginalised groups, families, youth and children.  
Tapping into existing networks and organisations to reach more marginalised individuals allows 
for the development of more holistic and sustainable outcomes that considers the needs and 
interests of the whole community. This was followed up by digital newsletters to keep them 
updated about the project and the different stages it was at. This also opened the window due to 
COVID for engagement to work with construction to make sure that engagement did not just stop 
at consult and involve, it continued into the realm for being constantly being kept informed.  

In regard to the design of the plan, the engagement helped direct the emphasis and detail of the 
playground design. Previous engagement had identified a desire for an adventure play area, this 
engagement allowed us to tailor it to the local communities’ specific preferences. It also allowed 
us to review the design through the eyes of two particular user groups – children and parents. 
Both groups brought unique perspectives that were invaluable to understanding how they wanted 
to use the park and the playground.  

The COVID-19 pandemic necessitated new, innovative ways to inform and engage with the 
community in these unprecedented times. Communications and engagement were specifically 
designed to encourage their active participation. Council reached over 33,000 community 
members using non-contact offline and digital media platforms, including direct mail, posters, 
flyers, emails to schools, day care centres, and various social media platforms.  

The community’s initial feedback revealed high demand and competition for the side by user 
groups and organisations. It highlighted the relationship between language, culture, and 
participation, and the need for a targeted approach tailored to the community. Communications 
were published in various languages including Urdu, Bengali, Hindi, Arabic and English to cater to 
the highly diverse community, and to provide them with accurate information to enable 
meaningful participation. As a result, the sense of competition abated as the community realised 
that the space is inclusive and provides for all people, regardless of religious and cultural 
backgrounds. 
The information gathered in the ‘Spend Your Points’ page was used directly to inform the play 
equipment decisions, votes were tallied, and the items chosen have been used in the design. The 
Kids Zone feedback allowed us to direct the emphasis of the design towards the type of preferred 
play outcomes that came out of this, namely a ‘Super Team’ playground that provided a range of 
play spaces with nature and the hero structure at its core. The Parents Section, as well as formal 
submissions, were used to review the design, elements including pedestrian access to the site, site 
fencing and shade cover were covered off in the design. Other elements were not accommodated 
within this design due to their inclusion in other future projects or budget constraints. This 
includes additional picnic facilities and a basketball court within the planned youth play area 
adjacent and increased water play planned for Greenacre Splash park in nearby Greenacre. 

 

  

 

 

 
 
 

Comments and Quotes from Council Staff 
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Our open spaces and parks are not only important as the green lungs of our City, but they are key to 
bringing the community together. For the Parry Park Play Space it was imperative that the community not 
only contributed meaningfully to the design but had ownership of the outcome. Even with the constraints 
of COVID-19 we were able to engage in a forward thinking and innovative ways to ensure the public’s 
contribution provided meaningful direction to the future of the space. 
(James Carey – Director City Future)  
 
 
The Parry Park Play space project was the first time Council incorporated a gamification digital tool into an 
engagement exhibition. Gamification proved a great addition for the project; it attracted a large number of 
new visitors to our digital engagement platform, it exponentially increased the volume of feedback we 
received, and it showcased Council's commitment and willingness to trying new ways to engage with the 
community.  
(Graham Humphrys – Community Engagement Coordinator) 
 
 
Due to the extreme and unique event of the Covid pandemic in 2020 our Engagement team quickly moved 
to a 100% online format for the Parry Park play space engagement process, not previously provided. They 
developed a dynamic and very creative online world to enter and discover the play space design with 
games and fun activities and providing numerous opportunities to acquire feedback – the ‘Spend your 
points’ and ‘Kids Zone’ pages were particularly amazing at engaging children and provided insightful 
feedback to the design. 
(Nina Kierath – Senior Landscape Architect) 

 
Whilst originally the engagement plan for Parry Park Play Space involved more traditional methods, COVID 
restrictions required a complete re-evaluation of our approach to transform it into a purely digital 
experience. 
We especially wanted to engage with a younger audience to gain their input into a place space designed 
for them. We approached our engagement by creating "Kids Zones" and "Parents Zone". Within the Kids 
Zone gamification was utilised as a fun way to engage with the youth to see what kind park their preferred.  
The concept was based on the mechanic of an outcome quiz. Titled "What's your Play space character?" 
the contributor was asked a series of questions with different options that was associated with qualities of 
a type of character, like that of a personality quiz. Depending on what options they chose, their selections 
would be tallied to determine what play space character they were. This provided a fun and interactive 
experience to receive feedback which also helped align to the idea that this was a fun and exciting 
destination that they would soon be able to explore.  
 
We also had a "Spend your points" component to our engagement which allowed for contributors to 
prioritise the play equipment in the play space. By utilising a participatory budgeting tool, contributors 
were allocated points and had to decide where they wanted to spend it, thus voting on various equipment 
options across park whilst keeping within the constraints of what was possible. 
 
These tools innovated the way we could engage with the youth, making it a visual, informative and yet fun 
way for them to provide their input. 
(Somphors Vorn – Creative Digital Engagement Officer)  

 

"Our goal with the Parry Park Play Space engagement was to spark our audience's imagination and bring 
the vision to life. We used before/after shots, artists illustrations and online activities to invite the 
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community past the conceptual into a space where they could picture themselves playing, connecting and 
making memories with their children." 
(Melanie Cotton – Social Media Officer) 

 

 

Comments and Quotes from Community Members  

 

Submitted my feedback last night with the input of my 3year old daughter. Can’t wait to use this space 
with our kids – such a great asset to out community and we are super lucky to live nearby.  

 

I love the concept and design and how easy it was for me to leave my feedback.  

 

Awesome concept and very inclusive.  

 

 

4.0 Outcomes, impact and insights 

 

Reflection and evaluation of engagement 

• Comment on appropriateness and effectiveness of the engagement program  

• Comment on reach, outputs, outcomes, impact and actual spectrum level or influence 

• Outline the evaluation of the engagement undertaken, insights or lessons learned 

• Outline three key outcomes showing the impact of engagement 

• Outline three key engagement takeaways 

 

Alignment with IAP2 Core Values for the practice of public participation 

 
IAP2 Core Values  Example or evidence from this project 
1. Public participation is based on the belief that those 

who are affected by a decision have a right to be 
involved in the decision-making process  

Kids Zone was created for youth to provide 
their feedback as they would be the ones 
using the play equipment 

2. Public participation includes the promise that the 
public’s contribution will influence the decision  

Participants provided opportunity to 
influence the decision by prioritising what 
play equipment to include 

3. Public participation promotes sustainable decisions 
by recognising and communicating the needs and 
interests of all participants, including decision makers  

Communication sent out in 5 languages to 
cover a large background of people. 
Established contacts with community groups 
and networks to reach out to diverse 
communities that are marginalised and are 
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vulnerable. Also informs council for future 
projects and set precedence on how best to 
engage diverse and multilingual 
communities.  
 

4. Public participation seeks out and facilitates the 
involvement of those potentially affected by or 
interested in a decision  

Direct mail, posters, flyers, emails to schools, 
day care centres as well as residents of 
surrounding suburbs to encourage them to 
have their say. 

5. Public participation seeks input from participants in 
designing how they participate  

Opportunity for input was provided for kids 
and parents and tools were utilised 
appropriately. 

6. Public participation provides participants with the 
information they need to participate in a meaningful 
way  

Extensive information was provided to show 
where they had influence by selection 
options available within the constraints. 

7. Public participation communicates to participants 
how their input affected the decision  

Participants emailed/sent a final email/letter 
outlining the feedback and how it will be 
tackled. Newsletter updates on Have Your 
Say for community members following the 
progress of the project.  
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Acknowledgements and to find out more 
 

We would like to thank City of Canterbury Bankstown Council for agreeing to share this case study and 
insights to advance engagement practice. This case study was authored/co-authored by Anston 
Ratnayake/Joey Qiu and peer reviewed by the Community Engagement Team.  

At the time of publishing, Anston Ratnayake was employed by CBCity Council in the position of 
Community Engagement Officer. Anston was engaged by IAP2A to support practitioners to share their 
engagement story as a case study.  

 

For more information about this project see: 

• https://haveyoursay.cbcity.nsw.gov.au/ParryParkMasterplanPublicExhibition (website or webpage) 

To connect with the authors: 

• Anston Ratnayake – link to LinkedIn profile 
• Joey Qui – link to LinkedIn profile 

 

To access and search the Case Study Library/Database (IAP2 Australasia members): Head to the 
Members Resources section of IAP2 Australasia.  

Want to know more about publishing a Case Study? www.iap2.org.au/casestudy  
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