Monster PlanNING
Europan 13. Lund (se)

A READING OF THE AREA
On the other side of the dense shrubbery that surrounds the path, the open landscape of soccer fields
spread out. The air that was full of elder flowers
turns into to the smell of gasoline and fresh cut
grass. The shouting soccer audience drowns the singing birds. Beyond the soccer-playing youngsters,
the old power station rises as a brief interruption
in the line of even more grassy plans. A grand
tree-lined avenue between the soccer fields and the
high residential building of Klostergården reminisce the dream of the boulevard. Or should one
rather expect a Scanian manor in the end of the
avenue? Behind bushes and painted fences, an oasis of allotments pops up, with homemade cultivation boxes and variegated sheds. Once again I am
led forward by the sound of gravel under my feet.
Down by the stream, Höje å, a feeling of being in
the countryside arises and the only interruption in
the total tranquility is the train that squeals when
it swishes past on its graffiti draped concrete bridge.

THE WILL OF THE PLACE
The development that is planned in the competition
area is driven by external interests and factors: the valuable farmland presses for densification of what is already
built-up; the railways have reached a capacity limit and
need more space; the lack of housing has put a price
on each square meter; the municipality has goals and
visions for the future of the area. But what is the will
of the area itself? All the people who every day spend
time in the area – at school, on the football fields, along
the river, in the allotment gardens, between the bushes
along the railway – who asks for their opinions? How
can their voices be a creative force in their own initiatives rather than an obstruction in the way of someone
else’s project? Even if all of these human voices could
be collected and summed up in some way, the need for
something more, and possibly different, is everlasting.
Therefore, it is pointless to seek solutions to satisfy all of
these interests and needs. Instead, methods are needed
that allow these voices to be heard – now and in the
future.
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THE VALUE OF THE MONSTROUS
MONSTER

MONSTROUS ARCHITECTURE

The Monster is a concept created by man for the pur-

We stand on the side of the Monster and observe the architecture. From where we stand it is clear that many are
trying to eliminate the Monster. We see clean, formalistic
visions that, like casting molds, create perfectly square people and rigid societies. We see static, large-scale blocks and
we see so-called Architectural Masterpieces (obstructions)
that cannot handle that time passes and that the world
changes. We see a quest for control.
Nonetheless, we also see friends and hopefulness. We see
monstrous neighborhoods that have emerged over time.
We see places that have become more complex than anyone
could imagine, that have indescribable qualities, and that
tolerate and welcome new buildings, as well as demolitions.
We see a belief in valuing that which is beyond our control.
In the way it grows and changes over time, the city
is an organism rather than an artifact. An organism in
motion, impossible to identify and classify. It is a monster. In a world that strives for glossy renderings, easily
sold apartments and conceptual generalizations, the organism is in danger of dying. What is required of a city
for it to continue being a living monster?
We believe that this concept of the Monster can help
us in the pursuit of an environment that follows and
adapts to the present nature of a place and its people. A
future monstrous city requires that we as city planners
dare let go of the future. We do not strive for Lund to
be easily identifiable, or to be cemented by conceptual
images and simplifications. We want Lund to be difficult to explain, so it is allowed to be more complex than
we can understand and communicate. We want the future of Lund to be beyond both our reason and our control. Instead, the people present, through conflict and
compromise, should shape it. What we can provide are
the tools and administration.

pose of describing what cannot be defined or controlled. It is impossible to identify because it is in a state
of constant change. It is considered menacing, but isn’t
it really just unclear? We would like to introduce this
concept into the realm of architecture. The Monster can
help us find new ways of thinking.
From matter, the monster emerges as a figure. We catch glimpses of the monster, but never manage to catch
it. As soon as it has been captured and classified it ceases
to be a monster.
The monster is what is the new to us, that which we
have not yet understood. Many are the monsters that
have not been considered to be a part of society. Beliefs,
as well as sexualities and ethnicities, have been referred
to as monsters so they can be fought and slain by fairy
princes and society’s protectors. Some monsters will
instead die when incorporated into society. Many things
that once were monsters have today been classified and
become a part of our reason and our society. This applies to the creation of psychiatric diagnoses as well as to
the classification animal species and much more. Incorporation is also a way of slaying the monster. We would
rather see the qualities the monster brings and allow for
the monster to live. How we can let it lead us forward?
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MONSTER PLANNING
PREVAILING CONVENTIONS
The conventional urban planning process in Sweden and
Lund aims to ensure a democratic process and to protect the public interests in the development of the built
environment. This is achieved mainly through laws and
rules that control and regulate where and how construction can take place. These regulations are designed to
prevent private interests from being the sole dictator of
the terms concerning the urban design process. But the
slowness and the claim to power that comes with these
democratic systems are also paralyzing and reduce the
peoples’ perceived, and actual, influence over their environment. In practice, this in many cases results in that
those who are already strong and resourceful profit from
even more from the system. It is the major construction
companies that can afford to take risks and build. And
they build for those who have the ability to pay.
The slowness of these democratic systems also leads
to an inability of the built environment to adapt quickly enough to changing conditions. We currently see a
society and a world that is changing rapidly and urban
planning processes that are unable to keep up with development and risk being counter-productive in the
pursuit of the good city.
THE MONSTER PLAN
As a contrast to the formalist master plan, we are proposing a Monster Plan. The Monster Plan is our tool
and an attempt to formulate an approach in pursuit of
the pliable town. Just like the monster, our proposal
is neither coherent nor complete. Nor is there an end
result or a date when the district is completed. What
exists is a beginning, a way to get started. Large-scale
projects have a long start-up period, while small-scale
projects have a short one. We are ready to get started!
Now!
SMALL SCALE
Large-scale projects lead to rigid and insensitive environments and many opportunities are overlooked. By
searching for strategies that allow development in small
steps, both in space and in time, a lot could instead happen very quickly and gradually. A Smaller scale means
greater opportunities for projects to be both adaptable

and critical, which will allow for a development of what
already exists on the site today. The small-scale allows
for user involvement as well as for monstrous mixtures
and effects.
COMPLEX
The site for the competition is about to be developed.
Development presumes some form of progression, in
that something that is less developed becomes more
developed. What does this mean in the urban context?
Is Klostergården currently undeveloped? Underdeveloped? Could it be more reasonable to talk about complexity? That a complex environment is an environment
that is rich in opportunities as well as in difficulties. An
environment that reflects and captures the society and
the world we live in, rather than reproducing an ideal
that serves the norm, where attempting to control and
simplify means the same as to oppress and deny.
Monstrous architecture is architecture that guards
complexity and avoids simplifications. This means that
all development must be made in proximity to the physical environment, as every kind of distancing means
simplification and abstraction.
CRITICAL
The inhabitants of the city are constantly reorganize social structures, as well as built structures. This reorganization from below has not always been seen as a good
thing. Architecture has repeatedly been used as a tool
for the maintenance of behavioral codes and for imposing fear and silence upon crowds.
This reorganization is our boss. We want to listen to
it and allow for the city’s structures to adapt to the inhabitants and their preferred organization. One important part of this is the need to find ways to materialize
critique. How can we incorporate a questioning of the
city’s structures in the way we work? Reserving place
and time for critical projects could be one way. Another
more fundamental way is to let the unfinished be the
norm. The unfinished city is the living city. Allowing for
the unfinished means to leave room for the new, as well
as for critique. By letting the city grow in small steps, it
is kept alive and there is always room for the materialization of new ideas.
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MONSTER PLANNING IN PRACTICE
MONSTROUS METHOD
In the Monster Plan, development not only implies the
changing the area and letting it find ever-new forms and
expressions. In equal measure, development is about the
area getting to know itself again and the forms it already has. The proposed method of working therefore
supports a pendulum motion between influencing and
knowledge seeking. This process is materialized in the
form of Statements and Project. The Monsters Plan is
thus a way of working rather than any final solution.
For this process to take place, the proposal assumes
that space and expertise are provided for in the area.
One of the projects examples, the Monster Forum, is
such a place where both Statements and Project can be
born and grow.
STATEMENTS
As a way to visualize and try different interest’s influence
over the area, the method is based on clear statements.
These claims are formulated on the basis of an understanding of the place. Through the statements, different
values and interests in the area are formalized and made
visible. This also means that different wills are able to
come together in a way that allows these conflicts of
interest to promote development, rather than becoming
an obstacle. The statements are expected to challenge
each other. Some will die, others remain, but most often
some kind of compromise is generated. An important
point in using statements as a starting point is that everyone has the opportunity to make such claims. Thus,
the method opens the door for more voices to be heard
in the planning process.
The work with these statements is a project in itself
with great potential to develop over time. How do you
capture the will of voices that do not speak up by themselves? How can different interests be weighed against
each other? How can the collected statements be discussed and developed further? Through what kind of

5

decision-making is it possible to create positions that
are viable for a larger group? Thanks to the simple form
of the statements, it is easy to see ways to approach
these issues. Collection can be done through projects,
workshops, surveys, interviews, etc. Discussion and
processing can be done through public meetings, polls,
focus groups, etc.
A range of new issues and opportunities are brought
forward when the statements are about to have consequences for the physical environment. How can they
be part of the planning processes we have today? Can
they replace lengthy consultation processes? Can they
resist appeals? What legal weight can be given to these
statements?
EXAMPLE: BARRIERS
The municipality of Lund seems to have ambitions to
bridge barriers and join together the competition site
with the surrounding areas. It is planned for the city
park to be extended by an ”activity zone” all the way to
Höje å and the future station area will be developed in
a way that makes it a hub rather than a barrier. In the
development of our own example Statements and Projects, it became clear how easy it is to take these kinds
of visionary intentions as truths. If they instead are formulated as clear statements they become much easier to
discuss and question: ”You should be able to move freely
from Klostergården to Åkerlund and Rausing Road!” or
”When you stand next to Lund Arena, you should feel that
you are in city center!” Why? For whom is it important?
How would it affect those who dwell and use the area
today?
In our example, we ended up with a statement that
”Barriers need to be reevaluated”. Such a statement gives
a clear focus but leaves open to new discoveries. But
again it is not an end in itself to find the perfect wording. Instead, it is the discussion that it causes that gives
new knowledge of the working area.

Probing

Current situation

Statement

Providing

Critical & Art

Current situation

MONSTER PLANNING IN PRACTICE
PROJECTS
Through Projects, the Statements meet the physical environment and generate new knowledge and insights
about the area while, at the same time, adding new
values and qualities. Bit by bit the projects push development forward by operating critically, probing and
providing. Each project is likely to have its weight on
one or two of these legs depending on what is relevant
in each specific case.
The projects that are presented here should be seen
as possible ways of making the most of the engagement
and understanding that already exists in the area today.
They do not assume to be the best or most effective
courses of action, but that is also the point. Instead of
expensively striving to do everything right from the beginning, we accept the fact that any intervention will
lead to unexpected consequences. Negative effects are
instead limited by keeping the scale and rigidity of the
projects at a reasonable level. In this way the door is
kept open for a flexible and creative search for the future
form of the area.
The facilities provided in the area, in the form of
Monster Forum, aims to enable as many people as possible to initiate and/or implement projects. By providing
materials, premises and expertise, the public is given opportunities to participate in development actively.
CRITICAL & ART
Critical & Art projects are trying to explore the current
situation, and by letting go of control they are looking
for new paths to follow. An example of such a project
is the Traffic Theater. By trying a new use of an area
that is already heavily dominated by well-known urban
elements, the horizons of what this place could be are
widened. The project is not designed primarily to test
whether the site can be used as a stage, but rather to inspire new thoughts and ideas about how the area could
be used.
The critical perspective is particularly important
when previously unexplored areas are targeted for development. But it is also important as a contradictory
force when consensus is at its peak and the future seems
obvious.

PROBING
Compared to predominantly critical projects a project
that is probing has a clearer agenda and focus. The aim is
not necessarily to question but to investigate and gather
knowledge. By intervening in the environment in various ways this type of project tries to answer questions
that could provide guidance for future development.
How is a certain place used today? Who has access?
What is being valued and by whom?
The project Treasure Mapping gives ordinary people
the opportunity to point out and put their words on
places or objects that are particularly valuable to them.
Such information can in turn result in further talks
about how development can proceed. In a more directly
expressed way, the Parallel Places project similarly questions what a place might be and how it could be used.
What do you want to do in a place where the trains
whiz past?
TREASURE MAPPING

PROVIDING
Projects can provide a deeper understanding of the place by being critical and exploratory, but if development
is to be carried forward additional contributions have
to be allowed. Providing projects aim for precisely this,
to contribute to the site and offer something new. Conventional construction projects often have a consistent
focus on this particularly marketable and productive
aspect. However, for a project to be able to function
adequately in a Monster Plan, it is required for them
to be strictly limited in scope and rigidity. Otherwise,
they risk becoming actors that are too powerful in the
development of the area.
The project Wuthering Heights can stand as example
of projects with this kind of focus. This project makes
a place accessible and provides new values to the area.
With one small tower it is possible to rise up above the
rosehip bushes and have a clear view in all directions
and, all of a sudden, you have a reason and possibility
to visit the other side of the railroad! By the addition
of one thing, other new potentials can be awakened,
and suddenly there is a whole range of opportunities to
explore further!

In traditional planning, local knowledge
and interests are easily forgotten in favor
of large-scale aspects. Treasure Mapping
enables small stories to take part in a
larger context. With this dynamic and
never ending method, where maps are
created and layered on top of each other,
anyone can add information; a child,
the municipality, a community, a tourist
etc. The contents of a map can vary both
in scale and character. Infrastructure,
housing, culture, environment, history,
all form stories independent of hierarchy
or scale. By mixing various maps different
stories will be layered upon each other and
add nuances to the context.

Above all, this is a tool for investigating
existing qualities of a place. In a planning
process Treasure Mapping can question
the established norms; like who will
live in a certain area, what activities can
take place on a football field, or where
it is appropriate to grow vegetables. This
method could infiltrate a communal
process that is usually controlled from
above and there by make it more
democratic. Treasure Mapping does not,
however, have to produce a result. The
process can be a motive in and of itself by
simply giving people the opportunity to
express themselves in their surroundings.
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There will be various ways to
participate. One way could be
through an aplication in which
you can easily search, shuﬄe or
add your own maps.
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