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Digital Twins
for Towns, Villages and neighbourhoods

 Creating a more enjoyable planning process



Is planning consultation process

the “Human in the loop” 

for a Digital Urban Twin



Validated visualisation

Plotted Overlays onto 

photographs - 1988

• Surveyed camera location

• Survey control data

• Methodology & QA

The methodologies developed 

in the 1988 still in use 

today as best practice for 

creating photomontages.

Simon.mabey@digitalurban.place

1988 

‘verified views’ stuck onto large photographs



1995 

Heathrow Airport -Project information modeling



Urban/City Modelling

1996 

Manchester – City Modelling



Traffic

Noise

Wind

Pedestrian

Visual Impact

Air & energy

Consultation

Heritage

Engineering games

2007 

Manchester – City Modelling



Micro simulation data –Traffic (4D objects)



Integrating data - Flood models (4D surface)



Existing



Without defences



With defences



Air quality, energy (painting by numbers)



Breakout noise, (dynamic projection maps)



Below ground services (3D Data integration)
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Earth Observation 

15cm10cm305

50 -200k per km2

1 - 2.5k per km2

0.1 per km2

Building digital assets



Berwick upon Tweed 



Berwick upon Tweed 



Berwick upon Tweed 



Watford



Watford



Watford









Immersive 360 technology



Chatsworth - Joseph Paxton

Glass Conservatory demolition in 1920



Immersive 360 technology





Family groups get to share the experience
This helps to create conversations

And triggers longer-term responses





Virtual Reality Pop-up
Touring in May 2022

• National Railway Museum  4,5 May
• Locomotion Museum  7,8 May
• Science and Industry Museum 11,12,13 May
• Hereford (shell Store)  16,17 May
• Paisley (Scotland)  19,20 May



2022





DLUHC - Immersive consultation





Age Ranges

● There is a near equal dispersal of age groups 
interacting with our projects.

● There is no over-representation of a group in 
particular, with all age groups between 18-74 
holding a close stake in engagement. 

● Those aged 18-34 hold a significant 
proportion, which demonstrates a keener 
interest in a younger audience when Virtual 
Reality is involved. 



Using immersive technology as part of

the planning consultation process

is the “Human in the loop” 

for a Digital Urban Twin

That encourages behavioural change.



simon.mabey@digitalurban.place
m. 07557 414824
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