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In this classic text, Jane Jacobs set out to produce an attack on current city planning and
rebuilding and to introduce new principles by which these should be governed. The result is
one of the most stimulating books on cities ever written. Throughout the post-war period,
planners temperamentally unsympathetic to cities have been let loose on our urban
environment. Inspired by the ideals of the Garden City or Le Corbusier's Radiant City, they
have dreamt up ambitious projects based on self-contained neighbourhoods, super-blocks,
rigid 'scientific' plans and endless acres of grass. Yet they seldom stop to look at what actually
works on the ground. The real vitality of cities, argues Jacobs, lies in their diversity,
architectural variety, teeming street life and human scale. It is only when we appreciate such
fundamental realities that we can hope to create cities that are safe, interesting and
economically viable, as well as places that people want to live in. 'Perhaps the most influential
single work in the history of town planning... Jacobs has a powerful sense of narrative, a lively
wit, a talent for surprise and the ability to touch the emotions as well as the mind' New York
Times Book Review Ireland’s Abbey Theatre was founded in 1904. Under the guidance of W.
B. Yeats and Lady Augusta Gregory it became instrumental to the success of many of the
leading Irish playwrights and actors of the early twentieth century. Conventional wisdom holds
that the playwright Sean O’Casey was the first to offer a new vision of Irish authenticity in the
people and struggles of inner-city Dublin in his groundbreaking trilogy The Shadow of a
Gunman, The Plough and the Stars, and Juno and the Paycock. Challenging this view,
Mannion argues that there was an established tradition of urban plays within the Abbey
repertoire that has long been overlooked by critics. She seeks to restore attention to a lesser-
known corpus of Irish urban plays, specifically those that appeared at the Abbey Theatre from
the theatre’s founding until 1951, when the original theatre was destroyed by fire. Mannion



illustrates distinct patterns within this Abbey urban genre and considers in particular themes of
poverty, gender, and class. She provides historical context for the plays and considers the
figures who helped shape the Abbey and this urban subset of plays. With detailed analysis of
box office records and extensive appendixes of cast members and production schedules, this
book offers a rich source of archival material as well as a fascinating revision to the story of
this celebrated institution. Practicing what it preaches, Playing to Get Smart will be a playful
reading experience for teachers and parents alike. With jokes, riddles, and stories sprinkled
throughout, the authors show how important play is for children of all ethnic and socioeconomic
groups, from birth to age 8. This provocative challenge to teachers and parents of young
children demonstrates why play is the most effective way for children to develop critical life
skills such as thinking creatively and social problem solving. It explains why teachers need to
provide opportunities for quality play and why parents need to understand the benefits of play
for their children. This collection of twelve essays describes aspects of town life in medieval
Wales, from the way people lived and worked to how they spent their leisure time. Drawing on
evidence from historical records, archaeology and literature, twelve leading scholars outline the
diversity of town life and urban identity in medieval Wales. While urban histories of Wales have
charted the economic growth of towns in post-Norman Wales, much less has been written
about the nature of urban culture in Wales. This book fills in some of the gaps about how
people lived in towns and the kinds of cultural experience which helped to construct a Welsh
urban identity. This volume derives from two symposia sponsored by the Center for
Renaissance and Baroque Studies at the University of Maryland. In studies of Italy, France,
England, Holland, and Spain that range from the fifteenth through the seventeenth centuries, it
explores various aspects of Renaissance urban culture and urban identity. Unprecedented in
its scope, Cross-Cultural Urban Design: Global or Local Practice? explores how urban design
has responded to recent trends towards global standardisation. Following analysis of its
practice in the local domain, the book looks at how urban planning and design should be
repositioned for the future. It looks at: population movement urbanization suburbanization
tourism commercialization environmental degradation flows of capital. Mapping out how urban
practitioners, researchers and educators are currently responding to these issues in their work,
this volume presents and discusses cases and theories of urbanism from across the globe.
Contributions are framed in three sections: Re-conceptualising the city; presenting ways to
read the contemporary city and re-think work within it, Experiments in practice; presenting and
discussing case studies where practitioners have confronted new conditions and Learning
cross-cultural urban design; presenting and discussing learning as a field of research and its
contribution to practice. A unique collection, Cross-cultural Urban Design outlines a new way of
thinking about urban design within the complex context of the contemporary world and points a
way forward – as a cross-cultural practice that supports and develops sustainability. This
revised edition of the original reference standard for urban legends provides an updated
anthology of common myths and stories, and presents expanded coverage of international
legends and tales shared and popularized online. • Approximately 300 individual entries for
specific urban legends • An introduction provides a brief history of urban legend research • A
selected bibliography and reference citations "A propulsive mystery with high stakes and
devious, masterful twists that will leave you guessing until the very last page. Diana Urban's
latest had my jaw on the floor." —Jessica Goodman, bestselling author of They Wish They
Were Us Let’s play a game. You have 24 hours to win. If you break my rules, she dies. If you
call the police, she dies. If you tell your parents or anyone else, she dies. Are you ready?



When Crystal Donavan gets a message on a mysterious app with a picture of her little sister
gagged and bound, she agrees to play the kidnapper’s game. At first, they make her complete
bizarre tasks: steal a test and stuff it in a locker, bake brownies, make a prank call. But then
Crystal realizes that each task is meant to hurt—and kill—her friends, one by one. But if she
refuses to play, the kidnapper will kill her sister. Is someone trying to take her team out of the
running for a gaming tournament? Or have they uncovered a secret from their past, and wants
them to pay for what they did... Author of All Your Twisted Secrets, Diana Urban’s explosive
sophomore novel, These Deadly Games, is a must-read, propulsive YA thriller with deadly
stakes, stunning twists, and a shocking ending you'll never forget—perfect for fans of I Know
What You Did Last Summer and One of Us Is Lying. Why technology is most transformative
when it is playful, and innovative spatial design happens only when designers are both
tinkerers and dreamers. In Urban Play, F�bio Duarte and Ricardo �lvarez argue that the
merely functional aspects of technology may undermine its transformative power. Technology
is powerful not when it becomes optimally functional, but while it is still playful and open to
experimentation. It is through play--in the sense of acting for one's own enjoyment rather than
to achieve a goal--that we explore new territories, create new devices and languages, and
transform ourselves. Only then can innovative spatial design create resonant spaces that go
beyond functionalism to evoke an emotional response in those who use them. The authors
show how creativity emerges in moments of instability, when a new technology overthrows an
established one, or when internal factors change a technology until it becomes a different
technology. Exploring the role of fantasy in design, they examine Disney World and its outsize
influence on design and on forms of social interaction beyond the entertainment world. They
also consider Las Vegas and Dubai, desert cities that combine technology with fantasies of
pleasure and wealth. Video games and interactive media, they show, infuse the design
process with interactivity and participatory dynamics, leaving spaces open to variations
depending on the users' behavior. Throughout, they pinpoint the critical moments when
technology plays a key role in reshaping how we design and experience spaces. This
collection of essays by international scholars focuses on the vernacular urban culture of the
Chambers of Rhetoric in the Low Countries of the 15th and 16th centuries. The volume sets
the Rhetoricians' drama in the cultural life of the provinces during a period dominated by ruling
foreign dynasties. This textbook provides an innovative pedagogy to students who will be the
policy makers of tomorrow. It provides thoughts on sustainability and the complexity among its
different dimensions. It guides students through experience, processes of complex decision
making, and sharpen their clarity of thought, to enhance their communication abilities and help
them develop critical thinking. It provides key competencies to address the complexities of
sustainable development. By combining game-based learning with an analytical style of
education, supplemental materials are provided to make the definitions of various sustainability
aspects more concrete and allows students to experiment in a consequence-free environment,
with scenario examples. Board Game and a hypothetical management course, dealing with
various topics like transportation sustainability, societal metabolism, etc. as well as with
decision making under those contexts, will formalize the mathematics needed to make robust
decisions. This third edition of a classic urban sociology text examines critical but often-
neglected aspects of urban life from a social-psychological theoretical perspective. • Provides a
complete analysis of the important social psychological dimensions of urban life that are often
overlooked • Supplies a comprehensive description of the 19th-century theoretical roots of
urban sociology • Enables readers to see concretely how theories are "applied" to illuminate



the operation of a range of urban cultures, processes, and structures • Considers a number of
topics that are likely to resonate with readers personally, such as alternative approaches to the
concept of "community," the daily organization of city life, and the phenomenon of urban
tolerance of diversity • Includes an up-to-date, new chapter on the arts and urban life The
traditional Chinese city is undergoing an identity crisis. With the rapid development taking
place, there is growing conflict between this new building and the existing urban heritage. An
appropriate approach, both in design and in legislation, is urgently needed to deal with this
problem. Furthermore, although Chinese cities have a remarkably long history, existing
methods of urban form study in China are either descriptive or loosely structured, whereas a
comprehensive methodology is necessary to 'read' Chinese urban forms in a consistent way,
and thus inform designers and policy-makers. Chinese Urban Design targets these problems
and offers an analytic and conceptual framework for both urban investigation and consequent
design. Firstly summarising traditional urban design principles and how Chinese cities have
transformed over time, it then introduces and offers a theoretic ground and scientific
methodology for understanding the evolution of urban forms, initially developed in western
countries. It demonstrates the theoretic model via real cases - from the city of Nanjing - and
establishes a direct link between understanding of urban forms and design development. By
providing a cross-cultural investigation on the theories and methods of urban typology and
morphology, this book aims to suggest best future practice for urban design in China. It
explores how urban designers and local policy-makers can produce culturally responsive
designs and how they might better understand the formation and transformation of the built
environment in which their creations sit. It also looks at how local residents' lifestyle, culture
and demands might be reflected and respected in design process. We cannot simply listen to
our urban past. Yet we encounter a rich cultural heritage of city sounds presented in text, radio
and film. How can such ≫staged sounds≪ express the changing identities of cities? This
volume presents a collection of studies on the staging of Amsterdam, Berlin and London
soundscapes in historical documents, radio plays and films, and offers insights into themes
such as film sound theory and museum audio guides. In doing so, this book puts contemporary
controversies on urban sound in historical perspective, and contextualises iconic presentations
of cities. It addresses academics, students, and museum workers alike. With contributions by
Jasper Aalbers, Karin Bijsterveld, Carolyn Birdsall, Ross Brown, Andrew Crisell, Andreas
Fickers, Annelies Jacobs, Evi Karathanasopoulou, Patricia Pisters, Holger Schulze, Mark M.
Smith and Jonathan Sterne. The volumes in this set, originally published between 1978 and
1992, draw together research by leading academics in the area of urban education, and
provide a rigorous examination of related key issues. The volumes examine teaching, urban
schools, community and race issues in education in the US, whilst also exploring the general
principles and practices of education in various countries. This set will be of particular interest
to students of sociology and urbanization respectively. This encyclopaedia will be an
indispensable resource and recourse for all who are thinking about cities and the urban, and
the relation of cities to literature, and to ways of writing about cities. Covering a vast terrain,
this work will include entries on theorists, individual writers, individual cities, countries, cities in
relation to the arts, film and music, urban space, pre/early and modern cities, concepts and
movements and definitions amongst others. Written by an international team of contributors,
this will be the first resource of its kind to pull together such a comprehensive overview of the
field. This informative anthology provides convenient, inexpensive access to a wide range of
current, carefully selected articles from some of the most respected newspapers, magazines,



and journals published today. Some issues discussed are: urban economies; urban policies
and politics and urban problems. Additional support can be found at our student Web site,
Dushkin Online, (www.dushkin.com/online/) for this Annual Editions title. A captivating literary
portrait of the writers who explore the city at night, and the people they met. “Cities, like cats,
will reveal themselves at night,” wrote the poet Rupert Brooke. Before the age of electricity, the
nighttime city was a very different place to the one we know today – home to the lost, the
vagrant and the noctambulant. Matthew Beaumont recounts an alternative history of London
by focusing on those of its denizens who surface on the streets when the sun’s down. If
nightwalking is a matter of “going astray” in the streets of the metropolis after dark, then
nightwalkers represent some of the most suggestive and revealing guides to the neglected and
forgotten aspects of the city. In this brilliant work of literary investigation, Beaumont shines a
light on the shadowy perambulations of poets, novelists and thinkers: Chaucer and
Shakespeare; William Blake and his ecstatic peregrinations and the feverish ramblings of
opium addict Thomas De Quincey; and, among the lamp-lit literary throng, the supreme
nightwalker Charles Dickens. We discover how the nocturnal city has inspired some and
served as a balm or narcotic to others. In each case, the city is revealed as a place divided
between work and pleasure, the affluent and the indigent, where the entitled and the desperate
jostle in the streets. With a foreword and afterword by Will Self, Nightwalking is a captivating
literary portrait of the writers who explore the city at night and the people they meet. 300 Page
Board Gaming Journal by Urban Realms Board gaming enthusiast Tom and his wife Catherine
Thrush have teamed up to create Urban Realms and provide a new journal that's a must-have
for every serious game collector Now keep your board gaming hobby organized with style
Inventory -This journal helps you track inventory for 1000 games, including the name of the
game, the publisher, designer, and which edition you own. You can also give each game a 0 to
5 star rating. Now you'll always know exactly what you have, who made it, and how well you
liked it. Games on Loan - Tired of not getting your games back? We've added three pages to
track games you've loaned to friends - the name of the game, who you loaned it to, and when.
Game Play - The middle section of this journal helps you track game play for over 400 games.
Log the name of the game and the expansion, where and when you played. Keep track of who
the players were up to 6 players. There's also space for Win/Loss for cooperative games as
well as who came in 1st, 2nd, and 3rd in competitive games, and where you ranked. And a
little space to keep notes on the twists and turns of the game. The 300 page journal also
provide some extra space for score keeping, making more notes, doodling, or whatever you'd
like. 10x10 Challenge - The challenge? Play 10 games 10 times each over the course of one
year. The final section of the journal allows you to list the 10 games you picked as well as the
editions. Each time you play one of those games fill in one of the 10 stars. We have room for
10 years' worth of 10x10 challenges. Journal Details: Matte Softcover 8" x 10" 300 Pages
Inventory slots for 1000 games 3 pages of Games on Loan Game play space for over 400
games 10 years' worth of 10x10 challenge The Board Gaming Journal is also available in a
150 page version. In our fast-changing urban world, the impacts of social and environmental
change on children are often overlooked. Children and their Urban Environment examines
these impacts in detail, looking at the key activities, spaces and experiences children have and
how these can be managed to ensure that children benefit from change. The authors highlight
the importance of planners, architects and housing professionals in creating positive
environments for children and involving them in the planning process. They argue that
children‘s lives are becoming simultaneously both richer and more deprived, and that, despite



apparently increasing wealth, disparities between children are increasing further. Each chapter
includes international examples of good practice and policy innovations for redressing the
balance in favour of child supportive environments. The book seeks to embrace childhood as a
time of freedom, social engagement and environmental adventure and to encourage creation
of environments that better meet the needs of children. The authors argue that in doing so, we
will build more sustainable neighbourhoods, cities and societies for the future. Issues in Urban
Policy and Planning / 2013 Edition is a ScholarlyEditions™ book that delivers timely,
authoritative, and comprehensive information about Transportation Policy. The editors have
built Issues in Urban Policy and Planning: 2013 Edition on the vast information databases of
ScholarlyNews.™ You can expect the information about Transportation Policy in this book to
be deeper than what you can access anywhere else, as well as consistently reliable,
authoritative, informed, and relevant. The content of Issues in Urban Policy and Planning: 2013
Edition has been produced by the world’s leading scientists, engineers, analysts, research
institutions, and companies. All of the content is from peer-reviewed sources, and all of it is
written, assembled, and edited by the editors at ScholarlyEditions™ and available exclusively
from us. You now have a source you can cite with authority, confidence, and credibility. More
information is available at http://www.ScholarlyEditions.com/. Urban Rehearsals and Novel
Plots in the Early American City sheds new light on the literature of the early US by exploring
how literature, theatre, architecture, and images worked together to allow readers to imagine
themselves as urbanites even before cities developed. In the four decades following the
Revolutionary War, the new nation was a loose network of nascent cities connected by print.
Before a national culture could develop, local city cultures took shape; literary texts played key
roles in helping new Americans become city people. Drawing on extensive archival research,
Urban Rehearsals argues that literature, particularly novels and plays, allowed Bostonians to
navigate the transition from colonial town to post-revolution city, enabled Philadelphians to
grieve their experiences of the 1793 Yellow Fever epidemic and rebuild in the epidemic's
aftermath, and showed New Yorkers how the domestic practices that reinforced their urbanity
could be opened to the broader public. Throughout, attention to underrepresented voices and
texts calls attention to the possibilities for women, immigrants, and Black Americans in
developing urban spaces, while showing how those possibilities would be foreclosed as the
nation developed. Balancing attention to canonical texts of the early Republic, including The
Power of Sympathy, Charlotte Temple, and Benjamin Franklin's Autobiography, with novels
whose depiction of early cities deserves greater attention, such as Ormond, The Boarding-
School, Monima, and Kelroy, this volume shows how US cities developed on the pages and
stages of the early Republic, building urban imaginations that would construct the nation's early
cities. Urban Wildscapes is one of the first edited collections of writings about urban
‘wilderness’ landscapes. Evolved, rather than designed or planned, these derelict, abandoned
and marginal spaces are frequently overgrown with vegetation and host to a wide range of
human activities. They include former industrial sites, landfill, allotments, cemeteries, woods,
infrastructural corridors, vacant lots and a whole array of urban wastelands at a variety of
different scales. Frequently maligned in the media, these landscapes have recently been re-
evaluated and this collection assembles these fresh perspectives in one volume. Combining
theory with illustrated examples and case studies, the book demonstrates that urban
wildscapes have far greater significance, meaning and utility than is commonly thought, and
that an appreciation of their particular qualities can inform a far more sustainable approach to
the planning, design and management of the wider urban landscape. The wildscapes under



investigation in this book are found in diverse locations throughout the UK, Europe, China and
the US. They vary in scale from small sites to entire cities or regions, and from discrete
locations to the imaginary wildscapes of children’s literature. Many different themes are
addressed including the natural history of wildscapes, their significance as a location for all
kinds of playful activity, the wildscape as ‘commons’ and the implications for landscape
architectural practice, ranging from planting interventions in wildscapes to the design of the
urban public realm on wildscape principles. With the continual growth of the world's urban
population, biodiversity in towns and cities will play a critical role in global biodiversity. This is
the first book to provide an overview of international developments in urban biodiversity and
sustainable design. It brings together the views, experiences and expertise of leading scientists
and designers from the industrialised and pre-industrialised countries from around the world.
The contributors explore the biological, cultural and social values of urban biodiversity,
including methods for assessing and evaluating urban biodiversity, social and educational
issues, and practical measures for restoring and maintaining biodiversity in urban areas.
Contributions come from presenters at an international scientific conference held in Erfurt,
Germany 2008 during the 9th Conference of the Parties of the Convention on Biodiversity. This
is also Part of our Conservation Science and Practice book series (with Zoological Society of
London). The volumes in this set, originally published between 1970 and 1998, draw together
research by leading academics in the area of urban planning, and provide a rigorous
examination of related key issues. The volumes examine teaching, urban markets, planning,
transport planning, poverty, politics, forecasting techniques and an examination of the inner
city in Europe and the US, whilst also exploring the general principles and practices of
planning. This set will be of particular interest to students of sociology, geography, planning
and urbanization respectively. The world of Contagion is a dark and terrifying place. On the
surface it is no different than the world you and I live in. Most people go on about their lives
never realizing the terrors that walk among them. Despite humanity's vast ignorance, the
horrors are there. Angels demons, gods and Hellspawn make war in the shadows. Clergy and
Slayers rise from the human flock to protect their brethren and work God's will. Magi and
Witches wield powerful magics in their pursuit of enlightenment. There's a war in the shadows.
Choose a side. Contagion Second Edition is a roleplaying game of modern horror and urban
fantasy that utilizes a highly modified version of the 3.5 OGL. Contagion Second Edition
provides a self-contained game system, unique in approach and design. The updated,
streamlined system is familiar enough that seasoned OGL players and Gamemasters should
be able to jump right in, while being simple enough for even novice gamers to quickly grasp.
The Contagion Second Edition corebook updates the Contagion game setting, with expanded
information on the history of the setting, exposing the secrets of the universe and opening the
setting up to entirely new worlds and worldviews. New rules include an improved combat
system, an all new take on magic, magic items and metamagic feats, the elimination of levels
and introduction of a points-based character creation and advancement system, the inclusion
of Contagion Points, which allow the characters greater flexibility and resilience when facing
the terrors of the night and serve as a central narrative force within the game. Contagion
Second Edition offers 20 playable races, 35 Callings, new feats, features Occupations and
Traits enabling players to create unique, customized characters with which to explore the world
of Contagion. Contagion Second Edition was developed and written by Travis Legge with
additional material by Kyle Hoskins, Darius McCaskey, Sarah Scharnweber, Jason ssg,
Cathleen Stark, Tim Stotz, Thomas L. Vaultonburg and Adam Williams Digital copies available



at http://www.drivethrurpg.com/product/117625/Contagion-Second-Edition Contains
summaries of the knowledge regarding the effects of 128 road safety measures. This title
covers various areas of road safety including: traffic control; vehicle inspection; driver training;
publicity campaigns; police enforcement; and, general policy instruments. It also covers topics
such as post-accident care, and speed cameras. Based on a three-year study of Brooklyn's
Greenpoint-Williamsburg area, Norman Street is an in-depth, detailed description of life in a
multi-ethnic working class neighborhood during New York City's fiscal crisis of 1975-78. Now
updated with a new introduction to address the changes and events of the thirty years since
the book's original publication, its lessons continue to demonstrate the impact of political and
economic changes on everyday lives. Over the decades, Greenpoint-Williamsburg has
become home to artists, actors, writers and young people with alternative cultural aspirations.
Susser documents how these groups, in many ways, have joined with the remaining working
class population to build a thriving community that is now threatened with displacement by
municipal rezoning which has facilitated massive plans for new corporate investment.
Increasingly prescient at a moment of economic crisis when people are again occupying public
spaces in major American cities, spurred to collective action by mounting economic inequalities
and the government's role in perpetuating them, Susser's study of change, action, and conflict
in a neighborhood that has become emblematic of urban transformation-for better and worse-
has much to say to us today. Although the city as a central entity did not simply disappear with
the Fall of the Roman Empire, the development of urban space at least since the twelfth
century played a major role in the history of medieval and early modern mentality within a
social-economic and religious framework. Whereas some poets projected urban space as a
new utopia, others simply reflected the new significance of the urban environment as a stage
where their characters operate very successfully. As today, the premodern city was the locus
where different social groups and classes got together, sometimes peacefully, sometimes in
hostile terms. The historical development of the relationship between Christians and Jews, for
instance, was deeply determined by the living conditions within a city. By the late Middle Ages,
nobility and bourgeoisie began to intermingle within the urban space, which set the stage for
dramatic and far-reaching changes in the social and economic make-up of society. Legal-
historical aspects also find as much consideration as practical questions concerning water
supply and sewer systems. Moreover, the early modern city within the Ottoman and Middle
Eastern world likewise finds consideration. Finally, as some contributors observe, the urban
space provided considerable opportunities for women to carve out a niche for themselves in
economic terms. This book provides an empirical analysis of the concept of play as a form of
spatial practice in urban public spaces. The introduced City-Play-Framework (CPF) is a
practical urban analysis tool that allows urban designers, landscape architects and researchers
to develop a shared awareness when opening up this window of possibility for adventure. Two
case studies substantiate and illustrate the development process and testing of the framework
in Canberra, Australia, and Potsdam, Germany. The appropriation of public spaces that
transcend boundaries can facilitate an intrinsic connection between people and their immediate
environment, towards a more joyful ontological state of human existence in which imagination,
co-creation and a sense of agency are key elements of the design approach. The framework
presents an alternative understanding of public spaces and public life, reflecting on theory and
its implications for practice in a post-pandemic world in dense urban centres. A bridge between
theory and practice, this book explores possibilities on what future design ought to be when
openness and ambiguity are consciously integrated parts of practice and process. The book



presents a valuable discussion on public space and play for academic audiences across a
wide range of disciplines such as landscape architecture, urban design, planning, architecture
and urban sociology, which is informative for future practice. Youth unemployment in the UK
remains around the one million mark, with many young people from impoverished backgrounds
becoming and remaining NEET (Not in Education, Employment, or Training). However, the
NEET categorisation covertly disguises and obscures the significance of the diverse range of
activities, achievements and accomplishments of those who operate in the informal creative
economy. With grime music and its related enterprise a key component of the urban music
economy, this book employs the inherent contradictions and questions that emerge from an
exploration of the grime music scene to build a complex reading of the socio-economic
significance of urban music. Incorporating insightful dialogue with the participants in this
economy, White challenges the prevailing wisdom on marginalised young people, whilst also
confronting the assumption that the inertia and localisation of the grime culture results from its
close links to NEET "members" and the informal sector. Offering an ethnographic and timely
critique of the NEET classification, this compelling book would be suitable for undergraduate
and post-graduate students interested in urban studies, business, work and labour, education
and employment, ethnography, music, and cultural studies. Psychology Library Editions: Child
Development (20 Volume set) brings together a diverse number of titles across many areas of
developmental psychology, from children’s play to language development. The series of
previously out-of-print titles, originally published between 1930 and 1993, with the majority
from the 70s and 80s, includes contributions from many respected authors in the field and
charts the progression of the field over this time. What type of cities do we want our children to
grow up in? Car-dominated, noisy, polluted and devoid of nature? Or walkable, welcoming, and
green? As the climate crisis and urbanisation escalate, cities urgently need to become more
inclusive and sustainable. This book reveals how seeing cities through the eyes of children
strengthens the case for planning and transportation policies that work for people of all ages,
and for the planet. It shows how urban designers and city planners can incorporate child
friendly insights and ideas into their masterplans, public spaces and streetscapes. Healthier
children mean happier families, stronger communities, greener neighbourhoods, and an
economy focused on the long-term. Make cities better for everyone.
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