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Introduction
The need for cities to adapt to climate change is undeniable. The urban heat island phenomenon is increasing in ever-growing towns, with high temperatures threatening the health and lives of residents. The city's transformation involves smaller areas, such as neighbourhoods, and should be carried out with its citizens' understanding, acceptance, and support. 

Objectives
The interdisciplinary project Co-Adapt - Communities for Climate Change Action carried out in Poland and Norway aimed to create an innovative board and computer game called “Neighbourhood With Climate”, through which people learn how to realistically adapt their immediate environment to climate change and develop joint solutions. The game takes place locally, on a real city map and proposes real, applicable solutions (https://osiedlezklimatem.pl/). This game could empower citizens to respond to new climate change challenges with bottom-up involvement. 

Method
The creation of the game consisted of several stages. Initially, it was necessary to learn about different games and to decide on the target group, strategy, gameplay modes, etc. In parallel, a literature review was conducted on nature-based solutions (NbS) to select those with the broadest environmental impact and the most feasible application. It was essential to consider both the melioration of thermal and humidity conditions and rainwater retention. In assessing the “climate improving” solutions, their impact on air temperature and humidity, oxygen production, absorption of CO2 and other pollutants, interception, and infiltration were considered. An experienced board game developer was involved in the project, and a professional company developed a computer game according to scientific guidelines.  

Findings
Housing estates in Warsaw with different types of development, ownership, and urban heat island intensity were selected for testing and applying the solutions chosen in the game. The game is adapted to local environmental and spatial conditions so people can play in a group on their neighbourhood maps, stimulating higher motivation for participation in climate change transformation. The residents played together and had to cooperate. They explored various choices available for their neighbourhoods (from 44 solutions connected with green and blue infrastructure, renewable resources, climate-friendly changes of colours of facades and roofs, etc.) and consequences (costs, savings, climatic benefits). Students, citizens, and city officials tested the game. The biggest challenge was engaging and bringing together residents of the estates for game workshops. Local leaders proved to be key. 

Significance for policy and practice
The game can serve as a valuable resource in environmental education within schools and universities. Furthermore, it is an effective tool for educating officials, developers and residents as it leads to real solutions and knowledge about climate change adaptation and mitigation that can be implemented in a specific settlement. The game is played in groups and has a community-creative character. More and more communities (universities, various cities, national parks) are learning about this free-of-charge game, and interest is growing. An idea from the Warsaw City Council is to use the game to evaluate projects for the participatory budget. 
