
	Hands-on activity
Serious Games for Adaptation – The art of communicating, educating, and facilitating adaptation


	
Aims:
To introduce climate adaptation practitioners and researchers to serious games, which are a pragmatic method to communicate and educate stakeholders, partners, and end-users about climate adaptation. Encourage early adoption of adaptive practices through offering a safe, consequence free environment for experimentation. 

The format of this session will involve attendees having the opportunity to play a selection of tabletop and online games, facilitated by the organiser participants. Most of these games take between 10-15 minutes to play, allowing participants to play ~4 games during the session. In the final minutes of the session, the organisers, all with experience in designing and running serious games, will host a group discussion about the merits and drawbacks of serious games, their various formats, and impact for adaptation communication and education.

In terms of co-creation, attendees will have the opportunity to gain insights, tips, and tools to help in the conception, design, and deployment of serious games that they can tailor for their adpatation contexts. Each attendee will receive resources to assist them in deciding whether a serious game is appropriate, appropriate types of serious games, and helpful links, tips, and tools for conceptualising, designing, and deploying serious games.

Outcomes:
Participants in the session will learn about several types (tabletop, online and role-play) of serious game, through playing them. The post-game discussion will help participants to gain perspectives on the circumstances where different types of games may or may not work. Participants will gain insights into how to better conceive of and design their own potential serious games for climate adaptation. The organisers will provide a package of resources for aspiring serious game designers and players.

The organisers will gain valuable feedback on their own games that will be used to improve them. The organisers may also build new networks and collaborations with other researchers interested in designing and building serious game for climate adaptation.

Rationale:
Serious games are conceived to facilitate learning while incorporating elements from tabletop or online games. For players, serious games provide a fun and engaging way to trial different approaches to climate adaptation, without having to deal with real-world consequences. For decision-makers, games can provide a unique avenue for communicating and teaching about climate adaptation. For researchers, serious games afford a low-cost means of collecting observational data about individual and group decision-making. For both groups, serious games encourage conversations about values, norms, and strategic behaviour.

In this hands-on session, we invite participants to experience one or more serious games that have been developed to promote climate adaptation and resilience. Thematically, these games focus on building climate-smart landscapes, adapting farming practices, and other pressures brought about by climate change. Some of the games are at the prototype stage while others have been fully developed and deployed.



	PARTICIPANTS

Participant 1
Full Name: Peter Edwards
Organisation: Manaaki Whenua Landcare Research
Bio:
Peter Edwards is a Senior Researcher in  political sociologist at Manaaki Whenua Landcare Research, with a strong interest and experience in forest and environmental policy and governance. In working with complex (wicked) problems across the environmental sphere and adaptive governance, Peter was introduced to serious games.


Participant 1 Contribution: 
Peter Edwards will contribute to co-chairing and facilitating the overall session. He will also facilitate the playing of a partial role-playing game, and a board game focused on farmer’s adaptation to environmental challenges, including climate. He will bring his expertise in adaptive governance, game design and testing to the session attendees. His game design expertise extends across multiple domains, including wicked problems and adaptive governance, climate adaptation, and games for climate smart landscapes. He will contribute heavily to the development and dissemination of the resource toolkit for attendees.

Participant 2
Full Name: Paula Blackett
Organisation: Urban Intelligence
Bio:
Paula (Urban Intelligence/Waikato University) specialises in mechanisms and processes to establish dialogue (e.g., engagement, collaboration, co-production of knowledge, co-innovation, co-learning, and serious games) between scientists, managers and the community to understand challenges and to achieve negotiated outcomes and solutions in climate risk and adaptation


Participant 2 Contribution: 
Paula has been involved in the development of approximately 10 serious games with various levels of complexity spanning simple physical games (Coastal Futures, farm based drought game, Flood adaptation game), to complex on-line multiplayer games (adaptation futures, multi-hazard game) and bespoke place based adaptation simulations (Marae-oply). Paula will also co-chair and facilitate the playing of several of the games that she has designed. She will also contribute strongly to the discussion and the development of the resource package for attendees.

Participant 3
Full Name: Daniel Richards
Organisation: Manaaki Whenua Landcare Research
Bio:
Dan Richards is a landscape ecologist interested in climate change adaptation at local to global scales. His current work includes scoping the potential for generative artificial intelligence to support adaptation planning, using serious games as an approach to test the technology.


Participant 3 Contribution: 
Dan will provide expertise in the discussion around the use of ecological and spatial data in the design of serious games. He has emerging expertise in the use of GenAI and serious games for climate adaptation. He will also facilitate a serious game on climate smart landscapes. Dan will also contribute to the resources for attendees.

Participant 4
Full Name: Sandra Lavorel
Organisation: Université Grenoble Alpes
Bio:
Sandra Lavorel is a functional ecologist focusing on the interlinkages between human-driven changes in land and climate, ecosystems and their contributions to humans. She combines multiple participatory methodologies for generating future visions and adaptation pathways, including serious games that allow stakeholders to develop spatially-explicit scenarios of adaptation or enact key barriers and levers to adaptation.


Participant 4 Contribution: 
Professor Lavorel will also provide expertise on the use of ecological and spatial data in the design of serious games for climate adaptation. Sandra will also facilitate a game on climate smart landscapes. She will also contribute spatial and ecological expertise from different contexts for the resources for attendees.

Participant 5
Full Name: Pike Stahlmann-Brown
Organisation: Manaaki Whenua Landcare Research
Bio:
Pike is Principal Economist and econometrician focusing on survey design, enumeration, and inferential analysis. His expertise includes economic behaviour; complex decision making; and climate adaptation and mitigation. Pike has designed a game for farmers to test different adaptation strategies. In his free time, Pike enjoys playing strategic board games.


Participant 5 Contribution: 
Pike will provide facilitation of his adaptation game for farmers, as well as his experiences in working with the team that designed this game. He will also share his expertise on strategic games and the contexts in which they can be used and have impact. He will also contribute to the resources for attendees.




