








Soclal
Simulations

...offer a combination of group scenario building,
role-playing, and game-like mechanisms. They
bring together stakeholders with diverse back-
grounds and values. For a couple of hours, they
interact with each other in a shared, safe
environment, which reflects the key aspects
of the real world. In this simulated reality,
participants take on specific roles, representing
different sectors: research, administration,
business, NGOs. They have an opportunity to face
real problems, confront opposing views, and
solve conflicts via negotiations and dialogue.
Together, they creatively experiment, tinker, and
test in practice new ideas by instantly facing
the outcomes of their decisions.

As aresult, social simulations enable participants
to expand and revise their worldviews. They help
display misconceptions, trigger dialogue and
experimentation. The common experience elimina-
tes barriers among diverse parties, enhancing
trust and understanding.

With an increased flow of information, participants
find it easier to build a common language and act 1
together towards a common cause. The resulting
mindshift leads to creative, inclusive, and
resilient solutions, as well as inspires to change
and action in the real world.

Exploring new pathways towards sustainable
development goals, adapting to and mitigating
climate change, responsible resource manage-
ment, transforming the energy sector, advancing
individual and social well-being, or creating
resilient communities: for all these challenges,
social simulations can provide a testing ground,
where educators, sustainability professionals,
and policy makers can collaboratively set out
future options.
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8 PLAYERS OR MORE

TABLET OR COMPUTER
WITH INTERNET ACCESS
PER EACH PLAYER
OR GROUP OF PLAYERS

1-2 HOURS

New Shores is an online multiplayer game that takes players
on a quest to settle a green, vibrant island. Wild forest
covers its surface, hiding rich coal deposits underneath.

Free to govern themselves, players can communicate and
collaborate - or go through the game without giving much
concern to the others. Using coal can dramatically improve
the island’s development.

But what will be the cost? Climate and democracy
shouldn’t be taken for granted.




As with all

human activities, progress

comes with a price. The further in the game

the participants get, the more difficult it becomes. Will they

try to multiply their personal wealth or rather work for the public good?

Will they exploit the coal deposits and gamble with the climate change?
Or maybe they will play it “green”?

New Shores is a game about experimenting with different strategies while
negotiating, cooperating or competing with other players.

APPLICATIONS

New Shores was created under funding from the Erasmus+ Programme of the
European Union. The game is used to promote sustainable development and
pro-ecological attitudes as well as social and civic competences, sense of
entrepreneurship and basic science and technological skills among the young
citizens of Europe. New Shores is based on the Climate Game that has been
played in Poland, China, Hungary and in many other countries, as part of many
workshops focused on sustainability and climate change.

Are you ready to take the fate
of the Island in your hands?

,Inour organization we believe in face to face
contact or group work, so itis needless to say
that I was quite sceptical when presented
with an online game. I couldn'timagine any
experiential learning coming out of this
whole experience, but I was quite wrong.
Once we understood all the instructions and
started playing the gome | was completely
transported back to being a childlike free
spirit, who enjoys the game enormously.

The game itself serves two purposes that
forme are crucialin any exercise: ithas to be
entertaining, and it has to provide food for
thought, bused onwhich you can change some
of the stereotypes that you used to believe in.
New Shores does both extremely well ”

MARIA BORVAK
TANDEM, n.o.

Benefits

Learn and explore
practices that promote
sustainability

Discover correlation
between greenhouse
gases and climate
change

Learn the mechanics
of how the climate
change happens

Learn skills for effective
communication and
collaboration

Practice strategic and
leadership skills

Set and align goals,
negotiate conditions
and coordinate actions




10 PLAYERS OR MORE

TABLET OR COMPUTER
WITH INTERNET ACCESS
H PER EACH PLAYER OR GROUP OF PLAYERS

about that FOREST 1-2 HOURS

How Incentives,

nstitutions and worlaviews
sustain the common good..
or lead to the tragedy

A winner of the Nobel prize in economics, Elinor Ostrom listed a number of conditions
that enable individuals and organizations to avoid the tragedy of the commons.
As with all theories, however, putting these principles into practice may not be easy.
Conflicting values, short-term focus, and reluctance towards imposed regulations
may undermine any efforts to reach effective and sustainable resource management.

Meanwhile, inclusive solutions that adopt multiple worldviews may prove
successful in long term even though they may not be optimal for all.
With the broader group of stakeholders the range of possible options and
tested solutions expands. All this leads to more stable rules for effective
management of common goods, such as forest, clean freshwater,
healthy ecosystems, or public safety.

The About That Forest game is a sandbox for exploring how individual
and collective behavior is affected by economic incentives, institutions,
and moral norms. In a simple world of a community jointly managing
their forest, participants can negotiate and act towards prosperity or...
fail and end up struggling with the tragedy of the commons.

ABOUTTHATFOREST.GAMES4SUSTAINABILITY.ORG
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The Flood Resilience Game is setin an area exposed to seasonal floods. Players
take on the roles of community members (workers, farmers, entrepreneurs,
financial services agents), local government and water board officials.

The direct interactions between players create a rich experience that can be
discussed, analysed and lead to concrete conclusions and actions. This allows
players to explore vulnerabilities and capacities leading to an advanced
understanding of interdependencies and the potential for working together.

APPLICATIONS

The game was used in Indonesia and Peru by the members of the following
NGOs: Practical Action, Red Cross Indonesia, the International Federation of Red
Cross and Red Crescent Societies, Mercy Corp, Plan and Concern Worldwide.
It was also played in Nepal and Spain with the local flood professionals.
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Funded by:

,We have learned to work as a team, to
consolidate ideas, and be more resilient
inour decision making. To see our reality
and know how we could be affected and
what we need to do aboutit.”

RUDIT, game participant

Benefits

Experience the effects on
resilience of investments
in different types of
“capital” - such as
financial, human, social,
built, and natural

Improve understanding
of the influence of
preparedness, response,
and reconstruction

on flood resilience

Demonstrate the
benefits of investment
in risk reduction before
the flood strikes

Explore the complex
outcomes from long-term
development pathways

Discover how to avoid
creating more flood risk
in the future through
enhancing participatory
decision-making

Experience complex
ideas and connect them
with participants’

daily realities

g International Institute for
developed in collaboration with: - Applied Systems Analysis

[1ASA wwwiiasa.ac.at
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The game draws on the concept of cultural memory as the key factor contributing
to community resilience. The bits and pieces of past catastrophic events are
scattered around the city, offering prompts to those who are ready to relate
facts. Will you use your time to visit the Local Museum or would you rather opt
for a shopping spree?

The choice Is yours, but It will
certainly affect your future!

APPLICATIONS

The game was designed and developed as part of the project European
Disasters in Urban Centres: a Culture Expert Network within the EU Horizon
2020 Programme. The game has been played by the inhabitants of earthqu-
ake-exposed Volos (Greece) and flood-prone Dordrecht (the Netherlands).
The game is a useful tool available to teachers and educators to raise the
awareness of the role of cultural memory in the face of adversity.

,This game really sticks in your
mind. It not only touches upon
the problem of earthquakes, but
italso lets you experience how
avictim of a disaster may feel”

WERONIKA FUDALA,
student, University of Wroclaw

L use the Cultural Memory Game to create
awareness and inform the players about
the possible impacts of a flood. The players
can experience a situation they have most
likely not experienced in their own lives,
and can take measures that will either
increase or decrease the impacts, teaching
them valuable lessons they can use to
prepare themselves and their immediate
surroundings. So far the reactions have
beenvery positive and we are planning
on expanding the use of this game more
and more in the coming year. ”

RIK HEINEN, water policy advisor
of the Municipality of Dordrecht

Benefits

Learn from the past
to shape your present
and future

Understand the role
of cultural memory in

developing resilience

Master decision-making in
an uncertain environment

Interpret and relate facts

Set and align your goals

Game developed in collaboration with:

The Volos Development Company (ANEVO S.A.),
Earthquake Planning and Protection Organization,
Museum of the City of Volos,

Municipality of Dordrecht



The Gifts of Culture board game is a role-playing
simulation set in a diverse cultural community.
Players represent various groups living in the
flood-prone valley. Although their views and ideals
differ, they are driven by the same goal - to improve
living conditions in their communities. How will
they achieve this goal under the constant threat
of devastating floods? Information exchange and
collaboration can greatly enhance the decision-
making process, however, diverse cultural
backgrounds do not make this task easier.

>
>

gifts of
culture




,I've learned that long-term decisions are
more effective, but they require a collective
effort. And it’s difficult to collaborate with
each other when interests of different
groups are often unknown to the others.”

GAME PARTICIPANT

,The game helped me realize just how
difficult cooperation is between many
different groups of peaple, without
aleader whowould organize the
meeting and committee's work.”

GAME PARTICIPANT

The Gifts of Culture allows players to exper@daspreciate

e S5
both challenging and beneficial aspects of cultéFaldifferences, o X, O\N‘L\\"‘“
helping to turn diversity into opportunity. IR -
o \ * AR wr e

Play and use The Gifts of o s s

part of the project European Disasters in

Culture game to enhance e con 3 Gl re v

g e within the EU Horizon 2020 Programme.
Communlt flood reslllence The Gifts of Culture has been played in many
y countries by the representatives of acade-

mics, NGOs, and policy makers.

Benefits

Learn how cultural factors affect Improve collaboration and infor- Promote more effective communication
disaster preparedness and ability to mation sharing between organiza- of disaster risk management among
cope with the emergency situation tions and individuals representing culturally heterogeneous communities

diverse cultural backgrounds
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