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The task at hand
● The project at its core

○ Sustainability
○ Science fiction
○ Transformative design

● The project will use science fiction to enable speculation, 
imagination and anticipation of possible futures, including 
future societies, future technologies and future 
knowledge.

● “How to raise awareness surrounding 
sustainability using Science Fiction?”

● “Could we create a Science Fiction-inspired 
game that encourages young people to think 
sustainable?”

● Target group: 13 - 26 year olds
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Collaboration with CoFutures

● Start-up meeting
○ What can we do?
○ What is possible?
○ Knowledge/resource
○ Network to connect with sci-fi fans

● Great interest in games
○ Could be exciting to combine Science fiction elements with sustainability in a game
○ Supervisors were very much into card games
○ Made a foundation for the project
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Low-fidelity prototypes
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Survey

● Three-part survey
○ Science fiction
○ Games
○ Sustainability

● Qualitative and quantitative data
○ Free text
○ Likert scales

● Sci-fi universes
● Game mechanisms
● Shared with Bodhi’s network

○ 34 responders from different age groups
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Survey - analysis

● Measures for the environment

“public 
transport”

“recycle”

“re-using grocery bags”

“re-using grocery bags”

“Repair stuff”

● Mechanisms in game design

“Competitive, but 
not hostile”

“Strategy”

“Collaborative”

“easily understood”/ “simple-to-learn”

“engaging”

“Simplicity”

“social aspect”

 “most optimal/efficient move”

 “fighting for survival”

“building/creating element”

 “General environmental awareness”

“vote for politicians who advocate for sustainability”

“travelling by train rather than plane” 
“cycling instead of driving”

“avoid waste”

“reduce plastic waste”
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Workshop

● Worst idea brainstorming
○ What makes an idea bad?

● Characteristics of a good idea
○ Must create excitement
○ Easy to learn, but challenging
○ Simple design - in both game mechanics and visuals

● Inspiration
○ Games
○ Movies
○ Series
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What will games look like in the future?

● A dimension we would like to 
explore regardless of chosen 
concept

● Speculative design
● What if?

○ Possible future
○ Plausible future 
○ Probable future

● Sustainable use and production
● Transformative design
● Wicked problems
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Goals for our games’ design

● Should be anchored in several key mechanisms from survey analysis
○ E.g. Easy to learn, hard to master, strategy, collaboration

● Might include elements from Sci-Fi universes from survey analysis

Sustainability

● Not learn facts about sustainability, but inspire young minds
● Challenge/encourage more sustainable thinking
● Ultimate goal

○ A game that is so engaging and fun that the players don’t even realize they’re learning about 
sustainability before it’s too late
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Concept 1: Card game

● Inspired by Gwent
● Main goal

○ Build the most sustainable society from a limited deck
○ Best of three rounds

● Key game elements
○ Strategy
○ Competitive

● Levels on game cards
○ Low level: Individual measures
○ Middle level: National measures
○ Top level: Global measures

● Sci-fi
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Concept 2: Board game

● Inspiration
○ Psychology (board game)
○ Rick and Morty (sci-fi animated series)

● Main goal
○ In an engaging way get players to be more 

aware of sustainabilty issues that we face today. 
Both the issues and the solutions. We want to 
inspire people to be aware that they can make a 
positive impact on the future and inspire them to 
try and be a part of the solution, not the problem. 

○ The first one that loses all life-cards loses the 
game. The other players can choose to finish 
until they have a winner.

● Key elements/mechanisms
○ Co-operation
○ Problem solving
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What’s next?

● Evaluate prototypes with CoFutures and users
● Interview with user base - further data collection
● Further development of prototypes and evaluation
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Thank you for your attention!


