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A summary of the process thus far
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The task at hand

e The project at its core
o  Sustainability
o  Science fiction
o Transformative design Problemstiling
e The project will use science fiction to enable speculation, oot
imagination and anticipation of possible futures, including
future societies, future technologies and future

knowledge.

Design 4 fiction Design brief
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e “How to raise awareness surrounding === veEEE
sustainability using Science Fiction?” "

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

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

e Start-up meeting
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What can we do?

What is possible?
Knowledge/resource

Network to connect with sci-fi fans

e Great interest in games
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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



Low-fidelity prototypes
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Kortspillskisse

Spillet baserer seg pa "Gwent” hvor hensikten er &
fa flest *baerekraftpoeng” for & vinne.

Spillets gang

- Hver spiller trekker x-antall kort fra en egen bunke
- Turbasert: En spiller legger pa kort som legger til
kortets verdi til en totalverdi

- Spilleren med hay Iverdi nar mo

passer eller nar begge er tomme for kort, vinner
runden

- Bestav tre

Ideer/mekanismer

- Poengverdier = kortets baerekraftverdi

- Spesialkort som kan snike seg inn blant
motstanderens kort

« Hver spiller har et "moderkort” med spesielle
egenskaper
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First part: Science fiction What is your favorite sci-fi universe? *

How interested are you in science fiction? *

S u rvey oniersates fnthe middle Very Inerested What makes this universe your favorite? *

| | | | |
e Three-part survey ‘

S H f' H What is your favorite game? *
O C I e n C e I Ctl O n Not thinking about videogames, but boardgames, cardgames and similar.
o Games

Second part: Games

Which elements in the game makes it good? *

e) S u St a i n a b i | ity How interested are you in board games, card games, and the like? * Feel free to write about specific game mechanisms such as collaboration, ethical dilemmas, or similar.

Can be linked to both analog and digital platforms.
e (Qualitative and quantitative data
0  Freetext
o Likert scales

. S C I _fl u n Ive rS eS Last part: Sustainability
Do you know of any specific games related to sustainability, ecological design or the environment
e (Game mechanisms

e Shared with Bodhi’s network
e) 34 responders from dlfferent age groups How engaged are you with sustainability \ to live sustainably? *

Not interested In the middle Very interested

Not engaged In the middel Very engaged



Survey - analysis

e Measures for the environment

“re-using grocery bags”
“public
transport” “avoid waste”

“recycle” “Repair stuff”’

“re-using grocery bags”
“reduce plastic waste”

“cycling instead of driving”

“General environmental awareness”

“vote for politicians who advocate for sustainability”

“travelling by train rather than plane”

® Mechanisms in game design

“Collaborative”
“Competitive, but
not hostile”

“engaging”

“most optimal/efficient move”

“Simplicity” “Strategy”

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

“social aspect” “fighting for survival”

“building/creating element”



Workshop

Kd Worst ideas \
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o What makes an idea bad~ B .g.
e Characteristics of a good idea L
O Must create excitement Egenskaper for darlige ideer
. EEEEs
o Easy to learn, but challenging EgEE
o  Simple design - in both game mechanics and visuals
® Inspiration
o Games Videre brainstorming
@) Movies m’f\
0 Series Konsepter Spillmekanismer Sci-fi
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What will games look like in the future?

e A dimension we would like to
explore regardless of chosen

concept
e Speculative design
e Whatif?

o Possible future
o  Plausible future
o Probable future

e Sustainable use and production
e Transformative design
e Wicked problems




Goals for our games’ design

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

e Mightinclude elements from Sci-Fi universes from survey analysis

Sustainability

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

o 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

e Main goal
o Build the most sustainable society from a limited deck
o Best of three rounds

e Key game elements
o Strategy
o Competitive

® |Levels on game cards
o Low level: Individual measures
o Middle level: National measures
o Top level: Global measures

M M Reduced meat consumption
® Scifi
he least S to eat

Cycling instead of driving

Shut down of oil drilling
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Concept 2: Board game

Karakterer:
e Inspiration = Ak S| | oovaee
o  Psychology (board game) —— ‘
o  Rick and Morty (sci-fi animated series) - D@
e Main goal 4
o 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.
o The first one that loses all life-cards loses the
game. The other players can choose to finish
until they have a winner.

e Key elements/mechanisms

o  Co-operation
©  Problem solving

Sted: N:

% et

12



What's next?

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




