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Are you game for climate action?
November 2021 – March 2022

• Gauge (young) people’s awareness and interest 

in climate change impact by and on the built 

environment

• Co-created with 13 young people aged 14-18 

living or studying at Balsall Heath

• Project supported by the GAP ARTS, RTPI, 

Birmingham Architects Association, 

Anthropocene Architecture School

• Funded by UKRI Arts and Humanities Research 

Council (<£10k)

Background & Influences

https://www.bbc.co.uk/programmes/p0b273kr




Climate education & literacy through 

co-creation and play

Underlying Rationale

Be curious, 

creative, critical, 

collaborative, 

respectful, 

open-minded, 

imaginative
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1.Play as a tool for engagement

2.Serious play to break down complex ideas

and learn through curiosity and enjoyment

3.Using design thinking and co-production

to create the game



Seven 2-hour 

workshops with 

academic, expert and 

local research input
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Exploration 

Prototyping
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Play – Test – Refine
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Number of wider testing 

events with politicians, 

community groups 

and the public
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The final game
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Board

Question 

Cards

Retrofit Cards

Retrofit

Components

Glossary &

Rules



How does the game work?

Box out 

info could 

go here
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INSIGHTS & APPLICATIONS

Next Steps



How serious games can be 

effective engagement tools
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1. Provides participants with a creative challenge 

and agency

2. Moves away from didactic learning to active 

experimentation and reflection

3. Relates problem to a personal issue - relevance

4. Provide quick expert advice

5. Know when to be a facilitator, a doer, an expert 

and when to be quiet!

“The project helped 

me understand the 

amount of energy 

humans use and 

waste”
Anam



How to communicate and discuss 

complex concepts through gaming?

Use gaming in 

urban 

resilience 

dialogue
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1.Do not oversimplify – explain and keep things 

manageable

2.Provide participants with choice – helps make 

things interesting and manageable 

3.Use existing frameworks etc. – do not 

reinvent the wheel

4.Provide access to someone who has 

implemented the issue in practice



CLIMANIA applications

Box out 

info could 

go here
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1. Educational tool (formal and informal settings)

2. Engagement tool

3. Advocacy tool

4. Discussion and action-informing tool

5. Professional development tool



Reach of the game

2000+ unique 

file downloads

60+ countries
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Next steps …

specific 

audiences 

diverse 

needs
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1. Produce a GCSE / school outreach version

2. Scope a hybrid version consisting of 

boardgame with symbiotic app to enhance 

versatility (language; difficulty; updates)

3. Scope supporting services



Thank you for coming 

and playing the game

Download, print and play the game:

https://climaniathegame.com/

Simeon.Shtebunaev@mail.bcu.ac.uk

Claudia.Carter@bcu.ac.uk
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