
Adaptive and interactive futures: 
A ‘serious game’ for coastal community 
engagement and decision-making
Kate Davies, Paula Blackett, Nick Cradock-Henry, Stephen Flood and Ben Davies



Clockwise from top left: Coastal cliffs at Oamaru (2007), Murray Hicks; Traffic on Portland Road, Remuera, Auckland (23 
January 2011), Steven McNicholl; Floodwaters surround farmhouses (2007), Alan Blacklock; Kayaking on Tamaki Drive, 
Auckland, Courtney Agate.



‘Serious Games’ or simulations that are used for 
purposes beyond entertainment can:  

1) Teach diverse players about climate change 
and related challenges 

2) Encourage players to consider alternative 
ways forward and trial innovative approaches

(Flood et al. 2018 doi:10.1088/1748-9326)
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Map: https://www.hbrc.govt.nz/. Image: Silt deposits remaining after Cyclone Bola (1988), with Tangaio marae complex 
highlighted, Hawke’s Bay Regional Council.

https://www.hbrc.govt.nz/






Reaching a wider audience

• Board game platform benefits from expert facilitation 
and encourages social learning, limited in terms of 
reach and customization

• Online games provide an opportunity to broaden 
audience of serious games and tailor games to 
individual player backgrounds or interests



twinery.org

• An open-source tool for telling interactive, nonlinear stories

• Players navigate through multiple potential storylines 

• Variables such as degrees of erosion, current funding, and 
satisfaction of stakeholders can influence player decision-making

Serious games with Twine











Challenges and upcoming work

• Representing science to enhance 
comprehension

• Reflecting future uncertainty and 
unpredictability

• Targeting games for particular audiences

• Evaluating impacts



Questions? 


