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This game is a co-operative, scenario-building tool. It helps participants explore how seaweed cultivation could develop under different social, ecolog
and regulatory conditions. Tip:

K i’ Players: Groups of 5-6 people + 1 moderator Play twice for
v

B
< Q "' - I : - : best effect!
_-u's The objective: Use your imagination to co-create bold new futures!
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Variables that will define and shape this future world. Significant issues, trends, or drivers. oMb PITE Chall3 _ Y j P Concrete, material things that will inform and inspire the creation of “artifacts”.
will inform and inspire the creation of “artifacts”.
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Setting up your future world (15 mins) e —— or impact. @What could exist in this world?\._° °mehind el @ °.x Fill in the Artifact details .’
@ o gupy < o dof ” y ohysical dice World-building through artifacts (25 mins) Name and describe your 2 artifacts below.
oose 2 TENSION cards to define your imagined future world. : :
e an.onllne @ Draw 2 INSPIRATION cards and 2 cards using @ | |Insert INSPIRATION card here  Insert OBJECT card here | - _ How does it
dice! _ p D % N Name your artifact What is it? Who uses it? address the two
@ Roll your dice. dice or random number generator. TENSIONS?
The first dice number will define the intensity level of the 1st TENSION @ + =
K card. Roll again to define the intensity of the 2nd TENSION card. Combine 1 INSPIRATION card + 1 card to create ]1
1 artifact. Repeat to create 2 artifacts. 2 g 3 4
@ Insert 1st TENSION card here @ Place your "world" on the X-Y grid with a dot. \ /
& N i
Each axis represents the TENSIONSs SE‘|E‘Ct€d, and - | £ ) Insert INSPIRATION card here Insert OBJECT card here _
the scale runs from 1 (very little) to 6 (a lot). SIp et - N - N Name your artifact
b What artifact could we create in a world with low regulatory flexibility and high 2
& J g climate pressure with the combination of the IMTA systems and ? : & —
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pharmacies
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p ‘ artifact with the most votes in the box below. g
Choosing a future (10 mins . .
\ / 9 ( ) | @ Use these guiding questions
Artifact name .
@ Describe this future world @ Vote together: _— t? ctllscudss.. -
T . Which artifact best represents this imagined future? S LI SISl
A.world wrlth RIGO/MEIUMIOW .. ..o e (1st TENSION) and _ _ _ _ » What would it take to get there?
Use any method you like (show of hands, discussion, quick .
RIGN/MEAIUM/IOW. .......orveovrseessnsssinns (2nd TENSION). 5
consensus). The Obelisk » What could go wrong:
: : * Who stands to lose versus gain
Example world description: gz:::: ;;T:::\T;?QNQ- This represents the group's final creation, - thic scenario? .
A world with Jow regulatory flexibility and high ' The artifact with the most votes becomes the obelisk. your shared vision for a better future! |
climate pressure. Insert 2nd TENSION card h
‘J nser(n Cﬁ'f; ere
Regulatory flexibility = ability to adapt rules and procedures. .6 \ /

Climate pressure = environmental stress caused by climate
change

What does morellessk.‘ ....................... look like?

Use these guiding questions 9@ Write ideas below. Well done! You have completed the game by using imagination to co-create one
@ to discuss: & . . . . - - . I*
_ possible version of the future. Use these insights to make a difference in real life!

* Which regions of the grid are utopic or
dystopic?
» What are the best and worst aspects of this
world you've created?
* How much does this world differ from the
current world?
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