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Introduction
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* Always uncertainties in (extreme
» Cooperation between stakeholders (interregionally) not always practiced
« Cooperation and communication with citizens difficult



Introduction

» Practicing situations can help to understand and learn
» Understanding increases resilience
* Practice increases capacity to respond
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Flood Exercize, Environment Agency 2017
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Serious gaming vs. gaming




Serious gaming

Serious games are those games that provide a
meaningful message in a fictional play space about a

certain (perceived) reality
(Sawyer and Rejeski, 2002)




Serious gaming

Disciplines
Criteria Media studies
Immersion Computer science

Engagement P
People Technology
Programmers Gameplay
Artists Gameworld
Goal

Peaple
Storytellers
Teachers

Disciplines
Domain-related

s Criteria
Disciplines Validity
Psychology Flexibility
Education Fidelity

Aspects Criteria
Context Motivation
Operations Transfer

Purpose  Relevance

Strategy

People Aspects
Consultants  Relationships
Experts Problem
Process
Factors




Optimal learning flow - meaning

Anxiety
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Boredom

Skill



Serious gaming

* Learning by doing = allowed to make mistakes
* Practicing difficult and uncertain situations = in a safe environment

e Realistic scenario
- to understand risk

5% Lecture
10% Reading

20% Audio Visual

30% Demonstration
50% Discussion

75% Practice by Doing

90% Teaching Others



Disaster management examples




Toxic fire Moerdijk




Disaster management in the Netherlands

Example, Moerdijk fire in a tire factory

In the afternoon a volunteer is speaking about "toxic and dangerous air".

The mayor of Moerdijk and Barendrecht spread a message in the
night "there are no toxins measured, nothing to worry about”

Later, the Authority of Foods tell "animals have to be kept inside and
don't eat food from your own garden".
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Disaster management in the Netherlands

Example high water Groningen 2012

Mr. Knoop talks to one of his colleagues in Woltersum who just received a
mestsab eatkhe firebrigade (not very scaredpeople) are leaving the place near the
unstable dike.

While Mr. Knoop hears this message, Mr. Rehwinkel receives information
about the stable situation of the dike from the people of the water board.

"This is not possible!” Says Mr. Knoop; “We need to have one signal, we cannot

make a decision based on this information!!”
(Local newspaper, Dagblad van het Noorden, 2012)



Flooding in the Netherlands - 1953

2.13/ MAXIMALE OVERSTROMINGEN BIJ DIJKDOORBRAKEN

>1800 lives were lost
euros... damage










Why the Flood Control game?

* Flood management
organisation complex

e Extreme situations not
practiced often

* Goal: Improve
communication and

cooperation in extreme
events on regional scale




From reality to gameplay
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Flood scenario

Spatial situation
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inform the citizens

Water and social events,
representing uncertainty






Training with the Flood Control game
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Improve Stress and time
communication & pressure

cooperation

Dealing with
uncertainties
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Serious gaming, other contexts
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Urban planning:
Integration of land and .
water management

Solid wastes

Institutional: Water supply Sanitation Goals: quality

o of life and
legislation and Urban

management

environmental
drainage and conservation
flood

Management

Climate ChangeMdaptation

| Notincluded in game
Coordination of water services
Source: Adapted from Tucci, 2001
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Game development workshops




Urban balance for climate change adaptation
game - Rotterdam

Vrije sector

Maatschappelijke kosten leefbaarheid
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Citizen participation

» Climate Adaptive Street game GROEN 2
1. Straten
« Citizens learn more about climate | 2 recmerviinn
change adaptation and their participation 4 Tuin
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FloodCom

Rense Bakker Nikéh Booister José Koo

rense@floodcom.nl nikeh@floodcom.nl jose@floodcom.nl



FIoodCom

Serious-gaming, workshops en kainingen

Serious gaming for the water sector

Find us on: JOiQ us on
ﬁ facebook. LIthd ﬁ
www.floodcom.nl
info@floodcom.nl



http://www.floodcom.nl/
mailto:info@floodcom.nl

