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Here we hear from

two Professors from The
University of Manchester
and Manchester
Business School on

their views of this new,
innovative approach

to engaging students

in sustainability actions
through the medium

of playfulness and fun.

i 1 was very pleased to be asked to

i write this foreword as | have taken a

i particular interest in this innovative

i approach to environmental education

i and engagement for some years.

i Ever since The University of Manchester
: became the first academic institution

! to purchase the eco action trumps

i product to give to our intake of

i Freshers in 2012. Back then they proved
i very popular with students and staff

i alike, and I have followed the progress

i of this experimental, games-centric

i methodology ever since.

i We urgently need new approaches to

i improving societal environmental

i awareness. Many have been promoting

! negative, pessimistic and doom laden

i set of messages for far too long, arguably
i with only limited success in convincing

i mainstream society to take personal

i environmental action seriously.

i That is why this novel technique to inspire
il | people into taking action is so refreshing,
i and why | am happy to champion it.

i The evidence is mounting that sharing

: with people, in a fun, sociable setting,

i the simple actions they can take to

i reduce their environmental footprint,

i but without a guilt trip attached to that

i messaging, is an effective way to

i engage people in taking action.

i The results obtained through this

i research, facilitated though our

i University’s Grand Ethical Challenge

i project, are encouraging and

i demonstrate a particularly effective

i approach to engaging students in

i environmental action; | happily

i recommend this report to anyone

i interested in studying novel approaches
i to environmental behavioural change.

i Professor Colin Hughes

i former Associate Vice President
i for Sustainability

i The University of Manchester

The University of Manchester launched
its Goal 3 strategy (Goals 1and 2 are
Research, and Teaching and Learning
respectively) in late 2013 as a public
commitment by the University to social
responsibility. A central element in the
Goal 3 strategy is to produce ‘socially
responsible graduates’.

To this end, the University launched

its Ethical Grand Challenges with the
aspiration that every undergraduate

in the University would experience a
common day of learning on the three
themes of Sustainability, Social Justice,
and Workplace Ethics. Paul and Paula
enthusiastically accepted this challenge
by offering a sustainability workshop
aimed at developing awareness amongst
first year students using the unique ‘eco
action playground’ developed by Paula.

The workshop was a resounding success,
and so Paul and Paula have prepared
this report on how they engaged the
students so enthusiastically. As a
pedagogic approach, ‘gamification’ is
being seen as an increasingly important
way of introducing students to an
understanding of complex problems
and their potential solutions. There are,
therefore, important lessons in Paul
and Paula’s work for all of us who want
to deepen understanding of the
environmental challenges faced by
society in the 21st century. | therefore
commend this report to you.

Professor Graham M Winch
Director for Social Responsibility
Manchester Business School




In 2014, eco action games
partnered with The
University of Manchester

to host a series of eco action
playground events to test
out the theory that a
games-centric approach
to environmental behaviour
change was an effective
and economical way of
engaging with students,
both undergraduate and
postgraduate.
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i hosted three playground events.

i The first was a pilot to experiment

i with how best to run an event with a

: limited amount of time, approximately
i one hour, and a large humber of

i students. This event was attended by a
i group of undergraduate students from
i Manchester Business School (MBS).

i The second was part of a wider

i University of Manchester signature

i programme, entitled ‘Ethical Grand

i Challenges’, which saw the University

i Immersing its first year students in

: innovative, novel activities to confront

i them with key ethical grand challenges
i of the present day: sustainability, social
i justice and workplace ethics. The third
i playground involved an evening event
i where the audience was a group of

i energy PhD researchers at a summer
school conference.

i The playgrounds varied in duration,

: the pilot session lasted one hour, the

i 'Ethical Grand Challenge’ session was

i a‘speed eco-gaming’ event that lasted
i 45 minutes, and the evening playground
i event took place over a leisurely two

i to three hours. Participants varied also:
i 20 second year undergraduate students
: from MBS participated in the pilot;

i 48 first year undergraduate students

¢ from the Faculty of Life Sciences were
i part of the ‘Ethical Grand Challenges’

i project; and 35 interdisciplinary

i international PhD researchers attended
i the summer school event.

i Evaluation

i The "Ethical Grand Challenges’ playground
i was evaluated. All participants were

: surveyed before they attended the

i event to enable us to develop a

i benchmark of attitudes, opinions and

i current behaviours and also to create a
i profile of the ‘typical’ student attendee.
i They were also given a feedback

i questionnaire to complete immediately
: after the session. They were all then

i re-contacted approximately two

i months after the event to ascertain

i how much of the event they recalled,
i what they enjoyed most about it and,
i crucially, whether they had actually

i adopted any of the eco positive

: behaviours that were explored during
i the games session.

So, can fun change students’ eco behaviours?

The Playground events

Each playground event had a choice
of five giant-sized, eco-themed games
for the students to engage with.

The playgrounds contained the
following games:

-giant eco action snakes + ladders
-giant eco action twist

-giant eco action trumps

-play your eco cards right

-eco action bingo

The games are available in four themes:

Everyday actions: This theme is focused
on a range of environmentally related
actions that people can adopt at home
and while travelling. They cover a broad
range of topics such as: heating,
insulation measures, renewable
technologies suitable for the domestic
situation, waste & recycling, water saving
measures, purchasing efficient products
and appliances and transport options.
This theme is particularly suited to
people who own their own homes.

This theme has
been developed specifically for school
children, students, renters and others
who are not in a position to be able to
adopt some of the more sophisticated,
and potentially costly, eco actions that
are featured in the ‘everyday’ theme.

All the actions in this theme are simple
behavioural type activities that almost
anyone can adopt.

Water eco actions: This theme is
devoted entirely to the wide range of
actions that people can adopt that will
help them to use water more wisely

at home, school, university and work.

It covers both hot and cold water actions
and is suitable for all as the majority of
the actions are behavioural in nature.

Office actions: This theme has been
developed for the commercial sector
and focuses on simple actions that any
office member can adopt to help their
organisation or company become more
resource efficient.

For the student audience the ‘free &
easy’ theme was implemented.
However we did have multiple themes
available for both trumps and the play
your cards right game. The water
themed ‘play your eco cards right’
game proved particular popular.

1 wwwi.socialresponsibility.manchester.ac.uk/signature-programmes,/
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‘What did we find?

The research took the : The questionnaire contained the following elements:
form of three short \
questionnaires. Attendees : | We asked attendees:
of the Ethical Grand . Age

Challenge event, all first | "Gander

year students from the = Accommodation t
Faculty of Life Sciences, ype _
filled out both the pre- Number of people in dwelling
and post-event forms. :

We then presented them with a series of 13 statements regarding how
they felt about environmental issues, and whether they felt they were
already acting in an environmentally conscious way or whether they
thought there was more they could do to be more eco friendly.

Attendee profile
Age range 18-24
Male:female 38% 62%

The ratio of students in halls of residence versus
other accommodation was split almost evenly:

Houses/flats 51%
R E 49%

Of the students living with others in houses/flats, the number
of people they shared with were distributed as follows:

1-4 people 26%
5-8 people 52%
9-12 people 22%

The responses to these statements Attitudinal statements

are shown in Graph 1.
The students were asked if they: strongly agreed, tended to agree, were
neutral on the topic, tended to disagree, strongly disagreed or couldn’t
give an answer, eg if it was not applicable or they simply didn’t know:

1 |am turned off taking action by the pessimistic messages
that often come from the environmental movement

2 Nothing I can do will help stop climate change from happening

3 Man-made climate change is a reality, it’s already happening
and the effects can be seen

4 | am content with the actions | already take at home to
help the environment

5 | am content with the actions | already take at university
to help the environment

6 | only generally undertake environmental actions
that will also save me money

7 | would like to do more to help the environment
but | am not sure what to do

8 | am careful with the amount of energy | use in my home
9 | am careful with the amount of energy | use at university
10 An environmentally friendly, low carbon lifestyle is not for me

1 | would like to be more environmentally friendly but my current
lifestyle/situation makes it difficult

12 | would become more environmentally friendly if it
was easier for me to do so

13 | don’t tend to talk about environmental issues as
friends/family see me as a bore if | do
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Current opinions on climate change,
: environmental action and personal responsibility

An overwhelming majority of those
questioned, 84%, believe man-made
climate change is a reality, is already
happening and that we can already
see the impact. Only 4% tended to
disagree.

The students were not overly influenced
by negative environmental messaging.
Only 11% agreed that they are turned

off taking action by negative messaging.

In fact, over half of respondents
disagreed that negative messaging
puts them off taking personal action.

Following on from that,only 1in 5
thought that there is ‘nothing they can
do personally do help prevent climate
change from happening’. The positive
message here is nearly two thirds of the
respondents strongly disagreed, or
tended to disagree, with this statement.
So the majority of attendees felt that
they were personally empowered to
take action to mitigate climate change.

i Current level of personal

i environmental actions

i Around one third of respondents declared
i themselves content with the actions they

i already take to help the environment at

i home, with another third of students

i disagreeing with this statement and the

¢ final third neutral on the subject or

i declaring it not applicable to them.

i Asimilar proportion, 31%, were happy

i with the level of actions they took to be

i environmentally friendly at university. In

i this case only 11% were not content with
: their personal level of activity, and nearly
i half of all respondents, 44%, remained

i neutral on the subject.

¢ When we dug down further into the

i individual’s energy usage we found that

i over half (53%) declared that they thought
i they were careful with their energy use

i at home, and 45% similarly thought they

i were careful of their usage when at

i university.

i Athird of respondents (31%) said that

i they were only interested in adopting

i environmental actions that will save them
i money, with a slightly larger percentage

i (34%) disagreeing with this approach.

Graph 1: Student attitudes towards climate change and personal responsibility
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Potential for further actions
Interestingly, over half (56%) declared
they would like to do more to help the
environment but were uncertain of what
they could do, with only 16% disagreeing
with this statement. And 33% of them
said they would like to live a more
environmentally friendly life but thought
their current lifestyle/situation made it
difficult for them to do so - a sentiment
which was borne out with a number of the
comments recorded. Encouragingly, only
4% agreed with the statement that a low
carbon, environmentally friendly lifestyle
was not for them. Backing this up is the
overwhelming agreement, 71% of all
respondents, that they would like to
become more environmentally friendly
if it was made easier for them to do so.

We asked whether they tended to shy
away from talking about environmental
issues socially just in case friends and
family thought them to be a bore.
Luckily the vast majority of respondents
didn’t think this to be the case, with only
17% agreeing with that statement.

Profile of our typical University

of Manchester student eco gamer

From what we learnt from the pre-games
questionnaire, we could put together a
profile of our typical student attendee:

Aged 18-24, as likely to be living in halls as
to be sharing in a house/flat with up to
seven others. Believes that man-made
climate change is a reality, and we are
already seeing the effects of it. They
believe that their personal actions can
make a difference and are not put off
taking environmental action themselves
by negative, overly pessimistic, messaging
and stories in the press and elsewhere.

They consider they are already doing
some things to be environmentally
friendly, in particular regarding energy use,
but would generally like to do more, they
just are unsure about what they can
actually do, and/or feel that their current
situation means they cannot easily do
more. They are interested in the money
saving aspect, but that is not necessarily
the main or only reason to take action.
Generally, they are keen to adopt a more
low-carbon, environmentally friendly
lifestyle if it was made easier for them.
Finally, they do not shy away from talking
about environmental issues down the
pub with their mates.

So, it was our challenge, through
interaction with the eco playground
sessions, to positively engage and educate
our ‘typical student’, persuading them
there was probably a lot more they could
do to become more environmentally
friendly at home and university and,
moreover, prove to them that taking
action is easy and simple to do.
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04

Post event feedback
What they thought directly
after the playground event

All attendees completed a
feedback form at the end

of the event. This was
incentivised by rewarding
each respondent with a
pack of eco action trumps
to take away with them,

to remind them of the actions
they had learnt about during
the session. We were also
curious to see how and if the
trump cards would be used
subsequent to the event.

The headline findings were:

94%

enjoyed the event

91%

enjoyed the games they
played

80%

feel they have learnt new
actions that they could take
at home or university

At the event, an average of just over 3 games were played per attendee.
Half of all attendees managed to fit in four games which is good going
considering the event lasted only 45 minutes.

What students thought about the games
| enjoyed the event

When playing the game(s) | i
particularly enjoyed trying to win

| enjoyed the games(s) | played

When playing these games
| enjoyed learning new information

| enjoyed various types of ; :
(non-sport) games and play at
least occasionally

| didn’t learn anything about
environmental actions that
| didn’t already know

I did learn useful new information
about actions | could take at
home or university

I now feel | can take action at
home to become more
environmentally friendly :

| will be taking extra action at i
home and/or university as a
result of what | have learnt £

The games sessions have not i
influenced me to change
anything in my everyday life

I now feel | can take action at
home and/or university

o 10 20 30 40 50 60 70
percentage

wstrongly agree magree mneutral mdisagree m strongly disagree m not sure/no opinion

92% 85%

enjoyed learning new agreed they learnt new

information while playing information about actions

the games they could take at university
and home (with only 4%
disagreeing)

78% 7%

said they would take new stated they didn’t learn
actions at home and/or anything new they did not
university to become more already know
environmentally friendly
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The attendees explored The table below illustrates a sample of
i the wide range of eco actions explored

a wide !'ange of Simple through the games, and make up the list
eco actions through the i of actions included in the questionnaire.

garmies. i ix Of @CTGY  whochostheseainew acions to dort.
3 3

greener ways of travelling,
waste and recycling, and
the most efficient use of
appliances and products
to save both resources and
money. The eco actions
listed on the post event
questionnaire were all
actions that it is possible
for students to adopt -
they mostly do not cost
anything to do, and the
majority are behavioural
based.

Table 1: List of eco actions featured in playground

We always like to test if there are any
differences between the sexes when it
comes to their competitive spirit, so a :
further, gender specific analysis undertaken
showed that for our students, the girls were
much more competitive in nature thanthe ¢
boys, with 69% of girls agreed or strongly
agreed with the statement ‘when playing

| particularly enjoyed trying to win’ versus

just over half (51%) of the boys agreeing

with that statement.

12

Of the 31 actions featured,
students chose an average
of 12 new actions to adopt.
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Follow-up questionnaire

Recall and behavioural changes

two months after the event

One interesting finding
was, after attending the
session, only 4% of the
respondents then claimed
that they ‘were doing all
they could possibly do’
and only 2% said they were
‘happy with the amount of
environmental actions they
already take’.

“ Really enjoyed the
session, learning
helpful things

which can easily
be changed”

“Very fun
way of

learning”

Conversations with other students about environmental issues

Learning about new environmental actions you could take through playing

Realising taking action was easy and could make a difference to the environment

Realising taking action could save you money

This finding contrasted to the response
from the pre-event survey, where
around one third of the respondents
declared themselves happy with the
amount of environmental action they
were already taking.

This helps to confirm our other findings
from previous events that students, and
the public generally, do find the events
informative and learn new ways in

which they can change their habits and
behaviours to become more resource
efficient. They may initially think they are
doing all they can, but exposure to a wide
range of actions, expressed in fun and
informative ways, opens their horizons.

A sample of the reasons given for
why it was hard to take more action:

“Limited options for change in
university halls of residence
eg washing machines, heating”

“Not possible in student
accommodation”

“Some of the things didn’t really seem
that relevant to students especially
those in halls; like drying your washing
outside - who can do that in
Manchester, it rains all the time! And we
can only do an eco wash if there is the
option to do it in the launderettes.”

Other comments included:

“Very Informative”

“Fun and educational, good presenters”
“Activities were useful, inspiring and

: interesting”

Graph 3: Favourite aspect of the event

Winning the games

Taking part in the games

Being inspired to take action

Having fun & feeling happy

Other (Please Specify)
0% 5%

Approximately eight weeks after the
event, all attendees were contacted via
email and asked to participate in an
online survey. The response rate was
28%, all of whom recalled the event they
attended. We ask them what was
memorable about the playground event,
here are a selection of the responses:

“Getting the chance to play the
numerous games with an eco twist.
Play your eco cards right was
particularly eye opening, with the many
astounding facts of our energy
consumption.”

“Giant snakes and ladders, play your
cards right, bingo”

“ldeas to reduce carbon emissions,
games - bingo, card games, snakes
and ladders”

“| thought that the games were a novel
and effective way to help people
discover more simple ways to live
sustainably. “

“It was a fun and different way to look
at ways to help the environment and
live in @ more sustainable way.”

“It was very fun, the event was well
organized and the presenters seemed
energetic and friendly.”

“The games carried out were fun as well
as being a great source of information”

We then asked them to recall what their
favourite aspect of the event was:
Graph 3 illustrates their responses.

10% 15% 20% 25% 30% 35%



The most popular favourite aspect
chosen from the fixed list was ‘learning
about new environmental actions you
could take through playing the games’
at 30%. With ‘being inspired to take
action,” and ‘realising taking action
was easy and could make a positive
difference to the environment’ and
‘having fun and feeling happy’ all
coming second with 15%. Interestingly,
the idea that you could save money by
adopting eco actions did not seem to
be very important to our respondents,
with no one choosing this option.

Turning lights off when leaving room/house

Car sharing/join a car club/eco-driving

Using a reusable mug for buying coffees

Washing clothes at 30°C/ Drying clothes outside, not tumble dry

Think more carefully about the food | buy

Improve water efficiency: Hippo in the loo/Water Butt/Low flow tap/Dual flush

Wash up in bowl, not under running tap

Make sure washing machine is packed full/Use Eco-wash program

Buy a laptop rather than a desktop
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i We then got to the crunch point of

i the follow-up questionnaire, where

i we asked them about any new

i environmental actions they had taken

: since attending the event. We asked

i them to ignore any actions they already
i did before they attended the event,

i and to just tell us about any new

i actions they had adopted subseqguently.

i What is particularly pleasing about this
i list of actions is that its profile follows

: closely what the students pledged to

i adopt on the day of the event. They

i were not prompted about what they

i had promised to do, so these answers
i were spontaneously reported two

i months after the event.

i A back of the envelope calculation on

i the carbon saved? by the additional

i actions adopted after the event, as an

W i average saving per student, is roughly
© i approximate to 450 kg carbon dioxide

i equivalent per annum.

If they adopt the further extra actions
: they told us they have planned to, this
¢ will save on average an additional

i 400kg carbon per annum.

One last question we asked was
regarding the eco action trump cards
they were given at the end of the
playground event. We asked if they
had played them since the event eight
weeks earlier, or whether they had
passed them on to others to play.

2 Where it was possible to calculate. eg, for actions
such as using reusable mug, not throwing things down
toilet, and thinking more carefully about food choices,
it was not possible to calculate carbon savings.

Graph 4: New eco actions adopted post playground event

Replace incandescent lights with CFLs/LEDs/eco-halogens

o

10

Bl Adopted since event

20 3

o

40 50 60 70 80

Planned for future
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So how did we fare with the
challenge of entertaining,
educating and engaging our
typical student attendee?

Conclusion

Can games change student’s behaviour?

If we consider the model we have developed over the past two years to
help us evaluate these events, the 4Es model of games-centric engagement:

1 Entertain

Any communication tool using
this technique has to entertain.
If people are not enjoying the
activity they will not be in a
frame of mind where learning
will be productive. Participants
need to enjoy themselves and
consequently be in a relaxed
state, receptive to messages.

4 Embed

The final piece of the jigsaw is
to what extent the process of
learning and engaging through
games and play can embed
behavioural change in the
participants beyond the
duration of the game.

We can see that:
1 Entertain

94% of the students agreed or strongly
agreed they enjoyed the event & 91%
enjoyed playing the games, whichis a
consistent with previous eco action events
research. Entertainment satisfaction is
typically >90%.

2 Engage

78% said they would implement new (on
average 12) actions, which was much
higher than previous public eco action
events research findings where, typically,
around 60% of respondents claimed they
had learnt something new and would
implement these (on average 3) actions.
This could reflect the typically younger
age group of the students, and hence
their relative inexperience of living
independently and greater openness

to new ideas and suggestions for action.

2 Engage

For the technique to influence
behavioural change, individuals
have to engage with the
process and the messaging.
They need to understand that
the issues explored through
the game mechanic and the
actions suggested are relevant
to them.

3 Educate

The third criterion for success

is the need for the intervention
to educate as well as entertain.
The intervention will not achieve
its goals if the audience is simply
there to have a good time and
no effective messaging is
apparent in the process.

3 Educate

92% said they enjoyed learning new
information while they played; 85% said
they had learnt about new actions, and
80% thought they could implement these
actions at home. This finding is much
higher than previous research (typically
59% said they would take action)

has found.

4 Embed

28% responded to the follow-up survey
almost two months later, all of whom had
taken up new actions. The recall of the
event itself was good and the actions that
they now claim to have adopted closely
match the actions that the students chose
at the time of the event. The average
carbon saving from actions taken is nearly
half a tonne of CO_eq per year.
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If we return to our profile of
the typical student attendee, :
what can we say we

achieved on the day?

i Well, we can be confident we entertained them. We can

also be pretty certain that we exposed them to new ideas

Postscript - Wider impacts

i The collaboration between eco action

i games and The University of Manchester
i had an impact beyond running the

i workshops. Opportunities to

i communicate the ideas to a wide

¢ audience followed. In 2014 Paul Dewick

i presented reflections on the approach

i at a Teaching and Learning Showcase

¢ in July and was invited to make a

i 'deliberate provocation’ in favour of

i gamifying sustainable choices at a

¢ Platform Live! event in November.

¢ Paula Owen argued for why gamification
i could encourage energy efficient

i behaviour at the ‘Behave Energy

i Conference’ on energy efficiency and

i behavioural change in September 2014.

: that they hadn’t considered before. We inspired them to

: sign up to an average of 12 new actions that they could

: easily take, and we are hopeful, as 80% of respondents said
i they would be carrying out new actions, that additional

i behavioural change has occurred. And in doing so, saving

: themselves some cash, reducing their carbon footprint by

: almost half a tonne and helping them in their stated desire

: to lead a more low carbon, environmentally friendly lifestyle.

Not bad for a 45 minute games session!

Paul has been invited to discuss
gamification for transformational
learning at the Academy of
Management ‘Management Education
and Development’ workshop in
Vancouver in August 2015 . Together
with Nick Hall from Manchester
Metropolitan University, who completed
a MSc dissertation on ‘Gamifying
sustainable food choices’, Paul and
Paula are working currently on a
journal article on gamification and
transformative learning. Paul is also
working to establish a community of
practice at The University of
Manchester and with interdisciplinary
colleagues and external collaborators is
exploring funding opportunities to
research further the way in which game
thinking can contribute to social and
environmental goals.

Again, not a bad outcome for what
started as a simple, fun eco action
playground event.
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Our free App

Download our free mobile game

App from the iTunes store. Currently
available for iPhone, iPad and iTouch.
Simply search for ‘eco’ in the App store
and we are the number 1 result. Android
version coming soon: Search Google
Play for ‘eco action trumps’.

For more information on any of the
eco action games products, please visit:

ecoactiongames.org.uk

M 07920 090931
T 020 86713530
E paula@ecoactiongames.org.uk

[ follow @ecoactiongames

[ like ‘eco action games’
¥ eco_action_games

MANCHESTER
1824

The University of Manchester

Our educational games

Discover our signature product:

eco action playground™
All you need to host your
owh eco action playground.

Inspired by this report to test whether

a games-centric approach will work in
your institution? All you need is this giant
compendium set of eco themed games
and some willing participants.

Our eco action playground
compendium bag contains:

- 1 giant indoor eco action snakes
+ ladders board (2.4m?)
plus giant inflatable dice
- 1eco action twist game, comes
complete with mat (1.8 m?)
and spinner board /instructions
- 1 pack of giant play your eco actions
right cards (A4)
- 1pack of giant eco action trumps (A4)
- 1pack of eco action bingo (everyday
actions theme)
- 5 packs of standard eco action trumps
- 5 packs of standard snakes + ladders

The playground bag is ethically produced
from organic, undyed cotton canvas and
vegetable dyes. It is a satchel style bag
with long and short straps.

Choose from four themes: everyday
actions, free & easy behavioural actions,
water savings or office related actions.

For more information visit:
ecoactiongames.org.uk/shop






