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ABSTRACT

Gamifications offer utilities that may have potential to support convergence to become
more engaged on their filed. This paper aims to design and implement gamification for
the supporting of environment education based on the extended cooperation. We describe
game mechanics, the system architecture, and its MDA model, finalizing with a small
conclusion. We also discuss the implications of our work for the gamification that
support the identified features and activate environment education. The result will be a
framework for designing a gamification system that is suited for environment education.
Ease, familiarity, relatedness, comfort, and usefulness were confirmed by the opinion
polling. Our prototype has updated by reflecting their views and opinions.
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[Fig.1] Screen shot of ‘Just Press Play’, which is
developed at the Rochester Institute of Technology
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[Table 1] Modified gamification framework on

a climate change education

Steps(6D) Process description

What are goals? To control the environment of earth stably

Define Find and validate the best requirements for successful climate change education

Objectives components. Design solutions for a known problem in a context, including prototypical
implementations.

Delineate What do you want players to do? They have to collaborative action to keep stable climate.

Target Commonly reoccurring parts of the design of a gamification. To keep good environment of

Behaviors earth, players have to control variables.

gz;g;ge Who's going to use this? Conceptual models of the components of gamification.

Devise Engagement and progression. Find in a team the best solution for a climate problem that

Active Loops | cannot be solved by automation.

ZZH ﬁtﬂf)rget This can get overlooked while devising processes, rules, etc.

Deploy the . . .

anpropriate Use the right elements, structures in the gamified system.

PPIOp; Share and improve knowledge in climate change.

tools
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[Table 2] Applied gamification elements
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[Table 3] Results of Monte Carlo simulations for averages of all models (Kenneth, 2015)

. Linear
Variable for 2100 Mean Standard deviation 10-90%ile 90%ile
CO2 concentrations 388 233 597 1,429
Temperature 3.60 0.89 2.26 5.89
SCC(Social Cost of Carbon) 16.26 7.05 17.68 35.43

[Table 4] The distribution for global temperature increase in 2100 (Kenneth, 2015)

Percentile
5%ile 10%ile 25%ile 50%ile 75%ile 90%ile 99%ile

Simulator

DICE 2.38 2.64 3.12 3.76 4.51 5.29 6.88
FUND 2.63 2.83 3.19 3.64 4.17 4.74 592
GCAM 2.46 2.73 3.23 3.86 4.56 5.27 6.64
IGSM 2.31 2.58 3.05 3.58 4.13 4.65 5.58
MERGE 2.93 3.16 3.61 4.20 4.90 5.63 7.13
WITCH 2.60 2.82 3.22 3.71 4.23 4.72 5.58
Average 2.55 2.79 3.24 3.79 4.42 5.05 6.29
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