Supplementary material 1: SURVEY QUESTIONS

¢ The game motivated me to learn more/think more about climate adaptation
o  Why, why not?
e Texts and terms that are used in the game have an adequate level of knowledge for me/were
easy to understand
o If you do not agree — was the level of knowledge too high or too low? Were there
specific words that would require explanation? Provide examples.
e TFeedback following every step was clear and I understood what happened and why
o  Why, why not? Is there anything that could be improved?
e The final result was clear and I understood what happened and how the result connected
with the choices I made
o  Why, why not? Is there anything that could be improved?
e Ialready had knowledge on climate adaptation prior to the game session
o In which areas would you say that you had prior knowledge?
e Thave learned something new about climate adaptation by playing the game
o If you agree, what have you learned?
e The game helped me to deepen my knowledge on how different decisions are taken (and
which compromises that need to be made to meet different needs)

o If you agree, in which way?



Supplementary Material 2: Flowchart

INTRODUCTION
Introduction of the concepts of climate adaptation and serious gaming. For the roleplay: distribution of role descriptions (cf.
Table 1). Presentation available at https:/www.smhi.se/en/climate/education/adaptation-game

.

SELECTION OF THE LEVEL OF DIFFICULTY AND INTRODUCTION TO THE GAME CONCEPT
Selection of the climate change scenario (RCP 2.5, 4.6 or 8.5). Demonstration of the game concept, including coins in the
wallet, saved lives, Sustainable Development Goals, summaries of incomes and expenses, and climate-related risks (Fig. 1).

INTRODUCTION OF NEW MISSIONS

New missions introduced in each time step (cf. Fig. 2). All missions have four options for actions, one of which is "do
nothing“ (cf. Fig. 3). The coins in the wallet limit the actions that can be taken. The choice of action will impact costs, lives
saved in connection to extreme climate events, and to what extent the Sustainable Development Goals are reached.

NEGOTIATION AND DECISIONS
Reflection and discussion between players. For the roleplay: Interest groups debate and negotiate with each other. Lobbying

between groups if feasible.
ACTIONS IMPLEMENTED
Decision on each mission is selected in the game. For the roleplay: Voting in the ‘city council’. The moderator distributes the

word and counts the vote.
TIME STEP

Climate generator based on randomizations of probabilities, calculated from climate scenarios and natural variability for
heatwaves, drought and heavy rainfall. Newspaper articles illustrating the impact of specific events.

FEEDBACK
— Reflection on the extent to which the climate extremes and the choices that were made affect the city with regard to lives,

economy and Sustainable Development Goals.
DEBRIEFING

After the final time step - moderated discussions to reflect on learning, perceived complexities and on the gameplay.




