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In the next fifteen minutes …… 

• some reflections on the current debate in 
Australia on a carbon price and how people 
are so badly served with information 

• some ideas based our recent R&D for better 
communications: 

• the challenges of attracting (good) 
information consumers 

 



Australian Attitude to Carbon Tax 



A quality 
debate! 



What can change our minds? 



Real information??? 

• http://www.kudelka.com.au/wordpress/wp-
content/uploads/2011/07/OZED1107019.jpg 



For Australian, climate change is an issue with long 
term outcomes but little local control.  

• The rationale for local action is (a) being a good global citizen and (b) hoping that 
our actions will help/prompt others to take similar steps.  

 

• So, what can I talk about? 

 

• ‘accelerating social learning and collective action through innovative and practical 
methods such as action research, interactive visual media and participatory 
modeling of future scenarios’ 

– Scenario Chooser, Forest Tasmania    

• ‘where should the sustainable community field be going (technologically)*?’  

– Augmented Reality, Serious Games 



Accelerating social learning  through 
participatory modelling of future scenarios 

• Project to explore the acceptability of forest 
management options in wet eucalypt forests 
in Tasmania 

• Three key phases:  

– identify issues and concerns,  

– develop visions,  

– involve public and assess their attitudes 



Study Area 



Identify issues and concerns 

• Groups of people from different backgrounds were 
taken to the case study area. 

• During the field trips, participants were asked to 
describe the landscapes and their general views on 
forest management.  

• Then we needed ways in which: 
– stakeholders could create scenarios which reflected their values and 

interests  
– the distribution of harvest types in the scenario could be rendered for 

public review, and 
– these renderings could be combined with other information about the 

scenario and made available to the public such that they could make 
reliable choices about their scenario preferences. 

 



Scenario Builder 

• In this context a scenario is a pattern of forest 
management which involves a mosaic of 
forest harvest approaches. 



Harvest Outputs 

• Each harvest type has outputs relating to 
economic production, environmental values 
and amenity 

• These depend on existing forest or landuse 
type 



ScenarioBuilder 

Key Characteristics: 
 
– Flexible Selection of 

Land 
– Combination Harvest 

Systems 
– Supports Legislative 

Constraints (Including 
sawlog output) 

– Selectable Thematic 
Display 

– Quantifiable Outputs 
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Community based 
Scenario Builders 

• Forest planners 
• Forest ecologists 
• Tourism proponents 
• Bush walkers 
• Special timber proponents 
• Green groups 
• Industry advocates 



ScenarioBuilder 

Participant Display – Constrained Scenario 



Plantation 

Aggregated 
retention 

Long rotation 
CBS 



Landscape Panoramas 

Arve 

Geeveston 

Picton 

//localhost/Users/idbishop/Documents/Students files/Eric_Smith/FFv1.2.7/SC1/panos/A1.mov
//localhost/Users/idbishop/Documents/Students files/Eric_Smith/FFv1.2.7/SC1/panos/A3.mov
//localhost/Users/idbishop/Documents/Students files/Eric_Smith/FFv1.2.7/SC1/panos/A3.mov


Scenario Chooser 
Key system features  

• For the user: 
– Scenarios are presented with minimal user interaction 

– Scenario information are displayed at different levels of granularity 

– Comparison of two scenarios at a time 

– Participants can order scenarios systematically 

 

• For the researcher: 
– Interface interaction is recorded via a time stamp log 

– This includes panorama view direction tracking. 

 



Scenario Chooser 



Scenario Chooser 



Scenario Chooser 



RESULTS 

Management 
preferences 

Several options 
provide similar 
sawlog supply to 
current 
management. Of 
these, F3, M1 and 
O1, have the 
highest social 
acceptability 
ratings. 



RESULTS 
Chooser Interface 

• User behaviour tracking 
• Recording of user 

commentary 
• Post use questionnaire 



Findings about Scenario Chooser 

• A scenario base approach, supported by 
visualization, proved effective in eliciting future 
landscape preferences 

• Some people made very little use of the visualization 
and made judgments primarily on outputs, while 
others used panoramas extensively.  

• Use of panoramas as a compromise between 
stills/animation and fully interactive virtual realities 
was promising but not proven 

• Patterns of use of the Chooser emerged with a 
exploration phase, a comparison phase and a 
validation phase evident 
 



‘where should the 
sustainable community 

field be going?’  

• Can we use mobile 
computing? 

• Can we use serious 
games? 



Mobile Computing - 1 

• This farmer is using 
iFarming 

• He can draw  
– down data about his 

current location 

– Upload data or images 
about the state of his 
environment 

• Data becomes available 
to researchers 

 



Mobile Computing - 2 
• Augmenting reality 

– Many people fly (more influential 
people fly more often?) 

– A captive audience with a potential 
view of the world and GPS equipped 
phones 

– Let them see future scenarios as they 
journey 
 
 

 
 
 

 



Serious Gaming….1 

• Our objective was to use a popular computer game engine to create a 
game-like experience of defending a home during the passage of a 
bushfire front.   

• Failure to properly prepare, or to become disoriented in the intensity of 
the fight against embers before and during the passage of the front, or 
failure to adequately watch for fire after passage the front would lead to 
destruction of the house.  

• Extension is possible to many contexts but the key may be to make people 
think of answers for themselves, not being told what to think 



Serious Gaming…2 
• A review of the GeoCaching web site reveals many comments along the lines of: 

thanks for choosing this location, it was a beautiful place to break our journey.  
• A plausible extension to GeoCaching would be to extend the game to also ‘require’ 

answers to questions (either factual or perceptual) about the location before 
crediting the 'find'.  

• Smartphone based augmented reality systems, for example, superimpose facts 
about places users can see onto the camera view. These facts might include details 
of the forests (carbon sequestering, timber production, habitat value, fire risk, job 
provision), the agricultural lands (economic output, chemical usage, runoff 
destinations) or the infrastructures (wind farm energy output).  

• In addition, people can leave a calling card in the form of their views on the state 
of the landscape and its potential – aspects they like or dislike 

• Playing such an extended game provides the player with advanced knowledge 
about the landscape.  

• More importantly, since all interactions can be recorded on the game server, this 
also can provide decision makers or researchers with a body of response sets 
relating to perceptions and preferences.  



Attracting Users 

• Is there a reverse Gruen Transfer*? 

• We have some tools which might be attractive 
to users and which can increase awareness 
leading to social learning 

• These need to be either independently useful 
or entertaining,  but  

• How do we establish that they are not simply 
clever propaganda? 

* The term describes that split second when the shopping mall's intentionally 
confusing layout makes our eyes glaze and our jaws slacken... the moment 
when we forget what we came for and become impulse buyers. 


