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Choose your own collective adventure

Systemic 
gameful 
design
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models…
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communication
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Systems, 
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games

Game design as 
a tool

Q&A



You steer – how this will work

Option 1

Option 2

PollEv.com/tandl26



Systems, futures and games



Systems, futures and games

Dennis L. Meadows,
System Dynamics

“The concepts, even the graphical representation 
methods, of system dynamics are very difficult to grasp 
without extensive training […] Since I have come to that 
realization, an important part of my professional life has 
been devoted to finding other ways to communicate our 
basic findings, so that they would be more accessible, 
more persuasive, and more likely, therefore, to be 
adopted as the bases for effective action.”

Meadows, D. L. (2001). Tools for Understanding the Limits to Growth: 
Comparing a Simulation and a Game. Simulation & Gaming, 32(4), 522-
536. https://doi.org/10.1177/104687810103200408

https://doi.org/10.1177/104687810103200408


Systems, futures and games

Dennis L. Meadows,
System Dynamics

“Thus, gaming helps access disowned aspects of 
strategy. […] This is crucial as the disowned can later 
emerge to sabotage the plan or the policy. Robustness is 
lost as the self who implements is different from the self 
that creates.
 
Gaming  also leads to emergence.”

Inayatullah, S. (2017). Gaming, ways of knowing, and futures. Journal of 
Futures Studies 22(2), 101–106. https://doi.org/10.6531/JFS.2017.22(2).E101

Sohail Inayatullah
Futures Studies

https://doi.org/10.6531/JFS.2017.22(2).E101


Games as
cultural artefact 

Games industry worldwide ~ USD 500bn revenue 
Ø More than twice music and film combined

Statista Market Insights 
https://www.statista.com/outlook/amo/media/g
ames/worldwide/?srsltid=AfmBOooTKT2x091o
JSzZ4FrdFf1wpF1RWhAD0CslSttphVgL7Ah-
CCrC Growing demand for diverse gaming experiences, 

reflecting cultural backgrounds and values
Ø Integrate regional folklore and traditions
Ø Inclusive narratives and representation 

https://www.statista.com/outlook/amo/media/games/worldwide/?srsltid=AfmBOooTKT2x091oJSzZ4FrdFf1wpF1RWhAD0CslSttphVgL7Ah-CCrC
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Systemic gameful design



GAMES, GAME-BASED, GAMIFIED
• A game or structured play consisting of rules, goals, and 

challenges that are undertaken for diversion or amusement. 
This includes non-digital as well as digital/video games.

• Game-based learning and achieving defined learning 
outcomes through game content and play.

• Games for impact which are games designed with the 
primary goal of achieving a positive outcome beyond 
entertainment.

• Gamification and use of game elements in non-game 
contexts such as earning points or badges.

• Simulations which mimic real world situations and provide 
authentic experiential learning a failure-safe environment.

Threlfall, D., & Althaus, C. (2025). Games and gamification projects in the Australian public sector. 
Australian Journal of Public Administration, 1–21. https://doi.org/10.1111/1467-8500.70022 

https://doi.org/10.1111/1467-8500.70022
https://doi.org/10.1111/1467-8500.70022
https://doi.org/10.1111/1467-8500.70022


GAMEFUL EXPERIENCE
A psychological state resulting from the interaction of three 
psychological characteristics: 

1. a person perceives non-trivial achievable goals created 
externally, 

2. is motivated to pursue them under an arbitrary set of 
behavioral rules, 

3. and evaluates that motivation as voluntary.

R.N. Landers, G.F. Tondello, D.L. Kappen, A.B. Collmus, E.D. Mekler, L.E. Nacke (2019) Defining gameful 
experience as a psychological state caused by gameplay: replacing the term ‘Gamefulness’ with three 
distinct constructs. Int. J. Hum. Comput. Stud., 127, pp. 81-94, https://doi.org/10.1016/j.ijhcs.2018.08.003 

https://doi.org/10.1016/j.ijhcs.2018.08.003


Presents 
& Futures

Axes of work 

1. Gaming Systems: Design and evaluate games and gameful 
experiences to engage participants in systemic thinking & action 
(health, sustainability, futures thinking)

2. Gaming the Systems: Explore game design as a method for 
participatory system modelling
(community, leadership)



Sellers, M. (2017) Advanced Game Design: A Systems 
Approach. Addison-Wesley Professional

Game (as) system



(Player(s) + game) system



Game design system
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You steer

Games as 
models

Games as 
communication

Games as 
metaphors



From Peters, V., & van de Westelaken, M. (2014). Simulation 
games: A concise introduction to the design process. 
Information on Simulation Games.

Simulation game as model of the complex 
reference system, developed for a defined purpose 

Gaming is successful in policy 
making (regulation) thanks to 

gaming's unique ability to capture 
and integrate physical-technical 

and social-political complexities of 
policy problems & enabling play. 

Mayer, I. S. (2009). The Gaming of Policy and the 
Politics of Gaming: A Review. Simulation & Gaming, 

40(6), 825-862. 
https://doi.org/10.1177/1046878109346456 

Games as  … 
models

https://doi.org/10.1177/1046878109346456


ECOGAME





Onwards

Game design as 
a tool



Games require adopting a shared language for effective 
(multidirectional) communication. 

…in the case of analog games, their potential in promoting 
soft skills, with a particular focus on communication and 

collaboration, seems to stand out as the main outcomes…

Sousa C, Rye S, Sousa M, Torres PJ, Perim C, Mansuklal SA and Ennami F 
(2023) Playing at the school table: Systematic literature review of board, 

tabletop, and other analog game-based learning approaches. Front. Psychol. 
14:1160591. https://doi.org/10.3389/fpsyg.2023.1160591

Games as  … 
communication

Adapted from Duke, R. D. (1974). Gaming: The future's 
language. Beverly Hills, CA: SAGE Publications.

S/R

S/R

S/R

S/R

S/R

S/R

S/R

S/R

S/R

S/R

https://doi.org/10.3389/fpsyg.2023.1160591


Print & play version, MOAD
https://moad-
web.s3.amazonaws.com/heracles-
production/895/cf2/4fa/895cf24fa4f46a015
e46d33b8fbe9fcad01105e8803a51f7541b16
560246/Pank-a-
Squith%20Board%20Game.pdf
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Dr Catherine Bell, 
The Game of Birth
https://birthmap.life/the-
game/

https://birthmap.life/the-game/
https://birthmap.life/the-game/
https://birthmap.life/the-game/


Onwards

Game design as 
a tool



Games permeate human cultures and languages, 
making them good candidates to transfer concepts and 

skills, enabling broader participation.

“Games can be used to model systems 
because they are themselves systems. […] 

These systems, often unseen and 
misunderstood, haunt our world. Board 
games turn these ghosts into pieces of 

cardboard we can see, touch, and 
manipulate.”

Holland, A. (2025). Cardboard Ghosts: Using Physical 
Games to Model and Critique Systems (1st ed.). CRC Press. 

https://doi.org/10.1201/9781003500834

Games as  … 
metaphors

Csuri, C. (1967) Random War (detail)  

https://doi.org/10.1201/9781003500834


BoHo Interactive
Found in translation 
https://bohointeractive.com/found-in-
translation

https://bohointeractive.com/found-in-translation
https://bohointeractive.com/found-in-translation
https://bohointeractive.com/found-in-translation
https://bohointeractive.com/found-in-translation
https://bohointeractive.com/found-in-translation


The Theseus Ship
Oceania Futures & Foresight Symposium, 
Meanjin / Brisbane – March 2026





Rapid Game Design for participatory 
systems mapping Hong Kong Baptist University Global Study Tour – 

hosted at ANU McCusker Institute, June 2026 



Rapid Game Design for participatory 
systems mapping Hong Kong Baptist University Global Study Tour – 

hosted at ANU McCusker Institute, June 2026 



ANU Gameful learning 
workshop

Gameful Learning Community of Practice

Join us
Friday 2 October, 10am – 3pm (catered)
McCusker Institute, John Yencken Bldg 

https://events.
humanitix.com
/anu-gameful-
learning-
workshop

https://events.humanitix.com/anu-gameful-learning-workshop
https://events.humanitix.com/anu-gameful-learning-workshop
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Thank you
Q&A 

THOMAS BIEDERMANN

ANU School of Cybernetics
E: thomas.biedermann@anu.edu.au
W: https://cybernetics.anu.edu.au/projects/gameful-experiences-for-hopeful-futures/
LinkedIn: linkedin.com/in/tbiedermann 
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