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Abstract Results and Discussion
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At the core of the game, players create policies to strategically
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own sustainability goals, to be fulfilled in 2030 and 2050.
Atfter players have decided their policies for the decade, the

city will suffer a climate change driven disaster that threatens

B
o~
%\,Q/ .~
T

i,
QS
e

Renewable Energy
20.6%

to set baCk thelr p I'OgI‘QSS. Acknowledgments: We would like to thank: the Rising Stars public engagement course organizers, Sarah Cruise, Alicia Lloyd and Ariel Retik and the Cambridge

Festival of Ideas 2019 organizational staff, in particular, Dr Lucinda Spokes. We further are grateful for Jonathan Lippman, Cambridge’s Head of the Academic

Contact iflformation‘ Laura Bentley (H.’S 62@cam.ac.uk), Savia Palate (sp861@cam.ac.uk), Centre Administration for International Summer Programmes within the Institute of Continuing Education for his encouragement and enthusiasm. - -
Pamela Ribone (parS6@cam.ac.uk), Elizabeth Tennyson (et446@cam.ac.uk) Please visit: httpS: //20 SOanewworldgame.W1X81te.com /home



