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Goals eduLARP

e Reflect on own role in innovation
process
Solve societal

 Concept of Responsible Research and problems
Innovation (RRI)

Involve all relevant Contribute to an equal

stakeholders and inclusive society

adapted from https://rri-tools.eu/about-rri



Goals eduLARP

e Reflect on own role in innovation
Process

 Concept of Responsible Research and
Innovation (RRI)

High

* Learn about impact and effect of
technologies on individuals and on
socilety

* Impact on various stakeholders Minimal effort Keep informed

Power

Low

Low Interest High

Based on Mendelow, 1991



Goals eduLARP

adapted from Geels, 2002

e Reflect on own role in innovation il
Process

 Concept of Responsible Research and
Innovation (RRI)

/

* Learn about impact and effect of
technologies on individuals and on
society
* Impact on various stakeholders
* Socio-technical change Today’s society

Innovation X

Time




“The Lifetimer”




The world we play in....




The Lifetimer

. — * |n body integrated biosensor,

........ measuring bodily function

/J. ’l 7 * App calculates life expectancy (not
current lifetime!)

98 * Life expectancy has become
established verification method

* Without technology, life expectancy is

Warning! .
only estimated

Only estimated lifetime

* In 2045, the average life expectancy is
87 years




Playing a LARP




Live Action Role-Play (LARP)

* What is LARP?

* Abookyou can read, a movie you can watch, in a
larp, you are part of the story.

* Which guidelines are there?
e Stay in character (phones distract!)
e Alibi
* “Yes, and...” each other
* Safety:
* You’re always allowed to leave the play

* Lookdown technique to leave/enter the play
or to quickly communicate something

* Observer role as safety option




Character cards

Persona

Attitude

Skyler

Persona

Persona
Attitude
Job

®
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Skyler

You live and breathe sports. From
sunrise jogs to midnight workouts, your
world revolves around physical acti
pushing your limits and a healthy diet.
During your holidays you like to go
hiking and mountain biking with a
group of similar minded friends. To be
able to afford your hobbies, you work
in alocal sports club every free minute.
You like to share your passion for
sports with everyone - also without
being asked.

Student

Sport still plays animportant rolein
your life. This is partly the reason that
you have not yet finished your study.
Why rush? Your healthy and active
lifestyle provides you with a high life
expectancy according to The Lifetimer.
Therefore, you have no worries for the
re. Your main motivation to find a
job soon s to be able to afford a
premium membership and with that

further expand your life expectancy.

Opportunistic

You are interested in new technologies,
especially if they aim to increase your
fitness and health. Mostly, you wait till
the technology has been on the market
for some time for it being tested by
others and until the technology is

cheap enough for you to afford it.

Ambiguous

The premium membership has quali-
fied you for a management position of a
prestigious Athletic Association,
brought you premium insurance, and a
house in a good neighborhood. Hiking,
however, seems to be quite risky
according to The Lifetimer, which is
why you dropped your hobby. Some of
your friends still go hiking but there-
fore missed out on such privileges. It
makes you wonder how good the
technology is for society.




Non-playing characters (NPCs)

* NPCs provide you with information in-game
* You can ask questions to NPCs in-game

0,0 * Morgan Parker

* Researcher and teacher at university

* Ember Bruins
* Fellow student
* Friend of Alex



Warming up and getting into character

* Practice with playing (and having fun!)

* Receive your character cards

* Walk around as your character
* React to statements

* Make relationships

* Receive your Lifetimer






Set your Lifetimer - scene 1

How did the experiences during the 15t scene influence the
lifestyle of your character?

€¢

€¢

(13

want to change my lifestyle immediately”
_ecture had no impact on my lifestyle”

don’t believe this crap”

+5 LP
+0 LP
-5 LP



Set your Lifetimer - scene 1

Old life expectancy
+ Life expectancy from character card
+ Life expectancy from choices scene 1
New life expectancy

Example

85 (Old life expectancy)

+17 (Life expectancy from character card)

- 5 (Life expectancy from choices scene 1)
97 (85+17-5) = New life expectancy
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Set your Lifetimer - scene 2

How did the choices you made during the 2"? scene
Influence the lifestyle of your character?

* “My Lifetimer would be proud of me” +10 LP
e “| stay true to myself” +0 LP

* “| know best what is good for me, not a

technology” -10LP






Introducing scene 3....
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Reflection




* Emotional crossover between a player’s real-
life feelings and experiences of the character

* Bleed-in
* Players personal emotions, thoughts and
experiences influence character

 Bleed-out

* Emotions of the roleplay may affect players real-life
mood, behavior or decisions



Did your character vote ‘for’ or ‘against’ the technology?

How would you vote? ‘For’ or ‘against’ the technology?



Reflection - theories

* Broader developments and new innovations develop into

future’s Society Future’s society
* New values/norms
* Rules and regulations
* Infrastructure
* Environmental aspects
 User practices
* Innovation placed on the market by technology firms - /
(technology push, innovation race)

* Not all relevant stakeholders involved

* Quickly integrated in various part of society (work,
school/university, social platforms, etc.) and difficult (not
possible) to stop

* Equality/accessibility of innovation? Today’s society
 Who is taking responsibility?

Time




Reflection - insights

How could you integrate
the experiences in your
future professional life?

Questions: v.c.schulzegreiving@saxion.nl



mailto:v.c.schulzegreiving@saxion.nl
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