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Extended Abstract 
 
This paper presents the role of a games-based ac4vity as media4on tool between ci4zens and policy 
stakeholders in the field of sustainable urban planning and more specifically the reu4liza4on of rooWops 
in the fight against climate change. The paper presents a case study methodology demonstra4ng the 
ini4al results of a pilot case based in Nicosia, Cyprus. The case study is part of a larger research project 
en4tled ‘GREAT’ (Games Realizing effec4ve and Affec4ve Transforma4ons). Great is a 3-year co-funded 
project under EU Horizon and UKRI. Research and Innova4on in the ‘GREAT’ project aims to demonstrate 
that games have posi4ve impact on social engagement and can create new forms of dialogue between 
ci4zens and policy stakeholders. By exploring the poten4al of games, it provides a placorm for ci4zens to 
express their preferences and adtudes on policy issues. The context of the ‘GREAT’ research is climate 
change and this paper displays a case study which focuses on the explora4on of the reu4liza4on of urban 
rooWops in the city of Nicosia, Cyprus. The case study is designed in collabora4on with Urban Gorillas, 
NGO, Nicosia who are members of the European Crea4ve RooWop Network (ECRN), a network of 
organiza4ons, across 9 European ci4es promo4ng the crea4ve and op4mal use of urban rooWops to 
tackle contemporary urban challenges, which is co-funded by the Crea4ve Europe Programme. This 
par4ally undiscovered layer of urban space others a diversity of opportuni4es. From the genera4on of new 
places to meet and the crea4on of cultural breeding grounds to innova4ve living labs exploring 
sustainability. As a result of the ini4a4ves of the ‘rooWop’ project, the GREAT team of Frederick University 
and Urban Gorillas, NGO have combined exper4se to u4lize the GREAT methodology to engage with 
mul4ple stakeholders promo4ng a new form of dialogue using the posi4ve impact of games, allowing 
each group to express their adtudes and facilitate dialogue to policy issues. The ini4a4ve aims to drive 
change in the way our buildings are designed and how the u4liza4on of currently ‘lost’ spaces of the city 
can be reclaimed in the context of the climate emergency. The game displayed in this paper is en4tled 
‘RooWop Revolu4on’ and encompasses a role play perspec4ve. The game presents par4cipants with 
posi4ves, challenges, incen4ves and fairness factors in rela4on to rooWop u4liza4on. The game places 
the ‘players,’ ci4zens and stakeholders within situa4ons that have real world implica4ons, allowing them 
to explore how we can find balanced and fair policy solu4ons for all. The paper ul4mately displays an 
innova4ve methodology which can replicated in the same game format to suit mul4ple dilemmas to 
explore policy recommenda4ons amongst target groups, thus yielding different results from tradi4onal 
focus groups, workshops and consulta4ons. Furthermore the ‘GREAT’ case study methodology has the 
poten4al to be applied to urban planners and stakeholders alike to address cri4cal Urban challenges 
related to the climate emergency and beyond, as well as improving the connec4on between ci4zens 
opinions and the policy making process. 
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