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IIT Institute of Design (ID) is a
graduate design school with a
history of innovation. ID pioneered
the development and dissemination
of modern design from its founding
in 1937 as the New Bauhaus in
Chicago. Experimentation, rigorous
methods, systems design, and
strategy support ID’s current
focus of preparing individuals
and organizations to take on the
world’s complex, fast-changing, and
unpredictable problems such as
competitiveness, digital media and
learning, health and wellbeing, social
innovation and more.

The Calumet Collaborative is a bistate nonprofit organization dedicated
to achieving inclusive regional
prosperity and improving quality of
life in the Calumet region through
sustainable development. The NGO
catalyzes innovative partnerships
between Illinois and Indiana
stakeholders to advance a thriving
Calumet region with a focus on (1)
Livable Communities, (2) Economic
Opportunity, (3) Environment, (4)
Culture and heritage.
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WORK IN PROGRESS
Phase 01: Spring 2018

Phase 02: Summer 2018

How might brownfields become a
critical path for regional regeneration?

What does it take to mobilize action
in the Calumet region?

MVI
INVOLVE
RESIDENTS

LEVERAGE
ASSETS

The “Future of Brownfields” is a
partnership between IIT Institute
of Design and the Calumet
Collaborative. The collaboration
examines how might Design
contribute to sustainable (re)
development of the Calumet region.
During the Spring of 2018, the
project focused on multi-systems
integration as a strategy for regional
regeneration, and considered
brownfield redevelopment as a
critical path for restoring local
economies. Through prototypes,
participants uncovered common
challenges in redeveloping former
landfills, vacant residential buildings,
6

EMPOWER
SCIENCE

STRENGTHEN
LOCAL ECONOMY

abandoned industrial sites, and
contaminated natural areas, and
surfaced four strategies to inform
regional redevelopment: involve
residents, leverage assets, empower
science, strengthen local economies.
During the summer of 2018, the
team is advancing the findings
through rigorous and more refined
prototypes in collaboration with
local community organizations,
and local residents. Prototyping
experiences are centered around
integrating these four strategies
to inform the development of new
infrastructures.

PRESENT

This document is part of a series of
standalone pieces created by the
researchers during the Summer of
2018. The series intends to share
prototyping experiences of the “The
Future of Brownfields” research
project. Each standalone carries
information about (1) the minimum
valuable infrastructure (MVI)
necessary to create multiple types of
values, and (2) the approach taken
by the researchers and the partners
involved for running the prototyping
experiences.

FUTURE

all of them focused on the
development of new infrastructures
in the Calumet region, and uncover
some of the challenges behind
mobilizing local actors in the
Calumet region.

This document results from
involving local youth residents in the
prototyping experiences related to
contaminated natural areas, and
is intended to provide guidance on
how to replicate this experience to a
broader audience.

Although each prototyping
experience was related to a different
issue of brownfield redevelopment,
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THE CALUMET REGION

The Calumet region encompasses
the Southeast side of Chicago,
South Cook County and
Northwestern Indiana in the United
States. The bi-state area boasts
proud and diverse communities,
important natural ecosystems,
and a powerful industrial heritage.
However, when industrial production
activities declined or moved away,
they left behind large swathes of
vacant and contaminated land that
lack economic activities, business
interest, and social capital.
After years of disinvestment, a
patchwork of abandoned industrial,
commercial and residential
properties has been left behind, with
inadequate solutions for re-injecting
life into those properties. While
some of these vacant spaces are
clean parcels or former agricultural
8

land (e.g.“greenfields”) being
developed at higher paces within the
last decade, many others contain
multiple levels of contamination
(e.g.“brownfields”) and can blight not
only their immediate surroundings,
but also negatively impact the future
of the entire region.
There are a myriad of governmental
agencies, NGOs and for-profit
organizations that are involved
in clean up and redevelopment
of sites, yet over the years, there
has been only a slight change in
the number of brownfields overall.
While the current approach to
brownfield remediation does provide
incremental improvements, there
is still an underlying opportunity to
promote systemic transformational
change.

Lake
Michigan

Chicago

Calumet
City
Gary
9

ABOUT THIS ISSUE

This issue is centered around
educating residents of the
Calumet region about the
interdependence between humans
and the environment. It resulted
from immersive experiences around
contaminated natural areas in the
Calumet region, and considers the
issue of Phragmites as an entry
point for developing a sense of
care in the youth population living
in the region.
The prototype used Block’Hood
as a digital platform capable of
simulating interdependent networks
relationships that can be found
in socio-ecological systems.
Prototyping experiences were
promoted in partnership with local
residents, including teachers and
young leaders from Morton high
school.
10

The overall goal of this prototype
was to present alternative
pathways for reconnecting local
residents, particularly the youth
population, with the environment.

In this pursuit, the research team
was curious to learn if simulations
are good mechanisms for local youth
residents to learn about socioecological challenges of the Calumet
region. And if so, why? How should
it be incorporated in educational
programs?
The experience described in this
document suggests that simulations
can contribute to new pathways
for reconnecting youth with the
environment considering the
following learning objectives:

1

2

Increase youth capacity
to deal with ambiguity and multiplicity
of options when strategizing and
selecting tactics to intervene in their
environment.

Interact with complex
socio-ecological challenges of
contemporary society, and learn
about alternatives to avoid them.

3

4

Build capacity in peer-topeer learnings by creating dialogue
around how to overcome challenges,
including the usage or disregard of
data to inform intervention strategies.

Develop skills to deal
with contextual contingencies when
monitoring the consequences of the
proposed changes.

5

6

Develop diagnostic
and impact-driven action skills
with regards to socio-ecological
degenerative dynamics.

Learn about the
interdependency between social
and ecological dynamics in urban
environments.
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MINIMUM VALUABLE
INFRASTRUCTURE

This document describes a
prototyping experience focused
on defining a minimum valuable
infrastructure to promote new
learning opportunities for the youth
population in the Calumet region.

For the purpose of this document,
researchers defined the minimum
valuable infrastructure as one
capable of integrating the minimum
amount of features to mobilize (local)
actions towards sustainability (in the
Calumet region).
We assumed that regional
regeneration processes require the
design of new infrastructures that
integrate both the hard (physical
12

HARD

INTEGRATIVE

SOFT

DIMENSION

INFRASTRUCTURE

DIMENSION

and technical aspects) and the
soft dimensions (human related
aspects).

On the following pages, readers will
find a description of the infrastructure
that was prototyped. On its hard
dimension: the Block’Hood Platform
and the scenario created. On its soft
dimension: the simulation designed.
The resulted work cannot be
considered in isolation. Rather, it
was part of a series of interventions
aiming at unlocking alternative
futures in the Calumet region.
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CONCEPTUAL CENTER
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The team considered the issue of
invasive Phragmites as an entry
point for leveraging local residents
sense of care for the environment.
Activities focused on the youth
population living in the region.

Researchers explored issues related
to Phragmites because just like
brownfields, they are also influenced
by how people perceive them. The
majority of local residents do not
perceive Phragmites as an issue to
their surroundings.
However, non-native Phragmites
also known as a common reed, is
14

an aggressive wetland grass that
destroys native plants and displaces
native animals. The presence of nonnative Phragmites is an indicator of
an unbalanced ecosystem.
Researchers utilize system dynamics
methodologies to map out some of
the common challenges that nonnative Phragmites present when
disrupting the habitats of wetlands.
This exercise allowed researchers
to identify what are the main points
to be leveraged (larger circles),
and where could researchers be
effective, considering their own
resources.

The proposed infrastructure
leverages three points: access
to information, perception of
the problem, and investment
of resources. While there is no
single path, researchers found in
simulations a proper response for
integrating considerations of these
three points. When reading the
diagram, please zoom in to better
capture the information.
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ANATOMY OF THE INFRASTRUCTURE
THE EXPERIENCE
Navigation
support

Diverse group
of participants

Community
organizer
Rules
sheet

Emails

Challenges
sheet

Experience in
games
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Drinking
water &
prepared Food

Flexibility

Tables &
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Establish new
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decisionmaking

Energy
source

Objectives
descriptions

Accessibility

Feedbacks
Empower youth
for promoting
change

Clean
air

Expand
vocabulary
on systems

Mobility

Researchers explored the
Block’Hood as a learning a
platform for youth education. When
designing educational experiences
related to complex socio-ecological
issues (such as those related to
Phragmites), it is important to
understand and recognize the
integration of multiple systems (e.g.
education, mobility, economy, the
environment) and the interactions
among actors (e.g. participants,
developers, instructors, teachers,
etc). In order to do so, researchers
considered the prototyping
experience as a system in itself,
and explored the interconnectivity
between its features, affordances,
impacts, and goals.

To understand the minimum valuable
infrastructure necessary to shape the
interactions among participants, and
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how the multiple systems could be
integrated, researchers utilized the
eight lenses of innovation to expand
their perception of the system in
which they were embedded.

The diagram on the right maps the
existing features, the actionable
properties they currently afford users
to do, the impacts they generate,
and their relationships with the
intended goals of the experience.
This tool is useful to understand the
systemic complexity in advancing
on educational initiatives for youth
residents in the Calumet region, and
how interventions might consider
the multi-level integration of various
systems.

Internet

Reconnection
with
environment

Roads and
streets

Decentralization
of humans

Instructors &
teachers

Education
about
sustainable
systems

Support new
neworks
formation

Connectivity

Communication

Provide
access to
new
information

Affordability

GOALS
OAL
L

Cars

Traceability

Experimentation

Increase
knowledge
about dynamics

Increase
peer to peer
learning

Social media
platforms

Computers
(Laptop)

License
to play

IMPACTS
CTS
TS
S
Playfulness

Cell
phones

Randomness

Simulation

Space for
activities

Interaction
Gamification

Camera
(Recording
devices)

Value for nature

AFFORDANCES
D NC
CES
Mouse
Controller

Missions
statements
Designed
scenario
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See page 18

When reading the diagram, please
zoom in to better capture the
information provided.
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ANATOMY OF THE INFRASTRUCTURE
BLOCK’HOOD
Block’Hood is a neighborhood-building simulator that
allows participants to assume the role of governing agents,
and build cities and communities considering the unique
ecosystems in which they might sit.

Production

Input / Output

Building
accessibility

Data resouce
panel

Access

Inhabitants
database

Landvalue

Connenctivity
Exploration

Productivity

Data
visualization

Various blocks

Profitability

Optionality
Create
neighborhoods

Synergy
indicators

Consider
inhabitants
needs

Create
sustainable
production chains

Balance

The platform has features to support
generative systems based on
principles of resource management
and ecological interdependence.
Coincidently, the game was
developed using the ecological
paradigm of ‘The Plant’, a former
brownfield in the Calumet region, as
a reference for its creation.

The game was developed by Jose
Sanchez from Plethora-Project,
a design studio with a mission to
accelerate computational literacy
through Architecture and Design.
Jose is an Assistant Professor at
USC School of Architecture in Los
Angeles. His research ‘Gamescapes’
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explores generative interfaces in the
form of video games, speculating in
modes of intelligence augmentation,
combinatorics, and open systems
as a design medium. Block’Hood is
available on Steam and on GOG.
Both require the players to purchase
a license. While Steam charges
$14.99, GOG charges $9.99 (as of
July 2018). The platform also has its
own website, in which players can
learn more about the game.
The diagram on the right analysis
the game as a system, and provides
insights on how researchers
interpreted the interconnectivity of
its features, affordances, impacts,
considering the desirable goal.

Accessibility

Zoom in / out

Biodiversity

Researchers utilized Block’Hood
as a digital platform for building
an out-of-equilibrium scenario that
represented some of the existing
dynamics in the Calumet region.
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When reading the diagram, please
zoom in to better capture the
information provided.
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ANATOMY OF THE INFRASTRUCTURE
SIMULATION
The simulation was designed considering unintended
consequences unfolded by human interventions in
natural environments. It focused on presenting a critical
perspective on today’s degenerative dynamics in postindustrial urban environments.

1

Restore
contaminated areas

2

Develop sustainable
business ecosystems

Through an interactive experience,
participants quickly understood that
there is no single, straightforward
solution for dealing with complex
socio-ecological challenges. Rather,
they learned that transitions in
systems result from integrating
considerations of multiple, coexisting
dynamics in alignment with an
overall, sustainable goal.

3

Improve the quality of
life of local residents

Three main principles informed the
process of designing the scenario:

For instance, the platform does not
have a component that represents

As governing agents, participants
were exposed to the complexity
underlying strategic thinking
processes for intervening in urban
environments.

Researchers created an out-ofequilibrium scenario that mirrored
some of the existing conditions in the
Calumet region.
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Combined, they contributed to
the creation of a storyline for
the simulation, as well as to the
selection of components capable of
representing as much as possible
the dynamics represented in the
system. Based on the inputs and
outputs feature of the Block’hood
platform, researchers relied on
analogies to represent some of the
existing elements in the Calumet
region.
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Phragmites, neither other types
of invasive species. However, it
does have GMO corn crops, which
increases sickness level in local
residents. Thus, researchers used
GMO corn to represent Phragmites,
and placed the monoculture
closed to wetlands. Additionally,
indiscriminately developed factories
that create a proper environment
for Phragmites to thrive were
replaced by ‘pesticide shacks’,
which are used to maintain GMO
corn crops. Likewise, the overall
landscape was designed considering
the ecological composition of the
Calumet region, including lakes,
wetlands, vacant residential
buildings, abandoned industrial
sites, high levels of pollution, and
low levels of community satisfaction,
among others. Though Block’Hood
22

presents a substantial set of features
to support generative thinking, it not
designed for the intended experience.
Moreover, the game carries
affordances and bias that challenged
some of the goals.

For example, the platform does not
require diversity of population in order
to sustain socio-ecological systems.
Cities and communities can be built
based on one type of house. Also,
one of the outputs of shack houses is
risk to the population. Moreover, the
game allows for simply selecting and
deleting components in each scenario
without accounting for the financial
burden and material management
techniques involved in deconstruction
activities.
As such, researchers created an
instruction sheet divided into five
categories:

Challenges

Mission

Rules
Instruction
sheet

Objectives

Scenario
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ANATOMY OF THE INFRASTRUCTURE
SCENARIO
When creating scenarios, instructors should start
by developing a storyline to support the selection
of components, and the definition of the landscape
composition.

INFORMATION ABOUT THE
AMOUNT OF UNITS FOR
EACH ONE OF THE TYPES OF
BLOCKS USED

The storyline should be based on
the overall goal for the simulation,
and the challenges at hand. When
embedding the storyline in the
Block’Hood platform, instructors
have to select features capable of
representing the current reality, and
make the necessary adjustments
and correlations in the overall
storyline accordingly.
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It is an iterative process that requires
continuous navigation between
the complexity of the platform,
and the complexity underlying
socio-ecological challenges. If
the instructors are successful,
the scenario will provide a proper
background for a simulation. In
this case, it provided a pathway for
reconnecting participants with their
surrounding environment.
25

ANATOMY OF THE INFRASTRUCTURE
CHALLENGES
Participants were exposed to the four challenges indicated
below. While not extensive, they represent a few of the
dynamics happening at the Calumet region, especially those
related to brownfield redevelopment. Challenges were defined
considering priorities informed by experts, the overall goal
of the research project, and the learning expectations of the
current prototyping experience.

Create a sustainable food
system
While the soil of the Calumet region
was once considered one of the
most fertile in the country, it was
not used for sustainable agricultural
practices. As consequence, the
population living in the Calumet
region has little access to local,
sustainably grown food. In the
proposed scenario, the majority of
the agricultural land is occupied
by GMO corn plantations. Since
one of the rules prohibited players
from directly eliminating the GMO
corn block, they had to apply
systems thinking, more specifically
input and output dynamics, to
26

explore alternatives strategies to
accelerate the desirable impact in
the GMO corn plantations. Rather
than focusing on the outputs and
undesirable consequences of
the GMO crops (e.g. population
sickness), players had to impact
their input sources (e.g. fertilizers
and pesticides).

Restore abandoned blocks
The Calumet region carries a postindustrial legacy of abandoned
physical infrastructures, from vacant
residential buildings to large scale
industrial sites. The scenario had
several productive buildings, but
also decaying ones. By restoring
decaying buildings, players learned

about systems behavior over time,
as well as the dynamic relationships
between the physical infrastructure,
and the environment where they sit.

Establish a healthy business
The majority of the energy grid
in the Calumet region is fed by
non-renewable sources of energy,
mostly petroleum based. Yet the
region has greater potential given
the strong presence of wind, and
land availability to implement solar
panel installations. The scenario
mirrored such conditions, so players
were encouraged to learn about
various options of renewable energy
sources, including the use of organic
materials.

Increase biodiversity
The Calumet region is considered
one of the most biodiverse regions in
the world. While the game does not
considers biodiversity as a condition
for building scenarios, it carries
features informing the landscape
conditions in which different types
of animals might be attracted to. By
challenging players to attract at least
five different types of wild animals,
they were able learn about how
different ecosystems compositions
attract different types of animals.
By not having them, animals would
not co-exist with humans in urban
environments.
27

ANATOMY OF THE INFRASTRUCTURE

MISSIONS

RULES

OBJECTIVES

Researchers presented an overall
mission for the simulation. The
mission provided greater purpose
than simply playing, and sparked a
sense of agency in each one of the
participants involved. The mission
proposed was to transform the outof-equilibrium urban scenario into a
Healthy Community. For the purpose
of the simulation, researchers
defined a healthy community as a
place where residents are satisfied,
and their lives do not disturb the
environment.

All rules were created based on
principles of sustainability, including
social equity, ecological diversity,
and the consideration of materials
and nutrients life cycles.

To be successful, players had to
intervene to transition from an initial
degenerative state towards a more
regenerative, optimum one. In order
to do so, they were provided with
a set of indicators of performance,
including elements of the social,
economic and environmental realm.
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INSTRUCTIONS

In this part, researchers present a suggestion about how
to utilize the Block’Hood platform to create simulations
for learning opportunities. Since context and purpose of
simulations might vary according to the proponent’s goal and
the target audience, the information should be contextualized
and customized accordingly.

Composition of participants:
Individual experience
Instructors should be focused on
providing personalized support to
each one of the players as their
simulation experience will mirror
their own values and beliefs.
Group activities (2-3)
It is not recommended to have more
than three participants per game, and
decision-making processes should be
articulated out loud to partners so the
dynamic between players become
more tangible for the instructor.
Either way, the amount of challenges, and
time proposed for accomplishing each one of
them might also vary.
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Debrief considerations:

Timetable and agenda:

Is the place representative of the
target audience? Why?
Does the place provide proper
infrastructure for running the
simulation, such as access to
utilities and Internet?

2 hours
Setting the stage

Running the game

Debriefing & reflecting

10min

10min

1 hour

20min

10min

Exploration of
the platform

Simulation
(15min per
challenge)

Debriefing

Reflection

Is the activity culturally appropriate,
including language barriers?
Who will be involved and why?

Is the time-frame proposed by the
activity respecting participants
agenda?
How should participants be
selected?

10min

Introduction Introduction to
to the project the interface

Regardless of the simulation, all instructors
should carefully consider sufficient debriefing
time with the participants to make sure that
learning objectives are achieved.
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INSTRUCTIONS
SETTING THE STAGE

10min

10min

Introduction
to the project

Introduction to
the interface

Instructors should begin by
explaining existing conditions in
the real world, and making the
correlation with the one provided
by the simulation. Then, instructors
should introduce the overall objective
of the simulation. If the simulation is
part of a bigger educational program,
then instructors should use this initial
moment to present the rationale
behind the proposed experience in
regards to the overall learning goals
of the program.
Once participants understand the
reason behind the activity, instructors
should question participants about
their previous experiences in dealing
with challenges related to the reality
being simulated. In the Calumet
region for example, participants
were asked about their interests in
restoring the natural environments,
32

in building communities, in promoting
change, as well as their experiences
in games.
When listening to the participants,
instructors should keep track of each
individuals experiences. This data
should be used during the simulation
to recall relevant information to
support participants in their learning
processes.
Lastly, instructors should provide
a proper summary about what has
been said among the participants,
and structure groups given the
preferences and experiences in the
audience. The more diverse the
groups, the higher the chances for
peer-to-peer learnings.
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INSTRUCTIONS
RUNNING THE GAME

10min

1 hour

Exploration of
the platform

Simulation
(15min per
challenge)

Given the complexity of both the
platform and the challenge at hand,
activities were structured so that
players could gradually engage in
their missions. This adaptive process
allowed players to accumulate
experience overtime, and grow their
knowledge through engagement.
As such, they were continuously
reconsidering their interventions, (re)
designing their strategies for making
decisions, and even adapting their
own behavior in regards to one
another.
Before engaging in the simulation,
participants had ten minutes to
freely explore the platform and
familiarize themselves with the
features of the game. Instructors
provided a “cheat sheet” situating
relevant information in the game’s
interface, as well as the short-cuts
34

for the main commands. Instructors
quickly learned that participants with
previous simulation experiences in
digital platforms are likely to require
less attention from them at this point.
However, this was not true for all the
participants. Thus, instructors had to
make sure everyone participating in
the activities understood the logics
behind the platform, and where to
access support if needed.
Since challenges were designed
to promote an accumulative
experience, there was no clear
ending point. Rather, instructors
determined a time frame of fifteen
minutes for participants to focus
on each challenge. When moving
from one challenge to another,
instructors made sure that the goals
for the next challenge were clearly
communicated and well understood

by the all the participants.

Since participants were organized in
groups, instructors exchanged group
members during transitions between
challenges. By doing so, they
increased cross-pollination of ideas
and experiences among participants.
These exchanges also provided
opportunities for each player to build
on its own individual experience,
considering both the new partners as
well as the new scenarios they were
engaging.

communicated that the team was
able to attract new people into the
scenario, others quickly incorporated
that information as their main
goal, and therefore, changed their
decision-making process from
exploratory to goal-oriented. As
such, instructors had to pay attention
to these dynamics, and make sure
that each group was able to continue
on its own path, while incorporating
external information.

During the simulation, emergent
effects were identified as a result
of individual and dispersed actions
of multiple players engaged in
parallel. As they became more
excited about their experience, they
started to communicate out loud
their actions and accomplishments.
For example, as soon as one player
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INSTRUCTIONS
DEBRIEFING

20min
Debriefing

SCENARIOS
Once the simulation time was over,
or the challenges were completed,
the instructor directly supported
participants in making sense of their
experience. Instructors began by
restating the overall conditions in the
reality, and situating the simulation
according to the overall learning
goals.
Groups centered around each
scenario built, and participants
involved explained their decisionmaking processes that led to the
final composition. The overall goal
was to encourage participants to
reflect on their own experiences.
Answers accounted for:

What were the priorities? Why?

36

SIMULATIONS
What were the main challenges?
Why?

What worked and what didn’t work?

Once participants of the first
scenario shared their perspectives,
the groups moved to another
scenario. Researchers repeated
the debrief until all participants had
reflected on their own process.
Given the different compositions,
instructors were able to explore
more in specific questions such as
those related to the positioning of
elements in the landscape, and the
association of the players with their
own reality.

After the debrief about their
experience, Instructors promoted a
collective discussion for consolidating
key learnings. Instructors prompted
questions to increase the recognition
of diversity and multiplicity of choices
as facts, not as issues. Questions
were related to:
Comparing scenarios:

Understanding decision-making:
Did you have any time to diagnose
and strategize as a group before
acting?
Surfacing differences:

Why some seem more successful
than others?

What are the main differences and
similarities?
Incorporating data for tracking
performance:

Were you able to follow the impact
caused by the interventions made?
37

INSTRUCTIONS
REFLECTING

10min
Reflection

Lastly, a round of final thoughts
grounded the experience with
the overall teaching objectives.
Instructors began by making direct
correlations between the reality
and the scenario created in the
simulation. The conversations
quickly moved towards what was
possible. Instructors also challenged
participants by asking if interventions
made during the simulation were to
become reality, what would it take for
the players to mobilize themselves
in such directions? This expanded
their reflections to incorporate other
issues that the platform did not
take into consideration, such as
cultural preferences and heritage,
as well as financial limitations and
political challenges. Since there was
significant discrepancy between
participants answers, the instructor
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asked ‘why’ after each participant’s
answers, and focused on the
differences that are most relevant to
the learning objectives.

Finally, the last part of the activity
encouraged reflection on participants
daily lives, and how different or
similar they are from the scenarios
they created. Hypothesis were
created by the participants in terms
of sequence of actions required
to incorporate their learning
experiences into their own daily
lives. If necessary, instructor might
provide a framework for actionplanning given two or three most
relevant topics presented by the
participants.
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RECOMMENDATIONS

From prototyping experiences,
researchers suggest the following
recommendations as next steps:

Scenarios
Incorporate available data from
existing databases as the foundation
to inform initial dynamics of the
simulations.
Represent specific conditions in the
Calumet region instead of general
dynamics. Instructors should select
an area of interest and represent
its building, business, ecological
conditions, and demographic
occupation of a certain area.
Platform
Allow for instructors to create their
own features in order to incorporate
specific conditions of the selected
area. For example, instead of using
GMO Corn, researchers would value
having the possibility to create a
Phragmites.
Instructors should incorporate
the simulation experience within
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the broader learning curriculum
of the course, and make sure
the experience contributes to the
existing school program.
Data
Instructors value the possibility
accessing and analyzing data from
the simulations, including choices
made by the players, features
selected, time spend on the game,
etc.

Data collected should be integrated
into a larger database capable of
informing how many participants
have played, what are the main
pathways taken by them, among
other relevant information that can
surface new learning opportunities.
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CONCLUSIONS

Overall, the simulation introduced
players to some of the major
challenges faced in contemporary
urban environments, and provided
opportunities to explore alternative
paths for restoring the equilibrium
between social and ecological
systems. Participants were
presented with four ambitious
challenges: (1) restore abandoned
blocks, (2) create sustainable food
systems, (3) establish a healthy
business system, and (4) increase
biodiversity. Each challenge ran for
fifteen minutes.

To successfully achieve the
objectives, participants had to
simultaneously (1) diagnose the
manifestations indicating undesirable
conditions in each challenge,
(2) define optimal processes
for interventions given the rules
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NEXT STEPS

and goals, (3) agree upon the
interventions, and (4) monitor the
consequences of their choices.
Participants were excited about their
experience because they learned
more about the socio-ecological
dynamics in urban environments.
Similarly, instructors considered the
simulation a proper infrastructure for
reconnecting the youth population
with the environment where they
live. Next steps are to advance and
refine the prototypes to create a
micro pilot, and explore challenges
related to scalability.

Researchers and partners involved
in all prototyping experiences are
interested in advancing The Future
of Brownfields Research Project.
The team currently seeks seed
funding to structure and implement
three micro-pilots initiatives during
the Fall of 2018 and Spring of 2019,
capable of informing sustainable,
long-term design-led interventions.
We welcome feedback and
suggestions that can contribute to
move this initiative forward. Please
contact Carlos Teixeira (carlos@
id.iit.edu) or Andre Nogueira
(anogueira@id.iit.edu).
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