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Do What You Must (DWYM) is a

‘ scenarlo based mteractlve i
: performance to foster better
-decision-making in the face of the '
- impending risks and uncertalnty of
cllmate change : -

Drawing on neu'roscie'nce’an‘d'-§OCiaI

psychology, it uses immersive

narratlve and interactivity to equ

- partrcrpants W|th the tools for -
‘collaborative deC|S|on -making to

arrive at sustalnable scalable :

squtlons :

Fast Farmllar in coIIaboratlon W|th
"neuroscrentlst Kris De Meyer from
Unlver3|ty College London s Chmate

Do What You ;@*ﬁ” E%
Must premiered SNk
in the Green
Zone at COP26
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Itwas created by drgltal story studio -
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~ Inthe e'xperiené’e, a small group of barticipanfs, each
equipped with an iPad, take on the role of an advisory
board to a North American ski conglomerate.
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- Carefully crafted video ‘testimonies’ draw the audience
into the scenario, equipping them with knowledge about
- the company - which, like all-winter leisure providers, |s
severely affected by our changlng cllmate

The participants review information and koo
td safeguard the future of their fictional company. The

+ activity's bespoke control system alters the trajectory of

-the scenario in real time, in response to part|0|pant
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- Logistics

Do What You Must can be experienced by up to 12 people in
one room or up to 24 across two rooms. :

The whole experience, mcludmg the ‘debnef takes 2 hours.
Set'up time (90 mins) and pack down time (90 mins) is also
reqmred s .
To run the experienoé'we require'

An indoor or covered space.e.g. marquee
- Actess to mains power
- A single table/a:number of tables pushed together for
the participants to sit around
- A separate table for our techn|C|ans
- 14 chalrs o
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We do not require WiFi to run the experience..
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'The smence of
collaboratlon i

e

Do What You Must is an engagingAand

“entertaining experience that provides
essential learnings on how groups work
together and how the challenge of cllmate
dhange requires us to collaborate
differently.
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'In a debrief after the narrative part of the
'experlence facilitated by an expert from
vUCLs Climate Action Unit, part|C|pants
- reflect and extrapolate their experience of
decision-making during the scenario to thelr
own fco‘ntext.,‘ 2 e




The project is a collaboration between critically-acclaimed
digital studio Fast Familiar and neuroscientist Dr Kris De
Meyer from University College London'’s Climate Actiro‘n ]
Unit. Together they form a team that combines sector-
leading expertise in narrative design, 'facilitation and
cfeative coding, with a solid foundation-in science.

The format - a blend of interactive disjcussiOn and digital
narrative - is novel and engaging and has resulted in
értiéles in' The Observer and The New York Times. As a
proof of concept, this format has been used in projects :
with clients as diverse as NESTA, the Cabinet Office Civil -
Contingency Secretériat and Chatham HQU,,SC- >
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‘Contact

Emall us: -

' _Please contact Freya Roberts (UCL
Climate Action Unithal.s -~ v

-freya.robert_s@ucl.ac’.uk or Dan
Barnard at dan@fastfamiliar.com

- We re onllne )
‘,WWW ugl.ac. uk/cllmate actlon unit

https://fastfamiliar.com/artwork/do-
‘wha t-you-must/




