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Play to Impact: The GREAT (Games Realising Effective and Affective Transformation) Project Showcase
‘How Games are Shaping Environmental Action, Culture and Policy’
28 January 2026

	Venue: 
	European Research Executive Agency (REA)
Simon Bolivar Blvd 34, 1000 Brussels, Belgium
North Light building (SB34)
Floor 013
Meeting Room - 018

*Please ensure you have emailed Jane on j.yau@dipf.de to register for security and entrance into the building. 

	Morning sessions (11:30-13:30)
	To remotely join the Gaming projects sessions, click here. 

*Speakers of the Games for Culture session are kindly requested to join 10–15 minutes in advance to check their connection and technical setup.
**External participants are kindly encouraged to join the meeting from 12:30 onwards for the Video Games Strategy session, as the earlier slot is reserved for cluster members and policy makers.
Contact for morning sessions tsita@iti.gr

	Afternoon sessions (13:30-18:30):
	To remotely join the GREAT project sessions, click here.




	Start
Time
	End Time
	Description
	Lead

	11:30
	12:30
	Games for Culture Session: Policy-making for the Gaming Industry Leveraging collaboration and shared lessons to strengthen policy outcomes
(Hybrid for Cluster Members and Policy makers only) 
- GAME-ER, HAMLET, MEMENTOES, EPIC-WE, I-GAME, STRATEGIES, REEVALUATE, GREAT
- Discussion with policy makers
	Moderator: Christina Tsita 
(Games for Culture Cluster)

	12:30
	13:30
	Video Games Strategy 
	Maciej SZYMANOWICZ 
(DG CNECT) 
Bastien REMY (DG CNECT) 
Rickard BUCKSCH (DG RTD)

	13:30
	14:30
	*Registration, Lunch, Coffee & Refreshments
	

	14:30
	15.45
	GREAT Project: Show and Tell & Introducing the GREAT Toolkit
- Showcasing a summary of project case studies 
    - UNDP & Play2Acts1-3 (Paul Hollins, Jude Ower)
    - Green Roofs & Beat The Heat (Anna Merry)
    - Green Jobs (Rebecca Harris)
    - Waterwise (Paul Watson), Prosper (Byron Bunt)
- Demonstrating how the GREAT approach combining both PlanetPlay and DiBL methodologies can be replicated
- Brief summary of findings, lessons learnt, research results
	Moderator: Hendrik Drachsler (Project Coordinator)
Paul Hollins (Scientific Coordinator)
Jude Ower (PlanetPlay)
 Simon Egenfeldt-Nielsen (Serious Games Interactive) 
David Griffiths (Director of the Scientific Committee)

	15:45
	16:45
	GREAT Project: Call to Action, Exploitation & Sustainability
- Perspectives from the games industry on how GREAT has supported them (Jude to interview Matthias Norvig, SYBO)
- Game industry & carbon neutrality commitment requiring policy support (Tim Stok, Tencent)
- Collaboration efforts on how to continue building further momentum with GREAT (Mathias, Tim, Jude - panel session) 
- Interest of GREAT from UNICEF’s perspective (TBC, UNICEF)
	Moderator: Jude Ower (PlanetPlay)
Mattias Norvig (Sybo)
Tim Stok (Tencent)
UNICEF
Ahmed Tlili (Beijing Normal University)
 

	17:00
	18:00
	Policy-making for the Gaming Industry (brainstorm session for all to discuss policy themes)
- Leveraging collaboration and shared lessons to strengthen policy outcomes
	
Moderator: Jude Ower
 (PlanetPlay)

	18:00
	18:30
	*Networking drinks and light refreshments
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