
the age of us

• an interactive simulator of anthropogenic global warming

• a 30-minute group experience for up to 30 people

• immersive, authentic, expansive, personal and social

how it works

In preparation, your DOB and postcode are recorded and you are given a small tag or 
object that will record your input to the system.

Initially you are seated, for a dramatic, immersive experience of 13 billion years in five 
minutes (VR helmet optional, to amplify the intensity :). You witness the birth of Earth 
and see it change, in the time before humans and then since us, through the industrial 
revolution to the present.

Next, you become an active agent in the planetary process. You walk into a room lined 
with multitouch screens stretching almost down to the floor. Along the walls, at various 
heights, are interactive clouds of information. Each cloud-set poses a different question 
about what (if any) action we should take to change the way we produce and use 
energy, and presents an interactive visualisation – drawing on petabytes of data from a 
wealth of sources – for you to explore and contrast. To respond to each question, you 
adjust sliders or other controls.

Clouds at a good height for a 6-year-old pose simple numeric questions or invite an 
artistic response. More complex questions – for people 12+ – are in higher clouds. 
(For accessibility purposes, all clouds are height-adjustable – with a swipe of the arm –
but they revert after a time to their age-appropriate height.) 

You have 20 minutes to explore and respond.

In the final few minutes, you bear witness to a set of projected outcomes based on 
your group's inputs. What course did you collectively set for the future of Earth? 

Keep your tag/object – you can use it later to see and reflect on the decisions you 
made and even – if you wish – to record a change-of-mind.

public benefit

Over time, a rich set of qualitative data accumulates about public perceptions of global 
warming and agency in relation to it. And for every visitor, it’s a chance to build a 
mental model of issues that we know are of the utmost importance but which are too 
large – at the scale and pace of everyday life – to grasp.
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