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[bookmark: _Toc149421194]1.Introduction:
Community engagement refers to the process of actively concerning individuals, groups, or organizations within a community in various activities, decision-making processes, and initiatives that impact the well-being, development, and governance of that community (Rijal, 2023).
 The purpose of community engagement is essential in building resilient, cohesive, and thriving communities, as it taps into the collective wisdom and resources of those who live in a particular area, fostering a sense of empowerment and shared responsibility for community development.
This project examines the backgrounds and progress, its dependence on artistic association and how the game process developed to inversion the concept recommendations of the Monopoly game.
 'Homeless Monopoly,' a unique and thought-provoking board game that challenges players to step into the shoes of individuals facing homelessness. In this game, you will navigate the complexities of life on the streets, making tough decisions, and striving to improve your circumstances (Calderwood, 2019). This project is not just a game, it's an eye-opening experience designed to raise awareness about homelessness and encourage players to think critically about the issues surrounding it. Get ready to engage with this innovative concept that combines elements of a classic board game with a powerful social message.

1.1. [bookmark: _Toc149421195]Concept Origin 
 Homeless Monopoly (a project developed here in the DMLL – in partnership with the University of Warwick, Coventry Cyrenians and Coventry City Council) (BBS, 2020).
With the help of some funding from the City of Culture, Jackie Calderwood partnered with CU Coventry and Prof Nadine Holdsworth from the University of Warwick to develop a game experience aimed at helping people explore the issue of homelessness in Coventry (BBS, 2020).
The author's gamification workshop is where the concept for a "Homeless Monopoly" originated for Foundation Year Engineering and Digital Technologies students from CU Coventry (a flexible-learning, career fixated Coventry-situated Higher Education Institution within the Coventry University Group). The workroom at Coventry University’s Disruptive Media Learning Lab (DMLL) taught students about the theory and applications of gamification for social innovation through the use of the Remixing Play framework, which was created by DMLL academics (Arnab, 2017). 
Neither of the students who had presented the idea accepted the invitation to become a member of the project team and take on a small paid role. A primary goal from the outset was to bring this instructional game as close to reality as possible by working with a local organization that supports the homeless and, through them, with individuals who are or have been homeless in the city.
This would line with homelessness geographies that contest predictable illustrations of homelessness (DeVerteuil, 2009), eschewing the punitive framework to concept visibility that identify the work completed by help services and that ‘give voice to homeless people themselves so we can better understand their experiences of homelessness, and champion their hopes and aspirations’ (Takahashi, 1996 p.662).
[bookmark: _Toc149421196]2. ‘Homeless Monopoly’: Co-Creative Community Engagement Model for Transmedia Educational Game Design

"Homeless Monopoly" as a co-creative community engagement model for transmedia educational game design is an innovative and holistic approach that combines elements of community involvement, educational game development, and transmedia storytelling (Sukhov, 2019). Here's a breakdown of the key components of this model:Educational Game Design



Collaboration with Local Organizations
Game Mechanics
"Homeless Monopoly"

Community Workshops and Events
Co-Creative Community Engagement







	
1. Co-Creative Community Engagement:
This aspect emphasizes the active involvement of the local community in the game's development process. The community's insights, experiences, and needs are at the core of the project. This can involve workshops, focus groups, and ongoing collaboration with individuals who have experienced homelessness or community organizations.
2. Collaboration with Local Organizations:
Collaborate with local nonprofit organizations, government agencies, and educational institutions to access expertise, resources, and support for the development and promotion of "Homeless Monopoly.”
3. Game Mechanics:
Develop game mechanics that are both engaging and educational. These mechanics should reflect real-life challenges faced by homeless individuals and encourage players to make informed decisions.
4. Community Workshops and Events:
Organize workshops, events, and discussions within the community to encourage participation and feedback. These events can serve as platforms for education, awareness, and dialogue.
5. Educational Game Design:
The game design is educational, focusing on raising awareness and promoting understanding of homelessness. It should incorporate elements that engage players in learning approximately the complications of homelessness, the provocation challenged by homeless persons, and possible results.
"Homeless Monopoly" is a powerful way to address complex social issues like homelessness. It fosters community involvement, offers an educational experience, and leverages the potential of multiple media channels to engage and inform a broad audience about the challenges faced by homeless individuals and potential solutions (Holdsworth, 2021).



[bookmark: _Toc149421197]2.1. Community engagement principles on "Homeless Monopoly".

Community engagement principles play a crucial role in the development and implementation of initiatives like "Homeless Monopoly." These principles ensure that the project is inclusive, respectful, and effective in addressing homelessness while involving the community (Isobel Anderson, 2003). Here are some community engagement principles that is applied to "Homeless Monopoly":
· Inclusivity: 
Ensure that all voices are heard, particularly those of individuals who have experienced homelessness. Create a safe and welcoming space for diverse perspectives and ideas.
· Transparency: 
Be open and transparent about the goals, objectives, and outcomes of the project. Clearly communicate how community input will be used.
· Respect and Dignity: 
Treat all community members, including homeless individuals, with respect and dignity. Avoid stigmatization or negative stereotypes in the game and associated activities.
· Partnerships:
 Collaborate with local organizations, nonprofits, and experts in the field of homelessness. Leverage their knowledge and resources to enhance the project's impact.
· Community Ownership:
 Encourage the community to take ownership of the project. Ensure that residents feel like active participants in shaping the game and its related initiatives.
· Empowerment:
 Empower individuals to actively engage in addressing homelessness. Provide opportunities for residents to take on leadership roles in the project.
· Equity and Inclusiveness: 
Address disparities and promote equitable participation. Consider the specific needs and barriers faced by different groups within the community.
· Accessible Information:
 Provide accessible information about the project, both in terms of content and the channels used for communication. Ensure that information is available in multiple languages, formats, and mediums to reach a diverse audience.
· Feedback Loops:
 Establish mechanisms for ongoing feedback and dialogue. Encourage residents to share their thoughts and concerns throughout the project's development.
· Education and Awareness:
 Use the project as a platform for educating the community about homelessness. Raise awareness of the complexities and root causes of homelessness.
· Cultural Sensitivity:
 Be culturally sensitive and aware of the diverse backgrounds within the community. Ensure that the project respects and reflects cultural nuances.
· Collaborative Decision-Making: 
Engage the community in decision-making processes. Seek consensus and make decisions collectively whenever possible.
· Impact Assessment: 
Continuously assess the impact of the project on the community. Use data and feedback to make improvements and adjustments.
· Sustainability: 
Plan for the long-term sustainability of the project by building community capacity and fostering ongoing engagement.
· Ethical Considerations: 
Address ethical issues such as informed consent, privacy, and data protection when working with individuals who have experienced homelessness.

· Flexibility and Adaptability: 
Be flexible and open to adjustments based on the changing needs and dynamics of the community.
· Accountability:
 Be accountable for the project's outcomes and any resources allocated. Clearly communicate how the project is achieving its goals.
By adhering to these community engagement principles, "Homeless Monopoly" can become a more inclusive, respectful, and impactful project that empowers the community to address homelessness while raising awareness and educating the public.

[bookmark: _Toc149421198]2.2. Planning and design 

By implementing the planning, design and game mechanics, "Homeless Monopoly" can provide players with a window into the world of homelessness, fostering understanding, empathy, and a more informed approach to addressing the issue. The game can serve as an effective educational tool and a means of engaging the community in meaningful discussions about homelessness.
The game's distinctive design, a square with 9 spaces on each of the 4 corners and a separate side, created a lasting visional orientation to the classic Monopoly game. However, it also joint iconic Coventry locations like:
- the contemporary cathedral and a statue of Lady Godiva, detail establishments like Starbucks and Primark,
- locations emblematic of trouble spots for the homeless like the police station and the hospitals, - places of refuge like the Cyrenians and Crisis Skylight, 
- "grey zones," or areas where the homeless can be found, like park seats, bus cover, and stairwells,
-  in the corners, "free parking" gave way to "sofa surfing," and "jail" to "isolation." 
Tokens representing resources and currency took the place of the famous “money”,” houses”, and “hotels” from Monopoly. A set number of money and a variety of randomly chosen resource tokens - such as a tent, sleeping bag, pillow, cup of coffee, sandwich, bottle of water, and toothpaste - are given to players at the start of the game.
Here are some design considerations and game mechanics to ensure that the game is both engaging and educational:
	

Game Objectives
	Clearly define the game's objectives. In this case, it might be to raise awareness about homelessness, foster empathy, and encourage players to make informed decisions about resources and options.

	

Game Board Design
	Design the game board to resemble a city or urban environment. Instead of traditional properties, represent various aspects of homelessness, such as shelters, food banks, healthcare services, and employment opportunities.

	

Player Avatars
	Allow players to choose avatars that represent individuals from different walks of life. Each avatar could have unique starting conditions and abilities.

	  
Resource Management
	Create a resource management system that mimics the challenges faced by homeless individuals. Resources may include money, food, clothing, and health.

	

Random Events
	Incorporate random events to simulate the unpredictability of life on the streets. Some events may represent positive encounters, like finding a job opportunity, while others may represent setbacks, such as health issues or theft.

	

Community Interaction
	Encourage players to interact with the community within the game. They can seek help from local organizations, participate in community events, or engage with social services.

	




Collaboration
	Promote collaboration among players. Encourage them to work together to address homelessness rather than competing against each other. Collaboration mirrors the importance of community involvement in real-life solutions. The project was developed through GameChangers in partnership with the University of Warwick, Coventry Cyrenians, and Coventry City Council.


	

Feedback Mechanisms
	Provide feedback to players on the consequences of their decisions. Show how their choices impact their avatars and the community.


An iterative and cooperative approach to co-creativity has produced ideas for game mechanics, design, content, and rules of play. Explanations for other elements would become clear as one aspect or problem took center stage, and vice versa. The following project construction excerpts provide only a few examples of this growth process in action.
[bookmark: _Toc149421199]2.3. Innovating Mechanisms for Creative Engagement
However, this model plan has explored the idea that attentive game design, mechanics, and dynamics is not limited to instructive nonetheless also serve as a springboard for examining attitudes.
According to (Gallagher, 2016 p. 245), the game may provide "micro-encounters that shift the landscape temporally, make discursive interjections, and together may amount to a different analytic possibility." According to this pilot project, the game can make it easier to imprison oneself, other vulnerable people, and the systems that both cause and facilitate homelessness in society.
[image: ]
 Image 1: source of https://gchangers.org/project/homeless-monopoly/
The entire prototype board game kit for "Homeless Monopoly" includes two die, one 47 cm2 board, 5 duplicates of each of the 22 reserve nominal designs, 16 sets of coin cards (each show one, two, three, four, or five coins dropping from a paper cup), eight multicolored player pieces with stands that represent "generic humans," sixteen Utilities Cards (four each for Electric, Gas, Water, and Phone), eighteen Choice cards, twenty-five Choice cards, and fifty-four Opportunity cards-which include There are provided rule sheets that are being revised based on input from each pilot session.
One of the student activists, members of the plan team, a subject librarian with prior volunteer experience working with Coventry's homeless population, and a senior project manager from Applied Innovation comprised the first pilot. Every pilot session is prepared with player-specific rule sheets, a researcher who observes, plays, and responds to questions as needed, and an online survey that needs to be completed right away following play. Every time we clarify instructions and address unexpected scenarios that arise during play, rule sheets are revised after the session. It takes about 70–80 minutes to play to the first win in a group of about 6 players.



[bookmark: _Toc149421200]2.4. Active Citizenship for ‘Homeless Monopoly’
Here are some ideas for incorporating the topic of homelessness into the activities since schools like to promote Active Citizenship (Barrett, 2020):
 • Get in touch with neighborhood nonprofits and charities to find out how your institution or group can best assist them;

• Request speeches from neighborhood nonprofits and support groups during assemblies, tutor time, RE, or PSHE;
• Engage in activities like The Big Sleep out, either nationally or find a local one like this from Birmingham’s St Basil’s https://stbasils.org.uk/events/ bigbrumsleepout2020/.

[bookmark: _Toc149421201]3.Concusion
In summary,” Homeless monopoly” game project has not only met but exceeded the initial goals and expectations. With a lot of effort, it is created a dynamic and enjoyable gaming experience that fosters social interaction and community building. The positive feedback and growing user base indicate that our efforts have been well-received. We are excited about the future of this project and remain committed to delivering high-quality, social gaming experiences to the players.
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