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Basic Information
Contact Person: 
Name:  Sam Barratt 		Email: 	sam.barratt@un.org		Position:  Chief, Education & Youth
[bookmark: _Hlk14936992]Challenge Title: Restoring the world’s forests, through the prism of gaming
Country & City (if targeting a specific geographic location): Global
Problem Statement (please specify, for example and ideally using data, the magnitude of the challenge, lives impacted, etc.): 
Unsustainable human activities from farming and mining to industry and construction are undermining the productivity of vast areas of farmland, forests and other ecosystems across all continents. This degradation threatens food security, water supplies and the biodiversity upon which human development depends. It drives and is exacerbated by climate change. And it will put the Sustainable Development Goals out of reach unless it is urgently addressed. Restoration to stop and reverse degradation is underway in many places around the world, but must be scaled up dramatically to safeguard livelihoods, combat climate change, and support vital ecosystem services such as the supply of food and water. 
· Degradation is the result of weak and short-sighted management of our land and forests, lakes and rivers, resulting in conversion, over-exploitation, pollution and erosion. One fifth of Earth’s vegetated surface shows declining trends in productivity[footnoteRef:1]. By 2050, degradation and climate change could cut crop yields by 10 per cent globally and by up to 50 per cent in some regions[footnoteRef:2]. [1:  United Nations Convention to Combat Desertification, 2017. The Global Land Outlook.]  [2:  Intergovernmental Science-Policy Platform on Biodiversity and Ecosystems Services, 2018. Summary for policymakers of the thematic assessment report on land degradation and restoration. ] 

· Degradation is already impacting the well-being of at least 3.2 billion people, fuelling fears of a mass species extinction and costing more than 10 per cent of annual global gross product in lost ecosystem services[footnoteRef:3]. [3:  Intergovernmental Science-Policy Platform on Biodiversity and Ecosystems Services, 2018. Summary for policymakers of the thematic assessment report on land degradation and restoration. ] 

· A significant factor in degradation is the removal of vast numbers of trees from landscapes. Forests and the services they provide continue to shrink. Some 129 million hectares have been lost since 1990[footnoteRef:4]. [4:  Food and Agriculture Organization of the United Nations, 2016. Global Forest Resources Assessment 2015. How are the world’s forests changing?] 

· Some 2 billion hectares of degraded lands worldwide has potential for restoration – an area larger than South America[footnoteRef:5]. Most of it could suit “mosaic restoration” – where forests and trees are combined with agriculture, waterways, protected areas and settlements on a landscape scale. [5:  World Resources Institute, 2011. A World of Opportunity. ] 

Through the Bonn Challenge and New York Declaration on Forests, countries have set ambitious global goals including the restoration of 350 million hectares of degraded landscapes by 2030. As of 2018, nearly 50 countries and other entities have committed to bringing more than 160 million hectares into restoration.[footnoteRef:6] But they currently lack adequate policies, finance and capacity to reach their goals.  To address this, the UN has just agreed to support a “Decade of Ecosystem Restoration 2021-2030” which aims to galvanize ambitious, world-wide action to halt and reverse degradation. Countries have agreed to strive to meet the global target of restoring at least 350 million hectares of degraded landscapes, realizing up to $9 trillion in net benefits[footnoteRef:7] and alleviating poverty in many rural communities. But they need all the help we can give them. [6:  For details of the commitments see the Bonn Challenge website.]  [7:  Verdone, M. and Seidl, A., 2017. Time, space, place, and the Bonn Challenge global forest restoration target. Restoration Ecology, 25: 903-911.] 

A critical ask is to secure the support of technology to map the challenge, to connect restoration efforts into a global framework and to come up with brilliant new ideas to address this challenge.
Detailed challenge description (what measurable technical details do you expect from the solutions):
There are a number of challenges to explore through the hack-a-thon, they include:
· Connecting Gaming and E-sports to this challenge: Video games are played by 2.8 billion people in the world and have an unprecedented reach across geographies and demographies, with 46% of women gamers. While the industry has a backdrop of nature in many of its games, it has a growing carbon footprint that if left unchecked, could become a major source of emissions. The gaming industry is currently considering options about what it could do around its climate change commitments. This hack-a-thon could explore how green nudges around restoration could be built into high profile and existing games, for their consideration, as well as recommending new principles and approaches for how this sector could support action on this issue. 
· Match-making forests with gamers: While there are a lot of independent players, available funding, and government initiatives, very often they are fragmented and operating in silos of their own where discerning how investment links to individuals is often lost. How can we create a match.com like algorithmic experience that can quickly and seamlessly connect the funding of the donors to a specific location, and help make initiatives and partnerships more productive and efficient, within the gaming space?	Comment by Baxter, John: Is this the correct interpretation, “the funding of the donors” ?
· Connecting everyday choices to forestry impact: How can we show the impact of every-day choices on the forestry environment? It would be inspiring to connect trees / landscapes to youth, women and communities on the ground. Could a new connection be made that would take forestry impact out of the abstract and into real-time where people can gauge their impact through the individual choices they make? This could explore how online choices could have offline and real-world outcomes. 

Did you try to find a solution before? If yes, briefly tell us about the outcomes.
We have actively engaged the gaming industry in supporting action on this issue – see www.playing4theplanet.org – but this hack-a-thon could seek out other options for how the gaming industry could inspire action in this arena. They are open to contributions and suggestions on this agenda. Also, for the Decade of Restoration, the strategy is currently being considered and would consider some of the suggestions into this plan going forward.
What kind of specializations & areas of expertise needed to solve this challenge?
Gaming designers – Programme designers – Conservation insiders
Please nominate at least 5 experts from your network to evaluate the solutions received: 
Susan Gardner – Director, Ecosystems Division
Naysan Sahba – Director, Communications Division
Tim Christopherson - Coordinator, Freshwater, Land and Climate Branch
Mario Boccuci – Head, UN REDD+ Programme
Sam Barratt – Chief, Youth and Education
Please add any relevant material (e.g. pictures, links to videos, etc.) relevant to the challenge
http://stg.restorationdecade.org/
www.playing4theplanet.org
Awards Information
What kind of awards will you be able to provide to the winners (financial and/or non-financial)?
The recommendations would be presented to the gaming industry for their feedback, financial reward would need to be considered further.
Further Information
Any further notes to be considered?
Not at this stage.
