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ABSTRACT As players try to help recover her memory, they slowly begin

Traditional approaches to promoting pro-climate behaviors strug-
gle due to the public’s perception of climate change as remote and
disconnected from daily life. Game-based interventions offer po-
tential by creating immersive, engaging narratives. Building on
this, Eternagram addresses climate change through a text-based
adventure game. Players interact with an LLM-based chatbot from
a post-climate devastated world, mirroring our own planet Earth.
By uncovering the world’s downfall through simulated social me-
dia and Al-generated imagery, players cultivate a deeper reflection
on climate change and its impacts, fostering pro-environmental
attitudes. This work demonstrates the potential of LLM-based game
design for creating ludic narratives that drive social change.
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1 INTRODUCTION

Climate change has always been framed as a disruptive physical phe-
nomenon that demands policy and resource-level solutions [12, 13].
Promoting pro-climate behavior faces challenges because such is-
sues are often perceived as too vast and lacking contextual rele-
vance, regarded by the public as distant problems, seemingly far
removed from daily life [10, 11, 16]. Therefore, we believe that
pro-climate interventions must first engage with people’s intrinsic
motivations on a psychological level. To capture public imagina-
tion and affect both those who do and do not align with climate
action, we immerse visitors in a text adventure game [17, 20]. Play-
ers explore and discover a post-climate devastation world through
social-media-like conversations with a mysterious stranger who
has lost her memory and accidentally joined our world’s social
network.
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to unravel the stories of a distant world by conversing with this
stranger through Eternagram. They learn about the mysteries of
this world by viewing the stranger’s shared images and videos,
which are generated using world-building statements as prompts
for a custom Stable Diffusion model [14, 15]. Players soon see the
eerie similarities between the history of this distant planet and our
own Earth, discovering how the demise of the stranger’s world
occurred and drawing lessons for what we can do here on Earth.
The social-media and free-conversation format of the installation
connects the audience’s everyday lives to a speculative future in
the form of a distant world [3, 13, 18], using ChatGPT to create
a believable character that players can relate to, learn from, and
ultimately, align their own behaviors with [2, 19].

2 ART WORK DESCRIPTION

Eternagram is present in an interactive form including:

(1) An interface designed to emulate a social network, enabling
audiences to engage in text-based conversations with a chatbot.

(2) The corresponding images that illustrate the in-game climate
scene generated by Stable Diffusion models.

Eternagram integrates diverse data streams and narrative ele-
ments to engage audiences emotionally and psychologically. This
text adventure game employs prompt engineering and a custom text
database to render post-climate game scenes. This approach allows
audiences to engage in data-driven storytelling through textual
narratives and visual content, presenting complex climate change
information in an accessible format. Stable Diffusion models with
fine-tuned parameters generate images that visualize the conse-
quences of climate change, making this abstract concept tangible
and relevant to individuals’ daily lives.

Previous projects on human-GenAlI interactions have demon-
strated that audiences find these experiences engaging [1, 6, 8, 9],
particularly in bridging the affective gap between personal expe-
riences and abstract, global challenges such as climate change [3—
5,7]. Eternagram exemplifies the transformative potential of GenAl-
supported gameplay, inviting participants to immerse themselves
in a meticulously crafted, gamified narrative. Through playful in-
teraction, users explore an alternative, futuristic, yet reality-related
climate scenario. This fosters a deeper understanding and engage-
ment with climate change for social good purposes.

3 PROPOSED INSTALLATION

This project features: (1) a text-based adventure game and (2) Stable
Diffusion-generated artwork that visually represents the in-game
climate scenarios.

The installation will feature clear and unobstructed projections.
These projections will display a chat window on the left and Sta-
ble Diffusion-generated images on the right. An iPad placed on
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Figure 1: Floor plan for the installation, including 3D view (left) and detailed specs (right).

a podium within the viewing space will allow audience members
to input text (Figure 1). Primary interaction occurs through au-
dience members typing and chatting with a chatbot on an iPad.
Participants observe the conversation on a left-side projection and
corresponding images on the right.
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