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The paper studies an important question (the effects of the not-in-my-backyard or NIMBY 

phenomenon in relation to renewable generation of energy) and does it in an interesting way 
(by letting people play a board game).   

 
The main conclusion is that a majority of players focus more on winning the gameplay than on 

the expected subject proper (the NIMBY phenomenon, the required scale of construction for 



renewables-based energy production, etc).  The paper suggests that a digital game might 
work better and offers some reasons for this. 

 
The paper does not discuss the (possible threats to the) validity of the observations.  For instance, 

what is the influence of the test subjects' age, and the environment from which you recruit 
them?   Young people seem less concerned about environmental noise than older people, and 
(young) people who do not own real estate are less likely to be concerned about spoiled 
views, noise, and reduced property values than those who do. 

 
Is the classification into "gamers and non-gamers" (section 5) solely based on their behavior in 

the game, or based on some other evidence?  
 
It is difficult to see that the paper presents evidence for the abstract's statement "indicated a very 

low level of reflection on energy changes in relation to the Danish 2050 energy plan. 
 
The paper does not mention that most large-scale windfarms being planned are put off-shore, 

where they are mostly not visible or audible from the coast.  Did any players mention this, or 
weren't they at all aware of it?   

 
It would be interesting to introduce into the game mechanics the conflict between (relatively 

cheap-to-build, noisy, ugly) on-shore wind farms and (relatively expensive-to-build and 
maintain, unintrusive) off-shore wind farms. 

 
No part of the game itself is presented in the paper (eg board layout, central rules, game 

objective). 
 
It would be good to refer to academic work on the NIMBY effect, and how to overcome or 

mitigate it (especially in the related area of siting nuclear power plants and long-term storage 
facilities for nuclear waste). 
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