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ISSE Research Goals

Integrate human-environment
Interactions research with
atmospheric and earth
system dynamics research

Transform descriptive case Undergraduates Systems thinking and As the game proceeds, decisions made
studies into interactive complex systems The game takes place in the fictional town of in previous turns interact with one
learning tools for Distance Education Students Disaster Landing, a small town on a barrier I M another and the current situation to
undergraduate and Human-environment island subject to hurricanes and other natural g Sl o create complex new scenarios. Years

professional education Future Emergency Managers interactions hazards. pass between scenarios, allowing the
players to discover the long-term

effects of their decisions.

Develop useable science
products for education and
decision-making

Teach concepts of complexity, Urban Planners Negotiation and
resilience, and adaptation collaboration

Develop conceptual
frameworks for improved
science-society interactions

Contribute to the design of Decision-making under
hazard resistant and resilient uncertainty (DMUU)
communities
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