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Using gaming approach to understand farmer’s

decision making on land uses and CA adoption
in the north-western uplands of Cambodia
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> 1. Background: Rapid land use and land cover changes
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> 1. Background: CA project intervention
Evolution of pilot extension network for CA maize
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- Why is the adoption rate fluctuated?




> 1. Background: Objectives

To understand the farmer’s decision related to historical land
uses and CA adoption

To explore development pathways and draw lessons for
intervention
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> 2. Methodology
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> 2. Methodology (cont.)
How was the game implemented?
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../../Phd thesis/Delivery/Paper3/Clip on RADA game/RADA game.mp4

> 3 Results: Increase of cultivated land and land uses changes
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> 3. Result: Impacts of land use changes and practices

Round 1 2 3
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> 3. Results: Perceptions on conservation agriculture (CA)
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Players tend to play their current situation
-> higher CA adoption in the game than
actually achieved in the past,

The drop in CA practice was due to land

use conversion to cassava (no-till planter
not available for cassava),

CA villagers continue CA thanks to the no-

till planter service provided by the project.
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> 4. Conclusions

Game put the context as real in time for collective reflection, discussion,
sharing and learning

Game helps researchers learning on constraints of innovation adoption

Through game, we could identify windows of intervention for agroecology

Games also help researchers getting their messages to the farmersin a
simple and efficient way.




Thank you for your attention!

More information on Conservation Agriculture activities in Cambodia: http://casc.cirad.fr/
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