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We have shown how participatory game design can be used for effective community engagement about
issues of sustainable development. The games we®"ve made will now continue to function at our local
level to facilitate rich discussions about sustainable development and local values.

In our project, we were able to advance knowled?e about how participatory
game design practices can be used as a means of education for sustainable development. By working
with students at our university, community members in our area, and students at various levels at
other institutions near and far, we were able to facilitate discussions about the meaning of
sustainable development while raising awareness about best practices for community resilience and
sustainability.
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sustainable development game design games for change
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