


We are…

PatrickTrevinClaytonSonia



Climate change as the biggest threat to human culture

Games as both a part of the problem and potentially a 

step towards a solution

Your students want this already, to make games that

are good for their players and for their planet

Not an option, but a necessity



Systemic perspectives on sustainability beyond greenwashing

The IGDA Environmental Game Design Playbook 

Experiences from teaching with the Playbook

Practical recommendations for including sustainability into YOUR classroom
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Are we working towards system-wide transformation?

And how can we tell?

Learning from the past!



Public Domain; Free CC0



YouTube via Televisionarchives



Individualization - YOU are the problem (not the system)

Personal Responsibility - YOU need to change (not the system)

Moralization - Are YOU a good or bad human being?



Cássio Abreu, CC by 2.0; 

https://creativecommons.org/licenses/by/2.0/

https://www.flickr.com/photos/psicodrops/




Xkcd; https://m.xkcd.com/2500/

Dead ends

Distractions

Fake excuses
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Students and industry members who sincerely want to change the world,

but do it inside the toxic frames of the polluting industries.

This can be heartbreaking!



If it makes you want to sing “Man in the mirror”, then we might 

have a problem.

“If you wanna make the world a better place, 

then look at yourself and make a… change!”



“What can we/games even do?”

“Can we take these perspectives into the industry?”

“Can we find people who want to work on and with this?”



Designing Games For Real Change



Designing Games For Real Change



Designing Games For Real Change



Designing Games For Real Change



Designing Games For Real Change



Designing Anything For Real Change











Designing For Change Is A Process,

Not An Action



Multidisciplinary

Co-creation

Situated in specific context



Multidisciplinary

Co-creation

Situated in specific context

There is no solution to the climate crisis.



Multidisciplinary

Co-creation

Situated in specific context

There are better approaches to constructive interventions.



The Next Climate Game Designers











Gonzalo Frasca’s

“September 12th: A Toy World”



Clayton: research and process behind the playbook

Sonia: using the playbook in the classroom



There is no solution to climate game design,



There is no solution to climate game design, 

so let’s improve how we design for change together.



Positive psychology is critical: empowerment over fear.

Science is key.

Transformational, not just behavioral.



We must base our designs on evidence.

Empowering individual action empowers individuals.

Individuals are not at fault, but they can be in power.
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A caption from a documentary film “The Inca Grass Bridge of Q’eswachaka” (Arte Reportage 2022) 



The bridge is a technology that unities 
& empowers local communities



How do we teach eco-critical game design… 



so that games become technologies that can

empower communities?



Cologne Game Lab
Institute for Game Development 
and Research

Technology, Arts, Sciences, TH 
Köln, Germany

www.colognegamelab.de

http://www.colognegamelab.de/


Program & Course: B.A. in Digital Games; Collaborative Projects (May-July 2022);

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Program & Course: B.A. in Digital Games; Collaborative Projects (May-July 2022);

Deliverable: playable game prototypes (39 students, 10 teams)

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Program & Course: B.A. in Digital Games; Collaborative Projects (May-July 2022);

Deliverable: playable game prototypes (39 students, 10 teams)

External mentors: Trevin York, Hugo Bille, Paula Angela Escuadra (IGDA Climate 

SIG)  

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Greening Games

www.greeningames.eu

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)

http://www.greeningames.eu


Didactic goal:

to explore video games as forms of critical 

ecological thought



Hold my Hand, 

I’m Scared

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Hold my Hand, 

I’m Scared Planet B

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Hold my Hand, 

I’m Scared Planet B Bee Are

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Hold my Hand, 

I’m Scared Planet B Bee Are

100 Days of Wind

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Lesson 1

Foster Conscious & Critical Game Design

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)











Lesson 2

Dream Global, Design Local

Selected artwork from games designed by B.A. 4 students of Cologne Game Lab (Collaborative Projects, summer semester 2022)



Eco-games only make sense if they become 
technologies that can unite & empower 

communities.





Environmentally conscious students had been gaslit by teachers and family.

There is a fear of bringing critical ideas into the industry.

Students felt that the Playbook offered a believable way

to connect their concerns to industry approaches. 



They were looking for more connection to systemic aims. 

Formulating a path to systemic aims is difficult.

An honest engagement with sustainability requires a

critical look at capitalism.



Designing to empower action to connect to real communities and work 

towards systemic change.



Image credit: Edström, M. “North” (2021) 

Mika is the mind behind the graphic design of this 

presentation. Their amazing work can be found here: 

https://www.artstation.com/mikaedstrom

https://www.artstation.com/mikaedstrom


The IGDA Environmental Game Design Playbook 

Acosta, I. (2011, September 26). “Green desert” monoculture forests spreading in Africa and South America. The Guardian. https://www.theguardian.com/environment/2011/sep/26/monoculture-forests-

africa-south-america

Andersen, Robin (2013), The ‘Crying Indian,’ Corporations, and Environmentalism A Half Century of Struggle over Environmental Messaging. Routledge Companion to Advertising and Promotional Culture.

Böhm, S., Misoczky, M. C., & Moog, S. (2012). Greening Capitalism? A Marxist Critique of Carbon Markets. Organization Studies, 33(11), 1617–1638. https://doi.org/10.1177/0170840612463326

Ferreira, Jo-Anne (2019), ‘The limits of environmental educators’ fashioning of ‘individualized’ environmental citizens’, The Journal of Environmental Education, 50(4–6), 321–331.

Ferreira, Jo-Anne, Keliher, Vicky, and Blomfield, Jessica (2013), ‘Becoming a reflective environmental educator: Students’ insights on the benefits of reflective practice’, Reflective Practice, 14(3), 368–380.

Kent, J. (2009). Individualized responsibility and climate change:’If climate protection becomes everyone’s responsibility, does it end up being no-one’s?’. Cosmopolitan Civil Societies: An Interdisciplinary 

Journal, 1(3), 132–149.

Lerner, Sharon (2019), ‘How the Plastics Industry Is Fighting to Keep Polluting the World’, The Intercept. 20 July 2019, https://theintercept.com/2019/07/20/plastics-industry-plastic-recycling/

Retrieved April 8, 2022.

Maniates, M. F. (2001). Individualization: Plant a tree, buy a bike, save the world? Global Environmental Politics, 1(3), 31–52.

Sherman, D. J. (2013). Upsetting the Offset: The Political Economy of Carbon Markets. Social Movement Studies, 12(3), 354–355. https://doi.org/10.1080/14742837.2013.787766

Supran, G., & Oreskes, N. (2021). Rhetoric and frame analysis of ExxonMobil’s climate change communications. One Earth, 4(5), 696–719.

https://igda-website.s3.us-east-2.amazonaws.com/wp-content/uploads/2022/04/06100719/EnvironmentalGameDesignPlaybook_Alpha_Release_Adj.pdf
https://theintercept.com/2019/07/20/plastics-industry-plastic-recycling/

