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A picture is worth 
a thousand words;
a game is worth a 
thousand pictures
D. Duke
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Target audience

Image sources: From left to right, www.bbc.com, gestagro360.com.br and www.wsgamecompany.com
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My roles
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Content

Background Process Assessment
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BACKGROUND
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Context
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UN SDG Goals

Image sources: https://www.un.org/sustainabledevelopment/news/communications-material/



12 Context

Subject-matter experts

Image sources: www.ellenmacarthurfoundation.org, www.oneplanetnetwork.org, www.fao.org



13 Context

Sustainability
It relates to finding some sort 
of steady state so that Earth 
(...) can support the human 
population and economic 
growth without ultimately 
threatening the health of 
humans, animals, and plants 
(Portney, 2013).
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Food wastage

Source: Food and Agriculture Organization of the United Nations, 2013. Food wastage footprint & Climate Change. 
Published online at fao.org. Retrieved from ‘http://www.fao.org/3/a-bb144e.pdf’ [Online Resource]



15 Context

Societal costs

Source: Ellen MacArthur Foundation, 2019. Cities and Circular Economy for Food.
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Circular economy for food

Source: Ellen MacArthur Foundation, 2019. Cities and Circular Economy for Food.
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Psychological barriers
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Frameworks & methods
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Multi-framework
The research and pre-production 
stages were developed using the 
Transformational Framework
by Sabrina Culyba, as well as the 
Triadic Game Design by Casper 
Harteveld.
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Model of reality



23 Frameworks & theory

User research

Images collected by interviewees using Pinterest.
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ZMET Metaphor Elicitation

Images collected by interviewees using Pinterest.
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Game references
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Gameplay rhetoric



Source: www.commonsense.org Universal Paperclips economy system Source: www.gamewatcher.com

Simulation 
games

Incremental 
games

Tactical 
games



Civilization V A Dark Room Once Upon a Tile

Strategy 
games

Role-playing 
games

Games for 
sustainability
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PROCESS
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Preproduction



artsandculture.google.com www.scandinaviastandard.com
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Visual & level design
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Visual style iterations
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Color system
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Level design iterations
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Iconography & UI
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Logo & naming
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Gameplay design
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Programming diagrams



49 Gameplay design

Cataclysm system



50 Gameplay design

Balancing strategy



51 Gameplay design

Machinations
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SUBSYST Simulator
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ASSESSMENT
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Questionnaires
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Procedure
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Improvement point
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Conclusion & learnings
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Frameworks

Learning 
moments

Iteration
Gameplay
& rhetoric

Knowledge:
Notions



Thank you for
your attention

Alexis Emmanuel Lozano Angulo
aelozanoa@gmail.com
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