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‘All the instances of scientific development and 
practice . . . are as much embedded in politics and 
cultures as they are creations of the researchers, 

practitioners, and industries.’  

Earth-Society Systems Research Group



Common Pool Resources Come into Conflict
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Sustaining a Planet and Education
How can 

science-based gaming 

teach people about natural systems?



Curricula and Standards Aligned Design
for Sustainability Science

Skills based career path through digital media
Connecting Real World Data into the Game

Interactive 3D Tangibles



Remote places on Earth

There are many remote places on Earth 

that are difficult to visit. 

Gaming offers an avenue to begin to 

know and understand some of these 

Extreme Environments.
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meaning

Uncertainty 
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Knowledge Centered on a Case Study

Science - Biophysical

Field observations of 
geyser basin temp, 
geochemical/microbial 
sampling
Satellite data



Creating an Immersive 
Environment

The game environment 

is based on 

satellite data

1) The team downloads the data 

(NASA)

2) Imports it into a game engine 

platform (Unity)

3) Colorizes and Shades the surface 

from photos and Landsat imagery



Now we have a Playground!



From Concept to Character

https://youtu.be/KlSrg5tpuQ8

http://youtube.com/v/KlSrg5tpuQ8
http://youtube.com/v/KlSrg5tpuQ8


Characters and Stories



Native Species and Relationship to Resources

http://youtube.com/v/h19V_kTS-BU
http://youtube.com/v/h19V_kTS-BU


Educational facets of Socio-technical Environments



Educational facets of Socio-technical Environments

Pedagogical Objectives
Domain Simulation
Tangibles with NFC tags



Connecting back to Community

• Capture objects with 
scientific and cultural 
relevance

• Develop training for craft and 
technology skills

• Design culturally relevant 
products



Thank You!
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