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Gaming for a Sustainable Planet
Why Games?
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Gaming Today 

● Huge industry - bigger than film and music combined globally! 
● Diverse  - it’s almost 50/50 male female (depending on 

platform, genre and game!)
● Inclusive - games know no borders and reach all corners of the 

planet (truly global)
● Engaging - the most engaging type of media on the planet 

commanding our attending and share of mind (average 8 
hours of gaming time per week)

● Low cost - mobile is dominating which means low barrier to 
entry to play for anyone, anywhere plus innovative business 
models such as Free to Play and ad funded models 

Credit: SYBO 
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21 Billion Hours

“We spend 3 billion hours per week playing games.  If we were 
to play 21 billion hours, we can start to solve some of the 

world’s biggest problems like climate change, obesity and 
poverty”

Jane McGonigal, Author “Reality is Broken”
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Playmob’s Green Gaming Efforts
Examples
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MISSION 1.5 & THE PEOPLE’S CLIMATE VOTE 

https://www.undp.org/publications/g20-peoples-climate-vote-2021
https://www.ipcc.ch/report/ar6/wg2/
https://www.undp.org/publications/peoples-climate-vote
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CLIMATE ACTION DESIRE

Green Game Jam 2022 Player Responses:

● 83% of respondents think that gaming can teach 
you something about the environment

● 52% of the respondents would like to see 
environmental content in games (only 8.7% said 
they wouldn’t)

● 67% think that the environmental crisis will 
impact them in their lifetime

● 53% of those that completed the survey followed 
a link for more info
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The GREAT Project
Games Realising Effective and Affective 

Transformation
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Why the GREAT Project?

● Climate Change is one of, if not THE, challenge the global community faces … 
● Governments globally need to engage with their citizens if changes are to occur … 
● Evidence indicates (and voting habits) that many younger citizens are disengaged from 

the political processes … 
● How do governments accurately gauge the priorities of their citizens if some are dis 

engaged ..
● Technology may offer (at least part) of the solution to this dilemma … (engagement and 

Priorities) 
● Digital Games engage audiences (globally) into the billions …



greatproject.gg

What is the GREAT Project?

● Research and innovation in the GREAT project will generate new knowledge of the actual and potential 
impact of games on European society and new understandings of the innovative uses of games to support 
the social engagement of citizens. 

● Leveraging the central role of games in contemporary culture, it combines academic studies and practical 
experimentation with novel applications of games. 

● Using collaborative design and citizen science methods, it brings together researchers with expertise in 
the areas of games, data analytics, and policy in an integrated investigation, articulated by case studies of 
the use of games in facilitating dialogue between citizens and policy stakeholders (policy makers, policy 
implementers, political parties, campaigning organisations and affected citizens). 

● The context for the research is the climate emergency, and each case study is a research cycle addressing 
a policy issue and research questions, with multiple pilots and quantitative and qualitative research 
activities. 

● An important aspect of the method is to place games in an authentic context, so that players are aware 
that their activities have real-world implications, and to close the loop by including interactions with policy 
stakeholders. 
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The GREAT Partners

● DIPF LEIBNIZ-INSTITUT FÜR BILDUNGSFORSCHUNG UND BDE Coordinator (Germany) 

● Playmob Limited (UK) 

● SERIOUS GAMES INTERACTIVE APS (Denmark) 

● ZENTRUM FUR SOZIALE INNOVATION GMBH (Austria) 

● UNIVERSIDAD INTERNACIONAL DE LA RIOJA SA (Spain) 

● FREDERICK UNIVERSITY FU (Cyprus) 

● The University of Bolton (UK) 

And global associated partners in South Africa, China …
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The GREAT Partners
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How will GREAT be Actioned?

Key Actions

Agile methods are applied to adapt games from existing platforms, for use as research tools: 

(a) short games deployed at scale in hit mobile games, generating quantitative data and reaching 3 million 
players, 

(b) longer collaborative games based around social dilemma with small groups generating in-depth qualitative 
data. research. 

Outcomes include publication of research findings in journal papers, a method for using games to rapidly 
obtain data and insight for policy stakeholders, technical resources and guidance for adoption, and 
implementation of the method.

GREAT started in Feb 2023 and completes in Jan 2026 - to get involved, details are on the final slide. 
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GREAT & Strand 3
Encourage, Improve and Facilitate ESD through ICT
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UNECE-ESD Strand 3 & Project GREAT
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Contact Us

Thank you for Your Time and Attention! 

Professor Paul A Hollins (University of Bolton), pah1@bolton.ac.uk, @Paulhollins

Jude Ower MBE (Playmob), jude@playmob.com, @playinthecloud 

Professor Daniel Burgos (UNIR), daniel.burgos@unir.net 

Web Site: greatproject.gg 

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do 
not necessarily reflect those of the European Union or [name of the granting authority]. Neither the European 
Union nor the granting authority can be held responsible for them.
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