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Designing a board game simulating climate change

that results in ecological disasters “Ecoshock”
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Abstract

Learning geography through board games is an approach that can stimulate interest
and promote participatory learning. It helps learners understand geography content through
playing games. This research focuses on designing and developing board games for learning
geography. The content of the game will cover important issues such as climate change
affecting the ecosystem, planning for land use, and approaches to solving environmental
problems. The game design process will use the concept of learner-centered design and
game mechanics to create learning experiences that stimulate analytical thinking, problem-
solving skills, and creativity development.

The research process consists of studying related theories, analyzing examples of
successful board games, and developing game prototypes to test them with target groups.
Data will be collected and the effectiveness of the games will be evaluated through tests
and observation of player behavior. The results of this research are expected to lead to
guidelines for designing board games that can be used as an effective learning tool in
geography subjects both inside and outside the classroom. In addition, it will help learners
integrate geography knowledge with real-life situations through a learning process that
combines fun and knowledge, which is an important approach for developing

entertainment-based education.
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