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Yeou have the havt and| the curage to change
something. There are so many people in the wer(d,
wheo are afvaid oft change. They ave afvaid of the
futuve. They ave tending to give the wrong votes
to the wrong people. The wer|d is tota((y on five.
And we as artists, you, the creative veices have to
fight for the freedom of making art and cultuve,
that connects people and builds fruitful and
peacefu| velationships ... thats why we do
AMAZE. (Thorsten § MAZE/Berlin, 2026)



?43 a self-reflective community of independent game
developers and academics, we acknowledge that
man-made climate change is one of the biggest
challenges of our time. In every sector, we are forced
to question the status quo and examine our actions.
We are aware that the game industry is no exception
and should take responsibility for its global ecological
impact.

We believe in the transformative power of games to
contribute positively to the transition towards a
sustainable and socially responsible future. Our aim is
to inspire positive change through our games,
prompting players to reconsider their role in shaping
a more sustainable world.

Inspired by the optimistic vision of solarpunk, we
want to look into a hopeful future and discuss how
games might play a positive part in it.

Thevefore, we heveby commit ouvse|ves to the

following princip|es:
WORESHOP RESULT of
AMAZE BERLIN (10-05-20)




1 SUSTANABIITY FIRST

We want to integrate the principles of sustainability
into every stage of game development, from concept
to distribution. This includes reducing our carbon
footprint wherever possible, minimizing waste and
using resources responsibly.




2. SOGIAL BWPACT MATTERS

We recognize our responsibility to address social and
environmental issues through our games. We will
strive to create inclusive and diverse content that
promotes empathy, understanding, and positive
social change.



S GCOLLABORATE AND SHARE

We believe in the power of collaboration and
knowledge sharing. We will actively engage with
other developers, researchers, and organizations to
share best practices, tools, and resources for
sustainable game development.
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4. UMNIQUE RPAGT
POTENTIAL (D

Each game should define its own unique impact
potential, how it can potentially contribute to a
better, more sustainable world.

not isolating  tuivd space (alternative to of fline
not veplacing Haem)
connection to nature

I —————

modding / giving communities fools '\\\3

te express U/lemselves ‘ \ oOS

game design inline with the 17 sustainability goals

(1) A.Fayolle, GDC, 2023, https://www.youtube.com/watch?v=nEEzUijhbkc
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& STORVTELLING FOR ChHANGE

We will create stories that inspire hope and envision a
better future for all. Solarpunk instead of cyberpunk!

— - stovy(ine is solarpunk velated
diveC{' aPPVOdG‘/l —— (might be more he|pful to invoke
ac{ions)
stovy(ine is independent of solarpunk,
@sive GPPYOGO‘II but the word setting is solavpunk

You vather play a group
instead of asingle

chayacter

we stil( need

conficts




vespeck plavers needls

empowerment L agency

6. ENiPOWER PLAVERS
Our game mechanics will empower players to make

meaningful choices and connections, fostering
self-determined and humane play.

W
— minecraft with (imited resources
— ulopia genevator

(lilﬂe a character generator with u%opias)




encouvage col(ective actions

uncovey and criticize existing problematic systems

7. AGTIVIS:H THROUGHKH GQARENG

We will explore how games can drive real-life change,
encouraging players to take action in their
communities and beyond.

bleed into

How can games change behavior in real life?

playfulness show the system / issues

- ti°“plaqfica{ion
disrupting / changing rea| |ife behavior with
game design knowledge
have games point to @[ —campaigns

P  slhiow how te get in\/o(veo(, if you are in%eves%eo(
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8. TEChNOLOGY

We will investigate the use of technology that
enables sustainable play, including energy-efficient
design, renewable resources, and open and
innovative hardware solutions.
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discuss centralized vs. decentralized distribution
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W here do the materials for production come from?



9. DEVELOPMENT

We will examine how the production of games can
change to reduce environmental impact, promote
sustainability throughout the development process
and create a healthy work-life balance.

— shorter development cyc|es, in smaller teams

— veleasing games open source

Preserving fhe
Y / DEM-free options after sales eno( cUlturaf bevitage
Mq;?’/"/ rig, cGEE——— D{games

%‘7&:{: woud afse help whith archiving games

this can easily envisioned for indie—studios,

but it's hard to imagine the veal(y big guys

move to sustainable development (i{‘s against onvi{-).
[ believe the big companies either dissapeay or

need to be vequ|ated into sustainability.

indie vs. 444 ?



games shou(d improve

Hne quali{q of ‘ife, no{- H/le opposi{'e

10. CRITIGUE AND RIPROVE

We will critically assess the current state of game
design and the game industry, identifying areas for
improvement and advocating for positive change.

fight the
DARK PATTERNS

/

of game design



of games to build a better, more sustainable
future for all.

| Together, we can use the transformative power
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