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This book explores the use of board games as tools for understanding
and managing agricultural and landscape challenges. It delves into the
design, implementation, and evaluation of such games, emphasizing
their role in education, collaboration, and real-world application. The
book covers the theoretical underpinnings of game-based learning, the
complexities of agricultural activities, and the integration of social and
spatial dynamics. It is intended for educators, researchers, and
practitioners interested in innovative methods for addressing
agricultural and environmental issues. The authors aim to provide a
comprehensive guide to creating and utilizing board games for
educational and strategic purposes.



