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	Campo de texto 14: A Design Master’s project developed a sustainable, inclusive game for children with Down Syndrome, promoting environmental education through a Service-Learning approach.
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	Campo de texto 16: Social Justice: The project demonstrates how Service-Learning (ApS) fosters social justice and inclusive citizenship through an environmental game (SDGs 4, 10, 12).
Voices and Networks: Collaboration with CEA brought diverse perspectives, showing the value of community–academia networks.
Pedagogy of ApS: The game uses playful, human-centered strategies for inclusive, meaningful learning about waste separation.
Research and Institutionalization: Design Thinking links research, design, and community practice, embedding ApS in academic programs.
Impact and Evaluation: Testing showed strong learning (80% correct sorting) and engagement, demonstrating ApS impact.
	Campo de texto 17: Research Question: 
How can the game’s environmental content be made accessible and understandable for children with disabilities?

General Objectives: 
Create an accessible, inclusive game that teaches waste separation in a fun and engaging way. Promote environmental awareness and encourage active participation and collaboration among players. 
Specific Objectives
Develop a sustainable prototype using eco-friendly materials. Ensure visual appeal through effective illustrations. Incorporate tactile and visual interactions to support learning without relying on text. 
	Campo de texto 18: This project uses a mixed-methods approach, combining qualitative and quantitative research to understand user needs and environmental learning outcomes. The qualitative component examines behaviors and perceptions, while the quantitative component validates results. Design Thinking guides a human-centered, iterative process (Brown, 2009) through five stages: empathy, define, ideation, prototyping, and testing. This approach ensures the final product is accessible, engaging, and sustainable, aligning with the SDGs by integrating inclusive design, environmental  Research Question: 
How can the game’s environmental content be made accessible and understandable for children with disabilities?
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	Campo de texto 19: Main results and contributions to Service-Learning and the SDGs 
This project demonstrated the effectiveness of Inclusive Design and educational games as a Service-Learning approach that responds to real community needs. The game contributes to the SDGs, particularly SDG 4 (Quality Education), SDG 10 (Reduced Inequalities), and SDG 12 (Responsible Consumption and Production), by promoting inclusive environmental education.
The Design Thinking process resulted in an accessible and sustainable prototype. User testing showed positive outcomes, with 80% of the children correctly sorting waste after the first interaction, and the CEA recognized the game as a valuable educational resource.
	Campo de texto 20: This study demonstrates that Inclusive and Sustainable Design, combined with educational games within a Service-Learning (ApS) framework, effectively promotes environmental awareness and social inclusion. By addressing real community needs and engaging children with Down Syndrome, the project aligns with SDGs 4, 10, and 12, bridging academic learning with practical social impact. The game’s playful, hands-on approach highlights the value of human-centered design, supporting cognitive development, active participation, and social skills. Despite a small sample and logistical constraints, the results indicate strong potential for broader implementation, including digital versions and testing with diverse populations to enhance accessibility and long-term impact.
	Campo de texto 21: This study demonstrates the potential of Inclusive and Sustainable Design to promote social inclusion and environmental awareness in educational contexts. Despite limitations related to sample size and logistical constraints, the project shows strong potential for further development through broader testing, expansion to other populations, and digital adaptation. It contributes to Service-Learning practices and supports the Sustainable Development Goals, those related to quality education, inclusion, responsible consumption.
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