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Discussion
My projects focuses on informing the general 
public on effective Lyme disease prevention 
measures. Due to my personal experience 
accessing science, I wanted to create a 
simple game that could be understood at any 
level of education. Several instruction cards 
were made to be distributed to all players to 
ensure rules were easy to reference. A token 
system was used to pay for different 
prevention measures. To win, players would 
have to have the least amount of ticks at the 
end of the game. However, there was an 
option to “invest” in research for a vaccine, 
which would result in all players winning.

Activities
My project centered around 
informing people on prevention 
against Lyme disease. The course 
was spent investigating the impact 
that societal structures have on 
access to science and how to make 
it more accessible for different 
levels of education. Given that 
these types of diseases are heavily 
influenced by climate change, I felt 
it was important to create a way to 
distribute information about Lyme 
disease in an interesting and 
engaging way. 

Image of me testing the game in its early phases. It is based off 
of a board game called Parks. I tested it with several of my 

friends that are well versed in board games to ensure the 
mechanics worked properly.

Impact
The work that I have done with my project 
aims to distribute information in a simple 
format, particularly because of the primary 
stakeholder. I focused on educating those 
that played my game on three types of 
protection: personal, chemical, and 
environmental. The aforementioned 
prevention measures were all temporary 
solutions, running out after a certain amount
of rounds. The group win condition of 
developing a vaccine was only available by 
more than one player contributing to the 
solution, similar to how vaccine 
development requires work from a variety of 
people.

Introduction
During first semester of my 
sophomore year, I participated in 
CPSS220 The Future of 
Communicating Science. The goal 
of this class was to create a game 
that could be used to distribute 
science to a variety of audiences. As 
a Public Health Science major in the 
SGC program, I wanted to focus my 
project on a subject relevant to both 
fields. I decided on Lyme disease as 
I am interested in vector borne 
disease and plan on obtaining an 
MPH in epidemiology after 
graduation.

Final Thoughts
Throughout my entire project, I gained 

insight into how a variety of identities 

can shape a person’s perception of 

science. Given the Appalachian region 

experiences the highest amount of 

Lyme cases, it was important to me to 

present information in a simplified 

way. Appalachia is a region that 

struggles with having high-quality 

education facilities. I hope in my 

upcoming career I can make the 

information I produce as accessible as 

possible.
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An image that depicts the cycle of transmission for Lyme disease produced by the Patient Zero 
Podcast (https://www.patientzeropodcast.com/podcast-episodes/episode-3).

A map that displays the distribution of Lyme disease cases in 2023 produced by the CDC.  Most 
appear in the Northeastern part of the US and upper Appalachian region 

(https://www.cdc.gov/lyme/data-research/facts-stats/lyme-disease-case-map.html).


