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Climate Strategy
The graph on the right shows 
typical scope 1-3 emissions of  
Starbucks (FY 2017)
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What are indirect 
emissions?

96%



Most of the greenhouse gas 
emissions come from milk 
and other dairy products.
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Player’s Colour

11 Lv1 Processes that 
match the Player’s 
Colour



1. Connecting Routes

2. Matching Stage Colour

3. Matching Shape of End Nodes
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Processes: e.g., Farming, 
Oil extraction, … 
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Climate Change

Eutrophication

Toxicity



Life Cycle Assessment 
helps to systematically 
quantify a product’s total

• resource use &

• emissions (waste) to 
the environment.

Carbon footprint
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Turn End

If the Future Deck is empty,
the game ends immediately.

Every player adds up the 3 types of Impacts
of their Life Cycle and compare.

Final Scoring:  Player with the least Impact per       
track gains 1 Victory Point.





 Conversion of Game outcomes into actual data 

 student groups explore effectiveness of strategies to 
reduce environmental impacts and pitch their strategies





Opportunities/ Advantages
• Game concept applicable to a wide range of subjects and settings 

(engineering, green finance, circular economy) 
• Game design in phases

• allows for flexible use (workshops, regular classes, 45min – 3 hours)
• good mix of gaming and debriefing (after phase 1, after phase 2)

• Strong class engagement and interest  (70% of students found the game fascinating, n=56)

• Sparks interest beyond class (80% of students found the game content useful, 50% wanted to learn more about the topic, n=56)

Challenges
• Resource intensive (man-power, training facilitators/colleagues, maintaining games) 



Ways to addressChallengesEffectiveness
Target 

Audience

• Spend time building up 'story'• Provide suitable context
• Offers variety in learning tools for different 

learners in class
• Use with 15+ years for richer discussions
• Applicable in illustrating concepts in 

General Science/ Geography/ 
Biology/Chemistry subjects

High School 
Students

• Prepare guiding questions for small 
group discussions 

• Design worksheets with Q&A to 
highlight terminology and basic 
concepts

• Ensure achievement of 
student learning 
outcomes

• Run game with additional facilitators• Big class size

• Demonstrate player actions
• Allow paired work

• Less familiar with play or 
cannot remember all rules

• Fun and educational team bonding activity
• Relevant for discussing product design, 

supply chain and stakeholder engagement 
issues

Adults



• Design learning first, then mechanics

• Fewer but clearer key learnings

• Embed more simple messages

• Learnings align with player's intrinsic behaviours

• Curate "Learning from Failures"

• Respect & Leverage on existing Game Standards

• Minimize Rules, then Maximize Options

• Design "Onboarding Experience"

• A "Good Serious Game" must be a "Good Game" first



• "Primary Rules"   over "Secondary Rules”

• "Demonstration" over "Description"

• "Actions"  over "Strategies"

• "Game first, Learn later"  over "Game and Learn together"

• "Rationale" over "Outcome"

• Learn through Addressing the Limits

• Game the "game"
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