Learning by playing?

The Environmental Office North (UBN) in the Hanseatic Grammar School (Hansa-Gymnasium)
Stralsund performed the plane game “triCO 2 lor” ( www.trico2lor.ch ). It wa part of the
co-operation with the Comenius schools network, led by the Hanseatic Grammar School.

25 secondary students and their teachers from Austria, France and Germany took part.

In general, plane games aim at active and constructive learning. The participants have to play
pre-defined roles in a pre-defined game arrangement, but they are free to act in their own
fashion. They, thus, simulate real life, and they can experience the impacts / consequences,
their actions would have in real life. These experiences are discussed / reflected afterwards,
under moderation of the trainee. This, hopefully, should lead to a deeper insight into real life
systems, and it should enable the participants to act in a more reflected and responsible fashion
in the future.

A very nice plan game is “Fishbanks” by Dennis Meadwos, where the participants simulate the
fishing industry as an example of the not sustainable use of renewable resources. UBN has
used Fishbanks many times with big success and has experienced, how powerful plane games
can be. (More information in German: www.umweltschulen.de/net/fishbanks.html )

In the special case, triCO2lor is a plan game on our energy consumption. The participants act
as consumers, which are purchasing energy. They can purchase fossil energy (including
nuclear energy), renewable energy, or they can improve energy efficiency and, thus, consume
less. For all that, they have to pay, and the winner is the player, who does so in the most
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economic way and, thus, has the most money at the end of the game.

This is not easy, because the prices for the different kinds of energy are changing during the
game, and because the actions of the participants influence each other. And of course, the
consumers decisions have environmental impacts (=emission of CO2 and, as a consequence,
global warming), which are calculated by computer.

It should be mentioned, that the participants in triCO2lor are divided in (e.g.) four groups. Each
group stands for one generation of human beings. The consumer decisions of one generation
will influence the next generation.
The plane game can make the students aware the environmental impacts of production and use
of energy, and it can stimulate them to consider their own role in the energy revolution.

UBN could experience, that the plane game triCO2lor “does work”, even under challenging
conditions (the participants came from three nations and had to communicate in a foreign
language + it was the first time for UBN to use this plane game). The students (and teachers)
acted very actively, and their feedback was positive.

As a consequence, UBN used triCO2lor another two times during the following months.

After a deeper reflection of the game, UBN draw the consequence, that triCO2lor is far away
from being an optimal plane game:
- The game system does not represent the real life system in an appropriate fashion: There
is a plan with an oval – like in a sports stadium. To represent the progressive consumption of
energy, the players put their coins at this oval (see picture). This is not a catchy metaphor /
picture, and this is really a crucial aspect, because many youngsters are not able to act at an
abstract level – they would need catchy metaphors.
- The environmental impacts have to be calculated at the platform www.trico2lor.ch . The
global warming is there illustrated at a coloured world map. This is not user friendly: The colours
do only represent the actual situation (not the development since the beginning of the game),
and it is impossible to display the whole website at a beamer (too big).
This problem was fixed by UBN, we created our own Excel-sheet, which is much better to
use than the website.
- In the reality, global warming will influence the human civilisation – and every human
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being – very strict. This is not represented in triCO2lor sufficiently.
As a consequence, UBN introduced occurrences/incidents into the game. At certain levels
of global warming, incidents occur, the participants are informed by incidents sheets – and they
are free to review their strategy as individuals, in their generation or as the whole community.
We introduced such incidents already at the second use of triCO2lor. In general, it works
well, because it leads to strong discussion between the participants and to a deeper reflection of
consumer strategies. But the incident sheets should be further improved.

UBN draw the general consequence, that it would be nice to have a strong plane game to rise
awareness on energy issues in educational projects. To achieve this goal, UBN will
- work on the further improvement of triCO2lor
and
- try to develop its own plane game (we already applied for funding, it shall be realized
2011-2012).

EGS partners or schools, who are interested, should contact us under buero@umweltschulen.
de
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