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A message of hope for the climate
It’s easy to get discouraged by the news surrounding climate change. We’re inundated with images of starving
polar bears and melting ice sheets. These problems are not only serious, they’re exponential: as the world
warms, its capacity to regulate our climate gets worse. But this is only one side of the story. There are so many
unique and surprising climate solutions out there, and this game will expose you to many of them while
challenging you to think deeply about them. The solutions to our climate crisis are also exponential! Not just the
technological solutions, but also the natural solutions and societal change.

Will the good or the bad exponentials win out in this dangerous race against time? In this game it’s up to you…
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It's a race against time to fight climate
change. You and your friends must work
together to reduce global emissions before
it's too late! As you strategically deploy
various climate solutions, you will be tested
on your knowledge and your ability to
prioritize. You will need to think critically
about each solution and discuss with your
teammates in order to avoid catastrophe.

Based on cutting-edge climate research
The solutions in this game are inspired by the ground-breaking
work of Paul Hawken, the co-founder of Project Drawdown and
founder of One Generation. Project Drawdown has developed a
framework of climate solutions, developed by a collaboration of
more than 200 scholars, scientists, policymakers, business leaders,
and activists. They have ranked 76 climate solutions based on how
much impact they can realistically have between 2020-2050, based
on technology trends, adoption trends, economics, carbon lifecycle
analysis, and more. For up-to-date information about Project
Drawdown, please visit www.drawdown.org/

(1) If you’re not playing with Advanced Rules, remove the Silver and Gold cards, and remove the Reward cards ‘Major
Breakthrough’ and ‘Rushed Science.’
(2) Shuffle the Solution cards and deal 3 to each player, blue side down. Stack the remaining Solution cards blue side
down near the game board. Note: The ‘answers’ to the cards are on the back, so don’t flip the cards over! If a
player accidentally sees the back of a card, shuffle it back into the deck and draw a new one.
(3) Shuffle and place all other decks face down near the game board. Leave room below the game board as the
playing area.

(4) Choose the difficulty level and place the Year and Temperature markers in their respective spots. The details of
each one are in the table below:2,3,4

Why these years?
Medium starts in 1990, when the IPCC released their
first climate change report.1 ‘What if we had listened
to climate scientists and taken immediate action?’
Hard starts in 2020 because this is the year
referenced in Project Drawdown’s research.

Player order
You can determine the starting player by playing
‘Coal, Solar, Wind’ (ok you caught us, it’s really
just rock, paper, scissors).

X-Hard: The world has failed to take decisive action
before 2030. Let’s not try this in real life!
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Every round of the game, global temperatures increase due to human activity. Players must propose climate
solutions to keep temperatures down. However, some solutions can have more impact, globally, than others! The
goal of the game is to inspire interesting conversations and critical thinking about climate solutions. The group will
debate which solutions can have the most global impact in reducing climate change. Your goal is to rank the
solutions in order from most to least impactful, according to Project Drawdown. After a lively discussion, flip the
cards to see if you were right. If you were, the next player has a dangerous decision to make: if they propose another
solution, they can further cool the planet, but they also run the risk of losing some of the progress of the round.

The Thermometer
(1) Your goal is to keep global temperatures at or below 1.5 ℃ by 2050.
(2) You lose the game if you let the global temperature rise above 2 ℃ by 2050 (it may rise
above this as long as you bring it down by 2050). Between (1) and (2) is a partial win.
(3) Danger Zones. If, at the start of any round, global temperatures are in a ‘danger
zone’ marked by the flaming dice, you must roll to see if you have triggered a Feedback
Loop. If the dice lands on a number indicated by the board for that zone, you must draw
a Feedback Loop card.
(4) If you reach the 5.0+ mark, you have broken the thermometer (see p. 8).

Why these numbers?
(1) & (2) The 2015 Paris Agreement’s central aim is to “strengthen the
global response to the threat of climate change by keeping global
temperature rise this century well below 2 ℃ above pre-industrial levels
and to pursue efforts to limit the temperature increase even further to
1.5 ℃.”5 However, many scientists estimate that an increase of 2 ℃
would be catastrophic.
(3) Danger Zones: As global temperature increases, it is more and more
likely that the Earth will experience climate feedback loops. Feedback
loops are dangerous events that trigger even more warming, contributing
to a vicious cycle.
(4) The 2015 Paris Agreement is a non-binding pledge between countries
to reduce emissions. It is estimated that even if countries meet their
current emissions reduction pledges, emissions will continue to grow and
peak by 2030, putting the world on a perilous path to 3-3.5 ℃.6
(5) Many estimates for the worst-case scenario for our fragile ecosystem
are around 5 ℃. However, some estimates go much higher.
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The Time Track
(1) Starting conditions for your difficulty level.
(2) On the blue spaces, you can now play 1 extra solution card for the
rest of the game.
(3) Pick up 1 Reward card at the beginning of this turn only.
(4) On the last turn you may play infinite solution cards. Good luck.
(5) Do not play a round for 2050. Temperature still increases.

Solution Card Details
(1) Solution Rank; 1 is the most impactful and 76 is the least impactful.
(2) The amount of CO2e that the solution can plausibly reduce between
2020-2050.7
(3) A bar graph that helps give a sense of the global scale of the
solution.8
(4) A short explanation about why the solution is ranked as it is.9
(5) Scan this QR code if you’re interested in learning more about the
solution.
(6) Some cards have hints on the front in italics.
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Round Steps
Note: these steps are summarized in the ‘Turn Summary’ cards.
All players must always have 3 solution cards in their hand.
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There are two ways the game can end:

1) Breaking the Global Temperature Thermometer
If, at any point during the game, the global temperature exceeds the top of the Thermometer, you have broken it.
The world will experience runaway climate change if you do not act quickly. Your group has one more round to bring
global temperature back down to the Catastrophic Limit (2.0 ℃). You must play the maximum number of cards
(determined by the difficulty level and year).
If successful, move the temperature marker to the Catastrophic Limit (2.0 degrees). You do not need to increase
temperature at the end of the year. Continue playing the next round as normal.
If unsuccessful, the world has experienced runaway climate change: you lose.
Note: If the global temperature exceeds the Thermometer by more than once space, simply treat it as one space. For
example, if you pick an Event card where you need to decide to do an action OR increase temperature, you can
increase temperature with no ill effects.

2) Surviving to the year 2050
Congratulations, you made it to the year 2050 without causing runaway climate change! However, the fate of millions
of lives and species depend on how well you survived.
If global temperature is at or below 1.5 ℃, you win! The lower you kept the global temperature, the better. Next
time, try and beat your “low score” or increase the difficulty level.
If global temperature is at or below the Catastrophic Limit (2.0 ℃), you have at least prevented widespread
ecosystem collapse. Take this as a consolation prize, but try and do better next time.
If global temperature is above the Catastrophic Limit (2.0 ℃), please try again once you have found a new planet
for humanity to live on.

As you progress through the game, we encourage you to make a map
of the solutions you’ve played near the board, if you have the room.
You can make two types of maps:
●

In ranked order. This can help give you perspective on the
solutions you’ve already played. (Left picture)

●

By turn. Each row in the map is of one turn that you played,
whether or not you got the order correct. (Right picture)

If you pick up an Event card that asks you to reshuffle the ‘discard
pile’ and you don’t want to lose your Solution Map, try this to pick your card: secretly roll the dice 2 times. The first roll
indicates the row of the map, and the second indicates the column. Choose the last row/column available.
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Short Mode is meant for classrooms with limited time, or to be played at social events as a “warm-up
game.” The only difference is that the number of turns is cut in half, so players will see far fewer
solutions cards.
Short mode takes approximately 30-45 minutes to play, however this varies depending on how long the
group takes to discuss solutions. A group that decides quickly may be able to finish in 20 minutes or less, while a
group that deliberates on every decision may take 60 minutes or more.

Tips & Prompts
●

Solutions are implemented between 2020-2050. If the solution is already widespread in 2020, then
there is little progress to be made.

●

The Drawdown solutions are modeled to be optimistic, but plausible. They will not be easy to
achieve, but it is possible without a herculean effort.

●

No major technological breakthroughs are needed. All solutions in the game use present-day (2020)
technology that improves conservatively over time.

●

Think globally! How would different regions use this solution?

●

Will the cost of the solution affect adoption?

●

Will population growth affect demand for the solution? Keep in mind that as global population
increases, so does demand for electricity, transportation, etc. Thus, adoption of a solution can
increase while still decreasing percentage-wise, relative to other solutions.

●

How might other solutions affect this one? For example, if better insulation is used, there might be
less demand for heating and cooling.

Example: the “Rooftop Solar” solution is not about how much impact would be made if every single person
had solar panels on their roofs. It is about how many people can realistically put solar panels on their
roofs, and how many emissions would this displace between 2020-2050.

Thank you for playing!
We hope that Solutions has inspired lively, thoughtful and hopeful conversations for you.
For questions, comments, or feedback, please email us at info@solutionsthegame.com
We invite you to sign up to our mailing list at www.solutionsthegame.com. This will notify you of the latest updates
about the game! Sharing this game with others could make a world of difference.

@solutionsthegame
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