
SYSTEMIC CHANGE
Playing your way towards Transformative change

TIPC LEARNING GAME INFOSHEET

OVERVIEW

Welcome! You are about to play Systemic change: a game for immersive learning 
experience. In this online game played using Miro, you will play the role of one of five 
“transition actors” who wants to change a socio-technical system, but also has other 

motivations. Collaborate to make transformative change happen.

WHAT ARE THE LEARNING GOALS  
OF SYSTEMIC CHANGE?

Familiarization with the concept 
of socio-technical system

Understanding the value 
of cooperation for making 

transformation happen

Reflecting on the role of 
negotiation and shared visions to 

make transformation happen

COMPONENTS 

•  �Link to Miro where you will play the game 
online

•  5 character-player cards

•  1 X-Curve main board

•  5 Green milestone cards

•  5 Red milestone cards

•  2 star-shaped pawns (green and red)

•  �3 landscape event cards (yellow)

•  �3 landscape shock cards (orange)

•  35 units of resource type: Money

•  35 units of resource type: Influence

•  35 units of resource type: Knowledge

•  3 storyline narratives

•  1 timer



1	 Place the star-shaped pawns on the board 
in spaces suggested in the picture below

2	 Place player cards and corresponding 
green milestone cards in each player zone

3	 Place red milestone cards in their 
corresponding spot on the board.  
 

4	 Place green milestones cards in their 
corresponding player zones. (See who 
holds each green card on the description 
of the cards)

5	 Allocate player roles randomly to each 
player.

6	 Allocate secret individual goal (There 
are 5 secret goals randomly allocated 
to 5 players via direct message in online 
set up; or player blindly picks a goal in 
boardgame set up)

7	 Allocate in the play zone all types 
of resources (money, influence, and 
knowledge) according to the number of 
units specified in each players’ card.

8	 Select one of the narratives provided and 
read the story to find out your team’s 
suggested milestone building sequence. 

9	 Start the timer and set it to 60min.  
Game on!

10	 Open the first landscape shock card.

HOW DO YOU WIN OR LOSE THE GAME?
It is a ‘semi-collaborative’ game where the 
five players need to work together and create 
effective change to a socio-technical system. 
You need to collaborate to make effective 
change, however you also have some secret 
goals to achieve. 

To win the game: The team needs to destroy 
the five red milestones and build the five 
green milestones. To do so,

•  �All players hold an initial milestone card and 
resources in their deck

•  �All players have special powers to use less 
resources when destroying and/or building 
specific milestones

•  �Any two of the five actors need to be able 
to achieve their secret goal

You lose the game if:

•  �One player runs out of one type of resources 
(e.g., The Researcher player has no more 
money left)

•  �All players are able to achieve their 
individual secret goal

•  �You run out of time

HOW TO SET UP THE GAME

INFRASTRUCTURE

Cost

Money: 	 5

Influence: 	 2

Knowledge: 	 3

SCIENCE AND 
TECHNOLOGY
Cost

Money: 	 2

Influence: 	 1

Knowledge: 	 5

Cost

Money: 	 1

Influence: 	 3

Knowledge: 	 2

POLICY MARKET

Cost

Money: 	 4

Influence: 	 3

Knowledge: 	 2

SOCIAL VALUES

Cost

Money: 	 2

Influence: 	 5

Knowledge: 	 2

INFRASTRUCTURE

Cost

Money: 	 5

Influence: 	 2

Knowledge: 	 3

SCIENCE AND 
TECHNOLOGY
Cost

Money: 	 2

Influence: 	 1

Knowledge: 	 5

POLICY

Cost

Money: 	 1

Influence: 	 3

Knowledge: 	 2 

MARKET

Cost

Money: 	 4

Influence: 	 3

Knowledge: 	 2

SOCIAL VALUES

Cost

Money: 	 2

Influence: 	 5

Knowledge: 	 2

ENGINEER

Starting resources

Money: 	 5

Influence: 	 2

Knowledge: 	 3

Description

Passionate that infrastructure is the answer to 
the system’s problems. Wants more investment 
on infrastructure.

Special power

Destroy the Infrastructure Milestone using one 
less resource.

Build the Infrastructure Milestone using one 
less resource if the red Science & Technology 
Milestone has already been destroyed.

Holds Infrastructure Green Milestone Card

INFRASTRUCTURE

Cost

Money: 	 5

Influence: 	 2

Knowledge: 	 3



HOW TO PLAY 
The first landscape shock card depicts a crisis 
that induces the need for transition. The team 
must discuss and decide whether they will 
follow the suggested sequencing order for 
building milestones. This decision depends 
on who is player 1 (who starts the game) and 
what cards and resources they have. 

On their turn, each player can take maximum 
of 2 actions. Considering the common team 

goal and the individual secret goal, each 
player has the following actions available: 

•  Build a green milestone 

•  Destroy a red milestone

•  �Get resources from other players

Maximum 2 units of any type of resource can 
be traded per action. These resources can 
come from the same or different players.

WHAT ARE THE RULES OF PLAYING THE GAME
•  �The cost of each milestone is written on 

each milestone card. To either build or 
destroy a milestone, your team needs 
to spend some resources. In the online 
game version, spending resources requires 
selecting and deleting them from the play 
zone.

•  �Green pawn moves one spot to the right 
when a player builds a green milestone

•  �Red pawn moves one spot to the right when 
a player destroys a red milestone

•  �Timing: 20min for first round, 15min for the 
next rounds. 

•  �Open a new landscape card after each 
round of the game. If you finished the round 
on time, open an event card, if not, then 
open a shock card.

•  �Open a shock card after three milestones 
are built or destroyed. A maximum of five 

times, a landscape shock or event may 
unexpectedly affect the game.

•  �Discounts: The team can get discounts 
on the cost of building milestones. Each 
discount reduces the cost of building by 
1 unit of any resource (the team/player 
decides which type of resource). These 
discounts can be accumulated to create 
double or triple discounts. You get a 
discount for building green milestone by:

    – �Using a player’s special power (check 
player’s card)

    – �Following the order suggested by the 
selected narrative (check narrative card)

    – �Destroying the red milestone before 
building the green one (e.g., destroying 
policy red milestone before building policy 
green milestone)

WHAT DO YOU REFLECT ON  
AFTER PLAYING THE GAME?

For the post-gaming discussion, we suggest 
the following guiding questions:

	 What were your ‘aha- moments’ 
while playing the game? (something 
surprising, a concept or idea that clicked 
in your mind)

	 What can you reflect about the story 
narrative and the suggested sequencing 
order?

	 How did landscape situations impact the 
process of systemic change?

	 How was the process of negotiation/
coordination among players?



ABOUT THE CREATORS

This game is funded by the University of Sussex Business School’s Engagement Facilitation Fund. It is 
one of the tools of the Resource Pack developed by the ‘Mobile Transformative Innovation Lab’ (MoTIL) 

of the Transformative Innovation Policy Consortium (TIPC). It aims to improve the understanding of 
key elements of socio-technical system change, strengthen capacity-building among practitioners, and 

improve transdisciplinary network building. All by sparking reflections and conversations via game-
based learning. To find out more information about other resources on Transformative Innovation, check 

the TIPC website at: https://www.tipconsortium.net/  and follow us on Twitter @TIPConsortium
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Negotiate, decide, act, and enjoy. 
Systemic change is in your hands!


