Appendix 1:
Questions for written reflections:
First Session: What were your first impressions and strategies? How did your understanding evolve?
Second Session: How did your strategies change? What insights did you gain into the game mechanics?
Third Session: How did your approach differ from previous sessions? What challenges or surprises occurred?

Focus group discussion questions:
What struck you about the game?
What were your first impressions?
Did something specific from the game stand out?
Does this remind you of any personal experiences?
How could the game be useful for educational purposes?



Tipping point game instructions
Overview
In tipping point, players find themselves on an island made up of 36 hexagons, each covered
With trees. The goal is to score as many points as possible within 6 turns by building houses. If
The island is completely filled before 6 turns are up, all players lose the game. Houses produce
Waste, creating a challenge to manage both construction and waste management effectively.
Game components
● resource tokens: two types (resource 1 and resource 3, where resource 3 equals three resource 1 tokens).
● houses: two sizes (small and large).
● waste tokens: represented by red dustbin icons.
Starting the game
● each player begins with two random resources by picking from a sack. 
● the only way to gain new resources is through the action of constructing. When you
Construct a house, the number of houses it touches determines how many resources you
Will get. If your new house touches one house, you gain one extra resource. If it
Touches two houses, you get two extra resources. If you don’t have resources, you lose the game.
● the game is played over three phases: action phase, biodegrade phase, and waste phase.
Phases of the game
1. Action phase (you can only choose one action per round):
(a) construct a house:
● place either a small or a large house on any space on the board.
● choose a space adjacent to the house and choose the adequate resources to be
Allocated next to it:
● small house: requires one resource 1 token.
● large house: requires two resource 1 tokens or one resource 3 token.
○ points:
■ small house = 1 point.
■ large house = 2 points.
(b) renovate a house:
● only large houses can be renovated into small houses. Stack a small house on top of a
Large house showing that it has been renovated to a smaller one.
● costs 1 resource token.
● effects of renovation
○ reduces waste production by 1 waste token as large houses produce 2 waste
Tokens every round.
○ frees up 1 resource token on the board.
■ earn 1 point for each renovation.
(c) remove waste manually:
● for every three resources (r3) a player has, they can remove one waste token from the
Board.
● earn 1 point for each waste token removed. (possibility of removing multiple waste tokens manually provided you have enough resource tokens to do this).
2. Biodegrade phase:
● for every two unoccupied forest hexagons, one waste token is removed from the board.
● players must count the remaining green spaces, divide by two, and remove that many
Waste tokens. (this phase will not happen in the first round because there won’t be waste yet for the board to remove)
3. Waste phase:
● waste is generated by each house at the end of each turn:
○ small house = 1 waste token.
○ large house = 2 waste tokens.
● players must add the appropriate waste tokens to the board by clicking on where they wish to place the waste (waste can be moved by the players as well).
Ending the game
The game concludes after 6 turns or when the island is completely built upon, whichever comes
First. If the board is filled before 6 turns, all players lose. Otherwise, the player with the highest score wins.

