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SEE THE SYSTEM 

Overview 

Duration: 45 – 60 minutes 

Description: A card game where teams of players compete to identify how people, 

places, and things in their community fit into systems. This is followed by a brainstorm 

session to start to map out what people, places, and things are important in your 

community. 

Real World Goals: 

• Understand how “people, places and things” (resources) fit into systems. 

• Explore complexity and understand how different systems interact and 

depend on one another. 

• Understand that climate change will impact a range of systems. 

 

Parts of Session 4 
  

Activity 1 This activity is a game in which players explore how people, places 

and things fit into systems 

 

Activity 2 This activity is a brainstorm session to identify important people, 

places and things in your community 

 

Debrief This section gives you important information that you should go 

through directly after finishing the activities 

 

Materials 1. Printed Resource Cards, see resources 

2. Printed System Cards, see resources 

3. Printed Blank Resource Cards, see resources 

4. 7 large areas to list information. This could be a chalkboard or 

large pieces of paper 

5. Pens, pencils or markers for all youth 

  Preparation

  1. Prepare all the materials and familiarise yourself with this session. 
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Activity 1 
Introduction 

 

“In the sessions so far we have looked at the greenhouse effect, leading to global 

warming, leading to climate change and affecting extreme weather and hazards 

across the world. We then looked at which hazards impact your community the 

most. The end objective of these sessions is to come up with actions we can take to 

reduce the impacts of these hazards in your community and deal with climate 

change. However, communities are often more complex than we initially think. 

Communities have many different resources that have different roles for different 

groups of people. At the same time roles can cut across different resources, 

showing many interlinkages and connections in a community. This can be called 

complexity. In this session, we will play a game to explore complexity in an example 

community.” 

 

Set Up 

1. Divide players into teams with 4 or 5 players. Each game should have between 

3 - 6 teams playing. 

2. Each team gets a set of three Systems Cards. 

A. Two “Regular” cards. 

B. One “Double points” card. 

C. NOTE: Unless you are playing the advanced version of this game (see 

Advanced Version below) make sure that you remove the “Stop Others 

From Scoring” cards. 

 
Remove unless 

playing advanced 

version 
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Explaining Systems 

1. Have each team come up with a team name and write it on the front of all their 

cards (the side that says Systems). 

 

 
2. Use the garden card as your example. Ask players what are the benefits or roles 

of a garden for a community. Do the same for the mobile phone card. 

3. Explain that we have identified 5 categories to talk about the benefits or the roles 

of the cards. 

4. Go through each of the 5 categories. Read them out and provide an example for 

each category. 

A. People: Do people become smarter, more mobile, or healthier because 

of this? 

B. Social: Is this a group, organisation, or person that helps your community? 

Or does this help people interact with each other? 

C. Structure: Is this a man-made landscape or construction? 

D. Nature: Is this part of the natural environment? 

E. Livelihood: Does this provide money, income, food or jobs? 

5. Looking at the garden card, we see that bubbles for Structure, Nature, and 

Livelihood are filled in. This is because we think garden fits into those systems. 

Explain to the group how, referring to the definitions. 

A. Structure: a garden is a man-made landscape. 

B. Nature: vegetables and fruit are all natural (not man-made) elements. 

C. Livelihood: a garden could provide food, e.g. if you plant your own 

tomatoes. 
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6. Ask if there are any questions. 

7. Explain that on these cards not all bubbles are filled in that need to be. 

8. Ask the group if they think People and/or Social should be filled in on the back 

of the garden card. If yes, have them make an argument of why. If no, ask if a 

garden improves people’s health. If someone has a good reason why gardens 

improve peoples’ health, you could also select “People.” 

9. Show that the systems on the backs of the Resource Cards are the same as on 

the backs of the System cards. 
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Explaining How to Play 

1. Place the three following Resource Cards picture side up for everyone to see. 

 

2. Have the teams take one of the “Regular” System Cards. 
 

3. Give teams a few minutes to do the following: 

A. As a team, pick one of the three cards that are laid out (e.g. Agricultural 

Fields, Boat, or Factory). 

B. As a team, think about whether this card fits into People, Social, Structure, 

Nature, and/or Livelihood. 

C. If you think that the card fits into a system, fill in the system bubble on the 

Regular Card. 
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4. Teams will all send 1 player to place their example card face down on the card of 

their choice. 

 

5. Show how scoring will work in the game: 

A. Flip the cards over. 

B. For each correct bubble filled in a team earns 1 point. 

C. If a team has an incorrect bubble filled in then they can argue for why that 

card fits. 

D. If a team cannot argue why their bubble fits they do not get any points. 

E. See examples below. 
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EXAMPLE 1: 

Team Apples played on Factory. They filled in Social, Structure, and Livelihood. 

Factory has Social, Structure, and Livelihood. Team apples would receive 3 points. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

EXAMPLE 2: 

Team Bananas played on Boat. They filled in Structure and Livelihood. Boat has 

People, Structure, and Livelihood filled in. Team Bananas would receive 2 points. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

EXAMPLE 3: 

Team Oranges played on Agricultural Fields. They filled in People, Structure, Nature, 

and Livelihood. Agricultural Fields only has Structure, Nature, and Livelihood filled 

in. Team Oranges now must argue why Agricultural Fields fits into People
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Team Oranges says, “Agricultural Fields give our community nutritious food, which 

makes people healthier.” 

The facilitator judges that it is a valid argument. Team Oranges would receive 4 points. 
 

EXAMPLE 4: 

Team Mangoes played on Agricultural Fields. They filled in People, Social, Structure, 

Nature, and Livelihood. Agricultural Fields only has Structure, Nature, and Livelihood 

filled in. Team Mangoes now must argue why Agricultural Fields fits into People and 

Social. They build on Team Oranges argument that food makes people healthy and 

the facilitator likes their answer for People. However, they cannot come up with a 

good argument for Social. Team Mangoes would receive 0 points. 
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Explaining Other Rules 

Make sure to go through the example round before explaining these. 

 
1. The game lasts for 3 rounds. The round you just did as an example 

counts as the first round. 

2. Once a card is played, the facilitator will keep that card. 

3. Teams can play any of their available cards that they want to. 

4. Double Points will give the team double points if they are correct. 

 

Advanced Version 

1. If you feel comfortable facilitating this game you can add the card 

“Stop Others From Scoring.” 

2. If you use this card play 4 rounds instead of 3. Teams will use each 

card one time (e.g. Regular, Regular, Double Points, Stop Others 

From Scoring). 

3. Stop Others From Scoring keeps other teams that played on the 

same card as your team from scoring. This only affects teams that 

play on the same card (e.g. Agricultural Fields in the examples 

above). 

A. Stop Others From Scoring gives the team that plays the card points. 

B. Stop Others From Scoring only stops others if the team that 

played it earns points from it. 

C. If two teams play Stop Others From Scoring on the same 

card and both are correct with their systems selection, then 

no one scores any points on that card. 
 

 

 

 

Activity 2 

Preparation 

1. You will need one Blank Resource Card for each student. 

2. You will need one pen for each student. 

3. You will need large pieces of paper or chalk boards or something 

else to write on (e.g. chalk on concrete). 
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Set Up 

1. Break the students into 7 groups. 

2. Set up 7 large areas to write (either paper or chalk). 

3. Title each area as follows: 

A. Organisations 

a. Example: Local Village Council or City Council 

B. Jobs / Work 

a. Example: Farmer, Teacher 

C. Structures 

a. Example: Road, Bridge 

D. Mobility / Communication 

a. Example: Bicycle, Cell Tower 

E. Knowledge 

a. Example: School 

F. Health 

a. Example:  Clinic, Doctor 

G. Nature 

a. Example: Trees, River 

 

Listing Session 

1. Go through each title and example. 

2. Have each group start at a different title. 

3. Each group will have 1-2 minutes to write down people, places, and things in 

THEIR community that they think fit into that category. 

4. After 1-2 minutes, yell “ROTATE”. Groups will rotate clockwise to the next category 

where they will read what is listed and add to it. 

5. Continue until all groups have gone to each category once (six rotations). 

Each group takes the paper for their category and lays them out on the floor, to create 

a line of the seven categories.  

 

Ranking Session 

1. Students will no longer work as groups. 

2. Give everyone a pen. 

3. Students will have 5-10 minutes to do the following: 

A. Each student gets to place tick marks (√√√) next to what they think is 

most important on the lists. 

B. They can place 3 tick marks and no more across all the resources. 
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C. They can place them however they want, including: 

a. If they think a resource is very important they could give it 3 marks. 

b. They could give 1 mark to 3 different resources. 

c. They could give 1 mark to 1 resource and 2 marks to another 

resource. 

 

Example Lists 

Here are some pictures of example lists. 
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List to Resource Card Session 

1. Give each student a Blank Resource Card. 

2. Have students write their name on the card (both sides). 

3. Make sure each student has a pen. 

4. Students will now choose one person/place/thing from the lists for their card by 

doing the following: 

A. Students can pick anything that has a check mark next to it. 

B. Once they pick something they will cross it out and write its name on 

their card. 

C. If something is already crossed out they cannot choose it. 

5. Students will now draw what they chose on the front of the card. On the back 

they should fill in the bubbles for the systems that it belongs to. This step could 

be done at home if the students will bring the cards back. 
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Debrief 
1. Ask the youth to discuss the following questions with their neighbour (in pairs). 

After each question, ask a few groups for examples to share with everyone. 

A. What did you learn in this game about resources in a community? 

B. What was your strategy in this game? 

2. Session 4 closing: 

A. Congratulations, we have completed Session 4 of Y-adapt! 

B. We have seen how important people, places and things in a community can 

be in many systems and that they are linked. Changes in one can cause 

changes in the other. For example: if a garden is flooded, imagine that not 

only the structure (like fence) or nature (plants) are impacted, but also 

people may have less food to eat (livelihood). If the flood also affects other 

ways of getting food (field, livestock), this can be a big problem. 

C. These linkages are also important when you design your Adaptation at 

the end to deal with the impacts of extreme weather in your community. 

It is important to think about how one action will influence other systems 

in your community. 

D. In our next session, we will play a game with the resource cards you have 

created. In the game, you’ll think about how your resources are 

vulnerable to extreme weather and hazards in your community and how 

you can act to reduce the impacts. Let’s see if you are ready to deal with 

the hazards! 
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