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Like Monopoly, SALT is a simple board game with dice and tokens.
The board folds up into a small box containing the cards and tokens.
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The game simulates real life household financial situations and scenarios in the
context of climate events and change.
For example, getting or losing a job, the consequences of a poor growing season –
and how saving empowers people by getting out of debt and beginning to take
control of their lives.
The consequences of climate-smart and climate-responsive behaviour are illustrated.
Participants learn how through investing their savings in being climate smart
or climate responsive ways, they can improve their livelihoods.
For example:
• How savings can be used to acquire a solar water geyser and so save electricity
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•
•

or simply provide hot water – saving money, improving
livelihood, and being climate smart.
How water harvesting can provide for domestic
agriculture and contribute to household income and/or a
better livelihood.
How savings can be used to purchase fodder and assist
survival through drought or disease

It is important to note that starting to save, to get out of debt, and to empower people to take control of their lives
starts with behavior change.
The SALT game integrates relevant and specific (e.g. arid Namakwa) climate issues into financial education and
makes the implications of being climate smart real, and also realizable.
Fundamentally, the purpose of the game is to encourage behavior change in respect of climate.
• Knowledge of climate issues as they are experienced in their specific context and situation
• Demonstrating that savings can be invested in in climate smart and climate responsive ways that will benefit
them materially and improve their livelihoods
• How by being proactive in responding to climate, savings group members can reap practical benefits (e.g. water
harvesting can improve agricultural yields, a solar geyser reduces crippling or unaffordable electricity bills,
provides benefits for irrigation, etc.)
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Making people aware of the climate crisis they are experiencing does not easily or automatically translate into
behavior change
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• Revisiting the game later in the financial education cycle will bring home the climate-savings link in a practical
way once people are beginning to experience the benefits of saving, getting out of debt, and are in a better
position (financially and educationally) to respond
• Adapt game for different climatic and social, cultural conditions – needs some further development e.g. –
different economic activities in Namakwa and KZN, different culture and priorities, different climatic conditions
and issues.
• Consider if the game can be made to occupy less time without truncating the learning experience. It can take an
hour or more – in addition is setup and explanation by facilitator = 2 hours.
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Being ‘educated’, aware, etc, does not automatically or easily translate into behavior change. There are many
competing priorities within a household.
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