Life Cycle Perception /LCP
A serious game

A serious game for LCA training and communication
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Board ST
LCP circular game board

Cards \

From the whole set of cards, participants

put the selected ones around the circular board

 >; M
Tokens :

Participants distribute tokens in fornt of each card to represent
its environmental impact (different colors of tokens reprensent

different types of impact)
’
Stickers i

Participants write potential corrective measures on sticky notes ' i
that they put in front of each stage | o

Feedback Disc

Face down during the game, the disc is returned at the end,
allowing participants to compare their answer with reality
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LCP steps and learnings (1/2)

3 steps
3 key learnings
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LCP steps and learnings (2/2)

Perception

10

Perception / Reality Comparison
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Communication Process

Model : Measure of the message type’s impact on attitude towards the Ad (Aad),
the attitude toward the brand (AB) and the purchase intention (PI)

. A Aad
Message type
Aftitude towards the Ad \

Y

Direct /'
LCA r[ Intentions ]
Based on \ /

Perceptions " AB
LCA+LCP Attitude towards the Brand
h y
Focus Group N=50 Online Survey N>700
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Marketing, training and more

Marketing
Focus Groups

Internal

Training

Same on...

Eco-design
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Different versions

LCP Online

- Online surveys

- Sensibilization games

Entrer le nom d'une étape du cycle de vie
lcamhon a

Pertinence des résultats :

- 90% de camion dans le théme Transport
-B0% de camion dans le théme Vahioule
- 5% de camion dans le thime Glace [

Evaluez I'mpact écologique relatif Qui doit agi'?l -
de cette étape du cycle de vie

Evaluez I'mpact écologique relatif Qui doit agir ?| -
de cette étape du cycle de vie -

Comment ?[otre texte 1o

LCP Board game

- Focus groups

- Internal Workshops

R wd

GoF SWweZ




Partners

eSleg ) Leg empatts ervannnementage 82 'laolan S base de |
e bilan environnementa apris ajout den donndes relaives & la cullare du char
2 sha de fabricaton des Isalants manuiacheis

Le jeu
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» Saint-Gobain " . ———— S s
* GDF Suez
 GEODIS...

Brands

* Danone
* Nestlé ...
Education
« ESCP

« HEC

* IFM...
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