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------------------------------------------------------  Abstract  ------------------------------------------------------ 
The ecological footprint is a measure of human appropriation of natural resources, and is defined as the area of land (and water) that would be required to sustain indefinitely a human population defined in terms of providing all energy/material resources consumed and absorbing all waste discharged. Learning this issue helps students understand their impact on the planet and how to behave for sustainability. To make it fun and easy to learn for the elementary level, a board game was introduced as a learning tool. It was a life size board game which every student in the classroom could participate and worked in team. Because the more nature we use, the larger footprints we generate, so the goal of this game was to minimize the number of footprints within the limited time. The players walked around a square board made up of 36 tiles which consisted of instruction tiles, behaviour tiles, and question tiles. Each behaviour tiles stated most student behaviours in daily life, whether positive or negative for the environment. The positive behaviours decreased the number of footprints while the negative behaviours increased the number of footprints. At the question tile, the team needed to answer question about sustainable resource utilization. Correct answers reduced the number of footprints but wrong answers increased them. The winner was the team that reached zero footprint first, or the team with the fewest footprints when time ran out. In addition to knowledge of ecological footprint and sustainable resource utilization, this activity raised students’ awareness of their own behaviours that affect natural resources and the environment. Playing this board game also practiced listening, critical thinking, numeracy, and interpersonal skills. Currently, this board game is modified into a digital version. This can be used as a formative assessment either from live race in the classroom or a homework assignment.
