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Transformation

(GREAT) in societal and cultural domains 

Website: www.GREATProject.GG
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World‘s Largest Survey on Climate Change (UN) 

Source: https://www.mission1point5learn.org/

• Largest Climate Change Survey – 
“People’s Climate Vote” – 50 
countries – half of world’s population 
– policies (world’s largest survey)

• Innovative way of gathering data
• Published UN Report (2021)
• “Games give us a global platform to 

engage, drive action and evidence 
progress, all supported by hard data” 
(Jude Ower).

• 64% of world’s population believed 
that climate change is global 
emergency. Analysis by Oxford Uni.

• Reach 3 million citizens
• 30s – 1 minute in game ads, QR codes 

advertised in public places
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Case Study 1 – UN - SMITE (400m players)
In-Game: 400k unique users at week 12-19 Feb, ~4000 completion
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UN Question Responses
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Partners  For context, Rovio’s 3 largest games will give us weekly reach of 10m+ players)
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