
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
Introduction 
 
Playing the standard version of Business on the Move typically takes one to two hours, 
depending on what level of the game is played. 
This ‘Express version’ was devised in order to give adults and young people alike a taste of the 
game within a short space of time embracing, nevertheless, the central idea of delivering 
goods from China to customers in the UK as quickly and as profitably as possible. 
 
The ‘Express version’ is particularly suitable for use in schools when there is restricted time 
and at exhibitions or similar ‘events’ for demonstration purposes. 
 
For readers already familiar with the standard game, the key difference is not using the Order 
cards. The assumption is every ‘Customer’ has placed one order and the player delivering to 
each one first gets paid! 
 
Players are invited to compete with one another and make the most profit they can………within 
the number of minutes you decide e.g. as few as 10-15 minutes if only 2 players or 20-30 
minutes if 3-4 players per game. 
They must aim to maximise the value of their deliveries by air, land and sea at the same time 
as minimising their carbon footprint. 
With time so short, players have to balance delivering lucrative long-distance orders with 
smaller but quicker deliveries nearer to base. 

   

 

 

 

 

 

 

 

Title ‘Express’ Version 
Key Stage(s) KS2, KS3, KS4 and KS5 

Subject(s) Literacy, Numeracy, English, Maths, 
Business Studies, PSHE and Enterprise 
education 

Objectives To introduce the idea of global supply 
chains 
To provide the ‘big picture’ of global 
logistics in a brief and interactive manner 
To start to make connections between 
different subjects and their relevance to 
the movement of goods around the world 

Duration 15-30 minutes 

In brief A fast version of the standard game that 
challenges players to be the quickest and 
most efficient to transport containers 
from China by air, land and sea  to their 
customers in the UK 



       How to play 
 

1. Have prepared for each player a Company base (valued at £100k), the A6 
Rules card, an Insurance card and £150k, a total starting value of £250k. 

2. Distribute the A4 ‘Instructions’ sheet to each player and briefly explain, pointing 
out the ‘Customers’ around the edge of the board and stressing that that only 
the first delivery to each will count: 

a. Start with an ‘Air & Sea’ turn ~ see the blue side of the A6 Rules card. 
b. Follow the 4 steps as shown. 
c. Once a player unloads one or more containers in the UK, they can switch 

to a ‘Rail & Road’ turn and follow the same 4 steps ~ see the green side 
of the A6 Rules card. 

d. When a player reaches a ‘Customer’, (s)he should unload the container 
and receive the sum shown in the ‘Instructions’. 
The empty truck is returned to the player’s Company base, ready to start 
its next delivery. 

e. Customers only accept one delivery each. 
3. Confirm the timings…..and start the clock! 
4. As the time draws to a close, advise and ensure players finish on equal turns. 
5. Use the ‘mini balance sheets’ to calculate closing company values and compare 

them to their start-up value of £250k ( difference = their profit). 
6. Use ‘Express Results’ list to create a summary of the results in a class or, at an 

event, the ‘Express Log’ may be more appropriate. 
 
 
What people say 

 

TEACHER 
“The game gives an unprecedented insight into how the world of global business works, how 

goods are transported and the costs involved, how many decisions have to be made, the 
environmental impact and how profit is the driving force. The game also develops pupils’ 
listening skills, decision making and a greater understanding of the need to persevere”. 

 
PUPILS 
“Good way to learn about business in the real world.  It was awesome ~ even though I lost. I 

learnt lots. It’s fun making deals. It’s like real life and makes you feel grown-up. It’s amazing! 
Epic! Mint! Cool! Fantabulous!” 

 
SUPPLY CHAIN STRATEGY MANAGER 
Business on the Move is a unique and fun way to engage with our local school communities 

and bring supply chain and logistics into the classroom in a way that can impact on so many 
areas of the curriculum. It develops commercial and problem solving skills while increasing 
awareness of the environmental impact caused by the movement of goods around the world. 

 

 
Business on the Move has been used very successfully by thousands of players, mostly young 
people aged 9-19, but also by university students, logisticians and HR professionals. It not only 
makes an ideal classroom resource to introduce young people to logistics, it works brilliantly as 
a novel addition to  training programmes within business for both new recruits and experienced 
logisticians. 

 
Some two thousand copies have been distributed free-of-charge into primary and secondary 
schools across the UK.  

 
 



Extension Exercises 
 
1. Play the full version of the Level One game 

2. Progress to higher level games depending on the learning needs of your group ~ 

different levels introduce minimising your carbon footprint, palletisation, business 

strategies, accounting and even reverse logistics! 

3. Choose from more than 50 learning activities, created and developed in 

partnership with  supply chain businesses and downloadable from the ‘Learning 

Zone’ of the Business on the Move website. These activities range across a wide 

variety of subjects and are very adaptable across different age groups. Some of them 

are brief and others can be the basis for a whole session. 

Organisations must have a minimum of 3 games to request a personal login to be 

able to gain full access to all these exercises 

 


