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Gamifying The Opium Trade 



The long History of 
Gamifying The Opium Trade 

A Rip-roarin’ game 
of Mercantile Fun

Anti-Drug PSA

“A Game of Brutal Economics”



Why Make this a game?
It’s all just fun and games, right?

• Games Are Fun!
o Students More likely to engage
o Immersive experience

• Games can teach!
o Mechanics with a Message
o Interactive
o “Serious Games”



Meaning in the Mechanics

• What do you want students to better understand 
after playing?

• How do you shape the way you play the game to 
meet that goal?



Creating Poppies, Power & 
Profit: The Game

Goals: 
• Showcase the Global Nature of the Opium Trade
• Highlight the Key Individuals & Organizations engaged in the trade
• Highlight the goods involved in the China Trade
• Encourage better understanding of the economic incentives for the trade and its 

effects





Creating Poppies, Power & 
Profit: The Game

Basic Role Cards



Creating Poppies, Power & 
Profit: The Game

The Exchange 
Cards



Creating Poppies, Power & 
Profit: The Game

The Trade Goods



Creating Poppies, Power & 
Profit: The Game

Currencies 
& Transport 

Tokens



How Open Lab made it

GAME PIECESBRITISH TRADE COINSGAME BOARDS

Laser cut/engraved acrylic + vinyl cut decals Laser cut discs + printed vinyl stickers Resin and Filament 3D printed objects



Creating Poppies, Power & 
Profit: The Game - Expansion

Expanded 
Roles

Events



Playing Poppies, Power & 
Profit: The Game

• Style 1: Poppies, Power & Profit
o Players take the role of American Merchants engaging in the 

“China Trade”
Player Goal: accumulate as much profit from trading with China as 
possible

o Players move across the board with goods to trade in China
o Roll Dice to see if successful voyage

o Decisions made on what to trade for and where to trade goods
o Gameplay incentivizes the player to trade in opium due to 

exchange rate for trade goods



Playing Poppies, Power & 
Profit: The Game

• Style 2: Protection from Poppies
o the role of China is added to the game
o Other players continue the role of merchants

Player Goal: Keep opium out of China while still facilitating trade
o Player takes the role of Lin Zexu
o Utilizes Ships to “Block” entry to merchants looking to trade 

opium in Chinese Ports
o Remaining Players must either comply with new restrictions or 

develop methods for circumventing trade restrictions.



Complicating the (Game) 
Narrative?

Highlighting non-western perspectives in the 
Global Opium Trade

Policing Chinese 
Ports for Opium?

Logistics 
Management game 
by Parsi Traders?



What are Your ideas for 
using games to teach about 

the global opium trade?


