Design a Carbon-Neutral Lifestyle

UX design allows everyone to
enjoy knowing and learning
“How can we not emit CO2?".



Achieve a net positive environmental

Achieve Zero CO2 Emissions impact
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learn and have fun while they learn. We can design
the space, content and UX.

Please design a learning opportunity that will change
each individual's behaviour to achieve a carbon-
neutral society.

Like Copenhill, which creates opportunities to play and
learn at waste-to-energy plants.



