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Find the other mini-games on
chemical pollution, drought, water

misuse, plastic pollution and more on:

Flooding
This game is part of a series of games

created by the Games for Goals
project.

Please share feedback on the game
and help measure its impact!

https://tinyurl.com/GFG-impact-EN

Funded by the European Union. Views and opinions expressed
are however those of the author(s) only and do not necessarily
reflect those of the European Union or the European Education
and Culture Executive Agency (EACEA). Neither the European

Union nor EACEA can be held responsible for them.

Add this presentation card to the game materials!



Printing instructions
Print all pages double-sided (flip on the short side).

Pages 5 and 7 form the main board so attach them
together.

Fold pages 13, 19, 21, 25, 27, 31, 33 and 39 in two, along the
dotted lines, and staple only those where indicated (on the
reverse side).

Cut the cards (or tiles) on pages 9,11 15, 17, 23, 29, 37 and
41. Follow the instructions carefully throughout the
document.

Place the cards in the corresponding envelope you have just
made.

Place the ‘Enigmas’ solutions cards and the  ‘Be logical’
solution on the solution sheet. 

Be careful not to cut across the boards!  
Follow the instructions carefully to know where to cut around
each tile or square.

When you’re ready, fold this sheet so that these
instructions are on the inner side and add this

presentation card to the game materials.
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Activity
Sheet

D
uring the gam

e, pupils w
ill try to help to reduce the am

ount of flooding.

The objective is to rem
ove w

ater tiles from
 the board so that the areas around

the river are no longer flooded.

For each successful task, they can rem
ove w

ater tiles.

They m
ust try to com

plete as m
any tasks as possible to reduce the flooding.

W
hat is the m

ain problem
 in the village?

W
hat are the causes behind this problem

?
W

hat solutions did you find?
W

hat daily activities cause flooding?
W

hat can you do to help to reduce flooding?
W

hy is this im
portant?



Flooding

Water tiles

At the beginning of
the game, place the
water tiles on the
board. Place them

on the squares that
have this symbol:



CUT ALONG THIS LINE TO JOIN WITH THE SECOND PART OF THE BOARD





CUT ALONG THIS LINE TO JOIN WITH THE SECOND PART OF THE BOARD
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ROAD MAP
To reduce as much flooding as possible, Alex

suggests that you follow the order below.
Remember to place everything back in the right

envelope before opening the next one!

MEMORY

ENIGMA 1
LABYRINTH

ENIGMA 2
PRESS YOUR LUCK

ENIGMA 3
BE LOGICAL



This page is here so that you can print the whole document double-sided.



W
ater tiles: cut around each tile, and place them

 on the m
ain board



This page is here so that you can print the whole document double-sided.



Shuffle the cards and place them
 as show

n below
. The youngest person starts, then turn clockw

ise.

In turns, flip over tw
o cards so that the w

hole team
 can see them

. Look carefully at the cards to
find the com

m
on sym

bol, because the tw
o cards in a pair are not exactly the sam

e!

If the tw
o cards form

 a pair, explain the difference betw
een the tw

o cards!
O

nce everyone understands the relation to flooding, rem
ove the cards from

 the gam
e and

rem
ove a w

ater tile from
 the river. W

ell done, you have reduced the flooding!
If the tw

o cards do not m
atch, turn them

 face dow
n again and the next player can try.
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Your goal is to decipher the coded m
essage and find out

how
 to reduce the flooding.

W
hen you think you are ready, or if you are blocked,

check the solution!

For every correct w
ord, rem

ove one w
ater tile from

 the
board.

-2
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RD 1:

......................................
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RD 2:
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If the w
hole m

essage is correct, rem
ove tw

o extra bonus tiles!
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USE THE ANSWER SHEET
TO WRITE THE WORDS

YOU FIND!
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Your goal is to avoid the flooding and reach a safe point. Choose O
N

E of the characters to play w
ith:

Take the paw
n of your choice and place it on the corresponding starting square.

Spread the arrow
 cards random

ly around the players. The youngest starts, then turn clockw
ise.

W
hen it’s your turn, place the arrow

 of your choice on the board to create a path for your paw
n. There

can’t be any gap in betw
een arrow

 cards! You need to use a bridge to cross the river, and a pedestrian
crossing to cross the road.

If you m
ake the detour to the bonus space, rem

ove tw
o w

ater tiles from
 the m

ain board. 

After reaching your arrival point, count the arrow
 cards that you haven’t used.

Rem
ove as m

any w
ater tiles from

 the m
ain board. The scoring card can help you.

N
ow

, reflect on are the differences betw
een the different situations.

Discuss if it w
ould have been easier if you had played w

ith a different character.
By the w

ay, did you see the green car and the purple boat?

-2

E
xam

ples:
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+ +

Rem
aining tiles:
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Cut around each arrow tile.

Cut  around the four pawns.
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FLIP OVER WHEN
STARTING THE

FOLLOWING TASK:

LABYRINTH
Cut  around this card
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G
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Your goal is to decipher the coded m
essage and find out

how
 to reduce the flooding.

W
hen you think you are ready, or if you are blocked,

check the solution!

For every correct w
ord, rem

ove one w
ater tile from

 the
board.
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If the w
hole m

essage is correct, rem
ove tw

o extra bonus tiles!
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USE THE ANSWER SHEET
TO WRITE THE WORDS

YOU FIND!



Did you know
 that forests can reduce flooding? Your goal is to plant as m

any trees as possible!

Take the deck of tree &
 w

ater cards, shuffle it and place the pile face dow
n.

Draw
 a card and place it next to the pile.

You are allow
ed to rem

ove a w
ater tile for each set of 3 face-up trees.

To help you, there are also ‘forest’ cards w
hich allow

 you you to im
m

ediately rem
ove a bonus

w
ater tile from

 the m
ain board, and continue playing. The trees on the forest card do not count

for the rest of the gam
e.

But, be careful! If you don’t stop in tim
e, you w

ill face storm
s that w

ill increase the flooding!
If you reveal the follow

ing cards, add the corresponding num
ber of tiles to the m

ain board.

It's up to you to decide w
hen you w

ant to stop.
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FOREST BONUS : 
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Your goal is to decipher the coded m
essage and find out

how
 to reduce the flooding.

W
hen you think you are ready, or if you are blocked,

check the solution!

For every correct w
ord, rem

ove one w
ater tile from

 the
board.
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=

If the w
hole m

essage is correct, rem
ove tw

o extra bonus tiles!
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Due to the                           in         
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Your objective is to construct the city in a flood-proof w
ay!

Follow
 the instructions to w

ork out the correct location of each item
!

W
hen you think you have found the right answ

er, or if you are stuck, you can check the
solution. Then count the num

ber of item
s placed in the right place and rem

ove w
ater tiles as

indicated on the follow
ing scale:

= -4
4, 5 or 6 correct tiles

= -2
1, 2 or 3 correct tiles

= -6
7 or m

ore correct tiles

= -4
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THIS IS THE DIKE



FLIP OVER WHEN
STARTING THE

FOLLOWING TASK:
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BE  LOGICAL!



Houses School Market Museum

Park

Carpark

HospitalBridge

No
construction

Harbour

Instructions :

- the park is to the south and west of the city
- the hospital is located further east than the park
- the hospital touches the river only at an angle
- the carpark is between the harbour and the hospital
- the museum is opposite the carpark from the river
- the bridge connects the harbour and the dike
- the market is opposite the bridge
- the houses are not next to the market but on the same river bank as the museum
- the school is to the east of the houses
- nothing is built east of the bridge
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Be logical!

INSTRUCTIONS
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Houses School Market Museum

Park

Parking lot

Hospital

Bridge No
construction

Harbour

Clim
ate change is

causing sea levels to
rise and flooding

coastal areas.
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Due to the increase in
urban areas, w

ater can
no longer soak into the

ground.
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Clim
ate change is

causing heavier rains
w

hich are m
aking

flooding w
orse.
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Do NOT cut around every tile.



SOLUTION
Be logical!

Fold the solution board so that it fits in the solution envelope!



WORD 1:

......................................

WORD 2:

......................................

WORD 3:

......................................

ENIGMA 1

WORD 1:
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WORD 2:
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WORD 3:

......................................

ENIGMA 2

WORD 1:
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WORD 2:
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WORD 3:
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WORD 4:

......................................

ENIGMA 3

ANSWER SHEET




