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Games for innovative, global citizenship education for the Sustainable
Development Goals, or ‘Games for Goals', is a project financed by the
Erasmus+ European Union programme. The project was created by a
consortium of non-governmental organisations and higher education
institutes from 5 European countries, and is led by the French NGO
Le Partenariat.

L
N2

It addresses school education and aims to support teachers, school
leaders and other teaching professionals through the stimulation of
innovative learning and teaching practices in primary education. It
aims to achieve these objectives while focusing on topics related to
global citizenship & sustainable development. Its end goal is to trigger
individual and collective behavioural change towards the Sustainable
Development Goals (SDGs).

The project (2022-2025) aims to provide teachers with turnkey
educational activities (games), a catalogue of resources and a
methodology on innovative education. The project was conducted
with the participation of many local actors, including primary-school
teachers and higher education students.

This booklet presents the first game created by the Games for Goals
team: Aqua heroes! Find more information about our other resources
see: www.gamesforgoals.eu
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The 2030 Agenda for Sustainable Development, adopted by all United
Nations Member States in 2015, provides a shared blueprint for
peace and prosperity for people and the planet, now and into the
future.

At its heart are the 17 Sustainable Development Goals (SDGs), which
are an urgent call for action by all countries, both developed and
developing, in a global partnership. They recognise that ending
poverty and other deprivations must go hand-in-hand with strategies
that improve health and education, reduce inequality, and promote
global partnerships that support sustainable economic growth - all
whilst tackling climate change and working to preserve our oceans,
woodlands and wildlife.
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Global citizenship
education

Global Citizenship Education (GCE), or Education for Citizenship, is a
teaching practice that has its roots in popular education. GCE
encourages authentic contributions and exchanges via positive
dialogue.

GCE is based on the idea that: ‘we are connected not just with one
country but with a broader global community. So by positively
contributing to it, we can also influence change at regional, national
and local levels'.

GCE is part of a long-term educational approach that values collective
intelligence and cultural diversity and encourages participants to take
action and commit themselves to active citizenship. The idea is to
raise awareness of global citizenship issues across all types of
audiences.

One of the main methodologies used in GCE is active teaching, which
places the participant at the heart of their learning, based on the
premise that we learn best by doing.

GCE's approach is a vehicle for understanding the major challenges of
our time (equality, human rights, the environment, etc.). The use of
participatory teaching tools creates a learning environment that
encourages discussion and stimulates collective intelligence.

Source :
https://www.unesco.org/en/global-citizenship-peace-education/need-know
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Innovative
education "

Agqua Heroes aims to enhance the innovative teaching of global
citizenship and sustainable development in primary education across
Europe.

By integrating the SDGs into the curriculum, children not only learn
about these crucial objectives but also develop a sense of agency and
empowerment.

The game achieves this through a pedagogy that is playful, holistic,
and participative. By gamifying the SDGs, Aqua Heroes makes these
goals tangible and realistic, thereby fostering active participation and
engagement among children.

Holistically designed and consisting of 5 sub-games, Aqua Heroes
offers a wide variety of activities that cater to the head, heart, and
hands. It combines storytelling, arts-based and embodied pedagogies
with  more traditional cognitive approaches. This diverse
methodology ensures a comprehensive learning experience.

The game emphasizes conviviality, encouraging collaborative
problem-solving and solidarity among students. Through this
approach, Aqua Heroes cultivates a supportive and engaging learning
environment, preparing children to become informed and active
global citizens.




Inclusive
education

Inclusive education ensures that every child, regardless of ability,
background, or learning needs, can meaningfully participate in
learning activities. This aligns with the principles of the UN
Convention on the Rights of Persons with Disabilities (CRPD), which
emphasizes the right to inclusive education for all, and which Aqua
Heroes supports.

Thus inclusive education needs to be implemented in a way that
allows all pupils to participate. To this end, the game has been
intensively tested in European classrooms to identify challenges and
refine its design. Nonetheless, this type of print-and-play games for
groups recognises its limitations, such as the reliance on reading, the
cognitive demands of understanding complex concepts, less durable
and tangible physical materials, a lack of audio or digital interactivity,
time constraints, and group dynamics that may hinder full
participation.

To address these issues, teachers can apply various frameworks to
enhance inclusivity. For example, both the UN 4-A framework and the
Universal Design for Learning (UDL) allow for theory-based and
practical approaches to education that facilitate the participation of
every child by recognizing their unique abilities and learning needs.
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) . « Enlarge and laminate tactile
Print to blaCk and Wh'te game pieces
to save resources and « Simplify instructions (based
have children colour

on the ‘easy read’ concept)
them together « Create different versions of

instructions (audio, bilingual)
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 Integrate local o Adjust the complexity of the

environmental issues and
reflection into the game

« Foster a positive group
atmosphere to ensure that
all perspectives are heard

game by adapting the
number of tasks to be solved

e Use a buddy system to
support various types of
learners
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