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OPENING T INTRO

Welcome to the 'Play together for a sustainable planet (P4P)' project guide for primary
teacher training. This tool is designed to empower educators to implement an
innovative and gamified approach to environmental education.

The Erasmus + P4P project stands as a beacon of innovation in the field of
environmental education, addressing current environmental challenges with the need
for collective awareness and action. It acts as a catalyst for change, offering secondary
school eachers a unique opportunity to instill environmental awareness in the minds
of the next generation.

P4P aims to bridge the gap between environmental awareness and practicable change
through the creation of an engaging board game and app. The aim is to immerse
students aged A2 in a gamified learning experience that goes beyond traditional
classroom methds. By harnessing the power of gamification, the P4P project makes
learning about environmental issues not only informative but also fun, promoting an
authentic interest in the subject.

In an era of growing environmental concerns, the importance of the P4P project is
crucial, focusing in particular on the alarming increase in singgeplastic, a problem
exacerbated by the COMVI® pandemic. By directly addressing this environmental
threat, P4P aims to interrupt harmful habits and inspire sustainable practices among
the younger generation.

Environmental education emerges as the key to forming responsible citizens who are
aware of the complex connections between human actions and thelveatig of our
planet. The P4P project recognises that fostering a sense of environmental
responsibility bgins in the classroom, where students can acquire the knowledge and
skills needed to address environmental challenges and contribute to positive change.

Teachers, as stewards of the environment, play a key role in shaping their students’
perspectives and behavior. With the power to mold young minds into environmentally
aware citizens, equipped with the knowledge, empathy and motivation to make
sustainablechoices, the P4P project celebrates the central role of teachers in raising a
generation that values and protects our planet.



CONTEXT

P4P addresses the lack of comprehensive environmental education for primary school
students, particularly concerning the critical issue of siugle plastics and their
impact on the planet by introducing engaging board games and a game app, gamified
educdional instruments meticulously designed to resonate with primary school
students. These tools not only respond to the ongoing changes induced by the
pandemic but also serve as a proactive measure against the escalating use of single
use plastics. P4AP regoizes the need to renew efforts in educating the younger
generation on sustainable practices, acknowledging the unique challenges posed by
discussing sensitive topics with young learners.

Key components of the P4P Project:

1. Aligning with Sustainable Development Goals (SDBA). aligns with key

United Nations Sustainable Development Goals (SDGSs), specifically targeting
quality education, climate action, and responsible consumption and
production. The project aims to create reatbruse educational resources
integrated into curicular content, facilitating teachers in delivering impactful
lessons on environmental protection.

Sustainable Development and SDG&aistainable development, defined as
development that satisfies present needs without compromising the ability of
future generations to satisfy their needs, involves harmonizing economic
growth, social inclusion, and environmental protection. The Sudidéna
Development Goals (SDGs) are a call for action by all countries to promote
prosperity while protecting the planet and addressing poverty, economic
growth, social needs, and environmental issues. P4P specifically aligns with
three SDGs: quality educatipclimate action, and responsible consumption
and production, contributing to the global effort towards sustainable
development.

"The 5 P" perspective of SDGs includes People, Planet, Prosperity, Partnership,
and Peace. Established during the Sustainable Development Summit 2015, the
17 Goals of Development provide a comprehensive framework for addressing
global challenges and promog sustainable practices. P4P's commitment to
quality education, climate action, and responsible consumptioand
production reflects a broader dedication to fostering positive environmental
change and ensuring a harmonious future.



. The power of Gam®ased Learning (GBtgrognizing the potential of Game
Based Learning (GBL) in addressing sensitive topics, P4P employs it as a
powerful methodology. GBL has proven to be a dynamic approach, bringing
children closer to understanding environmental issues and motivating
behaviagal changes. Through the creation of a board game and a multimedia
game, P4P introduces qualitative, gamified instruments designed to make
learning entertaining and effective.

Educational instruments to foster civic awareneB#tP's board game and
multimedia game serve a dual purpose: raising awareness about the issues
caused by singtase plastics and providing practical solutions. By improving
daily habits through these instruments, pupils are envisioned to become more
civicaly aware and proactive in ecological activities, instigating a positive
change in their ecological attitudes.

. Global agreements and local shiftghile international agreements on plastic
pollution exist, the context of the COVI® pandemic has witnessed shifts in

the prioritization of values. Health concerns have, at times, taken precedence
over environmental considerations, leading to changesvaste production

and management. This shift emphasizes the need to reassess measures
undertaken during the pandemic, ensuring a harmonious balance between
health and environmental sustainability.

From Global Policies to Classroom Impact:mitigate environmental threats

and create a lasting impact, P4P recognizes the crucial role of teachers in
shaping behaviors and civic attitudes. The creation of adequate materials,
tools, and instruments, along with this comprehensive guide, aimaioosver
teachers to effectively address environmental issues in an engaging and non
formal manner. This approach fosters a generation committed to positive
ecological change, making a meaningful impact from global policies to the
classrooms.




PROJECT PARTNERS

Asociacion Deses i8 a dynamic organization dedicated to
education, training, leisure, and personal and professional
development. Operating at the intersection of societal
needs, daily life, and the labor market, it engages with
diverse demographics, offering activities fahildren,
youth, and adults. A trailblazer in ndarmal learning, the organization emphasizes
the acquisition of transversal skills andearning for digital skill enhancement.

Actively addressing the mismatch between formal education and the labor market,
DESES focuses on improving employability through initiatives like entrepreneurship,
career guidance, and European mobility. With a commitment to societalbeeil, it
participates in aid programs, raises awareness about cooperation for development,
and organizes events on health, disease prevention, and environmental protection.

In collaboration with international organizations, regional administrations, schools,
and youth organizations, the organization maintains a robust network, boasting a
dedicated team contributing to the development of formal, rfammal, and informal
educaion activities.

A leader in European projects, DESHES involved in 13 KA2 projects, leading 5 of
them, and focuses on improving competencies through -faomal and informal
learning. With a strong commitment to equality and inclusion, the organization
ensures safety sindards in all activities, fostering an inclusive environment.

Within the P4P project, DESE&ssumes a pivotal role as the leader, spearheading
overall coordination and leveraging extensive experience infoomal educational
activities to lead WP2. Its dedication to promoting European values reflects a mission
to transform the educational landscape and create engaged citizens.

DAFO Strategic Managementa consulting and
‘ training company based in Medina del Campo, Spain,
a ‘ \' is dedicated to enhancing the competitiveness of
EECTION ESTHATEG‘iA European society and organizations with limited
resources. Established in 2014, initially focusing on

event management and training, DAFO has evolved into a training center specializing
in management, youth, and adult mobility.



With a commitment to European added value, DAFO excels in designing and managing
European projects, contributing to management and education. The company
operates across various lines of expertise, including education and training, facility
management, evet management, and European projects.

DAFOQ's core focus on education involves research, training, and content production
on diverse areas of people development. Specialized in promoting skills such as
literacy, numeracy, digital literacy, creativity, and probisoiving, DAFO is dedicated

to fostering positive change and sustainability.

Within the P4P project, DAFO leads the Educational Design Research (EDR)
YSGK2R2f23esx F20dzaAy3a 2y ONBFIiAy3a (dKAa aDdz
DAFO ensures quality control, implements risk management, and plays a pivotal role

in the projed's success.

Esperino Gymnasie L.T. Karditsadt is a school separated into two
sub-units that provides its students with certification at the second or
third level of the EQF system upon graduation. The school's goal is
twofold: first, to provide public education to students who dropped
out of schod due to economic and social issues and return to
complete their education; and second, to take all necessary steps to
make their return to school as smooth as possible in order to engage and motivate
them to complete their education. The majority of the students are underemployed
or have inclusion concerns and are unable to attend regular school schedules.

Furthermore, the majority of them come from rural and poor communities, where the
effects of the economic crisis exacerbate already existing difficulties. Despite the
existing problems, we are proud that every year, some of our students are accepted
to universities or technological institutions (after taking the final national exams in
third grade), and we are also proud of their school behaviour and active participation
in extracurricular school activities and projects. Our school's uniqgueness stems from
the considerable contact between teachers and students. Students are taught by
educators, and teachers are taught by students in a welcoming educational setting

DAMASISTEM Operating at the Middle East Technical University TECHNOPOLIS,
DamaSistem is a research and development company focused on the design and
development of educational content and applications compatible with educational



— standards SCORM and IMS; allowing them to be
DAMASISTEM used in opepsource Learning Management
Systems without any cost along with 70 languages support.

Some key qualifications:

Mobile applications interacting with physical toys for preschool education,
Augmented Reality, Content Development, Game Based Education, Al in Education,
Learning Management System (LMS) installation, configuration, and customization,
Interactive elearning contents, 2D, 3D animations, Virtelssroom video
conferencing, Hosting for LMS and video conferencing in our servers, automatized
backup in different gedocations, European Innovative Teaching Award (EITA) with
our eTeach Projet.

Genista Research Foundatiomas set up in 2002 and has

Sho Gy 12 youth workers and teachers who give their time to youth
(> work, organizing training, workshops, lectures, haiwts
2 A Ad activities, etc. GRF works with children, youths and adults,
Nnoax®

focusing on empowering, educating and giving
opportunities to people with educational, social, minorities

and refugees through its dedicated t@eof youth workers.

We have 2 offices 1 on Malta in the Cottonera region which is a wodlasg area

with many social issues and one in the island of Gozo working in rural areas. GRF works
on the following 5 main areas:

Training department: Genista has established its own training centre on the island of
Gozo and for the past years has been providing training on new methods of education,
effective management techniques and strategies, developing-@distury skills,
environmental sustainability, outdoor learning, inclusion and diversity, multisensory
teaching, mindful sensory awareness, stress reduction, conflict management, project
writing, project management, organic farming, media, communication, EU affairs,
Economic dhirs, internationalization, startips, company development and
international network development in Malta and in various other EU and-Edn
countries.

Intercultural, Migration and social work. GRF works with minority groups namely
refugees, social and economic areas and those with fewer abilities. In this area, we
mainly work with youths focusing on gender based issues, discrimination and lack of
opportunities for young females especially from the immigrant community and those
with social and educational needs who face discrimination, bullying and rejection in
society.

Environment, climate change and rural affairs: GRF runs and manages the Rinella
nature reservewhich is a nature reserve and organic farm in the Rinella valley an area
of scientific importance where it does experiments on various vegetables and their



adaptability to our climate and grows and plants a variety of local and Mediterranean

trees. At the centre, it provides training on organic farming, sustainable development,
climate change and rural issues.

As part of our work on sustainability, we have produced 4 sustainable development
plans for 4 local councils which were reports on the state of the municipality and how
it should focus on going for alternative energy resources as part of their future.plans

We organize training on alternative energy use with various local cities, promoting and
advising on converting into alternative energy and how to become a more sustainable
locality.

Our offices in Rinella are fully energized by solar power without the need for any other

energy supply.

Project management GRF prides itself that it is one of the leading project
management organizations with 23 ERDF projects approved on the island and beyond,
handling projects which are diverse from Communication, Media, Film production,
management, reseah, development of public spaces, hotel improvements,
sustainability projects, training and evaluation and producing ideas for new ventures
and business opportunities both in Malta and abroad.

Media and communication: have successfully managed and organized several projects
based on EU information and awareness, intercultural issues, social issues, and
refugees. This led to several media projects where we coordinated training on
documentary filmproduction in Ramallah Palestine and producing 4 films; the
creation of a Web TV with Italian, Spanish and Albanian partners; organizing training
on Film production, Editing and dissemination. We also produced, and edited a
number of short films for varigs projects, and wrote and produced information
publicity material, booklets, books and other information material. For 4 years we also
managed the Europe direct office of The EU DG Comm.

' KYSG YFoF({fP t NAYFNE {OK22f
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conscription) of Ankara, the capital city of Turkey. The vision of the

school is to be a productive school that helps every individual to learn

and develop in line with the 21st century jelbtives. The mission of

the school is to raise children in a natural environment, as- self

confident, knowing what they want, using technology and foreign language well,

honest, affectionate, loyal to international principles, and social people.

The school bears 20 Teachers, 203 Students, 17 Classrooms, 1 Multipurpose Activity

lFfftX m {OASYOS [F6X YR I [AONINE GAGK wMT N
¢ 14:20.

The school has a sports workshop, a music workshop, a mind games workshop, a
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Education) support point. Many of our teachers are working as TEMA (Turkish
Foundation for Comdting Soil Erosion) volunteers. Our school
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OBJECTIVES

Empowering primary school students to acquire the knowledge and values necessary
to adopt sustainable environmental practices is critical to shaping future generations
committed to positive change. P4P Project recognises the importance of initiating
environmental awareness and education at the fundamental level of the education
system. By introducing engaging educational resources, including a board game, a
multimedia game and a comprehensive training plan, P4P aims to instill a deep
understanding of envinemental sustainability, specifically addressing the critical
challenge of singleise plastics.

The project takes a loAgrm perspective, recognising that cultivating a generation
capable of contributing to sustainable development requires early and impactful
intervention. P4P seeks to go beyond conventional teaching methods, harnessing the
power of GameBased Learning (GBL) and gamification to make environmental
education enjoyable and memorable. The objectives go beyond the mere
dissemination of information; they aim to shape behavior, attitudes and lifestyles in
line with the principles of respoitde consumption and environmental protection.

Create 3 educational resources (one board game, a multimedia game, training
plan) to tackle the topic of environmental sustainability, especially related to
the danger of singlkeise plastics for our planet.

Train 40 teachers on the appliance of gabesed learning and gamification
methodologies to teach serious topics entertainingly.

Foster the development of green skills of 200 pupils through ghased
learning

Raise awareness among education professionals and young pupils regarding
the danger in which our planet is, if we don't take proper action to protect it;

Our commitment extends beyond tangible outcomes, with a focus on the intangible
results of betterprepared teachers and motivated students. Through an impact

analysis during and after pilot phases, we will measure and document positive
changes, providinglear evidence of the project's effectiveness.

11



GBL METHODOLOGY IN SCHOOL

GameBased Learning (GBL) plays a crucial role in the innovative approach adopted by
the Play together for a sustainable planet (P4P) project. This dynamic methodology
emerges as a transformative and indispensable tool, especially in the context of

educatng primary school students in complex environmental concepts.

Recognising that traditional teaching methods may be limited in engaging primary
school students in environmental education, P4P uses GBL to harness children's innate
affinity with play, transmitting knowledge in an engaging and fun way. This approach
faclitates a deeper understanding of abstract concepts, making the learning
experience accessible and memorable for young minds.

The P4P board game and application are designed as qualitative, gamified educational
tools, integrating scenarios that address the growing problem of singgeplastics.
These scenarios involve cawskect dynamics, decisiemaking processes and
problemsolving elements, helping not only to raise awareness but also to develop
students' critical thinking skills.

The playful approach is not simply a teaching tool in P4P; it is a strategic methodology
that aligns perfectly with the objectives of raising awareness of environmental issues,
especially the dangers of singlse plastics. P4P uses GBL as a powerfuhtiadnly

to enhance pupils' learning, but also to make the learning process fun and impactful
for primary school students.

P4P's board game and multimedia game are designed considering the ongoing
changes caused by the COMI® pandemic and the increasing use of singge
plastics. They offer scenarios that address causes, outcomes, and possible solutions,
encouraging critidathinking, active learning, and problesolving skills among
students.

The P4P GBL approach offers several benefits, including increased student
engagement and motivation, promoting active learning, and enabling individualized
learning. Furthermore, it encourages collaboration and the development of social
skills, as well apromoting the development of a wide range of competences,
preparing students for academic and professional success.

12



EDUCATIONAL COMPETENCIES AND CHALLENGES

Delve into a transformative educational experience as the "Play together for a
sustainable planet” project addresses critical environmental topics, including single
use plastic, sustainability, ecology, and recycling. This initiative aims to equip students
with a comprehensive set of green skills and attitudes, fostering awareness of
environmental challenges and promoting a sustainable lifestyle.

Educational Competencie3he project's core mission is to instill in students a robust
foundation of green skills and attitudes. These competencies encompass a holistic
understanding of environmental issues, particularly the hazards associated with
singleuse plastics. Studentsilvgain insights into sustainable practices, ecological
consciousness, and the broader implications of their lifestyle choices. The focus
extends beyond theoretical knowledge to practical applications, empowering students
to becore proactive contributors to environmental weikeing.

Educational Challenge®esigned by a team of pedagogical experts, the educational
challenges embedded within the project are strategically crafted to align with
curriculum objectives. These challenges serve as dynamic learning experiences,
allowing students to apply and develdpe competencies within the educational
framework. By engaging in hards activities, problensolving scenarios, and critieal
thinking exercises, students will navigate realrld challenges related to
environmental protection, reiforcing the assimilation of green skills and attitudes.

Key Environmental Topics:

1. Singleuse plastics pose a significant threat to our environment, contributing
to pollution, habitat destruction, and harm to marine life. According to the
World Wildlife Fund (WWEF), plastic pollution is a global crisis affecting oceans
and ecosystems. Reps from the United Nations Environment Programme
(UNEP) further emphasize the urgency of addressing susgleplastics to
safeguard the planet's health(WFE UNER.

Exploring alternatives to singlese plastics is crucial. The Ellen MacArthur
Foundation champions the circular economy, offering insights into sustainable
alternatives and innovative solutions to minimize plastic waskle(
MacArthur Foundatioh
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https://www.worldwildlife.org/
https://www.unep.org/
https://www.unep.org/
https://www.ellenmacarthurfoundation.org/
https://www.ellenmacarthurfoundation.org/

2. Sustainability: Understanding sustainability involves aligning with the
Sustainable Development Goals (SDGSs) outlined by the United Nations. These
goals provide a comprehensive framework for addressing global challenges,
including environmental sustainability (United Mats SDGS).

For organizations' sustainability efforts, the Global Reporting Initiative (GRI)
sets widely adopted reporting standards. These standards allow businesses to
measure and communicate their environmental and social imp&&siy.(

3. Ecology:Ecology delves into the intricate relationships within ecosystems.
Resources from the Ecological Society of America (ESA) offer scientific insights
into biodiversity, energy flow, and nutrient cycling within ecosysteRisX

National Geographic provides accessible educational materials on ecology,
ecosystems, and biodiversity, catering to various age groups and educational
levels National Geograph)c

4. Recycling:Understanding the basics of recycling is essential for sustainable
waste management. The Environmental Protection Agency (EPA) offers
educational materials on recycling processes, waste reduction, and
community-driven recycling programs (EPA Recyclingpiess).

14
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BOARD GAME RULES

INTRODUCTION

% 2-5 players

" From 8 years old

@ 25 | 45 minutes

The city councils of major European cities organisedh@ dzZNR2 LISy t £ F aGA OY ¢
competition, where private plastic recycling companies apply to be recognised by the

city and contracted to carry out the work throughout the country. You are the

manager of one of these companies, will you be able to be the first to collect the most

plagics while avoiding the city's daily traffic problems?

OBJECTIVE OF THE GAME

Your goal is to collect recycling points. To do this, you will have to collect plastic from
the bins distributed throughout the city before anyone else. You will also be able to
sell the plastics from the bins collected at the Recycling Plant and gaits pdihat

will be the most profitable for your company? Sounds easy, doesn't it? But you won't
always be able to take the shortest route and you'll have to avoid construction sites,
mandatory directions or stop at unexpected punctures. Try to find the tmge by
managing the use of your cards or their powers, while trying to avoid the difficulties
that the city itself or your opponents put in front of you.

15



Recycling points
icon. The # symbg Example:
indicates the numbe

of recycling points 4 recycling points

achieved.

COMPONENTS

25 Bins Cards numbered 1 to 5 1 Bonus Card

59 Street Cards

16



1 reward 4 coloured dice Recycling point Tokens: Street
die WITH die counters Works 2one-wayand

route RO 5 policetokens
route

1 reward

cards
cards

4 doublesided boards with 8 European City Maps Starting player token

PREPARING FOR THE GAME

1 ¢ Choose one of the 8 available European city boards (maps) and place it in the
centre of the table within easy reach of all players. Each of them tries to bring different

17



things to the table as explained at the end of this manual. Depending on the number
of bins they can be:

- Two Cities with3 bins Paris and Victoria. These maps are recommended for
beginners or for short games (Z% min.). These boards stand out for their simplicity
as they do not have a Recycling Plant, ideal for playing with children betw&én 8
years old. You can increase thinplicity even more if you decide not to play with
route cards.

- Four Cities withl bins Athens, Berlin, Madrid and Rome. These boards contain the
Recycling Plant and the route cards. The route cards add more options to the game
and a little more complexity. Games last about 35 minutes. Recommended for children
over 10 years old.

- Two Cities witls bins London and Ankara. They have the same difficulty as the cities
with 4 bins, but require more playing time (about 45 minutes). They are recommended
for children over 10 years old.

2 ¢ Shuffle the entire deck of street cards and deal X cards to each player according to
the number of players (see table). Leave the rest of the deck face down next to the
board. The starting player is the player who has most recently seen a rubbish truck
picking up containers. The game is played clockwise, in turns, starting with the starting
player and ending with the last player.

N° cards N° cards N° cards N° cards N° cards

(o]
N players Playerl P|ayer2 P|ayer3 Player4 Player5

¢ Select a color token (truck) from among those available; this will be
tile to move around the map. Place it at the traffic light (starting point)
the chosen map. If you have caught a board with several traffic lights
can first see your casdto choose which traffic light you will start at. T starting
combination of the colors of your cards will allow you to move around  point

b 4
b

18
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worry for now.

4 ¢ Place the bins cards next to the board. Place as many different bins as the board
has. The number of cards in each bin must match the number of players in the game.
Place the Bonus card next to these bins caEdamplein a gamewith 3 players,on

a map with bins1to 4, place3 cardsfrom bin 1; 3 cardsfrom bin 2; 3 cardsfrom bin

3 and 3 cardsfrom bin 4

6 ¢ If you are going to play with the route cards (mini objectives) that add more
options to the game, place them on one side of the board (on't needto place
thesecardsif youwant a simplegame.

7 ¢ Leave next to the board, within reach of all players, the dice, the recycling point
tokens (values 1, 5, 10) and the remaining tokens (street worksyayeand police).

8 ¢ The starting player picks up starting player token and begins his actions. When his
turn is over, the player to the left (clockwise) continues.

19



PREPARATION OF THE GAME
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PLAYING STREET CARDS

21










































































































































