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Name a board or role-play game you played 
recently and tell us a little about it.

TASK 1



USING SERIOUS GAMES TO TEACH 

SERIOUS THINGS IN A FUN WAY

LTP 4.2  [T2.10] Climate Crisis Resilience 

Arjana BLAZIC, Bart VERSWIJVEL, Conor GALVIN

This project has received funding from the European Union’s 
ERASMUS+ Teacher Academies Action 
under grant agreement No 101056248



Major Focus – Development of LTPs…
D2.1 A Sustainable Europe; Content, Competencies & Approaches for Secondary Teachers (TUD, 
UCD)

D2.2 Sustainability & Digitality: Content, Competencies & Approaches for Primary Teachers (PHW, 
Santarem)

D2.3 Sustainability & Environmental Education (Santarem, PHW)

D2.4 Climate Crisis Resilience: Content, Competencies & Approaches for Secondary Teachers (UCD, 
EUMENNA)

D2.5 Dealing with Climate Disinformation (KHS, SGPirna)

D2.6 Green Citizenship in/for Europe (SGPirna, KHS)

D2.7 Sustainable Entrepreneurship Education (CORedu, all partners)



Gamification, concerns applying different game formats to the learning environment. Serious games or 

games for learning are those that focus on education, information delivery, and the practice of skills 

(Arias-Calderón et al., 2022).  

Research suggests that using games in education promotes social interaction (Waytz & Gray, 2018), 

improves mental health (Cruea, 2020), and reduces isolation (Valkenburg & Peter, 2009). These results 

suggest that using games promotes a state of well-being that facilitates meaningful learning. 

Developing effective learning through student-centred strategies implemented in online teaching develops 

several characteristics, such as self-discipline, motivation, and autonomy (Goulão & Menedez, 2015; 

Kirmizi, 2015; Roddy et al., 2017; Duchatelet & Donche, 2019). 

Starting Points…



Complex concepts & conditions of choice…



https://www.rtpi.org.uk/news/2022/march/climate-change-board-game-could-be-a-game-changer/

Free access & straightforward to play…

https://climaniathegame.com/play-climania/

Simeon Shtebunaev and Claudia Carter
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https://www.catan.com/oil-springs

Fun…!!!



https://www.stopdisastersgame.org/

STOP DISASTERS! 

“Play multiple realistic disaster scenarios including tsunami, 

wildfire and earthquakes.”



A basic walk-through…

Cian GALVIN



Cian GALVIN

Any quick clarifications…. 

Questions on the technical aspects?



Approaches to using STOP DISASTERS! in 
teaching settings & Resources to use



A basic narrative design… supported by prompts

Discussion

Scenario/ 
the task

Check-
Out

‘Product’ / 
the learning 

display 

Teach 
Flooding

Game the 
challenges

See what 
they have 

learnt



TAP-TS Resources for using TEACH DISASTERS!

[Available on the Follow-Up Task Page.]

TAP-TS Handbook

Flooding Disaster Maps

Flooding Fast Facts



How would YOU introduce and teach the idea of a 
flooding disaster and preparing for expected 
flooding to a class of your choice?

TASK 2



OVER TO YOU…!

Q&A
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Other serious ( but fun) games to try…

https://climaniathegame.com/play-climania/ https://games4sustainability.org/gamepedia/discoord/  



Design a one-page / two-page resource or worksheet 
that you would use with STOP DISASTERS! in a 
teaching setting; add it to our PADLET. 

TAP-TS ALE1 Week 2 Follow-Up Challenge



THANK YOU…. Arjana BLAZIC, Bart  VERSWIJVEL, Conor GALVIN
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