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1. INTRODUCTION

2. GAME CONTENT

Roles:

SDG Master: 1, moderator of the game, not part of the players. 

Players: 6-14

Junior SDG Masters: 2, to be selected from the group of players

SDG Master also empowers players to think outside the box and explore
innovative approaches to sustainability. By simulating real-world scenarios,
the game enhances participants’ ability to adapt to changing
circumstances and make informed decisions in complex situations.

SDG Master is an innovative tool designed to foster cooperation, creative
thinking, and solutions to sustainability challenges. Using SDG and
Inspirational Cards, players generate ideas, tackle challenges, and make
connections between topics such as social justice, gender equality, and
environmental issues such as waste reduction.

The game encourages systems thinking, helping players understand the
interconnectedness of global issues. By completing two levels—Local
(Municipal) and National (Country)—participants develop critical thinking,
problem-solving, and sustainable development skills. 
These insights can be applied to practical solutions that promote 
teamwork, drive community transformation, and align local actions  with
global goals.

Materials:

Game Boards: Hexagon-shaped, one for each team (max. 6).

 Cards:
42 Inspirational Cards

22 Mission Cards

18 Disruptive Cards

17 SDG Cards

1 Joker Card

 ○

○
 ○

○
 ○

Dices: 2(not included in the game)

Sticky notes: (not included in the game)
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3. THE BOARD

2. Key Actors – Who will develop and realize the idea? 

3. Beneficiary Group – For whom will this idea bring a positive
impact?

4. Added Value – What will the beneficiary group get from the
implementation of the idea?

Each team or player has a hexagonal board placed in front of them,
designed for easy accessibility and readability from all sides. The
board contains four empty fields that must be filled with ideas written
on sticky notes. Each completed field, along with a logical explanation
related to the cards each team have, earns points for the player or
team. The four fields on the board are:

1. Action – What is the general idea?

LOCAL

OUTCOME

OUTCOME

ACTION KEY ACTORS

ACTION KEY ACTORS

BENEFICIARY
GROUP

VALUE

BENEFICIARY
GROUP

VALUE

SUSTAINABILITY COACHES

SUSTAINABILITY COACHES

LEGEND
Action – What is the general idea?

Key Actors – Who will develop and realize the idea?
Outcome:

Beneficiary Group – For whom this idea will bring positive impact?
Value – What will bring the implementation of the idea

 for the beneficiary group?

LEGEND
Action – What is the general idea? Key Actors – Who will develop

and realize the idea?
Outcome:

Beneficiary Group – For whom this idea will bring positive impact?
Value – What will bring the implementation of the idea

 for the beneficiary group?

NATIONAL



7

4. THE CARDS

1. SDG Cards: The game includes 17 SDG cards, with each team/
player receiving 3 SDG cards. These cards represent specific
Sustainable Development Goals and guide players in creating
solutions focused on these global challenges.

2. Joker Card: This card allows players to substitute any SDG card
of their choice. It included in the deck along with the SDG cards,
when cards are dealt.
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3. Inspirational Cards: Each team/player gets 3 Inspirational 
cards, designed to spark creativity by presenting unexpect- ed
or unconventional ideas. These cards encourage players to
combine different concepts and think innovatively to find
solutions.

4. Disruptive Cards: These cards add excitement and complexity
pto the game, introducing elements like team member
swaps, an Earthquake card, or a “No Budget” scenario.
Disrup- tive cards offer double points but are more difficult
to address, and they are played in the second stage or at the
end of the game if players are tied in points.
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5. Mission Cards: Mission cards focus on current global challenges
that require innovative thinking. Players either draw or agree
on a mission card at the beginning, such as one focused on
Gender Equality, which prompts them to align their solutions
with SDG 5 (Gender Equality). Using a mix of SDG, Inspi-
rational, and Disruptive cards, players work together to create
solutions for the issues outlined in the mission card.

5.1 Role of the SDG Master (moderator of the game, not part of the
players)

Introducing the game: The SDG Master introduces the game and 
ensures that participants understand the basic concepts of the  
SDGs, especially if the players are unfamiliar with them. This
includes an introductory activity or brief explanation using
examples from the curriculum.
Supporting the players/teams: The SDG Master guides the
players through the process, clarifying the game and connecting
their concepts with the SDGs. When necessary, the SDG Master
offers guidance and encouragement to promote teamwork and
innovative thinking.

5. ROLES OF THE SDG MASTER AND JUNIOR
SDG MASTERS

https://sustco.csciformazione.eu/wp-content/uploads/2025/02/sustco_curriculum_en.pdf
https://sustco.csciformazione.eu/wp-content/uploads/2025/02/sustco_curriculum_en.pdf
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Monitor and document progress: Two Junior SDG Masters sup-
port the SDG Master by tracking team performance, ensuring their
ideas align with the SDGs, and recording creative solutions or
strategies developed during the game.
Assistance with points allocation: The two Junior SDG Masters
support the SDG Master in tracking and awarding points, ensuring 
they are distributed fairly based on players’ creativity, teamwork, 
and alignment with SDG objectives.

Team formation: In order to provide a seamless transition, the
SDG Master coordinates the team’s formation as players progress
to the second level. Additionally, the SDG Master provides
instructions on how to utilize the new cards that were added
during this phase, such as disruptive and more inspirational cards.

Evaluation: The SDG Master and two Junior SDG Masters form the
SDG Masters commission by evaluating the solutions presented
by the teams, creating an SDG Master Commission to ensure fair
judgment and constructive feedback.

5.2 Role of the Junior SDG Masters (to be selected from
the group of players)
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6. RULES AND GAMEPLAY

6.1 Preparation, player roles and team formation

 ○

Selecting the 2 Junior SDG Masters:

At the beginning of the game, two Junior SDG Masters are
chosen from the group of players by rolling dice. The two
players with the highest rolls become the Junior SDG Masters,
who support the SDG Master with evaluation and feedback but
do not participate in the game.

After the selection of the Junior SDG Masters, the teams should be
formed based on the number of players and the desired team dy-
namics. The SDG Master should ensure a balanced mix of skills, ideas,
and player strengths when creating the teams. Teams can be formed
through:

Random Assignment: Players are assigned to teams by chance for a
more diverse experience.
Strength-Based Assignment: Teams are formed based on players’
strengths or what they are good at (such as being creative, strategic,
or knowledgeable about certain topics).

Team formation
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9

10

14

13

12

11

Number
of players

6

7

8

4 teams by 2

5 teams by 2

6 teams by 2

3 teams by 2, 1 
team by 3

4 teams by 2, 1 
team by 3

Players / Teams 
local level

4 individually

5 individually

3 teams by 2

2 teams by 2, 1 
team by 3

2 teams by 2

1 team by 3, 1 team 
by 2

2 teams by 3

1 team by 3, 1 team 
by 4

Teams national level

2 teams by 4

1 team by 4, 1 time 
by 5

 or

3 teams by 3

2 teams by 5 

or

2 teams by 3, 1 team 
by 4

1 team by 5, 1 team 
by 6

 or

2 teams by 4, 1 team 
by 3

2 teams by 6 

or

3 teams by 4

2 selected by dices

2 selected by dices

2 selected by dices

2 selected by dices

2 selected by dices

2 selected by dices

SDG Junior Masters lo-
cal and national level

2 selected by dices

2 selected by dices

2 selected by dices

Table 1. Number of teams/players in Local and National Level
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-Discuss and develop a solution for the mission and try to integrate
their SDG and Inspirational Cards. (5 minutes)

Choosing a Mission Card:

 ○ The players roll the dice. The one with the highest number
chooses the mission randomly by drawing a card from the
face-down pile of mission cards. Another option for the SDG  
Master to choose it, or for the team to choose it. The mission
card is valid for both the local and national levels.

Playing the Local Level:

 ○ The SDG Master distributes two inspirational and one SDG  
cards to the players/teams. These have the option to change 
one of the three cards.

 ○ The players/teams work on solving the mission card
chalenge, trying to integrate their SDG and iInspirational
cards Each turn allows players a set amount of time to:

Preparing the game materials:

 ○ Each player/team has its own board. The set of cards (SDG  
Cards, Joker Card, Inspirational Cards, Disruptive Cards, and
Mission Cards) should be at the table. For the game, sticky
notes the size of the fieldson the board are needed. They are
not included in the game. 

6.2 Playing the Game 

-Complete the four categories on their board: Action, Key Actors,
Beneficiary Group, and Added Value, using sticky notes for their
notes. (10 minutes)
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 ○

 ○

 

○

○

○

○

○

Points are awarded based on how well the solutions:

The SDG Master and the two Junior SDG Masters provide
feedback and assess the ideas based on how well they ad-
dress the mission.

A timer should be used for each round to encourage quick 
decision-making.

Align with the SDG or mission card. 

Demonstrate creativity by using a combination of cards. 

Are realistic and feasible. 

Have significant potential impact on the target group. 

Disruptive cards earn double points if successfully integrat-
ed into the solution.

National Level:

 ○

 ○

Teams are formed as described above.

In addition to the SDG and Inspirational Cards, Disruptive  
cards are introduced to add complexity, requiring players to  
adjust their ideas to unforeseen challenges like budget
constraints or emergencies. 

In this round teams receive new cards: two more inspirational  
cards, one SDG cards and one disruptive card.

Teams have the same time to propose solutions as they did  
in the previous level.

 ○

 ○

6.3 Scoring & Points Distribution
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At the end of the game, the SDG Master and the two Junior SDG
Masters evaluate the solutions, adding up points based on the above
criteria.

The winner is announced based on the total points accumulated in  
both levels. The player with the most points wins. If there is a tie,
anew Disruptive Card is drawn, and the first player to solve it logically 
(as voted by all participants) wins. For a clearer overview of the points 
check the table.

Phase

Local level

Final points

National Level

Criteria Points awarded

For every SDG or Inspirational card 5 points per card
used

Using two cards 10 points

Using three cards 15 points

For every field filled with sticker         1 point per field
in the board related to the cards 
players/teams have

For every card used in an idea 

Using two cards 

Using three cards 

For every solved disruptive card

For every field filled with sticker re-
lated to the cards players/teams 
have on the Hexagon Board

Total points from Local and
National Level combined

10 points per card

20 points 

30 points 

20 points

2 points per field

In case of a tie: Winner determined by 
solving a new Disrup-
tive card




