
GLOBE Game

�1

GLOBE GAME 
1st version 

New skills for green 
jobs.  game based 
training to develop 

transversal green 
skills in 

apprenticeship 
programme

Co-funded by the 
Erasmus+ Programme 
of the European Union



GLOBE Game

�2

New skills for green jobs.  game based training to 
develop transversal green skills in apprenticeship 

programme

GLOBE GAME 
1st version

GLOBE PROJECT: 2017-1-RO01-KA202-037352 

The European Commission support for the production of this publication 

does not constitute an endorsement of the contents which reflects the 

views only of the authors, and the Commission cannot be held responsible 

for any use which may be made of the information contained therein

Co-funded by the 
Erasmus+ Programme 
of the European Union



GLOBE Game

�3

TALE OF INDEX

Introducción   4 ----------------------------------------------------------------------------------------------------------------------------------

GLOBE Competences framework     5 ---------------------------------------------------------------------------------------------------

GLOBE GAME Conceptual map     8 -----------------------------------------------------------------------------------------------------

 Direction     10 ------------------------------------------------------------------------------------------------------------------

 Resources    10 -----------------------------------------------------------------------------------------------------------------

 Typology     12 ------------------------------------------------------------------------------------------------------------------

 Competences     13 -----------------------------------------------------------------------------------------------------------

 Players     13 ---------------------------------------------------------------------------------------------------------------------

GAME DEVELOPMENT     14 ----------------------------------------------------------------------------------------------------------------



GLOBE Game

�4

INTRODUCCION
The purpose of this document is to define and design the basic methodology 

of the GLOBE game. In other words, it is the reference document for the 

development of the game and how the different actors will interact in it and 

with it. 

It is necessary to define and identify the following aspects that will integrate 

the game: 

I. Competencies: which competencies will be included and how they will be 

integrated into the game to support its development. 

II. Participants: number and how the participants will interact within the 

game. 

III. Development: the development of the game, that is to say that the player-

students will meet and how they will "move" through the game. 

IV. Rewards and accreditations: what kind of prizes (and penalties) will they 

find inside the game and when the game ends and how the players are left 

at the end of the game. 

Starting from the competitions to be developed in the game, and from the 

conceptual map, the following lines contain the theoretical-pedagogical bases 

of the GLOBE game.
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GLOBE COMPETENCE FRAMEWORK
Green skills are the starting point for integrating sustainability into the labour 
market. Sustainable social capital is a key aspect for new socio-economic 
models. And especially important for those who are just beginning their training 
for integration into the labour market. Thus, learning environments based on 
work models (work-based training, apprentices, etc.) are environments in which 
these competencies should be easily integrated. 

Currently, Corporate Social Responsibility models have included their 
environmental approach in business management, a path initiated by 
environmental standards in companies. But it is necessary to go one step further 
and include sustainability skills in the training processes, taking into account 
their transversal nature and integrating green criteria into all occupations. 

The GLOBE Competence Framework is a first step. Although our proposal of 
competencies is born from an approximation to the needs in the work 
environment, it can nevertheless represent a starting point and reference point 
for its transversal insertion in other environments. 

We have defined green skills “are those skills needed to adapt products, 
services and processes to climate change and the related environmental 
requirements and regulations”. Cedefop defines green skills as “the 
knowledge, abilities, values and attitudes needed to live in, develop and 
support a sustainable and resource-efficient society”. 

The green transition inevitably leads to structural changes in the labour market 
and employment, both between and within occupations. Although occupational 
changes may occur at different rates and in different ways, depending on the 
context, all countries, from the poorest to the richest, and from the least 

economically developed, recognise the importance of environmentally 
sustainable growth. Thus, labour market and skills policies that support this task 
smoothly will be a basic component of green growth strategies.  

Thus, we can find three different competences categories when we talk about 
green skills: 

Technical competences, that is those competences related to specific tasks in 
each occupation. 

Generic interdisciplinary competences, that is those related to some transversal 
areas of knowledge needed to support any occupation; and 

Normative competences, that is, those (also) transversal skills related to vision 
and values needed to reach the goal of sustainable development. 

The structure of these three categories is the starting point of our competence’s 
framework for GLOBE project. 

Competences for action and plan Technical competences

Competences for self development Generic interdisciplinary competences

Competences for environment Trasnversal skills for sustainable development
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Self-develop
Personal competences to contribute to
the successful sustainable environmental
action plan and growth of the
organization and societies.

Environment
Competences to improve the
organisations’ environment promoting
their developing and growth in a
sustainable societies.

Action and 
plan

Competences to promote the
environmental action contributing to the
sustainable societies.

Thus, GLOBE competences framework is structured in three different areas: 

ACTION AND PLAN: competences to promote environmental action 

contributing to sustainable societies 

SELF DEVELOP: personal competences to contribute to successful 

sustainable environmental action plan and growth of the organisations 

and societies. 

ENVIRONMENT: competences to improve the organisation environment 

promoting the development and growth in a sustainable societies. 

These are the main areas of the GLOBE competences framework. Each 

area contains a set of competences that area mandatory for their 

development. Thus que can find a total of 8 competences as follows:

GLOBE main competences areas
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✦ Water management 

✦ Energy management 

✦ Waste management 

✦ Innovative problem 

solving 

✦ Decision making  

✦ Creativity 

✦ Ethical thinking 

✦ Knowledge sharing

Ethical thinking
To develop awareness, understanding and
consciousness toward the
biophysical environment and its problems,
including human interactions and effects

Water management
To plan, develop, distribute and optimum use
of water resources under sustainability critera.

Energy management
To plan, develop, distribute and optimum use
of energy resources under sustainability
critera.

Waste management
To treat wastes and offers variety of solutions
for recycling items that don't belong to trash.

Knowledge sharing
To share information or understanding
between individuals, teams, communities or
organizations.

Innovative problem solving
Defining and analysing a problem and find an
effective solution in a quick and timely way,
measuring risks, resources and time required in
a new and original way.

Decision making
To choose the best and sound options among
several ones in order to act and achieve the
objectives in organizational contexts where the
criteria of effectiveness and efficiency do not
exclude the ethical dimension .

Creativity
To solve in a new and original way situations or
problems in the field of environmental
management.
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GLOBE GAME 
CONCEPTUAL MAP
The conceptual map is the basic design on which the game is 
developed and founded for educational purposes. The theory of 
game-based training tells us that the use of these innovative (and at 
the same time traditional) pedagogical resources improves the 
training process, since it brings the competences and skills closer 
to the learners from another point of view and perspective, and this 
model is especially useful for developing those more transversal 
competences (such as key competences, or social, personal 
competences, etc.) together with technical competences. Especially 
those technical competences that have a strong social content, 
such as for example green competences that go beyond the 
development of knowledge and have as final objective impact on 
society. 

Taking as a starting point the conceptual map of the GLOBE game, 
we are going to develop the different elements that are going to 
form it, as we integrate it in the game and that we hope when the 
participants solve the posed situation. It is important to always bear 
in mind that these resources are an important part of the process 
but they can never eliminate other pedagogical resources from it, 
but rather complement and improve them.
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GAMERS

ORGANISATION

DIRECTION

COMPETENCES

3 scenarios
Land
Water
Air

SELF- DIRECTION
Apprentices/work-based

learning trainees
Min.: 4 / Max:12

Individual /Groups 2-3

Technical skills
Water management
Waste management
Energy management

Personal skills
Innovative decisión making
Problem solving
Creativity

TIPOLOGY

Cooperation - Competition

RESOURCES

Board
Card deck

Dice
Awards??

Game guide

Social skills
Knowledge sharing
Ethical thinking Questions

Minigames
Trials

1 coommon area
Earth

The previous figure presents the main components of the GLOBE 
Game, as follows: 

DIrection of the game: That is, of the game will be guided (by a 
game master or a game director) or the gamer/player can play but 
him/herselves.  

Resources: The different elements that will support the game 
development. 

Organisation: How the game is structure. 

Typology: It category contains two different components: the 
different elements that formed the games and the typology of 
interactions between players.

GLOBE game conceptual map
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Competences: The different competences that will be developed 
during the game, and how they will be developed. 

Gamers: Who will be the target group involved in the project.

Direction
The players will play without more direction than two 
components: the luck and the management of the different 
elements. They will play alone, without a director or facilitator. In 
this way the players will have to use all those transversal skills 

(innovative problem solving, creativity, making decision) to 
complete the different tests and pass the questions, as well as to 
compete or cooperate with the other players and or influence 
the other players. 

Resources

?
??

?
?
?

?
??

?
?
?

?
??

?
?
?

?DICE

BOARD

GL
BE

AWARDS
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El juego va a tener cinco componentes: 

1. Dice: The dice will determine the progress of the players on 
the board. It is the "luck" element that will influence the 
outcome of the game. It can be used as an advantage or 
disadvantage, and players will have to act to control that part of 
the luck. They will be able to move in any direction to get to the 
square they want, or to compete with the other players or even 
to hinder their play. 

2. Board: The board will be distributed in 4 different areas. Three 
game scenarios and a common area. Players will start from the 
common area to the stages. They will go through each scenario 
until they get all the prizes. This way they will be able to pass 
from stage to stage. Each scenario will have a path that they 
will have to cross. When they fall into the corresponding box, 
they must pick up the card indicated on it. It can be a question, 
a test or a lucky card. If they fall into the square with the earth 
symbol they will have to go back to the central square and they 
will lose all the prizes received in that scenario. They will be 
able to move on stage as they wish as long as there is a path to 
follow. When you get 10 prizes per scenario, you can move on 
to the next scenario and we'll consider the scenario passed. 

3. Cards: There will be three types of cards. Question cards, quiz/
trial cards? and lucky cards. The first one will contain the 
theoretical questions that the participants will have to answer. 
For each question they will get a award. Quiz/Trial cards?? the 
player will have to solve a test or a game etc. Each resolution of 
one of them will result in two awards.

?
With which colours do we
identify the containers for

depositing waste?

Solution

Blue – paper
Yellow – plastic

Grey – waste in general
Brown (coffee) – organic

Red – Dangerous materials

CARDS

?
?
?

?
?
? ?

??



GLOBE Game

�12

However, lucky cards contain elements of fortune. The cards can 
represent a chance or an risk. For example: 

i. They determine whether you can play in cooperation 
with another player or compete with them (we'll see the 
implications later); 

ii. You can send players to the common area. 

iii. You can have the players send the rest of the players to 
the common zone, etc.. 

4. Awards: Each scenario has rewards or prizes. The scenario 
"Earth" the icon of recycling; the scenario "Water" a drop of 
water and the scenario "Air" a light bulb. Each correctly 
answered question equals one prize and each game or test that 
is passed equals 2 prizes.

Typology

For the development of the game we will use two resources that 
will mark the evolution of the game. 

The type of tests they will have to pass and how they will do it. 

Type of tests: We have decided to use two types of exercises, 
through which they will obtain the most technical competences: 

➡ Questions: The questions will be relevant with the 
corresponding knowledge with the technical competences. The 
questions must have the correct answer. Players will have 60'' to 
answer each question. 

➡ Mini-games or quizzes: Along with the questions there will be a 
series of quizzes or games. Related to theoretical knowledge 
and involving the development of personal skills. 

Other relevant topic will be how they will play, the paying 
approach.  GLOBE Game is a competitive game. Players/teams will 
compite to earn as much as awards and finish the three scenarios.  

But, using the “luck cards” they can cooperate with other players or 
challenge other players/teams. It could be possible with the card 
“COOPERATION” or “COMPETITION”. These cards can be saved 
and use anytime during the game, depends on the need of the 
card holder. Once cards have been used, the holders have to return 
it to the deck of cards. So players can decided when they can 
cooperate to solve a mini game or answer a question or when 
challenge other with one question or in a mini-game. 

The above are strategic decisions and behaviours based on social 
and personal competences.
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The section previous section of this document contains a detailed 
explanation about the type of competences that will be developed 
through the game. So, it’s not necessary to focus in the definition of 
of each competence. But we would like to highlight how each 
competences will be acquired during the game using the typology 
of activities. 

Technical competences: They will acquire using the questions and 
mini games. 

Social skills: Through the game and partners’ strategy. Ethical 
thinking and knowledge sharing competences will be developed 
depends of the strategy: when players are competing depends of 
the goals of each partners they will use the appropriate strategy to 
overcome the others or collaborate “Sharing knowledge”.  

Personal skills: Through the mini games and the strategic of the 
game.

Competences

Players
The players are the students who are taking part in work-based 
learning. They can play: 

1. Individually (minimum 4) 

2. In groups (recommended) Minimum 8 max. 12
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GAME DEVELOPMENT
START 

Players roll the dice and the player/team with the highest score 
begins. And the turns will be followed according to the clock hands. 

The first player/group chooses the scenario. There will always be a 
player in the central square waiting to play.  

DEVELOPMENT 

Once the game has started, the players/groups will roll the dice 
and according to the number they get, they will move through the 
chosen scenario. the movement is free. Forward, backward, left or 
right; as long as the road allows it. 

There can never be more than one player/group per scenario.  

LUCK CARDS 

Luck cards can be an advantage or a disadvantage. There are 
different types: 

1. Competition: When answering a question or making a test, the 
player who has this card may decide that it is another player/team 
who performs the test or answers the question.  If the player/team 
chosen fails, whoever challenged them wins.  
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Otherwise, if the challenged player/team succeeds or does the test 
well, he will earn points. It gives other players an advantage: 

You can "steal" between 1 and 2 prizes from the player/team that 
challenged you. 

2. Cooperation: This card, in contrast to the previous one, gives its 
owner the possibility to cooperate in order to face a test. In the 
event that the test is passed, both teams will receive points.  

3. Earth: The earth card is a card that automatically goes to the 
central zone "Earth". You will lose all the points you have won. And 
you will have to start the game again. If there were a player in the 
central zone, he would take the place of the other player in the 
scenario. 

4. We continue working: This card is a safe-conduct to get rid of 
cooking to the "Earth". It can be saved and used at any time by 
whoever has it. Once used it is lost. 

BOXES (PATWAY) 

Four types of boxes 

-  Question 

-  Minigame 

-  Good luck 

-  Earth - whoever falls into this box will return to the starting box 
with nothing. 

GO FROM STAGE TO STAGE 

To go from stage to stage: 

You must obtain 10 rewards, the maximum for 

The dice has to give us access, that is to say to take a number that 
takes us to the other side. 

WARNING: In order to go from stage to stage you have to go 
through the central box. If we take out a number and knock it out in 
the central box, it starts again. 

We can only access a scenario in two cases: 

- If it is empty 

- Or if the player/team in that scenario changes scenario 

END THE GAME 

The game ends when a player/team finishes all scenarios. In case it 
is decided to finish without any player/team having finished. 
Whoever has the most rewards will win. 


