
 

  

Summary Report 

TEACHER FOCUS GROUPS 

      

2022 

Play, Learn, Act, Ensure Sustainable Development Goals 

2021-1-ES01-KA220-SCH-000031638 



 

 

  

 

 

 

PLAE: Play, Learn, Act, Ensure Sustainable Development Goals 

Reference No: 2021-1-ES01-KA220-SCH-000031638 

Table of contents 
Introduction 2 

Methodology 2 

Questionnaire 2 

Data Analysis 3 

Greece 3 

Italy 6 

Latvia 12 

Conclusions 14 

 

 

 

 

  



 

 

  

 

 

 

PLAE: Play, Learn, Act, Ensure Sustainable Development Goals 

Reference No: 2021-1-ES01-KA220-SCH-000031638 

Introduction 
In the context of the Eramus+ “PLAE” project, the partnership will develop educational 

tools for teachers and educators, to support them in achieving their goal of raising 

students' awareness of the SDGs and equipping them to become future sustainable 

citizens. For the development of these tools/board games each partner contacted a 

Focus Group Discussion, in order to investigate teachers’ attitudes, beliefs, and 

behaviours as well as their teaching practices on the topic of SDGs in order to tailor 

the tools/board games to their specific needs. This document includes the findings of 

each project partner as well as an overall summary of the attendees’ opinions and 

suggestions.  

 

Methodology 
At first the partners prepared the questionnaires and each of them had to select at 

least ten participants, teachers from elementary and secondary schools who work 

with students aged 6 to 14, to contact the Focus Group Discussion in their country. In 

total 43 teachers participated in the Focus Group Discussions. The mediators, 

explained the participation guidelines, the need for all participants to be actively 

involved, and the timetable. After that they shortly presented the PLAE project, its 

objectives and stressed the importance of the meetings. Each focus group lasted one 

hour and consisted of democratic and collaborative participation in which every 

participant had the opportunity to express their opinions. 

The objectives of the Focus Groups were the following: 

• to identify barriers in working the SDGs in a practical way in primary school 

levels  

• to identify the level of knowledge, skills and tools related to the practical 

applicability of the SDGs in their lessons  

• to identify the level of awareness of primary school pupils regarding the SDGs 

 

Questionnaire 
The developed questionnaire reflects the potential of investigating teachers' 

attitudes, beliefs, and behaviours, as well as their teaching practices, regarding the 

Sustainable Development Goals (SDGs). 

Focus Group Questions:  

1. Do you implement activities connected with the SDG? If yes, could you give us 

some examples? 
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2. What activities/games do you know associated with the SDGs? 

3. What day-to-day actions do you think a student could do in favour of the SDGs? 

4. What kind of SDG are connected with the curricula? 

5. If you had a board game on SDGs: 

a. What other game would you like it to be like? 

b. What topics would you like it to address? 

c. What features would you like it to have? 

6. Any other suggestions? 

 

 

 

Data Analysis  

Greece 
1. Do you implement activities connected with the SDG? If yes, could you give us 

some examples? 

Participants stated that Education for Sustainability is included in the curriculum of 

Greek schools. The primary focus is on engaging students with environmental and 

sustainability issues at school and in their communities. 

 

2. What activities/games do you know associated with the SDGs? 

Participants reported implementing experiential activities such as visits to 

environmental education centres, tree planting, and other activities in which 

students discuss and draw about issues such as the environment, climate change, 

and recycling, among others. 

 

3. What day-to-day actions do you think a student could do in favour of the SDGs? 

- Collect and distribute food to families in need. 

- Collect funds for donation to a children's foundation. 

- Hold discussion on the significance of a healthy diet. 

- Turn the water off when brushing your teeth or hands. 

- Turn off the lights when you leave a room. 

- Respect your classmates. 

- Donate clothes you do not need. 

- Recycle. 
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4. What kind of SDG are connected with the curricula? 

SDG 1: No poverty 

SDG 2: Zero hunger 

SDG 3: Good health and wellbeing 

SDG 4: Quality Education 

SDG 16: Peace, justice and strong institutions 

 

5. If you had a board game on SDGs: 

- What other game would you like it to be like? 

Snakes and ladders, Puzzle, quiz 

 

- What topics would you like it to address? 

Participants emphasized that all objectives are significant; however, given the 

age of the students, they suggested that the material be developed around the 

following themes: 

▪ No poverty 

▪ Zero hunger 

▪ Good health and well-being 

▪ Quality education 

▪ Gender equality 

▪ Clean water and sanitation 

▪ Affordable and clean energy 

▪ Reduce inequalities 

▪ Sustainable cities and communities 

▪ Responsible consumption and production 

▪ Climate action 

▪ Peace 

 

- What features would you like it to have? 

▪ The games that will be developed must be designed for a specific objective 

and geared toward achieving that objective. 
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▪ In order to facilitate the player's interaction with the game, there should be 

a clear set of rules. 

▪ The game should reward correct choices and penalize incorrect ones. Thus, 

players will be able to distinguish between successful and unsuccessful 

actions and remain focused on their objective. 

▪ The game should be enjoyable. 

▪ The level of difficulty should correspond to their age. 

 

6. Any other suggestions? 

The games should complement the curriculum and be connected to a subject. 

 

Conclusions 

In conclusion, participants stated that they believe all SDGs are important, but that 

the created materials should emphasize topics that are easily understood by children 

aged 6 to 12 years old. Regarding the characteristics of the games, they stated that 

they should be designed for a specific purpose with age-appropriate content, reward 

correct decisions and penalize incorrect ones to keep players focused on the game's 

objective, and be enjoyable. 

 

 

  



 

 

  

 

 

 

PLAE: Play, Learn, Act, Ensure Sustainable Development Goals 

Reference No: 2021-1-ES01-KA220-SCH-000031638 

Italy 
During the Focus Group Discussion, 13 teachers working with elementary and 

secondary school students were asked the following: 

Questions:  

1. What subject do you teach? 

2. How old are your students / pupils? 

3. Do you carry out activities related to the SDGs in the classroom? If so, could 

you give some examples? 

4. What activities / games do you know associated with the SDGs? 

5. Which school subject do you think is most involved in addressing 

sustainable development issues and SDG's? 

6. What daily actions do you think a student could do in favor of the SDGs in 

the school context? 

7. In your opinion, which of the 17 SDGs are related to school subjects? 

8. If you had an SDG game, which game would you like it to look like? 

9. If you had an SDG's game, what topics would you like it to address? 

10. If you had a game on the SDG's, what features would you like it to have? 

11. Do you think a board game on these topics could be useful for your work? 

12. Do you have any suggestions for game design? 

 

The debate was recorded through written, verbal transcription, which will be signed 

by the participants. Otherwise, at the end of the debate, was send to the participants 

a google mod link, to answer at the same questions above, and easily built a graphic 

representation of their work. The following day, a thank you email was sent to the 

participants. Where the next steps of the project were presented. 

 

1. What subject do you teach?  

13 Teachers: 3 Italian, 3 Mathematics, 3 History, 1 Science, 1 English, 2 Italian, History 

and Geography 

 

2. How old are your students / pupils? 

3: 8/9 years old; 4: from 11 to 14 years old; 3: 7/8 years old; 1: from 11 to 14 years 

old; 2: 6/11 years’ old 

 

 



 

 

  

 

 

 

PLAE: Play, Learn, Act, Ensure Sustainable Development Goals 

Reference No: 2021-1-ES01-KA220-SCH-000031638 

3. Do you carry out activities related to the SDGs in the classroom? If so, could you 

give some examples? 

Answers 

2 Yes, activities related to respect for the environment 
 

4 Yes, in collaboration with the teachers of Science, Geography and 
Technology who deal with the practical and scientific part, we 
proposed to the students to imagine and then build two models of 
the country: one powered exclusively by fossil fuels, the other only 
by renewable energy 
 

3 In our school we grow plants, we do separate collection, we do not 
use plastic except in emergencies and in any case recyclable. We 
have in section the bins for the differentiated. 
 

1 We try to teach children about separate collection 
 

3 Yes. Example: turn on the lights when we leave a room, do not 
waste water. Gender equality, reduce inequalities 
 

 

4. What activities / games do you know associated with the SDGs? 

Answers 

3 We invent language games on gender and inclusion 
 

4 I don't know any games 
 

3 Quizzes with timed questions, speed competitions in finding “right 
or wrong” objects scattered around the classroom, do's and don'ts 
lists at home, etc. 

1 We play inclusive games aimed at giving children a positive critical 
thinking about sustainable development and we pass contents 
related to this topic through experiences then reworked through 
nursery rhymes, stories, songs and group activities. 
 

1 Readings, reality assignments, investigations and observations, 
reports 

1 Shared activities between pupils and workshops 
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5. Which school subject do you think is most involved in addressing? 

Answers 

 

6 All 

2 Math 

2 Music  

3 Science 

 

6. What daily actions do you think a student could do in favor of the SDGs in the 

school context? 

Answers 

• Divide the waste 

• Clothing suitable for the season to avoid wasting energy, do not use non-

recyclable materials, recycle using the various classroom baskets with greater 

care 

• Separate waste collection, attention to energy saving. 

• Separate collection, avoid waste 

• Sustainability: Waste sorting 

• Inclusion of disadvantaged comrades 

• Respect for the environment and energy saving 

• Personal hygiene and shared spaces 

• Separate collection, conscious use of paper, garden cleaning with dedicated 

days 

• Clean energy, peace on earth 
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7. In your opinion, which of the 17 SDGs are related to school subjects? 

 

 

 

8. If you had an SDG game, which game would you like it to look like? 
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9. If you had an SDG's game, what topics would you like it to address? 

 

10. If you had a game on the SDG's, what features would you like it to have? 

Goals to be achieved in collaboration and fun 

Interactive and connected to the experience 

Fun, engaging and easily explained 

That it was inspiring 

Easy to understand, even for the little ones 

Cooperation 

It should be very engaging with the help of video and audio ... multimedia and 
interactive 

Easy to understand, even for the little ones 

Immediacy and practicality, attractive layout and fonts, (good) competition 
between competitors 

Adaptable to any age group 

Manipulative and experiential 

Inclusive for those who do not speak Italian or for those with disabilities 

Suitable for the age of children 
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11. Do you think a board game on these topics could be useful for your work? 

 

 

12. Suggestions 

1. In general, I believe that knowledge and awareness arise from experience, on 

which I base the teaching that I propose in the section 

2. I built, with pen and paper, a simple bingo with combinations, but a well-made 

group game will certainly have a better impact 
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Latvia 
During the Focus Group Discussion 10 Latvian teachers working with both elementary 

and secondary students answered the questionnaire developed by the partners.  

 

1. What activities/games do you know associated with the SDGs? 

• Simulations 

• Role plays 

• Board games 

• Cards  

• Crosswords 

 

2. What day-to-day actions do you think a student could do in favour of the SDGs? 

• Recycling  

• Collecting waste paper 

• Cleanup days 

• Planning and doing research related to energy consumption and other 

resources 

 

3. If you had a board game on SDGs: 

❖ What other game would you like it to be like? 

● Game in electronic version 

● Card games 

● Board games 

● Flashcards 

● Videogame 

● Simulations 

❖ What topics would you like it to address? 

● Environment 

● Health 

● Environmental sustainability 

● Impact on ecosystems 

● Hygiene 

❖ What features would you like it to have? 

● Suitable for different groups of age and sizes; 

● Definitely - colourful 

● Memorable Characters 
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● Great Controls. Even if everything about a game is amazing, it won't matter if 

players can't properly interact with it. ... 

● An Interesting storyline & Visual Style. ... 

● Combining fun and realism 

● Captivating and giving continuous challenge 

● Flexibility 

● Solid Level Design.  

● Good Balance of Challenge & Reward. 

 

Conclusions 

The SDGs are mainly covered in middle school grades (7, 8, and 9) and the teachers 

mostly implement the following topics: good health, life on land and underwater, 

infrastructure and innovations, peace and justice, partnerships. 
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Conclusions 
Taking into account the outcomes of the Focus Groups, it is evident that the educators 

are well-versed in the SDGs, as some of them are included in the school's official 

curriculum. However, teaching the SDGs, particularly to younger students, can be 

challenging, and teachers would like to include the Goals into their lesson plans in an 

engaging and enjoyable way. 

The educators are already implementing SDG-related activities in the classroom, with 

an emphasis on environmental protection, recycling, sustainability and good health. 

They reported that there are a variety of activities that can be conducted during school 

hours to assist students in becoming sustainable citizens, including food and clothing 

collections for charities, waste sorting, energy conservation projects, personal hygiene 

in the classroom, clean-up days, etc. 

In addition, they argued that learning-by-doing is the most effective method for 

addressing these issues because students should adopt these behaviors as a way of 

life. To this end, board games seemed like a great idea, as it would be simpler to 

implement in the classroom and would encourage every student to participate.  

When asked about the topics, the teachers suggested that the games cover the Goals:  

● SDG 3: Good health and wellbeing,  

● SDG 4: Quality Education,  

● SDG 6:  Clean water and sanitation,  

● SDG 8: Decent Work and Economic Growth,  

● SDG 16: Peace, justice and strong institutions  

since they are more appropriate given the students’ age.   

The majority of teachers agreed upon the basic features of the games. The games 

should be age-appropriate so that the level of difficulty matches the students' abilities 

and knowledge. In addition, each game should be centered on a single objective and 

geared towards accomplishing that objective. The game should reward correct choices 

and penalize incorrect ones. Thus, players will be able to distinguish between 

successful and unsuccessful actions and remain focused on their objective. A set of 

rules that is simple for younger children to comprehend and interact with is also quite 

important. Another factor to consider to be taken into account is that the games 

should have a captivating storyline that makes them engaging. Last but not least, the 

games should be enjoyable and complement the official curriculum.  

 

https://globalgoals.org/goals/6-clean-water-and-sanitation/
https://www.un.org/development/desa/disabilities/envision2030-goal8.html

