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What is ECF4CLIM?
ECFACLIM develops, tests and validates a European Competence Framework (ECF) for transformational change,
which will empower the educational community to take action against climate change and towards sustainable

development. This game is a part of the tools developed in ECF4CLIM project.

The 5 modules in the game based on the Roadmap of the project:

1. Sustainability awareness - Introduction to Sustainability

2. Engagement - Why and How to promote Sustainability

3. Connections - Complexity in Sustainability

4. Visions - Expected, Preferred and Alternative Futures
5. Action - Acting for Sustainability

Access to the Game:
https://h2020.trebag.hu

Links from other parts of the project also work:  https://www.ecf4clim.net/games
https://ecfdclim.smartwatt.net/learning-space-game/

To make sure you have the best experience possible, we recommend using the latest version of Mozilla Firefox
browser. (Crome usually changes the white pins into black squares, this is a general problem if you play with a
Crome browser, Firefox does not have this problem.) The best result is to play it from a PC or laptop, the game is
developed for these devices.

Brief Summary of how to Play the Game:

* register and confirm registration (email)

Register, login
cl?oose, g:m; ¢+ enter the game and choose the topic/age

¢+ find “MODULE 1 MINIGAME” pin in the panorama picture

* check the book on the left for secrets and play the 5 minigames

* play allminigames OR find “GO ON TO MODULE1 DECISION TREE” pin

* panorama picture changes, find the new pins

* find “MODULE 1 DECISION TREE” pin in the panorama picture, play it

o find “GO ON TO MODULE 2” pin, OR click on the second circle on the left

Play
MODULE 2, 3, 4, 5 * take the same steps for MODULE 2, 3, 4, 5

* CONGRATULATIONS, YOU COMPLETED YOUR MISSION!

Mission completed!  if you wish, play the other 2 games for the other age groups



https://h2020.trebag.hu/
https://www.ecf4clim.net/games
https://ecf4clim.smartwatt.net/learning-space-game/

Sign-up:

Sign-up is required to start the game. To do so, click on the ‘Registration’ button. Please fill in the required fields
and please accept the GDPR, by ticking the box next to the GDPR. You will receive a confirmation email to the
provided email address, please click on the link to confirm the registration. Then go to the main page to enter
the game: https://h2020.trebag.hu

Registration

= Registration data

B8 Name

& Country

Country Hungary

Log-in:

To play, click on the middle of the screen and log in. Enter your e-mail address and password and click on ‘Login’.

Login
Your e-mail:

your e-mail

Password:



https://h2020.trebag.hu/

Game

When you enter the game, you arrive at the landing page where you can choose which age group you would like
to play with:

6-9 years:  Search for Crocco
10-16 years: Secret of the Forest
16-25 years: Community Mall?

Choose one of them by clicking on a picture out of three:

The 3 games have different backgrounds and 3 “missions”, for example this is the mission for the smallest age
group: two friends have to find their third friend (a crocodile) in a family house and garden.
The task is to complete the missions given in the game.

The game backgrounds are 360 degrees panoramic images with multiple white pins. The number of these pins
increases as the game progresses. Some of them contain interesting and useful information about the environ-
ment and sustainable development, while others lead the user to a minigame selection page or a decision tree.
The badges with a function are blue in the font colour.



Different modules - different panorama pictures

The 360 degrees panorama pictures with the game backgrounds change along the game as the player progress-
es through the modules, also, the figures of the game are at different places in the panorama pictures. The pins
also change with each 360 panorama, with different messages attached to them and leading the player to new
module minigames or decision trees.

T,' o Tobe able to click on the pin content, the best is to click under the pin,
P‘ then the pin sign will remain on your screen.

One module: 5 minigames + 1 decision tree to play with

Each 360 degrees panorama picture has a pin with “MODULE X MINIGAMES” or “MODULE X DECISION TREE".
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To play with the minigames, the player shall find this pin and click on it to find the minigames. The minigame
selection page contains all the minigames that the player is currently playing with the module. There are four
types of minigames:
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Quiz True or false Memory game Drag and drop

(matching game)



Select a minigame

Sustainability, Paris, Compost, repair, recycle
01 Green Deal (No. 34.) - you can do your part
@ ! (No. 35)

03 A basket of interesting Can you do it, or just
things @ (No. 36.) know about it? (No. 1.)

05 Basic terms in pairs (No. 27.)

Close

The minigame that was played changes its colour. Players get feedback after completing a minigame:

Game end!
Your results: 100%

Wow, perfect! Keep up the amazing work!

How to switch between modules and panorama pictures?

There are two ways to switch the module:

A: Click on the circle of the desired module in the sidebar,

B: Look for the pin in the panorama picture that takes the player to another module back or forward (e.g. “IF

YOU PLAYED WITH THE DECISION TREE, GO ON TO MODULE 3", or “YOU CAN GO BACK TO MODULE 2 IF YOU
WANT HERE”)

Tip o CAPITAL LETTERS are instructions to the player how to play the game or what to look for.




Decision trees

When the player has played all the minigames of a module, the scene moves to a next picture where the player
can find a new pin with the decision tree of that module.

Decision trees require players to think carefully about the story (and the decision situations) and choose one of
the possible answers. The story then continues depending on the answer chosen. Feedback on their choices is
given to the players, helping to reinforce what they have learned in the module. The decision trees allow learn-
ers to reflect on what they have learned by selecting from a number of choices at their disposal.

You live with your friends in a flat, and one day the toaster brakes,
uuh, bad luck. You all love toasts, so you definitely need a solution.
What will you do?

We buy one

We get it repaired

We do not want to buy new, and repair looks impossible,

so we have a chat on how to get another toaster % § &
=
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Icons on the playing field
In the right side of the playing field there are three types of icons:
Library: this is where you can find the knowledge bases for the mini-games, the educational materi-

als. The games are based on these knowledge bases. For each module, the corresponding knowledge
base is displayed.

module 1, the second one shows module 2, etc. The coloured circle and the % shows how many

Modules: Here the player can choose which module (s)he want to play with. The first circle shows
minigames have been played in the module, 20% - 1 game played, 40% - 2 games played, etc.

Exit the game

Bz

Languages

The learning game is currently available in English only.

Join the fun, become a sustainability hero, and level up your knowledge
while discovering new worlds for a greener, brighter future!



The game was developed by Trebag Ltd., Hungary, in 2023. Key contributors: Ménika
Varnai (project manager, minigame author), Néra Kovesd, Andrea Kévesd, Myrtill Lenkefi
(minigame authors), llona Vojtké (tech support), Gyoérgy Szalay (graphic designer), and Net-
Snake LP (developer). The knowledge bases were developed by ISQ. Key contributors: Lara
Ramos and Tania Alves (project managers and authors); Andreia Silva and Natalia Alves

(illustrators).



