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Abstract 
Learning about the Sustainable Development Goals (SDGs) as a framework 
for strategic decision-making has gained prominence in higher education (see, 
Sendra-Pons et al, 2021). The SDGs, adopted by United Nations Member 
States in 2015 and expected to be achieved by 2030, respond to challenges 
related to poverty, planet, peace and prosperity and seek the achievement of 
environmental, economic and social sustainability through 17 goals and 169 
targets.  

It is vitally important that students of economics and business administration, 
as future leaders in companies around the world, learn this sustainable 
decision-making framework so that they are able to approach the challenges 
they face in their daily lives in a comprehensive manner, i.e., considering not 
only the economic benefit but also the impact their decisions have on the 
environment and society.  

The educational methodologies employed by the faculty in the learning process 
seem not stimulate students’ development of motivational and cognitive skills 
who, in this context, are limited to reproduce and apply the new information 
explained in the lecture (Boekaerts, 1997; Konopka et al., 2015). Higher 
education has undergone profound transformations since not only the 
environment in which it operates has changed due to technological 
innovations, but also the faculty and students have modified their preferences 
and interests. Consequently, higher education institutions have been forced to 
incorporate innovative pedagogical strategies and effective tools to capture 
students’ attention (Fujitai et al., 2016; Da Silva et al., 2018). 
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By integrating traditional learning with other activities such as debates and 
teamwork, active learning methodologies place the student as the cornerstone 
of the learning process (Prince, 2004; Recatalá, 2016; Sendra-Pons et al., 
2020). In this way, students abandon passive attitudes and adopt a behavior 
based on collaboration, communication between individuals, cooperation, and 
problem-solving. In recent years, the faculty is employing new innovative 
learning techniques such as gamification and role-playing to engage students’ 
participation (see, e.g., Çakıroğlu et al., 2017; or Martínez & Ruiz, 2019). In 
the field of education and learning, gamification is defined as the introduction 
of a series of processes and activities that, through the use and application of 
game mechanics, solve challenges related to teaching (Kim et al., 2018). 
Similarly, role-playing includes representational games where individuals act 
according to different roles and situations while developing critical thinking, 
professional knowledge, and moral values (Vizeshfar et al., 2016). 

The innovative education experience presented here introduces gamification 
and role-playing as active learning methodologies to immerse participants in 
strategic decision-making that resembles reality by constraining their action 
to the limitations of their role and available resources. In this way, students 
not only apply the formal knowledge acquired in class but also develop soft 
skills such as teamwork and problem solving when cooperating between the 
different roles within a company. 

The results of this innovation, evaluated through a survey with Likert, rating 
and open-ended questions as well as word maps with which the students gave 
their impressions on this educational experience, show high levels of student 
satisfaction with the methodologies employed, considering them particularly 
suitable for learning about the SDGs. Additionally, students claimed that 
higher participation and cooperation were achieved compared to traditional 
methodologies of education. Based on the detailed analysis of the usefulness 
of this activity derived from the evaluation methods mentioned above, the use 
of gamification and role-playing in higher education is recommended even 
though it is necessary to replicate this activity to confirm results. 

Keywords: Sustainable Development Goals (SDGs); role-playing; 
gamification; innovative education.   
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