
THE FUTURE GAME is a gamified learning experience, in which millennial 
youngsters work in teams to address the United Nations’ Sustainable 
Development Goals to create solutions that impact their environment.

We believe that the new generations (the so-called Millennial and Gen Z) play a 
key role in the dissemination of sustainable and ethical economic development, 
culture, social inclusion and civil commitment, in short: ensuring the well-being 
of everyone in the 21st century. In addition, established institutions (both public 
and private) face an urgent need to innovate in a world that is increasingly 
changing and where we are more interconnected than ever. For its part, the 
social entrepreneurial fabric has become an important source of inspiration and 
learning about how solutions and products can be designed and operated in 
constant change.

THE FUTURE GAME comes to life with three main goals:

1 > Train and equip young 
professionals with skills and tools 
that make a difference and can be 
agents of change.

2 > Promote the creation of new 
ideas and companies where the 
maximization of the positive 
social and environmental impact 
is as important as their economic 
viability.

3 > Create an ecosystem of 
organizations and expert “Future 
Voices” prepared to tackle the 
most exciting challenges.

>>> INTRO

>>> MAIN GOALS
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ENTER THE GAME_

“The new inequality in the world is between
the people in the “new game” and
the people who are outside. This is what
is dividing the world. We have to have
young people playing an important role in 
the leadership of this transition”.

- Bill Dryton, Founder and CEO at Ashoka
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Imaginary and cultural context >>>

FORECASTING AND SCENARIOS
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EMERGING FUTURE
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In a world defined by change, no one can afford to build a life around repetition 
and the mental and productive models of the past, rather than being an active 
player. We must all learn to be an agent of change, a person who seeks to 
understand and solve challenges for the good of all. In this historic moment, 
it is time for a great change. It is time to face a new active exploration of our 
present and desired future, with new tools and a new look.

THE FUTURE GAME is a platform that understands the educational system, the cultural 
values   and the local entrepreneurial and productive ecosystem, the creative industries. We 
aim to work together with governments, civil society, the private sector, the changemaker 
communities to generate the most meaningful experience for the FUTURE GAMERS.

Our world is called to address 
urgent social and environmental 
challenges while we start the 
transformation of governance and 
economic models that surround 
us. This provides a unique 
opportunity  to imagine and 
transform the system where we 
operate and live.

Throughout history we have seen 
that people we unite to address 
shared challenges and put our 
creative power at the service 
of a better future. Today, now, 
is one of those moments. The 
future cannot be predicted but 
it can certainly be approached 
in a proactive way and fight for a  
preferred future.

We are in an ever-changing and 
complex reality, at a stage of 
disruption in which something 
ends and something new tries 
to be born and emerge. Our 
survival and well-being depends 
on our ability to leave behind 
what already is not worth it and 
be open to new patterns that 
determine the emerging future. 
That emerging future requires 
the best version of ourselves to 
imagine and create new stories.

THE FUTURE GAME >>>
Where the present connects with the future

>>> HOW WE ADAPT THE FUTURE GAME MODEL TO DIFFERENT CONTEXTS
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GAME PHASES >>> THE FUTURE GAME is an action learning game where brave young people 
explore the most important trends and challenges of this century to create 
prototypes of the emerging future in their environment. We want to lead the 
social and environmental innovation challenges that we face and explore 
solutions and prototypes into order to give birth to new solutions.

THE FUTURE GAME process is designed based on four worlds where different 
skills are trained in order to imagine and create the emerging future. This is a 
futuristic journey in which the participants are the main protagonists and mark 
the steps to follow. They range from understanding the individual and collective 
skills of the team and social challenges, to creating a vision where ideas become 
tangible and revealed in a future scenario.

1 2 3 4

The first world of the game is focused on individual and 
team awareness and on understanding the challenges that 
surround us. The participants inquire into their own abilities 
that will later activate as superpowers, furthermore they 
will also identify the collective strengths as a team and 
community.

It reflects and delves into the impact of the Sustainable 
Development Goals in the local environment and specific 
challenges are activated.

FEEL

The focus of this stage is the creation of a solid value 
proposition and a bold development of the solutions that 
participants have given to the challenges, and invite them to 
make those initiatives a reality and activate intuition from the 
future as it emerges.

We will work on 4 different revelations: Impact, Value, 
Implementation and Sustainability.

MAKE

It is the second world of the game and a continuity of the 
“FEEL” world. Starting from a vision already created in the 
previous world, in this one, it provides future trends and a 
global perspective to this vision. In this way, the participants 
are able to complete their vision and, based on it, they are 
able to identify and detail their plan of action in a certain 
environment, for a certain user/audience, in order to provide 
a certain solution to the challenge posed.

ENVISION

The last world consists of the revelation of what was created 
during the process. In this way, people who have not been 
part of the game are involved in order to communicate the 
discoveries made during the game, reveal the solutions that 
the participants have given to the social and environmental 
challenges of the future and invite them to have an active 
attitude towards the emerging future.

REVELATION
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THE FUTURE GAMER >>>
The skill set for the future

We recognize the importance of changemaker education for economic 
development and social inclusion. We need to prepare young people for 
an uncertain future and a changing world with unprecedented societal, 
environmental and economic challenges.

> Activation of new forms of individual 
leadership.
> Team learning and learning by doing.
> Development of an empathetic and 
changemaker vision.

> Service Design & prototyping.
> Innovative business model design.
> Social innovation and changemaker 
companies.

> Understand future trends and imagining 
solutions.
> Global thinking and local action.
> People and nature centered innovation 
and user-centered design.

> Communities for social impact and social 
cohesion.
> Generation of business scenarios in the 
future.
> New channels of communication, 
narratives and brand activism.

BUILDING CAPACITY CREATING OPPORTUNITIES FOSTERING AN ECOSYSTEM

New skill sets

> Feeling challenges
> Encouraging change
> Enabling resources
> Integrating intention

Social
entrepreneurship 
and alliances

> From Ego to Eco systems
> Youth led businesses
> Coop platforms
> Creative and caring 
industries

TFG Players

New participation 
scenarios

> Civic engagement 
> Active public 
participation
> Appreciative inquiry
> Advocacy & lobby

Emerging mental 
models

> Distributed network 
thinking
> Media & Tech literacy
> Critical thinking
> Resilient and circular 
approach

FEEL1

3

2

4

ENVISION

MAKE REVELATION
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THE FUTURE GAMER >>>
Skills to lead the emerging future

The BRAIN The MAKER
Superpowers

Superpowers

Superpowers

Superpowers

Superpowers

Superpowers

Superpowers

Superpowers

Specialization & Hard 
Skills

Changemaker vision

Macro-trend analysis

Communication skills

Ideas into practice

Data analysis and 
processing

Persuasive power

Empathy and customer 
orientation

Complex problem 
solving

Team development

Decision making

Generation of ideas

New Narratives

New channels

Prototyping of new 
concepts

Systems thinking

Convening power

Active listening

Orientation to results

Response to new 
scenarios

Open innovation

Social innovation

Strength

Strength

Strength

Strength

Strength

Strength

Strength

Strength

The LEAD

The VIEW

The ID

The VOICE

The FEEL The CPU

The BRAIN

The FEEL
The LEAD

The CPU The VIEW

The ID

The MAKER
The VOICE
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Leadership in action >>>

> Facilitation of design and 
innovation processes
> Design of ecosystems with 
social impact
> Leadership in intra & 
entrepreneurial teams

Social innovation and 
emerging businesses >>>

> Changemaker and Glocal mindset
> People-centered innovation
> Social business model 
generation

New impact
narratives >>>

> Activation of communities and 
social movements
> New communication channels and 
narratives
> Envisioning of future scenarios 
and creating solutions

Entrepreneurial culture

> Team-learning and 
Team-Entrepreneurship
> Agile work methodologies
> Open innovation and network 
building

Technology and design >>>

> Technology for good and 
technology for the SDGs
> Maker ethics
> Design of innovative services 
focused on people
> Permaculture and eco-design

Emerging contexts >>>

> Sustainable livelihoods
> Urban health planning
> Design of new spaces for 
prosperous, resilient and 
symbiotic relationships

Traditional design

Discursive design practice

Critical design practice

Speculative
design

BUILDING CAPACITY CREATING OPPORTUNITIES FOSTERING AN ECOSYSTEM

>>> SKILLS DEVELOPMENT
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