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Outline

ü eTournament: Rationale and objectives
ü eTournament: “Two-stage” approach
ü eTournament: Evolution (2019 - 2023)
ü eTournament: Outcomes
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eTournament: Rationale

Photos: https://www.pexels.com/photo/air-air-pollution-chimney-clouds-459728; https://www.pexels.com/photo/boy-and-girl-cutout-decals-1386336; https://www.pexels.com/photo/people-wearing-face-mask-for-protection-
3957986/ 

§ Since 2016, we have been aware that 
multidisciplinary, multicultural, technology-supported 
work-teams have become a norm

§ Ongoing global issues need to be addressed with 
orchestrated efforts of people across disciplines, and 
cultural and physical boundaries

§ Universities can provide students with opportunities 
in practicing virtual teamwork skills, while raising 
their awareness of global issues

(Lau et al., 2021; Law et al., 2020)
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eTournament: Objectives
1. To raise students’ SDGs awareness through a 

gamified approach;

2. To provide students with opportunities in 
collaborative learning, particularly in virtual 
environment settings;

3. To enhance students’ intercultural competence, 
on understanding others’ cultures and backgrounds.

Three runs of international eTournament for 
university students were organised in 2019, 2020 and 
2021 respectively, plus two for high school students in 
2022 & 2023. 

Website of eTournament: http://ccgame.hkbu.edu.hk (2019-2020)

https://sdgs.un.org/
http://ccgame.hkbu.edu.hk/
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* On one of the online messaging platforms 
** On the online game platform

eTournament: “Two-stage” approach
(adopted in all international eTournament runs since 2019)

Team 
formation by 
Organiser

• 4 or 5 students 
• no more than 2 from the same region 

or institution
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Team training – Online 
materials on teamwork, 
conflict management and 
cultural differences
Team strategising – Teams 
to get acquainted, do SDGs 
research, and formulate 
strategies for Stage 2*

4 days

Team 
formation by 
Organiser

* On one of the online messaging platforms 
** On the online game platform

Stage 1: Strategise

eTournament: “Two-stage” approach
(adopted in all international eTournament runs since 2019)
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Team training – Online 
materials on teamwork, 
conflict management and 
cultural differences
Team strategising – Teams 
to get acquainted, do SDGs 
research, and formulate 
strategies for Stage 2*

4 days

Team 
formation by 
Organiser

Regrouping 
by 

Organiser 

2-4 days
* On one of the online messaging platforms 
** On the online game platform

Stage 1: Strategise

Inactive students 
during Stage 1 disqualified

eTournament: “Two-stage” approach
(adopted in all international eTournament runs since 2019)
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Team training – Online 
materials on teamwork, 
conflict management and 
cultural differences
Team strategising – Teams 
to get acquainted, do SDGs 
research, and formulate 
strategies for Stage 2*

Tournament -- Teams to 
compete by answering 
SDGs questions**
Sharing on SDGs (2020 & 
2021) -- Teams to discuss 
on an assigned SDG in 
more depth 

4-7 days4 days

Team 
formation by 
Organiser

Regrouping 
by 

Organiser 

2-4 days
* On one of the online messaging platforms 
** On the online game platform

Stage 1: Strategise Stage 2: Compete

eTournament: “Two-stage” approach
(adopted in all international eTournament runs since 2019)
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eTournament: Evolution (2019 - 2021)
2019 2020 2021

Game platform

SDGs coverage

Team messaging
platform 

eTournament stages
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eTournament: Evolution (2019 - 2021)
2019 2020 2021

Game platform Mature platform but 
lacks team-based gameplay

Answer SDGs questions

Land expanded/upgraded
for correct answers

Small land
at start

“I think the game can be better if the players in 
the same team are allocated to areas that are 

near to each other” (2020)
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eTournament: Evolution (2019 - 2021)
2019 2020 2021

Game platform Tailor-made app with 
team-based gameplay 

Mature platform but 
lacks team-based gameplay

Team-based feature
e.g. team leaderboard

“The cheaters managed to hack the 
application… I felt disheartened to continue with 
the tournament, so do my teammates.” (2021) 

“The app was easier to decipher and work on 
compared to last year's PaGamO…” (2021)
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eTournament: Evolution (2019 - 2021)
2019 2020 2021

SDGs coverage

9 SDGs; ~1,100 questions 17 SDGs; ~1,400 questions

Game platform Tailor-made app with 
team-based gameplay 

Mature platform but team-based 
gameplay is lacking
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eTournament: Evolution (2019 - 2021)
2019 2020 2021

SDGs coverage

eTournament stages Two-stage approach + Synchronous online meeting to 
share experience and knowledge on SDGTwo-stage approach

9 SDGs; ~1,100 questions 17 SDGs; ~1,400 questions

Game platform Tailor-made app with 
team-based gameplay 

Mature platform but team-based 
gameplay is lacking

“I personally found the 40-minute discussion to be a lot more 
informative and effective in pushing participants to engage with the 
SDG intellectually and encouraged critical thinking about the SDG. 
It also promoted further bonding within the team.” (2021) 

“I think there should be more challenges that 
involve talking with the groupmates! The call with 
my team has become a highlight of my 2020!!” 
(2020) 
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eTournament: Evolution (2019 - 2021)
2019 2020 2021

SDGs coverage

Team messaging
platform 

Easy administration 
Facilitate team

communications 
More platforms to cater
for regional preferences

eTournament stages Two-stage approach + Synchronous online meeting to 
share experience and knowledge on SDGTwo-stage approach

9 SDGs; ~1,100 questions 17 SDGs; ~1,400 questions

Game platform Tailor-made app with 
team-based gameplay 

Mature platform but team-based 
gameplay is lacking

“It can be a little hard to communicate with my 
teammates through the forum posts and chats.” 

(2019) 
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Team training – Online 
materials on teamwork, 
conflict management and 
cultural differences
Team strategising – Teams 
to get acquainted, do SDGs 
research, and formulate 
strategies for Stage 2*

Tournament -- Teams to 
compete by answering 
SDGs questions**
Sharing on SDGs (2020 & 
2021) -- Teams to discuss 
on an assigned SDG in 
more depth 

2 days3 days

Team formation 
by Organiser

Regrouping 
by 

Organiser 

* F2F / Online
** On the online game platform

Stage 1: Strategise Stage 2: Compete

eTournament: Approach for high schools
(eTournament 2022 & 2023 for Greater China Region)
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Team training – Online 
materials on teamwork, 
conflict management and 
cultural differences
Team strategising – Teams 
to get acquainted, do SDGs 
research, and formulate 
strategies for Stage 2*

Tournament -- Teams to 
compete by answering 
SDGs questions**
Sharing on SDGs (2020 & 
2021) -- Teams to discuss 
on an assigned SDG in 
more depth 

2 days3 days

Team formation 
by Organiser

Regrouping 
by 

Organiser 

* F2F / Online
** On the online game platform

Stage 1: Strategise Stage 2: Compete

eTournament: Approach for high schools
(eTournament 2022 & 2023 for Greater China Region)

Pre-game survey
Study of SDGs materials
Study of “teamwork 
howto” materials

Pre-game

Post-game survey
Reflection – submit 
recording

Post-game

9 days11 days
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eTournament: Outcomes
Participants

2019

243
students

24
home regions

2020

416
students

42
home regions

2021

1,088
students

41
home regions

2022 (GCR)

417
students

44
schools

2023 (GCR)

252
students

19
schools

Website of eTournament: http://ccgame.hkbu.edu.hk (2019-2020)

http://ccgame.hkbu.edu.hk/
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eTournament: Outcomes (conti.)

Negative
13%

Negative 5%

Negative 5%

Neutral
14%

Neutral
10%

Neutral
11%

Positive
73%

Positive
85%

Positive
84%

2019
(N=102)

2020
(N=164)

2021
(N=385)

SDGs awareness
Post-game survey results: Students have been highly positive that they 
have become more aware of the SDGs because of the eTournament

International eTournament 

Negative 2%

Neutral 6%

Positive
92%

2022
(N=298)

eTournament for High Schools

2023
(N=252)

Negative 0% 

Neutral 4.66% 

Positive
95.34% 
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eTournament: Outcomes (conti.)
SDGs awareness
- Differences in the “best performed SDGs” by international students and high school ones
- Differences in correct rates by international students and high school ones

63.1%
69.0%

74.4%
76.0%
76.3%
77.0%
77.5%
78.2%
78.5%

81.0%
82.3%
82.8%
83.4%

88.9%
89.6%

91.7%
96.1%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

SDG 12 Resp. Cons & Prod.
SDG 6 Clean Water & Sanit.

SDG 5 Gender Equality
SDG 11 Sust. Cities and Comm.

SDG 2 Zero Hunger
SDG 8 Dec. Work & Econ. Growth

SDG 3 Gd Health & Well-being
SDG 10 Reduced Inequality

SDG 17 Partnerships to ach. the Goal
SDG 14 Life Below Water
SDG 9 Ind., Inno. & Infra.

SDG 15 Life on Land
SDG 16 Peace, Justice & Strong Inst.

SDG 13 Climate Action
SDG 7 Afford. & Clean Energy

SDG 1 No Poverty
SDG 4 Qual. Education

Correct rate

International eTournament (e.g. 2021)
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eTournament: Outcomes (conti.)
SDGs awareness
- Differences in the “best performed SDGs” by international students and high school ones
- Differences in correct rates by international students and high school ones

36.8%
43.7%

47.3%
55.3%

58.3%
59.1%
61.0%
62.5%
63.8%

66.6%
68.8%

71.6%
71.9%

75.7%
75.8%
76.4%

79.9%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

SDG 9 Ind., Inno., & Infra.
SDG 17 Partnerships to ach. the Goal

SDG 11 Sust. Cities & Comm.
SDG 5 Gender Equality

SDG 15 Life on Land
SDG 6 Clean Water & Sanit.

SDG 12 Resp. Cons. & Prod.
SDG 1 No Poverty

SDG 10 Reduced Inequality
SDG 3 Gd Health & Well-being

SDG 2 Zero Hunger
SDG 7 Afford. & Clean Energy

SDG 16 Peace, Justice & Strong Inst.
SDG 4 Qual. Education

SDG 8 Dec. Work & Econ. Growth
SDG 13 Climate Action

SDG 14 Life Below Water

Correct rate

eTournament for High Schools 2022 eTournament for High Schools 2023

40.99%
47.45%

49.51%
49.57%
50.96%

54.15%
55.60%
56.88%
57.64%
58.07%
58.23%
59.08%

62.72%
63.47%

65.63%
66.18%
66.75%

0% 10% 20% 30% 40% 50% 60% 70% 80%

SDG17 Partnership to ach. the Goal
SDG6 Clean Water & Sanit.
SDG10 Reduced Inequality

SDG16 Peace, Justice & Strong Inst.
SDG15 Life on Land

SDG11 Sust. Cities & Comm.
SDG14 Life Below Water
SDG9 Ind., Inno., & Infra.

SDG12 Resp. Cons & Prod.
SDG8 Dec. Work & Econ. Growth

SDG5 Gender Equality
SDG2 Zero Hunger

SDG1 No Poverty
SDG7 Afford. & Clean Energy
SDG3 Gd Health & Well-being

SDG4 Qual. Education
SDG13 Climate Action

Correct rate
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Collaborative Learning
Text mining of online discussion logs 
in accordance to a keyword framework 
with words grouped under 
“Collaboration”, “Personal Learning” 
and “Problem Solving”

§ Top-5 teams: Most of the discussion 
efforts were on Problem Solving

§ Bottom-5 teams: Most of the 
discussion efforts were on 
Collaboration

Collaboration
24.7%

Collaboration
25.5%

Collaboration
18.0%

Personal Learning
35.0%

Personal Learning
33.1%

Personal Learning
27.0%

Problem-Solving
40.4%

Problem-Solving
41.4%

Problem-Solving
55.0%

2019

2020

2021

Online discussions  (Top-5 Teams)

Collaboration
46.1%

Collaboration
41.7%

Collaboration
40.4%

Personal Learning
39.1%

Personal Learning
35.1%

Personal Learning
30.0%

Problem-Solving
14.7%

Problem-Solving
23.3%

Problem-Solving
29.6%

2019

2020

2021

Online discussions  (Bottom-5 Teams)

eTournament: Outcomes (conti.)

Based on the top 10% and 
bottom 10% of the total number 

of teams (55) in the 2019 run
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Conclusion
§ The eTournament has improved upon existing pedagogical practice through 

gamified global digital learning challenges
§ The eTournament has been effective to arouse students’ curiosity and 

desire to learn by making central the solving of SDG-related problems to 
win the eTournament as a team goal for teams with cross-disciplinary and 
cross-cultural members

(Lau et al., 2021)

eTournament websites:
§ http://ccgame.hkbu.edu.hk (2019-2020)
§ http://chtl-bu.hkbu.edu.hk/sdg-connect-gcr (2021 international-2022 high school)

§ https://chtl-bu.hkbu.edu.hk/sdg-connect-gcr2023/ (2023 high school)

http://ccgame.hkbu.edu.hk/
http://chtl-bu.hkbu.edu.hk/sdg-connect-gcr
https://chtl-bu.hkbu.edu.hk/sdg-connect-gcr2023/
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