
SPACE CAREER BOARD GAME
Act iv ity  developed by  teachers

A collaborative board game for the classroom

NUNO GOMES & SILVIA ZURITA I MÓN

B R IE F  DE S C R I P T I O N

This is a collaborative board game to introduce the theme of space careers in the
classroom. Students will embark on a journey to the Earth orbit, the Moon, and Mars,
and will have to carry out all sort of tasks required by missions of this nature. While
playing the game, they will learn about diferent careers related to space and the
studies and skills necessary to successfully work in this feld (this activity can be used
in  science  teaching  hours).  Students  will  also  improve  their  collaborative  team
competences, by learning how to work in groups while experimenting and discussing
results (the activity can be used in tutoring hours, as well).

Category
Space

Type of activity
Collaborative board game

Education level:
Middle and Secondary school

Age range
10-18

Time
2 hours

Supervised for safety:
No

Cost:
Low (<5€)

Group size: 
Group

Location
Indoor (small, e.g., classroom)

Core Skills
Asking questions
Planning and carrying out 
investigations
Constructing explanations
Engaging in argument from 
evidence
Communicating information

Type of learning
Fun learning

K E Y W O RD S
Space;  space  career;  space  sciences;  board  game;  Earth  orbit;  Moon;  Mars;  space
mission.
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G O A L S

• To learn about space careers in a fun way.

• To identify students’ interests and hopes for the future.

• To promote space careers  as a motivation for  learning and studying STEM
(Science, Technology, Engineering and Maths) at school.

• To exploit the importance of skills that are relevant to follow space careers.

• To explore and to research about possible future space careers.

• To investigate  space science topics  and phenomena  which relate  to  space
careers.

LE A R N I N G  O B JE C T I VE S  
Students will be able:

• To  identify  current  and  future  space  careers,  and  their  importance  to
humankind;

• To fnd the science behind some space related jobs;

• To identify the felds of study required to follow the space careers previously
listed;

• To identify  and explore skills that are important  in the pursuit  of a career
related to space;

• To plan, manage and control a space mission to Mars.

EV A L U A T I O N

• Ask the student to identify some space careers.

• Ask the student to write a plan for a space mission around the orbit of the
Earth, or to the Moon, or to Mars and its importance for humankind.
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M A T E R I A L  

• Main board

• Counting board

• Cards of the game

• Pins or supplied markers

• Notebook

• Tablet, computer or smart phone (optional)

F UL L  A C T I V I T Y  D E S C R I P T I O N
Give  a  short  introduction  about  careers  related  to  space  exploration.  Mention
scientifc  and  technological  careers,  such  as  astrophysicist,  astrobiologist,
geoscientist,  mathematician,  electric  engineer,  mechanical  engineer,  chemical
engineer,  aerospace  engineer,  computer  engineer,  software  engineer,  biologist,
atmospheric scientist, psychologist, project manager, or astronaut.

Highlight some of the achievements of the history of space exploration, mentioning
the manned missions to the Moon, the unmanned missions to several planets of the
Solar  System  (Venera,  Luna,  Mariner,  Pioneer,  Viking,  Voyager,  Giotto,  Suisei,  the
Hubble Space Telescope,  SOHO, Mars Pathfnder,  Cassini-Huygens,  Rosetta-Philae,
Deep Impact,  New Horizons, just to name a few),  and some of the space stations
launched  so  far:  Salyut,  Skylab,  Mir,  the  International  Space  Station  (ISS),  and
Tiangong.

These  are  examples  of  the  scientifc  and  technological  accomplishments  that
happened  in  a  recent  past  or  that  are  still  being  carried  out.  The  dreams  of
humankind in exploring space are a reality,  and everyday more people around the
world are bringing their skills into the feld of space exploration.

“Earth  is  the  cradle  of  hu manity ,  bu t  one  cannot  l ive  in  a  c radle  forever .”
Konstant in  Ts io lkovsky  (1857-1935) ,  p ioneer  of  the  astronau t ic  theory

General rules of the games
This is a collaborative game, where teams up to four players play against time and
fnancial resources. At the end, all players of a team win or lose together.

Before starting the game

1. Cut  the markers  supplied or  use  your own markers  in each  section of  the
counting board.

2. Each player has to choose space career from the career cards.

3. The team chooses a mission from the mission cards.
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4. After reading the mission, the team computes the amount of fnancial units
available for the game from the number of players and available turns. The, it
places  the  turns  and  fnancial  units  marks  on  the  respective  spot  in  the
counting  board,  and  prepares  a  strategy  to  complete  the  mission.  For
instance,  a  team of  three players,  with  a  mission of  12 turns  will  have 56
fnancial units to fulfl the game.

During the game

The team is allowed to use the amount of money specifed on the card, and has to
play the number of turns indicated, even if all working shifts have been completed.
When the last turn is fnished, all players should have fnished all tasks and solved all
challenges, including social time slots and resting shifts.

In each turn:

• All players choose their position on the board (some working shifts require a
specifc position). A player can decide to stay on the Earth and not embarking
in the space trip. Once the latter has started, it is not allowed to move in or
out of the spacecraft.

• At least one fnancial  unit must be paid per player per turn. Extra fnancial
units might be expended in case a wild card says to do so.

• The player  announces  what  s/he is  going to do during that turn,  pays the
required fnancial units, and moves the marker on the corresponding counter
line. The team should agree on a strategy, but the fnal decision is personal.

• The player can draw a wild card, but only if the team decides to do so. In that
case, the player picks a card, reads it, and advises the team on modifying their
strategy, if necessary.

• In case there are no team mates on the Earth, the player can use fnancial
resources  to  “buy”  tasks  that  can  be  performed  from  there  (calculations,
simulations,  communications,  planning and problem solving).  Each task will
cost two fnancial units per turn.

All team members have to rest from time to time, and can only perform a maximum
of four turns without resting. Each member must also cultivate a “social life” during
the mission. Small amounts of social interaction are not forbidden, but if they are too
low, wild cards with social conficts will have a stronger impact.

At the end of the last turn

The team wins if it completes all the tasks and solves all the challenges. The team
loses if the players run out of money or if there are unfnished tasks.
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Skills
All careers comprise a set of 20 skill points, distributed in the following categories:
organisation  and  planning,  problem-solving,  scientific  skills,  social and  written
communication skills. The way the points are distributed among these skills depend
on the career.  They can be used to complete specifc tasks, namely:

• Organisation  and  planning:  calculations  and  simulations,  construction,
experiments, planning and problem solving, travelling;

• Problem-solving:  calculations  and  simulations,  construction,  experiments,
maintenance, planning and problem solving, repairs;

• Scientific  skills:  calculations  and  simulations,  construction,  experiments,
maintenance, planning and problem solving, repairs, travelling;

• Social  skills:  communications,  maintenance,  planning  and  problem  solving,
repairs, travelling;

• Written communication skills: communications, planning and problem solving,
travelling.

Career cards
There are 11 career cards, all related to space jobs. The front side contains a table
listing all the skills related to that career. The total number of skill points is 20, which
are  distributed  in  fve  categories:  organisation  and  planning,  problem-solving,
scientifc skills, social communication and written communication skills. The back side
includes  the  working  table,  where  for  each  task  it  is  indicated  how  much  skill
appoints are available to complete it in the corresponding career. The skill points are
indicated  by  x1,  -1,  -2,  and  -3,  respectively  meaning  that  all  skill  points  in  that
category can be used to complete the working shift, a point has to be deducted to
the total skill  points in that category, two points have to be deducted,  and three
points  less  have  to  be  accounted  to  the  total  available  skills  for  that  task.  For
instance, 

An example of a career card is shown if Figure 1.

Mission cards
Currently  there  are  seven  mission  cards:  two  of  easy  difculty,  two  of  medium
difculty, and three of hard difculty. The harder the activity, the more turns it has.
An example of a mission card is shown in Figure 3.

Wild cards
The  wild  cards  will  be  available  in  the  next  version  of  the  game,  which  will  be
available soon.
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Figure 1: Example of a career card. The front face (on the right) contains the title
of the career, a short description of it and a table with the distribution of the 
skills; the back face (on the left) includes a table with the amount of skill points 
related to each task.

Figure 2: Example of a mission card. The front side (on the right) contains the 
title of the mission, a short description and the resources needed to fulfl it; on 
the back (left side) there is as table indicating the number of working shifts 
needed in each phase of the mission).



Main game board
The main board (see Figure  3) is  divided in three sections:  Earth,  Space Trip,  and
Orbit/Moon/Mars. Each section is subdivided in diferent sectors, where the career
cards are placed in order to fulfl a specifc task. A player can choose not to fy and to
stay in the Earth to perform specifc tasks, such as work on the lab or in the control
room.

Counting board
The counting board  (Figure  4)  is  where  the  team  follows  the  progression  of  the
game, counting for the remainder turns and fnancial  units, and sums up the total
skills available for all tasks in each turn.

Players  can use their  own markers,  but a set  of coloured ones is  supplied in the
bottom of the board. Those are to be cut and used in the corresponding section (use
the colours to identify them).
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Figure 3: The main board, which is divided in three sections (Earth, Space Trip, and Orbit/Moon/Mars), where the 
career cards can be placed in each turn.
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Figure 4: The counting board, where the team registers with markers their progress in the game.



C O N N E C T I O N  T O  S C H O O L  C U R R I C U L U M

This activity is strongly related to STEM subjects, such as Mathematics, Statistics, ICT,
Physics, Chemistry, Biology, Astronomy, Geology, and others.

A U T H O R S

The activity was built by Nuno Gomes, from an original idea by Silvia Zurita I Món. This
is  a  beta  version  of  the  game.  Please,  send  comments  and  suggestions  to
nuno.gomes@nuclio.pt.

This resource was selected and revised by Space Awareness. Space Awareness is funded by the European 
Commission’s Horizon 2020 Programme under grant agreement n° 638653.
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