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1. INTRODUCTION 
Adult education organizations in Europe are working hard to make a positive change for adult learners, 
helping them obtain new knowledge, offering non-formal lifelong learning and providing counselling 
upon entering the labour market. However - based upon the experience of the consortium - if such 
organizations developed their core organizational activities, which are still mainly based on traditional 
learning methods, they would have the capacity for much higher impact. 

 

Adult education organizations are managed by highly competent staff with a desire and vision to make 
a difference. However, they lack human resources and organizational capabilities, not to mention lack 
of financial resources, to provide innovative methods into their programs. In order to strengthen their 
work, there is a need for methodological or organizational management processes to implement 
innovations into traditional curricula. In doing so, organizations will be able to reach a wider scope of 
beneficiaries, modernize the effectiveness of outdated learning processes and train their adult 
educators in gamification methodology and also provide learners with tailor-made curricula that will 
be more interesting, effective and useful then traditional, and will - empowering their soft skills - raise 
their employability too. 

 

The main objective of the S4EG project is to increase the capacity of adult educators and staff of adult 
education organizations, proposing a gamification methodology, curricula for serious games 
implementation in education courses, training and lifelong learning activities for adult learners. The 
purpose is to develop S4EG Curricula with 6 serious games and S4EG Collection of case studies, ready 
to be used by adult educators in their courses or training. Serious games will be based on 6 soft 
competences most seeked by employers and they will provide adult educators with innovative 
methods in the form of additional curricula in adult education, tailored specifically for the modern job 
market. 

 

The S4EG needs analysis consists of 40 examples across different EU countries, arranged according to 
different selection criteria: it involves 3 areas of interest, namely articles, publications or 

methodologies, which are then sorted according to their focus. We tried to 
present numerous examples and practices that support serious games, 
formal and non-formal education, lifelong learning or adult education, 
elements of innovation and open source materials. Examples were 
collected with practical intentions so the interested readers can implement 
them in local environments. Practices are supported with interactive 
materials, photographs and videos, to present different possibilities and 
benefits more clearly and in a user-friendly manner. Certain examples from 
the collection are directly transferable, but others can, with some minor 

changes, be adapted according to the local environment and particular needs. 
 

The project will help adult educators and adult education organizations to understand gamification 
and serious games concepts thus make use of innovative ways of upgrading employment skills of 
participants in adult education. The gamification methodology will be produced in the form of 
innovative Curricula in addition to adult education programmes which partners are already providing. 
This will not only improve adult educators’ competences; by using innovative methods and tools in 
the Curricula, adult educators and teachers will be equipped with methodology for implementation 
of serious games on 6 different topics, important for upgrading soft skills of future employers, based 
on the research partners did regarding employers' wishes and preferences. 

 

Implementation of gamification in adult education will improve the IT competences of involved 
educators and staff and the ability for distant learning and present 6 serious games for enhancing soft 
competences of adult education participants. Therefore, the S4EG project will incrase the overall 
competences of educators with innovative tools and methodologies for adult education purposes, 
supporting adult learners  
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2. SELECTED CASES OF GAMIFICATION IN EU 

2.1 ARTICLES 

 

 

 

 

 

Web link(s) 

https://press.um.si/index.php/ump/catalog/book/282 

 

Issuing body/Authors: 

Kadrovski management v sodobni organizaciji 

Maribor, October 2017 

Article: Gamification in education (pages 53-

78) 

MARKO URH & EVA JEREB 

 

In the Slovene language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Level of operation: national / regional 

 

Short description  

Due to the positive features of games and elements of games on user behaviour, gamification has lately 
become the subject of serious scientific studies. Because of its ability to influence people's behaviour, 
gamification is used in many areas of life and business. Education is one of them. The purpose of 
gamification in education is to increase motivation, commitment, effectiveness and efficiency of pupils 
and students alike. Optimal use of elements of the game mechanics in education can lead to user’s 
maximum level of involvement in the educational process.  

We are witnessing an increasing prevalence of combined and e-learning. More and more people are 
attending massive open online courses (MOOC) and a lot of knowledge and skills are acquired through 
video learning and interactive learning.  

The most effective and successful learning can be achieved by having learning organized in a way that 
combines four learning dimensions: active experimentation, reflexive observation, concrete 
experience, and abstract conceptualization. Therefore, integrating games and gamification into 
learning environments is a good reason for achieving a better 
understanding of the tasks, activities, and abilities of the 
participants in learning process and thus better achievement 
of learning outcomes.  

A review of the professional and scientific literature shows that 
the most common elements of gamification are: points, 
badges, levels, scales, rewards, progress status, challenges, 
time pressure, group tasks, role-playing, sorting, 
achievements, and quick feedback. Optimally placed elements 
in games can result in greater engagement and motivation of 
pupils and students in the educational process.  

 

2.1.1 Gamification in education (SLO) 

 

https://press.um.si/index.php/ump/catalog/book/282
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A number of authors have made excellent recommendations for teachers and professors on how to 
organize learning content in different learning platforms: 

▪ offer quick feedback, 
▪ adapt tasks according to learning abilities, 
▪ balance the complexity of tasks and abilities, 
▪ enable experimentation and re-experiments, 
▪ divide the main learning goal into smaller and simpler goals, 
▪ provide different ways to complete tasks, 
▪ give positive feedback in the form of rewards (material and intangible forms), 
▪ use different game mechanics in different activities in the learning process and 
▪ In the event of failure, allow a retry and prevent the experience of failure as 
▪ tragic situations. 

 

Elements of innovation 

Gamification has the ability to offer a variety of learning pathways based on small achievements so as 
to achieve the main goal is based on the attitude, skills and other characteristics of the learners. An 

important element of gamification is a focus on the visual dimension of the learning process that 
demonstrates progress in the learning process and learning path. 

 

Additional references 

An example of well-designed gameplay is the Stack Overflow website (https://stackoverflow.com/) 
where users solve connected users' problems with programming. By solving the aforementioned user 
problems, the person who suggests a solution to the problem gains certain points and badges with 
which he or she increases their professionalism and reputation, thus increases their real possibilities 
for better employment. 

 
  

 

Target groups 

Students, educators 

 

https://stackoverflow.com/
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Web link(s) 

https://www.sciencedirect.com/science/article/pii/S1877042815041555 

 

Issuing body/Authors: 

Article: The model for introduction of 
gamification into e-learning in higher education 

Marko Urh, Goran Vukovič, Eva Jereb, Rok 
Pintar 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Level of operation (International 

/EU/national/regional) 
▪ Reference scientific paper/Book 

 

Short description  

This paper presents the model for introduction of gamification into the field of e-learning in higher 
education. Concepts and differences between techniques and methods of game-mechanics and game 
dynamics are explained. With proper integration of gamification in the field of e-learning into higher 
education, a positive impact on the learning process can be achieved, such as higher student 
satisfaction, motivation and greater student engagement. The importance of clearly defined objectives, 
rules, techniques and mechanisms of gamification that affect the dynamics of the students is also 
discussed.  

The paper presents a comprehensive view of the gamification concept in higher education. The 
advantages and disadvantages of introducing 
gamification in e-learning are described. The paper 
combines the characteristics of gamification with e-
learning and shows the possibilities of use in 
practice. 

Increasing the efficiency, effectiveness, motivation 
and engagement of students in e-learning can be 
achieved by gamification. Gamification applies 
elements associated with video games (game 
mechanics and game dynamics) in non-game 
applications. It aims to increase people’s 
engagement and to promote certain behaviors. The 
use of gamification in the field of e-learning is 
growing and gaining in popularity. The model takes 
into account modern guidelines for the 
development of web applications and e-learning, e-
learning management and important elements of 

e-learning.  

The correct combination of e-learning, gamification and balanced tasks and skills can lead students 
into the so-called state of flow. This feeling of flow is triggered by four elements which good games 
have in common: goals, rules, feedback, and voluntary participation.  

2.1.2 The model for introduction of gamification into e-learning in higher education 

 

https://www.sciencedirect.com/science/article/pii/S1877042815041555
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The essence of gamification does not lie in technology, but the diverse learning environment and the 
system of decisions and rewards, all aimed at increasing motivation and reaching higher levels of 
engagement in the learning process. 

Effective online learning environment should encourage: contact between students and faculty 
members, reciprocity and cooperation between students, prompt feedback, time on task, active 
learning techniques, communication of high expectations and respect diversity and ways of learning 
from each student. There are some recommendations for teachers and organizations to organize 
contents in platform guidelines: rapid and positive feedback, adapting tasks to skill levels, 
experimentation and tasks repetition, main goal is divided into smaller goals, different paths to the 
goal, use of different game mechanics, and encouraging activities despite the current failure. The main 
objective of e-learning is high efficiency, effectiveness, engagement, satisfaction and motivation of 
students. These objectives can be achieved through the use of game mechanics and gamification. 

 

Elements of innovation 

The model for introduction of gamification into the field of e-learning in higher education 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

Target groups 

Higher education 
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Web link(s) 

https://journals.sagepub.com/doi/pdf/10.2304/csee.2014.13.2.104 

 

Issuing body/Authors: 

Exploring Young People’s Civic Identities 
through Gamification: a case study of Finnish, 
Swedish and Norwegian adolescents playing a 
social simulation game 

Tommi Eränpalo, Department of Teacher 
Education, University of Helsinki, Finland  

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Good practice initiative / project 

 

Short description  

The article is based on a case study where groups of Finnish, Swedish and Norwegian young people 
played a game that simulated collective deliberation on social issues. The purpose of the game was to 
design and to provoke students to deliberate and to reflect on social problems relating to issues, such 
as citizenship and democracy. The article also examines how analysis of young people’s deliberative 
dialogue can shed new light on the various dimensions of adolescents’ civic identity. The analysis 
focused on the dialogues between young people in the context of a social simulation game and on 
theoretical examination of deliberative democracy, dialogue and social inclusion. Analysis showed that 
Nordic young people have a strong civic identity, as they were ready to voice their opinion and they 
had the knowledge and skills to feel comfortable when expressing their ideas. 

The impact of school education on the development of one’s civic identity is seen as a key issue. 
Therefore, it is widely discussed among Nordic countries, more specifically about what kind of 
citizenship society wants to generate among children and young people.  It’s essential that a citizen 
develops critical skills and an opinion and conscious aims for change in the society. However, mere 
knowledge does not turn someone into an active citizen; they need specific skills. Citizens, i.e., 
students need to know how to speak, write, listen, discuss, and interact with others. But for active 
citizenship, they also need additional skills of participation and collaboration. Those skills contain 
knowledge on how to validate one’s arguments, negotiate and influence, evaluate, solve conflicts and 
be reasonably critical, and having the ability to see how society works.  

Motivating teenagers to become active in social debate, especially in schools ia often quite challenging. 
It has been noted that there seems to be a clear link between motivation and the methods used in 
teaching. Teaching methods that lead to discoveries or insights are especially important, as they 
motivate students. One of the emerging methods that has been developed to motivate students is 
without a doubt gamification. This means using game-like elements, such as scoring, objectives and 
winning, as part of formal learning. Gamification changes the learning environment into a 
“microcosmic deliberation”, which is especially suitable for issues where the young may have little 
knowledge or information. 

2.1.3 Exploring Young People’s Civic Identities through Gamification 
 

 

https://journals.sagepub.com/doi/pdf/10.2304/csee.2014.13.2.104
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The Act Now! Simulation is a board game that has been 
developed withing Nordic and Scandinavian projects 
involving schools from Finland, Sweden and Norway. 
The simulation serves as a teaching method for 
inclusion in society. The players choose a concrete 
problem that involves social tension and conflicts. In 
order to solve the problem, the players find different 
civic channels and ways to act. The players also use 
different sources of information, such as the internet, 
to find facts to help them in problem-solving situations. 
The game board simulates a city environment with 
problems and social values that concern young people.   

The elements of the simulation are based on basic 
social values. These elements are printed on the game 
board. The game’s playing cards offer the students 
choices, which are official or unofficial ways to act in the problem-solving process. The choices on the 
cards resemble the struggle between the social power structures using official, unofficial and even 
illegal ways of influencing, as seen in the studies of Fornäs (1998), Nikkola (2011) and Paju (2011). 

 

 

Elements of innovation 

▪ Promoting active citizenship through gamification of students 

  

 

Target groups 

Students, lower secondary level 
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Web link(s) 

https://hrcak.srce.hr/151675  

 

Issuing body/Authors: 

Ivana Medica Ružić, Mario Dumančić: 
GAMIFICATION IN EDUCATION 

Informatologia, Vol. 48 No. 3-4, 2015. 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Level of operation (International 

/EU/national/regional) 
▪ Reference scientific paper/Book 

 

Short description  

Education experts have to be aware of the fact that the teaching trends are changing. Generations are 
changing, but the learning styles are changing too. Therefore, educational professionals, as well as 
sustainable development experts have to follow the trend or they will fall behind. This, in turn, will 
create an unefficient learning/teaching experience. To support this hypothesis is the fact that it is 
obvious that traditional teaching methods are no longer interesting. This fact is showing us that there 
is a need for change in teaching trends. Indeed, it is cruel to teach in a traditional way somebody who 
has played computer and video games for 12 years. Teaching methods should be adjusted to this 
person and help them learn, instead of being an obstacle and a novelty blocking him/her. It should be 
his/her springboard.  

Learning professionals must understand the growing trend 
of applaing game-based sensibilities to the development of 
instruction through creating time-based activities, leveling 
up of learning experiences, storytelling, avatars, and other 
techniques. Yes, points and leaderboards will be a part of 
that, but thay are not the main focus; all elements of 
games need to be brought to bear intelligently and 
carefully.  

Educational professionals, scientists, professors and 
teachers will have to merge different game strategies with 
the learning content and the curriculum in order to achieve 
efficient and satisfying results. This also means that all 
educational employees will have to be educated on 
techniques of gaming teaching, in order to improve their 

teaching skills and to maintain the quality of learning content.  

  

2.1.4 Gamification in education (CRO) 
 

 

https://hrcak.srce.hr/151675
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New educational technologies in education stimulate and create an educational environment within 
which it is possible to use the gamification methods. Educational professionals, professors and 
teachers are really in a unique position to create interactive experiences in employees and students 
by using gamification. Future studies will show what is the direction in which the gamification methods 
are developing. 

 

 

Elements of innovation 

Gamification can enable children, students and youth to be educated by elaborate mechanisms of 
winning bedges, collecting points, passing the levels or winning the prizes which is very similar to the 
games they are playing when using modern technologies. New communication platforms are used, 
such as sharing of tasks, exchange of ideas, expressing opinions etc These activities may prompt the 
students to view educational goals and achievements as something proactive, dynamic and fun, and 
not dull and mandatory. 

Gamification is not only the game creation. It is also the use of mechanisms, design and gaming 
elements in a non-fun environment. 

 

Additional references: 

https://www.youtube.com/watch?v=B0H3ASbnZmc 

  

  

 

Target groups 

▪ Teachers 

▪ Educators 

▪ Experts 

 

https://www.youtube.com/watch?v=B0H3ASbnZmc
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Web link(s) 

https://www.researchgate.net/publication/273693305  

 

Issuing body/Authors: 

Damien Djaouti & Jean-Pierre Jessel (IRIT, 
Toulouse III University - France), Julian Alvarez 
(Ludoscience - France), Olivier Rampnoux 
(European Centre for Children’s Products 
(CEPE), Poitiers University - France)  

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Non-formal education 
▪ Reference scientific paper/Book 

 

Short description  

Current research on the use of games outside of entertainment may raise a debate about “Serious 
Games” being an oxymoron. We could argue that all games are “serious” and that the “Serious Games” 
term is not really an oxymoron.  

The first use of this oxymoron with a meaning close to the current use seems to be by Clark Abt who 
designed computer games to be used by military officers during the Cold War. In his book (1970), Abt 
also provides examples of “non-digital” Serious Games, such as math-related games to be used in 
schools or The New Alexandria Simulation: A Serious Game of State and Local Politics. Until now the 
game was used in a non-digital format, because he thinks that only human interactions can convey 
the complexity of politics.  

2002 can be identified as the starting point of the “current wave” of Serious Games, with the 
conjunction of America’s Army’s popular success and Sawyer & Rejeski’s efforts to promote such 
games. Michael Zyda, who participated in the development of America’s Army, define serious games 
as “a mental contest, played with a computer in accordance with specific rules, that uses 

entertainment, to further government or corporate 
training, education, health, public policy, and strategic 
communication objectives.” Nowadays, most Serious 
Games that are released tend to follow this line by 
sticking to the use of digital games, instead of following 
the broader definition for both digital and non-digital 
games introduced in the 70’s.  

Nowadays, most video games are solely designed for 
entertainment purposes but entertainment video games 
only appeared after the first digital “Serious Games.”   

If such games are available since the beginning of video 
games, why wait 40 years to name them with a specific 
term?  

The main explanation seems to be the dominance of 
entertainment games in the market and the bad reputation from which they sometimes suffer. The 

2.1.5 Origin of serious games 
 

 

https://www.researchgate.net/publication/273693305
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current wave of Serious Games mainly originates from the USA and designers had to invent a new 
label to convince people that their games were not just for entertainment. When the video game 
industry became a very profitable market again, after the 1983 crash, it was thenbearing the image of 
a leisure activity for children. On the other hand, many video games feature violent and war-themed 
content.  

It is also interesting to note that the two other historical video games markets, Europe and Japan, did 
not rely on such a label to release video games for serious purposes. The Japanese video games market 
was not focused on a child audience. The European market is similar to the U.S. one with one historical 
exception: a better balance between the home console and home computer markets, especially 
during the 80’s and 90’s. At the time, the Europe was always the last market segment to receive home 
console games. This delay between the international releases produced by big studios allowed several 
smaller companies to thrive on the home computer market. These smaller companies often designed 
games that addressed different themes than those created by big studios, and the wave of cultural 
entertainment is a European phenomenon.  

But the current wave of Serious Games is more than just a new label. They are also based on a new 
economic model. While their ancestors were based on the same economic model as entertainment 
video games (people buying retail copies), it is no longer the case for most of them. Instead, they are 
now funded by ‘clients’, who hire a development studio to create a game tailored to their needs. If 
the game is intended to broadcast a message, it is likely that it will be available free of charge on the 
Internet. If the game is designed for training purposes, clients will probably use it for the internal 
training sessions of their employees. 

 

 

 

Elements of innovation 

▪ Panorama of educational and commercial strategies at the origin of serious games 

 
  

 

Target groups 

Stakeholders desiring to develop 

or use serious games 
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Web link(s) 

http://ceur-ws.org/Vol-2147/p13.pdf  

 

Issuing body/Authors: 

Kristina Magylaitė Department of Information 
Systems, Kaunas University of Technology 
Informatics faculty Kaunas, Lithuania 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Adult education 
▪ Elements of innovation 
▪ Reference scientific paper/Book 
▪ Level of transferability: motivation 

certification 

 

Short description  

The main purpose of the paper is to define the strategy of applying analysed gamification methods 
and tools to the process of teaching Earned Value Analysis. 

Students’ motivation during the learning process is very important in order to master the subject. 
Motivation inspires and gives a goal that can be achieved through certain activities. To increase 
students’ engagement into the learning process, it would be useful to apply gamification as a teaching 
method. This would allow students to enjoy the learning process rather than simply solve problems 
that are presented in a form, which is not interesting enough. Gamification can be used as a tool for 
education and business training. The most important objective of gamification is to turn daily activities 
into learning opportunities by encouraging participants to think like in a game. A game is an 
independent unit that consists of elements, has a clear goal, a defined start and end, established 
winner status and the ability to overcome the challenge through several attempts. Educational 
community explored the effectiveness of games as a learning tool, and one of the way of using games 
in education is gamification. 

The five main principles of gamification are: goal orientation, achievement, reinforcement, 
competition and fun orientation. Gamification uses game elements that interact with each other in 
order to include the player in a game, motivate him or her to continue it and teach them at the same 
time. Werbach and Hunter present three categories of game elements: components, mechanics and 
dynamics. Components are specific elements of the game, mechanics defines how the components 
act when a player is playing a game, and dynamics are the players interaction with the mechanics, i.e. 
the players reaction to the mechanics of the system. 

Most commonly used components are: points that are the main digital measure of success in a game 
and show player progress; levels that shows to players their progress during the game; leaderboards 
that show player progress as compared to rivals; badges that visual represent achievements andvirtual 
goods that are game assets that you can buy for virtual or real money. These core components realize 
mechanics of the game, which affect the players experience in the game, and encourage players next 
action and participation in the game. Various authors present basic elements of mechanics and most 
popular are feedback that is information about the player, how he/she is doing at the moment, 
challenges that are puzzles or other tasks that require effort to solve, rewards that are grades for 
achievements and chance that is a random element which create a sense of uncertainty and interest. 

2.1.6 Potentials of Applying Gamification in Teaching Project Management 
 

 

http://ceur-ws.org/Vol-2147/p13.pdf
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Elements of innovation 

▪ Methods of gamification in education and case studies 

 

 

  

 

Target groups 

HEI students 
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Web link(s) 

https://www.researchgate.net/publication/235829279_Spielfreude_als_erfolgreiche_Lern-
_und_Therapiemethode  

 

Issuing body/Authors: 

Summary of „Spielfreude als erfolgreiche Lern- 
und Therapiemethode“, January 2013, Linda 
Breitlauch, University of Applied Sciences Trier 

In  the German language 

S4EG FOCUS: 

▪ Serious games 
▪ Reference scientific paper / Book 

 

Short description  

This paper explores the use of playful learning as an approach to learning and therapy methods. It 
provides the current state of use of games in Germany as well as its advantages for learning, including 
what elements shall be taken into account when designing a game for learning purposes.   

The demand for computer games initially applies to pure 
entertainment games. Although these are not learning 
games, a transfer of certain key skills to other areas of life 
has occasionally been observed based on such games. For 
example, players who regularly play entertainment games 
have been found to improve certain skills: 

▪ Problem-solving skills (cf. Ohler 2000) 
▪ Framing and classification skills (cf. Fritz 2008), 
▪ Social competence, especially coordination and 

cooperation; the negotiation, observance and 
enforcement of rules as well as the regulation of 
conflicts (cf. Castranova 2005; Gebel 2009) 

▪ Language competence (cf. Fujitsu-Siemens & 
Initiative D21 2008; Henning 2Q10) 

▪ situational awareness (cf. Tapscott 2008). 

Furthermore, it has been shown that pure entertainment games can promote intelligence. A 
neurological study from 2011, for example, was able to prove that gamers have higher competencies 
in certain areas and a higher intelligence quotient than non-gamers. Games that go beyond the 
entertainment value and aim to specifically promote the transfer of knowledge and skills as well as 
behavioral change are often referred to as "serious games" or "game-based learning".  

An applied game should be designed in a way that takes into account the target group and their needs 
in terms of access and learning curve. In addition to socio-demographic data, the aspects of motivation 
and media access are particularly important in determining the target group for an applied game. 

It is first necessary to know the specific requirements of the target group and to take them into account 
in a media didactic concept. In the process, it is examined how these requirements can be integrated 
into a game concept. A promising way would be to deduce the game principle from the desired effect 
principle in accordance with the requirements of the target group. The desired learning effects of an 
applied game must be first named in order to define the learning goals and analyze the appropriate 
didactic methods. In addition, the fundamentally positive effects can arise when learning content is 

2.1.7 Spielfreude als erfolgreiche Lern- und Therapiemethode 
 

 

https://www.researchgate.net/publication/235829279_Spielfreude_als_erfolgreiche_Lern-_und_Therapiemethode
https://www.researchgate.net/publication/235829279_Spielfreude_als_erfolgreiche_Lern-_und_Therapiemethode
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integrated in such a way that it can be adequately conveyed through the game. For this purpose, 
media-didactic models should be harmonized with the potentials of game principles.  

The learning objectives range from acquisition through discovery, through practice, acquisition of 
problem-solving skills or using a critical constructive approach. 

In order to find game principles for the corresponding media didactic concepts, the immenent reward 
principles are ideally adapted to the following requirements: 

▪ Learning through practice" can be achieved through play, time-based frequencies of interaction 
coupled with "high scores". 

▪ Problem-solving skills are promoted in all game principles that vary the interaction possibilities, 
offering alternative decision-making and solution options. 

▪ Explore and construct provide open-ended game environments that allow for different 
strategies as solution paths. 

▪ Finally, software tools can help a player to design the game world according to immanent rules. 

Because game enjoyment is a key feature of intrinsic motivation, which in turn improves the quality of 
learning in terms of its sustainability, this suggests that the processes of learning may be identical to 
the creation of game enjoyment. All games that generate fun promote intelligence. In addition, applied 
games promote specific competencies that can be specifically transferred to certain fields of 
application and evaluated. The game-imma:nent reward principles are designed in such a way that 
they generate and maintain play enjoyment and specifically support the competences to be promoted. 

Elements of innovation 

▪ Good methodology in game development 

 

Additional references 

Spielfreude als erfolgreiche Lern- und Therapiemethode, January 2013. 

In book: Build 'em Up - Shoot 'em Down: Körperlichkeit in digitalen Spielen (pp.179-191)Publisher: 
W. HülsbuschEditors: Rudolf Inderst, Peter Just. 

  

 

Target groups 

Education sector, potential users of serious games 
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Web link(s) 

https://edyoucated.org/blog/the-power-of-gamification-in-adult-education/  

 

Issuing body/Authors: 

Summary of information and sources found on 
the blog page created by edyoucated GmbH. 

 

In English language 

S4EG FOCUS: 

▪ Serious games 
▪ Adult education 
▪ Reference scientific paper / Book 

 

Short description  

The blog https://edyoucated.org/blog/ is a source of information on the digital learning, knowledge 
related to the new IT developments. The blog offers also an article on the power of gamification in 
adult education. It explains the definition of gamification in the context of adults, especially employees, 
how the gamification techniques can influence on productivity and success of employees as well as 
development of skills.  

The article lists  benefits of gamification such as: increased motivation; improved productivity; 
strengthened communication; employees’ engagement; organizational innovation; effective learning; 
transparency of individual performance; transmitting corporate image.  

Apart from benefits, the most common assumptions or mistakes when implementing gamification 
features into the workplace are described, e.g. over-exploitation of games-based motivation; poor 
execution of gamification techniques; overestimating the effects of games on employee’s satisfaction. 

When designing or introducing the gamification the 
following features can be of high importance:  

- learning-points, points can help learners getting a 
feeling of their achievements and is the basis to 
compare their progress with their peers. 
- Leaderboards & team vs team competitions: 
designing a friendly competition ultimately drives 
players to continue learning new skills and gain 
knowledge constantly. 
- setting learning goals: allowing learners to set their 
own learning goals (in a specific time), which 
sequentially helps them improving on a continuous level. 

2.1.8 The power of gamification in adult education 
 

 

https://edyoucated.org/blog/the-power-of-gamification-in-adult-education/
https://edyoucated.org/blog/
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Elements of innovation 

▪ The blog includes various articles and practical tips related to the digital learning, including 
gamification in the context of skills development among employees. 

 

  

 

 

Target groups 

adult learners, employees 
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Web link(s) 

https://epale.ec.europa.eu/sites/default/files/game-based-learning-gamification.pdf 
https://www.ausbildung-weiterbildung.ch/Arbeitgeber/Ratgeber/?group=  

 

Issuing body/Authors: 

Sascha Kläy und Stefan Schmidlin  

 

In the German language 

S4EG FOCUS: 

▪ Formal education 
▪ Non-formal education 
▪ Lifelong learning 
▪ Open source 
▪ Other: practical information 

 

Short description  

The article “Learning games in adult education” illustrates the positive effects of using games in adult 
education, such as  increase of variety of lessons, excitement, enhancing value of lessons, increase of 
motivation of the learner, as well as a tool for checking 
learning success.  

Apart from the  positive effects, the article also lists the 
limits of games in adult education. According to this, 
games are only individual elements of a lesson and 
excessive use of games can also lead to signs of wear 
and tear. Therefore, games should be used as selective 
highlights within teaching units, so that they do not lose 
their appeal. It is also important that weaker students 
may lose interest in games if theyregularly reach lower 
scores or lower rankings. In such cases, it is worthwhile 
to play games in groups or, in the case of individual 
games, to make the game anonymous. 

Intrinsic motivation plays an important role in the level 
of engagement of a game, however extrinsic factors may 
promote a desired behavior in the short term, but in the medium to long term they are ineffective or 
even counterproductive. 

A popular model for explaining intrinsic motivation in the context of gamification is the RAMP model. 
Four different motives/drivers explain why learners are committed to solving tasks.  

▪ R Relatedness  
▪ A Autonomy  
▪ M Mastery  
▪ P Purpose  

In order to maintain motivation over a longer time frame, feedback for the learners is crucial. 
Experiences from practice show, that different feedback sources, e.g. awards, assessments, progress 
indicators, points, rankings, status or access to special achievements, specifically promote student 
motivation. These extrinsic factors promote intrinsic motivation. 

In addition to motivation, there are also five important elements of games:  

▪ Voluntariness, play must be voluntary. 

2.1.9 Lernspiele in der Erwachsenenbildung 
 

 

https://epale.ec.europa.eu/sites/default/files/game-based-learning-gamification.pdf
https://www.ausbildung-weiterbildung.ch/Arbeitgeber/Ratgeber/?group
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▪ Clearly formulated goals, it must be clear to all players what goal is to be achieved. Example: A 
goal for the students can be to achieve at least 80 percent of the points. In a didactic sense, 
however, the goal is to bring the students to a higher level of knowledge. 

▪ Clear rules  
▪ Recognizable progress and feedback during and after play, players should be kept informed of 

progress during a game, so that they can assess how far they are from the defined goal.  Further 
elements of a feedback system could be points, levels, medals and other awards. 

▪ Reward, a reward for a victory or a goal achieved increases the motivation of the players. 

 

Elements of innovation 

In addition, the article lists what types of play are particularly suitable for specific learning outcomes 
taking into account the Bloom taxonomy.  

1. knowledge - different types of quizzes (online, offline) 
2. understanding - various quizzes (online, offline) 
3. apply - various quizzes (online, offline),  
4. analysing - playful case studies - Analysis games; - Business games  
5. synthesis (e.g. development of solutions) - playful case studies  
6. assessment - mutual solution assessments 

 

Additional references 

https://www.ausbildung-weiterbildung.ch/Bildungshilfe/KarriereTools  

The website includes various tools also in  the form of digital simple games in the context of 
vocational skills development.  

https://www.karriere.ch/gespraechsleitfaden-app.asp   

Target groups 

adult education learners 
VET learners 

teachers of adult education 

 

https://www.ausbildung-weiterbildung.ch/Bildungshilfe/KarriereTools
https://www.karriere.ch/gespraechsleitfaden-app.asp
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2.2 PUBLICATIONS 

Web link(s) 

https://didakt.um.si/oprojektu/projektneaktivnosti/Documents/Igrifikacija_januar2020_final.pdf 

 

Issuing body/Authors: 

University of Maribor, Didakt.um, Ministry of 
education, science and sport of Republic 
Slovenia, European Social funds, 2020 

In the Slovene language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Good practice initiative/ project 
 

 

Short description  

In this expert basis, they focus on gamification and on the description of the key segments that it offers 
in education. It is difficult to find a uniform definition to describe this design. Gamification is about 
using the approaches, elements, and ways of thinking we use in playing games, but they are used 
outside of games (e.g. a system which records the number of tasks submitted and rewards the "best" 
achievements with virtual prizes such as trophies, stars…). Successful integration of gamification is 
reflected in the use of quizzes, responses, group participation and other learning activities. 

Motivation is an important factor in achieving certain goals. When an individual successfully solves set 
task or problem, experiences success, which triggers the inner (intrinsic) in the individual motivation. 
Activating intrinsic motivation is associated with  risks and new challenges the individual struggles with 
regarding the gambled content. Challenges as one of the ways of gamification require relatively 
complex but achievable goals. When individuals have the opportunity to deal with individualized 
learning challenges, they are willing to invest energy in the task, and they are also more receptive to 
feedback. 

We can talk about gamification only when the visualization of progress e.g. as on Research Gate, 
encourages the user to use the desired behavior, which is reminiscent of the behavior when playing 
games (eg shows the percentage of progress and suggests further activities to the user to make the 
percentage higher). The power of gamification therefore refers to the effect it has on the motivation 
of students. 

  

2.2.1 Gamification – professional basis 

 

https://didakt.um.si/oprojektu/projektneaktivnosti/Documents/Igrifikacija_januar2020_final.pdf
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Elements of innovation 

The publication presents the elements of gamification, which consists of three parts, namely 
components, mechanics and dynamics, and also presents the individual elements in more detail. It 
identifies 6 steps that can help practitioners design a gamified learning unit: 

1. Set your goals (Why do we want to gamify the learning unit? What do we want to achieve? What 
positive effects will be visible?). 

2. Determine the outcomes (What do we want the participants to learn? How will we measure 
their success?). 

3. Describe the participants (Who are the participants for whom we will gamify the learning unit? 
What would you like them to do? What are their characteristics?). 

4. Choose ICT tools (Which tools will be included in the gamified learning unit? What experience 
will this represent for the participants?). 

5. Include fun (The playful learning unit should contain parts that will be fun for the participants, 
that they will like to return to work.). 

6. Prepare learning loops (preparation of activities should take into account two elements: the 
motivational aspect and rewarding achievements). 

 

 
  

Target groups 

Students 
Higher education institutions 
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Web link(s) 

https://www.springer.com/gp/book/9783319392967  

 

Issuing body/Authors: 

Pieter Wouters & Herre van Oostendorp, 
Editors  

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Elements of innovation 
▪ Reference scientific paper/Book 
▪ Level of transferability: instructional 

techniques 

 

Short description  

This book includes a series of articles to support the design of serious games. Some are particularly 
useful in building strategies for upgrading employment skills of adult learners. 

▪ Overview of Instructional Techniques to Facilitate Learning and Motivation of Serious Games 

The last decade shows a huge increase in empirical studies investigating the learning effectiveness and 
motivational appeal of serious games. Recent meta-analyses reveal that serious games are effective 
compared to traditional instruction but that the effectiveness can be improved. This chapter explores 
which specific instructional techniques can further improve learning and increase motivation. We 
define instructional techniques as any adaptation of a feature of the game itself or in the context of 
the game that influences the selection of relevant information, the organization, and integration of 
that information and/or the intrinsic motivation of the player”. It determines “nine proven effective or 
promising instructional techniques in terms of learning and/or motivation that are: “content 
integration, context integration, assessment and adaptivity, level of realism, narration-based 

techniques, feedback, self-explanation and reflection, 
collaboration and competition, and modeling”. 

▪ Assessment and Adaptation in Games 

This chapter describes a particular approach for 
assessing and supporting student learning in game 
environments — stealth assessment — that entails 
unobtrusively embedding assessments directly and 
invisibly into the gaming environment. Results of the 
assessment can be used for adaptation in the form of 
scaffolding, hints, and providing appropriately 
challenging levels”. The main steps of game-based 
stealth assessment are detailed and illustrated by two 
cases. “The first case focuses on developing stealth 
assessment for problem-solving skills in an existing 
game. The second case describes the integration of 
game and assessment design throughout game 

2.2.2 Instructional Techniques to Facilitate Learning and Motivation of Serious 

Games 
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development, and the assessment and support of mathematical knowledge and skills. Both cases 
illustrate the applicability of data-driven, performance-based assessment in an interactive game as the 
basis for adaptation and for use in formal and informal contexts”. 

▪ Narration-Based Techniques to Facilitate Game-Based Learning  

This article analyses the role of narration-based techniques such as curiosity-triggering events and 
surprises that are included in games in learning and motivation. It focuses on the learning of 
proportional reasoning, an important component of mathematical skills, with secondary prevocational 
students (12–15 year) but this could also be applicable in the development of this key competence 
among young adults. Based on the information gap theory of Loewenstein and the cognitive conflict 
notion of Berlyne, the authors demonstrate that curiosity-triggering events and surprises can have a 
positive effect on learning. 

▪ Self-Explanations in Game-Based Learning: From Tacit to Transferable Knowledge  

Game-based learning is often considered to be an effective instructional approach, but their effects 
are varied and far from optimal. Aside from many features and characteristics that might affect the 
results of game-based learning, the authors conjecture that games generally thrive on experiential 
learning and that experiential learning does increase knowledge, but that this knowledge is often 
implicit. If implicit knowledge is valuable, explicit knowledge is considered more desirable in education, 
because it is more accessible and promotes transfer. It is suggested that explicit knowledge does not 
always automatically follow from the development of implicit knowledge, but that this process can be 
supported through self-explanations. Because self-explanations rarely occur automatically in game-
based learning environments, they should be elicited by specific instructional approaches. Three 
possible approaches for eliciting self-explanations are discussed: question prompts, collaboration, and 
partial worked examples. 

 

 

Elements of innovation 

▪ This publication provides the most recent instructional techniques to facilitate learning and 
motivation that can be implemented when elaborating serious games. 

  

Target groups 
game designers 

pedagogical conceptors 
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Web link(s) 

https://fr.slideshare.net/fffod/les-serious-games-en-formation 

 

Issuing body/Authors: 

Jean Claude-Pascal François & Micaela 
Bracciaferri, Université Paris Nanterre  

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Non-formal education 
▪ Lifelong Learning  
▪ Adult education 
▪ Reference scientific paper/Book 

 

Short description  

The authors start from the premise that it is difficult for 
a training manager, an educator or a manager to find 
the balance between economic investment, 
motivation of the learner, the playful dimension and 
pedagogical efficiency. They have therefore placed 
themselves in the shoes of pedagogues or decision-
makers facing the choice of including this modality.  

A brief history of serious games shows that the use of 
games in learning has existed since the 15th century. 
At that time, the aim was to convey serious messages 
through humour.  

They started with the definition of video game 
designers Chen and Michael which can be applied to 
any medium and any sector: "Any game whose primary 
purpose is other than mere entertainment", to finally 
retain that of Alvarez et al (2016): "Any device, digital or not, with the initial intention of combining, 
with coherence, both utilitarian ("serious") aspects such as, in a non-exhaustive and non-exclusive way, 
teaching, learning, communication, or information, with playful springs from the game, videogame or 
not ("game"). Such an association is aimed at an activity or market that is not solely entertainment".  

This open definition makes it possible to use the expression "Serious Game" for video games designed 
with a serious objective, but also for devices such as simulations that combine a utilitarian pedagogical 
scenario with elements of gamification.  

Seriousness occupies a variable place in games. The most promising are designed with a rather intrinsic 
approach, inspired by constructivist theories, with an integration of serious and playful dimensions in 
the game mechanisms. Here the good understanding of the serious content should facilitate the 
player's success.  

For adults, the examples given concern the field of continuing education rather than that of education 
in the strict sense. For example, it seems that in the field of medicine, serious games are experiencing 
an important growth. In the fields of customer relations (banking, sales...) also. Thus, Clientel'UP: is a 
simulation game of the Cfpb to train bank advisors in customer relations in a context of digitalization 
of services. Inserted in a 2-day hybrid system, the game is animated in person and debriefed by a 

2.2.3 Serious game for non-gamers 
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trainer. The gamification element is explained by the quest for the re-enchantment of customer 
relations, during which the learners will earn points. 

At the same time, these games enable the development of soft skills that are considered core 
competencies for their target audience. 

The chapter dedicated to serious games for adults presents only one example adapted to non-
employed workers: My job interview in RV (developed by Pôle emploi) with a website and a mobile 
application. This simulation activity is based on a four-phase learning process: attention; active 
engagement; immediate feedback; consolidation. The training takes place in two parts: it starts with a 
"friend" avatar on questions about the organization of the interview. Then the candidate gets an 
appointment with the recruiter. It is possible to use speech recognition or multiple-choice answers 
with an eye pointer. At the end of the interview the coach provides feedback. A detailed assessment 
is also available, with suggestions for improvement.  

The animation of a trainer-mediator who facilitates exchanges between learners in a socio-
constructivist approach can facilitate the memorial anchoring as well as the motivation of the learner, 
by meeting his need for social relations,  

Whether in initial or continuing education, the Serious Game is a device that requires significant 
preparation and deployment. This is undoubtedly the reason why they are rather created and 
deployed by large companies for the continuous training of their employees. 

 

 

Elements of innovation 

▪ Providing elements of choice for decision makers 
 

  

Target groups 

pedagogical coordinators 

Deciders in the field of adult education and training 
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Web link(s) 

https://dial.uclouvain.be/memoire/ucl/object/thesis:2615  

 

Issuing body/Authors: 

Florence godet - Universite Catholique de 
Louvain (Louvain School Of Management) 

 

In English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Adult education 
▪ Reference scientific paper/Book 
▪ Level of transferability: motivation 

 

 

Short description  

The issue of sustainable development can only be integrated through the use of new learning 
methods. Indeed, it is a question of understanding the interdependence between different 
dimensions in a systemic approach. 

If case studies are effective, they are not sufficient and there can be an inverse effect in the sense that 
they do not allow for solutions to be sought outside the limits prescribed by the problem. Attitudinal, 
contextual or paradigm changes do not occur. Other learning methods seem therefore necessary. 

Players must have something to learn, be faced with a challenge to continue playing, discovering, 
learning, developing their knowledge. to stimulate their motivation. Demetrovics et al have 
highlighted seven motivational factors (by order of importance): entertainment, the social dimension, 
adaptation, competition, the fantasy dimension, skill development and finally escape. They also show 
that men more often than women pursue the competitive dimension. On the other hand, the results 
obtained for all other factors are higher for women. All the dimensions except the entertainment 
dimension obtain higher average results for the 14-17 and 18-21 age groups than for the 22-54. 

A player must first identify goals to achieve, which may not be fully defined, giving them the 
opportunity to use their ability to explore, deduce and infer. Then they need to organize the 
achievement of their goal with reference to their problem-solving, decision-making and creative 
abilities. Once the players have planned their goal, implementing the plan to achieve it with the 
resources is the next step. To do this, they need to use the knowledge and skills they have acquired in 
the previous steps, depending on the type of game (psychomotor skills, communication and 
negotiation skills, attention, memory, rhythm and time, among others).  

During the game, participants must challenge their decisions and ultimately evaluate their outcome 
against the goals initially set. This process builds knowledge and develops skills useful in education for 
sustainable development. Furthermore, the games provide a simulation of reality in which the 
individual can take on the role of any individual. It is about learning by doing and failing without 
negative consequences in real life.   

Finally, the game, which is fun, can generate enthusiasm and a positive attitude among participants, 
making it possible to mitigate the often negative, depressing and serious aspects of the issue of 
sustainable development. 

On a more general level, many works highlight the development of skills due the practice of video 

2.2.4 Study of the potential of Serious Games for sustainable development 

awareness 
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games: effects on memory, visual attention and iconic representation, manual dexterity, hand-eye 
coordination and anticipation. Similarly, researchers highlight the ability of players to develop 
multitasking skills, to manage multiple conversations, roles and activities simultaneously, an ability 
that increases as the player's involvement in video gaming increases. Video games can encourage 
thinking holistically rather than in terms of isolated elements, knowledge silos, separate skills, and 
enable learning of complex systems.  

Transfer, defined as the degree to which learners apply skills learned from gaming to a work situation, 
remains an open question. Some authors consider that it is not possible to have transferability in the 
full sense of the term. This does not prevent gamblers from acquiring a range of skills and social 
competencies around gambling: helping each other, listening to others, learning how to manage 
conflict within the same group. A study of a breeding game that sought to understand the experience 
of players in the gambling-learning situation and to identify the elements that individuals will extract 
and transfer to concrete situations showed only a fairly low degree of transfer in a real-life situation.  

Role taking can have consequences for the individual's behavior, such as empathy.  

This analysis of gambling in training shows its potential in the field of education for sustainable 
development. 

 

 

Elements of innovation 

▪ Needs analysis of the use of serious games for adult education in sustainable development that 
can be extrapolated to other domains 

  

Target groups 

educators 

game designers 

 



     

.   

 

3
0

 

Web link(s) 

https://revistaprismasocial.es/article/view/3746/4354  

 

Issuing body/Authors: 

Revista Prisma Social; Fernández-Sánchez, M. 
R., Sierra-Daza , M. C., & Valverde-Berrocoso, J. 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Reference scientific paper/Book 
▪ Level of transferability: motivation 

certification 

 

Short description  

Training in professional skills is a complex process that requires the design of learning activities for 
understanding   through   the   construction   of   meanings.  The acquisition of skills, knowledge and 
attitudes for the professional activity of social educators can be more effective using gamified 
teaching-learning environments   enriched   with   emerging technologies, such as Serious Games (SG). 
These   educational   simulations   promote   motivation, 
the application of knowledge and the understanding of 
social phenomena through active learning. The 
objective of this research is to assess the use of SG for 
the development of competences associated with the 
profession of Social Educator (social awareness and 
community development).  Through a qualitative 
methodology, work sessions with SG were developed 
with three groups of university students of the Degree 
in Social Education (N = 73).  The effectiveness of the 
SG in the acquisition of professional competences and 
the educational potential of these simulations were 
evidenced:  improvement of understanding, problem 
solving skills, promotion   of   creativity, recognition   of   
emotions and decision making. 

The Serious Games have been selected through an evaluative review process, looking for those that fit 
the competencies we intended to develop. These SGs were sourced from the Games for Change1 
gaming platform, created by an organization dedicated to promoting and supporting games related to 
social change. Six Serious Games have been used in 90-minute sessions: the first 15 minutes were 
dedicated to presenting the theme of the game, then the game was used for 60 minutes by the 
students, leaving the last 15 minutes to identify the competencies learned with the game.  

Example of games chosen:  

▪ "Against all odds". It is a game developed by UNHCR, which places the player in the place of 
refugees, experiencing first-hand the process of fleeing from the country of origin until arrival 
in the country of exile. 

2.2.5 Serious games aimed at acquiring professional competence for the purpose of 

social and community development. 
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▪ «Cybereduca». It is a game that makes it possible to raise awareness about different types and 
manifestations of school bullying, and especially about the problems that bullying and 
cyberbullying constitute. 

▪ "Spent". This SG prepares you to address unemployment situations. It allows acquiring 
strategies based on proper financial management, when facing the expenses that occur in daily 
life. 

In this case study, the perceived usefulness of the game, its objective, initial expectations, the 
interaction between students and the emotions experienced during the game, are some of the 
dimensions identified in the analysis of the experimentation with SG, as key elements for satisfaction 
and effectiveness in the use of the indicated competences for learning. The results of the written 
experiences, on the other hand, express the perceptions of the students in reference to the selected 
competencies. They indicate that it had helped them to become aware and acquire knowledge about 
different social issues and show a certain transfer in terms of the possibilities that SGs can offer them 
in their professional work. They highlight the possibility of working on cooperation and teamwork, 
making complex decisions and solving problems. In addition, they indicated that they favor the 
development of social skills, such as constructive communication, empathy and assertiveness. 

 

Elements of innovation 

▪ Use of serious games in the classroom in HEI education for developing skills that have been 
identified prior to starting playing.  

▪ Students have to complete a questionnaire that evaluates the skills they have developed like 
empathy, team work, problem solving, intervention etc. 

 

Additional references 

Fernández-Sánchez, M. R., Sierra-Daza , M. C., & Valverde-Berrocoso, J. (2020). Serious Games para la 
adquisición de competencias profesionales para el desarrollo social y comunitario. Revista Prisma 
Social, (30), 141-160. Recuperado a partir de https://revistaprismasocial.es/article/view/3746  

 

  

Target groups 

HEI students of Social Education Degree 
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Web link(s) 

https://files.eric.ed.gov/fulltext/EJ1220168.pdf  

 

Issuing body/Authors: 

Dolores López Carrillo, Amelia Calonge García, 
Teresa Rodríguez Laguna, Germán Ros Magán 
and José Alberto Lebrón Moreno2. University 
of Alcalá, Guadalajara, Spain CUCC Center, 
University of Alcalá, Alcalá de Henares, Spain 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Reference scientific paper/Book 
▪ Level of transferability: motivation 

certification 

 

Short description  

Gamification is a booming technology based on combining the psychological aspects, mechanics and 
dynamics of a game in non-ludic environments. The use of gamification has shown good outcomes in 
terms of increasing students´ motivation towards the sciences. In this study, new laboratory practices 
were developed under the umbrella of gamification methodology for pre-service teachers. The general 
objectives were to eliminate negative prejudices, fear and rejection attitudes towards science, to foster 
the conceptual and procedural learning of science among students and to provide students with real-
life examples and an experience of applying gamification themselves.   

Development of competences in Teaching Training Degree in Primary Education. 

In the curriculum of the Teaching Training Degree in Primary Education at University of Alcalá, there 
are two subjects of pure scientific content (in 2nd year) and one of didactic treatment of these 
scientific contents (in 3rd year). The aim is not only to broaden and develop the conceptual, procedural 
and attitudinal competences of students in this area, but also to complement them by providing the 
necessary training allowing them to carry out their teaching tasks in the future, ensuring a 
comprehensive education of their future students in the scientific field as well.  

In order to achieve this objective and to highlight the importance of the teaching-learning processes 
in science, teachers must acquire and develop a series of competences: 4.2.1 Generic competences 
established in scientific subjects: All these competences are developed in laboratory practices. 
Nonetheless, competences 1, 3 and 6 in particular have been developed more profoundly thanks to 
gamified practices and to the distribution of students in cooperative groups with assigned roles.  

1. To develop professional abilities such as teamwork communication ability and oral skills.  
2. To strengthen the capacity for analysis and synthesis.  
3. To acquire organizational and planning skills.  
4. To encourage critical reasoning and autonomous learning.  
5. To develop habits and skills for autonomous and cooperative learning. 

Several tools suitable for gamification were tested. We can further conclude that the application 
ClassDojo helps the teacher to collect all the evidence and to check the lab results of paper reports. 
Consequently, we found that ClassDojo can help the teacher and the students become more aware of 
their own work (Chiarelli, Szabo and Williams, 2015). The reports presented by the laboratory groups 
show the achievement of the objectives and therefore the achieving of proposed missions. However, 

2.2.6 Using Gamification in a Teaching Innovation Project at the University of Alcalá 
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it has been shown that the quality of work presented is not excellent in general; especially in 
instrumental manipulation (microscopes) and identification of pollen and plants through dichotomous 
keys. Kahoot has also been used to collect the responses for the last mission. We could state that 
accomplishing this mission demonstrated that students are highly competent in the use of the 
application and motivated by its competitive and ludic character. Since quick responses are required, 
competitiveness is promoted at the same time (the fastest group, the smartest group, the one that 
has performed the best...). Therefore, using Kahoot has increased the competitive spirit and therefore 
the participation in the laboratory, in agreement with previous studies. 

 

 

Elements of innovation 

▪ Use of gamification in developing skills in formal education 

  

Target groups 

HEI students of Social Education Degree 
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Web link(s) 

https://www.researchgate.net/profile/Marchis_Iuliana/publication/343420202_GAME_BASED_LEAR
NING_GBL_IN_PRIMARY_SCHOOLS_FROM_ROMANIA/links/5f96731192851c14bce78f9b/GAME-
BASED-LEARNING-GBL-IN-PRIMARY-SCHOOLS-FROM-ROMANIA.pdf  

 

Issuing body/Authors: 

Iuliana Zsoldos-Marchis, Tünde Hajnalka Hari 
Babes-Bolyai University (ROMANIA) 

 

In the English language 

S4EG FOCUS: 

▪ Formal education 
▪ Elements of innovation 
▪ Reference scientific paper/Book 
▪ Level of transferability: motivation 

certification 

 

Short description  

The education system in 21st century Romania needs new motivational, value-creating tools that will 
positively modify the learning process and help learners to achieve better results. In case of primary 
school pupils, a significant part of their learning process is dominated by games, play is the main 
activity of a preschool or primary school pupil. Thus, 
integrating games also in teaching activities is essential. 
The application of games in the learning process 
creates a medium where fun is combined with learning 
and the behaviour can be shaped without the well-
known classical rigor. For many scholars, one of the 
basic questions is how to boost current education 
through games so that lessons become interactive and 
interesting to pupils, who are motivated for active 
participation. These preoccupations lead to the 
development of the game-based learning (GBL) theory, 
which nowadays spread widely. More and more 
questions are asked about how to implement GBL in the 
primary classroom. Studying primary school teachers’ 
experience of using GBL can offer answers related the 
methodology of using games in lessons. 

GBL is promoted because it has many advantages. Games contribute to the active involvement of 
pupils in the learning process, as well as increase motivation for learning, provide them with joyful and 
experiential learning,  help them develop creativity, social skills and relationships and provide 
opportunities for collaboration. Games also initiate pupils in self-constructed learning, increase their 
scientific knowledge, and develop different skills,  such as problem solving and critical thinking. 

Aim of the research: 

 The aim of this research is to study primary school teachers’ GBL practice and their experience gained 
during the game used in the learning process. In particular, this research tried to find out how often 
primary school teachers implement game-based learning in their lessons, in which disciplines, in which 
moment of the lesson, what type of games and what difficulties they encounter. 

2.2.7 Game based learning (GBL) in primary schools from Romania 
 

 

https://www.researchgate.net/profile/Marchis_Iuliana/publication/343420202_GAME_BASED_LEARNING_GBL_IN_PRIMARY_SCHOOLS_FROM_ROMANIA/links/5f96731192851c14bce78f9b/GAME-BASED-LEARNING-GBL-IN-PRIMARY-SCHOOLS-FROM-ROMANIA.pdf
https://www.researchgate.net/profile/Marchis_Iuliana/publication/343420202_GAME_BASED_LEARNING_GBL_IN_PRIMARY_SCHOOLS_FROM_ROMANIA/links/5f96731192851c14bce78f9b/GAME-BASED-LEARNING-GBL-IN-PRIMARY-SCHOOLS-FROM-ROMANIA.pdf
https://www.researchgate.net/profile/Marchis_Iuliana/publication/343420202_GAME_BASED_LEARNING_GBL_IN_PRIMARY_SCHOOLS_FROM_ROMANIA/links/5f96731192851c14bce78f9b/GAME-BASED-LEARNING-GBL-IN-PRIMARY-SCHOOLS-FROM-ROMANIA.pdf
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This paper presents a research about the implementation of GBL in primary schools in Romania. The 
results indicate that three fourth of the respondents are using GBL very often or often. The school 
subjects where games are more frequently used are Mother Language, Mathematics, and Games and 
movement. Teachers use games toarouse pupils’ interest about the topic of the lesson (more than 
three quarter of the respondents), repeat and practice the acquired knowledge and competencies 
(more than half of the respondents). Games are usually used in small groups or in frontal activities. 
The most popular type of games is motion games, used by three quarter of the respondents. Games 
which don’t require any tools such as role play and drama games are also popular andalmost half of 
the respondents use them. Board-games and card-games are not so frequently used, less than one 
fifth of the respondents integrate them in their teaching. The main difficulties experienced by the 
participants are time and space limitations. GBL is very time consuming and special class management 
isrequired for it. The space limit could be related to  the fact that the most popular games are motion 
games. The results highlight the importance of training teachers for implementing GBL in their 
classroom, especially for integrating types of games underrepresented in this study, such as card games, 
board-games, and computer games. Empirical presentation of the benefits can contribute to the 
widespread acceptance of GBL, and eliminating potential pitfalls can be more easily achieved through 
training courses (systematic study of GBL theory, methodologies in using different type of games in the 
classroom) and collaboration between educators (creation of collection of suitable games for different 
age groups and disciplines, sharing experiences and good practices, development and implementation 

of a joint project). 

 

Elements of innovation 

▪ Establishing teacher’s needs and their interest in integrating board games and card games into 
formal teaching curricula. 

 

  

Target groups 

Primary education kids 
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Web link(s) 

https://www.inesc-id.pt/publications/7522/pdf  

 

Issuing body/Authors: 

Silva, A., Mamede, N., Ferreira, A., Baptista, J., 
& Fernandes, J. (2011, September). Towards a 
serious game for portuguese learning. 
In International Conference on Serious Games 
Development and Applications (pp. 83-94). 
Springer, Berlin, Heidelberg. 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Reference scientific paper/Book 
▪ Good practice initiative / project 

 

Short description  

Authors developed a 3D serious game for Portuguese learning following a development plan 
structured in several stages, and that can be applied in game development in general.  

1. Game plan: Much care has to be taken when developing a game in order for it to be successful 
regarding the user’s enjoyment. Even more so when that game is intended for learning purposes.  
It discusses some heuristics that make things fun to learn, in particular when applied to 
instructional games. 

2. Progression and point system: The game has a structure in which the progression of the student 
unlocks new features of the game. This structure of progression was chosen in order to keep the 
student curious about what is coming next, giving him/her the motivation to finish the exercises. 

3. Challenges: the difficulty of the game increases with time, to maintain students engaged.  
4. Feedback: Feedback plays an important role in any game. [17] identified feedback as being 

necessary to both keep the player engaged and to instruct her/him. Keeping the player engaged 
can be accomplished by always providing feedback on how close s/he is to her/his goal. 
Instructing the player is done by giving constructive feedback when the exercise is not finished 
correctly. Instead of displaying a message such as “You have failed the exercise”, it is much more 
helpful to display something like “You did [A] and were supposed to do [B]”. With the latter 
approach, students actually learn from their errors, and it was thus adopted when informing the 
player of her/his results.  

 

 

 

 

 

 

 

 

 

2.2.8 Towards a Serious Game for Portuguese Learning 
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Elements of innovation 

▪ Good practices in game development 
 
 

Additional references 

Silva, A., Mamede, N., Ferreira, A., Baptista, J., & Fernandes, J. (2011, September). Towards a serious 
game for 
portuguese 
learning. In 
International 
Conference on 
Serious Games 
Development and 
Applications (pp. 
83-94). Springer, Berlin, Heidelberg. 

 

 

  

Target groups 

Students of Portuguese as a second language 
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Web link(s) 

https://www.researchgate.net/publication/315862573_Game_Based_Learning_Contexts_for_Soft_S
kills_Development/link/59e7391a4585151e5465c682/download  

 

Issuing body/Authors: 

Maria José Sousa and Álvaro Rocha; 
Departamento de Engenharia Informática, 
Universidade de Coimbra 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Formal education 
▪ Elements of innovation 
▪ Reference scientific paper/Book 
▪ Good practice initiative / project 
▪ Level of transferability: motivation 

certification 

 

 

Short description  

This paper presents the results of the use of Game-based learning (GBL) with the goal to improve soft 
skills. The research question was if GBL enables the development of leadership, team management 
and time management skills. The methodological approach of this research was qualitative, privileging 
the interpretative approach and the main technique used was content analysis from the forums of 
discussion of the courses. The main skills developed were: (a) leadership: organization, decision 
making, resources management, and financial skills, in order to assume the role of the Mayor; (b) team 
management: manage all the people and the resources and the allocation of tasks to each member of 
the team; and (c) time management: planning, defining priorities and managing stress, in order to 
accomplish all the goals defined. The major originality of the research was the analogy process 
between the games situations and the organizational life resulting on the creation of a leadership 
typology. 

This research analysis shows that games may be used as an innovative learning tool to assist with 
complex situations and develop the soft skills required for ambiguous/uncertain times. Soft skills are 
personal attributes that enhance an individual’s interactions, career prospects and job performance. 
Since all time games have the ability to teach us skills and concepts, games allow us the freedom to 
fail with only minor personal and social consequences. We can learn by our own play as naturally as 
when the game is shared with others. Relative to project management, games are a conduit for soft 
skills learning and development. Soft skills have been shown to be of considerable value to the success 
of project teams. In the project management context, the complexity of the competitive business 
environment, integration of global cultures, and technological ubiquity are powerful forces found daily 
within our profession. Games, conversely, have shown to be inherent venues of significant skills 
development. The accelerating complexity faced by individuals and organizations requires us to gain 
greater insight into a model that includes the external environment, the internal resources of our 
organizations and project management, with the use of games help to develop project team’s skills. 
Further research can analyze how modern games can be used to achieve project management success: 
1. Determining which games allow the transfer of competencies into project management 2. The role 
of a project manager in successful and unsuccessful projects. 3. Determining the degree and reasons 
to which organizations are not adopting the practice of playing games as learning and training tools. 4. 

2.2.9 Game Based Learning Contexts for Soft Skills Development 
 

 

https://www.researchgate.net/publication/315862573_Game_Based_Learning_Contexts_for_Soft_Skills_Development/link/59e7391a4585151e5465c682/download
https://www.researchgate.net/publication/315862573_Game_Based_Learning_Contexts_for_Soft_Skills_Development/link/59e7391a4585151e5465c682/download


     

.   

 

3
9

 

More empirical analysis with regards to longitudinal studies, relationship development, and employee 
performance. 

 

 

Elements of innovation 

▪ Games for the development of soft skills 
 

 

   

Target groups 

HEI students 
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Web link(s) 

http://socialinnovation.lv/wp-content/uploads/2013/12/GAMI-ENG_fullversion_web.pdf 

 

Issuing body/Authors: 

Y-Game Erasmus + project partners  

 

In English language 

S4EG FOCUS: 

▪ Serious games  
▪ Adult education 
▪ Reference scientific paper / Book 
▪ Good practice initiative / project 

 

 

Short description  

The handbook produced by the Y-Game partners analyses in detail what gamification is, specific 
elements used in gamification e.g. quests, points, badges, progress bars, meaningful stories, avatars, 
profile development, levels, reminders, communication, and collaboration as well as their motivational 
functions i.e. in what way, specifically, each element engages and motivates a learner.  

In addition, types of gamification are described e.g. online/offline, structural/content, followed by a 
chapter on motivation within gamification and the involvement of both intrinsic and extrinsic 
motivation factors in gamification. 

Furthermore, the fields in which gamification is applied are listed and analysed which includes formal 
and non-formal and informal education, civic participation and democracy, charity, management of 
human resources, for employment purposes, for city guides and urban games, health, and self-
development and for environment sustainability.  

The handbook then focuses on gamification and its impact on youth in particular. As part of the project 
a free online training course for youth workers about 
using gamification in their work was produced. 

One of the game examples reported from Latvia was, 
“Language Gymnastics”, an interactive game for young 
people which aimed to encourage students to learn 
Latvian in an interesting and exciting way. The digital 
game developed, offered the opportunity to learners to 
showcase their Latvian language knowledge and 
compete for individual, class and school prizes. A 
student could accumulate points by correctly answering 
questions. By the end of each round the top 3 players 
are rewarded, while other prizes are also available for 
the most active class and school, fostering collaboration 
and teamwork. 

 

  

2.2.10 Y game- How to Succeed With Digital Gamification for Youth Engagement 
 

 

http://socialinnovation.lv/wp-content/uploads/2013/12/GAMI-ENG_fullversion_web.pdf
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Elements of innovation 

▪ analysis and review of gamification methodology, types of gamification, levels of motivation 
involved in gamification and a list of good practice examples from countries around the world, 
including Latvia 

 

 

Additional references 

https://sites.google.com/view/ygameproject/  

 

  

 

Target groups 

young adults 

 

https://sites.google.com/view/ygameproject/
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Web link(s) 

https://www.researchgate.net/publication/266515512_Gamification_and_Education_a_Literature_R
eview  

 

Issuing body/Authors: 

Ilaria Caponetto, Jeffrey Earp, Michela Ott 
(Italian research Council)  

 

In the English language 

S4EG FOCUS: 

▪ Formal education  
▪ Reference scientific paper / Book 

 

Short description  

This document is the result of research carried out on gamification methodology in schools. It is 
understood that games are increasingly used in learning, because in this way students having a 
pleasant educational hour learning more things. The survey was conducted in 2011-2014 and the 
results show that there is a growing trend in training in the use of the gamification method. At the 
same time, it has been found that the gamification method has been fully understood by researchers, 
professionals, and educators and with the help of technology, “games” have been integrated into 
learning. The Game Based Learning method was used in order to make it more understandable in the 
training area. 

 

Conclusions of the paper 

Analysis of the results from the literature review on gamification in formal education reported in this 
paper allows usto confirm the following: 

Gamification practices adopted to support learning processes enacted in the education and 
professional training sectors is a rapidly growing phenomenon. 

The concepts of game-based learning and gamification (the former denoting the adoption of games 
for educational purposes and the latter the application of game mechanisms to educational 
interventions globally) remain sufficiently distinct, with interesting situations emerging in which the 
two practices coexist and nurture each other.  

Enhancement of motivation and engagement in learning tasks (Ott & Tavella, 2009) is the main driver 
for adoption of gamification techniques, i.e., to make learning more attractive, captivating and, 
ultimately, effective. 

Empirical studies of gamification initiatives have been carried out at different education levels, 
although there is a strong prevalence at university level. 

Gamification techniques are being adopted to support learning in a variety of educational contexts 
and subject areas, but also to address transversal attitudes and behaviours such as collaboration, 
creativity, and self-guided study. 

A further consideration worthy of note it’s regarding how gamification strategies were actually 
deployed in the work reported in the sample. We discovered that few interventions were based on 
blended modalities comprising both face-to-face and e-learning sessions. The majority were carried 
out online, with the whole intervention delivered through a Learning Management System (LMS) 

2.2.11 Gamification and Education: a Literature Review 
 

 

https://www.researchgate.net/publication/266515512_Gamification_and_Education_a_Literature_Review
https://www.researchgate.net/publication/266515512_Gamification_and_Education_a_Literature_Review
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platform that featured functions designed specifically to meet the needs of a gamified process, such 
as a leaderboard and distribution of achievement badges and rewards.     

In addition, analysis of the sample pointed to general awareness of the need for careful planning and 
design of learning interventions (Olimpo, et al., 2010), especially where innovative educational 
approaches like gamification are involved. 
The work reported in this paper was has been co-funded by the EU under the FP7 program (Games 
and Learning Alliance - GALA - Network of Excellence, G.A. 258169) and the LLP program 
(Entrepreneurship and Serious Games -  eSG). 

 

 

 

Elements of innovation:  

▪ This paper is an attempt to shed light on the emergence and consolidation of gamification in 
education/training. It reports the results of a literature review that collected and analysed 
around 120 papers on the topic published between 2011 and 2014. 

  

Target groups 

Students in secondary & higher education 

Teachers/Educators 
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Web link(s) 

https://mita.gov.mt/wp-content/uploads/2020/07/Erasmus-GBL4ESL-Consortium-Guidebook-
Final.pdf 

 

Issuing body/Authors: 

Vanessa Camilleri, Alexiei Dingli, Matthew 
Montebello 

 

In the English language 

S4EG FOCUS: 

▪ Formal education 
▪ Reference scientific paper / Book 

 

 

Short description  

This guidebook is one of the intellectual outputs from the project GBL4ESL, Game-Based Learning to 
Alleviate Early School Leaving, which has been funded under the Erasmus+ initiative. 

The scope of the guidebook is that of supporting schoolteachers in the use of alternative pedagogies 
with students at risk of early school leaving.  

This guidebook has been produced as part of the partnership between schools and academia, with 
expertise and experience in the area of game-based learning. This guidebook does not offer a step-by-
step guide into the operation and functionalities of different games. Instead, the guidebook offers 
ideas, possibilities and opportunities for teachers to integrate different games in their class-based 
teaching. 

 

The guidebook focuses on the following thematic areas for Numeracy and Literacy 

Numeracy 

▪ Number and applications 
▪ Shape, space and measurement 
▪ Algebra 
▪ Data handling 

Literacy 

▪ Listening 
▪ Speaking 
▪ Reading 
▪ Writing 

2.2.12 Gamify Your Classroom! A guidebook tool for an alternative pedagogical 

approach to class-based teaching 
 

    

https://mita.gov.mt/wp-content/uploads/2020/07/Erasmus-GBL4ESL-Consortium-Guidebook-Final.pdf
https://mita.gov.mt/wp-content/uploads/2020/07/Erasmus-GBL4ESL-Consortium-Guidebook-Final.pdf
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and is mapping out the areas to the learning outcomes, proposing a game-based learning approach to 
classroom teaching. 

 

 

Additional references 

https://toolkit-gbl.com/start  

 

 

  

Target groups 

school teachers 

https://toolkit-gbl.com/start
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Web link(s) 

https://epale.ec.europa.eu/sites/default/files/game-based-learning-gamification.pdf  

 

Issuing body/Authors: 

Michele Israel  

 

In  the English language 

S4EG FOCUS: 

▪ Other 
▪ Reference scientific paper / Book 

 

 

Short description  

A White paper issued by the American organisation InSync with some expert advice, opinions and 
inspirations from different educators including people from universities and companies.  

Michelle Israel collected educators’ contributions and prepared a short e-book (19 pages) starting from 
definitions and presenting more advanced issues such as roles, stakeholders etc. The invited 
contributors are quoted across the e-book. 

This e-book thoroughly analyses the usefulness of gamification and game – based learning. The 
differences of game-based learning and gamification are mentioned. 

According to the authors, game-based learning is the combination of the joy that the game offers and 
the process of learning. This method offers users learning but in a more enjoyable way. The 
gamification method offers the creation of communication between learners through an activity they 
develop.  

Examples of effective game-based learning and gamification tools, practices, and resources have been 
presented to the e-book, that inspire the use of related methods in blended learning environments. 
Some of them are: 

▪ VERBA™ : A language learning card game (Link) 
▪ Underlings of Underwing : A game of color Theory and Dragons for children 12+ (Link) 
▪ CARD-tamen™: A card game for students in school and universities based on in Latin language, 

Ancient Greek history and American history (Link) 
▪ Operation LAPIS : A course based on in Latin language and Roman culture (Link) 
▪ Grade Craft: A learning management system that encourages students to focus on game format 

(Link) 
▪ LEARNING BATTLE CARDS: A learning tool based on modern learners, new methodologies and 

innovative learning approaches (Link) 

 

 

2.2.13 Game based Learning Gamification e-book 
 

 

https://epale.ec.europa.eu/sites/default/files/game-based-learning-gamification.pdf
http://practomime.com/content/verba.php
https://tpg-104198.square.site/
http://www.practomime.com/cardtamen/cardtamen.php
http://www.practomime.com/lapis/lapis.php
https://gradecraft.com/
http://learningbattlecards.com/
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Additional references 

https://epale.ec.europa.eu/en/resource-centre/content/game-based-learning-and-gamification-
white-paper  
 

  

Target groups 

This e-book can be used from the adults in 

universities or in companies who research 

about the gamification or they want about 

gamification. 

 

https://epale.ec.europa.eu/en/resource-centre/content/game-based-learning-and-gamification-white-paper
https://epale.ec.europa.eu/en/resource-centre/content/game-based-learning-and-gamification-white-paper
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Web link(s) 

https://epale.ec.europa.eu/sites/default/files/game-based-learning-gamification.pdf 
http://levelupvet.eu/; http://levelup2vet.com  

 

Issuing body/Authors: 

Aspire-igen, CIT, Sataedu, BFE, The 
Government Office of Békés County, VHS 
Cham, Caped Koala 

 

In the English language 

S4EG FOCUS: 

▪ Open source 
▪ Good practice initiative / project 

 

Short description  

Level Up is an Erasmus+ funded project involving partners from Bulgaria, Finland, Germany, Hungary, 
Ireland and the UK. The VHS im Lkrs Cham was a partner of the project and contributed to the 
development of the resources.  

The objective of the project was to use game-based learning approaches to produce innovative digital 
resources for use in careers guidance. In particular, Level Up helps young people make decisions 
around education transitions and better understand the value of vocational training. Ultimately, the 
project’s resources aim to help reposition vocational training as a viable alternative route for all young 
people. 

This was achieved through research, as the project aimed to drive improvements within the service 
provision and engagement with young people. Based on research, an E-book was developed, which 
collected examples on the use of GBL in careers guidance providing a foundation on which the 
technical specifications of the Level Up resources are based. The E-book includes more than 20 best 
practices from across Europe. For each of the best practices strengths and weaknesses are presented. 
http://levelupvet.eu/wp-content/uploads/2020/10/Level-Up-eBook-Final-Version-1.pdf  

The research and the learning material developed as part of the project was used as a detailed brief 
on which a GBL platform was developed. This was developed in a digital game for mobile devices 
designed to help young people learn about the exciting career options which are available to them in 
the VET sector and what is involved in each career path. The game is currently available in the Google 
Play Store and Apple App Store. http://levelupvet.eu/digital-game/ The Mobile Digital Game 
developed by the project is called “Level Up 2 VET”  

Additionally, an online platform was designed in order to provide a range of LMSI data and resources 
http://levelupvet.eu/lmsi-online-portal/ These both feed into the GBL experience and act as stand-
alone resources for use by practitioners when offering guidance to young people around education 
transitions. 

The developed materials for guidance and choice of VET path are used for the digital game, but also 
available in different formats: in PDF format for use on both digital and printed approaches and 
developed into an animated format and available on the project YouTube channel.  

Detailed information on the game for users: players as well as those working as guidance counsellors, 
adviser in VET can be found on http://levelup2vet.com  

 

2.2.14 Level up Project Erasmus + 
 

 

https://epale.ec.europa.eu/sites/default/files/game-based-learning-gamification.pdf
http://levelupvet.eu/
http://levelup2vet.com/
http://levelupvet.eu/wp-content/uploads/2020/10/Level-Up-eBook-Final-Version-1.pdf
http://levelupvet.eu/digital-game/
http://levelupvet.eu/lmsi-online-portal/
http://levelup2vet.com/
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Elements of innovation 

Promotion of the use of Game Based Learning (GBL) technology within Vocational Education and 
Training (VET) and careers guidance in order to showcase the attractiveness of vocational paths and 
various professions.  

In order to ensure that the plans for Level Up’s outputs are suited to the needs and activities of the 
VET sector, the project undertook a survey of the current approaches found in the countries involved 
in the project. The need analysis included the design of VET systems, their strengths and weaknesses, 
as well as key decision points and the role of guidance in the VET process.  

 

 

Additional references 

http://levelupvet.eu/wp-content/uploads/2020/10/Level-Up_IO6-Needs-Analysis-2020.pdf  

  

Target groups 

▪ young people in a transition between 
education and the labour market  

▪ guidance counsellors, VET advisers, trainers 
and teachers working with young adults.  

http://levelupvet.eu/wp-content/uploads/2020/10/Level-Up_IO6-Needs-Analysis-2020.pdf
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2.3 GAMIFICATION METHODOLOGY 

Web link(s) 

https://hal.archives-ouvertes.fr/docs/00/60/71/86/PDF/Marne-Bertrand-EAH2011.pdf  

 

Issuing body/Authors: 

Bertrand Marne, Benjamin Huynh-Kim-Bang, 
Jean-Marc Labat 

Université Pierre et Marie Curie, Paris 

 

In English language 

S4EG FOCUS: 

▪ Serious games  
▪ Level of transferability: motivation and 

learning 
▪ Reference scientific paper/Book 

 

 

Short description  

The introduction of the concepts of motivation and fun into serious game engineering stresses the 
question of articulation and balance between fun, motivation, and learning. It therefore seems 
important to get players with different expertise to work together: trainers in the field to be taught, 
game designers and video game specialists. In order to facilitate this articulation, the authors have 
developed a methodological tool: “the facets of serious games”. Different conceptual frameworks can 
be proposed for the engineering of serious games, but all authors always put the work on pedagogical 
objectives first. It is the competences sought that enable the definition of pedagogical objectives. 

 

The games to develop the skills of adults studied by the 
authors have five common denominators: 

▪ Challenges: the problems posed to the learner-
player. 

▪ Meaningful actions: the learner-player's attempts to 
solve these problems. 

▪ A game engine: a simulation system capable of 
responding to the learner-player's attempts to play 
the game. 

▪ A playful interface with the engine: which gives a 
playful aspect to the problems and to the game 
engine. This is the intrinsic metaphor. 

▪ An evolution of the proposed difficulty: which 
enables the learner to progress and motivates the 
player. 

 

To overcome the difficulty of balancing motivation andlearning, in particular when these two elements 
are designed by different experts (pedagogues and experts in the field focused on learning while game 
designers and video game experts focused on motivation) the authors have highlighted Six facets to 
analyse in the design of serious games.  

2.3.1 Articulating motivation and learning through the facets of serious games 
 

 

https://hal.archives-ouvertes.fr/docs/00/60/71/86/PDF/Marne-Bertrand-EAH2011.pdf
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▪ Facet 1: Pedagogical objectives - What do we want to teach the learner-player? Definition of the 
domain's reference frame and pedagogical objectives, including misconceptions.  

▪ Facet 2: Simulation of the domain - How to respond to the learner-player's proposals? Definition 
of a formal model of the domain on which the simulation is based.  

▪ Facet 3: Interactions with the simulation - How can we give the learner-player pleasure by 
allowing him/her to formulate his proposals and receive the simulation's answers? Definition of 
interactions with the formal model and therefore of the intrinsic metaphor.  

▪ Facet 4: Problems and progression - What problems should the learner-player be asked to solve? 
Definition of the progression in the levels/missions of the serious game.  

▪ Facet 5: Decorum - Through which scenario and multimedia elements can the learner-player 
have fun? Definition of "decorum".  

▪ Facet 6: Conditions of use - How can serious games be exploited while retaining their 
pedagogical and playful qualities? Definition of the conditions of use of serious games.  

 

The facets synthesise the know-how and methods of game design in a formalism that makes it possible 
to guide their realisation in order to balance the playful aspect and the pedagogical aspect of serious 
games. The facets also make it possible to accompany the designs in progress, to clarify and rationalise 
the stages of the work, and to identify blocking points. 

 

 

 

Elements of innovation 

▪ Formalisation of the right articulation between motivation and learning when designing serious 
games. 

  

Target groups 
▪ young people in a transition between 

education and the labour market  
▪ guidance counsellors, VET advisers, trainers 

and teachers working with young adults.  
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Web link(s) 

https://www.sciencedirect.com/science/article/pii/S1877042815041555 

 

Issuing body/Authors: 

Benjamin Huynh-Kim-Bang, John Wisdom, 
Jean-Marc Labat 

University Pierre et Marie Curie, 4 place Jussieu 
75270 Paris, France 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Lifelong Learning  
▪ Elements of innovation 
▪ Reference scientific paper/Book 
▪ Level of transferability: use of patterns to 

develop serious games 

 

 

Short description  

Serious games here are defined as ways to use video games and video games technologies outside 
entertainment. This research aims to provide a novel conceptual toolbox to facilitate brainstorming 
and enhance the creative process. It lists useful practices used to combine enjoyment and education 
in Serious Games.  

The concept of Design Pattern stems from the work on urban architecture of Christopher Alexander to 
characterize proven solutions to recurring architectural design problems. Patterns are structured 
according to elements such as the name, the context, the problem. When Design Patterns are 
organized by referring to one another, they form a Pattern Language. Both Design Patterns and Pattern 
Languages aim at facilitating the re-use of the best solutions or favouring discussion, brainstorming, 
and exchange of ideas between Serious Game designers and other stakeholders.   

Authors have studied: 

▪ Five Serious Games not based on quizzes but using advanced interaction to enhance learning 
(created by KTM-Advance, an e-learning company located in Paris), 

▪ Twenty Serious Games from GameClassification chosen according to the following criteria: 
popularity, diversity and accessibility on the Web, 

▪ Research papers about Games, Serious Games and Game-Based Learning, 
▪ Design Patterns in education and e-learning fields. 

They have used empirical methods to understand the difference in pattern use between video games 
and Serious Games. What they had in common, how fun was created, andhow learning emerged in a 
fun environment. They have distinguished which elements of the game were ludic andwhich were 
conducive to the learning process. 

They propose organising Patterns in six main categories: 

▪ Category A presents us with the context we are especially interested in, focused on the concept 
of the Serious Game and the sub-concept Game-Based Learning Blend, where educational and 
instructional aspects are put in the forefront more than in other types of Serious Games, for 
instance those dealing with advertising or awareness-oriented campaigns. 

▪ Category B describes those patterns capable of turning interaction – the first ingredient of 
games - into knowledge/skill acquisition. These patterns appear in games during intensive action 

2.3.2 Design patterns in Serious Games: A Blue Print for combining fun and learning 
 

 

https://www.sciencedirect.com/science/article/pii/S1877042815041555
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phases. 
▪ Category C suggests patterns to help learners go beyond simply training so that they are able to 

understand what they are doing and learning. Most of these patterns crop up in games during 
less intensive action phases, which we can call reflective phases, when learners can step outside 
the game and take time to think about their actions, strategies, and what they are learning and 
hopefully assimilating. We could refer to this as a meta-learning level. 

▪ Category D contains patterns for conveying information to users during what can be considered 
extra-game phases, such as introductive videos or loading screens. 

▪ Category E exhibits patterns to provide users with incentives to encourage them to advance in 
the game, and consequently, in their knowledge and skill acquisition. Incentives are based on 
reward, enjoyment, fun, and pleasure - the second ingredient of games. 

▪ Category F also contains patterns to help learners advance in the game and in their skill or 
knowledge acquisition. However, unlike those in category E, these patterns should ward off 
possible frustration in case the challenges become too difficult, and they should eliminate the 
danger of boredom in case the challenges become too easy and the pace too slow. 

 

 

 

Elements of innovation 

▪ How to balance two major forces, fun and learning. 
▪ Analysis of serious games patterns 
▪ Providing stakeholders a common vocabulary and knowledge corpus. 

 

  

Target groups 

▪ game designers 
▪ vocational education trainers 
▪ knowledge experts 
▪ other stakeholders involved in the design and 

production process of Serious Games (not IT 
developers) 
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Web link(s) 

https://gvets.eu/, http://gvets.eu/e-learning/ 

 

Issuing body/Authors: 

GVETS project consortium 
(https://gvets.eu/partners/)  

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Adult education 
▪ Level of operation: international 
▪ Good practice initiative / project 

 

 

Short description  

GVETS is an Erasmus + project which aims to develop the skills of professionals working with children 
in migrant environments in order to improve their capacity and strengthen their role for the protection 
of children. 

Based on the research conducted by the project partners about gamification and how to maximise its 
impact on education, they reached to the conclusion that ‘the gamification process must be rigorous 
and almost tailor-made for the end users. The end user must be clearly identified, the content, 
instructions have to be user-friendly and have a clear relation to objective reality. Only by doing so will 
it be possible to develop training with concrete goals and objectives.’. 

This led to the design of their online course for social workers and other relevant professionals working 
with migrant children, which adapted elements of gamification. More specifically, the training was 
developed in order to deploy and develop the participants’ experimentation, problem solving, 
communication and critical thinking skills as well as ensure contextualisation and transferability of 
knowledge in to the field.  

It includes a range of different activities e.g., online activities, case studies, readings, field work and 
assessment as well as a progress bar and quizzes to check understanding and knowledge on each 
module. A reward scheme was also used, providing learners with points and certificates for completing 
modules. 

Some of the recommendations after the pilot phase on how to improve the course, was ensuring that 
the right balance between game and non-game elements was achieved, especially in regards to 
training for sensitive topics such as migration, in order for the training not to be perceived as a game. 
Furthermore, adding a timer to pilot and monitor the average duration necessary to complete each 
module would have been a useful addition. 

2.3.3 Introducing gamification in vocational education and training for 

professionals and social workers in the field of migrant children protection and 

support 
 

 

https://gvets.eu/
http://gvets.eu/e-learning/
https://gvets.eu/partners/
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Elements of innovation 

▪ using gamification methods for vocational education 

 

 

Additional references 

https://gvets.eu/resources/ https://mipas.lt/wp-content/uploads/2019/01/GVETS_Newsletter_3-
ENGL.pdf 

 

  

Target groups 
professionals working with children in 
migration environments (psychologists, 
social workers, teachers/educators, 
guardians, lawyers, and intercultural 
mediators. 

 

https://gvets.eu/resources/
https://mipas.lt/wp-content/uploads/2019/01/GVETS_Newsletter_3-ENGL.pdf
https://mipas.lt/wp-content/uploads/2019/01/GVETS_Newsletter_3-ENGL.pdf
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Web link(s) 

http://entrinno.org/resources/outputs/TransnationalStateOfTheArtReport.pdf, 
http://entrinno.org/game/ 

 

Issuing body/Authors: 

EntrInnO project partners 
(http://entrinno.org/index.php/partners) 

 

In the English language 

S4EG FOCUS: 

▪ Adult education 
▪ Level of operation: international 
▪ Good practice initiative / project 

 

 

Short description  

EntrInnO is an Erasmus + project which aims to address the need for optimising the development of 
entrepreneurship and innovation in Europe. Its main focus is to enhance the skills of young EU citizens 
by developing an online interactive game, which is accessible online and offline, available in a PC 
version as well as mobile application and can be adapted to fit various contexts. 

The game consists of 8 levels and activities on each level, which aim to develop core skills essential for 
entrepreneurs, identified at the research stage (each partner conducted a focus group with young 
adults and relevant stakeholders during the research phase):  collaboration, networking, 
experimentation, leadership, creativity, decision making, goal setting, communication, time 
management, entrepreneurship, and problem solving. In order to move on to and unlock the next level, 
the learner required to complete the previous level. 

In addition, during the first phase of the project and as a direct outcome of the national focus groups, 
recommendations on how serious games specifically 
aimed for young entrepreneurs were made, which can 
be used as a guide for the S4EG project for example 
including incentives (e.g. badge system) to keep learners 
motivated, adding a social element so learners can 
invite, challenge and chat to their friends, ensure it 
consists of real/realistic challenges etc. (See ENTRINNO 
Transnational State of The Art Report, 2016, p139-140 
for the full list of recommendations).  

  

2.3.4 EntrInnO Erasmus + project 
 

 

http://entrinno.org/resources/outputs/TransnationalStateOfTheArtReport.pdf
http://entrinno.org/game/
http://entrinno.org/index.php/partners
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Elements of innovation 

▪ serious game aimed at young adults, developing soft skills 

  

Target groups 
▪ young adults 
▪ entrepreneurs 
▪ consultants from universities  
▪ research centres  
▪ civil society organisations 
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Web link(s) 

https://bigstepproject.eu/ 

 

Issuing body/Authors: 

Erasmus plus project partners 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Level of operation: international 
▪ Good practice initiative / project 

 

 

Short description  

The Big Step: Learning through gamification project aims to foster integration of vulnerable groups 
such as immigrants and refugees using gamification.  This partnership produced an online game 
adapted, and translated to all partner countries including Cyprus, and before made widely available 
was also piloted with relevant stakeholders. It included 7 modules: basecamp (alphabet, numbers, 
telling time and calendar), reception center (basic conversation vocabulary), town (places in town and 
relevant vocabulary), school (relevant vocabulary), restaurant (how to order food and read a menu) 
and medical center (how to book a doctor’s appointment, vocabulary necessary for expressing how 
you feel etc.). 

The modules included auditory and visual material and knowledge was tested with matching activities, 
real life scenarios and multiple-choice questions. It also included a progress bar which can be 
motivating for students as they are aware of their progress at all times. The game was only available 
online. 

Results from the pilot survey of the game indicated that although the game required further 
improvement in some technical aspects, as well as more detailed instructions and information, 
participants particularly liked the visual design and the content and they enjoyed learning through this 
innovative method. Users of the game also recommended adding audio exercises, not just visual and 
written, more levels of difficulty as well as a point system for assessment purposes.  

  

2.3.5 BIG STEP: Learning through Gamification 
 

 

 

 

https://bigstepproject.eu/
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Elements of innovation 

▪ Use of a free online video game to teach immigrants and refugees elements of local language, 
basic communication standards and cultural aspects which can help them integrate and 
understand better the countries they live in. 

  

Target groups 

adult refugees and immigrants in partner countries 
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Web link(s) 

http://htk.tlu.ee/melange/ 

 

Issuing body/Authors: 

Erasmus + partners of the project including 
Tallin University 

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Good practice initiative / project 

 

 

Short description  

The Melang-E game was developed as part of the Melang-E project which aimed to increase teenage 
learners’ English proficiency while discovering and practising other European languages. Players are 
taken on a virtual journey across Europe, solving communicative tasks and enhancing their language 
and cultural competencies.  

Mali, the protagonist, is a young man who travels to European cities in an attempt to reunite his 
university band and enter a song contest. During his journey, he meets different people of different 
backgrounds and occupations and to be able to progress he is required to do a variety of tasks. 

The game is available online.  

The project also aimed to develop a multilingual tool in order to prepare language learners for living 
in multilingual Europe.  

To transform learning into an enjoyable experience, a gamification approach was used. By using an 
interactive story, dialogue situations were easier to be understood and remembered and players could 
‘immerse’ into the game’s world, which also enabled learners to try out different options without the 
fear that they might make a mistake, which normally occurs when using conventional teaching 
methods.  

In addition, knowledge to be learned, in this example language, is used in context, which makes 
comprehension and communication easier, as contextual cues can facilitate learning, and can aid 
learners decide whether formal or informal conversation is required. 

  

2.5.6 Multilingual Exploration of languages in Europe 
 

 

http://htk.tlu.ee/melange/


     

.   

 

6
1

 

 

 

 

Elements of innovation 

▪ The use of an innovative online, first-person game, a multilingual, multimodal online-adventure 

 

 

Additional references 

http://eudoit.eu/melang-e  

 

  

Target groups 

European language learners aged 11-14 and 

individuals interested in exploring multilingualism in 

Europe 

 

http://eudoit.eu/melang-e
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Web link(s) 

https://www.dpublication.com/wp-content/uploads/2019/12/38-234-Worldte.pdf 

 

Issuing body/Authors: 

Aneta Zemanova, Jaroslav Burcik 

 

In the English language 

S4EG FOCUS: 

▪ Non-formal education 
▪ Adult education 
▪ Reference scientific paper / Book 
▪ Good practice initiative / project 

 

 

 

Short description  

The authors of this short article designed a new game scheme in order to teach non-experienced users 
difficult to understand technical topics such as cybersecurity. The game was based on the behaviour 
of real characters and the environment in which employers may be forced to deal with cyber-attacks 
in real life. 

The game was designed based on 6 educational goals derived by the topic of cybersecurity. The player 
was immersed into the experience as a character and a short background story was assigned to them. 
The character had to cope with threats and attacks and use fix cards to defend themselves. Other areas 
such as dealing with sensitive data were also part of the game 

 

 

 

2.3.7 The Use of Gamification for Adult Education in Cybersecurity 
 

 

 

Target groups 

adult learners 

 

https://www.dpublication.com/wp-content/uploads/2019/12/38-234-Worldte.pdf
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Elements of innovation:  

▪ Use of gamification to teach Cybersecurity 
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Web link(s) 

https://luducrafts.com/case-studies/how-to-onboard-call-center-and-develop-front-desk-effectively/ 

 

Issuing body/Authors: 

Luducrafts game developers 

  

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Non-formal education 
▪ Good practice initiative / project 

 

 

 

Short description  

Luducrafts is a Czecho-Slovakian gamification agency which produces serious games for their clients. 

One of the games they have produced was for Innogy call center, the largest gas supplier in the Czech 
Republic. Innogy’s employees are in direct customer contact, and they have to provide up-to-date 
information, have a clear overview of company products and create a positive customer experience, 
which require a regular ‘refresh’ of their knowledge. Offering conventional e-learning or PDFs in a 
central learning database was not proven effective so they commissioned Luducrafts to create a game 
for that purpose. 

After conducting thorough interviews and workshops with the customer support employees in order 
to get a clear idea about their daily habits, values and challenges, they developed a detective-themed 
trivia game, which was accessible via desktop notifications (or directly through a web browser). Players 
received daily desktop notifications that reminded them, that if they have a spare minute, there is a 
detective case that needs their expertise to be closed. This trivia game was part of a larger meta-game, 
in which they had to find and arrest the “biggest criminal brains in the gas / energy industry.” The more 
cases the players solved, the higher were the chances to lock gangsters up. 

As the game was easy to access, players didn’t waste time looking for information on the intranet or 
scrolling through a PDF. Also, the game rewarded players with an acknowledgment of their expertise 
and linked their success to their other qualities such as critical thinking or their pro-client approach. 

For the game solution developers, fun was crucial. The detective cases were often written in a light-
hearted, sometimes absurd tone. For players it meant that they were able to enjoy some silly humour 
while improving their knowledge base. For some, the prospect of laughter was enough reason to click 
on the notification and start playing. 

The game creators used gamification elements which proved to improve engagement and motivation 
such as narrative and storytelling, instant feedback, collecting and sense of progression. 

2.3.8 How to onboard call center and develop front desk effectively 
 

 

https://luducrafts.com/case-studies/how-to-onboard-call-center-and-develop-front-desk-effectively/


     

.   

 

6
5

 

 

Elements of innovation 

▪ gamification solutions tailored to the client’s needs, in this case for on-the-job training purposes 

 

 

  

Target groups 

adult learners in employment setting 

 



     

.   

 

6
6

 

Web link(s) 

http://www.smartege.gr/index.php/en/ 

 

Issuing body/Authors: 

SMARTEGE was implemented with the 
scientific support of the Power Systems & 
Electrical Installations Laboratory of the 
Department of Electrical Engineering of the 
Technological Institute of Central Greece and 
the Mobile and Wireless Business Laboratory 
(ISTLab / Wireless Research Center - WRC) of 
the University of Economics of Athens. 

 

In the English language 

S4EG FOCUS: 

▪ Formal education  
▪ Adult education 
▪ Good practice initiative / project 

 

Short description  

SMARTEGE is an application designed to train users regarding electricity issues, using the gamification 
methodology. The aim of the application is to modify user's behaviour on electricity management, via 
the educational and emotional involvement with the app. 

SMARTEGE (full title "Smart Educational Process System, based on the methodology of Gamification") 
was implemented under the framework "Program for the Development of Industrial Research and 
Technology (PAVET) 2013", coded 1605-ΒΕΤ-2013. 

The project was funded by the European Regional Development Fund (ERDF) of the European Union 
and national funds. It started on 04.04.2014 and ended on 31.07.2015 

The SMARTEGE project implemented the gamification methodology in education, using an educational 
game via mobile devices. Within the framework of the project, gamification aligns with educational 
principles and mobile devices characteristics, in order to achieve the maximum educational value of 
the application. This methodology was piloted to inform and educate the public in energy 
management and energy saving issues. Modern ways of education were used, such as a simulator and 
libraries of virtual energy objects. The user participated actively, managed data received from real or 
virtual objects and sources in real time, while was motivated to take important decisions in real time 
too. The educational software, in the form of a game, is available for the entire range of mobile devices 
(smartphones, tablet on Android and iOS). 

 

How does the app work?  

As a first step the user can watch a video tutorial to understand how the app works and how to handle 
it. The goal is to reach the desired result which is A+ or above. The next stage is to make the electrical 
appliances he/she desires him/herself with the elements he/she chooses.  

The application contains gamification mechanisms so users can use the app and learn by playing. 
Initially the user must be able to succeed in one level to pass to the next. Through the moves he/she 
makes he/she needs to improve his/her ranking compared to other users. Users collect points each 

2.3.9 SMARTEGE - "Smart Educational Process System, based on the methodology 

of Gamification" 
 

 

http://www.smartege.gr/index.php/en/


     

.   

 

6
7

 

time they manage to achieve a goal. Points ensure the player’s sustainability in order to gain access 
and participate in quiz and training games in order to enrich his/her knowledge. Each time the user 
successfully completes a mission assigned to him/her by the system, he/she wins a badge. Each badge 
appears in the users profile and is an action that motivates them because their progress is visible to 
other users. Users can track the movements of others and compare their movements and 
achievements. 

 

 

 

Elements of innovation 

▪ The project uses innovative ways of education, such as virtual libraries emulator and energy 
items 

  

Target groups 

▪ students in high schools 

▪ students in universities 
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Web link(s) 

http://gamify-project.eu/ 

  

Issuing body/Authors: 

Consiliul National al Intreprinderilor Private 
Mici si Mijlocii din Romania – coordinator, 
Inova Consultancy ltd., Socialiniu inovaciju 
fondas, Kentro Merimnas Oikogeneias Kai 
Paidiou, InEuropa Srl, FyG Consultores, Center 
of Education and Enterprise Support (Romania, 
UK, Lithuania, Greece, Italy, Spain, Poland)  

 

In the English language 

S4EG FOCUS: 

▪ Adult education 
▪ Good practice initiative / project 

 

Short description  

The Gamify Your Teaching! project aimed to support the professional development of vocational 
competences of teachers and trainers of entrepreneurship and to enhance ICT teaching through an 
innovative pedagogy and approach to teaching with the use of gamification. 

To achieve this aim, the project put forward two general objectives: 

▪ to create and test a simulation game with practical elements covering 7 entrepreneurship 
subject areas 

▪ to create and test the methodology (didactic materials for Teachers) of teaching 
entrepreneurship with the use of the gamification 

The project directly engaged VET Teachers from Romania, Italy, Lithuania, Poland, United Kingdom, 
Spain and Greece. The Teachers participated in various stages of the project expressing opinions and 
testing didactic materials prepared especially for them. Also, the students were involved in activities. 
At the beginning they informed the game creators about their expectations regarding the game, and 
then they tested it and evaluated it. 

▪ Intellectual outputs of the project: 
▪ O1 Needs Analysis Report: the analysis provided the game requirements (the level of ICT 

competence of VET teachers and general characteristics of the game). 
▪ O2 the Game: it included 7 modules/ simulating activities teaching entrepreneurial skills divided 

into levels, based on scenarios and embedded content about entrepreneurship. Each level in 
the game was a complete and playable “scene” following a case-solving approach, consisting of 
background (introductory) information, a number of possible learning paths to be taken in 

2.3.10 Gamify your teaching! 
 

                
 

     

http://gamify-project.eu/
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response to the decisions and actions made, and appropriate scoring measures defining the 
player’s individual performance. 

▪ O3 Didactic Materials for VET Teachers that aim at supporting teachers in using the game during 
their entrepreneurship classes. The materials are in electronic form, available for downloading 
from the project website and directly from the game interface. 

▪ O4 Collection of Case Studies: it consists of a publication showing at least 35 examples of 
successful businesses which will serve as inspiration and motivation for entrepreneurial 
education. 

 

 

 

 

Elements of innovation 

▪ Gamification in adult education for enterprises 

  

 

Target groups 

VET Teachers 

adult learners 

VET providers 
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Web link(s) 

https://seppo.io/gamification-tool/  

 

Issuing body/Authors: 

Mr. ETIENNE GATT - IT & iGaming Recruitment 
Manager, KONNEKT  

 

In English language 

S4EG FOCUS: 

▪ Formal education 
▪ Level of operation: international 

 

Short description  

SEPPO is a Finnish platform that gives teaching methods in order to make the learning process more 
enjoyable. The aim of the platform is to teach collaboration and problem solving, promote creativity 
and self-confidence and create freedom of spirit and mind so that users are efficient. 

Learning through the SEPPO gamification tool happens through the same informal ways of using 
technology that students are used to in their everyday life. 

The teacher creates the game and the exercises. Students login into the game in teams, using their 
mobile devices. The teacher monitors the game giving students personalised feedback and points. All 
the students’ answers and creations are saved in a digital archive. That way the best ideas or trickier 
exercises can be reviewed together with the class after the game. 

Seppo is a tool for adding game mechanics and game design to any lesson or training. With Seppo a 
teacher can turn a lesson into a fun mobile game, with no coding skills required. Seppo is created by 
teachers for teachers, understanding the reality in schools. 

A small game can be created very quickly. Teachers can create their own exercises, use readymade 
ones, or pick a game from the vast game library that has nearly 4.000 ready-to-play games created by 
the global Seppo teachers’ community. The game library helps anybody get started with gamifying 
their teaching. 

The gamification methodology as stated in this application is not useful only for education purposes. 
It can also be used for corporate education in the following areas: 

▪ Recruitment 
▪ Onboarding 
▪ Work well – being 
▪ Strategy and value workshops 
▪ Team building 
▪ Product training 
▪ Professional skills training 

2.3.11 Seppo for Education 
 

 

https://seppo.io/gamification-tool/
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Elements of innovation 

▪ Teachers can create their own games 

 

 
  

Target groups 

Seppo can be used for any school subject. 

Seppo users range from primary schools to 

universities and teachers of all subjects. 
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Web link(s) 

▪ https://dnnra.igd.com/retailers/coop-danmark/news-article/t/denmark-responsible-
consumption-and-gamification/i/22324 

▪ https://www.esmmagazine.com/technology/denmarks-dagrofa-introduces-store-game-train-
spar-employees-79458  

 

Issuing body/Authors: 

Dagrofa, a Danish retail company  

 

In the English language 

S4EG FOCUS: 

▪ Serious games  
▪ Good practice initiative / project 

 

Short description  

Danish retail group Dagrofa announced on August 2019 that it has introduced a digital “store game” 
for training employees in 51 Spar outlets. 

The company believes that gamification is a more effective way to train employees compared to 
traditional presentations and manuals.  

Mette Marie Dragsdal, HR business manager at Spar, Min Købmand and Let-Køb explained, "It is very 
important that our stores have a high standard in terms of service, assortment, and cleanliness, and 
this is achieved by, among other things, having talented and dedicated employees who have no doubt 
how to handle their jobs. That is why we have chosen to implement the store game, which enables us 
to communicate to employees through gamification." 

The points-based game which Dagrofa developed makes the learning process more competitive and 
motivates employees to play even outside of working hours. 

The game has helped the company in increasing sales by up to 4%. 

Richo Boss, chain directorSpar, Min Købmand and Let-Køb, stated: "We see from Spar stores in other 
countries that both revenue and gross profit increase significantly in the stores where the employees 
play the store game. We are really excited to see how much it can boost sales in our stores." 

 

 

 

 

 

 

 

 

 

 

 

 

 

2.3.12 Dagrofa - Digital “store game” 
 

 

https://dnnra.igd.com/retailers/coop-danmark/news-article/t/denmark-responsible-consumption-and-gamification/i/22324
https://dnnra.igd.com/retailers/coop-danmark/news-article/t/denmark-responsible-consumption-and-gamification/i/22324
https://www.esmmagazine.com/technology/denmarks-dagrofa-introduces-store-game-train-spar-employees-79458
https://www.esmmagazine.com/technology/denmarks-dagrofa-introduces-store-game-train-spar-employees-79458
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Elements of innovation 

▪ Innovative method to train employees 

 

  

Target groups 

▪ Employees in supermarkets and retail groups 

▪ Supermarkets and retail groups 
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Web link(s) 

https://www.firmenpresse.de/pressinfo1633051/let-s-create-games-for-education-the-erasmus-
project-create-digital-games-for-education-cdg4e.html  

 

Issuing body/Authors: 

Malta Information Technology Agency (MITA), 
Science Centre (Department of Curriculum 
Management), waza! UG, University of 
Luxembourg, Danube University Krems, 
Research and Innovation Management GmbH 

 

In the English language 

S4EG FOCUS: 

▪ Formal education 
▪ Non-formal education  
▪ Adult education 
▪  
▪ Good practice initiative / project 

 

Short description  

“Create Digital Games for Education” (CDG4E) was an Erasmus+ project aiming to improve the level 
and quality of digital competences,the relevance of students' knowledge and skills and to promote 
student-centred learning approaches through ICT by creating an innovative method of teaching and 
learning. The results of the project enable educators to diversify their pedagogies and students to learn 
using a modern and attractive tool, thus stimulating students' appetite to learn. 

The project started in September 2017 and ended in August 2020. 

The basic outputs of the project’s implementation were the production of a Game Creator Tool and 
two pilot games available to educators and students. These outputs aimed to strengthen the digital 
skills of the students, provide an innovative method of teaching and in learning, and empower students 
to create their own interactive learning content. 

 

Game Creator Tool  

Game Creator Tool has been created to be used in classrooms for educational purposes. It is designed 
to enable teachers, as well as students, to create games for various curricular domains with a low-
threshold approach. The basic game mechanics are predefined and didactic materials are provided 
which simplifies the game creation process considerably. The primary target group are students 
between 16 and 18 years. Since the tool is built around a simple user interface (for easy on boarding) 
it can be applied in various educational settings and can be easily used by younger target groups. It 
allows teachers to stick to predefined learning goals but also offers the opportunity to address general 
topics of interest such as STEM related subjects as well as FAKE NEWS. 

 

2.3.13 “Create Digital Games for Education”  
 

         

https://www.firmenpresse.de/pressinfo1633051/let-s-create-games-for-education-the-erasmus-project-create-digital-games-for-education-cdg4e.html
https://www.firmenpresse.de/pressinfo1633051/let-s-create-games-for-education-the-erasmus-project-create-digital-games-for-education-cdg4e.html


     

.   

 

7
5

 

 

Additional references 

https://www.youtube.com/watch?v=e864zpF-p1k&t=207s  

 

 

 
 

  

Target groups 
educators 
students 

https://www.youtube.com/watch?v=e864zpF-p1k&t=207s
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Web link(s) 

 https://www.die-bonn.de/institut/die-forum/2020/dokumentation_die.aspx?lang=d  

 

Issuing body/Authors: 

The summary issued on the basis of 
presentation Lecture on gamified training 
“Gamification – So lernt man heute! Effektives 
Revisionsfachwissen in der Welt der digitalen 
Transformation“ presented during DIE-Forum 
Weiterbildung 2020 & dialog digitalisierung#04 
- December 2020.  

 

In the German language 

S4EG FOCUS: 

▪ Serious games 
▪ Non-formal education 
▪ Lifelong learning 
▪ Good practice initiative / project 

 

Short description  

In this lecture, the ARC Institute presents current digital learning solutions under the guiding 
questions: What makes good serious business games? What role do rankings, incentives and badges 
play? What competences does their use require in practice? For which target group are serious games 
suitable? Which pedagogic-related job profiles are emerging in the game industry? 

The main features of the serious games are:  

▪ learning with game based didactic methods 
▪ applicability and practicability of the contents 
▪ results-oriented learning with gamification technologies 
▪ using the simulations for experience-based learning (use of simulators to practice skills)  
▪ attractive scenarios combined with overcoming challenges and positive and interesting 

experience  
▪ mechanics supporting game play dynamics: improving scores, getting price, discovering 

something.  

The educational benefits of gamification: 

▪ Creating engagement  
▪ Overcoming the natural rejection to boring and repetitive processes 
▪ Producing more attractive content 
▪ Enhancing memorization and retention  

“There is a broad portfolio for the topic spectrum of Serious Business Games. This ranges from simple 
learning games, through simulations lasting several months, to first-person shooters used in military 
training. The concept of computer-based learning games is based on the didactic insight that a close 
connection of learning and digital gamification content supports the acquisition and consolidation of 
knowledge and skills. This is achieved by transferring playful learning processes in a virtual 
environment. In contrast to traditional (non-computer-based) learning games, serious business games 
use motivational methods from digital entertainment media and the film industry. In order to animate 
the training participant to learn in a special way, para-social interactions and relationships are 
established between the training participant and the so-called non-personal character in the Serious 
Business Game.” 

2.3.14 Gamified Training 
 

 

https://www.die-bonn.de/institut/die-forum/2020/dokumentation_die.aspx?lang=d
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The serious games focus on the development of hard and mainly soft skills, e.g creative solutions, 
optimal tasks delegation and team coordination, managing emotions successfully etc. 

 

 

 

Elements of innovation 

▪ various gamification techniques in terms of storytelling, ranking motivation, scoring, different 
learning and game levels, and incentives through recognition and awards 

▪ practical exercises that allow to practice directly in a safe and motivating environment and to 
implement the practical knowledge. The participant receives feedback in a form of individual 
learning loops 

 

 

Additional references 

https://arc-institute.com/en/gamified-training-en 

  

Target groups 

employees of companies, students. 

 

https://arc-institute.com/en/gamified-training-en
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Web link(s) 

https://tycon-project.eu/index.php/sample-page/  

  

Issuing body/Authors: 

Open Universiteit Netherlands, Chamber of 
Commerce and Industry of Slovenia, 
Westdeutsche Handwerkskammertag, Centro 
Edile Andrea Palladio, Bildungszentren des 
Baugewerbes, Fundacion Laboral de la 
Construccion, Coventry University, University 
of Applied Sciences and Arts of Southern 
Switzerland 

In English language 

S4EG FOCUS: 

▪ Serious games 
▪ Open source 
▪ Level of operation: International 
▪ Good practice initiative / project 

 

 

Short description  

The TYCON project proposes serious games as didactical means for the acquisition of entrepreneurial 
competences for professional life in a changing and complex society. These learning benefits are 
enabled by the experiential, immersive, just-in-time and contextual nature of realistic gameplay based 
on high quality instructional design of learning scenarios. The TYCON game is developed and provided 
in an integrated VET context with training materials and evaluation rubrics. TYCON will explicitly enable 
and support trainees to develop entrepreneurial thinking and acting at an early stage of their career. 

The project aims to deliver an integrated set of online/mobile serious mini games (the 
TYCOONSTRUCTOR game) by using the metaphor of a virtual internship that would allow VET students 
(at 4th EQF qualification level) in construction to discover and explore important facets of 
entrepreneurship in context. 

The game ‘Construction Tycoon’ is available in 6 languages: EN, NL, DE, ES, IT, SL https://tycon-
project.eu/index.php/the-game/  

Except from the game, the project offers the trainers’ handbook which is about game strategy as well 
as assessment questions to check if awareness of entrepreneurship increases by gameplay and 
examples of different contexts the  game can be implemented in, e.g. for initial VET, HE students, SME 
trainings in construction field etc.  

  

2.3.15 TYCO(O)NSTRUCTOR: Mini-Games that Foster Entrepreneurial Competence 

for the Construction Sector 
 

 

https://tycon-project.eu/index.php/sample-page/
https://tycon-project.eu/index.php/the-game/
https://tycon-project.eu/index.php/the-game/
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Elements of innovation: 

Learning contents are offered during the game as interactive, narrative adapted action assignments. 
Players are confronted with problems in a system-controlled manner. In the course of the game, 
professional and entrepreneurial challenges become increasingly difficult (levels 1 - 3), but always 
remain within the acting context. Didactic structures of all levels remain the same. These provide 
players with confidence and allow them to concentrate on  the content and entrepreneurial 
requirements. 

 

 

Additional references 

https://www.ou.nl/en/  

 

 
  

Target groups 
▪ VET students 
▪ VET institutions/centres 
▪ local public bodies relevant for qualifications 

and VET 
▪ workers, companies 
▪ trainers, teacher trainers, professional 

colleagues 
▪ business entrepreneurs 
▪ social agents 

 

https://www.ou.nl/en/
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Web link(s) 

 https://unipub.uni-graz.at/obvugrhs/content/titleinfo/4375400/full.pdf 

 

Issuing body/Authors: 

MASTERARBEIT, zur Erlangung des 
akademischen Grades Master of Arts an der 
Karl-Franzens-Universität Graz vorgelegt von 
Una PONSOLD, BA am Institut für Erziehungs- 
und Bildungswissenschaft Graz Begutachterin: 
Univ.-Prof. Dr. Elke Gruber Graz, Juli 2019 

 

In the English language 

S4EG FOCUS: 

▪ Serious games 
▪ Lifelong learning 
▪ Publication 
▪ Gamification methodology 
▪ Reference scientific paper / Book 

 

 

Short description  

This Master's thesis is about the planning and use of serious games in career development. Serious 
games are digital games that have an explicit educational purpose. The use of serious games can 
significantly increase the motivation to learn by using the positive side effects of computer games - 
namely, to fascinate and motivate users. In the course of this master's thesis, the question of which 
considerations have to be made in the development and use of serious games in practice and which 
requirements they should meet is examined. For this purpose, five categories of requirements were 
identified on the basis of the analysis of the specialist literature, which refer not only to the design of 
the digital game, but also to its practical application. Within this framework, a concept for a serious 
game was developed for the course "Introduction to the Industrial Standards" of the 
Berufsförderungsinstitut Steiermark. In addition to the five requirement categories, an observation of 
the course, which focused on the content as well as the methodological structure, served as a starting 
point for the development of the concept. It was also examined to what extent the developed concept 
met the requirements placed on serious games. An assessment of the practicality of the concept was 
obtained by means of a focused interview with the trainer of the course. 

One of the key findings of this master's thesis is, in addition to the concept developed, a list of 
requirements for serious games that can be used by anyone who wishes to use digital learning games. 
Another finding is that teachers have a special role to play in the use of serious games in learning 
settings, as they are instrumental in making it possible to transfer the content being treated into reality.” 

2.3.16 Serious Games in der beruflichen Weiterbildung am Beispiel des BFI-Kurses 

„Einführung in die Industriestandards“ 
 

 

https://unipub.uni-graz.at/obvugrhs/content/titleinfo/4375400/full.pdf
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In order to gain orientation for the planning of a serious game, the "Game-based Learning Framework" 
can be consulted. The aim is to optimally link learning and playing with each other so that the positive 
characteristics of computer games can be used for learning processes.   

 

 

Elements of innovation 

▪ list of requirements for serious games  
▪ examples of serious games for employees focussing on various skills e.g. team management or 

working in a new profession 

 

 

Additional references 

 

Target groups 

VET teachers 
students 
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3. CONCLUSIONS 
Gamification is an effective approach in making a positive change in students’ behavior and attitude 

Gamification is an effective approach in making a positive change in students’ behavior and attitude 

towards learning, improving their motivation and engagement. The results of the change are twofold 

– they can affect students’ results and understanding of the educational content and also create 

conditions for an effective learning process. 

Therefore, the gamification in education is an approach about encouraging learners’ motivation and 

engagement by incorporating game design principles in the learning environment. The importance of 

sustaining learners’ motivation has been a long-standing challenge to education. This explains the 

significant attention that gamification has gained in educational context and its potential to motivate 

participants.  

The development of an effective strategy for the implementation of gamification in e-learning implies 
an in-depth analysis of existing conditions and available software tools. The main steps of this strategy 
include:  
 
1) Identification of learners’ characteristics 
 
When teachers adopt new approaches in the learning process it is essential to define students’ 
characteristics (profiles) in order to determine whether the new tools and techniques implemented 
would be suitable. The key and decisive factors are the predisposition of the students to interact with 
the learning content and to participate in learning events with competitive nature.  
It is essential for teachers to establish and take in consideration what skills are required by the 
participants to achieve their objectives – whether the tasks and activities require special skills by 
learners. If tasks are too easy or too difficult they are likely tois demotivate learners and have a 
negative impact.  
Students’ motivation to participate in training also depends on the context of the learning process and 
what follows from their achievements.  
 
2) Definition of learning objectives  
 
Learning objectives have to be specific and clearly defined. The purpose of education is to achieve 
those learning objectives, because otherwise all activities (including gamification activities) will seem 
pointless. The objectives determine what educational content and activities to be included in the 
learning process and selection of appropriate game mechanics and techniques to achieve them.  
 
3) Creation of educational content and activities for gamification 
 
Educational content should be interactive, engaging and rich in multimedia elements. Therefore, 
training activities should be developed tailored to the learning objectives and allow:  
▪ Multiple attempts – the learning activities need to be designed so that students can repeat them 

in case of an unsuccessful attempt. It is very important to create conditions and opportunities 
to achieve the ultimate goal. As a result of repetition, students can improve their skills.  

▪ Feasibility – the learning activities should be achievable. They have to be tailored and adapted 
to students’ potential and skill levels.  

▪ Increasing difficulty level – each subsequent task is expected to be more complex, requiring 
more effort from students and corresponding to their newly acquired knowledge and skills.  

▪ Multiple paths – in order to develop diverse skills in learners, they need to be able to reach the 
objectives by various paths. This allows students to build their own strategies, which is one of 
the key characteristics of active learning.  
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4) Adding game elements and mechanisms 
 

The key element of gamification is the inclusion of tasks that learners have to perform. The 

performance of tasks leads to accumulation of points, transition to higher levels, and winning 

awards. All these actions are aimed at achieving predetermined learning objectives. The 

elements which will be included in training depends on the defined objectives (what knowledge 

and skills should be acquired as a result of the task). Activities that require independent work by 

students bring individual awards (such as badges). Activities requiring interaction with other 

learners represent the social element of training as they make students a part of a big learning 

community and their results are public and visible. 

 

However, the process of integrating game design principles within varying educational experiences 

appears challenging and there are currently no practical guidelines on how to do so in a coherent and 

efficient manner. The material in the present analysis has been structured based on the combinations 

of the game elements used, the gamified subjects, the type of learning activities, and the identified 

goals, ending with a thorough discussion on the reliability and validity of the reported outcomes. 

Research on gamification is very diverse with respect to the focus of the studies, the reported 

outcomes and methodological approaches.  

Moreover, the majority of the studies still mainly target students in formal education but anumber of 

gamification approaches, driven by specific objectives, have been applied to support learning and 

related activities in a variety of other educational contexts. Despite the fact that gamification in 

education is still a growing phenomenon, the analysis indicates that (i) The practice of gamifying 

learning has outpaced researchers’ understanding of its mechanisms and methods, (ii) Insufficient 

high-quality evidence exists to support the long-term benefits of gamification in educational context, 

and (iii) The understanding of how to gamify an activity depending on the specifics of the educational 

context is still limited. 
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