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Partners 

 

South West College 
UK 

South West College is a vocational and technical college based in 

Northern Ireland. You can view more about the college by visiting 

www.swc.ac.uk 

 

DRAMBLYS 

Spain 

DRAMBLYS is a non-profit youth organization in Spain that works 

for the promotion of social innovation. You can view more about 

DRAMBLYS by visiting www.dramblys.org 

 

Citizens in Power 
Cyprus 

Citizens in Power is a non-profit non-governmental youth 

organization based in Cyprus. Learn more about CIP by visiting 

www.citizensinpower.org 

 

Donegal Youth Service 
Ireland 

Donegal Youth Service is an independent youth service agency that 

operated from Donegal, Ireland. You can learn more about DYS by 

visiting www.donegalyouthservice.ie 

 

Institute of Entrepreneurship Development 
Greece 

IED is an organization committed to enhancing the entrepreneurial 

spirit within the youth sector in Greece. Learn more about IED by 

visiting www.ie.eu 
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Introduction 

The realization of the positive potential of digital media to achieve improved 

youth entrepreneurship & employability competences, depends on a number 

of preconditions & competences, including the respective training of youth 

practitioners. Youth workers need to have the skills & knowledge required to 

deliver digital youth work, being aware of the continually changing digital 

environment & the need to adapt content accordingly. The Digitize Enterprise 

project simultaneously targets two issues; the insufficient integration of 

digital youth work & the lack of effective youth initiatives that foster young 

people’s entrepreneurship & employability competences. Consequently, this 

will have a dual impact on young people. ‘Digitize Enterprise’ aims to 

collectively design, test, implement new digital tools & materials to foster 

youth enterprise skills & enhance the competences of youth-workers embrace 

digital youth work. 

In the project framework, we have focused on the creation of the Digitize 

Enterprise Virtual Learning Lab, an interactive game-based tool to carry out 

individual learning though digital games. In the website  a tutorial on how to 

use the learning lab, as well as a description of the games within are provided. 

The aim is to help and facilitate users of the learning lab. The handbook is 

directed at youth practitioners, to simultaneously support virtual self-learning 

and the delivery of test knowledge in key enterprise areas. The Digitize 

Enterprise Virtual Learning Lab provides a package of 10 gamified learning 

challenges, designed around the concept of Enterprise and 

Entrepreneurship, and each challenge has a focus on a different 

Entrepreneurial theme.  

In the end of this handbook, the definition of gamification, the benefits of its 

techniques, as well as its usefulness as an alternative to educational process 

are expanded. Gamification is an effective approach to make positive change 

in learning, and to improve the students' motivation and engagement. 
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Chapter 1: 

How to use the Digitize Enterprise Virtual 

Learning Lab 

 

Steps for using the Virtual Learning Lab 

This chapter consists of clear steps on how to enter and use the Digitize Enterprise Virtual 

Learning Lab. 
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Step 1: Visit the project’s website 

The first step is to visit the project’s website: 

 

www.digitizeenterprise.org 

 

 

Step 2: Enter the Virtual Learning Lab 

 

 

After you have entered the website, you will find three different sections in the front page from 

which you can choose. You should choose the section “View our Gamified Challenges” and 

you will be directed to the Virtual Learning lab. 
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Step 3: The Virtual Learning Lab 

Here you can find 10 

gaming challenges. 

Each challenge has a 

focus on a different 

Entrepreneurial theme. 

Each game has an info 

button. By clicking on it 

you can read what the 

game is about and 

choose the one that you 

are interested in the 

most or begin from the 

first one and review all 

of them. 

 

 

e.g  
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Step 4: Choose a Game 

Simply click on any of the game buttons (outside of the info icon) and the game will open up 

 

 

 

 

 

 

 

 

According to 

the description 

of the chosen 

game, you can 

follow the 

instructions and 

play it. When 

you complete 

the challenge, 

you receive a 

passcode which 

you can enter it 

and claim your 

badge. If the 

passcode is 

correct, you will 

reveal the 

‘Claim Badge’ 

button. 
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Finally, in each 

challenge there 

is the button 

“Return to 

games menu”. 

By clicking on it 

you can go back 

to the main 

menu of the 

Learning Lab.  

 

 

 

 



 

 

Virtual Learning Lab Handbook 

 

10 

 

Chapter 2: 

The games 

 

Challenge 1 – Introducing Enterprise 

Aim of the Challenge: Your aim here is to complete 3 mini 

challenges that will test your skills in different ways. Each game 

has a different format which will be explained as you encounter 

them. 

 

What you will learn: This gamified challenge will give an insight into the various words used 

when talking about Entrepreneurship and Enterprise. If you are successful in the challenge, 

you will pick up some of the key terminology used throughout the toolkit. 

 

Perfect for…Anyone who wants a light introduction to Enterprise and wants to test their skills 

before moving onto the tougher challenges. 
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Challenge 2 – Marketing on Point 

 

Aim of the Challenge: Your aim is to provide help to a 

business marketing assistant who is trying to create a 

marketing campaign for an eco-business called GoGreen. 

Follow this journey alongside Andy, the marketing assistant, 

and help him make the right decisions for the client.  

 

What you will learn: This gamified challenge will allow you to understand the decisions that 

need to be made when considering a marketing plan for a business. This will also give a great 

example of what it is like to work with a client and how you must aim to meet their needs. 

 

Perfect for…Somebody who is interested in marketing plans and campaigns and would like 

to build their skills in this area. 
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Challenge 3 – SWOT Analysis 

Aim of the Challenge: Your aim in this gamified challenge is 

to identify the strengths, weaknesses, opportunities and 

threats of 3 unique  enterprises.  

 

What you will learn: This challenge will help you to recognize 

what can be considered in each section of a SWOT analysis and 

how you can determine the SWOT of your own business ideas.  

 

Perfect for…anyone who has never done a SWOT analysis before. This is also great for 

anyone who has studied SWOT analysis previously and would like to test their skills. 
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Challenge 4 – Money Matters 

Aim of the Challenge: In the money matters challenge 

you will have 2 tasks. The first task will involve 

exploration to find key learning points about financing 

enterprises. The second task will involve a test of your 

knowledge gained in task 1 while testing your nerve 

under pressure. 

 

What you will learn: In this game, users will learn key 

facts about finances and how important the financial aspect of Enterprise truly is. It will also 

introduce the user to some financing options that Entrepreneurs will consider when starting a 

business.  

 

Perfect for…Someone who wants to learn more about finances and also someone who is 

interested in platform based games. Learn about finances while testing your coordination 

skills! 
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Challenge 5 – Matching Leadership 

Aim of the Challenge: In this memory matching 

challenge you will be tasked with using your 

knowledge of leadership styles to match the titles of 

each style with the descriptions given. 

 

What you will learn: In this game you will learn 

about multiple leadership styles that can be used 

when running a business.  

 

Perfect for…Someone who wants to test their memory skills along with their knowledge of 

leadership styles. For an added challenge, do this with a group of people to see who can 

complete the challenge in the fastest time! 
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Challenge 6 – A puzzling Enterprise 

Aim of the Challenge: Join Entrepreneur, Katie, as she 

attempts to start up her own business. You must use your 

creativity and problem solving skills to tackle puzzles in 

order to help Katie move on to the next steps and help her 

to fully establish her Enterprise. 

 

What you will learn: This game will teach you to look at 

a problem logically and come up with the solution to a 

problem, the puzzles and riddles along the way will 

certainly test you. You will also learn the process that can 

be followed in order to start an Enterprise, from thinking of an idea to marketing the business.  

 

Perfect for…anybody who likes a puzzle or riddle and can think around a problem in a logical 

manner. This is also perfect for anyone who has never challenged themselves with puzzles, 

give it a go and see how far you get! 
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Challenge 7 – Let’s Collaborate 

Aim of the Challenge: In this challenge, you will attend 

a virtual networking event, speaking to other 

entrepreneurs and business professionals in order to 

identify the right person to link with to develop your own 

business. 

 

What you will learn: Networking events can be daunting 

at first, this challenge will introduce you to the idea of 

networking from the comfort of your own computer and 

demonstrate how it is important to listen to what others 

have to say and try to see links between their areas of expertise and yours.  

 

Perfect for…someone who wants to practice how to form links with people and to learn how 

to identify if and when a business connection can be made. 
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Challenge 8 – A Matter of Time 

Aim of the Challenge: Do you have trouble managing 

stress and time? In this challenge you will be 

introduced to 4 key techniques to put in place to make 

you more aware of time management and decrease 

your stress levels. 

 

What you will learn: Time management can be 

difficult for some people and the lack of planning and 

organization can lead on to you becoming stressed. In 

this challenge you will learn what you might be doing wrong and how you can improve yourself 

in these areas to make completing projects, jobs or tasks more straight forward and stress 

free in the future. 

 

Perfect for…anyone who has a hard time managing stress or handing their projects in on 

time. 
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Challenge 9 – Critical Investigation 

Aim of the Challenge: Someone has been stealing your 

business secrets and selling them onto the competition! 

In this challenge you must find out who this person is by 

gathering clues and framing the culprit. 

 

What you will learn: You will learn how to think critically 

about a situation and how to gather clues and use them 

logically. You will also learn how to problem solve and join 

the pieces of a puzzle together to find the solution to a 

problem. 

 

Perfect for…anybody who would like to unleash their inner detective to come up with a 

solution to a problem based scenario.  
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Challenge 10 – Escape Room 

Aim of the Challenge: This is the Enterprise escape 

room challenge. You must use all of your problem 

solving and creative skills to get out of the Enterprise 

Virtual Escape room 

 

What you will learn: In this escape room you will learn 

how to think in many ways and how to use research and 

logic to find the answer to problems. You will also learn 

some interesting facts about Enterprise and 

Entrepreneurship along the way. 

Perfect for…anyone who really wants a challenge! This is an escape room that will require 

you to really put your mind to it to solve. If you are great at problem solving and researching to 

find the solution to a problem, then this is perfect for you. Why not try it with a group and race 

to see who can escape first! 
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Chapter 3: 

How to use the digital recognition 

certificate 

What is the digital recognition certificate? 

The digital recognition certificate is a 

form of validation for any users of the 

virtual learning lab to showcase how 

many of the 10 gamification 

challenges they have completed. The 

digital recognition certificate can be 

downloaded from the virtual Learning 

Lab by following the instruction 

throughout this chapter. 
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How do I download the digital recognition certificate? 

Enter the virtual learning lab by visiting www.digitizeenterprise.org and click on the “view our 

gamified challenges” button to enter the virtual learning lab. 

In the virtual Learning Lab, scroll down to the bottom of the page until you see an option to 

download the digital recognition certificate. Click on this and the certificate will open and you 

will have the option to download it. Note: Download the certificate to your computer before 

editing for best results. 

 

How do I use the digital recognition certificate? 

Note: When using the certificate, using the software Adobe Acrobat Reader 

will allow full functionality with the features of the certificate 

When you have downloaded the certificate, the user will have an option to 

enter their name in the space provided by clicking on the highlighted area. 

As the user progresses through the gamification challenges, they will 

receive badges. To upload these badges to the certificate, simply click on 

the area where the badge should be placed and an option to upload the 

saved badge will be presented 
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How do I obtain badges for my certificate? 

Each of the 10 challenges in the virtual Learning Lab will offer a badge for completion. Upon 

completion of each game, you will be given a keyword. This keyword must be entered in the 

passcode section which can be found underneath each game. When you receive the passcode 

enter it into this area to check if it is correct. 

 

 

 

 

 

 

 

 

If the passcode which you have entered is incorrect, then you will 

be unable to proceed, however if you enter the correct passcode 

a “claim badge” button will reveal itself. You can click on this 

button to proceed to your badge. 

 

To download the badge, follow the instruction presented 

on screen and then you will be able to upload it onto your 

recognition certificate by following the instructions 

detailed on page 21. 
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Chapter 4: 

Integrating Gamification in Education 

Definition – What is gamification? 

Gamification is the use of game design elements in non-game context. Game design elements 

are generally created for the purpose of entertainment. Nonetheless, for the case of 

gamification, these elements are used to improve different social sectors. 

Gamification is the use of game thinking, approaches, and techniques in activities different 

from the games, which improve motivation and knowledge in formal and informal conditions. 

Gamification uses components and methods that are inherent in games, but their purpose is 

to support learning and to enhance participants’ engagement. 

 

Why it may be used in education? 

The use of game techniques and approaches lead to higher level of engagement of participants 

to activities, in which they are involved, and improve their skills and knowledge. Game 

mechanics are usually used to many sectors, such us in the education. 

The challenges in contemporary education are related to the limited involvement and 

motivation of students to participate actively in the learning process. Due to this situation, 

teachers try to use new techniques and approaches to provoke students’ activity and 

encourage them to participate in educational procedure. 

Gamification in education is the use of game methods in educational environment. The most 

ordinary point for the gamification of education is in the context of online courses. E-learning, 

based on modern ICT, technologies and interfaces creates favorable conditions for the 

implementation of gamification.  

In every common game, there is a specific goal in the presence of obstacles, which must be 

achieved by the players. Likewise, in education, there is a learning objective, which must be 

achieved by performing specific learning activities. Furthermore, both in ordinary games and 

in education, the participants’ progress is based on their achieved results. 

Gamification provides an alternative to get the attention of participants and stimulate them to 

act during the process of learning. It refers to the use of game-based elements such as 
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mechanics, aesthetics, and game thinking in non-game contexts, aimed at engaging persons, 

motivating action, improving learning, and solving problems.  

Gamification affects students’ behavior, commitment, and motivation, which can lead to 

improvement of knowledge and skills. 

 

 

How	it can be a useful alternative? 

Determination of students’ characteristics 

The new approaches and techniques in learning process should be suitable for all the 

students. For this reason, it is essential to preset students’ characteristics.  

The deciding factors are the predisposition of the students to interact with the learning content 

and to participate in learning activities. It is also very important, teachers to understand what 

skills are required by the students to achieve the learning objectives. The unsuitable learning 

content leads to demotivation of learners and negative outcome. 

Definition of learning objectives 

Every learning program has an objective, which all participants should achieve after 

completing it.  

Specific learning goals make the student understand a concept and be able to complete the 

learning program.  

Behavioral goals help the students to complete assignments faster and minimize distractions 

in class. 

All these goals are specific, precise, moderately difficult and without delay. Nonetheless, there 

is the freedom of choice, which allows students to choose their own sub-goals within the larger 

task. 

 

Creation of educational content and activities for gamification 

• The educational content should be interactive, engaging, and rich in multimedia 

elements.  

• The training activities should be tailored to the learning objectives. 
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• A tracking mechanism is an important tool, which measures the progress of 

participants in the learning activity. 

• Currency relates to the unit of measure, which may be time, money etc. For example, if 

a task is completed by a certain deadline, the tracking mechanism’s currency is time. 

• Challenges are, also, significant components, which relate to clear, concreted, and 

actionable learning tasks with increased intricacy. 

• Additionally, the level is a significant resource in gamify education. For example, if a 

participant has completed the task for this level, they can move to the next level.  

• Customization is about personalized experiences, adaptive difficulty challenges, which 

are tailored to the player’s skill level, increasing the difficulty as the player’s skill 

extends. 

• Furthermore, there are rules, which accompany each level of a task. Rules ensure a 

fair learning environment for everyone.  

• Freedom to fail, freedom to choose, competition and cooperation, access content, 

storytelling, visible status are, also, essential parts of gamification in education. 

• In the end, feedback is a mechanism, in which participants can use to learn about the 

progress being made. This is the most important resource, as it consists of immediate 

rewards instead of vague long-term benefits. 

 

The benefits of gamification techniques in education 

ü FOCUS: When education is more interactive and enjoyable, students have an 

easier time focusing leading to better attainment of knowledge. 

ü SKILLS: The learning activities are tailored and adapted to students’ potential and 

skill levels. 

ü MOTIVATION: The students regain their interest and motivation for participating 

and engagement in the learning activities. 

ü LEARNING ENVIRONMENT AND NATURE OF COURSE: The kind of class, location, 

time, technology, and the construction of learning programs are tailored to the 

learning objectives and students' characteristics. 

 


