/\ Gramatvedibas

I T O - v,
=0/{= un finansu koled?a

Erasmus+

GAMIFICATION:
A New Trend in
Entrepreneurship
Education

ISCAL

INTERNATIONAL

1
S
5 ‘A
D) w
RESEARCH AND INNOVATION 2 Az
- . RS J A

:
o Saro
§ idge. U g -
ol Y ,»f;‘“g
B.RE el T ETL S P



///\\ Gramatvedibas

=¢/= un finan%u koled#a

Renadte Indrika

PhD student, more than 25 years of experience in accounting and finance, 3 years of
experience as a sworn auditor's assistant, 7 years - chief accountant at SIA Latvijas
propdna gaze and acting CFO, Lecturer, Assistant Professor,
Director of the Bachelor's programme Business and Management in
Transport and Telecomunication Institute, Riga

CEO, Mentor, International coach Erasmus+




What is Gamification?

Gamification is the integration of game
design elements and mechanics into non-
game contexts to engage and motivate
participants.

Gamification aims to make learning more
interactive, enjoyable, and effective by
tapping Into intrinsic motivations and
encouraging active participation.

By applying principles from game design,
gamification seeks to Increase
engagement, motivation, and retention of
knowledge.




Traditional Learning vs. Gamification —
what s the difference?

Traditional Gamification
Learning

. Passive Engagement . Active Engagement

. Limited Interactivity . Increased Interactivity
. Fixed Structure . Flexible Structure

. External Motivation . Intrinsic Motivation

. Linear Progression . Non-linear Progression




Traditional Learning

- Passive Engagement: In traditional learning
environments, students often passively receive
information through lectures, readings, or
presentations.

- Limited Interactivity: Interaction between
students and content, as well as between
students themselves, is often limited in traditional
learning settings.

- Fixed Structure: Learning experiences in
traditional settings typically follow a
predetermined structure or curriculum, offering
little flexibility for personalization.

- External Motivation: Students’ motivation to
learn may rely heavily on external factors such as
grades, evaluations, or extrinsic rewards.

- Linear Progression: Progression through learning
materials or activities is typically linear, with little
opportunity for exploration or deviation from the
established path.




Gamiification

- Active Engagement: Gamified learning environments actively
engage participants through interactive and immersive
experiences that encourage exploration, experimentation, and
discovery.

- Increased Interactivity: Gamification fosters increased
interaction between participants, content, and instructors,
promoting collaboration, communication, and social
interaction.

- Flexible Structure: Gamified learning experiences offer
flexibility in content delivery, allowing for customization and
personalization based on individual preferences, interests, and
learning styles.

- Intrinsic Motivation: Gamification leverages intrinsic
motivation by tapping into participants’ natural desire for
autonomy, mastery, and purpose, fostering sustained
engagement and enjoyment.

- Non-linear Progression: Gamified experiences often feature
non-linear progression paths, where participants can choose
their own learning journey, set goals, and explore content at
their own pace.




If you had the opportunity,
what type of learning would
you choose - traditional
learning or learning with
gamification elements?

www.menti.com
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Key Components \

of Gamification
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Game Elements Game Mechanics Game Dynamics
 Points, * Progression,  Exploration,
» badges, e cooperation,  achievement,
 achievements, « feedback, * progress tracking,
 Leaderboards, e rewards, e social interaction
* rewards « competition



Points
Awarded for completing tasks, achieving milestones,
or demonstrating desired behaviors. points serve as d
measure of progress and achievement.

Badges
Visual representations of accomplishments or
achievements. Badges are earned for specific actions

or milestones and can be displayed as symbols of
recognition.

Leaderboards

Rankings that display the performance of
participants relative to each other. Leaderboards
promote competition and provide Vvisibility into

roqgress.
Pred Levels

Stages of progression within a gamified system.
Advancement To higher levels is often contingent
upon_dachieving specific goals or accumulating o
certain number of points.

Challenges

Tasks or objectives presented to_participants to
encourage éngagement and skilll development.

Challenges provide opportunities for learning and
growth.

Game elements

COOO®




Game mechanics

Progression

The advancement through levels, stages, or
challenges. Progression provides a sense of
achievement and motivates continued
participation.

Feedback

Information provided to participants regarding their
actions, performance, or progress. Feedback
reinforces desired behaviors “and facilitates
learning.

Rewards

Incentives or benefits offered to participants for
completing tasks or achieving goals. Rewards can
take various forms, such as virtual currency, virtual
goodes, or real-world incentives.

Competition

Engagement in competitive activities or contests
with ~ other participants. Competition fosters
motivation, drive, and a sense of accomplishment.

Cooperation

Collaboration and teamwork among participants to
achieve common godls. Cooperation promotes
social interaction, mutual support, and collective
success.



Exploration

Encouragement for
participants to explore
and  discover new
content or features
within a gamified
system. Exploration
fosters curiosity,
engagement, and
learning.

Game dynamics

Achievement
Recognition and
satisfaction derived

from accomplishing
goals or overcoming
challenges.

Achievement motivates
continued effort and
perseverance.

Social Interaction

Communication and
collaboration = among
participants within @
gamified environment.
Social interaction
enhances engagement,
enjoyment, and a sense

of community.

Progress Tracking

Monitoring and tracking
of participants’ progress
and performance.
Progress tracking
provides Vvisibility into
achievements and
facilitates goal setting
and improvement.




Types of Gamification in
Entrepreneurship Education

l v Virtual Business Competitions

AN
Case Study-based Games

Innovation and Design Thinking @ ‘ v Entrepreneurial Role-Playing
Games Games

Virtual Business Simulations

Startup SimulationGames | (4




Virtual Business Simulations

. Overview: Simulated business
environments where manage virtuadl
companies, make strategic decisions,
and experience the consequences of their
actions.

- Features: Readlistic market dynamics,
financial management challenges, and
competitive scenarios.

« Benefits: Provides hands-on experience
In entrepreneurship, fosters decision-
making skills, and encourages strategic
thinking by students



9 ® one example of a Virtual Business Simulation
game - "Virtonomics: Business War"

Overview:

"Virtonomics: Business War" is an online multiplayer business simulation game where players can build and
manage their virtual companies in a competitive market environment.

Features:

Realistic Market Dynamics: The game simulates a dynamic market economy with supply and demand
forces, price fluctuations, and competition among players.

Business Management Challenges: Players must make strategic decisions related to production, marketing,
sales, finance, and resource allocation to grow their businesses and maximize profits.

Customizable Business Models: Players have the freedom to choose their business models, product lines,
pricing strategies, and target markets, allowing for diverse gameplay experiences.

Multiplayer Interaction: Players can interact with each other through trading, alliances, and competitive
battles, fostering collaboration, competition, and social interaction.

Performance Metrics: The game provides players with real-time performance metrics and financial reports
to track their company's progress, analyze market trends, and make informed decisions.

Educational Content: "Virtonomics: Business War" offers educational content and tutorials to help players
arn fundamental business concepts and improve their strategic thinking and decision-making skills.




9 .One example of a Virtual Business Simulation

game - "Virtonomics: Business War"
Benefits:

Hands-on Learning: Players gain practical experience in entrepreneurship and business management
by running their virtual companies in a simulated market environment.

Strategic Thinking: The game challenges players to think strategically, analyze market dynamics, and
make data-driven decisions to succeed in competitive markets.

Collaboration and Competition: Multiplayer interactions encourage collaboration, negotiation, and
competition among players, simulating real-world business scenarios and dynamics.

Risk-Free Environment: The game provides a risk-free environment for players to experiment with
different business strategies, learn from failures, and refine their entrepreneurial skills without real-
world consequences.

Engagement and Motivation: The immersive and competitive nature of the game keeps players
engaged and motivated to continuously improve their businesses and outperform their rivals.

"Virtonomics: Business War® demonstrates how Virtual Business Simulation games can provide
engaging and educational experiences that simulate real-world business scenarios and foster
entrepreneurship skills among players.



Startup Simulation Games

« Overview. Games that replicate the
startup journey, including idea generation,
product development, market entry, and
scaling.

- Features: Challenges related to business
model validation, customer acquisition,
funding, and growth strategies.

- Benefits: Allows students to experience
the entrepreneurial process firsthand,
promotes innovation, and encourages
risk-taking.




Q ¢ One example of a Startup Simulation Game -
Overview: HSta rtup COmpa ny"

‘Startup Company” is a simulation game that allows players to build and manage their own
startup companies from the ground up.

Features:

Company Creation: Players start by creating their startup company, choosing a name, logo, and
industry sector for their business.

Product Development: Players develop products or services, design prototypes, and iterate on
their ideas based on market feedback.

Hiring and Team Management: Players hire and manage a team of employees with various
skills, such as developers, designers, and marketers, to support their company's growth.

Funding and Investments: Players secure funding through venture capital, angel investors, or
crowdfunding campaigns to finance their startup’'s operations and expansion.

Market Research and Marketing: Players conduct market research, identify target customers,
and develop marketing strategies to promote their products and attract customers.
Competition and Challenges: Players face competition from rival startups, market disruptions,
and challenges such as funding shortages, technical setbacks, and employee turnover.

Business Strategy: Players make strategic decisions related to pricing, distribution channels,
partnerships, and product development to grow their startup and achieve success in the market.




9 ® one example of a Startup Simulation Game -
Benefits: IISta rtup COmpa ny"

Entrepreneurial Experience: 'Startup Company” provides players with a realistic simulation of the
challenges and opportunities faced by real-life startup founders, allowing them to experience the
entrepreneurial journey firsthand.

Decision-Making Skills: The game challenges players to make strategic decisions under
uncertainty, prioritize tasks, allocate resources effectively, and adapt to changing market
conditions.

Risk Management: Players learn to identify and mitigate risks, manage cash flow, and navigate
the ups and downs of startup life in a risk-free virtual environment.

Creativity and Innovation: The game encourages players to think creatively, experiment with
new ideas, and innovate to differentiate their startup from competitors and disrupt the market.
Learning by Doing: Through trial and error, players learn valuable lessons about business
management, product development, marketing, and teamwork, honing their entrepreneurial skills
along the way.

‘Startup Company’ exemplifies how Startup Simulation Games can provide immersive and
ducational experiences that simulate the challenges and dynamics of the startup ecosystem,
owering players to develop entrepreneurial skills and insights.



S S T R A T E o
INNO v A T

IDRIS MO ST e
CEO. IbEA col?uTEE

Innovation and Design Thinking Games

L

. Overview: Simulated business
environments where manage virtual
companies, make strategic decisions, and
experience the consequences of their
actions.

- Features: Realistic market dynamics,
financial management challenges, and
competitive scenarios.

 Benefits: Provides hands-on experience
In entrepreneurship, fosters decision-
making skills, and encourages strategic
thinking. students
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Overview:

‘Innovation Dice’ is a tabletop game designed to facilitate brainstorming sessions, idea generation, and
Innovation within businesses and organizations.

Features:

Dice Sets: The game includes sets of specialized dice with different categories, such as customer
segments, value propositions, channels, revenue streams, resources, and activities.

Idea Generation: Players roll the dice to generate random combinations of elements, sparking creativity
and inspiring innovative ideas for products, services, business models, and strategies.

Rapid Prototyping: Players use the generated ideas as starting points for rapid prototyping and concept
development, fleshing out their ideas with additional details, features, and specifications.

Design Thinking Framework: The game incorporates elements of the design thinking process, such as
empathy, ideation, prototyping, and testing, guiding players through a structured approach to
iInnovation.

Iterative Refinement: Players iterate on their ideas, refining and improving them based on feedback,
sights, and experimentation, until they develop viable and compelling solutions to the identified
llenges.

oration and Feedback: The game encourages collaboration and teamwork, as players share their
ovide feedback, and build upon each other's contributions to create innovative solutions.

One example of a Business Innovation and
Designh Thinking Game - “Innovation Dice”




One example of a Business Innovation and
Designh Thinking Game - «ilnnovation Dice»

9
Benefits:
Stimulates Creativity: 'Innovation Dice” provides a fun and engaging way to stimulate creativity, encouraging
players to explore new combinations of ideas and concepts that they may not have considered otherwise.
Promotes Design Thinking: The game introduces players to the principles and practices of design thinking,
helping them develop a human-centered mindset and approach to problem-solving and innovation.

Fosters Collaboration: By facilitating collaborative ideation and prototyping sessions, the game fosters
teamwork, communication, and collective ownership of ideas, leading to more innovative and impactful
outcomes.

Accelerates Innovation: ‘Innovation Dice” provides a structured yet flexible framework for accelerating the
innovation process, enabling businesses and organizations to generate, evaluate, and implement new ideas and
strategies more effectively.

Cultivates a Culture of Innovation: By integrating innovation into everyday practices and activities, the game
helps cultivate a culture of innovation within businesses and organizations, where creativity, experimentation, and

continuous improvement are valued and encouraged.

ovation Dice” demonstrates how Business Innovation and Design Thinking Games can provide a playful yet
ful tool for fostering creativity, collaboration, and innovation within businesses and organizations, driving
d success in today's dynamic and competitive market landscape



Virtual Business Competitions

« Overview:. Competitions where students
compete against each other by managing
simulated businesses.

« Features: Multi-round challenges,
performance metrics, and opportunities for
networking and recognition.

- Benefits: Promotes healthy competition,
motivates students to excel, and provides
opportunities for real-time feedback and
evaluation.




Q ® One example of a Virtual Business Competitions
game is BizWar"

Overview:

"‘BizWar" is an online multiplayer simulation game where players compete against each other to build and manage virtual businesses in
a dynamic market environment.

Features:

Compete in Real Time: Players compete against each other in real-time, facing off in a simulated market where they must outmaneuver
rivals, capture market share, and maximize profits.

Multiple Industries: The game offers a variety of industries and sectors for players to choose from, including retail, technology, finance,
manufacturing, and services, each with its own unique challenges and opportunities.

Strategic Decision-Making: Players must make strategic decisions related to product development, pricing, marketing, distribution, and
expansion to outperform competitors and achieve success in the market.

Market Analysis: Players analyze market trends, consumer preferences, and competitor strategies to identify opportunities and threats,

informing their decision-making and strategy formulation.

Resource Management: Players manage resources such as capital, inventory, human resources, and production capacity, optimizing
their allocation to maximize efficiency and profitability.

isk and Uncertainty: Players must navigate uncertainty and risk in the market, facing challenges such as economic downturns, supply
In disruptions, and competitive pressures that can impact their business performance.

ance Metrics: The game provides players with real-time performance metrics and financial reports, allowing them to track their

rogress, assess their competitive position, and make informed decisions.



Q ® One example of a Virtual Business Competitions
game is BizWar"

Benefits:

Realistic Business Experience: 'BizWar" provides players with a realistic simulation of the challenges and
dynamics of running a business in a competitive market environment, offering valuable insights and experiences
applicable to real-world entrepreneurship.

Strategic Thinking: The game challenges players to think strategically, analyze market conditions, and make
data-driven decisions to gain a competitive edge and achieve long-term success.

Competition and Motivation: Competing against other players adds an element of excitement and motivation,
driving players to continuously improve their business strategies and performance to stay ahead of rivals.
Collaboration and Networking: "'BizWar" fosters collaboration and networking among players, as they form
alliances, negotiate partnerships, and learn from each other's successes and failures, creating opportunities for
mutual learning and growth.

Skill Development: Playing "BizWar" helps players develop a wide range of skills, including strategic planning,
financial management, market analysis, decision-making, and teamwork, which are essential for success in
entrepreneurship and business management.

War" exemplifies how Virtual Business Competitions games can provide engaging, educational, and
titive experiences that simulate real-world business scenarios and foster entrepreneurship skills among



Case Study-based Games

« Overview: Interactive case studies that
present real-world entrepreneurial
scenarios for analysis, decision-making,
and reflection.

- Features: Detailed business scenarios,
diverse challenges, and opportunities for
strategic planning and execution.

- Benefits: Encourages critical thinking,
promotes application of theoretical
concepts to practical situations, and
facilitates collaborative problem-solving.



One example of a Case Study-based Game -
"Business Quest: Case Adventures”
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Overview:

‘Business Quest: Case Adventures’ is a digital game that immerses players in realistic business scenarios and challenges
based on actual case studies from various industries.

Features:

Case Studies: The game presents players with a series of interactive case studies derived from real-world business
situations, covering topics such as marketing, finance, operations, strategy, and entrepreneurship.

Decision Points: Players are tasked with making strategic decisions at key points in each case study, such as launching a
new product, entering a new market, or restructuring the organization.

Consequences and Feedback: The game simulates the outcomes of players’ decisions, providing immediate feedback
on the consequences of their choices, both positive and negative, and guiding them through the ramifications of their
actions.

~ Multiple Perspectives: Players are exposed to multiple perspectives and stakeholders’ viewpoints within each case study,
| encouraging them to consider diverse factors and interests when making decisions.

daptive Learning: The game adapts to players’ decisions and performance, offering tailored feedback and guidance
sed on their actions and outcomes, facilitating personalized learning experiences.

ction and Analysis: After completing each case study, players are prompted to reflect on their decisions, analyze the
and identify lessons learned and best practices for future application.

Tracking: The game tracks players’ progress through the case studies, recording their decisions, performance
learning achievements, allowing them to monitor their growth and development over time.




9

Benefits:
Experiential Learning: 'Business Quest: Case Adventures’ offers players hands-on experience in real-world business

One example of a Case Study-based Game -
"Business Quest: Case Adventures™

scendrios, adllowing them to apply theoretical knowledge to practical situations and develop critical thinking and problem-
solving skills.

Decision-Making Skills: The game challenges players to make strategic decisions under uncertainty, consider trade-offs,
and weigh the potential risks and rewards of different courses of action, honing their decision-making abilities.

Critical Analysis: By dissecting case studies, analyzing data, and evaluating outcomes, players learn to think critically,
assess complex situations, and derive insights and lessons that can inform future business strategies and actions.
Application of Theory: The game bridges the gap between theory and practice, providing a context for applying academic
concepts and principles in real-world contexts, reinforcing learning and deepening understanding.

Engagement and Immersion: '‘Business Quest: Case Adventures’ immerses players in engaging and interactive narratives,
captivating their interest and motivation to learn, while offering a safe and controlled environment for experimentation and

exploration.

Continuous Improvement: Through iterative gameplay and reflection, players continually refine their skills, refine their
proaches, and expand their knowledge base, fostering a mindset of continuous improvement and lifelong learning.

iness Quest: Case Adventures” demonstrates how Case Study-based Games can provide immersive, educational, and
rmative learning experiences that simulate real-world business challenges and empower players to develop
kills for success in entrepreneurship and business management.



Entrepreneurial Role-Playing Games |

« Overview: Games where students take on
different entrepreneurial roles within a
simulated business context.

- Features: Role assignments, scenadrio-
based challenges, and opportunities for
teamwork and negotiation.

. Benefits: Develops a holistic
understanding of entrepreneurship,
enhances communication and
collaboration  skills, and encourages
empathy for diverse stakeholders.



\’ @®One example of an Entrepreneurial Role-Playin
Overview: Game - "Startup Tycoon"

"Startup Tycoon® is a simulation game that puts players in the role of budding entrepreneurs striving to build
successful startups from scratch.

Features:

Entrepreneurial Journey: Players embark on a virtual entrepreneurial journey, starting with ideation and progressing
through product development, funding, market launch, and growth phases.

Role-Playing Elements: Players assume the role of startup founders, making strategic decisions, managing
resources, and navigating challenges typical of the startup ecosystem.

Character Customization: Players can customize their avatar, choose their entrepreneurial persona, and tailor their
startup’s brand identity to reflect their vision and values.

Business Simulation: The game simulates a dynamic market environment, where players must compete against
- rival startups, adapt to market trends, and capitalize on emerging opportunities to succeed.

| Strategic Decision-Making: Players make critical decisions related to product design, pricing strategies, marketing
ampaigns, hiring, fundraising, and expansion, balancing risk and reward to optimize their chances of success.
tworking and Collaboration: Players interact with virtual mentors, advisors, investors, and collaborators, forging
ionships, seeking advice, and negotiating deals to support their startup's growth and success.

ance Metrics: The game provides players with performance metrics, financial reports, and market insights,
them to track their startup’s progress, assess their competitive position, and refine their strategies.




\’ @®One example of an Entrepreneurial RoIe-PIaying
Benefits: que - "Stq rtup Tycoon l

Experiential Learning: ‘Startup Tycoon® offers players a hands-on experience in entrepreneurship, allowing them to
experiment with different business strategies, learn from failures, and refine their entrepreneurial skills in a risk-free
virtual environment.

Decision-Making Skills: The game challenges players to make strategic decisions under uncertainty, analyze
market dataq, evaluate options, and anticipate outcomes, honing their decision-making abilities and judgment.

Risk Management: By confronting players with diverse challenges and setbacks, the game teaches them to identify
risks, devise contingency plans, and mitigate potential threats to their startup’s viability and sustainability.

Creativity and Innovation: "Startup Tycoon® fosters creativity and innovation by encouraging players to think outside
the box, explore unconventional ideas, and pioneer disruptive solutions to address market needs and gaps.
Persistence and Resilience: Through setbacks, failures, and setbacks, players learn the importance of persistence,
resilience, and adaptability in the face of adversity, developing a growth mindset and tenacity essential for
| entrepreneurial success.

mpowerment and Agency: By empowering players to chart their own entrepreneurial path, make autonomous
cisions, and see the direct impact of their actions on their startup’s trajectory, the game instills a sense of agency
ownership over their entrepreneurial journey.

Tycoon” exemplifies how Entrepreneurial Role-Playing Games can provide immersive, educational, and
ing experiences that simulate the challenges and opportunities of entrepreneurship, empowering players




What type of game are you most
Interested In?

www.menti.com
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Types of players in
‘ Gamification

In the context of gamification, researchers and designers often categorize
participants or users into various player types based on their preferences,
motivations, and behaviors within a gamified system. One commonly used
framework for classifying player types is Richard Bartle's Taxonomy of Player Types,
which was originally developed in the context of multiplayer online games. Here
are four primary player types in this framework:

Achievers Explorers Socializers Killers




Types of players in
Gamification

ACHIEVERS

Characteristics: Achievers are goal-oriented
individuals who thrive on accomplishments and
mastery. They are driven by the desire to
complete tasks, overcome challenges, and earn
rewards. The process of gaining recognition and
achieving milestones is inherently motivating for
them.

Behavior: Achievers are often meticulous and
thorough in their approach. They strive to collect
badges, complete quests, and attain the highest
scores. Achievers appreciate clear objectives and
measurable progress, and they are likely to excel
In environments that provide a structured path
with well-defined goals.



Types of players in
Gamification

EXPLORERS

Characteristics: Explorers are fueled by curiosity
and a passion for discovery. They find joy in
exploring new content, uncovering hidden features,
and understanding the intricacies of the gamified
system. For them, the journey itself is as important
as the destination.

Behavior: Explorers are likely to deviate from the
expected path, seeking out alternative routes and
experimenting with different strategies. They
appreciate open-world experiences, mysteries to
solve, and opportunities for creativity. Providing
surprises and a rich, dynamic environment can
engage and satisfy their curiosity.




Types of players in
Gamification

SOCIALIZERS

Characteristics: Socializers are motivated by
interpersonal relationships and collaboration.
They enjoy the social aspects of the gamified
environment, seeking connections with other
players and valuing the sense of community.
Building and maintaining relationships are key
drivers for them.

Behavior: Socializers actively participate in group
activities, form alliances, and contribute to the
communal aspects of the game. Multiplayer
features, cooperative gameplay, and
communication tools are essential components
to keep socializers engaged. They find fulfillment
iIn shared experiences and interactions.



Types of players in
Gamification

KILLERS (or Competitors)

Characteristics: Killers are competitive
individuals who relish challenges and the thrill of
competition. They are motivated by the desire to
outperform others, whether through direct
confrontation or strategic interactions. Achieving
victory and asserting dominance are key drivers
for them.

Behavior. Killers seek player-versus-player
challenges, compete for top rankings on
leaderboards, and actively engage in activities
that involve overcoming opponents. They enjoy
environments that allow for strategic thinking,
tactical decision-making, and the opportunity to
showcase their skills and prowess.




What kind of player would you
consider yourself to be?
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Types of players in
Gamification

It's important to note that these player types are
not mutually exclusive, and individuals may
exhibit a combination of motivations.

Additionally, other frameworks and models, such
as the Hexad user types by Andrze]j Marczewski,
provide alternative ways to categorize player
motivations, including Philanthropists and Free
Spirits, among others.

Understanding player types is crucial for
designing effective gamification systems, as it
allows for the creation of diverse and engaging
experiences that cater to different motivations
and preferences.




Game strategies and appedl
to each type of player

Acievers

Clear Objectives and Milestones:

Provide clear goals, objectives, and milestones for
achievers to strive toward.

Implement a system of rewards, badges, and points
for completing tasks and reaching milestones.

Progress Tracking:

Display progress bars, achievements unlocked, and
other visual indicators to show their advancement.

Offer challenges of varying difficulty to keep them
engaged and motivated.




Game strategies and appeal
to each type of player

Explorers ®

Hidden Content and Easter Eggs:

Include hidden content, Easter eggs, or secret
paths for explorers to discover.

Design a dynamic and open-world environment
with various areas to explore.

Dynamic Environments:

Introduce periodic updates, events, or changes in
the gamified system to keep explorers engaged.

Provide a variety of options and choices that lead
to different outcomes, encouraging
experimentation.




Game strategies and appedl
to each type of player

Socializers

Community Building:
Implement features that facilitate communication
and collaboration among players.

Create forums, chat systems, or social hubs within
the gamified environment.

Cooperative Gameplay:

Introduce multiplayer or cooperative gameplay
elements that encourage socializers to work
together.

Design team challenges or group activities tha

promote collaboration.




Game strategies and appedl
to each type of player

Killers (or Competitors)

Leaderboards and Rankings:

Display real-time leaderboards and rankings to
showcase players’ competitive standings.

Introduce competitive events or seasons to
maintain their interest.

Player-Versus-Player (PvP) Challenges:

Include PvP challenges, tournaments, or arenas
where killers can compete directly with others.

Implement strategic elements that allow them to
outmaneuver opponents.




Implementation Strategies

Design Thinking Approach
Clear Learning Objectives
Scaffolded Learning Experiences
Engaging Storytelling
Opportunities for Choice and
Autonomy

Integration with Curriculum
Feedback and Assessment
Continuous Improvement




Enhanced Engagement

Gamification captivates students
attention and maintains their
interest in entrepreneurship topics
through interactive and enjoyable
experiences.

Improved Learning
Outcomes

Gamification reinforces
entrepreneurial concepts and
skills through experiential
learning, roblem-solving

challenges, an collaborative
activities.

Benefits of Gamiification

Increased Motivation

Gamified learning environments
stimulate intrinsic motivation by
roviding clear goals, immediate
eedback, and tangible rewards
for entrepreneurial achievements.

Real-world Application

Gamified entrepreneurship
education simulates authentic
business  scenarios, allowin
students to apply theoretica
knowledge in practical contexts
and develop valuable
entrepreneurial competencies.




Thank You

For Your Attention

@ RENATE.INDRIKA@GMAIL.COM
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