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1. Introduction & Motivation 

The Play4Guidance (P4G) MODEL represents the reasoned synthesis of the experience gained in 

3 years of the project and 2 years of testing of the P4G Business Game (BG). The P4G BG is a 

tool for training and guidance on entrepreneurial and mathematical skills. The simulation, along 

with the supporting toolkit, is available free of charge from the www.play4guidance.eu platform. 

Since the financial crisis in 2008 at the latest, entrepreneurship has grown enormously in 

importance. In order to reignite the entrepreneurial spirit, the Entrepreneurship 2020 Action Plan 

has been established by the European Commission (European Commission, 2014). The Aim: To 

bring Europe back to growth and higher levels of employment. 

But what exactly is entrepreneurship at all, what competences does an entrepreneur need and 

how can these competences be taught? 

At this point the project Play4Guidance starts: it is an international project that introduces an 

innovative Business Game with the aim of training and guiding students and young unemployed 

on entrepreneurial, transversal and mathematical skills. Innovative learning methods reinforce 

managerial, entrepreneurial, digital and collaborative competences, and promote critical 

thinking, problem solving and leadership. 

Within this project, a team from Bulgaria, Germany, Greece, Ireland, Italy and Turkey, an 

interdisciplinary team of different organizations, above all Education & Business, has developed 

numerous resources to support the development of competences as best as possible.  

This document is a combination of the most important results and is intended 

primarily to assist teachers and trainers in the teaching of entrepreneurial skills. For 

this reason, the document was split up in two parts: 

First the Preparation phase which aims to provide information on how to build entrepreneurial 

learning scenarios. To get familiar with P4G, first the aim and minimum requirements are 

outlined. The next part focusses on the creation of learning scenarios. It is about the 

context in which learning scenarios are conceivable, which competences can be taught and 

which pedagogical approach lies behind the competences. In addition, examples of learning 

activities are given. 

The second phase is the Play & Perform part that introduces the game itself by showing the use 

of the software system and the most important contents like the companies’ activities and 
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the market analysis. Additional materials to support the learning process are combined in the 

toolkit. The last part of this section is the assessment of the user‟s competences. 

The following Figure shows the structure of the chapters as well as the linked resources: 

 

Figure 1 - Structure 
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The chapters are supplemented with personal experiences of the project participants as well as 

experiences from two pilot phases that took place during the project and evaluated the 

individual project components.  
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2. Preparation 

The preparation phase provides an introduction to P4G, in addition, the individual steps for 

creating own learning scenarios are enumerated and explained in detail. 

2.1 Getting familiar 

In order to get a general overview about the P4G Project and the P4G BG as well as the related 

resources, the aim of P4G and the minimum requirements that are needed to get started will be 

explained. Therefore, general information about entrepreneurship, the game and the assessed 

competences are provided. 

2.1.1 P4G Aim 

P4G aims to bring the world of education and training in close contact with the job market, in 

order to match school and university curricula to the market‟s real needs.  

Furthermore, the project aims to boost entrepreneurial culture in young Europeans and help 

young Europeans acquire the skills needed to create new businesses. This will potentially 

contribute to a reduction in EU unemployment. 

In addition, P4G aims to identify essential business skills among target groups and target 

countries and collect them in the Great Common Denominator Matrix. 

Play4Guidance produces an effective European tool able to: 

● Support students and unemployed in developing basic math, economic, digital and 

entrepreneurial transversal skills with a strong focus on problem solving and leadership. 

● Allow students and unemployed to self-evaluate their skills, understand what being an 

entrepreneur means and realise what skills they need to improve on. 

● Support various institutions such as guidance centres, job centres, SMEs, companies and 

universities in evaluating participant skills and guiding them through training and skill-

building. 

 

2.1.2 Minimum Requirements 

This topic offers a short introduction about entrepreneurship, (how to play) the game and the 10 

competences assessed by the game. 
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2.1.2.1 Entrepreneurship 

Entrepreneurship is conceptualized as a group of people, who take advantage of a business 

opportunity, manage means, time and resources, apply management processes to create 

products or services to meet certain needs and achieve a financial result. In general, the 

company aims to meet people's needs and find effective solutions to cover them. 

Accordingly, entrepreneurship is the art of finding effective solutions to meet 

people's needs, more quickly and more economically, in a competitive environment. 

Entrepreneurship refers to any business venture that aspires to turn an idea into a profitable 

business. However, successful entrepreneurship involves much more than having a great 

idea; that‟s just one part. 

An entrepreneur is a creator, doer, pioneer of change and most importantly a collaborative 

and communicative gamer who manages the overall control of the business and inspires 

his/her co-workers. The entrepreneur should be trained to take decisions not only based on 

current fiscal and market facts but be able to apply forward thinking and predict future market 

needs. 

An entrepreneur must be equipped with a set of certain skills that will enable him/her to turn 

his/her idea into reality and finally reach the market. 

An Introduction video on Entrepreneurship can be found here: 

Introduction 

https://www.youtube.com/watch?v=8if66m_B93k
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Figure 2 - Introduction video on Entrepreneurship 

 

2.1.2.2 About the game 

In the P4G game, each team / player manages their own virtual T-shirt Company and 

compete with the other teams. 
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Figure 3 - Play the Game Icon 

P4G is a simulation game with the task of managing the individual strategic views of the 

company that compete with another on the market. It transforms raw materials into end 

products, companies buy raw materials from suppliers and try to sell finished products to 

customers. 

The objective of the game is to maximize the value of the company, which is assessed in 

terms of business margin, recruitment policies and the growth rate of the company's investment 

and financial results. 

2.1.2.3 How to Play 

The game consists of 12 rounds, which show the activities of the companies and the market for 

1 year. On each move, each team, parallel to the other, analyzes the current situation of the 

company and the market quantitatively through a set of "status" variables that describe the 

company's situation. 

The player decides on the operational and strategic leadership of the company, distributes 

quantitative values to a set of "inputs"; These decisions together with the decisions of other 
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teams and a set of control parameters assigned by the game manager determine the new 

situation of the company and the market. 

A „How to Play‟ video guide can be found here: How to Play  

 

Figure 4 - Quick guide video 

 

The detailed rules can be found in chapter 3. 

There are 2 forms of evaluation tools used in the P4G Game: The most important one is the 

internal evaluation tool which is embedded in the game itself and assesses the 10 most 

important entrepreneurial competences.  

 

2.1.2.4 10 Assessed Competences 

The user‟s decisions are registered during the game and explicit feedback on the user‟s 

strengths and areas that need improvement is provided.  

https://www.youtube.com/watch?v=F6lLUJnFh8Q
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The assessment report from this tool covers 10 competences on which the players are going 

to be assessed by the game: 

1. Analytical Thinking: The ability to analyze problems systematically. 

2. Business Acumen: The ability to discover opportunities and transform resources into 

performance.  

3. Commitment to Learning: The ability to actively pursue learning and develop 

competitiveness. 

4. Order and Quality: The ability to reduce uncertainty and to control quality. 

5. Expertise: The ability to perform professional jobs. 

6. Flexibility: The ability to effectively adapt to a variety of situations.  

7. Information Seeking: The ability to find and capture information to increase knowledge 

or find solutions. 

8. Innovation: The ability to create something new on the basis of which to launch a 

proper business 

9. Results Orientation: The ability to set performance objectives, resulting targets and 

measures. 

10. Decision making: The ability to make decisions. 

 

Explanatory Videos on the 10 competences can be found here: 10 Competences 

https://www.youtube.com/playlist?list=PLkkiarq5WYcmAGBBH_okLoG4AjBT0TBp3
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Figure 5 - Videos on the 10 competences (4 shown) 

 

The 10 most important competences are based on an initial skills matrix that sets skills 

standards among target groups and countries. This Greatest Common Denominator Skills 

Matrix will be explained in detail in Chapter 2.2.3.1 . 

The following basic scenario shows the simplest way of playing the P4G Business game without 

assistance 

2.1.2.5 Basic Scenario 

 

The simplest and most direct way of using the P4G BG is the single player mode. This case is 

when a user goes to the online simulator and tries to play without any guidance or assistance 

from anybody (teacher, VET professional, etc) and outside of any learning path. (Link to the 

Game). 

After the registration process (described later in 3.1.1) the user starts to play. 

http://play4guidance.eu/p4g-business-game/
http://play4guidance.eu/p4g-business-game/


 

 

05. Model 

 

 

Play4Guidance has been funded within the framework 

of the European Union Erasmus+ programme 

Page 15 of 69 

 

First of all he/she has to analyze the current situation of the company and the market, 

quantitatively specified by a set of "status" variables that describe precisely the situation of the 

company. 

It is very important that the player is aware of the „current situation‟ of the company and the 

market. 

The variables are grouped in 3 main areas: supply management, production management, 

marketing and sales management. It is very important to understand the key variables in each 

area. For example, in the first area the player has to decide how much raw material to buy and 

in the second one, production management, how much raw material works; these two decisions 

should be related because you can only work with the quantity of material that you have! 

So, it is fundamental for the player to analyse the „Current situation‟ in depth, where he/she can 

find all the necessary information to play in a good way!    

Using the tab „Current situation‟ players can see the different values of the variables in that 

round. 

 

Figure 6 – Current situation tab 

The tab „General view‟ shows the evolution of the values of the variables round after round.  
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Figure 7 - General view tab 

 

The tab „Parameters‟ shows all the fixed and variable parameters of the game. 

 

Figure 8 - Market situation tab 
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When you play „alone‟ it‟s fundamental to be aware of the content of these 3 tabs in order to 

take sensible decisions! 

After the analysis of the market the player must make his decisions using the tab „Game‟. 

Now he/she should have all the information about the company and the market to make smart 

decisions assigning quantitative values to the set of input variables. 

In any case, at the side of every variable, there is a clickable question mark that displays a text 

explanation of the meaning of the variable. 

In order to use the scenario in the teaching context, comprehensive learning scenarios can be 

designed. The following chapter describes the implementation of such scenarios. 

 

2.2 Designing a P4G learning scenario 

Scenarios are templates for using the P4G BG in different contexts or learning situations. The 

following chapter will outline the most important scenario components. First of all, the context 

for the scenario will include possible target groups. The addressed competences as well as the 

educational approach will be combined in the skills chapter. The content chapter consists of 

different learning activities, roles and tools that need to be defined in the learning scenario. The 

organizational framework of the learning scenario is defined in the last chapter.  

2.2.1 Learning scenario contents 

Scenarios are templates for using the P4G BG in different contexts or learning situations. Each 

scenario should help trainers and educators to develop their own scenario (or lesson plan) for 

their concrete context. 

Each scenario should contain the following aspects: 

• Title 

• Context: For which context and target group is a scenario suitable? Details and 

examples can be found in Chapter 2.2.2 . 

• Competences: The Business Game covers a variety of competencies. Here, it is 

explained which competencies are addressed in the scenario. For details about the competences 

have a look at chapter 2.2.3 . 
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• Educational Approach: The overall approach and underlying educational principles / 

theories / methodologies are explained. Details can be found in chapter 2.2.4 .  

 

Additional contents: (Details in chapter 2.2.7): 

 

• Learning Activities: In this part of the scenario, examples of learning activities (similar 

to a lesson plan) are given. These are not limited to the game but can also cover a broader 

range including other lessons (e.g. using Open Educational Resources to prepare learners for the 

game). 

• Roles describe which people are needed for a scenario – this can include teachers, 

moderators, tutors, learners 

• Tools and services describe which tools (besides the business game) are necessary to 

run a scenario (e.g. blog, authoring tool, learning management system) 

 

2.2.2 Context 

The P4G BG can be used for different target groups in different scenarios. During the project the 

focus was on direct and indirect target groups.  

Direct target groups: 

● High school students 

● University students 

● Young unemployed 

Indirect target groups: 

● Guidance centres for students 

● Schools 

● Teacher training centres  

● Research centres 

● Policy makers 

● Industry unions 

● Employment centres 
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● Companies 

● Small and medium-sized enterprises 

Depending on the structure of the learning scenario, there are a large number of possible 

applications and target groups. In the following, examples are given in which context and for 

which target groups an application is conceivable. 

Context Target Group Comments / Experiences 

Entrepreneurial 

Skill Building 

Workshop 

Post primary students In the context of post primary students, the game was 

wrapped in an entrepreneurial skill building workshop and 

language used was aligned with the business studies 

curriculum so that students could relate to the game and 

the objective. Furthermore, the Business Model Canvas was 

integrated into the workshops to give the students a 

strategic tool to help them with managing their own virtual 

t-shirt company 

Final event of a 

brief path about 

entrepreneurship. 

High school students The teacher held some classes about the topic; after these 

classes the students saw some P4G introductory videos. 

Educational 

scenario for 

entrepreneurship 

University students The educational scenario explored the operation of a well-

known Greek tobacco company and the users tried to relate 

some parameters of the business to their virtual company. 

Educational 

Scenario “Making 

ends meet” 

Unemployed and 

university students 

Train how to start and manage a new business.  The 

scenario addresses the authentic situation of the current 

difficult financial state of several  European  countries  and  

aims  to  train  and  guide users  in  managing  a  start-up  

business  throughout  an economic crisis. 

Educational 

scenario 

“Transition Year 

Entrepreneurship

” 

Transition Year 

students studying 

Entrepreneurship as 

part of the Leaving 

Certificate Curriculum 

The scenario gives students the learning opportunity to 

experience managing a start-up business from supplier 

sourcing, production to marketing and sales. 
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Educational 

scenario “Staff 

recruitment” 

Owners and / or 

managers of 

companies, directors, 

managers and 

experts in human 

capital management. 

The most valuable strategic resource of the company is its 

staff and the recruitment and team building are key factors 

for the business development. In today's dynamic conditions 

of globalization, scientific and technological progress and 

high competitiveness, an ever-greater flexibility of 

organizations and most of all of the work organization in 

them is required. 

Educational 

scenario ”Take 

decisions: learn 

how to run a 

company!” 

Students Students can develop these competences: Decision making, 

Analytical Thinking, Conceptual Thinking, Basic 

Competences (mathematics and finance), Self-confidence, 

Communication 

Table 1 - Learning scenario context 

The examples in this table provide an overview of possible uses. A detailed set-up of individual 

scenarios can be found in the appendix of the document. In the context of a learning scenario, it 

is also necessary to think about the competences and learning outcomes. 

2.2.3 Skills selection 

The skills selection chapter outlines how the 10 most important competences were explored and 

how they are automatically assessed by the game. In addition, the pedagogical approach behind 

P4G is introduced. The chapter is closed with the most important evaluation results of the 10 

assessed competences. 

 

2.2.3.1 The Greatest Common Denominator Skills Matrix  

To explore and understand competences for young entrepreneurs / innovators a mixed 

method approach has been applied. A literature review helped us to understand 

competence classifications and competence specifications. The key outcome was the initial 

competence specification based on Wu (2009) which consists of 23 competences. Generally 

speaking, these competences were shown all as useful with different importance. 

Within the focus groups, we extended this competence specification by additional competences 

– here, three competence areas were identified which need to be specified in more detail:  
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• Managerial competences, in particular decision making 

• Thematic / domain competences (e.g. innovating in the domain of ICT) 

• Basic skills (e.g. math, economics, law) 

Furthermore, the importance of affective skills became clear, identifying personal characteristics 

such as optimism, endurance, determination, etc. 

Last but not least, the focus groups determined competence proficiency levels for all 

competences. These can be used during the game development to specify different levels of 

playing as well as for assessing competences. 

In a survey, the partnership has prioritized competences based on the need to develop 

competences further (self-assessment). We also derived desired competences. 

2.2.3.2 The self-assessment tool 

The 25 key competences have been then analysed by the partnership in order to select those 

that could really be assessed directly by the P4G BG. 10 competences have been selected and 

the related analytical system has been implemented in the game. At the end of each match the 

P4G BG is now able to return a feedback on these 10 competences: The evaluation system is 

based on 3 levels: “low”, “medium” and “high”, with a dedicated description for each of them: 

 

 

#1 Analytical Thinking 
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Description of the 
competence 

The ability to analyze problems systematically. 

Objectively assess the situation, including facts and events 

related to the business. Analyze alternatives and make choices 

for the development of qualifications and focusing on 

perspective areas. 

Description of level of mastery (Weak / Average/ Good) 

At peace with the situation. 
Waiting passively to improve 
the situation in the business. 

Seek external assistance 
(counseling) in decision-
making. 

Analyze the situation, assess 
their capabilities, qualities and 
potential. Taking decisions to 
improve in line with the needs 
and perspectives of the 
market. Evaluate different 
alternatives, trends and 
patterns. 

 

 

#2 Business Acumen  
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Description of the 
competence 

The ability to discover opportunities and transform 

resources into performance. 

Take matters into their own hands. Search, find and exploit new 

profitable opportunities for business development. 

Description of level of mastery (Weak / Average/ Good) 

Not interested and misses 
opportunities. Shows 
indecision and lack of 
ambition. Afraid of change 
and of taking responsibility. 
Limited autonomy, relying on 
the help and the activity of 
others. 

Use resources to achieve 
moderate results. Relying on 
traditional methods and 
approach with routine. 
Skeptical of novelty and 
innovation. Not willing to risk 
in situations of uncertainty. 

Not satisfied with the 
achievements. Drafts 
projects, assesses risks, plans 
and effective using of 
resources,  predicts results. 
Shows resourcefulness, 
courage, innovation, 
proactivity and 
entrepreneurship. 

 

 



 

 

05. Model 

 

 

Play4Guidance has been funded within the framework 

of the European Union Erasmus+ programme 

Page 24 of 69 

 

#3 Commitment to Learning 

 

Description of the 
competence 

The ability to actively pursue learning and develop 

competitiveness. 

Proactive search and utilizing opportunities for further training, 

retraining and development of new skills that are needed to 

improve the organization and its workforce. 

Description of level of mastery (Weak / Average/ Good) 

Relies on the current 
qualification. 

Participates in different forms 
of training with the aim to 
refresh their own knowledge.  

Identify and exploit 

opportunities to learn, to 

receive feedback and to 

develop by knowing well their 

own strengths and areas for 

improvement. 
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#4 Order and Quality 

 

Description of the 
competence 

The ability to reduce uncertainty and to control quality. 

Demonstrating good organization and knowledge of business 

etiquette. Demonstration of readiness to reduce uncertainty, 

knowing and observing specific standards, rules and 

requirements to ensure quality. 

Description of level of mastery (Weak / Average/ Good) 

Making errors, omissions and 
inaccuracies in the 
preparation of application 
documents. Low culture in the 
implementation of business 
etiquette. Inability to 
demonstrate organization and 
knowledge about specific 
rules, standards and 

Good organization and 
precision in the drafting of 
documents when applying for 
a new job. Knowledge of 
standards and requirements 
for the job. Inability to justify 
the role of the position in the 
quality management system. 

Proactively contributing to 
quality in everyday situations. 
Demonstrating good 
organization, precision and 
personal effectiveness. 
Readiness to provide quality, 
for conscious and responsible 
fulfillment of the 
commitments taken by 
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requirements. respecting the contractual 
agreements, standards, rules, 
terms and conditions. 

 

 

#5 Expertise  

 

Description of the 
competence 

The ability to perform professional jobs. 

Expertise describes professional competency in terms of domain 

knowledge and skills. 

Description of level of mastery (Weak / Average/ Good) 

Low competence, inability to 
learn from the experience of 
others, low motivation to 
improve own knowledge and 
skills. Basic knowledge in the 

Rely on routine knowledge 
and skills acquired in the 
past. Does not demonstrate 
readiness for professional 
development. 

High professional 
competency, strive 
demonstrated for permanent 
improvement. High 
knowledge to solve complex 
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domain. situations in the domain. 

 

 

#6 Flexibility  

 

Description of the 
competence 

The ability to effectively adapt to a variety of situations. 

Ability to effectively adapt to new situations, environments and 

requirements. Striving to learn new skills and requalification. 

Tolerance to change and vagueness 

Description of level of mastery (Weak / Average/ Good) 

Rigidity and resistance to 
change. Inability to adapt to 
new conditions. 

Changing attitudes and 
behaviors under external 
pressure 

Seeking change productively 
and adapting to novelties. 
Challenges are motivating 
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#7 Information Seeking 

 

Description of the 
competence 

The ability to find and capture information to increase 

knowledge or find solutions. 

Ability to use information and communication technologies. 

Finding and selecting the information necessary to solve 

problems. Ability to select appropriate sources to collate and 

assess the information, and to apply it in practical terms 

Description of level of mastery (Weak / Average/ Good) 

No orientation in the search 
and selection of information. 
Does not know and does not 
use appropriate and reliable 
sources. Does not examine 
and does not use new 
information in solving 

Actively seek and select 
information. Not able to select 
and retrieve basic 
information. 

Ability to use ICT in the daily 
work. Correct selection of 
sources of information. Ability 
to get oriented, to select 
information and retrieve data 
that are important for solving 
practical problems. 
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practical problems. 

 

 

#8 Innovation  

 

Description of the 
competence 

The ability to make something new and to improve 

performance. 

Ability to create something new on the basis of which to launch 

a proper business project towards market maturity. Ability to 

show ingenuity, creativity, to generate and implement new 

ideas. 

Description of level of mastery (Weak / Average/ Good) 

Lack of creative ideas and 
entrepreneurial spirit. Inability 
to shake off routine and to 
think  

Generate innovative ideas but 
lacks determination and 
autonomy and is afraid of risk 
with their integration. 

Actively generate new ideas 
and commitment to their 
implementation. Showing flair 
for new, original, 
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unconventional realisation. 

 

 

#9 Results Orientation 

 

Description of the 
competence 

The ability to set performance objectives, resulting 

targets and measures. 

Setting realistic goals and taking adequate measures in the 

process of business and personal development. 

Description of level of mastery (Weak / Average/ Good) 

Inability to set clear and 
realistic goals for personal 
and business development. 

Setting clear and realistic 
goals for personal and market 
objectives. Being inactive to 
retrain in accordance with the 
new opportunities and 
demands of the market. 

Setting clear and realistic 
goals against the personal 
professional qualities and the 
situation on the market. 
Actively seek and exploit 
opportunities with realistic 
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goals. to develop skills that 
are demanded by the labor 
market. 

 

 

#10 Decision making 

 

Description of the 
competence 

Ability to make decisions. 

Ability to apply decision making models in different situations. 

Ability to find decision alternatives and information to support 

the decision process. 

Description of level of mastery (Weak / Average/ Good) 

Basic application in small 
teams for simple problems 

Solves problems 
independently also in new / 
uncertain situations in 
medium sized teams 

Creates new problem 
solutions also in highly 
complex situations and in 
large teams / organizations 
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Table 2 - 10 Most Important competences 

More information on the competence assessment can be found here: Assessment Final Report 

 

2.2.4 The pedagogical approach 

The pedagogical approach of the P4G project is achieved by taking a multi-disciplinary approach 

to examine a set of principles which are considered from social-cultural approaches, 

psychological principles, gaming experiences and the technological point of view. The 

P4G online interactive space in the form of a business game is addressing both theory 

development issues and learning purposes. 

● Social-Cultural approaches: Following socio-cultural approaches, online interactive 

environments do not exist in isolation to the real-world but rather belong within a context 

where actors use common-sense practices to produce, analyze and make sense of one 

another's actions. “Situated actions” are enrolled in doing in situ where participants act 

and interact within an environment (Suchman & A., 1987). 

● Psychological Principles: Following a psychological perspective, activity is a cycle that 

begins from the brain and, through the body and the world (such as business world), 

returns back constituting knowledge. The power of cultural structure can lead to the 

transformation of the problem solving activity (Wheeler & Clark, 2008). 

● Gaming experiences: A gaming experience is a playful experience that can be 

described through the relationships between the players‟ actions and the systems‟ 

reactions. Players‟ actions are expressed by cognitive psychological, physical and 

emotional dimensions. Systems reactions are specified through the rules of the games. 

● Technological point of view: Following a technological point of view, the P4G BG 

"Manage your own company" is a simulation game between teams, where each team has 

the task of managing from a strategic point of view their own business competing with 

the other in a market. 

Having identified the set of principles that inform and support the structure of the P4G BG it is 

important to consider and clarify the specific learning objectives that the business game 

addresses and elaborate on their assessment process in order to provide a route map for 

designers to develop the game model. This attempt addresses both theoretical and practical 

issues that need to be considered in order to accomplish a complete and efficient guideline 

template with specific learning objectives and assessment points for the P4G BG users. 

https://fondazionepolitecnico.box.com/s/wxqtnv2sr17t6fg2v7fwt4x7kl2v2dpp
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The learning objectives are the result of different data entries and research examinations. 

Specifically, they have been formed based on the results of the Assessment Output (Skill 

Matrix – Chapter 2.2.3), the P4G business game characteristics as well as the pedagogical 

theory related to online gaming which was mentioned in the first section. The identified 

learning objectives address two fundamental aspects of game engagement: (1) users’ skill 

development which concerns the behaviour/development of the players as problem 

solvers and (2) users’ cognitive development which is about the knowledge/learning about 

business and management sciences. 

The P4G self-evaluation tool (Chapter 2.2.3.2) was designed and informed by taking into 

account both the literature review on competence classifications and specifications, and 

empirical research data occurring from surveys conducted in all project member countries 

addressing three targeted groups: unemployed, students, teachers. As a result a) the inclusion 

of learning goals supported by the literature was validated, b) the adoption of a generic 

competence scheme was enhanced to include differences between countries and target 

groups and c) dimensions such as affective skills that had been neglected in previous research 

on entrepreneurial skills and corresponding training concepts have sprung up.  

The  full pedagogical framework can be found here: Pedagogical Framework 

 

2.2.5 Innovation of the P4G BG - The evaluation tool 

The innovative character of the P4G BG lies in its embedded evaluation and scaffolding 

mechanism that provide significant guidance for the trainees. The P4G self-evaluation tool was 

designed and implemented on the basis of assessing: (1) players‟ level of the key skills and 

competences highlighted in the matrix and (2) players‟ performance in alignment with the 

learning objectives highlighted by the P4G Pedagogical Framework. In addition, it was designed 

and informed regarding both literature review on competence classifications and specifications 

and empirical research data occurring from surveys conducted in all project member countries 

(Bulgaria, Greece, Ireland, Italy, Turkey) addressing three targeted groups: unemployed, 

students, teachers.  

The tool of self-evaluation and evaluation for guidance is designed and structured on two levels: 

(1) the evaluation tool operating internally and automatically as an implemented function of the 

P4G BG (internal evaluation tool) and (2) the evaluation tool operating externally in the form of 

worksheets (external evaluation tool). The former is implemented into the business game and 

https://fondazionepolitecnico.box.com/s/4xvks1rauekwauza7kpsl2qo5gbt4k4i
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automatically informs the P4G BG players on their performance. The internal evaluation tool 

appears in the form of feedback provided to participants directly on the game site at the end of 

the game session. In addition, users‟ decisions and intervention on the values of the parameters 

implemented in the game are registered and constantly tracked to inform them of their pace of 

progress and enable them to make a comparative analysis 

In a pilot phase, the aim was to gather user experiences with the game and, among other 

things, to question whether the specified competencies were addressed. The next chapter will 

outline the results. 

2.2.6 Evaluation of the assessment 

The pilots to evaluate the assessed competences have shown a positive level of reliability of the 

P4G BG. There are some differences between the different countries involved, but this probably 

depends on many factors that were difficult to control during the pilots.  

 

target 

groups 

Analyt

ical 

thinki

ng 

Busin

ess 

acum

en 

Commit

ment to 

learning 

Order 

and 

quality 

Exper

tise 

Flexib

ility 

Inform

ation 

seekin

g 

Innova

tion 

Result

s 

orienta

tion 

Decis

ion 

Maki

ng   

STAKEHOL

DERS 3,52 3,29 3,31 3,05 3,22 3,33 3,60 3,29 3,63 4,00  

3,

42 

HIGH 

SCHOOL 3,58 3,59 3,49 3,41 3,38 3,32 3,52 3,60 3,53 3,98  

3,

54 

UNEMPLO

YED 3,45 3,47 3,60 3,39 3,35 3,49 3,46 3,46 3,61 3,77  

3,

50 

UNIVERSI

TY 3,42 3,47 3,39 3,45 3,16 3,31 3,56 3,47 3,53 3,82  

3,

46 

Average 3,49 3,46 3,45 3,33 3,28 3,36 3,54 3,45 3,57 3,89  

3,

48 

Table 3 - Evaluation Results 
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Detailed information about the pilots can be found here: Pilot Summary 

2.2.7 Additional learning scenario contents 

The following chapter outlines the additional learning scenario contents 

2.2.7.1 Learning activities 

Depending on the context and the competencies to be taught, there are numerous learning 

activities besides playing the P4G game that can be embedded in the scenario. Besides learning 

activities the P4G BG can be used as an assessment tool by companies to recruit skilled 

employees. Possible activities are: 

● Brainstorming 

● Case Study Analysis 

● Class Discussion 

● (Preparation of) Presentation 

● Paired learning 

● Reflection 

● Demonstration 

● Tests 

Detailed examples on how to embed these learning activities in a learning scenario can be found 

in chapter 2.2.8 

2.2.7.2 Roles 

Before a learning scenario is implemented, it is important to think about the roles of the 

participants. A possible task classification could be as follows: 

Trainer/Teacher/Instructor: 

● Moderation of the discussion and activity tasks 

● Introduction of the learning concept 

● Preparation of presentations for the groups 

● Solving communication misunderstandings 

● Activation of students 

● Evaluation of the final project outcomes and the cooperation between the students 

 

Students: 

https://fondazionepolitecnico.box.com/s/7laimh77n7qx5ud3u3y7ojc1ser503i3
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● Active participation in the learning process by expressing their ideas, experiences and 

opinions and by engaging in a hands on experience with the use of the business game. 

 

An example on how to embed the roles in a learning scenario can be found in chapter 2.2.8 

 

2.2.7.3 Tools & Services 

Various tools and services, both internal P4G and external tools can be integrated into the 

learning scenario. Examples of possible services are: 

● Google docs for communication purposes  

● Scenario worksheets (Google / Excel  to register and exchange data) 

● P4G Syllabus/glossary 

● P4G Skills matrix 

● Technical manual of the P4G business game 

● Scenario elaboration script  

● Video-tutorials 

● 2 Self-guidance evaluation tools 

● A Course evaluation questionnaire 

● Pedagogical approach of strategic planning 

● Blogs  

● Authoring tools  

● Learning management system 

These are examples from the learning scenario in the next chapter 2.2.8 . The toolkit with the 

linked resources can be found in chapter 3.2 . 

2.2.8 Organization-operation planning 

For the successful implementation of a learning scenario it is important to plan the scenario in 

advance. The agenda, sequence of activities, preparation of students, evaluation process (how 

to collect feedback) and the timing of process are some main points that have to be considered.  

The following example summarizes the individual steps: 
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Table 4 - educational Scenario Example 
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Two additional learning scenario examples can be found here: 

 

1. Cross-border business development 

 
Figure 9 - Extract of the Cross-border business development scenario 

2. Take decisions: Learn how to run a company 

 
Figure 10 - Extract of the "Take decisions" scenario 

 

https://drive.google.com/open?id=1cLWEOn1Ht72UxvvzjNB_4WYJXZZcVdd59YpgULlETGc
https://drive.google.com/open?id=1QW2MAP7Foe6v82wYQ1YEmORuSPOVDUDFaLw0Ckn0iC8
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3. Play & Perform 

After the preparation is done, the focus now is on the implementation of the scenario. The 

following chapter therefore deals with the actual game, the toolkit and the assessment of 

competences. The chapter is closed with a reflection and the lessons learned. 

3.1 Game 

The following chapter will introduce the game focussing on the use of the software system, the 

companies‟ activities and the market analysis. 

3.1.1 Introduction to the use of the software system 

The game takes place over the Internet and the control system of the game is available 

using any web browser. The Internet connection must be active for the duration of the game. 

To start the game, use the following Link and follow these steps: 

1. Open the link http://play4guidance.cetic.liuc.it/ 

 

Figure 11 - Start Page 

http://play4guidance.cetic.liuc.it/
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2. Fill in the registration data. After registration, a confirmation email will be sent in your 

mailbox. 

 

Figure 12 - Registration Form 

3. Login and choose the “New Game” tab. If it is your first login, you first have to create a 

new game. 

 

Figure 13 - New Game 
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4. Choose your game and you will find an overview page 

 

Figure 14 - Game overview 

 

5. Analyze the current market situation and take your decisions (Details in the next 

chapters) 
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Figure 15 - Decisions 

6. Verify your decisions. 

 

Figure 16 - Verfication 
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3.1.2 The companies‟ activities (Decision Making) 

Now you have access to the companies' activities that are organized in three general areas: 

The management of supply, and therefore the relationship with the two suppliers, 

local and foreign. Conditions relating to the management of supply: 

 ∙ The company produces a single type of finished product, starting from a single type of raw 

material. 

∙ You get the raw material by ordering it from two suppliers: a local supplier and a foreign 

supplier.  

∙ The local supplier accepts orders each month and delivers the goods the following month. The 

quantity of raw material actually obtained depends on the sum of the orders of all companies: if 

you have not exhausted the availability of the supplier, you get the order; otherwise the amount 

obtained is reduced according to the price offered: whoever offers a higher price obtains a minor 

reduction.  

∙ The foreign supplier accepts orders only in certain months of the year and delivers the goods 

with a delay of several months. The raw material is ordered with a fixed price and is transported 

in containers, each of which has a fixed cost of rent and a maximum capacity. Each order 

includes a maximum quantity of deliverable raw material.  

∙ Regardless of its origin, the raw material received is kept in one raw material warehouse. ∙ The 

raw material warehouse contains a certain amount of raw material, as a result of operations 

inherited the previous year. 

 ∙ Since the finished products must be sold packaged, you must also buy packaging of a single 

type, that is kept in a packaging warehouse. The unit cost of packaging is determined by the sole 
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supplier, and it depends on whether they are purchased at retail or wholesale, in the specific 

number less than or greater than a given threshold. 

The production management, includes the warehouse management, the production 

capacity (equipment and personnel) and the technology development. Conditions 

relating to the management of the production: 

 ∙ The process of transformation of raw materials into finished products is achieved by machines 

and workers in warehouses, in which you pay for the rent and the use of energy. New equipment 

may be acquired, even with deferred payment. Workers can be hired and/or fired: their labor 

productivity can be improved by investing in their technical training. 

 ∙ Investments in technology and training determine the quality of the process of transformation 

of the raw material. The production of finished products, broken down into high-quality products 

and products of average quality (maintained separately in the finished goods warehouse), 

depends on those investments. 

 ∙ The investments allow for improvements in the efficiency and effectiveness of the process. 

Improving the efficiency increases the number of finished products made per unit of raw material 

and decreases the cost of implementation of each product. Improving the effectiveness 

increases the fraction of high-quality products on the total of the finished products made. 

 ∙ At the beginning of the game, the management inherited from the previous year is such that 

the company is able to produce only finished products of medium quality. The finished products 

in stock are of medium quality as a result of previous management. 

The management of marketing and sales, through the two channels, stores and 

hypermarkets, according to the general scheme. Conditions relating to the 

management of marketing and sales: 
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∙ The finished products are put on sale, with their packaging, through two channels: stores, 

which accept only high quality products, and hypermarkets, which accept both products of high 

quality and of average quality.  

∙ The stores have a capacity of less than the total sales of the hypermarkets, but accept higher 

selling prices. The sale price in hypermarkets is the same for products of high quality and 

medium quality.  

∙ The number of finished products sold in stores and hypermarkets depends on various factors, 

including the asking price and the investments made in advertising. 

 

 

Figure 17 - The Company's Activities 

3.1.3 The market analysis 

The market analysis tab shows the following three areas: 
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● Current situation: Overview about the current situation of the company with values for 

Supply, Production, Marketing and Sales management as well as the overall results of the 

management and the market research data. 

 

Figure 18 - Current situation 

● General view: Decision history from all the rounds already played in the current session 

 

Figure 19 - General view 

● Parameters: Overview and description of the game parameters 
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Figure 20 - Parameters 

3.1.4 Experiences with the game 

There are different ways to become familiar with the game. Since there is not a single one “right 

approach”, this chapter will outline experiences from the project partners: 

DCU (Ireland): Watch tutorials and practice a few times first - those who received top scores in 

Ireland had played it a few times and had a strategy to begin with. The participants felt that 

they needed to practice first to really understand the layout of the game, the information and 

what was expected of them.  

BIA (Bulgaria): It occurred very useful for the participants during the game to explain to them in 

detail what information they receive after each round in the “current situation” of the separate 

sections (supply management, production management, etc.) 

LIUC (Italy): Practicing sometimes the game is the best training for the players. In the Italian 

experience we noticed that the players that have had some previous experience of the game 

had a better performance.  

NKUA (Greece): Participants who have tried the game before, find it easier to play it and to take 

decisions.  Some users found very useful the additional information that is included in the help 

button. Also some participants used the glossary in order to understand the concept of the 

game.  
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3.2 Toolkit 

To support participants, project target groups and stakeholders of the project it is essential to 

offer supporting materials that provide clear instructions on how to use the tools offered on 

the platform. These materials will make the P4G BG easier to play and more enjoyable, and can 

be used for educational, training, evaluation and guidance purposes.  

The following supporting materials are available and have (in parts) be translated into English 

[EN], Italian [IT], Greek [GR], Bulgarian [BG], Turkish [TR]: 

 

Tool / Language Content 

Technical Guides for Trainers 

(ppt, pdf) 

EN 

 

The following topics are included in the technical guide for trainers: 

● P4G Business Game Objectives 

● Why is the P4G Business Game Innovative 

● Tips and available resources to support trainer 

● Competences to be developed by learners engagement  

● Game parameters 

● Exemplary Scenarios 

 

Technical Guides for Players 

(ppt, pdf) 

EN, IT, GR, BG 

The following topics are included in the technical guide for players: 

● The Game in Summary 

● General characteristics of the markets 

● Business activities 

http://play4guidance.eu/help-desk/,%20http:/play4guidance.eu/p4g-resources/toolkit/manual-for-trainers/
http://play4guidance.eu/help-desk/,%20http:/play4guidance.eu/p4g-resources/toolkit/manual-for-players/
http://play4guidance.eu/manual-for-players/?lang=it
http://play4guidance.eu/manual-for-players/?lang=el
http://play4guidance.eu/manual-for-players/?lang=bg
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● Introduction to the use of the software system 

● Target Variable 

● Supply, Production, marketing and sales management 

● Results of the management 

Detailed players guide 

(pdf) 

EN, BG 

More detailed version of the “Technical Guide for Players” 

 

 

Glossary (Syllabus) 

(pdf) 

EN, IT, GR, BG, TR 

List of essential words to the project activities with clear references to 

the European approaches and terminologies. 

 

P4G How To Play Video 

EN 

Introduction on how to play (Interactive version of the Quick start game 

guide) 

http://play4guidance.eu/wp/wp-content/uploads/2016/01/P4G_BusinessGame_Manual_full-version.pdf
http://play4guidance.eu/wp/wp-content/uploads/2017/01/Manual-Players-Guide-Full-version-BG.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/01/Glossary-syllabus-toolkit1-1.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/05/O1_Syllabus_ITA.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/06/O1_Syllabus_GR.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/05/O1_Syllabus_BG.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/06/O1_Syllabus_TR.pdf
https://www.youtube.com/watch?v=F6lLUJnFh8Q
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Quick start game video guide 

EN, IT, GR, BG, TR 

This is a quick guide to the game: What is the online business, and 

what players must do to compete in the virtual market. 

Quick start game guide 

(pdf) 

EN, IT, GR, BG, TR 

Written version of the Quick start game video guide. 

 

 

Assessment guide / Skill 

matrix 

Description of different targets in the different countries involved. 

https://www.youtube.com/watch?v=mwQxhG7NhPw
https://www.youtube.com/watch?v=q0XaElMY1aI
https://www.youtube.com/watch?v=GmmbJJImu9g
https://www.youtube.com/watch?v=MDr_n793Csk
https://www.youtube.com/watch?v=We_hStXBkxQ
http://play4guidance.eu/wp/wp-content/uploads/2016/01/P4G_QuickStart-new.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/04/P4G_QuickStart-new_IT_ppt.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/06/GR-P4G_QuickStart.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/06/QuickStart_BG.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/10/P4G_QuickStart-new-TR.pdf
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(ppt,pdf) 

EN, BG, TR 

 

Tutorial for trainers 

(ppt, pdf) 

EN 

 

Key resource related to the “Technical Guide for Trainers” that 

supports, informs and prepares teachers & trainers. Useful learning 

scenarios for trainers are provided. 

 

Video tutorial for Players:  

EN, IT, GR, BG 

Key resource related to the “Detailed players guide” to inform, prepare 

& support players. 

http://play4guidance.eu/wp/wp-content/uploads/2016/01/Matrix-toolkit-1.pdf
http://play4guidance.eu/wp/wp-content/uploads/2017/01/Matrix-Bulgarian.pdf
http://play4guidance.eu/wp/wp-content/uploads/2017/07/Matrix-toolkit_TR.pdf
http://play4guidance.eu/p4g-resources/toolkit/manual-for-trainers/
https://www.youtube.com/watch?v=ZONNvi3SKiQ
https://www.youtube.com/watch?v=YkvJ4CwBK4w
https://www.youtube.com/watch?v=Q4SFHYMjJrI
https://www.youtube.com/watch?v=6uma94zcmnA
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Introductory Video for the 

P4G BG 

EN, TR 

More General P4G Introduction video for first time visitors / players.   

 
Table 5 - Tool overview 

3.3 Assessment 

The competences introduced in chapter 2.2.3.2 are automatically assessed during the game. 

For each competence, different actions are needed to play in a successful way and to 

reach a high score. Some of the competences can be seen as a result of other competences and 

are therefore related to each other: 

Category of competences and their relationship 

Competence Related competences 

https://www.youtube.com/watch?v=rsn6IlI-ogA
https://youtu.be/2haoxClO_6Q
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Analytical Thinking Information seeking 

 Order and Quality 

Expertise Order and Quality 

 Result Orientation 

Flexibility Innovation 

Decision Making Result Orientation 

 Analytical Thinking 

 Flexibility 

Table 6 - Related competences 

In addition to the users‟ decisions, some specific questions are asked to reach a better 

understanding of why the player takes some actions and if the action is related to a specific 

strategy or if it is only a casual move. 

 

3.3.1 Calculation of the user‟s score 

In all assessments, we use the results from different game variables that, for better balancing, 

are always normalized in the form of [0:1] 

After normalization, a general rule is that given “X” the score of a given competence, the 

evaluation will be: 

LOW: X < 0.25 

MEDIUM: 0.25 < X < 0.60 

HIGH: X >= 0.60 

The reason for the explained assessment balance follows general game development rules in 

which an oversensitivity in obtaining a non-medium score will influence the player in trying to 

maximize the assessment by reverse engineering the more sensitive variables. 



 

 

05. Model 

 

 

Play4Guidance has been funded within the framework 

of the European Union Erasmus+ programme 

Page 54 of 69 

 

The “dependence” of a competence in the assessment of another, that can be found in some of 

the below calculations, it is to be understood as the full assessment value [0:1] added to the 

equation of values that will be then normalized in a new [0:1] value range for the assessment of 

the “depending” competence. 

E.g. Flexibility = Mix of suppliers‟ index*0.5 + Innovation assessment*0.5 

Given Mix of suppliers‟ index = 0.1, 

Innovation assessment = 0.9 [Innovation assessed as HIGH] 

Flexibility = 0.1*0.5 + 0.9*0.5 = 0.5 [MEDIUM] 

 

3.3.1.1 Information Seeking 

 

Figure 21 - Information Seeking 

The ability to find and capture information to increase knowledge or find solutions 
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It is calculated by monitoring the purchase frequency of Market Data during the game and the 9 

related assessment questions. 

Weight is divided equally between game behaviour and assessment questions. 

As for balancing, being “perfect” in just one of the 2 factors OR average in both will score up to 

a medium valuation. 

 

Questions: 

● In the process of raw material acquisition, how many type of suppliers are available?   

One; Two; More; I don‟t know. 

● How many workers are needed for the operation of a single machine?  

Two, Three; Five.; I don‟t know. (Information seeking) 

● What is the effect of technology investments?  

Improving digital competences of the workers; Increasing production of the high quality 

products; optimizing the value of the company; I don‟t' know. 

● How many "warehouses" are there? 

 Two, Three, Six; I don‟t know. 

● What is the effect of training expenditures? 

 Increasing both the effectiveness and the efficiency of production; Increasing the efficiency 

of production; Increasing overall selling; I don‟t know. 

● When is available (on the warehouse) the raw material ordered by foreign supplier?  

One month after the order; Two months after the order; Three months after the order; I 

don‟t' know. 

● Is it possible to sell high quality products to hypermarkets?    Yes, No, I don‟t know. 

● How many times have you used the "?" button to better understand the meaning of 

game's variables? Never; 2; 10; More than 10. (Information seeking) 

● During the game how many times have you looked at the Player's Manual or the FAQs? 

Never; 2; 10; More than 10 
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3.3.1.2 Business Acumen 

 

Figure 22 - Business Acumen 

The ability to discover opportunities and transform resources into performance 

It is calculated monitoring: 

- Suppliers usage [20%] (Do players use correctly the foreign supplier?) 

- Advertising usage [20%] (Do players buy advertising when necessary?) 

- Sales Management[20%] (Do players sell the whole production?) 

- Result Orientation dependence [20%] (Do players increase company‟s value?) 

- Assessment questions [20%] 

 

Question 
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● Why did you use the local supplier? Because is cheaper; because his delivery is the 

quickest; because you can pay 4 months after the delivery. 

● Why did you use the foreign supplier? Because is cheaper; because you can buy 

whenever you want; because you can pay cash 

 

3.3.1.3 Decision Making 

 

Figure 23 - Decision Making 

The ability to create new problem solutions also in highly complex situations and in large teams / 

organizations 

It is calculated monitoring: 

- Result Orientation dependence [33.3%]  

- Analytical Thinking dependence [33.3%] 

- Flexibility dependence [33.3%] 
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3.3.1.4 Commitment to learning 

 

Figure 24 - Commitment to learning 

The ability to actively pursue learning and develop competitiveness 

It is calculated monitoring: 

- Commitment in workers training versus needed training expenditure [33.3%] 

- Information Seeking dependence [33.3%] 

- Assessment questions [33.3%] 

 

Questions 

● Why did you use the foreign supplier? 

 Because it is cheaper; because you can buy whenever you want; because you can pay cash 
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● Before making decisions have you searched any keywords on Google (or other) related to 

the game? 

 Yes; No 

 

3.3.1.5 Analytical Thinking 

 

Figure 25 - Analytical Thinking 

The ability to analyze problems systematically. 

It is calculated monitoring: 

- Order and Quality dependence [50%] 

- Information Seeking dependence [50%] 
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3.3.1.6 Order and Quality 

 

Figure 26 - Order and quality 

The ability to reduce uncertainty and to control quality. 

It is calculated monitoring: 

- Correct usage of production capacity [25%] (Do players use the entire production 

capacity to maximize the number of final products?) 

- Number of stock-outs [25%] (Do the supply meet the demand?) 

- Correct leveraging of Stocks [25%] (Do players use a lean production to minimize 

stocks?) 

- Correct leveraging of production efficiency [25%] (Do players increase the available 

production capacity?) 
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3.3.1.7 Expertise 

 

Figure 27 - Expertise 

The ability to perform professional jobs. 

It is calculated monitoring: 

- Order and Quality dependence [50%] 

- Result Orientation dependence [50%]  
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3.3.1.8 Flexibility 

 

Figure 28 - Flexibility 

The ability to effectively adapt to a variety of situations. 

It is calculated monitoring: 

- Mix of suppliers chosen [50%] (Do players use correctly the foreign supplier?) 

- Innovation dependence [50%]  
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3.3.1.9 Result Orientation 

 

Figure 29 - Result orientation 

The ability to set performance objectives, resulting targets and measures. 

It is calculated monitoring: 

- Growth of company value [25%] (Do players increase company‟s value?) 

- Player‟s company value versus System‟s company value [25%] 

- Strategy [50%] 

(If the player hire new workers, does he invest the correct budget in training? Do players invest 

constantly?) 
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3.3.1.10 Innovation 

 

Figure 30 - Innovation 

The ability to make something new and to improve performance. 

It is calculated monitoring: 

- New technology expenditure [50%]  

Player‟s actions that favour company‟s innovation [50%] 

 

3.3.2 Experiences with the automatic assessment tool 

Due to the personal experience of the project partners and the results of the second pilot phase 

it was suggested that feedback should be given earlier in the game to support the players and 

help them to understand the impact of their decisions and how to improve.  

While the players in the current version of the game must still have played the complete 12 

rounds to receive feedback, it seems useful in the case of a further development of the game to 
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give the users direct feedback on their decisions. According to the feedback, the current version 

of the game might not meet the user‟s needs. 

 

3.4 Reflection / Lessons learned 

Aiming to support a European culture on entrepreneurship and to assist young people to become 

entrepreneurs, the P4G project has made a significant contribution to the achievement of this 

goal. With the Greatest Common Denominator Matrix (GCDM), a main result of the assessment, 

a milestone toward the definition of the characteristics of a „Young European Entrepreneur‟ could 

be reached. The found competences could be confirmed in the pilot phases and thus have great 

relevance for approaching entrepreneurs. By means of the pedagogical approach, these and 

other competences could be embedded in the business game and put into a learning context.  

Important in the context of P4G was not only to focus on the business game, but also to develop 

holistic learning scenarios. 

In the design of the learning scenarios, the demarcation of the target group and the context was 

decisive. With the help of the skills matrix as well as the pedagogical approach, the 

competencies and the manner of mediation were determined. In the last part of the preparatory 

phase, the focus was on the learning activities, the role description as well as tools and services 

that can be integrated into the scenario. In addition, an example scenario was listed. 

In the second phase, the Play & Perform phase, the game was first presented with the most 

important components, the activities of the company as well as the market analysis. The toolkit 

supports the learning process with different resources. At the end of the chapter, the evaluation 

and feedback system was explained in detail. 

The scenarios will help trainers and teachers to adapt to the business game and the additional 

learning materials for different contexts and target groups. While the overall implementation of 

the learning scenarios was very successful, there were still suggestions for improvement to carry 

out the game: 

DCU (Ireland): Many participants struggled in terms of understanding the impact of their 

decisions and suggested that they would have benefitted from more feedback from the game 

itself. The majority of participants felt that more visually appealing graphics would have made it 

a more user friendly experience. Participants really enjoyed the multiplayer version of the game, 

as being able to see your position on the leader board added to the competitive element and 
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added a great deal of fun and motivation. Providing opportunities for reflection and discussion 

during the different rounds was also beneficial to participants as they could consolidate their 

learning and experiences.  

BIA (Bulgaria): The Multiplayer version of the game was more appealing to the participants in 

Bulgaria because of the competitive environment which it simulated and the knowledge gained 

as a result of the internal discussion in each team. 

LIUC (Italy): Some participants ask for more variables in the game (to let grow the complexity of 

the game during the rounds); we think that this request means that after many played games 

the players wish have something different and the game should change and/or increase the 

difficulty after a certain number of games. With these improvement the game could remain 

interesting and challenging for long time.  

NKUA (Greece): The multiplayer game was more demanding as the players had to antagonize 

other people. All participants enjoyed the multiplayer version of the game. The function of the 

virtual market was closer to the real one and as a result the players were involved in logical 

reasoning. 

All in all, it can be said that P4G could successfully implement the original goal of providing an 

innovative learning experience for students and young unemployed in the area of 

entrepreneurial competences. Improvement potential is seen by the users mainly in some game 

details, especially in usability aspects and the adaptation of the difficulty level. 
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