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Increasing
Vocational
competences of
entrepreneurship
Teaching with the use

of gamification O

Final Meeting in
Athens (GR)

On the 20 and 21 July, the GAMIFY
partners met for the last time in
Athens - GREECE, to discuss the last
steps of the project that will end on the
31% of August.

The final meeting was a good ground for
the project partners to review the final
version of the game (02), both in
English and in the national languages,
according to the suggestions emerged
during the testing in each country.

Moreover, the partners agreed on the
final version of the didactical materials
for Teachers (03) and guidelines on
how to use the game in class, taking in
consideration the opinions of the VET
teachers that tested them in each
country.

An important session of the meeting
was dedicated to the sustainability plan
that has been finalized and the
dissemination actions, including the
the MULTIPLIER EVENTS organized in all
the countries, since these activities can
ensure the continuation of the project
after its end.
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Gamify
Teaching

The FINAL VERSION of the GAME WAS OO

DEVELOPED! O

1 - AVATAR SELECTION AND STARTING THE GAME

2 — CHOOSE YOUR TOPIC (SCENARIO) TO PLAY

choose your topic

1 Increasing self-belief and self-confidence

Market research

Goal setting and visualisation

Understanding if self-employment is right for me

Developing a business model

Role of social media in establishing your business

How to start and run a business from home

Get connected!

https://www.facebook.com/GamifyYourTeaching/

https://twitter.com/GamifyTeaching
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3 — PLAY FROM THE LEVEL 1 TO THE LAST
LEVEL

Increasing self-belief and self-confidence

4 — SCENE INTRODUCTION

Increasing self-belief and self-confidence

How you see yourself has a big impact on how others see you. Working to increase
your self-confidence and self-belief can help you to make the most of your potential.
Starting a business in itself can also be a great way to increase your self-confidence,
as you start to see just what you are capable of!

If you're not sure whether you feel confident enough to start a business at the
moment, don't worry. Increasing self-confidence is a process that can benefit all areas
of your life, both personal and professional. As your self-confidence increases, so will
your conviction that you are ready to go out on your own and become an
entrepreneur.

5 - SCENE SIDEBAR INFO

Here you can learn more about the skills that make up self-confidence.

Assertiveness is the ability to stand up for your own or other people's rights
in a calm and positive way, without being either aggressive, or passively
accepting ‘wrong'.

Problem solving is something we all do every day. It's an integral part of our
lives. However, in order to be successful in solving problems, you must be
confident in your ability do so. This involves trusting your judgement and
your ideas of how a preblem should be approached and resolved.

Negotiation is a means by which people resolve differences. It represents a
process where the conflicting sides try to reach an agreement or compromise
without coming into conflict.

Resilience is the ability to:

« Bounce back from adversity

6 — SCORING AT THE END OF THE
SCENE

Level completed!
Well done!
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MULTIPLIER EVENTS of the
GAMIFY project!

At the moment, all the 7 MULTIPLIER EVENTS
foreseen by the GAMIFY project have been
organized, with the scope of disseminating and
transferring the intellectual outputs and results of the
project.

In detail, the MULTIPLIER EVENTS have been realized
as follows:

> in ROMANIA, on the 14 July with 50 local
participants

> in UK, on the 13 July with 30 local participants

> in LITHUANIA, on the 3 of July, with 15 local
participants

> in GREECE, in the 23 June, with 50 local participants
> in ITALY, on the 9 of June, with 43 local participants
> in SPAIN on the 3 May and 29 June with 50 local
participants in total

> in POLAND on the 30 lJune, with 50 local
participants
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http://play.gamify-project.eu/

