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INTRODUCTION

The Let’s have fun with the business start-up - Biz4Fun project aims to increase the
competitiveness of young, mostly unexperienced people, and facilitate their integration
in the labour market. Young people usually have innovative ideas, but it is very difficult to
realize those projects due to lack of courage, funds or capacities.

The project has developed four intellectual products:

101 - Course Curriculum and Content — how to develop a successful business

The Curriculum is based on the study and analysis of best practices in the
development of technology incubators and successful entrepreneurial activities.

102 - 3D Virtual World and Social Game (3D VWSG)

The educational tool is available for free to and it can be used and it for youngsters’
self-learning purposes. The concept of the game is based on the real start-up
company. The learner/avatar will be able to establish a start-up company and
manage it from the beginning.

103 - Online Open Educational Resources

The Biz4Fun 3D VWSG is an online platform with OERs (presentations,
multimedia, 3D objects etc.) aimed to support young practitioners through the
learning topics and skills most needed to establish and manage a business
company.

104 - Handbook for Biz4Fun Social game or how to make entrepreneurship more
understandable

The Handbook contains information about the Biz4Fun VWSG and its
functionalities of the 3D world and intends to support teachers, trainers and
decision/policymakers to use an innovative learning approach derived from the
use of serious games.

Besides providing an overview of the learning scenarios and available activities,
the Handbook intends to highlight the innovation potential of the Biz4Fun Project,
providing suggestions for the improvement of the learning process through virtual
learning environment and social game for non-formal and informal education.
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1 OVERVIEW OF THE HANDBOOK

This Handbook is a guidance document designed to provide detailed information about
GBL with the purpose of promoting the use of the Biz4Fun WSG as an innovative learning
approach derived from the use of serious games.

In particular, the Handbook aims at providing:
— an introduction to GBL,
— an overview of the instructions and functionalities of the Biz4Fun 3D VWSG,
— areview of learning material and activities available in the Biz4Fun 3D VWSG,

— recommendations for exploitation of virtual learning environment and
online social games in the field of VET/HE,

— suggestions for the recognition and certification of the knowledge and
competencies acquired through the Biz4Fun WVSG.

For any queries or feedback about the content of this Handbook please contact the
National Project Managers (see Section n.2).

1.1 Who is this handbook for?

“Nowadays, competence requirements have changed with more jobs being subject to
automation, technologies playing a bigger role in all areas of work and life, and
entrepreneurial, social and civic competences becoming more relevant in order to ensure
resilience and ability to adapt to change” (Council recommendation on key competences
for lifelong learning).

Further strengthening key competences in VET curricula and Open and innovative
education are the main priorities addressed to the Biz4Fun Project. According to the
European Commission, the European economic growth depends on its ability to support
the growth of enterprises. Considering that the most important sources of employment in
the EU are Small and Medium-sized Enterprises, Biz4Fun intends to encourage young
people to become entrepreneurs, acquiring the skills and competencies needed to set up
and grow their businesses.

The project aims to promote entrepreneurship, defined as “an individual’s ability to turn
ideas into action. It includes creativity, innovation, risk taking, ability to plan and manage

projects in order to achieve objectives” (Promoting entrepreneurship).

With the purpose of facilitating learners in the acquisition/development of skills and
competencies needed to run a business and be a successful entrepreneur, four 10s have
been developed throughout the project.

The first three 10s are primary addressed to young people (EQ level from 3 to 7); this
Handbook (104) is designed to help teachers, trainers and decision/policymakers
(accreditation organizations, decision making bodies, local governments, umbrella
organizations responsible for ECVET/ECTS etc.) use the Biz4Fun VWSG exploring its
innovation potential.


https://eur-lex.europa.eu/legal-content/EN/TXT/PDF/?uri=CELEX%3A32018H0604(01)
https://eur-lex.europa.eu/legal-content/EN/TXT/PDF/?uri=CELEX%3A32018H0604(01)
https://eur-lex.europa.eu/legal-content/EN/TXT/PDF/?uri=CELEX%3A32018H0604(01)
https://ec.europa.eu/growth/smes/promoting-entrepreneurship_en
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The ultimate goal of the Handbook is to provide target groups with a detailed overview of
the methodology and results of the Biz4Fun project, with the purpose of encouraging their
use in the field of VET/HE.
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2 GBL: DEFINITION AND BENEFITS OF LEARNING

This section aims at introducing the principles of GBL and investigating into the potential
of educational games in the field of education and training. It focuses on the significance
of gaming in education and training and gives an overview of social games underlying
what makes a social game different from other games.

Most students need effective and interactive experiences that motivate them to actively
participate in the learning process. GBL can be an effective tool to support students in
developing skills and competencies. Although GBL is not a new concept in education, it
has gained more popularity in recent years with the purpose of creating an engaging
learning environment. Digital game-based learning can be defined as an “instructional
method that incorporates educational content or learning principles into computer or
video games with the goal of engaging learners” (Coffey H.).

Biz4Fun
1.) COMPETITION

v Games can provide motivation to
students/players to engage and

finish an activity. It doesn’t need

to be against another participant.

2.) ENGAGEMENT

Games that are fun to play
significantly improve learning
performance.

3.) REWARDS

Rewards aid in the learning
process by keeping the
participant invested and
coming back for more

4.) REINFORCEMENT
AND FEEDBACK

Feedback in a game context is
instantaneous and scoring can
be standardized to allow
comparisons.

According to Nick O’Neill, “social games are a structured activity which has contextual
rules through which users can engage with one another. Social games must be multiplayer
and have one or more of the following features: turn-based, are based on social platforms
for providing users with an identity and are “casual”.

10
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So, a social game has to be multiplayer: it refers toa mode of play for computer
games and video games where two or more gamers can play in the same game at
the same time, co-operatively as a team or head-to-head competitively (Webopedia).

We could therefore assume that a social game is one that is most fun when you play with
your other players. The player can choose to play with others or against others.

w

Biz4Fun
1.) FAMILIARITY

Players need to learn the
mechanics early and get to the
fun fast

2.PROGRESSION /
Player need to have a mix of

exciting long-term and short-

term goals.

3.) VALUE AND FUN

Users play a game when they
feel they are gaining some
sort of value from it.

2.1 Why use social games in education/training?

We can now focus on the benefits of learning through gaming, so that teachers, trainers
and policymakers may understand the potential of the Biz4Fun educational gaming
learning platform and its impact on the learning process.

It is widely acknowledged that games are valued sources of play for many learners. The
use of gaming can indeed generate benefits in the learning process.

Digital GBL can provide unique opportunities for developing, range of abilities and
benefits associated with play:

e Memory Capacity improvement

Playing digital games may boost our memory and this not only relates to games whereby
players have to remember aspects in order to solve the game or memorize critical
sequences.

11
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e Hand-Eye Coordination Development

Researchers suggest that digital games sharpen eye-hands coordination skills
(Sensorimotor skills)

e Social and psychological benefits

Educational games can develop users’ soft skills and play a key role in increasing the
players’ sense of self-esteem and improve socialization skills, leadership skills and team
building.

Digital GBL can also be an effective tool for stimulating different users to work in teams.
Players are required to collaborate to achieve a common goal, so they have the chance to
improve their communication skills. Most of these students develop their interpersonal
skills as they collaborate in teams and work in tandem with their peers.

e (ritical thinking

Players engagement with digital educational games improves their critical thinking as it
helps them make evaluative decisions to solve problems.

e Computer & Simulation Fluency

Playing digital games allows players to improve their digital fluency.

e Motivation

The theory of intrinsic motivation in games by Malone and Lepper is based on
experimental manipulations of different games. The theory suggests that games are
rewarding due to a combination of key factors, such as: challenge, fantasy, and curiosity.
To conclude, digital games can be powerful learning environments because they
encourage active learning and participation within "affinity groups" (Gee, 2004).

lacovides, 1.; Aczel, ].; Scanlon, E.; William, JW, point out that “through gaming, players
learn to participate in semiotic domains made up of words, pictures, and/or anything that
is used to communicate different types of meaning. These domains are associated with
specific affinity groups of players whose knowledge, skills, tools and resources contribute
toform complex systems of distributed parts. These essentially make up a community of
practice where players can gain resources from fellow members to help them to solve
problems within, and sometimes outside of, the specific domain”.

12
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3 BIZ4FUN VWSG: THE SOCIAL GAME DYNAMICS

The Biz4Fun 3D VWSG is an educational learning platform designed to engage students
with real world scenarios and phenomena.

ERASMUS + 2018-1-SK01-KA202-046271

Our learning platforms aims to stimulate players to play together and enhance interaction.
From our perspective, doing is better than watching for learning. So, the Biz4Fun 3D
VWSG, provides players with the opportunity of watching videos and answering quiz, but
not only. In fact, players have the opportunity to walk through a 3Dscenarios and decide
what to do and how to do.

The Platform has been created focusing on the following features:

Customization: as a successful game should provide multiple paths to
success, the VWSG has been designed to offer choice for users. The
Platform enables players to customize or make changes to the
experience to meet their specific needs/interests. The final mission to
accomplish is the creation of a startup and for doing this, the player has
the opportunity to choose the scenarios and paths to experience within
the 3D world. Our WSG is therefore customized to individualized
teaching.

The Platform provides opportunity for feedback and practice
Multiplayer (sharing items, invite new players to join etc) /messaging

(external APP groups for players: e.g. discord)

Social Platform Integration: possibility of posting pictures on Social

Media platforms from the VWSG

Challenging (levels, achievements, rewards, final ranking, pathways)

13
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4 AN INTRODUCTION TO THE BIZ4FUN WVSG

The online platform provides the player with 10 learning scenarios and a broad array of
OERs (textbooks, presentations, multimedia, 3D objects) and interactive learning material
created and/or gathered by the Consortium to enable learning and improve performance.

The 3D VWSG also includes functionalities for gamification and carrying out virtual
sessions like conferences and seminars, a media library and other learning activities.

By using the OERs available on the learning platform, users will have the mission to create
and manage a start-up company.

The online platform has been designed as a Virtual world. It can be defined as a
“synchronous, persistent network of people, represented as avatars, and facilitated by
networked computers. VWs can really enrich learning and empower the learners mainly
because they have the potential to support multimodal -using different senses-
communication among all participants in the educational process” (Tramontana, M.
Zheleva, M.).

The Biz4Fun 3D Virtual World and social game includes:
- 30 multimedia interactive scenarios,
- 20 3D constructions demonstrating procedures,
- 15 learning scenarios in the 3D Virtual World.

The 3D VWSG is broken up into several areas. Players go through these areas, and take up
various challenges and tasks. To complete the Game, players must perform specific tasks
and multimedia activities.

In order to allow users to customize the play experience to their own tastes and
preferences, the platform addresses to new entrepreneurs (EQF level 3) until professional
CEO (EQF level 6-7).

In fact, the game focuses on entrepreneurship essentials for building and financing new
ventures

The 3D VWSG is mostly free online learning platform addressed and available to users
(mostly unexperienced young people) around the world for self-enrichment.

Biz4Fun supports the development of truly blended education as well as self-study. Users
can use the online platform for self -study, while teachers and trainers are encouraged to
integrate the learning environment provided by 3D VWSG in teaching.

By exploring the platforms, users also have the chance to improve their ICT skills.

14
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%

3. Biz4Fun WVSG Learning Scenarios

15
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1. Introduction to
Entrepreneurship

2. Business
opportunities and
market trends

3. Business Models

4. Business Plan

5. Collaborative tools for
designing or innovating a
business model

4. Biz4Fun WVSG Map

ERASMUS + 2018-1-SK01-KA202-046271

6. Marketing

7. Digital marketing

8. Analysis on the best
Marketin%Strategies
for Small Businesses

9. Financial
Management

————

10. Human Resource
Management

The learning paths available on the online platform correspond to the training contents

developed through 101 (see Annex I):

1. INTRODUCTION INTO THE ENTREPRENEURSHIP
2. BUSINESS OPPORTUNITIES AND MARKET TRENDS IN YOUR COUNTRY AND

EUROPE
BUSINESS MODELS
BUSINESS PLAN

MARKETING
DIGITAL MARKETING

O ® N o 1w

FINANCIAL MANAGEMENT
10. HUMAN RESOURCE MANAGEMENT

COLLABORATIVE TOOLS FOR DESIGNING OR INNOVATING A BUSINESS MODEL

ANALYSIS ON THE BEST MARKETING STRATEGIES FOR SMALL BUSINESS

4.1 Learning scenario n.1: Introduction to Entrepreneurship

The users arrive at a park and are welcomed by an NPC character, who guides them
through the 6 theory panels. Then they must complete 2 assessment activities to complete

the scenario.

16
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4.2 Learning scenario n.2: Business opportunities and market trends

There are multiple rooms in a building and in each one of them, the user studies theory
presentations, has meetings with NPCs and then takes a quiz activity.

4.3 Learning scenario n.3: Business Models

The user enters a building and there is an area with 9 distinct parts on the floor (one for
each part in the business model canvas). An NPC character is near and approaches the
user. He directs the user to visit each one of the areas, to receive information about the
corresponding part of the business model canvas. when the user enters one of the areas,
information appears. there is also a presentation about the business model canvas. here
is also an assessment (group) activity. There is an empty canvas and 9 cards around it. the
user (or group of users) must place each one of the cards to the correct place in the canvas.

17
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3. Business Models

4.4 Learning scenario n.4: Business Plan

In all the 5 activities. the avatar studies the theory (presentations / videos) and then they
sit in a table and have dialogue with npc characters in the form of quiz questions. Apart
from multiple choice questions (select the correct answer), there are also questions
where the avatar needs to select more than one options (e.g identify the 5 odd ones). there
are also 'offline' activities for the student to work out of the 3d world (e.g find a slogan)
and be evaluated by the teacher.

Activity 1. recognize the successful business ideas
Activity 2. identify business ideas according to market’s needs

Activity 3. identify the fundamentals elements of a business plan and how to
build it

Activity 4. define the business plan according to your business ideas and market
needs

Activity 5. define a marketing strategy for your business idea

4. Business Plan

18
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4.5 Learning scenario n.5: Collaborative tools for designing or innovating a
business model

In this scenario, the user enters a large bulding, separated into three rooms that cover the
three topics. In each one of the rooms there are theory presentations, an NPC that
interacts and guides the user and multiple Assessment activities (quizzes, form sentences,
classify items e.t.c).

4.6 Learning scenario n.6: Marketing

The user arrives at a room with two doors: basic definitions, needs of the people. an NPC
character (marketing guide) introduces himself and provides instructions.

The user has the option to select only the door about 'basic definitions of marketing'. the
npc follows the user and shows a presentation about that topic. the user gets a quiz then
in the form of selecting the suitable answer(door) for each question (room).

After completing this quiz and getting out of the rooms about the first topic, the user can
select from three other doors: marketing mix instruments; promotion; customer service.
For the first two rooms, there is a table where the user takes a quiz.

For the "customer service" room, the user arrives at a car shop and takes the role of a car
seller. he sits at a computer and views a presentation about customer service. There are
cars in the room. the user takes a quiz where each answer is associated with a score at the
end of the quiz he is evaluated and gets relevant feedback.
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4.7 Learning scenario n.7: Digital Marketing

The user arrives at a labyrinth-like area (or room with 3 doors). Each door has the name
of one of the topics: Effective online marketing tools, Web and Promotion, Social Media.
An NPC character (marketing expert) introduces and gives instructions about what they
should do. The user selects one of the three doors and enters a room. The NPC follows the
user and shows a presentation about that topic.

For each one of the topics there are quizzes. These quizzes are represented as doors inside
amaze. There is a room for each question and doors for each one of the possible answers.
The user needs to select the correct answers (doors) to get out of the maze.

The user must complete all three quizzes (maze rooms) to complete the module.

The user can then teleport to a nearby building and learn about Marketing Automation.
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They enter in a digital marketing department, where three NPC characters work on:
— Email Newsletters,
— Social Media Pos
— Scheduling Lead-nurturing workflows

When the user approaches each one of the NPC characters, they give him a description of
their tasks. After studying the theory, the user enters a room and takes a quiz.

Finally, the user is teleported outside, where they can learn about Digital Metrics /
Evaluation. An NPC character approaches and talks with the user (dialogue). The user
studies the material (presentations). After studying the user cam take a quiz activity,
accompanied by images.

4.8 Learning scenario n.8: Analysis on the best marketing strategies for
small businesses

The user enters a building with multiple room. In each one of them the user can study the
theory presentations and then take various roles and interact with NPC characters. There
are various assessment activities such as quizzes and filling gaps of sentences.

8. Analy;is on the best
arketing Strategies
for Small Businesses

2§

4.9 Learning scenario n.9: Financial Management

The player arrives at a bank-like space with three NPC characters waiting at their desks
(helpdesk, cleric, counter). Before getting to them another npc character (bank guide)
introduces and guides the user on what they must do. First, they speak to the helpdesk
NPC, that shows a presentation about: financial terminology. Then they speak to the bank
cleric NPC, that shows a presentation about: financial planning. Finally they speak to the
bank counter NPC, that shows a presentation about: financial management. after that, the
bank guide NPC, approaches the user and directs him to an office where the CEO of the
bank waits. the CEO asks 11 questions. if the student answers all of them correctly, he
receives the funding.
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There is a second floor that covers the additional topic of Funding Opportunities for a
business.

4.10 Learning scenario n.10: Human Resource Management

In each one of the 5 activities the avatar studies the theory (presentations /
videos) and then they sit in a table and have dialogue with NPC characters in
the form of quiz questions.

- Activity 1: Human capital power of market

- Activity 2: Business Internal supply qualification

- Activity 3: Human resources informational system as a database
- Activity 4: Gathering human capital from external environment

- Activity 5: Business’ human resources educational plan
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10. Human Resource
Management

> |

The mission of the player is to create his/her own startup. For doing this, he/she has the
chance to go through the different learning pathways:

1. Marketing Pathway: C1, C2, C6,C7 ,C8

2. Business Planner Pathway: C1, C2,C3,C4, C5
3. Financial Pathway: C1, C4, C9

4. HR Pathway: C1, C4, C10
5

. Manager Pathway: Badge 1+Badge 2+ Badge 3+ Badge 4 OR go through all
the Courses (from 1 to 10)

The player must choose one of the specialization paths to get the badge (e.g. Marketing
Pathway) If the player gets all the 4 badges, he/she will get the Manager badge.

4.11 Results of the piloting events

The Biz4Fun Piloting events carried out in partner countries have been crucial for
analysing experiences during gameplay and reviewing the 3D VWSG.

General information

Greece - 33 people participated in the online piloting event of Biz4fun in Greece,
consisting of 17 learners, 10 VET/HE institutions and 6 policymakers.

Learners completed a questionnaire after a VET teacher made a demonstration for them,
almost the same happened with another VET professor for some teachers and finally
with individual people (VET institutions and policymakers) that received the documents
and questionnaires.
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Turkey - 23 people involved in the Turkish side. 12 of them were learners, 8 from VET/HE
institutions and 3 policymakers.

Czech Republic - 21 people took part in the online event, consisting of 17 learners, 3
people from VET/HE institution and one policymaker.

Italy - 41 people participated in the online event of Biz4fun in Italy: 20 of them were
learners, 18 were people from VET/HE institutions and 3 Italian policymakers.

Slovakia - 14 people were involved in the slovak online piloting event of Biz4fun. 7 of
them were learners and the other 7 came from the world of business, start-ups and
policymakers.

TOTAL: 132 people involved
— Learners: 73
— VET/HE institutions: 39
— Policymakers: 20

Results of the online evaluation for Learners and VET /HE institutions

The first area focuses on the clarity of instruction and explanation provided by the Staff
introducing the BIZ4Fun Project and 3D Virtual World and social game.

Questions/Participants Learners VET/HE
institutions

GRE 64.7% very| GRE 80% very clear

How clear were the clear

explanations about the TUR 750 TUR 75¢

BIZ4Fun Project? % %
CZE 47% CZE ---
ITA 80% ITA 28% (+67% clear)
SVK 43% SVK ---
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How clear were the explanations
for the rules of the BIZ4Fun Virtual
World and Social Game?

GRE
clear

70.6%

TUR 58'3%

CZE 35%

ITA70%

SVK 29%

veryl

GRE 77.8% very clear

TUR 50%

CZE ---

ITA 17% (+66% clear)

SVK ---

[t is easy to use the BIZ4Fun Virtual
World and Social Game

GRE 100% easy

GRE 100% easy

TUR 100% TUR 100%
CZE 53% CZE ---
ITA80% ITA
SVK 29% 50%
SVK ---
How would you rate the BIZ4Fun | GRE 41.2% very| Are there any
Virtual World and Social Game | good prerequisites (prior
graphic design? knowledge) needed to
TUR 58'3% use the game?
CZE 24%
GRE 90% not
ITA 40% TUR 37.5%
SVK 43% good CZE
ITA 67%
SVK ---
Did the game progress smoothly? | GRE 94.1% yes GRE 100% yes
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CZE 35%

ITA 45%

SVK 29%
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TUR 100%

CZE ---

ITA

SVK ---

Did you learn something new?

GRE 100% yes

Please describe the main
playful and educational

TUR 100% features of the game
CZE 71%
ITA 95% Inventive- Interesting
- Analytical
SVK 72%
The step-by-step
systematic game
Would you like to use the BIZ4Fun | GRE 88.2% yes
Virtual World and Social Game for
your studies atSchool/University? | TUR 91.7%
CZE 71%
ITA 70%
SVK 72%

Would it be useful to use the
BIZ4Fun Virtual World and Social
school/

Game for academic

purposes?

GRE 94.1% yes

TUR 100%

CZE 71%
ITA 80%

SVK 72%
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The Biz4Fun VW and Social Game | GRE 82.4% yes
can be an effective tool for

acquiring/developing TUR 100%

competencies needed for starting

a successful business CZE ---
ITA 70%
SVK 86%

— -Pleasant and beautiful experience.
What is the greatest strength of the

BIZ4Fun VW and Social Game?

— -Conversation with others.
— -The NPCS.

— -The usefulness.

— -Good design.

— -Good organization.

— Tedious and sometimes incomprehensible
What is the greatest weakness of the] content.

game? — Slow servers.

— Graphics.

— Movement with avatar.
— The installation.

— User experience in some quizzes.

— -Simpler content (6%)

Your support counts! What would | — -Shorter presentations (6%)
you change/improve in the| _ _petter graphics (23%)
BIZ4Fun VW and Social Game? _ -1 wouldn’t change anything (29%)
— -The chat process (6%)

— -Software running efficiency (6%)

— -Show completion rate for each course (6%)

— -Random selection of quiz questions (6%)

— -Show right answers (12%)
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Policymakers

Answers

Greeks

— Enough content, which satisfactorily meets the needs of the

learners.

— Training tool in the spectrum of entrepreneurship. The

brainstorming setting contained in the game is familiar in their
daily lives.

— Team collaboration and interaction is an important lesson for

participants in a game. Also the integration of the virtual world
as a teaching method and approach.

A demo video of the basic features for those who are using this
kind of virtual worlds for the first time.

Turkish

"This is an invaluable resource for young people. Especially
since today's young people are not a generation that picks up
and reads books, there is a need for such fun and educational
applications.

The fact that it is free increases its usability. It can be used in
various fields depending on whether it has a technologically
flexible structure. We can consider using it in cooperation with
Naturelder in our entrepreneurial activities.

The idea and application of bringing education to a 3D
environment is interesting. The widespread use of this type of
training will help both reduce the reaction of young people to
the current education system and increase the efficiency of
education.

One of our participants drew attention to the lack of technical
infrastructure. Another said, "In addition to the educational
materials in the game, the game itself needs to be translated
into Turkish. English can be a social obstacle, especially for
young people in the disadvantaged group.
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Czechs

— Only one czech policymaker took part in the event, so the most
relevant information is:

—The Biz4Fun 3D Virtual World has the potential to be a
supporting tool for the education process.

—Teachers at primary/secondary schools do not have capacity to
“waste their time” with the complicated installation.

— Problem should also be the insufficient hardware of some
pupils/students.

—Positive is that there is a “game” element and in the future the
closer cooperation with the teachers can bring very interesting
results at the end.

Italians

— The platform content seems well-calibrated for secondary
school students and potentially represents an excellent
starting point for developing entrepreneurial skills.

— Participants do not see any obstacles in terms of application
and economic aspects. However, they underlined the fact that
it would be crucial to involve motivated teachers who believe
in entrepreneurship education and the possibility of learning
by playing.

— BIZ4Fun Social Game should be a starting point to develop
business ideas, moving from virtual to reality, or at least to a
simulation of real life. After having played and learned, you
should put into practice what you have learned at school.

— Interactivity could also be developed, foreseeing a wider range
of activities to be done on the platform beyond the training
material and quizzes.
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Slovaks

— During playing the game, the game covered the basics of
entrepreneurship. Platform environment provides us with a
wide range of content that can be modified according to the
needs of the target group. It provides a good base at this stage.

—The game is not built properly enough to use it in any useful
way. There is no clarity what the Game intends to do,
controlling the character is difficult, some basic functions are
missing, while there are plenty of useless functions present
making it more difficult to grasp.

—An easier way to register and start the Game, the current
children do not have enough patience with a long installation.
The great idea, it only needs to be improved

Results of the online evaluation for Policymakers

The questions of policymakers online evaluation were 4:

1. To what extent do the learning platform, the virtual world and the social game
Biz4Fun, but also its content correspond to the business skills of the target group

2. How could you use the Biz4Fun VW and Social Game platform in your context and what
would be, in your opinion, its main benefits and obstacles in your training practice?

3. Thatideas, approaches, tools of the Biz4Fun VW and Social Game would be worth adapting
in related (local) strategies and practices and why?

4. What would you improve on the Biz4Fun VW and Social Game online learning platform
(technicalities, functionalities, content) and how?

Concluding, we can say that policy makers’ online evaluation shows that the degree of
satisfaction, in general terms, in relation to the BIZ4Fun VW and Social Game is good.

Conclusion

The rating of the Greek and Turkish piloting reports is - overall - very good overall and a
broadly positive approval has been received by learners, VET institutions and
policymakers from both countries.

The Italian report shows strong support from the majority of participants and gets a good

rating.

The Czech and Slovak reports are ranked quite well, although slightly less well received
than the other three participating countries.
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5 THE BIZ4FUN 3D VIRTUAL WORLD AND SOCIAL GAME: HOW DOES IT
WORK?

5.1 Account creation

You can create an avatar account (Firstname, Lastname, Password) here:
http://virtualworld.sch.gr:9

In the Main Menu, there is an option “CREATE ACCOUNT” that leads to the Avatar creation
form.

First Name: (%)

Last Name: (%)

Password: (%)

Retype password: (*)

Type of avatar:
EFemale
® mMale
© Neutral

create

The combination of “Firstname” and “Lastname” will be the name of the avatar inside the
World. You must remember these along with the Password to be able to log in the world
later.

The Email field is optional. You can also select one of the three types of avatars (Female,
Male, Neutral) that will adjust your initial appearance.

Finally click on the “create” button to create an account. If the account has been created
successfully, you should get a success message.

5.2 Installation of 3D Viewer software

To connect to the 3D World with the avatar you created, you need 3D Viewer Software
such as Firestorm or Kokua. We recommend using Firestorm. You can download the

version for OpenSim here: https://www.firestormviewer.org/os-operating-system/

Select your Operating System and download the suitable version.

SL and OpenSim Viewers

Only needed if you visit OpenSim grids; should not be used for uploading mesh to Second Life.

For SL & Opensim, 64bit:

MD5: 08a67070083a1399997db2aaal 02d8df
For SL & Opensim, 32bit:

MDS5 9ddaac654820a5168c1f4bed4603fc6b

31


http://www.firestormviewer.org/os-operating-system/

Biz4Fun - Let’s have fun with the business start-up

ERASMUS + 2018-1-SK01-KA202-046271

Execute the downloaded file and follow the instructions to complete the installation.

W TITIONT- REICaIERDS 2V, 11,3303
Viewer Help
Preferenc Ctri+P

Exit Firestorm  Ctri+Q

General Grid Manager Miscellaneous

Chat
Colors
Graphics
Sound & Media
Netwo

Move & Vi
Notific.
Privacy
Advanced
User Interface
Skins

Crash Reports
Firestorm
Opensim

Backup

5.3 Connect to the 3D World

Add new arid

httpvirtuaiworid sch.gr-9000 /N | c---  Aeply

Manage Grids
Grid name -
3RD Rock Grid
Aviworlds
BizdFun
Craft World
DigiWoridZ Grid
FrancoGrid

Login URI =

grid 3rdrockgrid.com;8002
login.aviworids.com:8002
virtualworid sch.gr:9000
craft-world.org:8002

login digiworidz.com:8002
loginfrancogrid.org -

Grid Name BizdFun
Grid URI http /ivirtualworid sch.gr:9000/

http Jvirtualworid.sch.gr.9000/wifljuser/account

http JNirtualworid sch.gr-9000/wifiwelcome html

http /Vvirtualworld sch gr9000/Wwififorgotpassword

OK Cancel

Use your username "First name Last name" and password and select "Biz4Fun" grid from

the drop do'wn

-Rele.

Biz4Fun

e |

v Rem

menu. Click 'Log In’ to enter.

¢

I . S——
“logiin®

¥ Remember password

v

After connection is made you will be inside the virtual world with your avatar.
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@ Firestorm-Release64 5.0.11.53634 - John Hatzis = a x

| World  Buld  Content Help -} biz(227,47,22) - Gen (NSNS 050 BUYOS! 147

4 | @ BusinessDistnct, biz (227. 47, 22)

5.4 Movement and camera control

One way to move the avatar and control the camera is using two small windows offered
by the ED Viewer, that contain all the necessary buttons.

If these windows do not appear, you can enable them from the top menu:
-= Avatar > Move Control
-= Avatar > Camera Control

This is not an easy way, so we suggest to use the keyboard controls. For movement you
can use the arrow keys or the WASD keys. For WASD to work correctly, you have to enable
it from the Preferences
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Options:

a 3

ew Mouselook = Movement Tleports Map & Minimap

Move & View

- You can use F to Begin Fly mode:

- You can use E to go Higher

- You can use C to go Lower

MOVEMENT CONTROLS

Key

Aor Left

Shift-A or Shift-Left
C or PgDown

D or Right

Shift-D or Shift-Right
E or PgUp

F or Home

Sor Down

Wor Up

Space

Function

Turn left

Move left

Crouch/Fly down
Turnright

Move right

Jump/Fly up

Fly on/off

Walk backward

Walk forward

While moving, press Space for slow motion
D must be enabled)

CAMERA CONTROLS

Key
Alt-up/down arrow Zoom camera
Alt-left/right arrow Rotate camera left/right
Alt-Ctrl-up/down arrow Rotate camera up/down
Alt-Ctrl-Shift-arrows Pan camera

Function

ERASMUS + 2018-1-SK01-KA202-046271
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5.5 Navigation
There are two kind of maps you can use for navigation:
World > Minimap

- Itshows a small map where you can Identify your location and it updates
according to Avatar movement

- Itacts as a compass

- You can use this map to teleport to another point by Double Clicking
required location

World > World Map
- Larger overview of the region with filtering feature
- You can zoom in/out to find more regions nearby
5.6 Inventory

Each avatar has an inventory of files organized by file type:

= - Avatar > Inventory (Ctrl + I)

Inventory ?7-X

Filter Inventory

pand Filter All Types -

v @ OpenSim Library (diva distro)
» B3 Animations Library
» (=] BodyParts Library
» £ Clothing Library
» B9 Gestures Library

B3 Landmarks Library
» Notecards Library
» B2 Objects Library

=1 Photos Library
» 1 Scripts Library

£ Sounds Library

» [ 1 Texture Library (£

#~ + [ 243 Elements

Share Marketplace

You can create files for your avatar’s appearance (BodyParts and Clothing folders), you
can find or create text files with notes (Notecards folder) or find Objects that you have
received from the activities (Objects folder).
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5.7 Adjusting your appearance

For customizing your body 4 types of objects need to be created/edited:
- Eyes-double click on it for replacing current
- Skin - double click on it for replacing current
- Shape - double click on it for replacing current

- Hair - double click on it for replacing current

Inventory ?
Filter Inventory
Co Expand Filter All Types

Inventory Recent Worn

0 Elements)

YU New Eyes (worn)

New Hair (worn)
)'(New Skin (worn)

2 New Shape (worn)

253 Elements

Profile

You can further customize outfit by right click on your avatar > appearance > edit
outfit You can create custom clothes, by creating clothe files in your Inventory and double
clicking them. Inventory > Clothing > (right click) new clothes > choose type of outfit.

Inventory Recent Wom

YWY New Eyes (worn)
New Hair (worn)
.XNew Skin (worn)
2 New Shape (worn)
» [=] Calling Cards
» [& Clothing (19/1 Elements)
5

Nev
New Clothes

Remove From Current Ou

Find All Links
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Then right click and select edit to adjust the appearance of each clothe as you desire.

nventory

Filter Inventory

Inventory
» D
W New Shirt (v

ts (worn)

261 Elements

5.8 Communication

ERASMUS + 2018-1-SK01-KA202-046271

Shirt Bottom

," r\ /'\

Impor:

You Can add other user avatars as friends to easily find them and be able to teleport to
them. From the Viewer’s navigation bar, select Comm -> People, to open a window that
display a list with all nearby users. Right click on one of the users and you get the option
to view their Profile, add them as a friend, send a private instant message (IM), request
that you teleport to them(Request Teleport) or that they teleport to you (Offer Teleport),
and to create a distinct marker on his place to easily find him (Track).

B Firestorm-Releasex64 5.0.11.53634 - wop admin

Avatar Comm World Build Content Help Advanced

' P ETE NS € Biz4aFun, biz (132, 144, 23) - General [E)

Favorites Bar

Nearby Friends Groups

Dey er & +) biz(132, 144, 23)- General - {

Recent Blocked Contact Sets

G -

Name

Alex Oster

Bill Adder

Bill White

Bjorn Vilhemson

Bonny Heathermoore

Brad Wayne

Caladan Brood View Profile
Chalice Anderson Add Fri
Christine Orell Add to Set
Daniel Lorenzo

Depie Carrington (CE

Garry Riordan

Harry Bieder

Harry Block

Hope Andrews

Jenny Noris

lohnv Diaz

Invite To Group

Seen

Ranage

17 127.76

0:29:16

86.34

9:17 32.83

16

97.79

0:29:17 43.62

0:29:16
0:29:16

0:29:16

90.54

102.78
108.47
138.74

6 100.45
6 93.10
6 35.89

126.74

7 106.37

0:29:16
0:29:16

95.39
131.77
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If you have already added some user as a friend, you can find them in the ‘Friends’ tab,
even if they are not online at the moment. You can send them a private message and they
will be able to see it as soon as they log in the virtual world.

D Firestorm-Releasex64 5.0.11.53634 - wop admin
a m Build Content

i), | @ sizarun,
=

Favorites Bar

Conversations - Nearby Chat
Contacts @ fZ]

Nearby Chat (@) [12:41] wop admin: hello

[12:42] Christine Orell: Welcome! My name is Christine.
This area has been prepared to introduce you to some
initial but important concepts. Would you like a quick
presentation?

Kostas Kovas

To nearby chat

You can open the chat window (Comm -> Chat) to view and participate in conversations.
The default ‘Nearby Chat’ displays all discussions that happen near your avatar. There is
also a shortcut for righting quick messages that nearby avatars will receive by using the
chat bar on the bottom left of your screen.

You can configure and use Gestures to be used with chat. Gestures are animations
performed by your avatar to indicate or emphasize your attitude or your emotions. You
can associate specific Gestures with specific words, so when you include them in your chat
messages, your Avatar will perform the animations.

First, open your Inventory (Avatar -> Inventory) and locate the “Gestures Library”
folder, under “Opensim Library”. There are several gesture files in that folder, and you can
right click and select “Activate” the ones you want your avatar to be able to perform.
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W 1 EILUNITICITASEAR SuUs | 1 IV T WU Gl
Content Help 4 ed De e 7 ) biz (240, 50 General - Biz4Fun

o Biz4Fun, biz (240, 50, 22) - General B

R |

[
Gestures ? X Gesture: LOL - X

Name A~ Chat Key Description: 2008-10-03 14:09.57 gesture

I,

Filter:
can we move along? /bored Trigger: jLoL

clap /clap
dancel /dancel Replace with:
dance2
dance2
dance3 /dance3 Library:
» (=] BodyParts Library *  definitely YES yes! Animation
» [ Clothing Library L LoOL /LOL s Sound
w [B9 Gestures Library me! Ime E"fat
;p can we move along? (active) New Gesture AE
;p clap (active) e NO /no! == Steps:
‘:j dancel (active) L . not sure /shrug Start Animation : Belly Laugh
Y"'raise hand /cringe
/shock
1:} LA AL, ::s;'ls:ﬂutslde J‘s:;Lark
1:} definitely YES (active) Wave
1§ LOL (active) whoohoo! fwoot!
;p me! (active) wink! fwink - \optipgs)
11 no (active)
11 not sure (active)

ary (diva distro)
» £3 Animations Library

: Shortcut Key:

fp dance2 (active)

1" raise hand (active)
suprised (active) A ppen simultaneously, unless you add
take it outside (active) v Active only

k> + [ 12.937 Elements Preview
Play

Then open the Gestures Window (Comm -> Gestures) and you will see the Gestures you
have activated. Double click on one of the Gestures and you will see your avatar
performing the animation. Select a Gesture and click the “Edit” button to view the details.
There is a Trigger field that shows the command to use in chat to perform the Gesture. For
example, you can write /LOL in the chat menu to make your avatar perform a laughing
animation.

You can use the groups window (Comm -> Groups) to join or create a Group with other
users to communicate with.

Voice communication is not enabled in the Biz4Fun World, however users can use
software like Discord to speak through the microphone with other users. We have created
dedicated server in Discord for the Biz4Fun World. You can create an account in Discord
for free and then enter the Biz4Fun World server to participate in the general discussion
or to find and communicate with other users. There are applications for every operating
system, or you can use a Web Browser.
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& C | @& Hiscord.com Ww v O N

m 9ISCORD

Your place to talk

Whether you're part.of a school club, gaming group, worldwide art community, or
just a handful of friends that want to spend time together, Discord makes it easy to
talk every day and hang out more often.

Y Download for Windows Open Discord in your browser

You can use the following invite link to find and join the Discord server:
https://discord.gg/rGdBXdk

When you are in the Biz4Fun server you can participate in the TEXT CHANNELS about the
project on the top left. You can enter the VOICE Channels to use your microphone to speak
with other users connected in the Biz4Fun voice server. On the user list on your right, you
can find all users that have joined the Biz4Fun Discord server (even if they are not inside
the 3D World at the time) and find and communicate with specific ones if you prefer to.

Biz4Fun World general
Y¥ CIWVIIIC W

Biz4Fun World

Invite People
@ Invite your friends

general

Covan12

5.9 NPC characters
Many scenarios include characters controlled by scripts that you can interact with.

These characters usually approach you when you get near and you will see some dialogue
options that you can use. NPC characters may provide instructions or hits, guide you to
other areas, test your knowledge or give you objects such as rewards.
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Christine S

17. NPC

5.10 Presentation panels
Presentation panels are used in most scenarios to display the theory of the topic. You can
interact with the buttons to navigate through the slides or change language:

x
ENTREPRENEURSHIP =
Biz4Fun

Entrepreneurship is the process of designing, launching and
running a new business, which is often initially a small business

The people who create these businesses are called
entrepreneurs

Usually Entrepreneurship is associated with innovation, such as
* new products

* new production methods

* new markets

* new forms of organization

S R S ¥ e aE

18. Biz4Fun Presentation Panels

5.11 Activities

Each activity inside the World may have different ways to interact with. The instructions
are specific to each Activity and you should find them next to the activity itself.
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The 3D Viewer you are using, may offer specialized functionality to quickly share your
activities in social media.

Check the options under the “Comm” menu, to find the integrated functionality to quickly
post Status, Photos or Check In, to social platforms like Facebook, Twitter, and Flickr.

O Firestorm-Releasex64 5.0.11.53634 - wop admin

Avatar

Hadan |

Favorite:

Comm

World
Online Status

Friends

Build

Ctri+Shift+F

Ctri+Alt+Shift+F

ontact Sets
Groups
Chat

Pe

Conversations
Gestures

Facebook...
Twitter.
Flickr.

Voice morphing

ation Log..
Nearby
Block List

f Voice

Ctri+Alt+Shift+C

Ctrl+Shift+G
Ctri+H

Ctri+T

Ctri+G

Content

Advanced Search Menus

Help

, biz (240, 50, 22) - General [}
L

Post to Facebook STt

>

Status Photo Check In Friends

1024x768 -

No Filter

1024 768

B

Refresh

Comment (optional)

Post

Cancel
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You can also manually take screenshots, using the snapshot window (Avatar -> Snapshot),
and save them on your computer (or your inventory) to share later. You can also select to
send the image via E-mail message or to share it on Flickr.

Snapshot

™ e
o [ |

¢*, Refresh

Capture:

Interface

HUDs
Freeze frame (fullscreen)

Auto-refresh

Filter: No Filter

Save to Disk
Save to Inventory (0S$0)
Share to Flickr

Send via E-mail

5.13 Reward System

On the starting area of Biz4Fun, you can find a BOX that you can click to receive a HUD
item. Find the HUD item in your Inventory under the “Objects Folder” and a fixed window
will appear on the top right of your screen.

This object tracks your activities in the 3D World and your progress regarding the 10
BizFun Courses. There is a bar for each course, and it will have a different color based on
your progress. A red bar means that you have not completed any activities for the specific
course. A yellow bar means that you have completed some of the activities and a green
bar that you have completed all the activities for the specific course.

When you have completed the activities for a course, you can click on the bar to receive
as reward an item. You can then find the reward item on your inventory. Reward items
may be sticker images or promotional clothing you can wear in the 3D World (e.g a
Biz4Fin T-Shirt with a relevant message).
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6 INTEGRATING THE BIZ4FUN 3D VWSG INTO THE LEARNING PROCESS

It is widely acknowledged that GBL has revolutionized education and training. Research
has continuously shown the benefits of GBL, pointing out that such approach can allow
students to focus well enough to learn better, enhancing and reinforcing the learning and
teaching process.

Considering the 21st-century students differ from those of the preceding decades, GBL
can help teachers and educators work with them. Digital games are indeed a tool that
teachers, facilitators and adult educators can use to create a more engaging and connected
environment students may benefit to acquire/strengthen a set of skills and transversal
competencies.

This chapter serves three aims.
— Itintroduces the Biz4un Methodology.

— It attempts to identify and describe the steps that teachers and educators should
implement to gain the most from the Biz4Fu VWSG, taking advantage of gaming
technologies to build a fun, stimulating and interactive virtual learning
environment that promotes the acquisition of skills and competencies needed to
be a successful start upper.

— It also outlines the main innovation potential for the Biz4Fun online learning
platform.

6.1 BIZ4FUN methodology

The aim of the Biz4Fun project is to increase the competitiveness of young, mostly
unexperienced people, on the job market in partners‘ countries.

The learning environment adopts a pedagogical approach that, through 3D virtual reality,
offers winsome, fun, and effective educational opportunities. Biz4Fun offers a 3D virtual
environment designed to help broadening the young people economic knowledge,
shaping the basics of entrepreneurship, and reducing gaps in the knowledge of financial
tools.

According to the constructivist theory of Jean Piaget people build their knowledge
through the experiences and internal re-elaboration that each individual works in relation
to their sensations, knowledge, beliefs, and emotions.

From this perspective, the learning process is also the result of a continuous interaction
between the information to be learned and the interpretation built based on previous
knowledge, the context and the personal meaning attributed to them. Many educational
strategies are based on the principle of constructivism; one of the most effective for
science education is the strategy called Inquiry Based Science Education (IBSE). It refers
to a teaching methodology aimed to an active learning that leads to a profound knowledge
and not only to memory. This methodology considers the scientific investigative nature
and the manner in which students learn and start from the idea that the heart of scientific
learning is the direct experience. The learners show a natural curiosity that is an
expression of an attempt to understand the world around them and they build their
knowledge by reflecting experience. The IBSE methodology gives great importance not
only for experimentation but also for collaboration, the ability to reflect, discuss,
document, present and share the results of the investigations.
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Adopting this training method allows learners to develop an understanding of the
scientific aspects of the world through the development and use of investigative skills. In
particular, the IBSE bases its principles on some general rules, primarily on the belief that
the student is able to control his own learning process by working as scientists, by
performing experiments, collecting and analysing data.

The characteristics of this learning process are therefore linked to the exploration of the
environment, to creating hypotheses to be refuted through experimentation.

Starting from these considerations, the project Biz4Fun is providing an environment of
innovative virtual reality for the education of entrepreneurship, funded by the European
Union under the Erasmus+ program. The aim of the project is to accompany learners in
the study and learning of entrepreneurship through new educational technologies.
Biz4Fun offers a 3D interactive virtual environment designed to help learners learn about
starting up new business using the IBSE strategy and virtual environment.

Learners can: visit the virtual classes of Biz4Fun, carry out experiments, explore
procedures and deepen their knowledge through educational content and resources.
Moreover, learners have "non-player characters" available to help them analyse and
understand the entrepreneurship processes simulated in the virtual world.

Summarising, 3D virtual learning environments can motivate learners through innovative
and engaging study experiences. Furthermore, virtual worlds encourage learner’s
empowerment through more interactivity and more constructive ways of learning.

6.2 Pedagogical tools, events and actions

In general, objects in OpenSimulator have different states. While in a state, the object waits
(or listens) for specific events to occur (e.g. someone touches or approaches the object)
that trigger it, it executes some actions (e.g. rotate or display a label above) or changes
state. As an example, a lamp is initially in a state called “off” and waits for the event of
some user clicking/touching it. When a user clicks it then it executes an action that makes
the lamp turn on and then changes to another state called “on”. While on state “on” the
object waits for a user to click it so it turns off and returns to state “oft”.

Some events that an object can wait to happen:
- user touches (clicks) an object,
- user wears or equips/attaches an object,
- user takes a copy of an object,
- user approaches an object,
- user collides with an object,

- user selects an option in a dialogue menu or types some text in a dialogue text
box,

- user writes some message in a chat channel,
- wait for an object to be attached to an avatar,
- eventrepeats every X seconds (timer).
Some actions that an object can execute after some event:

- object changes position, size, color, opacity, texture, rotates etc.,
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the texture assigned to the object moves/animates (e.g. running water),

object "says" some text in chat or plays a sound,

label/text is displayed on top of an object,

make a plane of the object glow,

play a sound file (up to 10 seconds) stored in its inventory,

create a dialogue menu for a specific avatar to provide an answer to a question,
play a sound file (up to 10 seconds) stored in its inventory,

object stops/sleeps X seconds between two actions,

user avatar is teleported to another position in the region or in another region,
the walking speed of the avatar is reduced/increased,

an object is given to the avatar (becomes available in his inventory).

Examples:

6.3

A door is initially closed and opens (action: rotate) when the user clicks (event:
touch) on it (the door can be locked so user needs to first make some action e.g.
type a password).

The user is asked to select a color in a dialogue menu (event: option in dialogue
menu) and the object is then painted with it (action: change color).

An elevator moves to another floor (action: move to target) when the user clicks
(event: touch) a button.

On a presentation screen, the next slide is loaded (action: change texture) when
user clicks Next button (event: touch)

On a presentation screen, the next slide is loaded automatically every 10
seconds.

When the user approaches an object (or area) he receives a text message.

What are the Kkey steps to implementing the biz4fun 3d vwsg in formal
and non-formal education?

The more efficient and consistent way to bring the Biz4Fun Social Game into the
curriculum is to have a plan and a clearly defined goal. Here are some recommendations
for incorporating GBL into lesson plans or programs:

Step 1. Determine the Purpose of GBL

Teachers and educators should first determine if they want to use the 3D VWSG for

Intervention: the tool can be used to address students’ trouble spots.
Enrichment: once the learner master core material, the WVSG can be an

effective tool for presenting content through different media

Reinforcement: the class can play to reinforce curriculum content.
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o Step 2. Test the Biz4Fun 3D VWSG before using it

While playing, teachers and educators should pay attention to some key criteria
(customization, engagement, content) to make sure that the platform and its content is
aligned with learning goals.

e Step 3: Dedicate Time to GBL

To gain the most from Biz4Fun 3D VWSG, teachers and educators should use GBL in a
systematic and consistent way.

With GBL, the whole process is a well-organized learning environment within a game
where players are, they are keen on social interaction with people who are entitled to help
them to deal with the challenge.

Biz4Fun supports the development of truly blended education as well as self-study.

So, users can use the online platform for self -study, while teachers and trainers are
encouraged to integrate the learning environment provided by 3D VWSG in teaching.

According to Ivanova, gamers are usually seeking for challenges and appreciate feedback
of their actions. They are keen on social interaction with people who are entitled to help
them to deal with the challenge. She claims that gamers are perfect learners.

The researcher points out that teachers and educators need feedback, as well as strong
social relationships, and they are willing to overcome the challenge of learning. And
students need the same. They need a challenge, their teacher’s/educator’s feedback, and
a thoughtfully designed learning environment.

The use of the Virtual World for Educational which “provides sensory immersive
experience, exploratory hands-on learning, collaborative social interaction, experiential
learn-led activities and active role-play that go beyond the traditional classroom setting”
plays a key role in modern education practices” (Tramonti, Michela and Zheleva, Mariya).
The Biz4Fun VWSG represents and educational models and a GBL approach aimed to
facilitate the development of a new collaborative e-learning approaches and to provide
opportunities for an effective distance and online education through the support of
groups or communities bringing together experts, teachers and students from different
countries or locations.

6.4 The innovation potential of the Biz4fun 3D VWSG

The Biz4Fun project aims to support innovation in VET, reshape the tools around the
needs of learners and employers.

With the purpose of providing students the skills and competencies needed to turn ideas
into innovations and promoting greater employer engagement, the Partnership of the
Biz4Fun project has been committed to work on combining technological innovation and
a new pedagogical approach.

Based on such innovative approach, the Biz4Fun 3D VWSG can conceptually be seen as
can be seen as an education tool dedicated tool to tackle societal challenges across various
expertise. The  Platform  addresses such challenges supporting the
acquisition/development of skills and competences needed to build the own innovation
capacity of the students.

The innovative aspects of the Biz4Fun project concern open and innovative education and
embedded in the digital era. In particular, the Biz4Fun 3D VWSG:
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- provides access to effective learning scenarios,
- brings practical experiences from real-life best practices into digital learning,

- focuses on a pedagogical approach that covers all aspects of learning
preferences of young people (short but consistent information, videos,
interactivity, etc.).
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7 RECOGNITION AND CERTIFICATION

The courses in Biz4Fun 3D Virtual Worlds should be organized into sessions, which can
follow the scenario structure or be organized according to the study plan of the VET
provider. Before starting the learning activities, the organisation of following events is
recommended:

7.1 KickOff Event

The KickOff event introduces the course/scenario goals and the expected activities in 3D
Virtual World. It should motivate the participants and provide an overview of the
activities and methods that will be used through the course. This event can be realized in
an auditorium and it can include a video or a podcast message.

7.2 Initial or pre-course learning activity

An initial learning activity can be proposed to participants before the course officially
starts. This pre-course activity could be, for example, self-discovering the Biz4Fun 3D
Virtual World or thinking about the activities that student's company will focus on. It is
very important that the initial learning activity makes a good impression on participants,
and they will be familiar with the 3D Virtual World. This is also a good opportunity for
administrators to see if there are any technical problems.

7.3 Learning standards for Biz4fun 3d Virtual World Courses

Name of the course/scenario INTRODUCTION INTO THE
ENTREPRENEURSHIP

EQF level 3

Expected learning outcomes Understand the concept off
entrepreneurship and identify the needs of]
a project.

Tools and outcomes methods for evaluation offe Case studies

the learning e Critical reflection

Name of the course/scenario BUSINESS OPPORTUNITIES AND MARKET
TRENDS IN YOUR COUNTRY AND
EUROPE

EQF level 4

Expected learning outcomes Learn how to identify and analyze the

business opportunities in correlation with
[the consumer behavior.

Tools and outcomes methods for evaluation offe Case studies

the learning e Self-assessment

Practical project

e Examination
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Name of the course/scenario BUSINESS MODELS

EQF level 5

Expected learning outcomes Learn how to design the business flow at the
strategic

llevel in order to deliver value to the
customers.

Tools and methods for evaluation of thele Case studies

learning o Self-assessment

outcomes

Name of the course/scenario BUSINESS PLAN

EQF level 4

Expected learning outcomes Learn how to design the business flow at the

strategic level in order to deliver value to the|
customers, to identify collaborative
approaches and equipment reconstruction.
Also is included a management

approach of the business plan.

Tools and methods for evaluation of thele Case studies

learning outcomes
g o Self-assessment

e Examination

Name of the course/scenario COLLABORATIVE = TOOLSFOR
DESIGNING OR [INNOVATING A
BUSINESS
MODEL
EQF level 6
Expected learning outcomes Learn how to create, deliver and capture

value for the company and customer using]
new and modern

jtechnologies.

Tools and methods for evaluation of thele Case studies

learning outcomes
9 o Self-assessment

e Examination

Name of the course/scenario MARKETING
EQF level 4
Expected learning outcomes Learn how to promote, sell and distribute a

51



Biz4Fun - Let’s have fun with the business start-up

ERASMUS + 2018-1-SK01-KA202-046271

product or service in order to obtain added-
value in your company.

Tools and methods for evaluation of the
learning outcomes

e Case studies
o Self-assessment

e Practical projects

Name of the course/scenario

DIGITAL MARKETING

EQF level

4

Expected learning outcomes

Learn how to use digital technologies (SEO,
content marketing, content automation,
social media etc.) in order to engage people
and drive business awareness.

Tools and methods for evaluation of the
learning outcomes

o Self-assessment
e Practical projects

e Peer review

Name of the course/scenario

ANALYSIS ON THE BEST MARKETING
STRATEGIES FOR

SMALL BUSINESSES

EQF level

4

Expected learning outcomes

Learn how to identify and choose the correct]
marketing strategy that best fits for the
proposed business objectives.

Tools and methods for evaluation of the
learning

outcomes

e Case studies

e Self-assessment

e Practical project

Multiple-choice tests

Peer review

Name of the course/scenario

FINANCIAL MANAGEMENT

EQF level

5

Expected learning outcomes

Learn how to search what sort of capital to
obtain in order to fund the company's
assets.

Tools and methods for evaluation of the
learning

e Multiple-choice tests

e Self-assessment

outcomes
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Name of the course/scenario

HUMAN RESOURCE MANAGEMENT

EQF level

6

Expected learning outcomes

Learn how to
performance and

increase the employee

gain a competitive advantage on the market.

Tools and methods for evaluation of the
learning outcomes

o Self-assessment
e Peer review

e Practical project

Name of the course/scenario

HUMAN RESOURCE MANAGEMENTT

EQF level

6

Expected learning outcomes

Learn how to increase the employee
performance and gain a competitive
advantage on the market.

Tools and methods for evaluation of the
learning

outcomes

o Self-assessment

e Peer review

e Practical project
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8 CONCLUSIONS

The Biz4Fun VWSG gives participants the change of accessing virtual contexts at the same
time through their own avatars. The online learning platform has been designed as a
social game, allowing players (mostly young inexperienced people) to interact with digital
artefacts and communicate with other players. Designed with the purpose of providing
learners with the skills and competencies needed to create a manage astartup, the online
platform recreates experiences providing students the capacity to solve problems similar
to the real ones.

Being an educational online tool aimed to educate their users about entrepreneurship
covering EQF level from 3 to 7, the Biz4Fun VWSG can address to a wide range of users:
from young people (most of them are fascinated with GBL) to their teachers/educators,
VET/HE representatives but also business world representatives.

This Handbook highlighted some of the benefits and key issues related to motivation,
engagement in relation to playing digital games. Although there is a need for further
empirical studies to assess how the issues relate to each other and how to design more
effective and enjoyable learning environments also in informal and non-formal education,
it is widely acknowledged that using technology for educational purposes can be
beneficial to both learners and teachers/educators.

If educational digital games can be successfully used to improve both learning and
teaching, what do the users of Biz4Fun VWSG get out of the experience?

The Biz4Fun VWSG aims to promote innovation in education, encouraging
teachers/educators and learners to explore, research and use new tools to uncover
something new. The online platform designed and created during the Biz4Fun projects
intends to further strengthen key competences in VET curricula and Open and innovative
education, providing users with:

— a virtual world providing an immersive learning experience, “exploratory
hands-on learning, collaborative social interaction, experiential learn-led
activities and active role-play that go beyond the traditional classroom setting.”

— a social game: the online platform provides users with a learning
environment activity which has contextual rules through which users
can engage with one another.

Within the Biz4Fun project the development of the learning environment, methodology
and OERs aim to promote innovation in informal and nonformal education.

Considering that the “One-size-fits-all" approach no longer applies in education and
training, the Biz4Fun VWSG has been designed to provide students with customized
learning. It empowers them to learn by giving them the freedom to determine when,
where, and how they learn and to focus on.

To conclude, we assume that the Biz4Fun VWSG can be successfully used to improve both
learning and teaching.

Students have the chance to understand the application of skills and knowledge to solve
real-life problems with help of effective learning process. The platform allows learnersto
think outside the box while acquiring/developing the skills and competencies needed to
become a successful start upper.
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And what about teachers and educators? According to Prensky, they must adapt their
instruction to meet the needs of students, making use of computer or digital-based games
as learning tools in the classroom.

Therefore, they can use the Biz4Fun VWSG as an educational support tool to complement
traditional teaching methods to improve the learning experience of the learners, with a
special focus on the acquisition and development of entrepreneurial mindset.

Entrecomp, the Entrepreneurship Competence Framework develop by the European
Commission, describes entrepreneurship as a lifelong competence and as a transversal
competence, which can be applied by citizens to all spheres of life from nurturing personal
development, to actively participating in society, to (re)entering the job market as an
employee or as a self-employed person, and to starting up ventures (cultural, social or
commercial).

We have a lot to learn about the use of new technologies for educational purposes.
However, as there is not innovation without experimentation, all the actors involved in
informal and nonformal education should be encouraged to use innovative educational
tools such as the Biz4Fun VWSG.

The role of such experimentation is crucial in shaping education policy as well as
providing learners the opportunity to enhance the entrepreneurial competencies which
are crucial for personal development and for raising inclusion into the labour market.
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1 COURSE PURPOSE
Do you want to start or grow your own business, go international, or avoid bankruptcy?

In this business and management course, you will learn the key concepts and steps needed
to design or innovate your own business model. You will learn about the trade-offs to be
made, and the design issues that are critical for a viable and sustainable business model.

This course will help you answer questions like, "How do I create a simple business model
in a structured way?" and "How do [ engage my users and how do I create value for my
customers as well as revenue for my company?"

2 LICENSE

The course materials of this course are protected under Copyright in the Project “BIZ4FUN -
Let’s have fun with the business start-up” (ERASMUS + 2018-1-SK01-KA202-046271) and
are licensed under the Creative Commons Attribution-NonCommercial-ShareAlike (CC-BY-
NC-SA) 4.0 International License.

3 COURSE OBJECTIVE

Select the
appropriate Identify business opportunities and
tools for market trends in your country and in
designing or Europe
innovating a
business model

Identify the proper
entrepreneurial
steps to follow in
order to build a

successful business Analyze the best marketing

strategies for Small Businesses

Learn how to
design a business

Learn how to implement an
effective financial management
in a Small Business

model in a
structured way
and present the Learn how to

business model in build an

a single sheet effective

Identify the key elements for
an efficient human resource

marketing plan management

Learn how to validate
a business model

. Learn how to use digital
solution

marketing and
automation tools to
increase sales

4 COURSE POLICIES

All students must be honest and forthright in their academic studies. To falsify the results
of one's research, to steal the words or ideas of another, to cheat on an assignment, or to
allow or assist another to commit these acts corrupts the educational process. Students
are expected to do their own work and neither give nor receive unauthorized assistance.
Any violation of this standard could lead to automatic withdrawal from the course without
credit or refund.

Course should be taken in a quiet, distraction free area.

5 TECHNICAL REQUIREMENTS/ SUPPORT:

Course is compatible with all major web browsers. A high-speed Internet connection is
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recommended.

6 GRADING POLICY

In order to receive credit for the course, participants must complete 100% of the course
activities with satisfactory responses and spend the required minimum time in the course.
If an assignment is found to be unsatisfactory, the student must revise and re-submit by
the due date given by the instructor. Course activities are comprised of discussion board
postings, readings, study groups, activities and short quizzes. End of module quizzes must
be passes with 100%. You may take the quizzes as many times as needed to pass.

Upon completion all students will receive a course completion certificate.

7 COURSE SYLLABUS AND LEARNING SCENARIO TEMPLATE

Introduction into the entrepreneurship - Theoretical courses.

Business opportunities and market trends in your country and in Europe
- The theoretical objective of this learning topic is to learn how to identify and
analyze the business opportunities in correlation with the consumer behavior.

Business Models - The theoretical objective of this learning topic is to learn
how to design the business flow at the strategic level in order to deliver value
to the customers.

Business Plan - Practical courses.

Collaborative tools for designing or innovating a business model - The
theoretical objective of this learning topic is to learn how to create, deliver and
capture value for the company and customer using new and modern
technologies.

Marketing - Practical courses.

Digital Marketing - Practical courses.

8. Analysis on the best Marketing Strategies for Small Businesses - The

9.

theoretical objective of this learning topic is to learn how to identify and
choose the correct marketing strategy that best fits for the proposed business
objectives.

Financial Management - Practical courses.

10.Human Resources management - Practical courses.

ERASMUS + 2018-1-SK01-KA202-046271
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Learning Scenario Template

Lesson Basic Data

Subject

Lesson Title

Prerequisites

Subject
Topic

Knowledge

List of Activities / Material

Name

Relevant Topics

Learning Topic Name

Short description Type

Connection Description

ERASMUS + 2018-1-SK01-KA202-046271
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Pedagogical Methods (choose relevant)

(] Concept mapping

[] Participatory Learning in Action (PLA) Techniques

[J Questioning

[IDrill and Practice

[ Tutorials

[JGames

[IStory Telling

[ISimulations

[JRole-playing

[IDiscussion

L] Small group activities

[ Social media activities (Facebook, Twitter, Youtube)

Other:

3D Activity Description (one table for one activity — copy as much as you need)

3DActivity Objectives

Keywords
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3DActivity Duration

Learning

Activity

Description

Assessment

Graphic Description

Information text

Work Instructions

Info

References

8 LEARNING OUTCOMES

In terms of ability to develop a successful business, the student will be able to:

e use new tools and technologies for promoting the business to different types of

stakeholders;

e search, choose and develop the most appropriate business model that

economically best fits to his proposed objectives and needs;
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identify attractive market that can be reached economically;

use business automation as an innovative tool for design a new business model;

In terms of demonstrating the understanding of how to develop a successful business, the
student will be able to:

design appropriate a business model;

recognize appropriate financing models for his/her entrepreneurial career;

articulate an effective elevator pitches to gain support for the venture;

develop a well-presented business plan that is feasible for the student;

develop a multi-target marketing strategy;

9 COURSE OUTLINE
9.1 Course 1. INTRODUCTION INTO THE ENTREPRENEURSHIP

1 Type Theoretical
2 Course description | The main objective is to spread the enterpeneurial
culture among young people and to develop
entrepreneurship behavious through the activation of
practical experience of learning. Will represent set of
information that allow to develop learning materials
focusing on start-ups' key areas like: Developing a
business idea; Building a team; Creating a business plan;
Customers, sales and marketing, Forms of investments
etc.
3 European 3
Qualifications
Framework (EQF)
4 Learning activity entrepreneurship support and/or transfer of
content innovation to the practice;
how to choose the business model;
strategic outcome;
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5 Pedagogical e type of content: Open Educational Resources (OER),
Models, Strategies tutorials, videos;
and ICT tools e methodologies and techniques: Collaborative
Learning, Semi-Structure and Free Discussions,
Participatory Learning in Action (PLA);
e ICT environments and tools: Concept Mapping, Drill
and Practice, Social Networking;
6 Language of the EN and translations
course
7 iiizllise:f the to be decided
8 Supervisor UPAT - PANEPISTIMIO PATRON (EL)
9 Mode of delivery online learning
10 | Learning outcomes | The theoretical objective of this learning topic is to
understand the concept of entrepreneurship and
identify the needs of a project.
11 | Assessment * Case studies;
methods e (ritical reflection;
12 | Feedback for * Questionnaires;
evaluation
13 | Recommended or e Drucker PF (1993) Innovation and
required reading entrepreneurship: practice and  principles.
HarperCollins, New York.

e Alvarez, S.A., Busenitz, LW. (2001). The
entrepreneurship of resource-based theory. Journal
of Management.

e Kuratko, D. (2009). Introduction to
Entrepreneurship. South Western Educational
Publishing.
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9.2 Course 2. BUSINESS OPPORTUNITIES AND MARKET TRENDS IN YOUR
COUNTRY AND EUROPE

Type

Theoretical

Course description

Business opportunities and market trends in your country
and in Europe Course, integrating aspects of marketing,
management and finance aims to deliver the knowledge
and abilities for identifying opportunities in market
trends by engaging students in simulations, detection
exercises, and group work to explore the economic, social,

and political megatrends both in their countries and

Europe.
European 4
Qualifications
Framework (EQF)

Learning activity
content

e Administrative process & potential risks;
e Consumer segmentation;

e Purchase situation analysis;

e Direct & indirect competition analysis;

e Analysis of complementary products & services;

Pedagogical
Models, Strategies
and ICT tools

e type of content: Open Educational Resources (OER),
tutorials, videos;
and Collaborative

e methodologies techniques:

Learning, Semi-Structure and Free Discussions,
Participatory Learning in Action (PLA); desk research;
e ICT environments and tools: Quizzes, Concept

Mapping, Social Networking;

Language of the
course

EN and translations

Names of the to be decided
lectures
Supervisor SUA - Slovak University of Agriculture In Nitra (SK), SBA

- Slovak Business Agency (SK), EUC - Edu Consulting, z.u
(CZ), CTE - Asociatia Centrul de Training European (RO),
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UPAT - PANEPISTIMIO PATRON (EL), EGINA - European
Grants International Academy S.R.L. (IT), MNLA - Akdeniz
Naturel Yasam Dernegi (TR)

9 Mode of delivery online learning

10 | Learning outcomes | The theoretical objective of this learning topic is to learn
how to identify and analyze the business opportunities

in correlation with the consumer behavior.

11 | Assessment e (ase studies;
methods o Self-assessment;
e Practical project;
e Examination;
12 | Feedback for e questionnaires;
evaluation
o feedback from students through focus-group
meetings;
13 | Recommended or | ® Gibson I, Rosen D., Stucker B. (2015) Business
required reading Opportunities and Future Directions. In: Additive

Manufacturing Technologies. Springer, New York, NY.

e Chesbrough, H. (2010). Business Model Innovation:
Opportunities and Barriers. Long Range Planning,
Volume 43, Issues 2-3, pp. 354-363.

e Brandon A. Mueller, Dean A. Shepherd (2016). Making
the Most of Failure Experiences: Exploring the
Relationship between Business Failure and the
Identification of Business Opportunities.
Entrepreneurship Theory and Practice, Volume: 40

issue: 3, pp. 457-487.

66



Biz4Fun - Let’s have fun with the business start-up

ERASMUS + 2018-1-SK01-KA202-046271

9.3 Course 3. BUSINESS MODELS

1 Type Theoretical
2 Course description | Designed to approach either a personal or corporate
challenge, the Business Models Course aims to identify
and communicate the key elements of a business model,
to enhance the ability to choose the appropriate business
model in order to meet the goals and to approach the
strategic outcome as a key attribute of the business in an
interactive way, using a range variety oflearning
resources.
3 European 5
Qualifications
Framework (EQF)
4 Learning activity o Different types of business models;
content
e How to choose the business model;
e Strategic outcome;
5 Pedagogical e type of content: Open Educational Resources (OER),
Models, Strategies tutorials;
and ICT tools ) ) o )
e methodologies and techniques: Questioning, Semi-
Structure and Free Discussions;
e ICT environments and tools: Quizzes, Concept
Mapping;
6 Language of the EN and translations
course
7 Names of the to be decided
lectures
8 Supervisor SUA - Slovak University of Agriculture In Nitra (SK)
9 Mode of delivery online learning
10 | Learning outcomes | The theoretical objective of this learning topic is to learn
how to design the business flow at the strategic level in
order to deliver value to the customers.
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11 Assessment

methods

e (ase studies;
e Self-assessment;

12 | Feedback for
evaluation

e questionnaires;
e feedback from students through focus-group

meetings;

13 | Recommended or
required reading

e Spiekermann, S., Acquisti, A., Bohme, R. et al. Electron
Markets (2015)25: 161.
https://doi.org/10.1007/s12525-015-0191-0.

e Tauscher K, Sven S.M. (2018). Understanding
platform business models: A mixed methods study of
marketplaces. European Management Journal, Volume
36, Issue 3, pp. 319-329.

e Wirtz, B, Pistoia A, Ullrich S., Goéttel V. (2015).
Business Models: Origin, Development and Future
Research Perspectives. Long Range Planning, Volume

49, Issue 1, pp. 36-54.

9.4 Course 4. BUSINESS PLAN

1 Type Practical
2 Course description | The course contains all aspects of the entrepreneurship
from the preparation basic business plan, through
building a team, looking for financing and finishing on the
marketing.
3 European 4
Qualifications
Framework (EQF)
4 Learning activity e development of successful business plan;
content e how to establish business company, how to manage
financial affairs;
e strategic outcome;
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5 Pedagogical e type of content: Open Educational Resources (OER),
Models, Strategies tutorials;
and ICT tools ) ) o ]
e methodologies and techniques: Questioning, Semi-
Structure and Free Discussions;
e ICT environments and tools: Quizzes, Concept
Mapping;
6 Language of the EN and translations
course
7 i\leilt?lise:f the to be decided
8 Supervisor EGINA - European Grants International Academy S.R.L.
(T)
9 Mode of delivery online learning
10 | Learning outcomes | The practical objective of this learning topic is to learn
how to design the business flow at the strategic level in
order to deliver value to the customers, to identify
collaborative approaches and equipment
reconstruction. Also is included a managementapproach
of the business plan.
11 | Assessment * Case studies;
e Self-assessment;
methods e Examination;
12 | Feedback for * questionnaires;
evaluation
13 | Recommended or | ® Shepherd, D. A. 1999. Venture capitalists’
required reading introspection: A comparison of “in use” and
“espoused” decision polices. Journal of Small Business
Management, 37(2): 76 - 87.
e Baron, R. A. 2008. The role of affect in the
entrepreneurial process. Academy of Management
Review, 33: 328 -340.
e Burns, P. 2001. Entrepreneurship and Small Business.
Basingstoke: Palgrave.
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9.5 Course 5. COLLABORATIVE TOOLS FOR DESIGNING OR INNOVATING A

BUSINESS MODEL
1 Type Theoretical
2 Course description | Tools for designing or innovating a business model Course
provides to students an overview about the most common
business models, the challenges in the digital era and the
opportunities provided by new technologies in order to
enhance the efficiency of the business model they have
chosen for their own business.
3 European 6
Qualifications
Framework (EQF)
4 Learning activity e Comparing business models
content e Assessing the business model
e Modern tools for innovating the business (business
automations & platforms)
. e type of content: Open Educational Resources ,
5 Pedagogical f 0 Ed lonal R OER
Models, Strategies tutorials
and ICT tools ) ) )
e methodologies and techniques: Collaborative
Learning, Semi-Structure and Free Discussions,
Participatory Learning in Action (PLA)
e ICT environments and tools: Quizzes, Concept
Mapping, Drill and Practice
6 Language of the EN and translations
course
7 Names of the to be decided
lectures
8 Supervisor CTE - Asociatia Centrul de Training European (RO)
9 Mode of delivery online learning
10 | Learning outcomes | The theoretical objective of this learning topic is to learn|
how to create, deliver and capture value for the company
and customer using new and modern technologies.
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11 Assessment

methods

e (ase studies;
e Self-assessment;
e Examination;

12 | Feedback for
evaluation

e (Questionnaires;
o feedback from students through focus-group

meetings;

13 | Recommended or
required reading

e Schaltegger, S., Hansen, E., Liideke-Freund, F. (2015).
Business Models for Sustainability: Origins, Present
Research, and Future Avenues. Organization &
Environment, Volume: 29 issue: 1, pp. 3-10.

e Saebia, T. Fossab, N. ]. (2015). Business models for
open innovation: Matching heterogeneous open
innovation  strategies with  business model
dimensions. European Management Journal, Volume
33, Issue 3, pp. 201-213.

e Evans, S, Vladimirova, D., Holgado, M., Van Fossen, K,
Yang, M,, Silva, E., Barlow, C. Y. (2017). Business Model
Innovation for Sustainability: Towards a Unified
Perspective for Creation of Sustainable Business
Models. Business Strategy and the Environment,

Volume26, Issue 5, pp. 597-608.

9.6 Course 6. MARKETING

1 Type Practical
2 Course description | Marketing course aims to provide to students the key
principles in branding, customer centricity, go-to-market
strategies and the opportunities to blend the old
marketing technics with the new ones in order to achieve
the full potential in promotional activities.
3 European 4
Qualifications
Framework (EQF)
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4 Learning activity e Attracting customers and activating them;
content ) .
e Marketing mix;
e Growth marketing;
¢ Online marketing;
5 Pedagogical e type of content: Open Educational Resources (OER),
Models, Strategies tutorials, videos;
and ICT tools e methodologies and techniques: Collaborative
Learning, Semi-Structure and Free Discussions,
Participatory Learning in Action (PLA);
e [ICT environments and tools: Quizzes, Concept
Mapping, Drill and Practice, Social Networking;
6 Language of the EN and translations
course
7 Names of the to be decided
lectures
8 Supervisor EUC - Edu Consulting, z.u (CZ)
9 Mode of delivery online learning
10 | Learning outcomes | The practical objective of this learning topic is to learn
how to promote, sell and distribute a product or service
in order to obtain added-value in your company.
11 | Assessment * Casestudies;
e Self-assessment;
methods e Practical project;
12 | Feedback for * questionnaires;
evaluation o feedback from students through focus-group
meetings;
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13

Recommended or
required reading

Kotler, P., Armstrong, G., Trifts, V., & Cunningham, P.
H. (2018). Principles of marketing. Brantford, Ont.: W.
Ross MacDonald School Resource Services Library.
Fill, C. (2013). Marketing communications: Brands,
experiences and participation. Harlow: Pearson.

Lee, K., & Carter, S. (2005). Global marketing and
advertising: Understanding cultural paradoxes. New
York: Oxford University Press.

Malhotra, N. K. (2010). Study guide and technology
manual: Marketing research an applied orientation.

Upper Saddle River, NJ: Prentice Hall.

9.7 Course 7. DIGITAL MARKETING

1 Type Practical
2 Course description | Digital Marketing Course provides an enhanced approach
of digital tools that are revolutionizing the world of
marketing by shifting the balance of power from firms to
consumers and explores several aspects of the new digital
marketing environment.
3 European 4
Qualifications
Framework (EQF)
4 Learning activity e Facebook advertising;
content e Google AdWords;
e Content marketing;
e Organic social media;
> Pedagogical . e type of content: Open Educational Resources (OER),
Models, Strategies ) )
tutorials, videos
and ICT tools
e methodologies and techniques: Role-Playing, Semi-
Structure and Free Discussions, Participatory
Learning in Action (PLA), Collaborative Learning
e ICT environments and tools: Quizzes, Simulations,
Story-Telling, Social Networking
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6 Language of the EN and translations
course
7 Names of the to be decided
lectures
8 Supervisor CTE - Asociatia Centrul de Training European (RO); SBA -
Slovak Business Agency (SK)
9 Mode of delivery online learning
10 | Learning outcomes | The theoretical objective of this learning topic is to learn
how to use digital technologies (SEO, content marketing,
content automation, social media etc.) in order to engage
people and drive business awareness.
11 | Assessment e Self-assessment;
methods e Practical project;
e Peerreview;
12 | Feedback for * questionnaires;
evaluation ¢ feedback from g gqenes through focus-group
meetings;
13 | Recommended or e Strauss, ], & Frost, R. (2009). E-marketing. Upper
required reading Saddle River, NJ: Pearson Prentice Hall.
e Tuten, T. L., & Solomon, M. R. (2018). Social media
marketing. Los Angeles: Sage.
e Chaffey, D., & Ellis-Chadwick, F. (2018). Digital
Marketing. Los Angeles: SAGE.

9.8 Course 8. ANALYSIS ON THE BEST MARKETING STRATEGIES FOR SMALL
BUSINESSES

Type

Theoretical
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2 Course description | Analysis on the best marketing strategies for small
businesses Course gives an integrated approach of
marketing strategies and tools in a digital era, engaging
students in practical exercises, simulations and study
cases.

3 European 4

Qualifications
Framework (EQF)
4 Learning activity e Design thinking and strategy;
content e Online advertising & social media;
e Web analytics & data visualization;
e Search Engine marketing (SEM);
5 Pedagogical e type of content: Open Educational Resources (OER),
Models, Strategies tutorials, videos;
and ICT tools ’ ’
e methodologies and techniques: Collaborative
Learning, Semi-Structure and Free Discussions,
Participatory Learning in Action (PLA), Role-Playing;
e ICT environments and tools: Quizzes, Concept
Mapping, Drill and Practice, Social Networking, Story-
Telling;

6 i‘s::f::ge of the EN and translations

7 iiirt?leli:f the to be decided

8 Supervisor CTE - Asociatia Centrul de Training European (RO); SUA -
Slovak University of Agriculture In Nitra (SK); EUC - Edu
Consulting, z.a (CZ)

9 Mode of delivery online learning

10 | Learning outcomes | The theoretical objective of this learning topic is to learn

how to identify and choose the correct marketing
strategy that best fits for the proposed business
objectives.
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e (ase studies;

required reading

11 | Assessment
e Self-assessment;
methods e Practical project;
e Multiple-choice tests;
e Peerreview;
12 | Feedback for * questionnaires;
evaluation e feedback from students through focus-group
meetings;
13 | Recommended or e Anderson, James C. and James A. Narus (1984), A

Model of the Distributor's Perspective of Distributor-
Manufacturer Working Relationships, Journal of
Marketing, 48 (Fall), 62.

e Geyskens, Inge, Jan-Benedict E.M. Steenkamp, and
Nirmalya Kumar (1998), Generalizations About Trust
in Marketing Channel Relationships Using Meta-
Analysis, International Journal of Research in
Marketing, 15 (3), 223.

e Young, Joyce A, Faye W. Gilbert, and Faye S. McIntyre
(1996), An Investigation of Relationalism Across a
Range of Market- ing Relationships and Alliances,

Journal of Business Research, 35 (2), 139-51.

9.9 Course 9. FINANCIAL MANAGEMENT

Type

Practical

Course description

Financial management Course aims to develop the
students™ abilities to plan and evaluate the financial
resources according with the business strategies, to
understand capital markets and institutions from a
financial perspective, covering fundamentals of strategic

management.
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3 European 5
Qualifications
Framework (EQF)
4 Learning activity e Financial planning, monitoring, evaluation and
content learning;
¢ Financial control;
e How to allocate specific financial resources;
5 Pedagogical e type of content: Open Educational Resources (OER),
Models, Strategies tutorials;
and ICT tools ) . )
e methodologies and techniques: Problem solving,
Semi-Structure and Free Discussions, Participatory
Learning in Action (PLA);
e [CT environments and tools: Quizzes, Simulations;
6 Language of the EN and translations
course
7 Names of the to be decided
lectures
8 Supervisor SBA - Slovak Business Agency (SK)
9 Mode of delivery online learning
10 | Learning outcomes | The practical objective of this learning topic is to learn
how to search what sort of capital to obtain in order to
fund the company's assets.
11 | Assessment e Self-assessment;
e Multiple-choice tests;
methods
12 | Feedback for * questionnaires;
evaluation o feedback from students through focus-group
meetings;
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13

Recommended or
required reading

e Grable, ].E., Park, ], Joo, S. (2009). Explaining financial
management behavior for Koreans living in the
United States, Journal of Consumer Affairs, 43(1): 80-
105.

e Parrotta, ].L., Johnson, P.J. (1998). The Impact Of
Financial Attitudes And Knowledge On Financial
Management And Satisfaction Of Recently Married
Individuals, Financial Counseling and Planning, 9(2):
59-75.

e Robb, C.A, Sharpe, D.L. (2009). Effect of personal
financial knowledge on college students’ credit card
behavior, Journal of Financial Counseling and

Planning, 20(1): 25- 43.

9.10 Course 10. HUMAN RESOURCE MANAGEMENT

Type

Practical

Course description

Human resources management Course aims to help
learners to have a deeper understanding of the
fundamentals in human resources and consider
alternative approaches in managing and evaluating

human resources of a business.

European
Qualifications
Framework (EQF)

6

Learning activity
content

e Intellectual capital;
e Organizational behavior and culture;

e Talent management;

Pedagogical
Models, Strategies
and ICT tools

e type of content: Open Educational Resources (OER);

e methodologies and techniques: Role-Playing, Semi-
Structure and Free Discussions, Participatory
Learning in Action (PLA);

e [CT environments and tools: Quizzes, Simulations;
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6 Language of the EN and translations
course
7 i\; a(‘:ltllllii:f the to be decided
8 Supervisor MNLA - Akdeniz Naturel Yasam Dernegi (TR)
9 Mode of delivery online learning
10 | Learning outcomes | The practical objective of this learning topic is to learn
how to increase the employee performance and gain a
competitive advantage on the market.
11 | Assessment e Self-assessment;
methods e Practical project;
e Peerreview;
12 | Feedback for e questionnaires;
evaluation o feedback from students through focus-group
meetings;
13 | Recommended or e Elkjaer, B. (2000). Learning and getting to know: the
required reading case of knowledge workers. Human Resource
Development International, 3(3), 343-359.
e Schippman, ]. S, Ash, R. A, Battista, M,, Car, L., Eyde, L.
D., Hesketh, B., Kehoe, ]., Pearlman, K., Prien, E. P. &
Sanchez, ]. I. (2000). The practice of competency
modeling. Personnel Psychology, 53(3), 703-740.
e Stewart, T. A. (1997). Intellectual capital: the new,
wealth of organizations. Doubleday, New York.
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1 GENERAL INFORMATION ON IMPLEMENTATION

1. Partner, Country UPAT /Greece
1. Start date of the pilot 21/4/2021
2. End date of the pilot 13/6/2021

4 Number of participants taking part in the Piloting Event 40

4 Number of participants testing the Biz4Fun VWSG 33

1.1 Short Description of the Piloting event

We followed Option B (Online) of the Piloting Plan, due to conid-19 health conditions in
Greece. We delivered in the period 21/4/2021 to 28/4/2021 to key persons two
documents. One was describing possible ways of piloting process and was giving basic
information about Biz4Fun and its courses, concentrating on courses 1, 8 and 9. The
second included technical information, about what participants should setup to be able to
get into the Biz4Fun 3D Virtual World and implement the piloting process. We had short
sessions with key persons to answer any questions about the use of the platform. Then, a
key person who was a VET teacher distributed the documents to her students and made
a demonstration to them. Most of the students afterwards used the platform and
completed corresponding questionnaire. A key person who was a teachers’ consultant,
did the same with teachers under his supervision. Finally, the documents were sent to
individual persons from VET /THE institutions and policy makers. Some of them responded
and filled in corresponding questionnaires.

1.2 Participants - number of participants which tested the learning

scenarios
Socio-demographic variables Number of participants

1. Gender

Male 17
Female 16
Total: 33
2. Profile

Learners 17
VET/HE Institutions 10
Policy Makers 6
Total: 33
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Course

Course piloted during the Piloting
event

1. INTRODUCTION INTO THE
ENTREPRENEURSHIP

X

2. BUSINESS OPPORTUNITIES AND MARKET
TRENDS IN YOUR COUNTRY AND EUROPE

3. BUSINESS MODELS

4. BUSINESS PLAN

5. COLLABORATIVE TOOLS FOR DESIGNING
ORINNOVATING A BUSINESS MODEL

6. MARKETING

7. DIGITAL MARKETING

8. ANALYSIS ON THE BESTMARKETING
STRATEGIES FOR SMALL BUSINESSES

9. FINANCIAL MANAGEMENT

10. HUMAN RESOURCE MANAGEMENT

82




Biz4Fun - Let’s have fun with the business start-up ERASMUS + 2018-1-SK01-KA202-046271

2 RESULTS OF THE ONLINE EVALUATION

UPAT shared three online evaluation questionnaires addressed to the different target
groups (Learners, VET/HE Institutions, policy makers) and aimed at gathering important
information about the testing of the 3D Virtual World and social game developed
throughout the BIZ4Fun Project.

2.1 Learners’ online evaluation (17 participants)

The respondents were asked to answer 17 questions. The first area focuses on the clarity
of instruction and explanation provided by the Staff introducing the BIZ4Fun Project and
3D Virtual World and social game.

Notice: The numbering of questions in the Greek version implemented in Google Docs is
different from that in the common (e.g. English) version because we put demographic
questions at the start of the questionnaire. So, non-demographic questions start from No 5.
Below, under the question in Greek in the plot image, we give the No and the question in
English within parentheses in red. We also put the common question No besides the Greek
numbered question label in red.

Q5 (Q1). The results about the clarity of explanation provided about the Biz4Fun
Project, were considerably positive; the detailed results are shown below.

5. [ooo cagpeig ATav ol eEnynoeig yia To épyo BIZ4Fun;

17 anavtnoelg

(1. How clear were the explanatignsabout the BIZ4Fun Project?)

@ o\

@ xavoTToINTIKa
Aiyo

@ T10AU Aiyo

64,7% of the respondents stated that the explanation was very clear and 29,4% that it was
satisfactory. Specifically, the participants easily understood the aim and the structure of
the project and did not find any particular difficulty. However, there were some that
because of the distance, they had some troubles.

Q6 (Q2). Also, the results about the clarity of instruction and explanation about the 3D
Virtual world and social game, were very positive.
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= [m] X
I © (173) Upatras Webmail = RE: Que X | & ®dxeho - Google Drive x  [B B4F_2- ®opuec Google x [ 84F_1- 0oppzc Google | A (-] I
C @ docs.google.com/forms/d/1zZYHMZvgcfyxgBLXCpdidcLcjY27TZe2zbOec)ppFGM/edit#responses Qa v @»@ :

‘Htav avaAutikd 6Aa ta otadia

6. MNooo cageic ATAV ol eENYNAOEIG YIA TOUG KAVOVEG TOUL EIKOVIKOU KOGHOUL KAl KOIVWVIKOD ID
Ttaixvidiov BIZ4Fun;

17 anavtnoelg

@ oAU
@ xavoTroInTIKd
29,4% ® Aiyo

the rules of the BZA$KunoVirtual Word and Social

(2. How clear were
Game?)

70,6%

& O Typeheretosearch o & d B = E %e CH e e EE @ ~ 7)) = ENG 6}:1?/;::1 %)

70,6% of the respondents stated that the instructions and explanation was very clear and
29,4% that it was satisfactory. The participants didn’t face any particular problem and they
stated that “the rules were analytical and clear”. They also easily understood what they
needed to do. One participant stated that he wanted more information about the quizzes.

Q7 (Q3). The results about the ease of use of the virtual world and the social game were
perfectly positive.

I Q© (173) Upatras Webmail : RE: Que X \ & ®dxehog - Google Drive X  [B 84F_2- ©oppec Google x B 84F_1 - ®oppzc Google X \ + (] - % I
C @ docs.googlecom/forms/d/1zZYHMZvgcfyxgBLXCpdidcLgY27TZe2zb0ec)ppFGM/editéresponses Q% @ »@ :
‘Htav avalutikol ol Kavoveg 2

7. Eivar ebkoAn N Xxprion TOL EIKOVIKOV KOGHOUL KAl KOIVWVIKOU Ttaixvidiol BIZ4Fun.
17 anavtnoelg
(3. Itis easy to use the BiZ4Fun Virtual Word and Social Game.)

@ Zuppuvw
@ Aev oupPWVL

100%

MapakaAw SIKAIOAOYAOTE TNV ATIAVTNOH 0Ag -

S8 O Type here to search o = S B = E %e CHE 06 o B E @ ~ =) @®m NG 61;‘:57/:0’:1 %)

All of the respondents (100%) found the use of the virtual world and the social game easy.
They didn’t face any difficulties either because some of them have experience with other
videogames, or because the instructions were informative. Some of them stated that there
were some small bugs and freezes with the character, but nothing too serious.
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Q8 (Q4). The overall assessment of the graphics is very positive. 100 % of
the respondents rated the graphic between “very good” and “good”.

- o x
I © (173) Upatras Webmail : RE: Que X | & ®axehog - Google Drive x  [B 84F.2- Goppec Google x  [E] B4F.1 - Doppzc Google x| + © I

C @ docs.google.com/forms/d/1zZYHMZvgcfyxgBLXCpdldcLcjY27TZe2zbOec)ppFGM/edit#responses QA @ » . s

OL 06nyieg NTAV KATATOTILOTLKEG -

8. Mwg 6a BabuoAoyovoaTe TN oxediaon TOL EIKOVIKOVU KOGHOUL KAl KOIVWVIKOU TIAIXVISION
BlZ4Fun;

17 anavtioelg

fA YY .. 13 . a2l DIZAT. Y e T YAY_ T ___dJ O T/l At N
@ TIOAU KaAn
58,8% @ xa\j
® grwxn

@ TOAU pTwyT

88 O Type here to search O Hi la B = -Ll %eiﬁ @06 ¢ H E @ ~ 7 D) = G 6;:10;;0’:1 %)

More specificaly 41,2% of the respondents found the graphics very good and 58,8% good
enough. Some participants found the user-environment interaction very interesting and
others think that the design of the game achieved it’s goal. The majority of them think that
the overall graphics were great but there is still room for improvement.

Q9 (Q5). With regards to the user-friendliness of the Platform, the results registered
were quite positive, as shown below.

= o X
© (173) Upatras Webmail : RE: Que X \ & ®axehog - Google Drive x  [B 84F_2- ®oppzc Google x B 84F_1- ®oppec Google X \ + (-]

C @ docs.google.com/forms/d/12ZYHMZvgcfyxgBLXCpdldclcjY27TZe2zb0ecppFGM/edit#responses Q% @»@ :

DU MU U SRS B MY M TR DY LU, I L[ EUU ST U W D RS R U LU, I G ey

9.’ Htav n e€ENIEN Tou TtaIXVIBIOV OUAAN; @
17 anavtioelg
o™ 3. o
@ Nai
® Oy
Av n amtdvTnon oTnV TIapattdvw epwTtnon gival "Ox1", TTapakaAw dWOoTe TIEPICTATEPA CTOIXEIQ:
28 O Type hereto search o =i a H 3 i—n %e E* @ 0 9 S EE @ ~ 70 @ ENG 5‘1:1?/;0’:1 %)

94,1% of the respondents were positive about the user-friendliness of the platform, but
there is always the odd case where there are some freezes.
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Q10 (Q6). Regarding which courses they tried, most of the participants tried the first,
the eightth and nineth course, as instructed, but some of them preferred some other
courses.

o o X
I © (173) Upatras Webmail  RE: Que X \ & ®oxshog - Google Drive X [B 84F_2- ®oppzc Google x  [E] B4F_1- ®oppzq Google x| + (-]

C @ docs.google.com/forms/d/1zZYHMZvgcfyxgBLXCpdldcLcjY27TZe2zbOec)ppFGM/edit#responses QA % @ N . ]

10. Moia padnuata SokINAocaTE; |, 1) . 4

17 amavthoelg

Manya 1. EISAFQrH STHN E. ..
Maenga 2. ENIXEIPHMATIKE....
Maenua 3. EMIXEIPHMATIKA..
Maenua 4. EMIXEIPHMATIKO. .

Maenua 5. SYNEPTATIKA EPT ..
Maenua 6. MIPOQOHSH (MAR...
MaBnua 7. WHOIAKH MPOQG...

Ma8nua 8. ANAAYSH KAAYTE...

Maenua 9. OKONOMIKH AIAX...
Maenua 10. AIAXEIPISH ANG..

12 (70,6%)
5 (29,4%)
4 (23,5%)
3(17,6%)

|4 (23,5%)

10 (58,8%)
9 (52,9%)

0,0 25 5,0 75 10,0 12,5

11. M&6are kati kavolpyIo;

- PTypeheretosearch (0] =i} l’ H | i—: %e E* @ 0 Q @ EE Q A G 9) @ NG 6;:11:/:(;:1 %Q

70,6% tried Course 1. INTRODUCTION INTO THE ENTREPRENEURSHIP.
29,4% tried Course 2. BUSINESS OPPORTUNITIES AND MARKET TRENDS IN
YOUR COUNTRY AND EUROPE.

23,5% tried Course 3. BUSINESS MODELS

17,6% tried Course 4. BUSINESS PLAN
23,5% tried Course 5. COLLABORATIVE TOOLS FOR DESIGNING OR
INNOVATING A BUSINESS MODEL

35,3% tried Course 6. MARKETING

17,6% tried Course 7. DIGITAL MARKETING
58,8% tried Course 8. ANALYSIS ON THE BEST MARKETING STRATEGIES FOR
SMALL BUSINESS

52,9% tried Course 9. FINANCIAL MANAGEMENT
23,5% tried Course 10. HUMAN RESOURCE MANAGEMENT.
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Q11 (Q7). All the respondents claimed that the game can be a valuable learning tool, as
they all learned something new.

- o X
I © (173) Upatras Webmail = RE: Que X | & ®axehog - Google Drive X  [B 84F_2- ®oppec Google x  [B B4F_1- ©oppec Google x| + (-] I
C & docs.google.com/forms/d/12ZYHMZvgcfyxgBLXCpdldcLeY27TZe2zbOec)ppFGM/edit#responses Qv @ »@ :
0,0 25 5,0 75 10,0 12,5 -

11. M&6are kaTi kavovpyIo;

V=200 IS R R E

17 anavtnoelg

® Nal
@® Oy
MapakaAw SIKAIOAOYROTE TNV ATIAVTNOT 0ag -
& O Typehere tosearch O B S HEE %e CH @00 0 H Ml @~ zv®@ e 51,11;./;;1 %

Exactly 100% of them learned something new. Some of them did not have any previous
experience around the context of the project and others did not know some

entrepreneurship concepts, but they all agree that they saw and tried new things and make
themselves familiar with the new concepts.

Q12 (Q8). With regards to the interest in using the BIZ4Fun Virtual Word and Social
Game for their studies, the results were incredibly positive.

I © (173) Upatras Webmail : RE: Que X | & ®axehog - Google Drive x  [B 84F_2- ®oppec Google x  [B B4F_1- ©oppec Google x| + o 8 & I
C @ docs.google.com/forms/d/1zZYHMZvgcfyxgBLXCpdldcLcjY27TZe2zbOecppFGM/edit#responses Q% @ »@ :
12. ©a B€NaTE VA XPNOIUOTIOINCETE TOV EIKOVIKO KOGHO KAl KOIVWVIKS Ttaixvidi BIZ4Fun yia LD

di1dackahia oTo ZxoAeio/[laveTuoTrpio 0ag;

17 anavtrioelg

@ Nal
® Oy

(8. Would you likg : irtual Word and Social Game for your studies

88,2%

MapakaAw SIKAIOAOYAOTE TNV ATIAVTNOH 0ag

& O Typehere tosearch O H S EE A %e CH e H Ml @ ~ 7@ 611161/;0':1 %

88,2% of the participants wanted to use the BIZ4Fun Virtual Word and Social Game in their
school/university. Some of them stated that: “you can learn by playing” and that it is a
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pleasant, interactive, alternative and easy way of learning, which will help further the
teaching procedure. However, one of them thought that the lecture in amphitheater is
irreplaceable and another one that he didn’t believe that the BIZ4Fun Virtual Word and
Social Game is going to help with the studies.

Q13 (Q9). In the question about the usefulness of the BIZ4Fun Virtual Word and Social
Game for academics, the extreme majority thought that it will be usefull.

- o X
I O (173) Upatras Webmail : RE: Que X | & ®@axzog - Google Drive X  [B 84F_2- ®oppec Google x  [B B4F_1- ©oppec Google x| + (-] I

C @ docs.google.com/forms/d/1zZYHMZvgcfyxgBLXCpdldcLcjY27TZe2zbOec)ppFGM/edit#responses Qa % @ N 6 s

13. ©@a ATaV XPAGCIUO VA XPNOIHOTIOINCETE TOV EIKOVIKO KOOHO KAl KOIVWVIKO Ttaixvidl BIZ4Fun
Y1 OXONIKOUG/AKAdNUAIKoLG

17 anavtrioelg

(9. Would it be useful to use the BIZ4Fun Virtual Word and Social Game for school/ academic

purposes?) @ Na
® Oy
MNapakaAw SikaloAoyroTe TNV andvTnon oag
9 anavtioelg =
& O Typehere to search O B S EHEE QD CEeCHE 0060 H Ml @~ zv®@ e 611162/;;:1 %\

94,1% of the respondents think that the BIZ4Fun Virtual Word and Social Game will be
usefull for the academics. More specifically, some of them stated that it is very usefull and
the teaching becomes more pleasant. “You can learn different things”, “the virtual world can
also act as a chance of repetition”, and “some of the more theoretical lessons could become

more attractive”, were some of the participants answers.

Q14 (Q10). With regards to the effectiveness of the tool, the results were also very
positive.

82,4% of the participants were positive that the BIZ4Fun Virtual Word and Social Game can
be efficient for developing skills needed for starting a successful business. Some of the
attendants answered that “it is a good test of knowledge”, and that it “offers a lot of
information and helps you learn the basics”. However, some of them noticed that “it isn’t
enough” and that a lot more information is needed for a successful business.
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- o X
I © (173) Upatras Webmail : RE: Que X | & ®dxehog - Google Drive x  [B] 84F.2- Goppzc Google x  [E B4F_1- ©éppzc Google x| + (-] I

C @ docs.google.com/forms/d/12ZYHMZvgcfyxgBLXCpdidcLcjY27TZe2zbOecppFGM/edit#responses Qv @ »@ :

14. O €1KOVIKOG KOOHOG KAl KOIVWVIKO Ttaixvidl BIZ4Fun pttopei va gival éva amoTeAeopaTiko
£pyaleio yia TNV amtoKTNON/AVATITUEN IKAVOTATWY TIOL ATIAITOVVTAI YIA TNV £vapgn KIag
ETUTLXNUEVNG ETUXEIPNONG.

17 anavtrioelg

(10. The Biz4Fun VW and Social Game can be an effective tool for

acquiring/developing competencies needed_ for starting a successful
. @ Iupgwvid

business.)

@ Aev CUPQWVWD

82,4%

& O Typeheretosearch O H S HEE A %e CH e H Ml @ ~ 7@ 5111165/;0’:1 %

Q15 (Q11) & Q16 (Q12). They are about the greatest strength and weakness of the
BIZ4FUN VW and social game.

15. [Towo elvar 10 Mo Ovvatd OTOLKEID TOV EIKOVIKOD KOGUOVD KO TOD KOIVMWVIKOD
rayyviorod BIZ4AFun;
(11. What is the greatest strength of the BIZ4Fun VW and Social Game?)

16. [Too etvor 10 MO AdVVOTO GTOLEIO TOV EIKOVIKOD KOGUOD KOI TOV KOIVWVIKOD
rayyviorod BIZ4AFun;
(12. What is the greatest weakness of the game?)

The feedback provided by the respondents is summarized in the following table.

strengths Pleasant and | Conversation | The The Good Good
beautiful with others NPCS usefulness | design organization
experience

weaknesses | Tedious and | Slow servers | Graphics | Movement | The User
sometimes with installation | experience
incomprehensib avatar in some
lecontent quizzes

Q17 (Q13). Atafinal stage, the respondents were also asked to suggest some aspects they
would change/improve in the VW and Social Game.

17. H vmoot)pi&n oov petpd! Ti Ba aAAaleg/BeATiwVEG OTOV ELKOVIKO KOOUO KAl
KOWVwVIKO Ty viot BIZ4Fun;

(13. Your support counts! What would you change/improve in the BIZ4Fun VW and Social
Game?)
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The feedback provided can be summarized as follows:

Simpler | Shorter | Better [ wouldn’t | The Software | Show Random Show
content | present- | graphics change chat running complet | selection | right
(1/17) | ations (4/17) anything | process | efficiency | ionrate | of quiz | answers
(1/17) (5/17) (1/17) (1/17) for each | questions | (2/17)
course (1/17)
(1/17)

2.2 VET/HE Institutions’ online evaluation (10 participants)

The ten (10) respondents were staff from eight (8) different Greek institutions, either of
HEIs (30%) or of secondary education (VET Schools) (70%) (as extracted from Q3, Q4 and
Q5). They were asked to answer 14 questions. The first area focuses on the clarity of
instruction and explanation provided by the Staff introducing the BIZ4Fun Project and 3D
Virtual world and social game.

Notice: Again, here Q1-Q7 concern demographic and institutional data.

Q8 (Q1). The results about the clarity of provided explanation about the Biz4Fun
Project, were considerably positive; below the detailed results are shown.

8. Mooo capeig nTav ol eEnynosig yia 1o €pyo BIZ4Fun;
10 anavtioelg

(1. How clear were the explanations about the BIZ4Fun Project?)

@® o\

@ xavomonTiké
Aiyo

@ oAU Aiyo

80% of the respondents were very positive and 20% positive. Specifically, it is stated that
"the pilot application guide had all the necessary information", as well as that "the
instructions for creating an avatar, for navigating the platform, and the purpose of the
project was absolutely clear”. The participants also state that "there were very clear
explanations, since at each point there were explanatory instructions”, As it is also
mentioned "there was no difficulty somewhere and everything I needed was well presented".
In fact, it is mentioned by someone that "I believe that the environment, due to the clear
explanations, will be easily perceived by the students when there is guidance”.

Q9 (Q2). As for results about the clarity of instruction and explanation about the 3D
Virtual world and social game, they were very positive. 77,8 % of the respondents gave a
very positive feedback and 22% a satisfactory/good one.
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9. MNéoo capeig ATAV O €ENYNOEIG YIA TOLG KAVOVEG TOU EIKOVIKOU KOOHOUL KAl KOIVWVIKOD
Ttaixvidiov BIZ4Fun;

9 anavtnoeLg

(2. How clear were the explanations for the rules of the BIZ4Fun Virtual Word and Social Game?)
@ o\

@ xavomoinTiké

@ Aiyo

@ T10AU Aiyo

Specifically, they stated that "both the technical instructions and the pilot guide had clear
explanations”, "the rules were given clearly so I did not have any difficulty in understanding
the instructions and seeing how to move my avatar". Regarding their students, they stated
that "the environment will be easily perceived by the students when it is done under
guidance”. It was mentioned as a remark that should be taken into account that “at some
points in the game I had to stop to determine the next step (e.g. in the Bank after the
interactions with the employees it was not clear to me how to continue).

Q10 (Q3). With regards to the user-friendliness of the Platform, the results registered
were totally positive, while 100% of the respondents agreed on that.

10. Eival eDKOAN N Xprion TOUL €IKOVIKOL KOCHOUL KAl KOIVWVIKOL TtaixvidioL BIZ4Fun.

10 anavtioelg

(3. It is easy to use the BiZ4Fun Virtual Word and Social Game.)

® Zupowvw
@ Aev oupguve

Itis stated that "although I used virtual world for the first time, I did not have any particular
difficulties”, "I believe that someone who is not familiar with virtual worlds would not have
much difficulty” and that "with step by step you can do it, especially if he is familiar with
virtual worlds". In fact, the participants become even more specific in their comments
when they state that "navigating between sites / sections is easy thanks to the teleportation
board".

Q11 (Q4). With regards to any prerequisites (prior knowledge) to use the game only
10% of the respondents expressed this opinion while the majority believed that there is
“no need to know something about it before playing the game”.

91



Biz4Fun - Let’s have fun with the business start-up ERASMUS + 2018-1-SK01-KA202-046271

11. XpelaoTAKATE KABOAOL TIPOATIAITOVHEVA (TIPONYOUVEVN YVWON) YIA VA XPNOILOTIOINCETE
TO TTAIXVIdI;

10 anavtnoslg

(4. Are there any prerequisites (prior knowledge) needed to use the game?)
@ Na
@® Oxi

v

Q12 (Q5). In respect to the development of the game smoothness all (100%) of the
respondents agreed on that.

12.'HTav n €€€NIEN ToL TtAIXVISIOL OUAAR;
10 anavtnoetg

(5. Did the game progress smoothly?)

@ Na
® Ox

Notice: Q6 of common questionnaire (“Is this a tool you see playing in the classroom of your VET/HE
institution?”) was not included in our questionnaire, given that the answer is known in advance (No).

Q13 (Q7). This question regards the main playful and educational features of the
game.

13. Mapakodw TeplypdPte Ta KUPLX TALYVIWOST KAl EKTIULSEVTIKA XAPAKTNPLOTIKA TOU TTAUXVLSLOV.

(7. Please describe the main playful and educational features of the game.

The feedback provided by the respondents can be summarized as follows:

Inventive - Interesting - Analytical

Instant feedback, reward for learning effort through a pleasant game
environment
Presentations, quizzes, NPCs, dialogues, levels

The interaction with the "non-player"” and the available information.
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The degree of guidance

The constructiv approach to information through the acquisition of knowledge|
through playfulness

Interaction, repeatability, test feedback, 3D sensing, navigation capability

Interaction with virtual characters, elements of knowledge discovery, existence
on a level

Beautiful graphics - you could adjust your avatar as you wanted by setting the
tone of the game but at the same time there were the tables with the educational
part and the evaluation tests that covered the educational process

Q14 (Q8). Most of the participants played with three courses (1,8,9), as they were asked
to do, however few of them tried other courses too (3,4,5,6,7).

14. Noia padnuata dokiudoate; (8. Which courses did you test?)

10 anavtnoelg

Mabnpa 1. EIZATQIH XTHN E. .
MéBnpa 2. EMIXEIPHMATIKE...
MaBnpa 3. ENIXEIPHMATIKA...
Mé&8nua 4. EMIXEIPHMATIKO...

10 (100%

1(10%)
1(10%)

Madnpa 5. ZYNEPTATIKA EPT ... [—

Mé&npa 6. MPOQOHEH (MAR...
MéBnpa 7. WHOIAKH MPOQO...
Ma@nua 8. ANAAY TH KAAYTE...
Mé@npa 9. OKONOMIKH AIAX...
Méa@nua 10. AIAXEIPIZH ANO...

9 (90%)

2.3 Policy makers’ online evaluation (6 participants)

Six (6) Policy Makers took part in the piloting, coming from six(6) different organizations:

Vice-Chair of the Research Committee of the University of Peloponnese
CEO of KNOWLEDGE BROADBAND SERVICES company

Vice-President of the Computer Technology Institute and Press
Diophantus (a consultant institution of the Ministry of Education)
and Coordinator of the Greek Schools Network

VET Apprenticeship Coordinator for the Western Greece region
Educational Task Coordinator of the Regional Directorate of Primary
and Secondary Education of lonian Islands

Informatics Educational Task Coordinator and Organizational
Coordinator of the Regional Center for Educational Planning of
Western Greece.

They were asked to answer four (4) open type questions.

Notice: Again, here Q1-Q6 in our questionnaire concern demographic and institutional data.
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Q7 (Q1).

7. e mowo PBabud M MAATEOPHA HAONONG ELKOVIKOS KOOUOS Kal KOWwVIKO mawyvidt BIZ4Fun kai To
TIEPLEXOUEVO TNG AVTATIOKPIVOVTAL OTIG ETXEIPTUATIKEG IKAVOTNTEG TNG OUASAG 0TOXOU (AVAYKEG TWV
TEALKWV XP1OTWV)

(1. To what extent do the learning platform, the virtual world and the social game Biz4Fun, but also its
content correspond to the business skills of the target group (to the needs of the end users))

It is mentioned that the virtual world and the social game Biz4Fun "covers the need of the
users" with "content that is particularly useful and usable for the target audience" and "to
a significant degree”. It is also stated that the platform has enough content, which
“satisfactorily meets the needs of the learners"” and that"the architecture of the virtual world
platform allows the easy addition of new content, if required in the future.”

Therefore, the strong interaction of the user (teacher-student) with the content (learning),
its usefulness in meeting the needs of learners, the flexible user-technological interface
and something very important, such as the possibility of transformation (renewal,
addition) of the material, if necessary, are the main benefits of the system.

Q8 (Q2).

2. [Ig Ba pUmopoVoaTE VO XPNOLUOTIONOETE TNV MAXTQOPUA ELKOVIKOG KOOUOG KAl KOLVWVIKO
matyvidt BIZ4Fun oto mepBEALov oag Kat ol B HTav, KATA TI YV®UN 006, Ta KUPLX TTAEOVEKTI AT KAl
T EPUTOSIA 0TV TIPAKTIKN NG KATAPTIONG; (Ta CUPPEPOVTA TWV EEWTEPIKWV EVELAPEPOUEVWY, TA OQPEAT),
N XPNOWWOTNTA, T QATOTEAECUATIKOTNTA, 1| OUVAQEWA, T 0XEON KOOTOUG/QTMOTEAECUATIKOTITAG, T
Biwootnta)

(2. How could you use the Biz4Fun VW and Social Game platform in your context and what would be, in
your opinion, its main benefits and obstacles in your training practice? (External stakeholders’ own
interests; benefits, usefulness, effectiveness, relevance, cost effectiveness/efficiency, sustainability))

The answers were varied and very interesting.

It is stated that "for us this virtual world is a basic educational tool, but at the same time it
could be used as a self-evaluation tool". It was stated, of course, very correctly that "we
would like to see its use in depth, estimating its efficiency in the long run”. Then, the reference
object of the educational content was specified, when it was mentioned that "it could be
used as a training tool in the concepts related to the spectrum of "entrepreneurship” with
significant advantages for the target groups”.

It is proposed the pedagogical utilization of the environment in “concepts that they
encounter every day in their work, the employees, with which they acquire a new dimension
through the educational content, but also intense interest to deal with them, to get to know
them better through the "game”.

It is also mentioned that the ‘brainstorming setting’ contained in the game is familiar in
their daily lives, and that is why the students will explore it with interest ".

One of the participants in the research noted that "I presented the game to students of the
postgraduate program - in an audience of 25 people - and I intend to repeat it in the future
in the undergraduate program - audience of 150 people - because the game has many
advantages!”.
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It is further stated that "the main advantages of the platform are its "playful” and friendly
character and the immersion factor, elements that especially push young people to use this
game"

Another use of the virtual world is mentioned by a participant, that of the "educational tool
with simultaneous evaluation of knowledge and skills". Interesting, but also so close to the
educational reality in Greece is the view that the environment they saw could be utilized
"in training seminars, which will offer an attractive learning environment by utilizing
playfulness in adult training."”

Of course, it is good to take into account the comment that states "as an obstacle, although
not serious, could be considered the need to use a special browser for browsing the virtual
world.”

Q9 (Q3).

3. [oteg 18é¢eq, Tipooeyyloelg, epyaleia TOV lKOVIKOU KOOUOU Kal KOWVwVIKOD TtayvidioV BIZ4Fun
agilel va Tpooapprootolv o€ OYETIKEG (TOTILKES) OTPATNYIKEG KAl TIPAKTIKEG kal yiati; (Emmtwoelg otov
oTpaATNYLKO oXeSLAGNO)

(3. What ideas, approaches, tools of the Biz4Fun VW and Social Game would be worth to adapt in related
(local) strategies and practices and why? (Impact on strategic planning))

A very interesting point of view was mentioned by the participant who wrote that "the
whole tool is a structural feature of training and strategy formulation in its field of
application". He added that "team collaboration and interaction is an important 'lesson’ for
participants in a game". This is justified by the view that "the playful element is necessary
in the social development of young professionals, since it is an element of their daily life since
childhood, although it is not obvious to us who do not have these experiences."

Participants in the research suggest also the integration of the virtual world as a teaching
method and approach "but without moving away from providing educational content with
the required breadth and depth, when a study of a field is required."

It is also proposed "regular training in small specialized groups and individual topics of
programming learning, through the virtual environment”. Furthermore, very positive is the
statement of a participant saying about "virtual world tools, which are worthwhile and each
adds a portion of value to the overall value chain of the platform".

Q10 (Q4).

3. Ti Ba BeATIOVATE OTNV NAEKTPOVIKY] TAATPOPUA EKUAONONG ELKOVIKOS KOOUOG KL KOLVWVLIKO
matyviot BIZ4Fun (Texvikég AETITOUEPELEG, AELTOVPYIKOTNTES, TEPLEXOUEVO) Kal TIwG; (ASuvapies, eumodia,
avakoAouBieg, ToOTNTA, CAPNVELR, TIPOCEYYLOT), EPYAAEIR KATL.).

(3. What would you improve on the Biz4Fun VW and Social Game online learning platform (technicalities,
functionalities, content) and how? (Weaknesses, barriers, inconsistencies, quality, clarity, approach, tools
etc).)

One of the participants states that "at this stage I could not suggest anything different". But
there are some very useful tips, which are suggested to be taken into account for the
optimization of the virtual world. The following are mentioned: "I will add a demo video of
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the basic features for those who are using this kind of virtual worlds for the first time", to
make the movement of avatars more obvious to the average unfamiliar user; “I would
improve the quality of textures (graphics), so that the virtual world is more realistic" and “it
would be useful to add voice dictation to the texts, but also to use a camera”.

Concluding, we can say that policy makers’ online evaluation shows that the degree of
satisfaction in relation to the Platform is very good. Few minor remarks were noted. The
results about the end users’ needs were considerably positive. According to the
respondents, the platform and its content well address the entrepreneurial competencies
of the target group. Participants pointed out that the BIZ4Fun Virtual World and Social
Gaming platform is a valuable tool to engage students in entrepreneurship education. With
regards to the possible use of the Biz4Fun VW and Social Game platform, the main benefits
and obstacles in training practice, the respondents underlined the enhancement of the
tools to the training process. As for the ideas, approaches, tools of the Biz4Fun VW and
Social Game that would be worth to adapt in related (local) strategies and practices, the
respondents agreed about VW and Social Gaming Biz4Fun Platform’s integration to the
educational system.
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1 GENERAL INFORMATION ON IMPLEMENTATION

Partner, landscape EGInA Srl, Italy
Start date of the pilot project 05.06.2020
End date of the pilot project 16.06.2020

Number of participants who took part in the pilot project| 41

Number of participants testing VWSG Biz4Fun 24

1.1 Brief description of the first pilot event

A two-hour webinar was held on 5 June at 16:00 CET to give participants a deeper
understanding of the entrepreneurial culture and the Biz4Fun project.

EGInA conducted a webinar via Zoom video conferencing service on

Entrepreneurship learning and online gaming, which was attended by approximately 40
participants. This webinar provided an overview of entrepreneurship and its importance
in lifelong learning. The aim of the webinar was to introduce the Biz4Fun project and to
inform the participants on how to test the virtual word and social game (description of
the learning scenarios, steps to take to create an avatar account, install the necessary
software and connect to the 3D world, etc.).

Participants had two weeks to test the three courses and complete online evaluation
questionnaires.

The implementation of the webinar was coordinated by three EGInA members who held
different roles: Irene Morici led the online section on entrepreneurship and the
presentation of the Biz4Fun project. EGInA ICT experts (Giuseppe Mura and Skender
Troka).

@ zoomus Meeting View Edit Window Help O@ F sosm) Ven’n Q @ =

Zoom Webinar
' m Valentina Brilli Skender troka
- a J

Corso 1- Introduzione Corso 2 - Business Plan Corso 7 - Digital Marketing

all'imprenditorialita

¥

DIGITAL
MARKET!

1.2 Brief description of the second pilot event

The second pilot session was held on 30 April 2021 from 09:00 to 13:00. Istituto di
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Istruzione Superiore "Ciuffelli-Einaudi” was involved with three different classes.
"Ciuffelli-Einaudi” is a technical and vocational high school for students between the ages
of 14 and 19. It is located in the medieval town of Todi in the centre of Italy.

The aim of the Institute is to provide students with quality science and technology
training on a European scale in order to assess different types of intelligence. The school
is also committed to contributing to the Sustainable Development Goals through
education. The School is the oldest agricultural institute in Italy, founded in 1864 as an
agricultural colony to disseminate agricultural culture and knowledge.

Approximately 35 students and 7 teachers participated in the testing of the game. At the
beginning, the students and teachers were explained how the video game and the
platform works. Then, at the end of the beta testing and bug finding, the participants
responded to a report in which they evaluated the positive and negative aspects.

The implementation of the meeting was coordinated by three EGInA members who had
different roles: Corinna Bartoletti took care of the presentation of the Biz4Fun project
and together with EGInA ICT experts (Andrea Succhielli and Valentina Brilli) explained
and carried out the pilot projects.
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1.3 PARTICIPANTS - Number of participants who tested the learning

scenarios

Socio-demographic variables Number of participants
1. Gender
Men 23
Women 14
Not specified 4
Total: 41
2. Profile
Pupils 20
Vocational education and training/education 18
institutions
Policy makers 3
Total: 41

1.4 PILOTED LEARNING SCENARIOS

Course Course piloted during piloting event
1. INTRODUCTION TO X
BUSINESS

2. BUSINESS OPPORTUNITIES AND MARKET X
TRENDS IN YOUR COUNTRY AND IN EUROPE

3. BUSINESS MODELS X
4. BUSINESS PLAN X
5. COLLABORATIVE DESIGN TOOLS X
OR BUSINESS MODEL INNOVATION

6. MARKETING X
7. DIGITAL MARKETING X
8. ANALYSIS OF THE BEST MARKETING X
STRATEGY FOR SMALL BUSINESSES

9. FINANCIAL MANAGEMENT X
10. HUMAN RESOURCE MANAGEMENT X
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2 ONLINE EVALUATION RESULTS
At the end of the testing, participants were asked to complete an online questionnaire.

EGInA Srl, as lead partner for the evaluation, designed three online evaluation
questionnaires addressed to different target groups (students, VET institutions, policy
makers), aiming to gather relevant information about the testing of the 3D virtual world
and social game developed within the BIZ4Fun project.

2.1 Online evaluation of participants
Respondents were asked to answer 16 questions.

The first area focuses on the clarity of the instructions and explanations provided by the
staff when introducing the BIZ4Fun project and the 3D virtual world and social game.

D5 Quanto sono state chiare le spiegazioni riguardanti il Progetto
BIZ4Fun?

Risposte: 20 Saltate: 0

molto chiar.

scarse

molto scarse

0% 10% 20% 30% 40% 50% 60% 70% 80%  90% 100%
OPZIONI DI RISPOSTA RISPOSTE
molto chiare 10.00% 2
chiare 80.00% 16
scarse 10.00% 2
molto scarse 0.00% 0
TOTALE 20

The results regarding the clarity of the explanation provided about the Biz4Fun
project were significantly positive,1 and the detailed results are summarised below.

The results regarding the clarity of instructions and explanation of the 3D virtual
world and social game were also very positive.
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D6 Quanto sono state chiare le spiegazioni riguardanti le regole del
Mondo Virtuale e Gioco Sociale BIZ4Fun?

Risposte: 20 Saltate: 0
mOlto Chiar-
chiare—

scarse’

molto scarse

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

molto chiare 20.00% 4
chiare 70.00% 14
scarse 10.00% 2
molto scarse 0.00% 0
TOTALE 20

In terms of the user-friendliness of the platform, the results recorded were quite
positive, as shown below:

D7 E’ facile utilizzare il Mondo Virtuale e Gioco Sociale BIZ4Fun.

Risposte: 20 Saltate: 0

Non sono|
d'accordo

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Sono daccordo 80.00% 16
Non sono d'accordo 20.00% 4
TOTALE 20

Again, we have 80% positive responses on the chart. The 20% pointed to the fact that the
platform is not always intuitive. One respondent pointed out that some of the dashboards
are hard to read and there is a lack of educational feedback (informing users of their
mistakes).
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On the other hand, the overall assessment of the graphics is positive. It can be seen
below that 40% of respondents rated the graphics as "good" and 10% as "very good". On
the other hand, 40% rated the graphics as 'poor' and 10% as 'very poor"'.

D8 Come valuteresti la grafica del Mondo Virtuale e Gioco Sociale
BIZ4Fun?

Risposte: 20 Saltate: 0

molto positiv.
posj[iva_

scarsa

molto scars@

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE
molto positiva 10.00% 2
positiva 40.00% 8
scarsa 40.00% 8
molto scarsa 10.00% 2
TOTALE 20

Some respondents pointed out that the game doesn't have the best graphics because "it
doesn't have realistic graphics" and "there are a lot of polygons and the slow loading of
the environment is too slow". Nevertheless, one pupil pointed out that although the
graphics are not exceptional, they are effective for the aim of the game.

As shown below, half of the users had some problems when playing the game.
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D9 Il gioco € avanzato senza problemi?

Risposte: 20  Saltate: 0

Si

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE
Si 45.00%

No 55.00%
TOTALE

i

20

In general, there were complaints about some of the flaws in the game: some respondents
pointed out that they had problems with the learning scenarios. n.7 Digital marketing. "I
experienced difficulties with two topics in course n.7: 'Optimising web promotion for
research systems (SEO)' and 'Social media'. The problem is that my avatar, once it entered
the central door of course #7 (i.e., the door corresponding to the topic "Optimizing Web
Promotion for Research Systems (SEO)"), did not teleport. In addition, both topics were
marked as incomplete. In my procedure regarding course number 7, only 3 of the 5 topics
are completed. I also discussed this with my friend who tested the game, and he
experienced the same problems. The person also had different language on different

characters inside the game".
D10 Hai imparato qualcosa di nuovo?

0% 10% 20 J0%  40%  SON  60%  T0%  8O%  90% 100K
OPZIONI DI RISPOSTA RISPOSTE

Si 95.00%

No 5.00%

TOTALE

Almost all respondents claimed that the game can be a valuable learning tool because

they all learned something new, with only one person claiming the opposite.
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One of the respondents of the virtual platform BIZ4fun states that the game "introduced
me to the concept of entrepreneurship in a very interesting and new way. In particular,
the three courses that I tried (i.e. number 1, number 4 and number 7) gave me a lot of
information that I did not have about the topic of entrepreneurship and key aspects of
entrepreneurship”.

Regarding interest in using the virtual word and social game BIZ4Fun for studying, a
majority of 70% would like to use it.

D11 Ti piacerebbe utilizzare il Mondo Virtuale e Gioco Sociale BlIZ4Fun
per i tuoi studi a Scuola/Universita?

Risposte: 20 Saltate: 0

No

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Si 70.00% 14
No 30.00% 6
TOTALE 20

Some respondents claimed, "Personally, | am very interested in the idea of integrating
this kind of platform into my own school studies because I think it is a very effective
means of learning" and "it is a clear and fun learning tool" as well as "a new and engaging
tool". Among the negative responses, one complained that the game can be too distracting
to really learn anything.

The table shows a high level of agreement among respondents that the virtual word
and social game BIZ4Fun can be useful for educational purposes.
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D12 Sarebbe utile utilizzare il Mondo Virtuale e Gioco Sociale BIZ4Fun
per scopi scolastici/accademici?

Risposte: 20  Saltate: 0

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

si 80.00% 16
No 20.00% 4
TOTALE i

Respondents pointed out that play is an engaging and effective learning tool. "I believe
that this type of platform has huge potential and in my opinion could be used for school
or academic purposes as it allows for interactive and effective learning, even in relation
to complex topics, concepts and themes". He also argues that it could involve students
more. One negative comment was nevertheless encouraging: much more potential
should be harnessed for students on this platform.

D13 Il Mondo Virtuale ed Gioco Sociale BIZ4Fun pu0 essere uno
strumento efficace per acquisire/sviluppare le competenze necessarie
per avviare un'impresa di successo.

Risposte: 20  Saltate: 0

Non sono
d'accordo

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Sono d'accordo 70.00% 14
Non sono d'accordo 30.00% 6
TOTALE 20

In terms of the effectiveness of the game on acquiring/developing the competences
needed to start a successful business, the results were overwhelmingly positive.
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One respondent pointed out that "the game cannot provide high-level competence". On
the other hand, few think that play can be useful as an educational pathway and that it is

good for stimulating a sense of enterprise.

In addition to expressing their level of satisfaction with various features of the game,
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respondents were also asked to provide feedback.

On the strengths and weaknesses of VW and the BIZ4FUN social game, the feedback

from respondents can be summarised as follows:

STRENGTHS

WEAKNESSES

Option to participate remotely

[t can be considered as a simple game
without any serious aspect.

Learning and fun at the same time

Too old-fashioned graphics

Easy to use, easy to learn

A lot of errors

Creativity, teamwork and fun

Computer skills required not
accessible to everyone

Discovering unfamiliar topics through
play

Not always very understandable

Learning complex concepts the easy
way

Sometimes it is not easy to use it

Participant involvement

It is an engaging and effective learning | /

tool

Helps to understand complex| /
concepts/topics

Can be wused in an educational| /
environment

In the final stage, respondents were asked to suggest some aspects they would
change/improve within the VW and social game. The feedback provided can be

summarised as follows:4

[ would improve the graphics of the game (especially the third-person view: if I
want to change the visuals, | have to click on the avatar). I would also add the ability
to mark which modules have been created and completed, by adding a bar that

shows the build percentage.
Problems with Course 7

Improving fluidity

Providing educational feedback that informs you of your mistakes.

[ would improve the graphics

[ would add some videos to the theoretical material.
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2.2 Online evaluation of VET/FEI institutions

Respondents were asked to answer 20 questions. When asked to define their school of
origin, many came from an adult vocational education and training centre (61.11%), a
higher education institute (33.33%) and a vocational education and training school
(5.56%).

D4 Si prega di selezionare la tipologia del proprio Istituto

Istituto d
Farmazione..

Istituto d
Istruzione

Centra

Risposte: 18 Salate: 0

Educazione
o 0% % 0% 40%, 50% 60% T B0% 80% 100%
OFZIOMI M RISPOSTA RISPOSTE
Istituto di Formazione Professionale 5. 56% 1
Istituto di Istruzione Supenore/Educazione Superiang 33.33% 4]
Centro Educazione Adulti G1.11%: 11
TOTALE 18

Most of the participants are teachers. There are also two administrative staff, the director
of the institute and the project manager.

The first part focuses on the clarity of the instructions and explanations provided by
the staff when introducing the BIZ4Fun project and the 3D virtual world and social game.

The results regarding the clarity of the explanations provided about the Biz4Fun project
were considerably positive, detailed results are presented below. Almost 95% of
respondents gave positive feedback (approximately 28% very good and 66% good).
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D8 Quanto sono state chiare le spiegazioni riguardanti il Progetto
BlZ4Fun?

Risposte: 18 Saltate: 0

molto chiar

scarse

molto scarse

0% 10% 20% 30% 40% 50%

OPZIONI DI RISPOSTA
molto chiare

chiare

scarse

molto scarse

TOTALE

ERASMUS + 2018-1-SK01-KA202-046271

60%

70% 80%

RISPOSTE

27.78%

66.67%

5.56%

0.00%

90% 100%

Regarding the results regarding the clarity of instructions and explanation of the 3D
virtual world and the social game, they were also very positive (16.67% very good and

66.67% good).

D9 Quanto sono state chiare le spiegazioni riguardanti le regole del

Mondo Virtuale e Gioco Sociale BIZ4Fun?

Risposte: 18 Saltate: 0

mOlto Chiar-

scarse

molto scarse

0% 10% 20% 30% 40% 50%

OPZIONI DI RISPOSTA

molto chiare
chiare
scarse

molto scarse

TOTALE

60%

70% 80%

RISPOSTE
16.67%

66.67%

16.67%

0.00%

90% 100%

12

18
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D10 E’ facile utilizzare il Mondo Virtuale e Gioco Sociale BIZ4Fun.

Risposte: 18 Saltate: 0

e d.acmrd_
Non sono
d’accordo,

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE
Sono d'accordo 50.00%
Non sono d'accordo 50.00%
TOTALE

# S| PREGA DI MOTIVARE LA RISPOSTA

1 Comandi difficoltosi nei movimenti dell'avatar e n muoversi nel mondo

2 Bisogna avere dimestichezza con il mondo dei videogiochi e della programmazione

3 E' difficile capire il percorso da seguire allinterno del gioco

4 non sono riuscita ad orientarmi e a controllare bene i comandi

5 seguendo le istruzioni io ho faticato a trovare tutti rifenimenti

6 Ho avuto difficolta di movimento e visualizzazione dei pannelli

7 Per chi & appassionato ai giochi digitali

8 E chiaro

9 Ci si orienta e si capisce cid che si deve fare abbastanza facilmente

10 simil videogame

11 con il mac non funziona.. ho provato tutte le versioni anche le old ma nulla. Sono dovuto

andare a casa di un collega per usare il suo pc con windows

DATE

5/11/2021 12:15 PM
6/30/2020 11:02 PM
6/20/2020 10:39 PM
6/19/2020 1:53 PM
6/19/2020 11:37 AM
6/7/2020 8:25 PM
6/7/2020 7:01 PM
6/7/2020 6:58 PM
6/7/2020 6:27 PM
6/6/2020 8:20 PM
6/6/2020 12:49 AM

18

In terms of the user-friendliness of the platform, the recorded results were balanced.

In fact, 9 users agreed and 9 disagreed.

As some respondents noted, this may be due to two main problems:

- The game requires the user to be familiar with the world of video games and

programming.

- Difficulties with movement, displaying panels and understanding inputs

- Unable to play on Mac

As shown below, two thirds of respondents say that there are no specific prerequisites

needed to play the game.
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D11 E’ necessario disporre di conoscenze preliminari per utilizzare il
gioco?

Risposte: 18 Saltate: 0

Si

No

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Si 33.33% 6
No 66.67% 12
TOTALE 18

D12 Crede che questo strumento possa essere utilizzato dagli studenti
della sua Organizzazione?

Risposte: 18 Saltate: 0

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Si 66.67% 12
No 33.33% 6
TOTALE 18

Also, nearly 67% of respondents said Biz4Fun WV is a tool they see playing in their
institution's classroom (D12). One of them explained that he thought the tests were too
short. Another stated that it would be too difficult for his students. On the other hand,
however, one respondent pointed out that the platform can "provide guidance on the
theoretical concepts of entrepreneurship and some practical advice on starting a
business".

In terms of the main playful and educational elements of the game, the feedback from
respondents can be summarised as follows:
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14

15
16
17
18

Development of social competences, imagination and creativity, psychoaffective and

didattiche del gioco

Risposte: 18 Salate: 0

RISPOSTE

L'aspetto ludico ¢ sintetizzabile nella possibilith di giocare e personalizzare favatar. Per le
carattenstiche didattiche non nesco ad individuarne molte perché il tempo del test @ stato
breve e abbiamo posto attenzione soprattutto agh aspetti critici. Probabilmente se si
potesse utilizzare questo strumento non solo per esplorare I mondo virtuale ma per creasio
potrebbe essere un'ottima palestra soprattutto per | ragazzi che studiano Informatica

Far divertire gli studenti insegnando ned contempo alcuni concetti comphicato da affrontare

Simulazioni come role play, realta virtuale, alunno al centro del processo di apprendimento
problem solving

per gli adolescenti abituat! ai giochi virtuall & bello ma la didattica & troppo difficile e sono
troppe ke informazioni date ned van step

Le caratterstiche ludiche mi sembrano scarse, Sono state inserite defle presentazioni e det
piccoli questionarn in una realtd vinuale ma non C'é un "vero gloco”.

dal punto i vista ludico, l'adolescente sicuramente potrd diventirsi perché si trovera ad
esplorare un mondo virtuale, dove potra decidere che personaggio creare, come vestirlo,
ecc dal punto o vista didattico, esplorando con il Suo avatar personalizzato potrd imparare o
consolidare | concetti fondamentall della disciplna

Suggestivo ambiente di formazione ed istruzione,

FACILITA’ DI UTLIZZO

stumolo alla logica e alla creativita e a muoversi nello spazio

1l volo e le altre attitudini non inerent) alle fase dei questionan

Far conoscere a giovani le idee sull' imprenditonalita con specifict grochi
Fare un percorso edutativo, interativo e didattico

Movimenti sufficientemente fluidi, buona grafica, forse mighoreres il modo di spostarsi
(consentire alla telecamera di spostarsi anche con | movimenti del mouse). Le informazion
fomite prima di rispondere al quiz sono sufficientemente esaustive,

sviluppo competenza sociale, fantasia e creativita, competenza psico affettiva e
attitudnale( stare con gh altri, socializzare e rispettare le regoie)

imparare divertendosi
Applicabile alla dudattica

Imparare giocando ed interagre
Apprendere facendo, con I'uso d un gioco
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D13 Si prega di descrivere le principali caratteristiche ludiche e

DATE
§/12/2021 9:10 PM

§/11/2021 12:15 PM
6/30/2020 11:02 PM

6/200:2020 10:39 PM

6/19/2020 1:53 PM

6/19/2020 11:37 AM

6/10/2020 6:19 PM
6/8/2020 10:15 PM
G/8/2020 4:34 PM
6/7/2020 8:25 PM
6/7/2020 7:01 PM
6/7/2020 6:58 PM
6/7/2020 6:27 PM

6712020 5:44 PM

6/6/2020 8:20 PM
6/6/2020 7:58 PM
6/6/2020 12:49 AM
6/6/2020 12:03 AM

attitudinal competences (staying with others, socialising and respecting rules)

Learning by doing

Fun while learning

Graphic design

The tool can be used for educational purposes

The (theoretical) information provided before answering the quizzes is
comprehensive enough.

On the other hand, one of them said that it could be difficult to teach using the game
because there is too much information in the steps.
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In the graph below, the majority of respondents agree that the courses cover EQF levels
3 toé6.

D14 | corsi coprono i livelli EQF da 3 a 6.

Risposte: 18  Salate: 0

o dAacccrd_
Non song
d'accordo

0% 10% 20% 30% 40% 50% 60% 70% 80%  90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Sono d'accordo 77.78% 14
Non sono d'accordo 22.22% 4
TOTALE 18

Respondents were also asked to rate the potential of the BIZ4Fun virtual word and social
game based on 3 areas identified by the Entrecomp Framework.

Regarding the area of "Ideas and Opportunities”, most respondents rated the potential
for play in the range of "very good" to "good" in terms of the 5 competencies listed below:

- Search for opportunities
- Creativity

- Vision

- valuing ideas

- Ethical and sustainable thinking
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D15 Valutazione delle potenzialita del Mondo Virtuale e Gioco Sociale
BIZ4Fun basata sull'Area “IDEE ED OPPORTUNITA™ del Framework
Entrecomp.(Scala di valutazione 1-4, dove 1 e ‘molto scarso' e 4 &
‘molto positivo’)

Risposte: 18 Sanate: O

Riconoscere l-

opportun

Creativita

idee di valon

Idee etiche
sostenibil

0% 0%  20% 30% 40% 50% 60% T0% BO%  90% 100%

- molto scarso . scarso [l buono [} molto buono
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Regarding the "Resources” area, most respondents rated the potential of the games in
the range of "very good" to "good" in terms of:

- Self-awareness and self-efficacy
- Motivation and perseverance
- Mobilisation of resources

- Ethical and sustainable thinking

D16 Valutazione delle potenzialita del Mondo Virtuale e Gioco Sociale
BlZ4Fun basata sull'Area “RISORSE™ del Framework Entrecomp.(Scala
di valutazione 1-4, dove 1 & ‘'molto scarso’ e 4 & ‘molto positivo’)

Risposte; 18 Saltate: 0

Autoconsapevol
zzaed.

Motivazione
perseveranz

Mobilitar:
risorse’

Conoscenz
economico-fi..

Mobilitaregl
altr

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

. molto scarso . scarso [ buono [ molto buono
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We can still conclude that for some respondents the importance of the game in terms of
financial and economic literacy is weak.

The results regarding the potential of the platform in the area of "Do Action" were
considerably positive. Below are the detailed results.

D17 Valutazione delle potenzialita del Mondo Virtuale e Gioco Sociale
BIZ4Fun basata sull’Area “IN AZIONE™ del Framework Entrecomp.
(Scala di valutazione 1-4, dove 1 € ‘molto scarso’ e 4 € ‘molto positivo’)

Risposte: 18  Saltate: 0

Prender:

liniziativ.

Pianificare e.

gestir

Fronteggiar
incertezzae.

Lavorare co
glialtr

Impara

dall'esperien

3

10% 20% 30% 40% 50% 60% 70% 80%  90% 100%

B mottoscarso [l scarso [ buono [l molto buono
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The majority of respondents rated the potential of the games between "very good" and
"good" in terms of:

Taking the initiative

Planning and management

Managing ambiguity, uncertainty and risk
Cooperation with others

Learning through experience

Some 'weak' rates were noted in the 'working with others' section. Nevertheless, positive
responses accounted for more than 75% of the total.

D18 Il Mondo Virtuale ed il Gioco Sociale BIZ4Fun possono essere uno
strumento efficace per acquisire/sviluppare le competenze necessarie

per avviare un'impresa di successo.

Risposte: 18 Saltate; O

Non sono
d'accordo

Si prega di
motivare la...
0% 10% 20% 30% 40% 50% 60% 70% BO%  90% 100%
OPZIONI DI RISPOSTA RISPOSTE
Sono daccordo 83.33% 15

Non sono d'accordo

11.11% 2

Si prega di motivare la risposta 5.56% 1

TOTALE 18

The results on the effectiveness of the platform for acquiring/developing the
competencies needed to start a successful business were significantly positive.

Respondents were also asked to assess some key aspects of the platform, such as: the
dynamics of the game, the learning value and its role in activating business learning
processes.
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D19 Si prega di valutare ciascuno dei seguenti soggetti su una scala di
valutazione 1-4, dove 1 € ‘molto scarso’ e 4 & ‘molto positivo':

Risposte: 18 Saltate: 0

Dinamiche di-

Gioco

Valor-

educativo,

Attivazione d-

processi di...

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

B olto scarso . scarso buono molto buono
MOLTO SCARSO BUONO MOLTO TOTALE MEDIA
SCARSO BUONO PONDERATA
Dinamiche di Gioco 5.56% 16.67% 61.11% 16.67%
1 3 11 3 18 2.89
Valore educativo 0.00% 16.67% 50.00% 33.33%
0 3 9 6 18 3.17
Attivazione di processi di apprendimento 5.56% 11.11% 66.67% 16.67%
imprenditoriale 1 2 12 3 18 2.94

More than 75% of the participants rated the dynamics of the game as "very good" to
llgood".

More than 80% of participants rated the educational value of the game as "very good" to
"good".

There were also positive results regarding the role of play in activating entrepreneurial
learning processes. More than 80% of the respondents rated the effectiveness of play in
supporting the activation of entrepreneurial learning as either 'very good' or 'good’. In
the case of those who marked "very poorly", they criticized the fact that the game can be
too complex with too much information at the same time.

In addition to expressing their level of satisfaction with each game feature, respondents
were asked to suggest their comments most through the strengths and weaknesses of
VW and the social game BIZ4FUN.
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STRENGTHS

WEAKNESSES

Connects students with each other in a
friendly way

It is a game and can only be considered
a simple game

Facing serious arguments through play

Fluidity of movements, poor graphics,
difficult interaction

Teaching complex content through
step-by-step apprenticeships

The proposed content may be complex
without precise details

Simplicity

Difficult to use

Opportunity to
entrepreneurial competences

develop

For those who are not too used to this
way of learning, it could be boring.

Clear content and objectives to be
achieved

For those who have these procedures, it
can be a challenging tool

Creativity

Biz4Fun excludes a range of recipients,

such as people who are not avid video
game players or the elderly.

Easy orientation and the possibility of | /
immediate testing of the acquired
knowledge

Intuitive /

Didactic value

Experimenting and overcoming social
barriers. virtual is not so virtual.

The evaluation of VET institutions shows that the level of satisfaction with the platform
is mostly good.

Some also believe that a few minor comments have been noted, namely graphics, or not
always ergonomic, depending on the parts of the game and/or the users.

The detailed results of the evaluation are presented in Annex I to this report.

2.3 Online assessment for policymakers

The online evaluation of policy makers shows that the satisfaction rate with the platform
is very good. A few minor comments were noted, namely the lack of feedback in the area
of education. As feedback is information provided to students to improve learning
through, it is crucial to tell them their mistakes.

The detailed results of the evaluation are presented in Annex III to this report.

The results regarding the needs of end-users were significantly positive. According to
the respondents, the platform and its content address well the business competences of the
target group. One participant stated that "the platform content seems well calibrated for
high school students and potentially provides an excellent starting point for developing
entrepreneurial skills. The online environment promotes student interest through
playful and interactive elements. Some of the features and steps are sometimes not very
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clear and can slow down progression through the courses.

Even if the interactive environment is stimulating for the students, the actual digital skills
of the teachers should be tested or at least a digital facilitator should be present during
the class." Participants pointed out that the virtual world and social gaming platform
BIZ4Fun is a valuable tool to engage students in entrepreneurship education.

Regarding the potential uses of the Biz4Fun VW platform and social game, the main
benefits and barriers in educational practice, respondents argued that the platform and
game could be used in both curricular and extra-curricular contexts. These activities
promote innovation and stimulate young students' active learning towards cross-cutting
skills that are increasingly needed nowadays. One interviewee pointed out that "as
mentioned earlier, there are still some barriers to developing such activities: digital skills
and tools, reluctance to innovative teaching methods, and the need to find resources to
integrate digital skills courses into the current curriculum". Participants do not see any
barriers in terms of application and economic aspects. However, they highlighted the fact
that it would be crucial to engage motivated teachers who believe in entrepreneurial
education and the opportunity to learn through play.

In terms of ideas, approaches and tools from the Biz4Fun VW project and the social
game that could be adapted into related (local) strategies and practices, respondents
agreed on the power of entrepreneurial education. "Whether it will be conveyed through
the platform and the online game, or through traditional frontline lessons, content is
needed more than ever in today's learning pathways. The playful-interactive approach
certainly adds value and encourages innovative teaching methodologies. Having a game
as an essential tool to be used in afternoon business skills courses would help to engage
young people and expose them to an environment that is too often confused with
entrepreneurship. The spirit of initiative, entrepreneurship, proactivity are skills that can
be developed through entrepreneurial skills."

Another participant stressed that "the BIZ4Fun social game should be a starting point for
the development of business ideas that go from virtual life to reality or at least to a
simulation of real life. After you have played and learnt, you should put into practice what
you have learnt in school.

The final questions of the survey aimed to get more meaningful feedback on how to
improve the platform in terms of technical aspects, functionality and content. All
participants pointed out that, given the educational purpose, a feedback system should
be included after the answers have been given and the exercises have been completed, so
that learners can improve. As mentioned earlier, some passages are not very user-
friendly, especially if it is a user with no previous experience with video games.
Interactivity could also be developed, which would imply a wider range of activities that
could be carried out on the platform beyond the learning materials and quizzes (e.g.
missions that could be completed, or competition with other participants, etc.).

One participant suggested that "in addition to reading the instruction manuals at the
beginning, teachers who are less used to playing with video games can be guided by the
students themselves. Then teachers should encourage students to reinforce what they
have learned in each section. I would reinforce the social aspect of the game and invite
students to take the course together so that they can exchange their thoughts and
impressions. They could also play together with students who come from other schools."

All participants argued that it would be necessary to insist on incorrect answers (give a
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reason why the question was not correct). One participant stated that the BIZ4Fun
platform is a first and well-executed attempt that could be implanted in the future as
"BIZ4Fun 2", aimed at creating a real business plan with the same methodology.

2.4 General conclusions

In conclusion, the individual surveys have shown mainly positive aspects of these tools.
Indeed, both students and teachers were positive about the future of the game for
educational purposes.

Obviously, some minor issues still need to be fixed, such as bugs and delays. The graphics
may also need to be updated to improve fluidity and readability.

However, the result is that for the largest part of the respondents the game successfully
fulfils the functions for which it was created, therefore the result is positive and
satisfactory both for the students and for the teachers who are considering using it in the
future.
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1 GENERAL INFORMATION ON IMPLEMENTATION

Partner, landscape Turkey
Start date of the pilot project 17.06.2021
End date of the pilot project 27.06.2021

Number of participants who took part in the pilot project | 34

Number of participants testing VWSG Biz4Fun 23

1.1 Brief description of the pilot event

The pilot event took place on 17 June 2021 as a meeting split into two sessions at 10:00
and 14:00 Turkish time. Pupils, students and stakeholders interested in
entrepreneurship were invited to the 10:00 session. Representatives of higher education
institutions, representatives of vocational training institutions and policy makers were
invited to the session at 14:00.

P S v
¢ 1*;;‘ Q8 web kamerasini kullaniyor v
Erasmus+ g’ DiZh

Biz4Fun Projesi

Pilot Uygulama
Akdeniz Naturel Yasam Dernegi

avin Avrupa Birliginin maddi destegi ile hazirlanmistir.
Dernegi
gorislerini

At both meetings, a representative of Naturelder explained the nature of the business to
approximately 34 participants. He explained the importance of entrepreneurship for
young people, the reasons for the creation of the Biz4Fun project, its objectives, the
partnership established and the intellectual output of the project.

In addition, 3D virtual world training was presented to the participants. The registration
of the game, the installation of the game, the initial settings of the game and how to use
the game were explained. Afterwards, the participants of the event tested the game.

They had one week to try the game themselves.

Naturelder board member Hasan Burak Tasylirek was responsible for the presentation
and 3D presentation of the virtual world, while Ozgiir Aycil and Hamdi Ayyildiz provided
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1.2 Participants - number of participants who tested the learning scenarios

Socio-demographic variables

Number of participants

1. Gender

Men 11

Women 12
Total: 23

2. Profile

Pupils 12

Vocational education and training/education 8

institutions

Policy makers 3
Total: 23
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1.3 Piloted learning scenarios

Course Course piloted during piloting
event
1. INTRODUCTION TO BUSINESS X

2. BUSINESS OPPORTUNITIES AND MARKET
TRENDS IN YOUR COUNTRY AND IN

EUROPE
3. BUSINESS MODELS X
4. BUSINESS PLAN X

5. COLLABORATIVE TOOLS FOR BUSINESS
MODEL DESIGN OR INNOVATION

6. MARKETING
7. DIGITAL MARKETING X

8. ANALYSIS OF THE BEST MARKETING
STRATEGIES FOR SMALL BUSINESSES

9. FINANCIAL MANAGEMENT
10. HUMAN RESOURCES MANAGEMENT
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2 ONLINE EVALUATION RESULTS
At the end of the testing, participants were asked to complete an online questionnaire.

EGInA Srl, as lead partner for the evaluation, designed three online evaluation
questionnaires addressed to different target groups (students, VET institutions, policy
makers), aiming to collect relevant information about the testing of the 3D virtual world
and social game developed within the BIZ4Fun project.

2.1 Online pupil assessment

An evaluation questionnaire was presented to the participants to assess the pilot activity
and their experience. The questions of the questionnaire and the answers of the
participants are as follows;

2.2 How clear were the explanations about the BIZ4Fun project?
Biz4Fun Projesi ile ilgili aciklamalar ne kadar acikti?
12 yanit

10,0

9 (%75)

7,5

5,0

2,5

2 (%16,7) .

7
1 (%8,3) 0:%0)
0,0

1: very good, 2: good, 3: bad, 4: very bad
The results regarding the clarity of the explanation of the Biz4Fun project were very
positive.

2.3 How clear was the explanation of the rules of the virtual word and social
game BIZ4Fun?

Biz4Fun Sanal Dunya ve Sosyal Oyun kurallarinin agiklamalar ne kadar netti?
12 yanit

7 (%58.3)

4(%33.3)

_ (98,3) Ll o

1 2 3 -

o

1: very good, 2: good, 3: bad, 4: very bad

The results regarding the clarity of instructions and explanation of the 3D virtual world
and the social game were very positive.
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2.4 Using the BIZ4Fun virtual word and social game is easy.

Biz4Fun Sanal Diinya ve Sosyal Oyununu kullanmak kolaydir
12 yanit

@ Katiliyorum
@ Katilmiyorum

100%

Katiliyorum: Agree, Katilmiyorum: Disagree
All participants find the virtual world and social game Biz4Fun easy to use.

2.5 How would you rate the graphic design of the virtual word and social
game BIZ4Fun?

Biz4Fun Sanal Dunya ve Sosyal Oyun grafik tasarimini nasil degerlendirirsiniz?
12 yanit

©

7 (%58.3)

3 (%25)

0 (T.m

1 2 3 -
1: very good, 2: good, 3: bad, 4: very bad
Most participants think that the graphics of the Biz4Fun virtual world and social game

are sufficient. However, some participants believe that there is still room for
improvement.

2.6 Did the game go smoothly?

Oyun sorunsuz ilerledi mi?
12 yanit

@ Evet
@ Hayir

Evet: Yes, Hayir: No
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While the majority of participants played the game without any problems, 33.3% said
they had problems with the game. They reported that the game sometimes crashes.

2.7 Which courses have you tested?

Hangi kurslari test ettiniz?

12 yanit
Kurs 1. GIRISIMCILIGE GIRIS... —12 (%100)
Kurs 2. ULKENIZDE VE AVRU...
Kurs 3. IS MODELLERI (isaretl...
Kurs 4. IS PLANI
Kurs 5. i$ MODELI TASARIMI...
Kurs 6. PAZARLAMA
Kurs 7. DIJITAL PAZARLAMA (...
Kurs 8. KUGUK ISLETMELER...
Kurs 9. FINANSAL YONETIM[—0 (%0)
Kurs 10. INSAN KAYNAKLARI...|—0 (%0)

0,0 2,5 5,0 7,5 10,0 12,5

—3 (%25)
12 (%100)

—6 (%50)
1(%8,3)
3 (%25)

10 (%83,3)
0 (%0)

2.8 Did you learn anything new?

Yeni bir sey 6grendin mi?
12 yanit

@® Evet
@ Hayrr

Evet: Yes, Hayir: No

All participants reported that they had learned something. We can summarise them as
follows;

- Business details
- Idea generation process

- Areas of use of the virtual world
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2.9 Do you want to use the virtual word and social game BIZ4Fun while
studying at school/university?

Biz4Fun Sanal Diinya ve Sosyal Oyununu Okul / Universite deki calismalariniz igin kullanmak ister
misiniz?
12 yanit

@ Evet
® Hayrr

Nearly 92% of respondents said Biz4Fun WV is a tool they would like to see in their
institution's classroom.

2.10 Would it be useful to use the virtual word and social game BIZ4Fun for
school/academic purposes?

Biz4Fun Sanal Dinya ve Sosyal Oyununu okul / akademik amaclar igin kullanmak yararl olur mu?
12 yanit

® Evet
® Hayir

All respondents indicated that it would be useful to use Biz4Fun WYV for school/academic
purposes.

2.11VW and the social game Biz4Fun can be an effective tool for
acquiring/developing the competences needed to start a successful
business.
Biz4Fun Sanal Dlinya ve Sosyal Oyun, basarili bir is kurmak icin gereken yetkinlikleri elde etmek /

gelistirmek igin etkili bir arag olabilir.
12 yanit

@ Katiliyorum
@ Katiimiyorum
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2.12 What is the greatest strength of VW and the BIZ4Fun social game?

Participants commented on the strengths of Biz4Fun VW. We can summarize them as
follows;

- be a good source of information.

- Accessible to everyone.

- Afun taste in 3D.

- Interactive play.

2.13 What is the biggest weakness of the game?

Participants commented on the weaknesses of Biz4Fun VW. We can summarize them as
follows;

- Connection problems.
- Low level of graphics.
- Reduction of intimacy due to virtuality.

2.14 Your support counts! What would you change/improve about VW and
the BIZ4Fun social game?

Participants' suggestions for Biz4Fun VW are in line with what they see as the problem.
In summary, these suggestions are as follows:

- Troubleshoot connection problems.

- Improved graphics level.

- Correction of some marks that remained in Greek.
- Adding more miscellaneous features.

- Adding more scenarios.
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3 ONLINE EVALUATION OF OVP/EU INSTITUTIONS

3.1 How clear were the explanations about the BIZ4Fun project?

Biz4Fun Projesi ile ilgili agiklamalar ne kadar agikti?
8 yanit

6

N

1 2 3 P
Most participants found the explanations of the project easy to understand. One
participant stated, "The scope and information on the subject of the project was clear.
these explanations could have been more linked to the sustainability objectives of the
project.”

0

3.2 How clear was the explanation of the rules of the virtual word and social
game BIZ4Fun?

Biz4Fun Sanal Dunya ve Sosyal Oyun kurallarinin agiklamalar ne kadar netti?
a8 yanit

4

w

N

—“ . (ls,c”
|

1 2 3 B

Most participants found the explanations of the Biz4Fun VW rules to be easy to
understand. One participant commented: "The rules of the virtual world and the social
game were clear enough, all the rules had their counterpart in the game."

0

3.3 Using the BIZ4Fun virtual word and social game is easy.

Biz4Fun Sanal Dunya ve Sosyal Oyununu kullanmak kolaydir
a8 yanit

® Katilsyorum
® Katlmiyorum

All participants find Biz4Fun VW easy to use. One of them stated that "the game is well
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designed and very easy to play".

3.4 Are there any prerequisites (prior knowledge) required to use the

game?
Oyunu kullanmak igin herhangi bir dnkosul (6n bilgi) gerekli mi?
8 yanit
@® Evet
@® Hayir

Almost 63% of participants think that there are prerequisites for using the game. It is
stated that "Basic knowledge of games and computer use is necessary due to knowledge
of virtual concepts, experience of using computer games and computer movements". The
general idea is that some basic knowledge of computers and games is needed.

3.5 Did the game go smoothly?

Ovyun sorunsuz ilerledi mi?
8 yanit

@® Evet
® Hayrr

All participants used the game without any problems.

3.6 Please describe the main playful and educational elements of the game

The fact that the game is 3D was identified by many participants as a fun element. It was
also stated that "the fact that it can be implemented with the participation of many people
in the form of a game in a virtual environment can create a fun environment." and "The
systematic step-by-step character progression makes the game fun." and "Exploration by
flying, communication with NPcs, playing the story make the game fun."

3.7 Which courses have you tested?
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Hangi kurslar test ettiniz?
8 yanit

Kurs 1. GIRISIMCILIGE GIRIS...
Kurs 2. ULKENIZDE VE AVRU...
Kurs 3. I$ MODELLERI (isaretl...
Kurs 4. I$ PLANI

Kurs 5. i$ MODELI TASARIMI...
Kurs 6. PAZARLAMA

Kurs 7. DIJITAL PAZARLAMA (...
Kurs 8. KUGUK ISLETMELER...
Kurs 9. FINANSAL YONETIM
Kurs 10. INSAN KAYNAKLARI...

7 (%87,5)

6 (%75)
5 (%62,5)
6 (%75)

4 (%50)

3 (%37,5)
3 (%37,5)

0 2 4 6 8

All participants tested the Introduction to Entrepreneurship course. Then they

apparently tried different courses by exploring.

3.8 The courses cover EQF levels 3 to 6.

Kurslar 3 ila 6 EQF(Avrupa Yeterlilikler Cercevesi) seviyesini kapsar.
a8 yanit

@ Katilryorum
® Kallrmiyorum

Participants agreed that the courses cover EQF levels 3-6. In addition, it is stated that
"The courses that meet the skills to be delivered under the EQF are very well prepared.”

Assessment of the potential of the virtual word and social game BIZ4Fun based on
the IDEAS AND OPTIONS domain of the Entrecomp framework (rating scale 1-4,

where 1 is "very poor" and 4 is "very good").
— Perception of opportunities
— Creativity
— Vision
— Valuing ideas

— Ethical and sustainable thinking
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Biz4Fun Sanal Dunyasi ve Sosyal Oyununun potansiyellerinin Entrecomp.(Avrupa Girisimcilik
Yetkinlik Cercevesi) “FIKIRLERI VE FIRSATLARI” teme... 4'Un 'gok iyi' oldugu 1-4 derecelendirme élcegi).

8 I Cok kott [ Kotu iyi WM Cok iyi
6
4
| IJ
) |
Tespit firsatlari Yaraticilik Vizyon Fikirlere deger vermek Etik ve strdurilebilir

distinme

Regarding the "Ideas and Opportunities” area, most participants rated the potential of
the games as "very good" to "good" in terms of:

- Search for opportunities

- Creativity

- Vision

- Valuing ideas

- Ethical and sustainable thinking

Participants' responses indicate that a little more freedom is expected, especially in the
area of creativity.

Evaluation of the potential of the virtual word and social game BIZ4Fun based on

the "RESOURCES" domain of the Entrecomp framework{ratingscate-t=4;where 1 is
"very poor" and 4 is "very good").

— Self-awareness and self-efficacy
— Motivation and perseverance

— Mobilising resources

— Financial and economic literacy

— Mobilising others
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Biz4Fun Sanal Dunyasi ve Sosyal Oyununun potansiyellerinin Entrecomp (Avrupa Girisimcilik
Yetkinlik Cercevesi) “KAYNAKLARI” temel alinarak de... 4'Un '¢cok iyi' oldugu 1-4 derecelendirme dlgegi).

I Cok koti M Koti 1 iyi M Cokiyi
6
4
2 —
0 = Y y _
Oz farkindalik ve 6z Motivasyon ve azim Kaynaklari seferber Finansal ve ekonomik Baskalarini harekete
yeterlilik etme okuryazarlik gecirmek

Regarding the "Resources" area, most participants rated the potential of the games in the
range of "very good" to "good" in terms of:

- Self-awareness and self-efficacy
- Motivation and perseverance

- Mobilisation of resources

- Financial and economic literacy
- Mobilising others

Evaluation of the potential of the virtual word and social game BIZ4Fun based on
the "INTO ACTION" domain of the Entrecomp framework (rating scale 1-4, where 1
is "very poor" and 4 is "very good").

— Taking the initiative

— Planning and management

— Managing uncertainty, ambiguity and risk
— Cooperation with others

— Learning through experience

Biz4Fun Sanal Dlnyasi ve Sosyal Oyununun potansiyellerinin Entrecomp (Avrupa Girisimcilik
Yetkinlik Cercevesi) “EYLEM ICIN” temel alinarak de...e 4'iin 'cok iyi' oldugu 1-4 derecelendirme élcegi).

8 B Cok kot WEEN Koti W jyi  WEEE Cok iyi
6
4 i
2 : - \
|

Ll | |

0 = e ‘
Inisiyatif kullanmak Planlama ve Yonetim  Belirsizlik, belirsizlik ve  Baskalariyla ¢aligma Deneyim yoluyla
riskle basa ¢gikmak 6grenme
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Regarding the 'Into Action' area, most participants rated the potential of the games
between 'very good' and 'good' in terms of:

- Taking the initiative

- Planning and management

- Managing uncertainty, ambiguity and risk
- Cooperation with others

- Learning through experience

3.9 VW and the social game BIZ4Fun can be an effective tool for
acquiring/developing the competences needed to start a successful
business.

Biz4Fun Sanal Dunya ve Sosyal Oyun, basarili bir is kurmak i¢in gereken yetkinlikleri elde etmek /
gelistirmek icin etkili bir arag olabilir.
8 yanit

@ Katiliyorum
@ Katilmiyorum

Respondents think that Biz4Fun VW can be used as an effective tool to acquire/develop
the competencies needed to build a successful business. One participant commented: "I
agree because it offers opportunities to people". Another commented that "it can be used
to prepare the necessary infrastructure that can be used in the creation of
entrepreneurial knowledge"

Please rate each of the following items on a scale of 1 to 4, where 1 is "very poor"
and 4 is "very good": (very poor - poor - good - very good)

— Dynamics of the game
— Educational value

— Activating entrepreneurial learning processes
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Latfen asa@idaki nesnelerin her birini 1-4 arasinda derecelendirin, burada 1'cok zayif ve 4 'cok iyi’
{¢ok kotl - kdta - iyi - gok iyi)

8
I Gok kots WM Koti i lyi W Cokiyi

o

L

Oyun Dinamikleri Egitim deqeri Gingima Girenme sireglerinm
etkinlegtirimesi

The dynamics of the game were rated as "very good" and "good" by 50% and 50% of the
participants, respectively. The educational value of the game was rated as 'very good' by
more than 75% of the participants and 'good' by the rest. The results regarding the role
of play in activating entrepreneurial learning processes were quite positive. More than
80% of the respondents rated the effectiveness of play in activating entrepreneurial
learning as 'very good'.

3.10 What is the greatest strength of the virtual word and social game
BIZ4Fun?

Participants commented on the strengths of Biz4Fun VW. We can summarize them as

follows;

Providing a fun learning environment.

Promoting the concept of participatory entrepreneurship.
Availability as open source.

It is unique and provides a different feel in the learning process.
Reaching young people through entertainment.

Itis free and available to everyone.

3.11 What is the biggest weakness of the virtual word and social game
BIZ4Fun?

Participants commented on the weaknesses of Biz4Fun VW. We can summarize them as

follows;

Thanks to its story, it offers creativity in a limited space.
The graphics and connectivity infrastructure is weak.

If it is not played with under control, it can encourage addiction to
technology.

The use of business simulation for technology diffusion has not taken off
sufficiently.

[t is not yet possible to customize.

137



Biz4Fun - Let’s have fun with the business start-up ERASMUS + 2018-1-SK01-KA202-046271

3.12 What would you change/improve about the virtual word and social
game BIZ4Fun?

We asked participants what needs to be done to improve Biz4Fun VW. Their answers can
be summarised as follows;

- Expanding story paths and a more interactive structure will increase the
effectiveness of the tool.

- Translation development, Turkish translation of the whole game including
the game interface.

- A system in which scenarios can be adapted will be very beneficial for
trainers and training institutions.

3.13 Online assessment for policymakers

Our three participants, who attended as policy makers, showed great interest in the
Biz4Fun VW Game. They stated that Naturelder and other project partners should
continue to develop and update the game and that they would participate in the
development of new projects and activities related to the game to improve youth
entrepreneurship.

3.14 To what extent the Biz4Fun VW platform and social game and its content
address the business competencies of the target group (end-user needs)

Participants were asked to what extent the virtual world and social game platform
Biz4Fun and its content address the entrepreneurial competencies of the target group.
One of our participants stated that it is "suitable for today's generation".

Another said: "It is very attractive to young people. However, I don't think it is very
suitable for middle-aged and above." And another participant commented: "It's an
invaluable source of information for young people. Especially since today's young people
are not a generation that picks up and reads books, there is a need for such entertaining
and educational apps. The information in the app should be enriched day by day and keep
up with the times."

3.15 How could you use the Biz4Fun VW and Social Game platform in your
context and what do you think would be its main benefits and barriers
in your training practice? (Own interests of external stakeholders;
benefits, usefulness, effectiveness, relevance, cost-
effectiveness/efficiency, sustainability)

We asked our participants how you can use Biz4Fun's virtual world and social gaming
platform in your context and what you think are the main benefits and barriers for your
educational practice. One of our participants pointed out the cost-effectiveness of it being
free. Another stated, "The fact that it is free increases its usability. It can be used in
different areas depending on whether it has a technologically flexible structure. We may
consider using it in collaboration with Naturelder in our business activities." And another
participant said: "The app will definitely be useful because it is interesting. The fact that
it is free is one of the most important factors that will increase its use and effect. Cost is
one of the biggest problems especially for our young people. Constantly updating and
adding new information and new features will keep the app alive".
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3.16 Which ideas, approaches, tools of Biz4Fun VW and Social Game
could be adapted into related (local) strategies and practices and why? (Impact
on strategic planning)

We asked participants which ideas, approaches, tools, relevant (local) strategies and
practices of the Biz4Fun virtual world and social game are worth adapting and why. One
of our participants pointed out that this can be beneficial for young people in terms of
technological development. Another stated, "The idea and application of bringing learning
into a 3D environment is interesting. The widespread use of this type of learning will both
help to reduce young people's reactions to the current education system and increase the
effectiveness of education." And another participant commented: "We always try to
support young entrepreneurs within the scope of our community. Our young
entrepreneurs are the cornerstone of our society and economy. In this regard, I think the
app will be a useful tool."

3.17 What would you improve on the Biz4Fun VW and Social Game online
learning platform (technical aspects, features, content) and how?
(Weaknesses, barriers, inconsistencies, quality, clarity, access, tools,
etc.)

We asked our participants what you would improve about the online learning platform
Biz4Fun VW and Social Game (technical aspects, features, content) and how. One of our
participants pointed out the lack of technical infrastructure. Another stated, "In addition
to the educational materials in the game, the game itself needs to be translated into
Turkish.

English can be a social barrier, especially for young people from disadvantaged
backgrounds. However, it would be advisable to facilitate the installation phase of the
game. In its current form, the game is suitable for use in an educational setting under the
supervision of an instructor. Of course, the game should be well explained by the
instructor”. And another participant commented: "The app contains some general
information because it was the result of an international project. The conditions and
procedures in each country or region are different. Atthe same time, they believe that the
possibility to adapt to the region will increase the use and effectiveness of the app.”
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4 CONCLUSION AND COMMENTARY

Surveys showed that VW's social game Biz4Fun was generally well received. Students and
teachers alike expressed positive views and hoped that the game would be educational in
the future. However, some minor issues such as bugs, crashes and delays still need to be
corrected. The graphics may also need to be updated to increase interest and provide a
more modern look. Another important conclusion is that the game should be updated and
continue to evolve.

For the majority of participants, it can be said that the game successfully fulfils the
functions for which it was created, so the result is a positive factor for both students and
teachers who are considering using it.
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1 GENERAL INFORMATION ON IMPLEMENTATION

Partner, landscape SlovakBusinessAgency,
Slovakia

Start date of the pilot project 12.5.2021

End date of the pilot project 25.6.2021

Number of participants who took part in the pilot| Not applicable - online
project testing

Number of participants testing VWSG Biz4Fun

1.1 Brief description of the pilot event

At the end of April and during May and June, the Slovak Business Agency started online
testing of the virtual world and the social game. We did not organize webinar meetings.
Approximately 50 questionnaires were sent to the potential target group: 8 to VET
providers, 9 to policy makers and entrepreneurs/start-ups and 35 to students (30 of
them through their teachers). Feedback was received from 6 students, 2 policy makers
and 5 entrepreneurs and start-ups. They tried to call these people, ask them to play the
game, through emails, phone calls, etc.

1.2 Participants - number of participants who tested the learning scenarios

Socio-demographic variables Number of participants

1. Gender

Men 9

Women 5
Total: 14

2. Profile

Pupils 7

Vocational education and training/education 0

institutions

Policy makers, start-ups, enterprises 7
Total: 14
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PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (TVORCOVIA STRATEGIE)

D4 Uvedte prosim svoju poziciu v institucii

Fis

ster 5 Saltate: 0

RISPOSTE DATE
1 majitel . konate! SAS2021 11:46 AM
2 Salus manages 5/14/2021 11:43 AM
Obchodny zastupca S1FN2021 10:58 AM
majitel 5/9/2021 8:11 PM

5 referent 42002021 5:57 P'M

1.3 Piloted learning scenarios

Course Course piloted during piloting event
1. INTRODUCTION TO BUSINESS X
2. BUSINESS OPPORTUNITIES AND MARKET X

TRENDS IN YOUR COUNTRY AND IN EUROPE

3. BUSINESS MODELS

4. BUSINESS PLAN X

5. COLLABORATIVE TOOLS FOR BUSINESS
MODEL DESIGN OR INNOVATION

6. MARKETING X

7. DIGITAL MARKETING X

8. ANALYSIS OF THE BEST MARKETING
STRATEGY FOR SMALL BUSINESSES

9. FINANCIAL MANAGEMENT

10. HUMAN RESOURCES MANAGEMENT X
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2 ONLINE EVALUATION RESULTS
Participants were asked to complete an online questionnaire.

Three online evaluation questionnaires were developed for different target groups
(students, VET institutions, policy makers) to gather relevant information on the testing
of the 3D virtual world and social game developed within the BIZ4Fun project.

2.1 Online pupil assessment
Respondents were asked to answer 16 questions.

The first area focuses on the clarity of the instructions and explanation of the BIZ4Fun
project and the 3D virtual world and social game.

The results regarding the clarity of the explanation of the Biz4Fun project were
significantly positive, with more than 40% of respondents considering the Biz4Fun
project to be very good. The detailed results are summarised below.

PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (STUDENTI)

D5 Ako jasné bolo predstavenie projektu Biz4Fun?

Risposte: 7  Saltate: 0
o dObré_
dobré_
slabé
velmi slabé
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
OPZIONI DI RISPOSTA RISPOSTE
velmi dobré 42 86% 3
dobré 42.86% 3
slabé 0.00% 0
velmi slabé 14.29% -
TOTALE 7
# ODOVODNITE PROSIM SVOJU ODPOVED DATE
1 SBA velmi jasne a Strukturovane komunikovala projekt a jeho aktivity v rdamci mailovej 6/23/2021 12:19 PM

komunikacie ako aj poas podujatia, na ktorom boli vSetky projektové vysledky velmi dobre
odprezentované a aj prakticky odskusané.

2 Mozno trosku strucnej$i vyklad ale tak chapem Ze je nutny Siroky obsah 6/1/2021 11:35 AM

3 Stranka mi nesla,nedalo sa prihlasit 5/13/2021 11:15 AM

The results regarding the clarity of the instructions and explanation of the 3D virtual
world and the social game were as follows: 30% of the students considered it very
positive, almost 60% considered it positive and only 10% considered it not very good.
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PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (STUDENTI)

D6 Ako jasné bolo vysvetlenie pravidiel Virtuadlneho sveta a Socialnej hry
Biz4Fun?

Risposte: 7  Saltate: 0

vermi dob[e-
dObre_
slabé

velmi slabé

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

OPZIONI DI RISPOSTA RISPOSTE

velmi dobré 28.57% 2
dobre 57.14% 4
slabé 14.29% ¥
velmi slabé 0.00% 0
TOTALE T
# ODOVODNITE PROSIM SVOJU ODPOVED DATE

1 Vysvetlienie hry a manual bol dobre popisany, avSak mala som komplikacie pri pripojeni, 6/23/2021 12:19 PM

ktoré boli do velkej mier spésobené mojimi chybajlicimi skisenostami s hrami a virtualnym
svetom.

2 Pravidla boli strucné a jednoduché 6/1/2021 11:35 AM

In terms of the user-friendliness of the platform, the results were not very positive, as
shown below. The most important reasons are the following:

"Lengthy installation - need to simplify entry, may deter some people from
continuing”

- cluttered language settings”
- "Avatar is not very easy to control”

- "The game itself has no problem, the problem I see is that there are too many
unnecessary steps to log in and download the game itself that are not always
understandable. "

A positive aspect of the platform is that "the biggest advantage of the virtual world and
social game Biz4Fun is the educational potential ".
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PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (STUDENTI)

D7 Virtualny svet a Socialnu hru Biz4Fun mozno lahko pouzivat.

Risposte: 7  Saltate: 0

Sthlasim|

Nesumasm_

0% 10% 20% 30% 40% 50% 60% 70% 80%  90% 100%

OPZIONI DI RISPOSTA RISPOSTE

Sthlasim 28.57% 2

Nesuhlasim 71.43% 5

TOTALE 7

# ODOVODNITE PROSIM SVOJU ODPOVED DATE

1 Odpoved je subjektivna, prihliadnuc na moje chybajice sku a zruénosti s digitalny 6/23/2021 12:19 PM
hrami bolo sp ie hry ako aj a hra p jSie.

2 Ovladanie je jednoduché priam az blbuvzdomné len by sa hodilo povedat Ze je zakladné 6/1/2021 11:35 AM
nastavenie pohybu na Sipkach a nie W,A,S,D

3 Stranka nebola zabezpeCena a nedalo sa tam prihlasit’ 5/13/2021 11:15 AM

4 Zdihava instalacia - je p e Zj Sit vstup do hry, neprehladné nastavenie jazyka 5/8/2021 11:59 PM

hry, avatar sa tazsie ovlada

5 Hra ako taka nema problém. V ¢om vidim problém je Ze na samotné prihrasenie a stiahnutie  4/19/2021 10:16 PM
hry je prisli$ vefa zbytocnych a nie vZdy jasnych krokov. Aj ked sa jedna o medzinarodny a
nie Spickovo financovany projekt. Vacsina “indehier” ma lepSie spracovanie

Graphic design rating - 40% of respondents rated the graphics as "good” and the same
percentage (40%) as "very poor". More than 10% of respondents rated the graphics as
"poor”. According to them, "the graphics do not match the quality of 2021".

Fil THA AKTIVITA RIFAFLING DOTATRIE s INF HORSO TR (STLIRFNTT

CE Ako by ste chodnotill graficky dizajn Virtualneho sveta & Socialnej hry
Biz4Fun?

Frapode 7 Selws 0

wief'md gl
[ T AR L . K]

DETIO N N FESPOETA FEFIETE
sudinn dalag e n
R 47 E0M ]
akaid L4204 1
whlITi xishe L] 3
12I&LE L
F OEOVGONITE FROSIN S¥0IL ODPOVER DETE
1 il b et & CplAE Rkl G 2 Ty P | TR e, WA 1AL PR

Bl i 2004 7 gralickdnn Rl ska nid reoc e bk na veosddvacn by pobods NI 135 A

Cimal b necimipossia cwlion mlos 001 STHET 1L T

When it comes to playing the game, 70% of respondents pointed out that the game is
difficult. It took a long time to get involved and start playing the game. Mostly at the very
beginning.
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PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (STUDENTI)

D9 Mala hra hladky priebeh?

Risposte: 7 Sanade: 0

O 1I0%  J0%  SO%  40%  SON SO 0 BUS  90% W)
OPZI0NM DI RISPOSTA RISPOSTE
Ao 2857%

Nw T143%

TOTALE

# AK JE OUPOVED NA VYSSIE UVEDENU OTAZKU "NIE™, UVEDTE DALSIE
INFORMACIE NIZSIE

1 Ak sam i iasdia VR0 mi kym SR 7ofeolujam &St A pesto Iaha fey el na nalEvam

2 Feebod m hinesd na zodlky cokom o pravidd ako W smes Iry Jpoecip

3 Zwliegdie ondadsrns, OGRET S I 0ues gz on, nageshlsdos!

- Nevedsia som ju spustl

ur

Pokial ma nea 7aual miadyen fudl, kiod 50 2ratnd v digtalnych hedch, treba hnz c4te
dolacif

(=)

DATE

272021 1719 P\
U201 11,33 AM
G021 11.26 AM
W122021 1115 AM
=

S0 1150 FM

Respondents chose 6 topics for testing. 100% of them chose the topics Introduction to
Business. More than 40% tested the topics Business Models, almost 30% tested the
topics Business Plan, Marketing and Digital Marketing. Only 10% chose to test the topic
Human Resource Management. This can be seen in the table below.
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PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (STUDENTI)

D10 Ktoré kurzy ste testovali?Prosim vyherte 3 testovaneé kurzy:

Risposte: 7  Saltate: 0

Kurz 1. OVOD
DO PODHIKANIA

Kurz 2.
OBCHODKE...

Kurz 3. BIZNIS
MODELY

Kurz 4. BIZNIS
PLAN

Kurz 5.
KOLABORATIVM...

Kurz &.
MARKETING

Kurz 7.
DIGITALNY...

Kurz 8.
ANALYZA...

Kurz 8.
FINANCNE...

Kurz 10.
RIADENIE...

0% 10% 20% 30% 40%  50% &60% T0% BO% 0% 100%

When asked if they had learned anything new, 70% of respondents answered "yes" and
30% "no". The content of the game was informative. It contained a lot of useful
information and definitions.

PILGTMA AKTIVITA BIZ4FUN: DOTAZNIE OMLINE HODMNOTENIA (STUDENTI)

011 Maucili ste sa nieto nove?

fepushe © o Sullabe

L ELE T ] 400 Gl BO% W% BO% B0 100w

OPZION Ol RISPOSTA RISPOSTE

firme TS 5
™ FRATE S
TOTEIF T
4 CROVADSMTE PREST SY0IL 0DFOVEDR [ATE

1 Danhaes | hm dobid a nsuing, nicstont Easo kol bt 4k fomukesanc, WEEEIE1 IL19FM

2 W s o nvsairgeh weda o o hosdoonnac el AVTEI 1030 AR

] i pz o ocbommey shinke posing SUVATL 105 |

Another question was about the use of the virtual world and the social game Biz4Fun
for the purpose of studying at university. 70% of the respondents would like to use it
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for their studies, but the game will need to be improved.
PILOTRA AETIVITA DIZAMNUN: DOTAZMIE ONLING HODMOTCMIA [STUDCNTI)

D12 Cheeli by ste pouzit Vintualneho sveta a Socidlngj hry Bizd4Fun pre
vaZe Studium na Skale funiverzite?

Frzposte: T Salale: 0
o _
" -
e Wm0 % a0W S0 S0 oM E0m BOR 100%

OPZIoNM DI RISPOSTA RSPFOSTE
- 49 4
= EETH 2
TCIALL
L DOEVODNITE PROEIM 3VOJIU COPOVED CETE
1 Bolo by 1o zawgirmee ozvisgimeme veulhy a zl=pfila by som o mope it sk znoadnost. BIZAZ021 1215 FM
2 UnZite Rlasres pn distancrom w2ockivanl by oo bola pecka EFLiF0a] 11:35 AM
a Ewa ak bial v Wi anan BFTEAAT 11086 AR
a s s peerncial = ) wefind doley Sl sl y lomlo Sl by som e edapenacogul ANTBIZ0EY 1CH1G 17

70% of the respondents in the table below find the game a very useful and effective tool
for learning, especially for the younger generation.

Pl CTHA ARTIVITR BEFAFLIN: BOTAFRIE G4 INF HODKNOTEHL (STURFNT

D13 Bolo by uZitofné pouZivat Wirtudineho sveta a Socidlnej hry
BizdFun pre Skolske [ akademicke uéely?

Hisganis ¢ Sl o

oW 20 = s L = Ol 2 o A
DEION [ FSPOETA HISPOSTE
Gra TLAB 5
™ 28,674 z
1 1aLE g
L OOC ODHITE PROSIM SYOIU ODFOVED: DATE
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More than 80% of respondents agree that virtual worlds and social gaming can be
an effective tool for developing the knowledge or competences needed to start a
successful business.
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PILOTRA AKTIVITA BIZAFLN: DOTAT MK QNLIME HODNOTEMIA [STUDENTI

D14 Virtualny svet a Socialna hra Biz4Fun méze byt GEinnym nastrojom
pre ziskanie / rozvo] kompetencii potrebnych pre zacatie Uspesného
podnikania.
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Respondents were also asked to provide us with these strengths and weaknesses:

STRENGTHS WEAKNESSES
Quality educational materials More difficult to log in to the game
A playful way to gain useful knowledge Non-competitive graphics and actual
bugs that will likely be fixed after
feedback.

User-friendly and when more people play, | In some places there is no correct
it can be fun Slovak translation, poorly worded
questions and answers

Originality Technical deficiencies

A simpler form of receiving new| Technical processing - complicated

information introduction to the game, which may
discourage playing/continuing the
game.

Educational potential Graphic processing

In the final stage, respondents were asked to suggest some aspects that would change or
improve the virtual world and the social game. The feedback can be summarized as
follows:

- By adding music to the game, the player can turn the sound on/off. So the sound
of frogs would not be heard.

- Graphic design, simplification of controls, bug fixes, game clarity
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Better translation

The introduction needs to be simplified so as not to discourage players from
continuing.

2.2 Online assessment for policymakers

Another category of respondents were policy makers, start-ups and entrepreneurs: CEO,
founder, owner, business manager, sales representative. They answered the following
questions:

To what extent does the Biz4Fun virtual world and social game platform meet the needs or
expectations of end users? Respondents answered:

while playing the game, the game dealt with the basics of business. The platform
environment provides us with a wide range of content that can be modified
according to the needs of the target group. At this stage, it provides a good
foundation.

She would still like to fine-tune the needs of the end users.

Partly there is a lot of professional educational information, I recommend to
simplify their use.

PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (TVORCOVIA STRATEGIE)

D7 Do akej miery riesi platforma Virtualneho sveta a Socialnej hry
Biz4Fun a jej obsah podnikatelskej kompetencie cielové skupiny

(potreby koncovych uzivatelov)

sSposie Hiate: |

RISPOSTE DATE
ciastocne SY152021 11:45 AM

Platforma poskytuje prostredie pouZitelné pre Sirokd Skale ohsahn, krory j& moZné S14/2021 11:43 AM

maodifikovat’ podfa potreh ciefove] skupeny. V tejlo fize poskyluje dobry zaklad

cheelu by o este doladit poreby kuncovych uzivateluy SI132021 10:58 AM
ciastocne SIN2021 B:11 PM
Ciastodne, vela adbomych Skolacich informacii. odpondam zjednadusenie QIN2021 557 PN

How could you use the virtual world and social game platform in your context and what
obstacles do you see? Here are the most important answers:

The game is not built properly enough to be used in any useful way. It's not clear
what the game intends to do, character control is difficult, some basic features
are missing, and there are a lot of unnecessary features present that make it
difficult to understand.

The game serves as a tool to increase the young generation's interest in
entrepreneurship. Arousing interest can help make it easier to manage the
replacement of two generations in a family business.

The game is a good starting point for further improvement of this tool.
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[t should make the most of the gamification elements, drawing the user into the
action and injecting a bit of tension and a dimension of competition that I found
a bit lacking.

PILOTNA AKTIVITA BIZ4FUN: DOTAZNIK ONLINE HODNOTENIA (TVORCOVIA STRATEGIE)

D8 Ako by ste mohli pouZivat platformu Virtualneho sveta a Socialne;
hry Biz4Fun vo vasom kontexte a aké by podla vas boli hlavné vyhody a

(&)

prekazky vo vasej Skoliace praxi? (Vlastneé zaujmy externych
zainteresovanych stran; prinosy, uzitocnost, ucinnost, relevantnosti,
nakladova efektivnost / G€innost, udrZatelnost)

isposte: 5 Saltate. 0

RISPOSTE DATE

Pomaoc v bodit” zinjem miadSe] gsnericie k podnikaniu a ucit' ich Ealit” pndnikatelskému SS2021 11:46 AM
riziku. Vzbudenie 2aujinu maze pumoct fahSie sviadud generac ng vbmess voodinnych

podnikech.

iteliy pre kohokolvek, S14/2021 11:43 AM
efektiviiym

adne vyuzivar. V pripade ak jebo ohsah vyst

ucirn reddng prostredie v lorom clov

ontoy § Zamesinancoy. Podlia

peisposobit clavac! obsah Konkedtnym pouebam Stud

mogho nizonu pe klacom cbsah, Forma prostrednictvom virlualnesho prostredia je OK.

nemaohol SILA2021 10:58 AM
nakladova elekliviost, navramnost SIN2021 8:11 °M
Vyhodou je vyvolanic zagmu, gamifikacia Nevyhodou menej zrozumitelné nickton 4202021 557 PN

Zastavenia v hre

What would you improve about this virtual world and social game platform?

The answers were as follows:

Easier way to register and start the game, the current children do not have
enough patience with the long installation. Great idea, just need to tweak it.

The game needs to be technically improved. The main obstacle is the complicated
start.

The number of user functions needs to be limited. Don't focus on flying, running
and jumping, but on working with content - solving tasks. In case of user success,
[ wouldn't hesitate to reward the user to keep them motivated.

152



Biz4Fun - Let’s have fun with the business start-up

ERASMUS + 2018-1-SK01-KA202-046271

PILOTNA AKTIVITA BIZAFUN: DOTAZNIK ONLINE HODNOTENIA (TVORCOVIA STRATEGIE)

D10 Co by ste vylepsili na online vzdelavacej platforme Virtualneho

sveta a Socialnej hry Biz4Fun (technicku stranku, funkcie, obsah) a ako?

[

atd.).

Risposte: & Salrate: O

RISPOSTE

Jednoduchéi sposch registrdcie a “rozbehania® hry. Leti momentélne Zija v podstatne
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spastanim hier. Napad vynikagici. len ho treba zdokonodovar.
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DATE
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1 GENERAL INFORMATION ON IMPLEMENTATION

Partner, landscape Edu Consulting, z.u.
Start date of the pilot project 1 April 2021
End date of the pilot project 31 May 2021

Number of participants who took part in the pilot project | NA - online

Number of participants testing VWSG Biz4Fun

1.1 Brief description of the pilot event

Edu Consulting, z.0. started to organize the pilot evaluation in March 2021 and the
invitation was sent to people during April 2021. The invitation included a short
presentation of the project with a special focus on the 3D virtual world and a guide on
how to apply for the 3D virtual world. On Friday 16 April 2021, the EUC organised a short
virtual meeting where participants in the pilot project could meet EUC researchers and
ask them about the project and its outputs.

1.2 Participants - number of participants who tested the learning scenarios

Socio-demographic variables Number of participants

1. Gender

Men 15

Women 6
Total: 21

2. Profile

Pupils 17

Vocational education and training/education 3

institutions

Policy makers 1
Total: 21
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1.3 Piloted learning scenarios

Course Course piloted during the pilot event

1. INTRODUCTION TO BUSINESS X

2. BUSINESS OPPORTUNITIES AND
MARKET TRENDS IN YOUR
COUNTRY AND IN EUROPE

3. BUSINESS MODELS X

4. BUSINESS PLAN

5. TOOLS FOR COLLABORATIVE
BUSINESS MODEL DESIGN OR
INNOVATION

6. MARKETING X

7. DIGITAL MARKETING

8. ANALYSIS OF THE BEST
MARKETING STRATEGIES FOR
SMALL BUSINESSES

9. FINANCIAL MANAGEMENT

10. HUMAN RESOURCES X
MANAGEMENT
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2 ONLINE EVALUATION RESULTS
At the end of the testing, participants were asked to complete an online questionnaire.

EGInA Srl, as lead partner for the evaluation, designed three online evaluation
questionnaires addressed to different target groups (students, VET institutions, policy
makers), aiming to collect relevant information about the testing of the 3D virtual world
and social game developed in the framework of the BIZ4Fun project.

2.1 Online pupil assessment
Respondents were asked to answer 16 questions.

The first area focuses on the clarity of the instructions and explanation of the BIZ4Fun
project and the 3D virtual world and social game.

The results regarding the clarity of the explanation of the Biz4Fun project were
significantly positive, with more than 88% of respondents considering the Biz4Fun
project to be very good or good. The detailed results are summarised below.

How clear were the explanations of the BIZ4Fun project?
velmi Spatnd | 0
Spatna 2
v I -
veimi dobra |

How clear was the explanation of the rules of the Virtual
World and Social Game BIZ4Fun?

velmiSpatnd 0
Spatnd 3

o
[
N
w
IN
wn
o))
~
0
©
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Virtual World and Social Game BIZ4Fun is easy to use

NeSOUhIaSim - 8

The most critical comments are found on this issue and relate to the complicated
installation and login process.

Even the pupils - mostly young people - pointed to the fact that real online 3D games are
easier to control the player characters. On the other hand, participants emphasise the
positive aspect that this way of presenting educational content has a lot of potential.

How would you rate the graphic design of Virtual World and
Social Game BIZ4Fun?

velmi Spatna

0 1 2 3 4 5 6 7 8 9

At the beginning of the game, participants usually had technical or avatar control
problems. However, by the end most of the problems were solved.
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Did the game run smoothly

Ano

0 2 4 6 8 10 12
Did you learn anything new?

Ne
Ano

0 2 4 6 8 10 12 14

Would you like to use the virtual word and social game
BIZ4Fun for your studies at school/university?

Ne
Ano

0 2 4 6 8 10 12 14

Although participants in the pilot evaluation had some technical difficulties and needed
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time to learn how to use the avatar, more than 70% would recommend the 3D virtual
world and social game as an educational tool for schools.

Strengths:

- an interesting channel for presenting educational content,

- novelty and original approach,

- inline with the preferences of the younger generation,

- great potential as a support channel for the delivery of educational content.
Weaknesses:

- technical skills are required,

- translation needs to be improved, some presentations are in English,

- complex installation - it should work in a "download and play" way.
2.2 Online evaluation of VET /FEI institutions

As two teachers and one VET institution representative were too busy with their daily
school life after the COVID project, we did not ask them to fill in the questionnaire, but
summarised their comments and ideas presented during the expert consultation:

- Very complicated installation of the game,

- The 3D virtual world and the social game have the potential to be an interesting
tool to increase the interest of pupils/students in the topic. In closer cooperation
with schools, very interesting materials can be created, e.g. in biology, physics or
chemistry.

- Improving some features, e.g. sound/communication between players, can bring
valuable potential.

2.3 Online assessment for policymakers

As only one politician - a local MP - took part in the survey, we did not use an online
questionnaire, but interview questions. The most important information is presented
below:

- The 3D virtual world Biz4Fun has the potential to be a supportive tool for the
educational process.

- Primary/middle school teachers do not have the capacity to "waste time" with
complicated installation.

- The lack of hardware of some pupils/students should also be a problem.
- The positive is that there is a "game" element and in the future closer cooperation

with teachers can yield very interesting results in the end.
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Download from: http://etcenter.eu/biz4fun/EN Pilot event report Romania.pdf
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