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INTRODUCTION

Companies and the whole entrepreneur ia l  sector look for  young workers who are able 
to face with conf idence the chal lenges and opportuni t ies that  the business wor ld now 
presents.

This is the main reason for introducing soft  or  non-cogni t ive ski l ls  in the curr iculum of 
VET Educat ion i f  students are to be successful  in their  future careers.

Hard ski l ls  are those required to be able to perform a part icular job.  These of ten vary 
depending on the speci f ic  industry and the type of  ro le or posi t ion held.  Hard ski l ls 
can usual ly be developed through studying and training.

In contrast ,  sof t  ski l ls  are not speci f ic  to an industry or job type. As such, they are be-
coming increasingly valuable to al l  employers,  regardless of  the industry they opera-
te in,  as i t  helps them to understand how wel l  the t ra inee wi l l  f i t  in wi th their  working 
environment and their  abi l i ty  to perform as one of  their  employees.

Entrepreneurship is a personal  ski l l  and mot ivat ion,  which enable a person to engage 
their  abi l i t ies and ef for ts in the creat ion of  new products and services.  Entrepreneur-
ship has a c lear social  potent ia l ,  because i t  st imulates the entrepreneur to consider 
the needs and requirements of  potent ia l  customers,  and because running a business 
requires set t ing up and managing a team of people as wel l  as creat ing workplaces. 

For these reasons, entrepreneurship is considered as a key factor for  contemporary 
societ ies and therefore important enough to be an integrated element of  every school 
curr iculum, especial ly in VET schools.

Students at  VET schools are assumed to be wel l  prepared technical ly.  However com-
panies demand other requirements f rom their  employees apart  f rom technical  capabi -
l i t ies.  Simi lar ly,  the business wor ld seeks entrepreneurs wi th wider ski l ls  as wel l  as 
entrepreneur ia l  at t r ibutes.

In conclusion, entrepreneurship educat ion has a relevant role and i t  is  a v i ta l  need 
for the current and future generat ion of  young people.

This assumption leads us to search for learning methodologies and tools that  sustain 
entrepreneurship educat ion.  Thus, we f ind ser ious games as except ional  tools to in-
t roduce and develop soft  ski l ls  in t ra inees who are about to enter the labour market. 
Serious games challenge players by testing their capacity to set different alternatives 
and exper ience the relevant consequences; ser ious games provide immediate feed-
back, which is ef f ic ient  for  procedural  learning and assessing; and even more, they 
lend themselves to be used in col laborat ive and social  set t ings.
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THE PURPOSE OF THE HANDBOOK

This handbook has been produced as one of the products of the ERASMUS+ project Entrepreneurship: A Seri-
ous Game. The project aim was to identify the key entrepreneurial skills that companies desire and then create 
a European framework of competences that young trainees and even current employees should have to be an 
entrepreneur or an enterprising employee. 

Based on this European Enterprise Competence Framework, the project developed a second product: a Serious 
Game. By playing the game VET students can achieve and improve these competences by facing work situati-
ons, by putting into practice new strategies and by reflecting on each of their actions and decisions.

This handbook is intended for teachers of VET schools, technical colleges and teachers of Secondary schools 
who want to provide their students with the requirements that the labour market now demands.

Firstly, teachers should study in depth the Enterprise Competence Framework. This describes the six promi-
nent competences that integrate other soft skills (called skills-oriented competencies) that students can 
develop at different levels of acquisition.

The handbook provides suggestions for teachers and trainers to exploit the game, SimBiz, as much as possible 
to meet the game objectives.

THE PURPOSE OF THE SimBiz Game

SimBiz  a ims to develop the abi l i ty and wi l l ingness of learners to create value for themselves and others.

This	includes:

Personal development through non-cognitive and metacognitive skills.

Building an awareness of the importance of entrepreneurship and the role of the entrepre-
neur in society.

Building the knowledge and skills to start or take over, run and grow in business.

The	core	elements	in	the	game	are:

Experiential learning and learning in context.

The promotion of entrepreneurial competencies.

The reflection the game provokes in the player, because of the initiatives taken.

SimBiz will help students to identify the range of competences (“soft” or non-cognitive skills) required to run a 
business. At a higher level, students will be able to recognize some metacognitive skills necessary for some 
tasks, such as planning work, anticipating changes, and overcoming problems. Metacognition, or higher order 
thinking skills, implies cognition about cognition, thinking about thinking and knowing about knowing. Metaco-
gnition enables us to be successful learners, and has been associated with intelligence (e.g., Borkowski, Carr, 
& Pressley, 1987; Sternberg, 1984, 1986a, 1986b).  Metacognit ion involves act ive control  over the cogni-
t ive processes engaged in learning. Activities such as planning how to approach a given learning task, monito-
ring comprehension, and evaluating progress toward the completion of a task are metacognitive in nature. This 
learning strategy is the keystone for students to be successful in any learning activity they take.

2
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WHAT IS THE TARGET AUDIENCE?

Although SimBiz  has been created for VET students, this game would be a useful tool in many 
other environments than the Education sector. Employment services might provide job seekers 
with this tool. Those companies interested in keeping a high rate of entrepreneurial spir i t  among 
their  employees could be appropriate targets for this onl ine game. Recent graduate students 
who reach a high level of technical ski l ls and do not recognize their own cognit ive ski l ls as being 
as important as technical ski l ls would f ind in SimBiz  game an essential tool for their entrance 
into the labour market.

THE COMPETENCE FRAMEWORK AND SimBiz

SimBiz  has been created to support  the Enterpr ise Competence Framework developed by ex-
perts in f ive European countr ies.
Both these tools wi l l  enable training and mentor ing services for young people and job seekers 
to promote the value of entrepreneurial  competences to EU ci t izens.
David McClel land was the promoter of  the concept of  competence. Spencer & Spencer def ine 
competence as:
 an underly ing character ist ic in anindividual that refers mainly to be effect iveness 
 and/or to a higher performance in a formal labouract iv i ty or s i tuat ion.
Effect iveness in a formal labour act iv i ty or s i tuat ion  is what SimBiz presents  to i ts users when 
in the game they are running a business or are employees in a company.
The six soft-competences developed in the Enterpr ise Competence Framework using the VQTS 
model are:

	 Self-motivated=drive	and	energy

	 Reliability

	 Showing	commitment

	 Flexibility

	 Proactive	approach

	 Receptive	to	new	information

When the trainees start playing the game, they set up the enterprise, choose the business sector and 
the skill. Once they have done this, they must define their own competences: they self-evaluate their 
competences corresponding to the six competences of the framework.

To define their own competences and reflect on how motivated, flexible, reliable, receptive to new 
information they are, or reflect on their capability to anticipate problems, changes, how to overcome 
difficulties. The students need to know themselves in relation to these competences. The teachers 
and trainers should help them to do this before starting to play the game.

Teachers and trainers should also prepare some lessons focused on these competences before using 
the game. On the following page there is an example of a lesson plan on three of the soft competences

4
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.LESSON PLAN EXAMPLES

FLEXIBILITY

How	f lex ib le 	am	 I?

AIM: 	To	ref lect 	on	my	own	competences

Methodology:	
Induct ive reasoning
Problem–solving approach: this methodology al lows doing some actuat ion, promotion and as-
sessment of  the cognit ive processes when tasks are designed in a creat ive way.
Seminars and workshops are good examples.
Teaching for understanding: to focus the learning process on the comprehension involves the 
organisat ion of images and pictures in di fferent levels to get ful l  comprehension.
I l lustrated si tuat ions at work and videos can help students to recognise themselves when per-
forming tasks at school and in work placements.
Students learn to understand and are aware of how they do i t . 

Descr ipt ion:	
Students or t rainees work in smal l  groups and try to understand what Flexibi l i ty is according 
to the hints,  explanat ions, and examples given by the trainer or teacher and after watching a 
video that i l lustrates a si tuat ion at work.

Resul t :	
Students are able to def ine the competence of f lexibi l i ty as a resul t  of  their  own ref lect ion.
At this stage, t rainees wi l l  be able to give a def ini t ion of Flexibi l i ty such as the fol lowing:
I t  is about adopt ing a methodical  approach to work.  I t  involves planning and organising oneself 
and others in order to del iver work and prevent future problems. This includes the abi l i ty to 
adapt and change plans as the requirements of  the si tuat ion change. At higher levels i t  invol-
ves thinking long-term, strategical ly and creat ively.

Cri ter ia 	 for 	Evaluat ion	Assessment:	
Format ive methods are benef ic ia l  for  assessing entrepreneur ia l  learning,  rather than summa-
t ive methods.
The teacher/ trainer wi l l  have to act as an observer and faci l i tator rather than as an instructor 
whi le moni tor ing the student ’s  /  t ra inee’s comprehension and own ref lect ion about  the com-
petence Flexibi l i ty.  The teacher/ trainer ’s at t i tude should help the student / t rainee to complete 
their  own ref lect ion about  their  level  of  competence.  This sel f - ref lect ion is  cal led metacogni-
t ive competence -  that is the capabi l i ty indiv iduals have to ref lect  on their  own competences. 
(See next page on how to pract ise metacognit ion)

Mater ia ls :	
https://www.youtube.com/watch?v=hPiI44XEKgs
Source: you tube Soft-skil ls-Crit ical thinking and problem solving 

Trainee’s 	Ref lect ion:	
At this stage, the trainee wil l  be able to recognise the level of f lexibi l i ty he/she has. I f  the tra-
inee is not very f lexible, the teacher or trainer should look to improve this soft  ski l l  that entre-
preneurs demand. 

6
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RELIABILITY

How	re l iable 	 (professional ) 	am	 I?

AIM: 	To	ref lect 	on	h is /her 	own	competences

Methodology:	
Inductive reasoning
Problem–solving approach: this methodology al lows doing some actuat ion, promotion and as-
sessment of the cognit ive processes when tasks are designed in a creative way.
Seminars and workshops are good examples.
Teaching for understanding: to focus the learning process on the comprehension involves the 
organisation of images and pictures in different levels to get ful l  comprehension.
I l lustrated situat ions at work and videos can help students to recognise themselves when per-
forming tasks at school and in the work placements. 
Students learn to understand and are aware of how they do i t .

Descr ipt ion:	
Students or trainees work in small  groups and try to understand what Rel iabi l i ty is and what a 
good professional means according to the hints, explanations, and examples given by the trai-
ner or teacher and after watching the video that i l lustrates a si tuat ion at work.
Students work on their own in different tasks and try to explain . the qual i ty of the work done 
and t ime employed.

Resul t :	
Students are able to define the competence of rel iabi l i ty as a result  of their own ref lect ion.
At this stage, trainees wil l  be able to give a defini t ion of Rel iabi l i ty such as the fol lowing:
I t  is the avai labi l i ty to be involved in tasks and assignments with the commitment to get good 
results and to give the same outcome every t ime.

Cri ter ia 	 for 	Evaluat ion	Assessment:	
Format ive methods are benef ic ia l  for  assessing entrepreneur ia l  learning,  rather than summa-
t ive methods.
The teacher/trainer wi l l  have to act as an observer and faci l i tator rather than as an instructor 
whi le monitoring the student’s /  trainee’s comprehension and own ref lect ion about the compe-
tence Reliabi l i ty.  The teacher/trainer ’s att i tude should help the student /  trainee to complete the 
process of self-ref lect ion concerning the way the trainee organises tasks and how well  they are 
done. This implies not only self-ref lect ion but also self-evaluation on the trainee’s part.  The tra-
inee is self-monitoring the qual i ty of work he/she’s performing, complet ing i t  in a t imely manner 
to ful f i l  the employer ’s expectat ions.

Mater ia ls :		
https://www.youtube.com/watch?v=7dPWVjQSad4
Source: You tube Professionalism

Trainee’s 	Ref lect ion:	
At this stage, the trainee wi l l  be able to know the level  of  rel iabi l i ty he/she has. In case the 
trainee has not attained a satisfactory rel iable or professional standard, the teacher or trainer 
has to show the way to improve this soft  ski l l  that entrepreneurs demand. One way to induce 
trainees to be rel iable employees in the future is to praise their good results and att i tudes at 
work. This implies commitment and more involvement as wel l  as eagerness for learning more 
and more effect ively.

6.2
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SELF-MOTIVATED	 / 	DRIVE	&	ENERGY

How	sel f -mot ivated	am	 I?

AIM: 	To	ref lect 	on	h is /her 	own	competences

Methodology:
Induct ive reasoning
Problem–solving approach: this methodology al lows doing some actuat ion, promotion and as-
sessment of  the cognit ive processes when tasks are designed in a creat ive way.
Seminars and workshops are good examples.
Teaching for understanding: to focus the learning process involves the organisat ion of images 
and pictures at di fferent levels to get ful l  comprehension.
I l lustrated si tuat ions at work and videos can help students to recognise themselves when per-
forming tasks at school and in the work placements. 

Descr ipt ion:
Students or t rainees work in smal l  groups and try to understand what being sel f-mot ivated for 
a company means, according to the hints,  explanat ions, and examples given by the trainer or 
teacher and after watching the video that i l lustrates a si tuat ion at work.

Resul t :
Students are able to  def ine the competence of  be ing se l f -mot ivated as a resul t  o f  the i r  own 
ref lect ion.
At this stage, trainees wil l  be able to give a defini t ion of this competence such as the fol lowing:
It  is about f inding a reason and strength to complete a task, even when i t  is chal lenging, without 
giving up or needing anyone to encourage them.

Cri ter ia 	 for 	Evaluat ion	Assessment:
Formative methods are benef ic ial  for assessing entrepreneurial  learning, rather than summa-
t ive methods.
The teacher / t ra iner  wi l l  have to  act  as an observer  and fac i l i ta tor  ra ther  than as an inst ructor 
whi le  moni tor ing the s tudent ’s  /  t ra inee’s  comprehension and own ref lect ion about  the com-
petence se l f -mot ivat ion.  The s tudent  should p lay a leading ro le  in  the i r  learn ing acquis i t ion. 
This  way s tudents ’ se l f -mot ivat ion wi l l  never  be ext inguished.

Mater ia ls :
https://www.youtube.com/watch?v=-vk-99seC_I&list=PLG0im2-n6wDL16gAXtoFpi6yh3mPijeQp
Source: You tube Soft skil ls – Enthusiasm and attitude

Trainee’s 	Ref lect ion:	
At this stage, the trainee wil l  be able to know the level of self-motivat ion he/she has attained. 
In  case the t ra inee lacks se l f -mot ivat ion,  the teacher / t ra iner  must  o ffer  the t ra inee d i f ferent 
learning opportunit ies and promote ref lect ion by asking questions. 

6.3
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S O M E  I D E A S  F O R  L E S S O N S

Write a business plan for the chosen company in the game

Assessing the entrepreneurial behaviour of the student not just during the game but also 
in class (= ECF competencies).

Let students investigate the game to see what is needed to set up a company in a cho-
sen sector.

Ask students to make a plan based on specific business targets before starting the game.

Students can get acquainted with potential placement companies by first getting to know 
similar companies in the game.

Challenge the students to design a suitable lesson themselves based on the lesson plan.

HOW TO INTEGRATE METACOGNITION INTO COURSE ACTIVITIES

Teachers and t ra iners can fo l low the fo l lowing steps to pract ise learning strategies wi th stu-
dents.  This should happen before playing the game. Any aspect of  the curr iculum can be used 
to put into pract ice sel f-ref lect ion about learning. This example refers to the subject of  Biology.

Pre-assessments – Encouraging students to examine their current thinking: “What do I al-
ready know about this topic that could guide my learning?”

The	Muddiest	Point – Giving students pract ice in identi fying confusions: “What was most 
confusing for me about the material  explored in class today?”

Retrospective	Post-assessments – Pushing students to recognize conceptual  change: 
“Before this course, I  thought evolut ion was… Now I think that evolut ion is ….” or “How is 
my thinking changing (or not changing) over t ime?”

Reflective	Journals – Providing a forum in which students monitor their  own thinking: 
“What aspects of  my exam preparat ion worked wel l  that I  should remember for the next 
exam? What did not work so wel l  that I  should not do next t ime or that I  should change?”

Next,  there are some recommendat ions for developing a lesson grounded in metacognit ion:

Giving students t ime to ident i fy confusions in the lesson or topic you are deal ing with:   ask 
students what they f ind confusing, acknowledge the di ff icul t ies

Integrate reflection into the lesson: integrate short reflection (oral or written) that ask students 
what they found challenging or what questions arose during an assignment/exam/project

Metacognit ive modell ing by the instructor for students: model the thinking processes involved 

7
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in your f ield and sought in your course by being explicit about “how you start, how you decide 
what to do f irst and then next, how you check your work, how you know when you are done” 

To facil i tate these activit ies, here you are two useful tables:

Class session

A c t i v i t y P l a n n i n g M o n i t o r i n g E v a l u a t i n g

• What are the goals of the 
class session going to be?

• What do I already know 
about this topic?

• How could I best prepare 
for the class session?

• Where should I sit and what 
should I be doing (or not 
doing) to best support my 
learning during class?

• What questions do I already 
have about this topic that I 
want to find out more about?

• What insights am I having 
as I experience this class 
session? What confusions?

• What questions are arising 
for me during the class sessi-
on? Am I writing them down 
somewhere?

• Do I find this interesting? 
Why or why not? How could I 
make this material personally 
relevant?

• Can I distinguish important 
information from details? If 
not, how will I figure this out?

• What was today‘s class 
session about?

• What did I hear today that 
is in conflict with my prior 
understanding?

• How did the ideas of today‘s 
class session relate to previ-
ous class sessions?

• What do I need to actively 
go and do now to get my 
questions answered and my 
confusions clarified?

• What did I find most intere-
sting about class today?

TABLES

TABLE	1
Sample 	se l f -quest ions	 to 	promote	student 	metacogni t ion	about 	 learning

8
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Active-learning task and/or 
homework assignment

Quiz or exam

• What is the instructor‘s goal 
in having me do this task?

• What are all the things I 
need to do to successfully 
accomplish this task?

• What resources do I need 
to complete the task? How 
will I make sure I have them?

• How much time do I need to 
complete the task?

• If I have done something 
like this before, how could I 
do a better job this time?

• What strategies will I use 
to study (e.g., study groups, 
problem sets, evaluating text 
figures, challenging myself 
with practice quizzes, and/
or going to office hours and 
review sessions)?

• How much time do I plan on 
studying? Over what period 
of time and for how long each 
time I sit down do I need to 
study?

• Which aspects of the cour-
se material should I spend 
more or less time on, based 
on my current understan-
ding?

• What strategies am I 
using that are working well 
or not working well to help 
me learn?

• What other resources could 
I be using to complete this 
task? What action should I 
take to get these?

• What is most challenging 
for me about this task? Most 
confusing?

• What could I do differently 
mid-assignment to address 
these challenges and confu-
sions?

• To what extent am I being 
systematic in my studying 
of all the material for the 
exam?

• To what extent am I 
taking advantage of all the 
learning supports available 
to me?

• Am I struggling with my 
motivation to study? If so, 
do I remember why I am 
taking this course?

• Which of my confusions 
have I clarified? How was I 
able to get them clarified?

• Which confusions remain 
and how am I going to get 
them clarified?

• What strategies am I 
using that are working well 
or not working well to help 
me learn?

• What other resources could 
I be using to complete this 
task? What action should I 
take to get these?

• What is most challenging 
for me about this task? Most 
confusing?

• What could I do differently 
mid-assignment to address 
these challenges and confu-
sions?

• What about my exam 
preparation worked well 
that I should remember to 
do next time?

• What did not work so 
well that I should not do 
next time or that I should 
change?

• What questions did I not 
answer correctly? Why? 
How did my answer com-
pare with the suggested 
correct answer?

• What questions did I not 
answer correctly? Why? 
What confusions do I have 
that I still need to clarify?
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Overall course

Pair discussion after a clicker 
question

Share how you thought about what the 
question was asking.

Share the process you used to arrive at 
an answer you wanted to choose.

What was your main reason for choosing 
your answer, and what were the main 
reasons you did not choose each of the 
other answers?

How did you compare your ideas with 
your classmates’ ideas?

What was most confusing to you about 
this question?

How confident are you in your answer? 
Why? What else would you need to 
know to increase your confidence?

• Why is it important to learn 
the material in this course?

• How does success in this 
course relate to my career 
goals?

• How am I going to actively 
monitor my learning in this 
course?

• What do I most want to 
learn in this course?

• What do I want to be able to 
do by the end of this course?

Active-learning tasks and/or ho-
mework assignments (e.g., case stu-
dies, concept maps, problem sets)

Pose three questions that you had about 
the concepts you explored in your as-
signment that you still cannot answer. 

Describe at least two ideas related to this 
assignment that you found confusing.

“I learned a lot in doing this assignment.” 
To what extent do you agree? disagree?

How was the way you approached com-
pleting this assignment different compa-
red with the last time we had an assign-
ment like this?

What advice would you give yourself 
based on what you know now if you were 
starting this assignment all over again?

• In what ways is the 
teaching in this course 
supportive of my learning? 
How could I maximize this?

• In what ways is the 
teaching in this course not 
supportive of my learning? 
How could I compensate 
for or change this?

• How interested am I in 
this course? How confident 
am I in my learning? What 
could I do to increase my 
interest and confidence?

Preparation for quizzes or exams

How do you plan on preparing for the 
upcoming exam? Why?

What resources are available to 
support you? How will you make sure 
to use these?

How does your strategy for exam 
preparation compare with at least 
three colleagues in your lab section? 
(Go ask them!)

What concepts have you found most 
confusing so far? What concepts 
have been most clear? Given that, 
how should you spend your study 
time in preparing for the exam?

Based on your performance on the 
first exam, write a letter to yourself 
with advice about preparing for the 
next exam.

• What will I still remember 
5 yr from now that I learned 
in this course?

• What advice would I give 
a friend about how to learn 
the most in this course?

• If I were to teach this 
course, how would I chan-
ge it?

• What have I learned 
about how I learn in this 
course that I could use in 
my future biology/science 
courses? In my career?

TABLE	2
Sample 	prompts	 for 	 in tegrat ing	metacogni t ion	 into 	course	act iv i t ies

8.1
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HOW TO ORGANISE STUDENTS TO PLAY THE GAME

Teachers  shou ld  o rgan ise  s tudents  be fo re  s ta r t ing  p lay ing  the  game.
For  the  f i r s t  t ime i t  i s  be t te r  fo r  s tudents  to  p lay  the  game in  pa i rs .  Every  s tudent  shou ld 
p lay  SimBiz  on  the i r  own computer  bu t  a re  encouraged to  d iscuss  the  dec is ions  they  take 
toge ther.  Th is  does  no t  mean they  bo th  have  to  take  the  same dec is ion  and run  the i r  bus i -
ness  in  the  same way.  However,  i t  i s  very  va luab le  and  reward ing  fo r  s tudents  i f  they  he lp 
each  o ther  even though they  dec ide  on  the i r  own.  When,  consequent ly,  they  ge t  d i f fe ren t 
resu l ts ,  tha t  m igh t  he lp  them to  share  and  re f lec t .

Once they  a re  more  exper ienced w i th  the  game,  i t  wou ld  be  very  cha l leng ing  fo r  them to 
p lay  in  a  g roup o f  four  o r  s ix ,  fo r  example ,  and  en te r  in to  compet i t ion  w i th  each  o ther  to 
see  who ge ts  the  bes t  resu l ts .

P lay ing  the  game in  pa i rs  o r  in  g roups  w i l l  mot iva te  s tudents  to  devo te  some t ime to  p lay 
the  game in  the i r  own t ime,  because i t  i s  l i ke ly  they  w i l l  no t  be  ab le  to  f in ish  the  game in 
one  or  two lessons .  Depend ing  on  how much t ime the  bus iness  scenar io  they  have  chosen 
takes ,  par t  o f  the  t ime o f  the  game w i l l  have  to  be  done a t  home.

HOW TEACHERS /  TRAINERS MONITOR PROGRESS

T h e r e  a r e  t h r e e  p h a s e s  i n  t h e  a c q u i s i t i o n  o f  t h e s e  s o f t  s k i l l s  t h a t  b u s i n e s s e s  h a v e  iden-
t i f i ed  as  essent ia l  fo r  en te rp r is ing  employees .

 1.  To understand what  these sk i l ls  consist  o f .
 2 .  To re f lect  on how much of  these sk i l ls  the  s tudent  has.
 3 .  To put  the  sk i l ls  in to  pract ice  in  a  game envi ronment .

In the lesson plan examples above, the two f i rst  phases were covered. To monitor progress in 
the third phase, a methodology that relates direct ly to digi tal  games can be employed. This is 
game-based learning.

Game-based learning (GBL) is the use of digital games with serious goals ( i .e. educational ob-
jectives), and used as tools to support learning progress in a signif icant way. It is also known 
as educational gaming. Studies in the f ield of GBL show a clear relation between playing digital 
games and learning. There are a number of  arguments in favour of  digi tal  games as learning 
tools.  Players have fun whi lst  learning. Indeed, in games, the chal lenge usual ly increases as 
long as the game goes on. Therefore, players need to improve their  ski l ls and learn new stra-
tegies unt i l  the game is completed.

Some new learn ing  s t ra teg ies  tha t  SimBiz  o f fe rs  to  the  s tudents /  t ra inees  a re : 

Taking the best decisions to make a business successful  by l inking these decisions to the 
knowledge they acquire about the kind of business they set up, the number of  employees, 
the ski l ls required, the importance or need to invest in brand advert isement etc.

9

10



E S G  T e a c h e r s  H a n d b o o k 1 4

Entrepreneurship
A Serious Game

Having a clear goal-or ientat ion. General  object ives are essent ial  for the student or t rainee 
to establ ish, as long as the general  object ives are seen as the reference to set up speci f ic 
object ives. To establ ish only general  object ives might resul t  in some confusion and lack of 
c lear targets.

Consider ing the experience of fai lure as a construct ive learning experience. This is very 
important.

Recognit ion of opportuni t ies.

The teacher /  t rainer should monitor students / t rainees’ progress adopt ing the role of  faci l i ta-
tor rather than control ler.  Supervis ion of the teacher is highly recommended in order to avoid 
misconcept ions.

When the student/ t rainee fai ls and goes bankrupt the teacher should encourage the student to 
sel f-ref lect  on the act ions and decisions taken. Analysis of  the procedures fol lowed is neces-
sary to be carr ied out by the student with the help of  the teacher.  This help might consist  of 
a set of  quest ions to the student in order to ident i fy the error and why i t  happened. I t  is very 
important for the student to expressed oral ly the process they fol lowed so that they learn from 
their  mistakes & are not discouraged by them.

 Evaluat ion concerning the progress achieved by the student/  t rainee wi l l  p lace them in one of 
the levels of  competence within the Framework. Teachers should explain how much progress 
has been achieved and how far or near they are from the next level ,  as wel l  as what they need 
to do to go onto the next one.

CONCLUSION

The SimBiz  handbook  i s  o r ien ted  to  the  t ra inee ’s  se l f - re f lec t ion .  The  se l f - re f lec t ion  shou ld 
lead  t ra inees  to  unders tand  the i r  own process  o f  learn ing .  Th is  method w i l l  p rov ide  them 
wi th  the  necessary  sk i l l s  to  face  d i f f i cu l t ies  and  un fo reseen s i tua t ions  success fu l l y  in  any 
occupat iona l  f ie ld .

Using the game as par t  o f  any curr icu lum, teaching profess ionals  can t rack the progress s tu-
dents  are making in  developing those personal  sk i l ls  that  contr ibute to  the i r  academic level .

We hope teachers ,  adv isors ,  t ra iners  in  d i f fe ren t  academic  and  labour  sec to rs  f ind  he lp  in 
the  gu ide l ines  and  examples  io f  th is  handbook .

As for students and employees, we think SimBiz  wi l l  contr ibute to the development of  their  cre-
at iv i ty;  to their  knowledge of how to handle conf l icts and problems; how to plan and organise 
tasks or projects,  as wel l  as being engaged in an attract ive and chal lenging game.
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