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In the evolving landscape of education, there is a need for innovative approaches in
both formal and non-formal education to make learning more engaging, effective, and
enjoyable. Teaching social entrepreneurship, which involves creating solutions to
societal challenges through entrepreneurial principles, requires a unique blend of
creativity, critical thinking and practical skills. Traditional classroom methods may not
always resonate with learners or offer engaging experiences, while game based
learning provides a fresh and interactive way to teach complex subjects, to actively
engage with the material and to inspire learners. 

Within the framework of the “ImpactED - Gamified Social Entrepreneurship
Educational Approach” project, research was conducted in four countries - Latvia,
Hungary, Portugal and Georgia in order to understand gamification in social
entrepreneurship education and to gain a comprehensive understanding of the current
challenges and good practices in the field.

In-depth interviews with teachers, youth workers and field experts provided deeper
insights into the experiences, challenges and needs of key stakeholders involved in
social entrepreneurship education and training. Additionally, surveys with young
people and students offered quantitative data, revealing valuable insights from the
learners’ perspective.

THE ESSENCE OF GAMIFIED LEARNING
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At its core, gamification involves integrating game elements into educational content.
This includes adding competition aspects, such as point scoring and leaderboards and
reward mechanisms like badges and applause. These features serve to enhance
motivation and engagement during the learning process. It is important to understand
that while gamification does not directly teach, it significantly enriches the learning
process, making it more enjoyable and dynamic. Educational games help to reinforce
the obtained knowledge and support users to develop skills and competences in a
compelling and more entertaining way. These tools are designed with specific rules and
mechanics to not only entertain but also educate learners. They promote a deeper
understanding of theories, enhance decision-making skills and support the acquisition
of new competences. Meanwhile, business learning games focus intensely on the
acquisition of practical knowledge and skills critical in the entrepreneurship field.
Simulations, case studies and strategic planning exercises within these games depict
real-world business scenarios, providing learners with a practical and immersive
learning environment.
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The current state of game-based social entrepreneurship learning is characterized by a
growing need to adopt digital tools and resources to enhance the educational
experience. However, while the potential of gamification is widely recognized, its
application in social entrepreneurship education is still in its early stages, leaving much
room for improvement. A preliminary study conducted in Latvia, Hungary, Portugal and
Georgia included 138 young people (age 13 to 30) and 11 in-depth interviews with both
formal education teachers, youth workers and other experts in the field. The aim was to
understand how game-based learning and gamified education are currently employed,
to recognise successful examples and tools and to facilitate skill development. The
survey results revealed that educators and learners largely align on the most engaging
elements, emphasizing the importance of multiple difficulty levels, visual elements,
competition, and gamification features like points and badge system. 

The responses highlight a range of e-learning platforms and gamified tools currently
recommended for teaching youth in social entrepreneurship. 
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UNDERSTANDING THE CURRENT STATE OF
GAMIFIED SOCIAL ENTREPRENEURSHIP
TEACHING AND LEARNING 
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Kahoot stands out as the most frequently mentioned tool, likely due to its interactive
and gamified approach, but some respondents note that young people are losing
interest in it and prefer newer, more immersive experiences. Platforms like Slido and
Quizizz also appear multiple times, suggesting their popularity for fostering
engagement through quizzes and live interactions. Duolingo is noted for its competitive
yet cooperative nature, though it may be more popular with younger and individual
learners. Moodle and Blackboard are mentioned as more structured, traditional
learning platforms, indicating their use in formal education settings. Innovative
suggestions like Artificial Intelligent (AI) and Augmented Reality (AR) usage in platforms
like ENGAGE reflect a shift toward more dynamic, sensory-involving tools, aligning with
the growing demand for personalized and experiential learning.  

Many respondents emphasized that platforms such as Kahoot, Quizizz, and Duolingo
make learning engaging by incorporating game-based elements, such as competition,
scoring, and rewards. The gamified aspects, such as badges and points system are
particularly motivating, helping users stay engaged and track their progress.
Additionally, the ability to customize content and interact with others enhances
collaboration and personalized learning experiences. Visual design and ease of
navigation are also key factors, as these platforms offer a more accessible and intuitive
learning experience compared to traditional methods. 

Generally, in-depth interviews with teachers, youth workers, and field experts revealed a
limited or general understanding of social entrepreneurship, while expressing a desire
to expand their knowledge. Most of them understand social entrepreneurship as a
blend of business and social goals and as a middle ground between traditional business
and NGOs, but those with practical experience bring greater clarity and specificity to its
definition. The educators possess a more developed but still moderate understanding
of social entrepreneurship, positioning it as a form of ethical, socially conscious business.
They emphasize the shift from profit maximization to a balance between financial
sustainability and social impact. There's a common interest in learning more about
social entrepreneurship, especially given its growing relevance in addressing societal
challenges through innovative business models. 

The results suggest that both learners and educators see value in creating interactive,
visually engaging and progress-oriented learning environments, but careful
moderation and adaptation to different learner groups remain essential. Overall, while
traditional platforms are still in use, there’s a noticeable push for new interactive
methods that engage learners beyond the standard gamified quiz format.
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SUCCESSFUL STRATEGIES, TOOLS AND AREAS
FOR IMPROVEMENT
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The surveys revealed a clear preference for interactive and dynamic learning methods
over traditional approaches. Watching videos about new topics emerged as the most
favored learning method expressing a preference for visual, multimedia content.
Project-based learning (creating something) was selected by a significant number of
participants, highlighting the importance of hands-on experiences. Learning in a team
is another prominent method, chosen by 64 participants. Teaching others what
they’ve already learned was equally popular, with 64 participants emphasizing the
effectiveness of peer-to-peer knowledge transfer. Gamification and experiential
learning was also chosen by 64 participants. In contrast, more traditional learning
methods, such as reading case studies and analytic materials (38 participants) and
writing articles, essays, or reports (32 participants) were less preferred. 
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Educators note that several key elements are essential for motivating young people to
learn about social entrepreneurship. Central to these elements is the incorporation of
simulation games that allow participants to engage in a realistic learning process,
experiencing everything from foundation to liquidation. The emphasis on cooperation
and teamwork suggests that collaborative learning environments can foster deeper
engagement, with no individual feeling excluded or losing in the game. Additionally, the
use of storytelling—particularly the heroes’ journey—helps contextualize the learning
experience, making it relatable and inspiring for participants. The focus on challenges
and problem-solving encourages strategic thinking, reinforcing the cause-effect
relationships inherent in social entrepreneurship. Moreover, the incorporation of
quizzes and point systems adds a competitive yet inclusive element, ensuring that all
participants remain actively involved. Overall, a blend of interactive gameplay,
teamwork and meaningful narratives creates a compelling and effective framework for
engaging young learners in the principles of social entrepreneurship.

The responses highlight several key areas of focus for promoting understanding and
awareness of social entrepreneurship, with notable emphasis on differentiating social
entrepreneurship from traditional business models. Respondents frequently mentioned
the main difference between a classic business model and a social entrepreneurship
business model, signaling the need to clearly define what sets social enterprises apart
in terms of values, goals and operational structures. Additionally, there is significant
emphasis on social impact—its definition, its importance, and how it factors into the
goals and strategies of social entrepreneurs. Understanding how profit and impact
coexist in social entrepreneurship is crucial for building awareness.

Examples of social enterprises emerged as another key area, with a recommendation
to present them in a youth-friendly way. Real-life case studies and success stories can
help young learners visualize the potential and challenges of social entrepreneurship,
making the concept more relatable and inspiring

Respondents also stressed the importance of developing entrepreneurial
competences for young people, particularly those that lead to impactful social
ventures. The inclusion of competence development aligns with a more practical
approach, emphasizing how young people can bring ideas with social impact to life.
There is also a clear connection between social entrepreneurship and sustainability,
including the Sustainable Development Goals (SDGs). This indicates that learners
should understand how social enterprises can contribute to broader societal goals,
such as environmental sustainability and poverty reduction. The responses also include
broader skills like marketing and budgeting, suggesting that young social
entrepreneurs should not only be values-driven but also equipped with practical
business skills to sustain their ventures.
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The essential skills and competencies for success in social entrepreneurship
underscore the importance of a holistic approach that combines value-based decision-
making with practical business capacity. Value-based thinking is repeatedly
emphasized, reflecting the need for entrepreneurs to align their business goals with
social impact. Social and communication skills are also crucial, enabling effective
collaboration and engagement with diverse stakeholders. Creativity and innovative
thinking emerge as vital components for transforming social solutions into viable
business models, emphasizing the necessity of thinking outside the box. Additionally,
the inclusion of empathy and emotional intelligence highlights the significance of
understanding and addressing the needs of the communities served. Skills such as
flexibility, resilience and problem-solving are critical in navigating the dynamic
challenges inherent in the social sector. Finally, strategic thinking and leadership
capabilities are essential for guiding initiatives and inspiring others to contribute to
social change. This combination of skills creates a robust framework for fostering
effective and sustainable social entrepreneurship.

The most suitable methods for developing knowledge, skills and competencies in
social entrepreneurship for youth include storytelling, creativity & design thinking, team
building, brainstorming, teaching each other and game methods. Various methods like
simulation, imitation, case studies, cause-effect analysis and creative workshops are also
highlighted. 

However, as the research shows there are several areas where game-based learning in
social entrepreneurship can be improved:

1. Integration into formal education: Despite the potential of gamification, it is often
seen as a supplementary tool rather than a core component of the curriculum. Many
respondents emphasized the challenge of bridging formal and non-formal learning.
Greater efforts are needed to integrate game-based learning into formal education
systems, ensuring that it complements traditional teaching methods. Non-formal
learning focuses on the process rather than results, encouraging flexibility and
experimentation. Formal education, on the other hand, emphasizes results. A
combination of traditional and non-traditional approaches is considered the key to
success and a balance between formal and non-formal learning is needed, taking the
best from both without merging them completely. Additionally, teachers prefer to adapt
methods to the specific needs of young people rather than using a one-size-fits-all
approach.
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2. Quality of content: The educational content within these games must be kept up-to-
date and relevant. As social entrepreneurship evolves, so must the scenarios and
challenges presented in educational games. As the survey results highlight, barriers
include limited materials and educators preparedness, but ongoing self-education,
context-specific learning and creative use of resources can help overcome the
challenges. 
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KEY FINDINGS:

Innovative teaching methods: Gamification introduces new, innovative ways of
teaching and learning. In a rapidly changing world, young people find passive
learning and extensive writing less engaging compared to more interactive
alternatives. There is a need for educational approaches that are not only
effective but also engaging and enjoyable. Young learners prefer to learn by
doing and find it extremely effective using video-based resources, such as
tutorials, documentaries or webinars. The findings underscore the importance of
designing learning environments that are active, collaborative and media-rich to
effectively engage young people in developing knowledge, skills and
competencies in social entrepreneurship. Educators are encouraged to adapt
methods to the specific needs of young people rather than using a one-size-fits-all
approach.

Transdisciplinary learning: Game-based learning promotes transdisciplinary
approaches by integrating knowledge from various fields. This is crucial in social
entrepreneurship, where learners must be aware of social, environmental and
political challenges and think critically, creatively and collaboratively.

Access to educational materials: The survey highlighted barriers in the teaching
process. Limited materials and educator preparedness can be seen as one of the
challenges. There is a significant demand for educational materials on social
entrepreneurship. Game-based learning offers a scalable solution, often providing
digital resources that can be widely distributed, including to remote areas. 

Youth entrepreneurial skills: Many young people lack practical skills and
knowledge in entrepreneurship but in the learning process of social
entrepreneurship the preference indicates the value of collaboration and
teamwork, fostering peer interaction and shared problem-solving.
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The project “ImpactED - Gamified Social Entrepreneurship Educational
Approach” is co-funded by the European Union. Views and opinions expressed in
this article are however those of the author(s) only and do not necessarily reflect
those of the European Union, European Commission or Agency of International
Programs for Youth in Latvia. Neither the European Union nor the granting authority
can be held responsible for them.
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In conclusion, gamified learning offers a significant opportunity to enrich formal and
non-formal education by transforming learning into an engaging and interactive
experience, empowering learners with the skills and knowledge required to tackle
important societal issues. However, there remains a critical need for new and accessible
educational materials to fully realize the potential of game-based learning. As the
landscape of social entrepreneurship evolves, there will be increasing opportunities to
enhance and broaden gamified educational strategies, ultimately fostering a generation
of innovative and socially conscious entrepreneurs.
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Promotion of social entrepreneurship: In-depth interviews with teachers, youth
workers and field experts highlighted a common interest in learning more about
social entrepreneurship, especially given its growing relevance in addressing
societal challenges through innovative business models. By raising awareness
and fostering a culture of social innovation, gamified learning can significantly
contribute to the growth of social entrepreneurship. It not only teaches the
principles of social entrepreneurship but also inspires learners to think creatively
about addressing societal challenges.
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