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1. Introduction 

This document contains the first component of the intellectual output of the GATES Project. 

Under the name of High concept document, this text contains the basic elements that will 

form the main result of this initiative. 

Taking as reference the objective public of our project, as well as the key elements gathered 

in it, a work of synthesis and analysis has been carried out taking as reference the elements 

and the starting point on which the project was built. The need to make young people grow 

their feeling towards social entrepreneurship and that this be a professional as well as a 

personal outlet in their lives.  

The document has been developed following a path that we began in the objectives of the 

project, and we go through it stopping at important aspects such as social entrepreneurship 

(which shows us the different elements that compose and determine it), the emerging 

technical, social and/or interpersonal skills that are key to empredner socially (and their 

interrelations) and the pedagogical approach to use within our training tool. And thus reach 

our first goal of the GATES project: Conceptual map of the project. 

We understand that this goal we have reached is the beginning of a new journey towards our 

goal which is the promotion of social entrepreneurship among young people. 

 

2. GATES Project 

GATES Game Based Training Tool aims to develop the emergent skills and competences for 

the labour market and social entrepreneurship of young people empowering them for a better 

integration into the labour market, through both, employment and self-employment. GATES 

training tool will offer a framework of knowledge in which these key emergent competences 

will be part of the general framework for social entrepreneurship and allow not only developing 

the skills to be a social entrepreneur but to empower young people to be “entrepreneurs” in 

their lives.  

Two methodological approaches will support this new training tool: game-based learning and 

peer learning. The first approach will materialise in a board game that will support hard and 

soft skills for social entrepreneurship. While peer learning approach will be supported by an 
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online open platform that will facilitate the training through collaboration, knowledge and 

experience sharing that will promote the knowledge developed through game based learning.  

WHY BOARD GAME?  

Games provide not only fun but serious learning in a captivating manner even if commercially 

available relevant games are used (Bokyeong et al. 2009). They enable the players to become 

decision makers, experimenting with different ways of thinking, experiencing the subject 

domain in different ways, creating a platform and capability of future learning and problem 

solving (Gee 2003).  

Board games are an important tool to provide hands-on and heads-on skill and knowledge 

development for people of all ages on all subjects in fact. Not only do well-designed games 

create an engaging atmosphere, they also provide a nonthreatening, playful, yet competitive 

environment in which to focus on content and reinforce and apply learning. The board itself 

provides a visual metaphor to help connect information. Effective games serve to organize 

information in a conceptual framework and to make it concrete. A growing body of research 

proves that properly designed team-based board games not only inspire learning, they 

encourage communication, collaboration and risk taking. They empower players by helping to 

build self-confidence. The different elements of game design support a wide range of player 

abilities, and learning translates to behaviour changes1. Not only do games motivate 

students/players in a fun way offering interactive competitive learning environments, they also 

provide many other positive features. Games lighten the mood and this facilitates greater 

creativity and boost student morale and interest (Shatz & Loschiavo, 2005). Wycoff and Pryor 

(2003) say that a lightened mood can negate communication apprehension. 

 

3. Learning social entrepreneurship through gaming 

A contemporary social entrepreneur, Nobel Peace Prize Winner in 2006, Muhammad Yunus, 

echoes the enormous synergies and benefits when business principles are unified with social 

ventures. Furthermore, within the current socio-economic scenario, it becomes extremely 

important to search, identify and spread these social ventures and to support the social 

                                                

1 “Playing with Board Games”, Tools for learning and retention, Elizabeth R. Treher, The Learning Key, Inc. 2011, 

extracted from: https://www.thelearningkey.com/pdf/Board_Games_TLKWhitePaper_May16_2011.pdf  

https://www.thelearningkey.com/pdf/Board_Games_TLKWhitePaper_May16_2011.pdf
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entrepreneurs – individuals with innovative solutions to society’s most pressing social 

problems. Rather than leaving societal needs to the government or business sectors, social 

entrepreneurs find what is not working and solve the problem by changing the system, 

spreading the solution, and persuading entire societies to take new leaps. Just as 

entrepreneurs change the face of business, social entrepreneurs act as the change agents for 

society, seizing opportunities others miss and improving systems, inventing new approaches, 

and creating solutions to change society for the better.  

Thus, social entrepreneurship embraces a set of knowledge and competences that are of 

benefit to adult learners in all walks of life and in variety of jobs, and above all, it also fosters 

transversal competences, such as creativity, innovation and entrepreneurship – skills that in 

todays rapidly changing knowledge based society are increasingly important. However, social 

entrepreneurship very often implies sailing between the seas of dynamic, recursive, diverse, 

chaotic, ambivalent, uncertain, delirious, fluctuating and exciting organizational systems, not 

to mention additional financial obstacles to be faced.   

Social enterprises are an amalgam of the social entrepreneur and the social entity created. In 

small organizations, the social entrepreneur represents the social entity. The traits of the social 

entrepreneur create the social entity’s style of functioning. However, a sustainable social 

enterprise must transcend beyond the individual traits of the social entrepreneur and embody 

organizational characteristics.  
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Figure 1. Competences addressed while playing and learning 

 

GATES board game, as reflected in Figure 1, will develop two different types of competences, 

addressed while playing and learning how to set and manage a social enterprise.  

1. Key emerging competences, and 

2. Professional competences. 

These two main categories of competences will support the development of social 

entrepreneurial mindset between young people and it will enhance the social entrepreneurial 

activities of our target collective addressing the most relevant challenges of social business. 

 

4. GATES competences 

In order to define the competences that will be developed by the game, we focus on 

competences of different nature that build the social mindset of the new entrepreneurs. Both 

together will create not only an entrepreneur but a social entrepreneur.  

GATES

Board Game 

SOCIAL ENTREPRENEUR:

1) Key emergent 
competences

2) Profesional
competences 

GAMER PROFILE:

Beginner/starting 
social enterpreneur

SOCIAL ENTERPRISE:

Innovative solutions

Intagible benefits

Raising funds 

Scalability 

Social change 

Social impact 
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Several papers and documents do a relation of key competences for entrepreneurship. 

Combining soft and hard skills, they introduce the different components that define a 

entrepreneur. However, social entrepreneurs have to deal with “social” components of their 

journey to be entrepreneur and they will require specific competences and skills to develop 

their professional projects. 

Thus, GATES competence matrix is intended to define those competences required by social 

entrepreneurs and the following figure does a relation of the most relevant: 

 

Figure 2: GATES competence matrix 

Hard skills 
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Skill Definition 

Financing Ability to plan, organise, manage and control the financial 

activities such as procurement and utilization of funds of 

a organisation. 

Social assessment Ability to evaluate the impact of your business in persons, 

environment and other organisations. 

Planning Ability to effectively determine the goals and priorities of 

the work / area / project, stipulating the action, deadlines 

and resources required and establishing appropriate 

monitoring and control measures, in order to meet the 

established goals  

Time management Ability to manage time effectively and efficiently; 

concentrates the efforts on the most important priorities; 

adeptly handles several tasks at once.  

Resources management Ability to effectively manage all resources to achieve 

organizational goals and business results.  

Social impact management Ability to effectively manage the social issues that affects 

your business and reciprocacy. 

 

Soft skills 

Skill Definition 

Sense making Ability to determine the deeper meaning or significance of 

what is being expressed 

Social intelligence: Ability to connect to others in a deep and direct way, to 

sense and stimulate reactions and desired interactions 

Novel & adoptive thinking  

 

proficiency at thinking and coming up with solutions and 

responses beyond that which is ruled based 
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Skill Definition 

Cross-cultural competency Ability to operate in different cultural settings 

Computational thinking Ability to translate vast amounts of data into abstract 

concepts and to understand data-based reasoning 

Transdisciplinary  Literacy in and ability to understand concepts across 

multiple disciples 

Design mindset Ability to represent and develop tasks and work 

processes for desired outcomes 

Cognitive load management Ability to discriminate and filter information for 

importance, and to understand how to maximize cognitive 

functioning using a variety of tools and techniques 

Collaboration 

 

Ability to work productively, drive engagement and 

demonstrate presence as a member of a virtual team 

 

5. Pedagogical approach of the GATES game 

Game-based learning is the technique used in training in which the theoretical contents are 

presented through a video game. 

The fundamental characteristics that define game-based learning are: 

1. The learning must be carried out by means of attractive scenarios for the user. 

2. An evolution must be carried out by overcoming different unknowns. 

3. Must create a positive learning experience 

While face-to-face training and e-learning formats are limited, game-based courses offer an 

efficient solution for training in managerial skills in a didactic, fun and affordable way. 

Game-based learning and simulation are usually combined in the form of serious games. 

Simulation makes it possible to create real situations through which users can put their skills 

into practice. 
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Many authors highlight the benefits of Game Based Learning. 

Young people become more involved in the training process 

Studies have shown that students are more likely to spend time playing a learning-based 

game if you are using a reward system. Badges and points help translate the work the student 

is completing into a tangible benefit. By increasing engagement, the students will be able to 

relate to the content easier through practice than just reading or watching a lecture. 

The more important thing in games for learning is to have an engaging scenario. A scenario 

is a combination of environments and characters that make you learners feel they are in a real 

universe. They must be familiar with the game’s environment to care about their training. The 

closer to the reality the scenario will be, the more the learners will be engaged into the training. 

Creates enthusiasm 

Games can be used to foster feelings of enthusiasm towards the subject-matter, especially in 

subjects that students struggle with, like entrepreneurship or environment. Creating a gamified 

system with rewards, students are becoming excited and competitive while learning. 

Provides instant feedback 

Most gamification systems allow for instantaneous feedback, which students can use to see 

where they stand among their peers. This information can push a student to try the quiz or 

activity again to get a higher placement and creates motivation for further lesson engagement. 

Learner can stablish training goals 

Educational goals are important ingredients of engaging games for learning. It will be the most 

important part to allow learners to obtain new skills. A training game has to create a 

educational structure. But, during the game learners can define their own learning goal or 

discover other goals that were hidden in the game. 

Learner can be evaluated in different ways 

One of the main advantages of games for learning compared to classic training is that learners 

can be evaluated using different methods. In traditional training, learners are evaluated using 

a quiz at the end of the training, Games offer different possibilities to evaluate your learner. 

Maura Smale alludes to the following game features that facilitate learning: 

- Learnes can take new identity, with an extended commitment of self 
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- Interactivity -  learners must perform an action in order to get feedback 

- Allows students to learn from failure 

- Content can be scaffolded into well ordered problems 

- Learner can learn by doing - they can perform prior to being completely competent at a 

skill 

- Benefits may be most pronounced with digital natives as they are used to receiving info 

quickly, graphics before text, prefer random access, networks, instant gratification. 

- Assessment measures are inherent in games, as students frequently cannot proceed to the 

next level unless a skill is learned 

Considering the above, Kolb pedagogical model. 

David Kolb published his learning styles model in 1984 from which he developed his learning 

style inventory. 

Kolb's experiential learning theory works on two levels: a four-stage cycle of learning and four 

separate learning styles.  Much of Kolb’s theory is concerned with the learner’s internal 

cognitive processes. 

Kolb states that learning involves the acquisition of abstract concepts that can be applied 

flexibly in a range of situations.  In Kolb’s theory, the impetus for the development of new 

concepts is provided by new experiences. 

The model is based in the following scheme 
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1. Concrete Experience - (a new experience or situation is encountered, or a reinterpretation 

of existing experience). 

2. Reflective Observation of the new experience. (of particular importance are any 

inconsistencies between experience and understanding). 

3. Abstract Conceptualization (reflection gives rise to a new idea, or a modification of an 

existing abstract concept). 

4. Active Experimentation (the learner applies them to the world around them to see what 

results). 
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6. Conceptual map of GATES game 
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ANNEX 1. EXAMPLES OF BOARD GAMES THAT TEACH ENTREPRENEURSHIP:  

 

GAME  DESCRIPTION  

LEAN STARTUP BOARD GAME  

 

Playing Lean is the board game that teaches 

innovation and Lean Startup in just 90 minutes. 

It's a fun and engaging game for 2 to 12 players. 

In the game, players have to do experiments to 

reveal the preferences of their potential 

customers. Teams iterate over their product by 

building and removing features and try to sell to 

ever bigger customer segments. Players feel 

the pressure of inadequate resources, 

unexpected experiment results and how small 

margins can be between winning the market 

and losing to the competition. 

Contents:   

1 Board 

61 Customer Tiles - including 3 red tiles, 12 

orange tiles, 20 yellow tiles, and 26 green tiles 

55 Experiment Cards 

4 Company Cards 

4 Company Boards 

100 markers in 4 different colors 

40 Employee Tokens 

1 Innovation Accounting Pad 

The Rulebook   

Ash’s guide to Playing Lean 
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More about the game: 

https://www.playinglean.com/products/playing-

lean-the-game 

GO VENTURE 

 

The GoVenture Entrepreneur Board Game 

combines board games into a business context 

where you run your own business and compete, 

collaborate, and negotiate with other players. 

Game play is designed to recreate the real-life 

thrills and challenges of entrepreneurship in a 

fun and educational social learning experience. 

Activities are expertly designed to enable you to 

experience the true challenges of 

entrepreneurship, Meanwhile at the same time, 

provide an engaging and experiential group 

learning opportunity. Unlike books, courses, 

seminars, or common "opoly" style business 

games, GoVenture brings learning to life. The 

board game format enables a type of group 

learning which may be difficult to capture using 

role-playing exercises or software-based 

business simulations. 

Activities include: 

•  Buying, Pricing, and Selling Products (called 

"Gwidgets") 

•  Managing Employees 

•  Paying Expenses 

•  Managing Cash Flow 

•  Investing in Product Quality and Marketing 

(Brand) 

https://www.playinglean.com/products/playing-lean-the-game
https://www.playinglean.com/products/playing-lean-the-game
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•  Negotiating with other players 

•  Interacting with other players through question 

and answer, drawing, charades, trivia, word 

puzzles, and more! 

•  Balancing work and life 

•  Evaluating Success by Calculating Equity 

•  Preparation of Balance Sheet and Profit and 

Loss statements (optional) 

•  Accounting General Journal and General 

Ledger (optional) 

For ages 12 to adult, middle school to post-

secondary. 

More about the game: 

http://goventure.net/products/entrepreneur-

board-game.html  

START UP GAMES  StartUp is a business board game in which 

players compete to guide their startup company 

from launch to the completion of a corporate 

headquarters. Along the way there are Business 

Opportunities, Capital Opportunities, and IPO 

Opportunities. Build Expertise to increase your 

chances for success and your company's value 

in an Initial Public Offering. Navigate lawsuits, 

price wars, networking opportunities and shock 

cards along the way. 

StartUp is fun to play. Unlike other business 

board games, StartUp is a lot of fun, even when 

you are not winning. You lose by succeeding 

more slowly, not by getting crushed. StartUp is 

fun for the whole family and is challenging on 

http://goventure.net/products/entrepreneur-board-game.html
http://goventure.net/products/entrepreneur-board-game.html
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any level. Although there is some luck involved, 

the better player will usually win, kind of like real 

life. 

StartUp is educational. The StartUp board game 

teaches business and math skills and models 

many real business situations, such as the value 

of investing in your business, the risks and 

rewards of business opportunities, and the 

trade-offs in a Capital Opportunity or an IPO. 

More about the game: 

http://www.startupboardgames.com/startup.php  
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