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The core aim of WP2

The main objective of WP 2 is to co-create with 
institutionalized young adults, adult educators and 
social workers the Serious Game (SG)
SKILLS4LIFE SG.

The SG will have the aim to provide a safe and 
positive learning environment for the acquisition of
cognitive, conceptual skills and practical skills that 
can allow a better and smoother transition to 
adulthood of institutionalized young adults.
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Structure of the Serious Game
according to the application
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Difficulty level and game flow
according to CHEN 2006
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Elements to be integrated

Text based scenarios Pictures and graphics VideosH5P-Tasks

https://h5p.org/ and https://h5p.com/). 
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Serious Games
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Serious Games
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Serious Games

Serious games enable the

principles of teaching, 

training and educational

work to be entertaining
(cf. Wong et al., 2007 –
original in German)

Serious Games contain a 
least one pedagogic
component
(vgl. Thom et al. 2012 –
original in German)

Learning seriously

Having fun
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A rough Storyline for the Serious Game
Select your protagonist

Jerry
and Janet

Care
leavers

Finding a job
-

job market
dynamics and 
social trends

Get to know
Jerry / Janet

-
strength and 
weaknesses

My first own 
flat and the

daily struggles

The trouble
with the money
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General responsibilities of the partners

Get to know Jerry / Janet -
strength and weaknesses

My first own flat
and the daily struggles

Finding a job -
job market dynamics and

 social trends

The trouble with the 
money

Development  of a 
batch framework

Online Platform

Lead WP2

Conceptualisation of a comprehensive value proposition to highlight
the knowledge, skills and attitudes to be achieved for each topic area

according to the EQF for lifelong learning

Draft of the guidelines for the game design 
and definition of the guideline for the 

characters, the plot, the narrative, the games 
rules and the  in-game term concepts

SRC, IRL

MOVEO, AT

UPB, DE

PMA, PT CBE, FRAQM, NL
ACUMEN, PL

Development  of 
game mechanics
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Content Development
responsibilities of the partners

Get to know Jerry / Janet -
strength and weaknesses
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Finding a job -
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Content lead
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Value Proposition – First idea and task

Our vision is to design a serious game for 
careleavers, which offers a safe and positive learning 
environment.
In Skills4life we integrate different skill sets. The 
Serious game will provide opportunities to acquire
cognitive, conceptual skills and practical skills.

The core additional value is to assure a smoother 
transition of careleavers to adulthood.

Please take 10 minutes
and discuss a possible 

value proposition with the
partner sitting

next to you!
THINK - PAIR - SHARE
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