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The curriculum is an intellectual output of the GATE:VET Erasmus+ project, which will be 

implemented between September 2019 and August 2021. A consortium of six partners with 

expertise in vocational education and Game-based Learning is developing the project: 

¶ AFBB - Consortium leader (GER, training provider specialised in vocational training) 

¶ VUC Storstrøm (DK, Adult Education Centre) 

¶ National College Nicu Gane (RO, General Secondary School) 

¶ Manzavision (FR, technology company) 

¶ University of Coventry  (UK, university and specialist in various game-based learning 

projects) 

¶ FHD (GER, University of Applied Sciences) 
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 INTRODUCTION & PROJECT DESCRIPTION 

Effective teaching and learning practices are 

usually the result of didactic expertise in 

designing learning situations. This is primarily a 

matter of planning, designing and refining the 

conditions of learning. The use of games and 

playful elements in teaching can have an equally 

positive effect on these conditions. Game-based 

learning (GBL) can create new learning 

experiences and at the same time provide 

support for learning processes in order to open up new ways and forms of acquiring skills and 

abilities (Gidion et al., 2003). GBL means the targeted use of playful and gameful approaches to 

teaching and the use of games or game elements in the learning context. 

The use of games or the gamification in teaching subject-content but also in helping learners to 

understand learning processes contribute s to improving engagement and motivation and thus 

helping learners to enhance their learning experience. The purpose of enhancing the learning 

experience is also to encourage positive emotions among learners. Learning should be fun by 

conveying the materials in an interesting, dynamic way. Furthermore, GBL can support, among 

other things, consolidating knowledge, gaining a deeper understanding of a topic, developing 

creativity and a sense of constructive competition (Knapp, 2012). In teaching content should 

contribute to improving the motivation and thus learning success for  the students.   

Some teachers are sceptical about the concept and its benefit  to the  teaching and learning 

process. The assumption is that this is due in part, to the fact that some teachers are 

overwhelmed by the multitude of games, playful 

elements and GBL tools that can be used. There 

seems to be a work overload effect that may 

prevent teachers to design and enact GBL 

activities and at the same time, teachers may not 

have the skills and competencies that will enable 

them to employ GBL in online, blended or face-

to-face modes of teaching. To counter this, 

raising awareness, training and offering support 

to teachers is crucial. Teachers must be equipped with design recommendations and become 

familiar with the practices and processes for the use of game elements in the classroom. 

Building on the initial training, teachers need to have access GBL-related content and resources 

that  they can reuse and share.  
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This need is attempted to be addressed in the GATE:VET project, which primarily aims at 

expanding the methodological repertoire of teachers at VET schools by giving them the 

opportunity to enrich their lessons with game elements. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Further aims of the project include:  

Á >J ´ «z ºXJN| «z ´ºJZZŻ´ JÇJ³X«X´´ Z³ +#2 J«T +Jª Z NJº «Ÿ 

Á Helping teachers to develop GBL skills and competencies. 

Á Improving and amplifying the practice of teaching by employing GBL. 

Á Create a community of teachers and practitioners for creating, sharing, reusing and 

assessing inclusive, social and emotional GBL in different teaching contexts. 
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 TRAINING-OF-TRAINERS CURRICULUM 

2.1. HOW TO USE THIS TRAINING-OF-TRAINERS CURRICULUM  

The curriculum is a very specific and guiding example of how (VET) teachers can be trained in 

the use of GBL and gamified activities. As part of that, it will also provide an overview of 

gamification in education - but that should not be the first sentence. Basics, concepts, 

practical examples and procedures of gamification are presented. The participating teachers 

are introduced to the tools developed in the project Ɖ the wiki and the app Ɖ in order to 

familiarise them with the platforms and the use of game-based teaching elements. By working 

with concrete examples and topics, playful teaching methods are tested followed by group 

reflection, after which the participants develop their own game ideas.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Overall aim  

 

The overall aim of the training module described here is to guide teachers in using game 

elements and mechanics to their full advantage inside and outside the classroom, i.e. to 

create game-like learning environments themselves and at the same time to work 

successfully with the platform. It is important to build up and further develop the skills of 

vocational education teachers so they are able to implement training programmes 

independently.  

 

 

 

Learning objectives 

  

Learning objectives of the workshop include those participants are able to: 

Á describe the basics of gamification. 

Á summarise and classify relevant terms and concepts (game-based learning, serious 

games, gamification). 

Á list fields of application of game formats, strategies and elements in educational 

contexts and derive options for action for their own teaching practice.  

Á confidently operate the Wiki & App platforms.  

Á create their own content in the wiki.  

Á apply basic procedures of gamification (design processes) to a self-selected 

educational context and design an independent game scenario. 

Á act as multipliers for apprenticeship in their own vocational school or region.  
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Target group  

  

The training module is primarily aimed at teachers in vocational schools, but in principle, 

the workshop is also suitable for teachers of the secondary and tertiary level. This ToT 

curriculum was designed for a total of nine participants. However, the number of 

participants may vary from training to training. However, the numb er of participants 

should not exceed 15; otherwise, some exercises and games may take too much time and 

demotivate the students.  

 

 

Learning Outcome 

  

The Learning Outcome of this training is to provide a qualification for teachers so that they 

are able to act as multipliers in teaching at vocational schools and to design their own 

training programmes for the gamification of teaching content. Teachers will then be able to 

implement similar training modules at their respective schools. This can take place not only 

within the region, but also nationwide.  

 

Timing 

  

The expected time needed to present the units of the curriculum may vary from training to 

training. This depends on which of the contents described in the curriculum are implemented 

in one's own workshop. The topics and exercises presented here are designed for a three-

day online workshop. Table 1 provides a brief overview of the three-day workshop 

programme. The duration of the sessions is 5-6 teaching units. A suggested Ɖ rather than 

fixed Ɖ schedule is presented for each day (Table 1), as different amounts of time can be 

allocated to each session or topic. Trainers should review the material and schedule time to 

meet the needs of the particular training group.  
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T-O-T CURRICULUM OVERVIEW 

WORKSHOP AGENDA 

DAY 1 DAY 2 DAY 3 

Opening workshop, 

Introduction  

Warm-up  

Theme memory  

Thematic introduction  

Break 

Introduction Wiki  

Introduction App  

Interactive exercise 

Reflection  

Work order  

Introduction Workshop Day 2  

Warm-up 

Creation of a wiki entry  

Break 

Presentation GaWo  

Practical example 

Work order  

Reflection 

Introduction Workshop Day 3  

Presentation of own game 

scenarios 

Break 

Energizer 

Conclusion Workshop 

  QUICK LINKS  - DAY BY DAY AGENDA 

DAY 1 DAY 2 DAY 3 

 

 

 

 

 

 

 

 

 

 

 

 

Information  

  

The ToT curriculum is divided into individual units that can be configured flexibly by the 

multipliers, to allow the concept to be adapted to fit the local requirements of the partner 

institutions. The multipliers can independently choose which learning outcomes and topics 

they want to focus on; thus, enabling them to respond to different learners' prerequisites in 

terms of prior knowledge and skills. In addition to the resources provided in each training 

unit, trainers can use other tools. A brief description of the content of each training unit is 

presented in the following chapters.  
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2.2. T-O-T WORKSHOP DAY 1 

In the run-

up  
Registration Wiki and App 

DAY 1 

Time 

(min) 
Phases Contents Method  

Media/ 

Material/ 

Tools 

15 min 

Opening 

workshop, 

introduction   

Á Why are we here 

today... 

Á Agenda  

Á Project 

presentation  

Lecture PPP 

45 min 

 

 

Warm-up 

 

  

Á Playful introduction   

Á Icebreaker activity 

Á Get to know  

Á Awarding points to 

whoever guesses 

the wrong fact first  

Á Mapping the points 

in a leaderboard  

Whole group work, 

e.g. truths and lies 

Leaderboard  

Paper and pen 

Badge  

 

5 min/ 

permanent 
Theme memory  

Á Presentation theme 

memory 

Á Collecting 

interesting topics, 

ideas and 

comments from the 

participants 

Lecture 
PPP 

Whiteboard  

45 min 
Thematic 

introduction  

Á Different concepts  

Á What is GBL; 

Gamification; 

Serious Games; 

Playful Learning  

Á Why are the use of 

playful concepts 

Lecture + discussion 
PPP 

Videos  
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useful? 

(scientifically sound) 

Á Practical examples  

20 min Break 

20 min 
Introduction  

Wiki  

Á Introducing the  

GATE:VET wiki  

Á Explanation of 

structure and 

mode of 

operation  

Lecture, walk through Wiki  

15 min Introduction  App 

Á Demonstration 

of the app 

Á Explanation of 

structure and 

mode of 

operation  

Lecture, walk through 
App, 

Smartphone 

15 min  
Interactive 

exercise  

Á 3 stations 

Á Search for 

individual letters 

that make up a 

solution word 

(PONG)  

Á Winner who finds 

the solution word 

first  

 

Scavenger hunt  

 

App + Wiki  

Leaderboard  

Badge 

15 min  Reflection  

Á Clarifying 

unanswered 

questions  

Á Topic memory 

Á Feedback on first 

Day  

Discussion 

Securing results  
 Whiteboard  

10 min Work order 

Á Participants receive 

a work assignment 

for the second day  

 

  Wiki  
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In the run-up 

Title: Registration Wiki and App Duration: 10 - 30 minutes  

  Target: Participants (TN) register in the GATE:VET Wiki and the Teemew App  

Content:  

Before the workshop begins, the participants must register in the wiki 

and the app of the GATE:VET project. This is a prerequisite for 

participating and carrying out individual exercises during the workshop 

and saves time.  

 

Method:  

The registration takes place in individual work of each participant. 

 Tip: 

By registering early, participants have the opportunity to preview the 

two platforms and have a basic introduction to the topic of the 

workshop. 

 

Workshop Day 1  

Topic: Opening workshop, Introduction  Duration: 15 minutes  

 Target: 

Participants get to know the course leader 

Participants know the planned sequence of the workshop session 

Participants are familiar with the GATE:VET project, its aims and 

contents. 

Content:  

Á Welcome and introduction of the course leaders  

Á Present the content and procedure of the workshop 

Á Presentation GATE:VET Project 

Welcome and introduction of the trainers: Trainers welcome the 

participants and give a short self-introduction. Trainers then explain the 

purpose of the workshop as well informing them about the contents and 

processes involved.  

Content and procedure of the workshop : In the introductory phase of 

the workshop, the individual agenda items of the session are presented, 

which serve to orientate the content.  

Presentation of the GATE:VET project: Short presentation of the goals, 

partners, contents of the GATE:VET project and the reason for the 
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training.  

 

Method:  

Trainer presentation in plenary 

 Tip: 

Á Clarify at the beginning of the workshop how to address the 

participants (formal or informal).  

Á For example, the agenda should be presented on a presentation 

slide, whiteboard or metaplan board for visual support.  

Á Make sure that the agenda of the workshop is visible to the 

participants throughout the session so that they can follow the 

process at any time. 

Á For more information on GATE:VET, please visit the project 

website: https://www.gate -vet.eu/  

 

Workshop Day 1  

Topic: Warm-up Duration: 45 minutes (varies depending on 

the method) 

 Target: 

Participants get to know each other 

Participants gather play experiences 

Participants try out a method for gamifying rounds of introductions  

Content:  
Warm-up methods and small games to liven up and increase the 

productivity of the workshop.  

Method:  Ice-breaker activity as whole group work  

 

Example: 

 

Title:  Two truths and a lie 

Duration:  Varies according to the number of facts and 

participants (for 12 participants with 4 facts 

each, approx. 45 minutes). 

Material:  Paper, Pen 

Process: Each participant writes 3 -5 facts about 

themselves on a piece of paper, one of which is 

not true. The other participants then have to 

guess which of the facts the lie is. This is done 

in turns until each participant has presented 

https://www.gate-vet.eu/
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their facts. 

Recommendation: To increase the playful aspect, individual game 

elements can be incorporated. These include 

awarding points to the participant who guesses 

the wrong fact first. These points can be 

recorded on a leaderboard, so it is possible to 

see who has scored the most points and 

ultimately won this game. In addition, a badge 

can be awarded here, e.g. for the "best lie 

detector".  

 

 

Workshop Day 1  

Topic: Theme memory Duration: 5 minutes, course-related 

 Target: 
Participants get actively involved in the content and/or methodological 

process by collecting topics, ideas or examples.  

Content:  

The topic repository is created in advance by the trainers (e.g. as a 

forum or whiteboard or digital pinboard  or during the face-to-face 

event as a flipchart). During the workshop, all topics, ideas, comments 

and examples of the participants that may arise during the workshop 

are what comprise this repository. These contributions are discussed 

together at the end of the session.  

Method:  

1. Introduction of the topic memory: presentation by trainers 

(Face-to-face learning)  

2. During the workshop: collection of topics in individual work  

3. End of the session: Plenary discussion on the collected topics 

etc. 

 

Workshop Day 1  

Topic: Thematic introduction  Duration: 30-60 minutes  
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 Target: 

Participants understand the basics of gamification  

Participants are able to distinguish between the concepts of game-

based learning, serious games and gamification.  

Participants know the elements of learning games 

Participants know the learning effects of games 

Content:  

Á Thematic introduction of the workshop  

Á Basic knowledge on the subject of play 

Á Presentation of the concepts of game-based learning, serious 

games and gamification  

Á Introduction to the basics of playing 

Á Studies and findings on the effects of play in learning situations 

Method:  Face-to-face learning through the presentation of the tr ainers 

 Tip: 

Á Take the participants' prior knowledge into account when 

deciding on the length of the theoretical part.  

Á Illustrate the content with practical examples, such as the 

presentation of game sequences from different contexts or 

videos.  

Á By using aids, you can diversify your presentation and thus 

activate the attention of your participants.  

Literature:  

Á Jan L. Plass, Bruce D. Homer & Charles K. Kinzer (2015) 

Foundations of Game-Based Learning, Educational 

Psychologist, 50:4, 258-283, DOI: 

10.1080/00461520.2015.1122533   

Á Karl M. Kapp, Lucus Blair, Rich Mesch (2014). The Gamification 

of Learning and Instruction Fieldbook: Ideas into Practice 

(Englisch) Taschenbuch Ɖ 3. Januar 2014  

Á Zamzami Zainuddina, Samuel Kai Wah Chua, Muhammad 

Shujahata, Corinne Jacqueline Perera (2020). The impact of 

gamification on learning and instruction: A systematic review of 

empirical evidence. Educational Research Review. 

Á Kevin Werbach, Dan Hunter (2012). For the Win: How Game 

Thinking Can Revolutionize Your Business, Wharton School 

Press. 

 

https://doi.org/10.1080/00461520.2015.1122533
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Workshop Day 1  

Topic: Introduction Wiki  Duration: 20 minutes 

 Target: 
Participants learn about the structure and functions of the wiki  

Participants can use the wiki independently  

Content:  

This step introduces the wiki. First, the general structure of the wiki is 

presented. Then, the two main categories of the wiki - Glossary and 

Educational Sheets - and their subcategories are explained. To illustrate 

this, an example from the wiki is presented for each main category so 

that the participants have a better insight into the final result. The 

search and comment functions are also explained.  

Method:   Presentation by trainers 

 Tip: 

- Register in advance 

- As a trainer, first get an overview of the structure and 

functionality of the wiki ( https://wiki.gate -vet.eu/tiki -index.php).  

- Introduce the wiki to the participants via walk -through by 

presenting the two main categories - Glossary and Educational 

Sheets - and their subcategories. 

- Also mention the search and comment function 

- Point out how important it is to fill the wiki with content 

especially with further examples for lesson design 

- Allow enough time for learners to explore the wiki ind ependently 

https://wiki.gate-vet.eu/tiki-index.php
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Example: 

 

 

Figure 1: Wiki, example of a glossary term, including links to other content in the wiki








































































































