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Most people in Europe spend some of their leisure time playing video games.

of the population aged
6-64 plays video games

124.8

118.3m
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Globally, players believe that
video games improve their
creativity, problem solving,

cognitive and collaboration
s kills

Power of Play — Global Report 2023
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Emotional Training in the Adult Population" - Published in: Frontiers in Psychology, 2018

Medicine:

1. "Role of Video Games in Improving Health-Related Outcomes"
Published in: American Journal of Preventive Medicine, 2012

2. "The Benefits of Video Games on Brain Cognitive Function: A Systematic Review" - Published in: Applied Sciences,
2022

Human resources:

1. "Gamers Aren’t Wasting Their Lives — They’re Helping Their Careers: Study" - Published in: Human Resource
Development International, 2024

2. "A Game-Factors Approach to Cognitive Benefits from Video-Game Training: A Meta-Analysis" - Published in: PLOS
ONE, 2023






IT IS VERY DIFFICULT TO
ANALYZE AND DEVELOP COMPETENCES
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19 MILLION UNIVERSITY STUDENTS IN EUROPE





http://drive.google.com/file/d/1z8EbyIzicXiT_Bz-3a61Rb9riy232Ihn/view

THREAD

IDENTIFY,
CREATE AND
SEIZE
OPPORTUNITIES

FOCUS ON
CHALLENGES

UNCOVER NEEDS

AREA
IDEAS &
OPPORTUNITIES

HINT AND DESCRIFTOR

Use your imagination and abilities to identify opportunities for creating

value,

COMPETENCE
SPOTTING

OPPORTUNITIES

FOUNDATION

| can recognise

| can find opportunities to
opportunities to create value in my

help others. community and

surroundings.

| can recognise

I can find different | challenges in my

examples of community and
challenges that surroundings that |
need solutions. can contribute to

solving.

I can find | can identify
examples of needs in my
groups who have community and
benefited froma  surroundings that
solution to a given have not been
prablem. met.

Identify and seize opportunities to create value by exploring the social,

cultural and economic landscape. Identify needs and challenges that need
to be met. Establish new connections and bring together scattered
elements of the landscape to create opportunities to create value.

INTERMEDIATE
| can proactively
| can explain what thfnr
makes an
opportunity to
create value. hﬂutlvemof
| can redefine the
description of a
Icanidentify o\ ionge, so that
opportunities to altsrnative
solve problems in i
alternative ways. address it may
become apparent.
| can establish
| can explain that which user group,
different groups  and which needs, |
may have different  want to tackle
needs. through creating
value.



60 INDICATORS

8 PROGRESSION LEVES

442 LEARNING OUTCOMES
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CREATE AND
SEIZE
OPPORTUNITIES

100%

FOCUS ON
CHALLENGES

80%

UNCOVER NEEDS

70%

AREA
IDEAS &
OPPORTUNITIES

HINT AND DESCRIFTOR

Use your imagination and abilities to identify opportunities for creating

value,

COMPETENCE
SPOTTING

OPPORTUNITIES

FOUNDATION
| can recognise
| can find opportunities to
opportunities to create value in my
help others. community and
surroundings.
| can recognise
| can find different  challenges in my
examples of community and
challenges that surroundings that |
need solutions. can contribute to
solving.

I can find | can identify
examples of needs in my
groups who have community and
benefited froma  surroundings that
solution to a given have not been
problem. met.

Identify and seize opportunities to create value by exploring the social,
cultural and economic landscape. Identify needs and challenges that need

to be met. Establish new connections and bring together scattered
elements of the landscape to create opportunities to create value.

INTERMEDIATE
| can proactively
1 can explain what lwtfnr
makes an
opportunity to cmm
create value. hduﬂ'emof
| can redefine the
I can identify r“"’““f’
lenge, so that
opportunities to alternative
solve problems in o
alternative ways. :add“:rm“ RIH'WH
become apparent.
| can establish
| can explain that which user group,
different groups  and which needs, |
may have different want to tackle
needs. through creating
value.
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