
Each Play4Guidance event involved 
ENTREPRENEURIAL SKILL-BUILDING 
workshops that focused on:  

• Entrepreneurial competencies  

• The Business Model Canvas  

• The P4G Business Game  

• Discussion & Reflections 

The project seeks to guide and educate 
students and young unemployed people in 

entrepreneurial, transversal and mathematical 
skills. Aims to bring the world of education & 
training in close contact with the job market.
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Play4Guidance is funded within the Framework of the 
European Union ( 2014 - 2017). 

Research Team: Dr Yvonne Crotty (Principal Investigator),  
Dr Margaret Farren, Laura Kilboy and Tom Kinney.   

School of STEM Education, Innovation and Global  
Studies, Institute of Education, DCU. 
Research Centre: International Centre for Innovation and 
Workplace Learning (ICIWL). 

KEY COMPETENCIES

Play4Guidance Project Engagement 

• Support students and unemployed in developing 
basic math, digital, entrepreneurial and 
transversal skills with a strong focus on problem 
solving and leadership. 

• Allow students and unemployed to self-evaluate 
their skills, understand what being an 
entrepreneur means and realise what skills they 
need to improve. 

• Support various institutions such as guidance 
centres, job centres, SMEs, companies and 
universities in evaluating participant skills and 
guiding them through training and skill-building. 

• At the end of each session the game offers 
feedback about what was done well and what 
skills players need to improve. 

Successfully implemented in post-primary, 
higher education, industry and job centres.


