Skillpass is a socio-technical tool in 8 languages based on a
serious game enabling young people to identify and enhance life-long
transferable skills.
What skills are involved ?
The tool encompasses skills from a variety of experiences, including sports, international trips, civic
engagement, daily life, cultural practice, volunteering and internships.
The Serious Game draws its inspiration from the framework of reference of six skills areas developed
by the OFPC (Office for Guidance, Vocational Training and Lifelong Learning) in Geneva, Switzerland.
The skills that the user develops throughout the game are: information handling; organising; problem
solving; teamwork; leadership and communication. These skills are linked to the eight key competences
for lifelong learning of the European Union. To complete the game, players must make their character
acquire all the key competences.
The development of these transferable skills is absolutely vital as it is often the only way young
people can stand out among other candidates and meet the high standards of today’s
jobs market. Moreover, these skills are in great demand from employers who, as the world of work
changes, are seeking recruits who are reactive and inventive, and capable of problem-solving, working
in a team and communicating effectively.

Why a serious game ?
The use of this innovative tool means we can reach a new audience already familiar with the
world of video games / aware of the world of gaming (so-called «Digital Natives»). In addition to the fun
attractions and aspects of the games, serious games help to :
• Put failure into perspective
• Tailor educational processes to the individual needs of young people
• Solve problems in stimulating and motivating situations
• Make the players interact with each other, and promote the exchange of ideas and sharing
• Put knowledge directly into practice

What is the game exactly ?
The game is set in an imaginary contemporary environment which has an element of science fiction, and
where the known world is limited to an archipelago inhabited by different peoples.
Players are engaged in an adventure game in which the hero (controlled by the player) gradually
acquires different skills. As these skills turn into specific powers, players learn that these skills are acquired
throughout their lives.
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Who can play ?
The game is intended to be as accessible as possible and requires no previous video game experience
or special technical skill. Players set out on an adventure and discover traps, obstacles,
strategies etc. in a carefully controlled learning process which will give them a real sense of
achievement. As players become stronger, they better understand the world of the game, and
learn to take advantage of it by developing their ‘powers’.
The game is intended to be used by various target groups, including young jobseekers, young people on
vocational courses, school and college students, university students, young offenders, young people
returning from periods abroad, apprentices and interns.

How is the game used ?
The tool has been designed to be used in conjunction with a mediator (this could be a teaching
assistant, psychologist, teacher, guidance counsellor, group leader etc.) who uses the player’s progress
in the game to encourage individual reflection, this time drawing on the player’s real
life. A session of the game can range from a short period (30-45 minutes) to several days depending
on the objectives of the mediator. The sessions are designed to be used by multiple players (1-2 players
per computer).
Examples of uses :
• In a careers guidance service, an adviser suggests to several of her young clients that they participate
in a day-long Serious Game session in order to assess their individual skills, thus enhancing the service she
can offer them.
• Just after the completion of their work placement, the tutor of a group of young people wishes to carry
out individual appraisals. He invites them to play the Serious Game and organises several meetings to
help them identify the transferable skills they have already acquired, those that are in the process of
acquiring, and those that they still have to acquire.
• At a school, pupils with attendance or behavioural issues play the game on the classroom computers.
The teacher intervenes occasionally to facilitate collective discussion on the topic of everyday life skills
that can also be useful at school, highlighting the skills acquired by the hero of the game.

This tool is under development and will be available in 2014
Skillpass is the result of a European project Ludo Ergo Sum designed by 9 partners.
Project leader : Association id6 - Lille
European partners: Tempo Libero (Italy) , Filoxenia (Greece), Mission Locales
Anderlecht (Belgium), Kaléido’Scop (France), Conseil Suisse des Activités de
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