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While entrepreneurship education is one of the most important and
necessary aspects of entrepreneurship promotion programs in
society, its teaching in the traditional method alone is not effective and
more innovative and flexible methods are needed. Therefore, the
present study was conducted by combining previous research with
the aim of providing a comprehensive picture of the components of
the role of gamification on entrepreneurship education. The research
methodology was qualitative with a meta- synthesis approach.
Accordingly, after searching the databases, 121 related studies were
evaluated and finally, after multiple screenings, 41 articles were
selected. Using seven-step model of Sandelowski and Barroso, the
findings of 41 previous studies related to the objectives of the study
were reviewed, aggregated, combined and interpreted. With the help
of the coding method, 37 codes, 6 concepts and 3 components were
identified and validated through Kappa Cohen coefficient. Then, the
role model of gamification on entrepreneurship education was
presented and drawn. The findings of this study indicated that the use
of gamification in entrepreneurship education can be very effective on
all three types of educational goals, namely the creation of learning
and desirable changes in learners' behavior in various aspects of
cognitive, emotional and skills. As a result, the use of gamification in
entrepreneurship education should be considered as a new and
effective method along with traditional methods of entrepreneurship
education, particularly during the Coronavirus pandemic, which
necessitated a distant and virtual education system.
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EXTENDED ABSTRACT

Introduction

In the past decades, developing and developed countries have invested huge amounts of
resources in entrepreneurship education because entrepreneurship education is one of the
important and necessary dimensions in entrepreneurship promotion programs in society.
The main goal of entrepreneurship education programs is to cultivate entrepreneurial
attitudes and skills in students regardless of their academic fields. However, most of such
programs use traditional methods for entrepreneurship education and these methods often
do not provide a real business scenario. In this way, entrepreneurship educators are looking
for effective methods that promote entrepreneurial knowledge, emotions, and
competencies of learners and enable them to successfully overcome challenges and
limitations of entrepreneurship education. The conventional passive approach to
entrepreneurship education cannot necessarily provide students with the real dynamics of
business and to be more effective, entrepreneurial learning should be more flexible and
active and emphasize an experience-based approach. One of the efficient methods of
teaching entrepreneurship is through games. Serious games, simulations, and gamification
have been proposed as innovative approaches for entrepreneurship education and in the
last decade, gamification has become a key educational approach in entrepreneurship
education. The use of gamification in education and learning is growing rapidly globally and
according to the reportin 2020 on the Statistica website, the growth rate of the gamification
market in the field of education has increased from 93 million dollars in 2015 to
approximately one and a half billion dollars in 2020, and it is predicted that by the end of
2021, the global value of the gaming market will increase to almost 12 billion dollars. In
recent years, academic research in the field of gamification of entrepreneurship education
has grown rapidly. Nevertheless, the research conducted in this field is still divergent,
partial and scattered, and the existing articles have discussed some of the indicators and
dimensions of the role of gamification on entrepreneurship education separately.
Therefore, the current research attempted to choose a different perspective from previous
research and identify, combine and deeply understand the components, concepts and
indicators of the role of gamification on entrepreneurship education.

Methodology

The meta-synthesis approach based on the guidelines of Sandelowski and Barroso was
applied in the present study. This approach is a systematic review of qualitative research
findings to create a new interpretation through a logical and consistent seven-step process.
The meta-synthesis process included defining the research questions and goals, organized
reviews of the literature, searching and choosing related studies, extracting textual
information, analysing and synthesizing qualitative findings, controlling the quality, and,
finally, presenting the findings.
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Results and discussion

A systematic review of qualitative research findings was performed by employing the
keywords of gamification, gamify, gamified, game simulation, and serious games concerning
entrepreneurship education and training in published articles during 2000-2021.
According to steps 1 to 6 model of the Sandelowski and Barroso method, after searching the
databases, 121 related studies were evaluated and finally, after multiple screenings, 41
articles were selected. Then, the findings of 41 previous studies related to the objectives of
the study were reviewed, aggregated, combined, and interpreted. With the aid of the coding
method, 37 codes, 6 concepts, and 3 components were identified and validated through the
Kappa Cohen coefficient.

Finally, in the seventh step of the meta-synthesis method, the research model obtained
from the meta-synthesis analysis was presented. Based on the findings of the research, the
final model of the role of gamification on entrepreneurship education was compiled
according to the following diagram.
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Figure 1. The role model of gamification on entrepreneurship education.

Conclusion

The results of the present research reflect great diversity in the role and impact of
using the innovative educational method of gamification on entrepreneurship education.
In order for teaching and learning to be undertaken correctly, there is a set of goals that
include cognitive, emotional, and skills dimensions. In fact, the goal of education is to
create learning and desirable changes in the behaviour of learners in different cognitive,
emotional, and skills aspects. The findings of this study indicated that the use of
gamification in entrepreneurship education can be very effective on all three types of
educational goals, namely the creation of learning and desirable changes in learners'
behaviour in various aspects of cognitive, emotional, and skills. As a result, the use of
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gamification in entrepreneurship education should be considered as one of the new and
effective methods in addition to the traditional methods of entrepreneurship education,
particularly during the Coronavirus pandemic, which necessitated distance and virtual
education. Furthermore, entrepreneurship professors and trainers can choose and use
the most effective gamification system based on entrepreneurial skills and competencies
they intend to teach and improve in students. In fact, this research seeks to motivate
schools and higher education institutions to consider gamification as a complementary
activity to formal teaching methods in an entrepreneurship course and highlight its
importance. The results of this research can provide valuable insight to managers and
policymakers who are attempting to improve the entrepreneurship education method
and increase the entrepreneurial behaviour of society. In addition, this research can be
used at more practical levels by entrepreneurship trainers and professors as well as
entrepreneurship education planners and people involved in the academic or
professional entrepreneurship education.
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