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Abstract 
Engaging urban youth in social entrepreneurship presents a significant 

challenge, often hindered by perceived complexity and a lack of motivational 

frameworks. This study investigates the potential of gamification to foster 

social innovation and entrepreneurial behaviors among this demographic. The 

primary objective was to experimentally measure the impact of a gamified 

intervention on the pro-social entrepreneurial intentions and idea generation 

quality of urban youth. This research employed a behavioral experiment with a 

pre-test/post-test control group design, involving 150 urban youths aged 18-24. 

The experimental group interacted with a gamified digital platform designed to 

guide them through social venture creation, incorporating points, badges, and 

collaborative leaderboards. In contrast, the control group used a non-gamified 

version of the same platform. The results revealed that participants in the 

gamified condition demonstrated significantly higher levels of engagement, 

produced more innovative and viable social solutions, and reported a greater 

increase in entrepreneurial self-efficacy compared to the control group. In 

conclusion, gamification serves as a powerful and effective strategy to lower 

entry barriers and motivate urban youth, channeling their creativity toward 

developing impactful social innovations and fostering a new generation of 

community-focused entrepreneurs. 
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INTRODUCTION 

Urban centers across the globe are grappling with complex social challenges, ranging 

from environmental degradation and community health disparities to economic inequality and 

social exclusion (Tan et al., 2024; Zhou & Sun, 2024). Addressing these deeply entrenched 

issues requires innovative, sustainable, and scalable solutions that traditional top-down 

approaches often fail to provide. Social innovation, defined as the development and 

implementation of novel solutions that meet social needs more effectively than existing 

alternatives, has consequently emerged as a critical paradigm for fostering resilient and 

equitable communities. A key driver of this paradigm is social entrepreneurship, which 

harnesses entrepreneurial principles to create, organize, and manage ventures with the primary 

goal of achieving measurable social impact. 

The engagement of urban youth in this process is of paramount importance. This 

demographic represents a vast, often untapped reservoir of creativity, local knowledge, and 

digital fluency that is essential for generating contextually relevant and forward-thinking social 

solutions (Lin et al., 2025; Turkbaev et al., 2025). Empowering young people to become agents 

of change within their own communities not only addresses immediate social problems but also 

fosters civic engagement, develops valuable workforce skills, and promotes long-term 

economic inclusion. However, activating this potential is a significant challenge, as traditional 

pathways into entrepreneurship can seem inaccessible or unappealing to many young people, 

particularly those from marginalized backgrounds. 

Gamification has emerged as a powerful and versatile strategy for engaging individuals 

and motivating specific behaviors across various domains, from corporate training and 

marketing to public health and education. By applying game-design elements—such as points, 

badges, leaderboards, and narrative structures—to non-game contexts, gamification can 

transform complex or mundane tasks into intrinsically motivating and enjoyable experiences 

(Feltz & Cokely, 2024; Hewitt, 2025). Its potential application in the context of social 

entrepreneurship education is particularly promising, offering a novel methodology to lower 

entry barriers, scaffold the complex process of venture creation, and sustain youth engagement 

in developing innovative solutions to pressing urban challenges. 

Despite the recognized potential of urban youth as social innovators, a significant 

motivational and engagement gap hinders their participation in entrepreneurial activities. Many 

existing youth entrepreneurship programs, while well-intentioned, often adopt conventional, 

lecture-based pedagogical formats that fail to resonate with a digitally native generation. These 

programs can inadvertently present social entrepreneurship as a daunting, high-risk endeavor, 

characterized by complex business planning and financial modeling, which can stifle initial 

interest and creative confidence (Akder et al., 2025; Mezei, 2024). The core problem is the lack 

of scalable, accessible, and intrinsically motivating frameworks that can effectively attract and 

retain the interest of urban youth in the complex process of social venture creation. 

The specific barriers to engagement are multifaceted. They include a lack of awareness of 

social entrepreneurship as a viable pathway, limited access to mentors and resources, a fear of 

failure in a high-stakes environment, and a perceived disconnect between abstract training 

modules and the tangible realities of their communities (Lange & McLeish, 2024; Li et al., 

2024). Conventional support systems often fail to adequately address these psychological and 

motivational hurdles. This results in a missed opportunity to channel the inherent creativity and 
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social consciousness of urban youth into productive, community-benefiting enterprises, leaving 

their potential for social innovation largely untapped. 

This research addresses a critical and specific problem: there is a demonstrable lack of 

rigorous, experimental evidence validating gamification as an effective intervention to increase 

pro-social entrepreneurial intentions and behaviors among urban youth (Henrique et al., 2024; 

Vilhem, 2024). While the use of gamification is well-documented in commercial and general 

educational contexts, its application and efficacy in the specialized domain of social innovation 

training remain largely theoretical and supported by anecdotal evidence or small-scale case 

studies. Without robust behavioral experiments to measure its impact on key outcomes, 

gamification risks being overlooked as a viable, evidence-based strategy for fostering the next 

generation of social entrepreneurs. 

The primary quantitative objective of this research is to experimentally measure the 

effect of a gamified intervention on the pro-social entrepreneurial intentions and the quality of 

social innovation ideas generated by urban youth. This will be achieved by comparing the 

outcomes of participants using a gamified digital platform against those using an identical, 

non-gamified platform (Henrique et al., 2024; Topal, 2024). Key metrics for evaluation will 

include changes in self-reported entrepreneurial self-efficacy, the measured viability and 

innovativeness of the social solutions they develop, and their stated intention to pursue their 

social venture beyond the experiment. 

A second, complementary objective is to analyze the behavioral engagement patterns of 

participants to understand the mechanisms through which gamification influences their actions. 

This involves tracking and comparing user activity data between the two conditions, such as 

time on task, frequency of interaction with platform modules, completion rates of specific 

challenges, and patterns of collaboration. This behavioral analysis aims to move beyond self-

reported data to provide objective evidence of how specific game mechanics (e.g., points, 

leaderboards) impact user motivation, persistence, and depth of engagement with the 

entrepreneurial process. 

The overarching aim of this study is to develop a comprehensive, empirically validated 

model that explains how gamification can be effectively designed and deployed to foster social 

innovation among urban youth (Balderas et al., 2024; Nayak & Gupta, 2024). By integrating 

the quantitative findings on entrepreneurial outcomes with the behavioral data on user 

engagement, this research seeks to provide a nuanced understanding of not only if gamification 

works in this context, but why and how it works. The ultimate goal is to produce actionable 

design principles and a theoretical framework that can guide the development of more effective 

and engaging social entrepreneurship programs for young people in urban environments. 

The scholarly literature on youth entrepreneurship is well-established, providing 

extensive research on success factors, barriers, and effective support structures. Similarly, the 

field of social innovation has a rich body of work exploring its theoretical underpinnings and 

practical manifestations (Balderas et al., 2024; Mafugu, 2024). A third, rapidly growing body 

of literature focuses on gamification, detailing its psychological principles and demonstrating 

its effectiveness in various fields, most notably commercial marketing and formal education. 

These three fields provide a strong foundation for the current study. 

A critical review of the literature, however, reveals a significant lack of intersection 

between these domains. While some conceptual papers have proposed the use of gamification 

for social good or in non-traditional educational settings, there is a marked scarcity of empirical 
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research that specifically investigates its application to social entrepreneurship training. The 

existing studies that do touch upon this intersection are often descriptive case studies of single 

programs, lacking the methodological rigor of a controlled experiment and thus limiting the 

causality and generalizability of their claims. 

The most critical gap this research addresses is the absence of behavioral experiments in 

this specific area. Much of the research on gamification’s effectiveness relies on self-reported 

measures of engagement or motivation (Balderas et al., 2024; Nayak & Gupta, 2024). There is 

a need for studies that employ controlled experimental designs to isolate the impact of 

gamification and use objective behavioral data to analyze its influence on user actions and 

performance outcomes. This study is explicitly designed to fill this methodological and 

empirical void by providing a direct, controlled comparison between a gamified and a non-

gamified intervention, thereby offering a higher level of evidence regarding its efficacy in 

fostering social innovation. 

The primary novelty of this research lies in its experimental methodology applied to the 

unique intersection of gamification, social innovation, and urban youth. The use of a behavioral 

experiment to directly compare a gamified system against a non-gamified control in the context 

of social entrepreneurship training is a new and significant contribution. This approach allows 

for the isolation of the gamification effect, providing a level of causal inference that is currently 

absent from the literature and moving the field beyond correlational or qualitative observations. 

This study is justified by its potential for significant practical and social impact. Youth 

unemployment and social disengagement are pressing issues in many urban areas. By 

validating a scalable and engaging methodology for fostering social entrepreneurship, this 

research can provide non-profits, municipal governments, and educational institutions with an 

evidence-based tool to empower young people (Nayyar et al., 2025; Romero-Sánchez et al., 

2024). The findings could directly inform the design of more effective programs that not only 

equip youth with valuable skills but also generate innovative solutions to local community 

problems, creating a dual benefit. 

The theoretical justification for this research is rooted in its potential to advance our 

understanding of motivational design for pro-social behavior. It extends gamification theory 

beyond commercial or individualistic goals to explore how game mechanics can be harnessed 

to encourage altruism, community engagement, and complex, collaborative problem-solving. 

By analyzing the behavioral data, this study will contribute to a more nuanced theory of 

gamified design, identifying which elements are most effective for fostering the intrinsic 

motivation required for the demanding and often uncompensated work of early-stage social 

innovation. 

 

RESEARCH METHOD 

Research Design 

This study utilized a behavioral experiment employing a pre-test/post-test control group 

design. This methodology was chosen for its high internal validity, which allows for the 

establishment of a causal relationship between the gamified intervention and the observed 

outcomes in entrepreneurial behavior. The design involved the random assignment of 

participants to one of two parallel conditions: an experimental group that interacted with a 

gamified digital platform and a control group that used an identical, non-gamified version of 

the same platform (Romero-Sánchez et al., 2024; Sherman, 2024). The core structure of the 
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experiment was designed to isolate the specific effect of the gamification elements by keeping 

all other variables—such as content, tasks, and interface—constant across both conditions. 

The independent variable in this experiment was the presence or absence of gamification 

mechanics on the digital platform. The dependent variables were multifaceted, comprising both 

self-reported psychological measures and objectively evaluated performance outcomes. These 

included changes in entrepreneurial self-efficacy, pro-social entrepreneurial intentions, 

behavioral engagement metrics logged by the platform's backend, and the quality of the final 

social innovation ideas generated by the participants. This multi-pronged approach to 

measurement provides a comprehensive view of the intervention's impact. 

The experiment was structured to unfold in three distinct phases: a pre-intervention 

assessment phase, an intervention phase, and a post-intervention assessment phase (Nasta et al., 

2025; Romero-Sánchez et al., 2024). This temporal structure allowed for the collection of 

baseline data, the administration of the treatment, and the subsequent measurement of any 

changes, thereby enabling a robust comparison between the two groups. The rigorous control 

inherent in this design minimizes the influence of extraneous variables and strengthens the 

confidence with which conclusions can be drawn about the intervention's efficacy. 

Population and Samples 

The target population for this research consisted of urban youth aged 18 to 24 residing in 

a major metropolitan area characterized by significant socioeconomic diversity. This 

demographic was selected because they are at a critical life stage for career development and 

are often the target of social and economic empowerment initiatives. Furthermore, their high 

level of digital literacy makes them an ideal group for an intervention delivered via a digital 

platform (Chiang et al., 2024; Sidharta & Dai, 2024). The accessible population was drawn 

from individuals registered with three large community-based youth development 

organizations that agreed to partner on this research project. 

A total of 150 participants were recruited for the study through a volunteer sampling 

method, responding to recruitment notices distributed by the partner organizations. To be 

eligible, participants had to meet the age criteria and have had no prior formal training in 

entrepreneurship. This criterion was established to minimize the confounding effects of pre-

existing expertise. All volunteers provided informed consent prior to their participation in the 

study. 

Following recruitment and initial screening, the 150 participants were randomly assigned 

to either the experimental group (n=75) or the control group (n=75) using a computer-

generated randomization sequence. This random assignment is a critical feature of the 

experimental design, as it ensures that the two groups were statistically equivalent at the outset 

on both known and unknown characteristics, thus reducing the risk of selection bias and 

strengthening the validity of the causal claims. 

Instruments 

The primary instrument of this study was a purpose-built digital platform for social 

venture creation. Two versions were developed: a gamified version for the experimental group, 

which incorporated points, badges for milestone achievements, a collaborative leaderboard, and 

a narrative-driven quest system, and a non-gamified version for the control group, which 

presented the exact same educational content and tasks in a standard, module-based format 

without any game mechanics (Amit et al., 2024; Wang et al., 2024). The platform's backend 
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was designed to log detailed behavioral data for both groups, including time on task, module 

completion rates, and frequency of interaction. 

To measure psychological constructs, a pre-test and post-test survey was administered to 

all participants. This survey integrated two validated scales: the Entrepreneurial Self-Efficacy 

(ESE) Scale, adapted to a social context, to measure participants' confidence in their ability to 

perform entrepreneurial tasks, and a scale measuring Pro-Social Entrepreneurial Intentions 

(PSEI), which assessed their likelihood of pursuing a social venture in the future. Both scales 

demonstrated high internal consistency (Cronbach’s α > .85) in pilot testing. 

The quality of the final social innovation ideas submitted by participants was evaluated 

using a standardized scoring rubric. The rubric was developed by a panel of three experts in 

social entrepreneurship and assessed two key dimensions: innovativeness (the novelty and 

creativity of the solution) and viability (the practicality and potential for real-world 

implementation) (Fu et al., 2025; Mishra et al., 2024). Two independent raters, blind to the 

participants' group assignments, scored each submission. The inter-rater reliability was high 

(Intraclass Correlation Coefficient = .91), ensuring the consistency and objectivity of the 

performance evaluation. 

Procedures 

The experiment was conducted over a period of four weeks after receiving approval from 

the university's Institutional Review Board (IRB). In the first step, all 150 participants 

completed the online pre-test survey to gather baseline data on their ESE and PSEI. Following 

the pre-test, participants were randomly assigned to their respective groups and were given 

login credentials for either the gamified or non-gamified version of the digital platform. 

The intervention phase took place over the subsequent three weeks. Participants were 

instructed to use the platform to complete a series of modules designed to guide them through 

the process of identifying a community problem, ideating a solution, and developing a basic 

social venture concept. Participants in the experimental group experienced this process through 

a series of “quests” and earned points and badges, while the control group followed a linear 

checklist of the same tasks (Campill, 2024; Van Nostrand et al., 2025). A minimum 

engagement time of three hours per week was recommended, though actual usage was tracked 

as a behavioral measure. 

In the final week of the study, participants were prompted to submit their final social 

venture concept via the platform. Immediately following this submission, they completed the 

post-test survey, which was identical to the pre-test (Campill, 2024; Van Nostrand et al., 2025). 

Upon completion, all participants were debriefed on the full nature of the study and received a 

small monetary compensation for their time. The collected data were then prepared for 

analysis, with the survey data analyzed using an Analysis of Covariance (ANCOVA) and the 

idea quality scores analyzed using an independent samples t-test. 

 

RESULTS AND DISCUSSION 

The initial phase of data analysis focused on computing descriptive statistics for the 

primary outcome variables for both the experimental (n=75) and control (n=75) groups. The 

mean (M) and standard deviation (SD) were calculated for pre-test and post-test scores on the 

Entrepreneurial Self-Efficacy (ESE) scale and for the final Idea Quality scores, which were 

rated on a 50-point scale. These statistics provide a summary of group performance before and 

after the intervention. 
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The descriptive statistics, presented in Table 1, show that the two groups were well-

matched at the beginning of the experiment. The pre-test ESE scores were nearly identical, 

indicating no significant pre-existing differences in entrepreneurial confidence. Following the 

three-week intervention, the experimental group exhibited a substantial increase in both their 

mean ESE score and their mean Idea Quality score, whereas the control group showed only 

minimal changes from their baseline. 

Table 1: Descriptive Statistics for Outcome Variables by Group 

Variable Group Pre-Test M (SD) Post-Test M 

(SD) 

Idea Quality M 

(SD) 

ESE Experimental 28.5 (5.1)  41.2 (4.8)  

  28.9 (5.3) 30.1 (5.5)  

Idea 

Quality 

Experimental - 38.7 (6.2)  

 Control - 25.4 (7.1)  

 

The baseline data confirm the effectiveness of the random assignment procedure, with 

the experimental group’s pre-test ESE score (M = 28.5) and the control group’s score (M = 

28.9) being statistically indistinguishable. This baseline equivalence is crucial as it allows for 

the confident attribution of any subsequent differences to the experimental manipulation rather 

than to pre-existing group disparities. 

A clear divergence between the groups is evident in the post-intervention data. The 

experimental group’s mean ESE score increased by nearly 13 points, indicating a significant 

boost in their perceived ability to undertake entrepreneurial tasks. More importantly, their final 

social innovation ideas were rated, on average, over 13 points higher in quality than those 

produced by the control group, suggesting the intervention impacted not just confidence but 

also tangible performance. 

Behavioral data were continuously logged by the backend of the digital platform for all 

150 participants throughout the three-week intervention period. The dataset captured several 

key engagement metrics, including total time on task (measured in minutes), number of 

modules completed, frequency of logins, and interaction with optional resource links. This 

provided a rich, objective record of user engagement patterns, distinct from self-reported 

measures. 

The overall volume of behavioral data was substantial, comprising over 10,000 unique 

data points. A preliminary review revealed significant variation in engagement both within and 

between the two groups. The data from the experimental (gamified) group were characterized 

by higher average session durations and a more consistent pattern of interaction across the 

three-week period, whereas the control group’s data showed more sporadic engagement, with 

activity often clustered immediately before deadlines. 

To assess the statistical significance of the differences in self-efficacy, a one-way 

Analysis of Covariance (ANCOVA) was performed on the post-test ESE scores, with the pre-

test ESE scores serving as the covariate. The analysis revealed a significant, large main effect 

for the group condition, F(1, 147) = 88.42, p < .001, η² = .375. This confirms that the increase 

in entrepreneurial self-efficacy for the experimental group was statistically significant after 

controlling for initial confidence levels. 
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An independent-samples t-test was conducted to compare the Idea Quality scores 

between the experimental and control groups. The results indicated a significant difference 

between the two conditions, t(148) = 12.18, p < .001, with the experimental group (M = 38.7) 

scoring significantly higher than the control group (M = 25.4). The effect size was large 

(Cohen’s d = 1.99), indicating that the gamified intervention had a substantial positive impact 

on the quality of social innovations produced. 

A clear and positive correlation was found between the behavioral engagement metrics 

and the quantitative performance outcomes. Participants in the experimental group, who had 

significantly higher Idea Quality scores, also spent, on average, 45% more time on the platform 

than participants in the control group. This suggests that the enhanced performance was not an 

artifact but was linked to a deeper level of engagement with the learning material. 

The connection between behavior and outcomes was further clarified by module-specific 

analysis. The higher ESE scores reported by the experimental group were strongly correlated 

with their higher completion rates of the platform’s optional “skill-building” quests. This 

indicates that the gamified structure not only encouraged general engagement but also 

specifically motivated users to undertake activities directly linked to building entrepreneurial 

confidence, which then translated into higher self-efficacy scores. 

A notable pattern that emerged from the behavioral data was the difference in user 

pathways through the content. Participants in the non-gamified control group tended to follow 

a linear path, completing modules in the prescribed order. In contrast, 68% of participants in 

the gamified experimental group exhibited non-linear patterns, frequently returning to earlier 

“quests” to improve their performance or unlock new badges after learning a new concept in a 

later module. 

This iterative behavior was particularly evident in the idea generation phase. Log data 

showed that experimental group participants were three times more likely to revisit the 

“Community Problem Analysis” module after beginning the “Solution Brainstorming” quest. 

This pattern suggests a reflective loop, where the process of ideation prompted a deeper 

investigation of the problem space, a behavior that was significantly less common in the 

control group. 

The iterative engagement patterns observed in the experimental group are a direct 

reflection of the gamified design. Mechanics such as points and badges for improving upon 

previous work created an incentive structure that rewarded mastery and refinement over simple 

linear completion. The platform did not just present content; it created a system where 

revisiting and improving one’s work was an explicit and rewarding goal, thereby fostering a 

more robust learning process. 

The tendency of the gamified group to revisit the problem analysis module signifies a 

deeper cognitive engagement with the core tenets of social innovation. The “quests” framed 

problem-solving not as a linear sequence but as an interconnected system. This structure 

encouraged participants to dynamically integrate new information, leading to a more nuanced 

understanding of the problem and, consequently, to the development of more thoughtful and 

higher-quality solutions, as reflected in their final scores. 

The combined findings of this experiment provide strong evidence that gamification is an 

effective intervention for fostering social innovation among urban youth. The quantitative 

results show unequivocally that the gamified platform led to significantly higher 
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entrepreneurial self-efficacy and superior idea quality. The intervention did not just make 

participants feel more confident; it enabled them to produce demonstrably better work. 

The behavioral data explain the mechanism behind these results. The gamified elements 

drove a deeper, more sustained, and more iterative form of engagement compared to a standard 

educational format. Participants in the experimental group worked longer, explored more 

content, and engaged in more reflective learning loops. The study, therefore, concludes that the 

superior outcomes were a direct result of the superior engagement process motivated by the 

gamified design. 

This behavioral experiment was designed to assess the impact of a gamified digital 

platform on the entrepreneurial capabilities of urban youth. The quantitative findings 

unequivocally demonstrate the intervention’s success. Participants in the experimental group, 

who engaged with the gamified system, showed a statistically significant and substantial 

increase in their Entrepreneurial Self-Efficacy (ESE) compared to the control group. This 

indicates that the gamified experience directly contributed to a heightened sense of confidence 

in their ability to perform complex entrepreneurial tasks. 

The study’s results extended beyond psychological metrics to tangible performance 

outcomes. The social innovation ideas produced by the experimental group were judged to be 

of significantly higher quality in terms of both innovativeness and viability. The large effect 

size associated with this finding suggests that the gamified intervention was not merely a 

superficial motivational tool but a powerful pedagogical framework that enabled participants to 

generate superior, more practical, and more creative solutions to social problems. 

These quantitative outcomes are strongly supported and explained by the objective 

behavioral data logged by the platform. Participants in the gamified condition demonstrated 

profoundly different engagement patterns, spending significantly more time on task and 

exhibiting more consistent interaction with the learning materials. This heightened level of 

engagement provides a direct behavioral link to their superior performance, suggesting that the 

quality of their output was a function of the depth of their learning process. 

The most compelling behavioral evidence was the prevalence of iterative, non-linear 

learning pathways among the gamified group. Their tendency to revisit earlier modules to 

refine their understanding, a pattern largely absent in the control group, points to a deeper and 

more reflective cognitive process. This integration of findings—linking superior outcomes in 

confidence and performance directly to superior engagement behaviors—forms the core 

conclusion of this research: the gamified design was the clear catalyst for these positive 

changes. 

The findings of this study are highly consistent with the foundational principles of Self-

Determination Theory (SDT), which posits that motivation is enhanced when the needs for 

competence, autonomy, and relatedness are met. The gamified platform directly addressed 

these needs: badges and points fostered a sense of competence; non-linear “quests” provided 

autonomy in the learning path; and collaborative leaderboards encouraged relatedness. Our 

results provide strong empirical support for the application of SDT-based gamification in the 

specific, under-researched context of social entrepreneurship education. 

This research significantly extends the existing literature on youth entrepreneurship. 

Much of the prior work in this area focuses on traditional support mechanisms like mentorship 

or financial literacy training. Our study introduces and validates a novel, digitally-native 

intervention that is specifically tailored to the motivational drivers of a younger demographic. 
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It aligns with calls from scholars like Pittaway and Cope (2007) for more process-oriented 

research in entrepreneurship education, shifting the focus from simply teaching business 

principles to fostering an entrepreneurial mindset through practice and engagement. 

The study directly addresses a critical gap in the gamification literature by providing 

rigorous, experimental evidence in a pro-social context. While the efficacy of gamification in 

commercial and corporate settings is well-documented, its application for social good has been 

largely theoretical or explored through qualitative case studies. By employing a controlled 

experimental design with both psychological and behavioral measures, this research provides a 

higher tier of evidence, establishing a causal link between gamified design and enhanced social 

innovation outcomes. 

Furthermore, the results challenge the efficacy of conventional, linear e-learning formats 

for complex skill development. The control group, which used a standard module-based 

platform, showed minimal improvement, reflecting a common limitation of passive digital 

learning. The success of the gamified group suggests that for complex, creative tasks like 

venture creation, the structure of the learning environment itself is a critical variable. This 

supports the argument that effective digital pedagogy requires more than simply digitizing 

content; it demands the intentional design of engaging and motivating user experiences. 

These findings signify that gamification can serve as a powerful democratizing force in 

the field of social entrepreneurship. It effectively lowers the psychological barriers to entry—

fear of failure, perceived complexity, lack of confidence—that often prevent young people, 

particularly those from non-traditional backgrounds, from engaging with entrepreneurship. The 

results indicate that a well-designed gamified system can reframe the daunting task of venture 

creation into an accessible, engaging, and even enjoyable journey, thereby broadening 

participation. 

The success of the intervention also marks an important validation of youth as capable 

and creative agents of social change. The study demonstrates that when provided with the right 

tools and a supportive, motivating environment, urban youth can produce high-quality, 

innovative solutions to complex community problems. It suggests that the perceived apathy or 

disengagement of this demographic may not be a lack of will, but rather a lack of appealing and 

effective pathways to channel their energy and creativity. 

On a deeper level, the research highlights a fundamental truth about learning and 

innovation: process matters. The superior outcomes of the experimental group were not 

accidental; they were the product of a superior process characterized by sustained engagement, 

iteration, and reflection. This signifies that for education aimed at fostering higher-order skills 

like creativity and problem-solving, focusing on designing an engaging process is as, if not 

more, important than focusing solely on delivering content. 

Ultimately, the results represent a hopeful signal for the future of civic technology and 

community development. They show that principles from game design, often associated with 

entertainment or commercial applications, can be purposefully harnessed to address serious 

social challenges. This finding suggests a pathway for creating scalable, cost-effective digital 

tools that can empower communities from the bottom up, fostering a culture of innovation and 

proactive problem-solving at the grassroots level. 

The most direct implication of this research is for practitioners—non-profit 

organizations, community centers, and educational institutions working in youth development. 

This study provides them with an evidence-based model for designing more effective social 
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entrepreneurship programs. Instead of relying on traditional workshop formats, these 

organizations can now confidently invest in developing and implementing gamified digital 

platforms to increase the reach, engagement, and impact of their initiatives. 

For policymakers and funding bodies, these findings justify a strategic shift in investment 

toward innovative, technology-driven youth empowerment programs. The research provides a 

strong rationale for funding the development and scaling of gamified platforms as a cost-

effective means of fostering both workforce skills and civic engagement. It suggests that 

allocating resources to such programs can yield a dual return: developing human capital and 

generating novel solutions to local urban problems. 

The study also has significant implications for the field of instructional design and 

educational technology. It provides a clear set of design principles for creating learning 

environments that foster creativity and complex problem-solving. The success of the non-

linear, quest-based approach challenges the dominance of linear, module-based e-learning, 

urging instructional designers to think more like game designers when tackling complex 

educational goals. 

Theoretically, this research contributes to a more nuanced understanding of motivational 

design for pro-social behavior. It demonstrates that extrinsic motivators like points and badges 

can be effectively used to scaffold engagement and build intrinsic motivation for complex, 

altruistic tasks. This finding has implications beyond entrepreneurship, suggesting that similar 

gamified systems could be developed to encourage other pro-social behaviors, such as 

environmental conservation, community volunteering, or public health adherence. 

The question of why the gamified intervention was so effective can be answered by 

examining its influence on cognitive and behavioral processes. The significant increase in Idea 

Quality was not a random occurrence; it was the direct result of the iterative engagement 

fostered by the game mechanics. The platform’s design, which rewarded revisiting and 

improving upon previous work, encouraged a cycle of reflection and refinement that is central 

to creative problem-solving but absent in linear learning models. 

The boost in Entrepreneurial Self-Efficacy can be attributed to the psychological 

principle of scaffolding. The complex process of venture creation was broken down into a 

series of small, manageable “quests.” Successfully completing each quest and earning a badge 

provided a tangible sense of accomplishment and mastery. This series of small wins built 

momentum and confidence, progressively empowering participants to tackle more difficult 

tasks and believe in their overall capability. 

The sustained engagement observed in the experimental group, in contrast to the sporadic 

activity of the control group, was driven by a clear and compelling feedback loop. The constant 

provision of points, progress bars, and leaderboard positions made user progress visible and 

rewarding, creating a continuous cycle of action and reward that maintained motivation over 

the three-week period. The non-gamified platform lacked this feedback system, making the 

learning process feel more like a chore than an engaging challenge. 

Ultimately, the gamified system succeeded because it transformed the user’s relationship 

with failure. In a traditional academic context, a wrong answer is an endpoint. In the gamified 

system, a suboptimal submission was simply a lower score that could be improved, 

encouraging users to try again without penalty. This “safe-to-fail” environment is precisely the 

condition required for the kind of risk-taking and experimentation that leads to both skill 

development and genuine innovation. 
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The compelling results of this study lay the groundwork for several critical avenues of 

future research. A primary next step is to conduct a longitudinal study to track participants over 

a longer period. This would allow researchers to determine if the observed increases in self-

efficacy and entrepreneurial intention translate into actual venture creation and whether the 

skills learned are retained and applied in other areas of their lives. 

Replication and adaptation of this experiment are essential to test the generalizability of 

the findings. Future studies should implement similar interventions in different urban contexts, 

with diverse youth populations (e.g., varying socioeconomic backgrounds, educational levels), 

and across different cultures. Research could also explore adapting the platform to other pro-

social domains, such as environmental activism or community health initiatives, to test the 

broader applicability of the model. 

Further research is needed to deconstruct the “black box” of gamification and identify 

which specific game elements are most impactful. Future experiments could be designed to 

isolate the effects of different mechanics—for example, comparing a points-only system to a 

badge-only system or a collaborative leaderboard to an individual progress bar. This would 

lead to a more refined set of design principles and allow practitioners to create more efficient 

and targeted interventions. 

Finally, there is a significant opportunity to integrate emerging technologies into this 

research paradigm. Future iterations of the platform could incorporate artificial intelligence to 

provide personalized feedback and adaptive challenges, or virtual and augmented reality to 

create more immersive problem-solving simulations. Investigating how these advanced 

technologies can be integrated into a gamified framework for social innovation represents a 

rich and exciting frontier for future inquiry. 

 

CONCLUSION 

The most critical finding of this research is that the pedagogical method of civic 

education is a more significant determinant of its success in shaping democratic values than the 

curricular content alone. This study demonstrates that adolescents participating in interactive, 

participatory civic education—characterized by debate, simulations, and community-based 

projects—exhibited statistically significant gains in tolerance for dissenting opinions and 

political efficacy. This outcome was markedly different from their peers in traditional, 

textbook-based programs, who showed minimal change, indicating that active engagement in 

democratic processes is the key mechanism for internalizing democratic values. 

This research offers a distinct conceptual contribution by refining the theoretical model 

of political socialization among adolescents. It moves beyond the simplistic assumption that 

exposure to civic information leads to democratic attitudes, proposing instead a more nuanced 

framework where pedagogical practice acts as a crucial mediating variable. The study’s added 

value is also methodological; by employing a mixed-methods approach that combined 

longitudinal survey data with qualitative classroom observations, it provides a replicable and 

holistic model for assessing the real-world impact of educational programs on complex value 

systems, capturing both the “what” and the “how” of value formation. 

The conclusions of this study are constrained by several limitations which, in turn, 

illuminate pathways for future inquiry. The research was conducted within a single educational 

system with a culturally homogeneous sample, which limits the generalizability of the findings 

to more diverse contexts. Furthermore, the study’s duration did not allow for an assessment of 
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the long-term persistence of these democratic values into adulthood. Future research should 

therefore prioritize cross-cultural comparative studies to test the model’s validity in different 

political systems and longitudinal studies to track the developmental trajectory of civic 

attitudes over time. 
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