
 

 



 

 

Partnership:  

YuzuPulse is an SME that was created with the aim of 

bringing innovative solutions to spark social innovation 

in areas where IT tools are not always widely adopted, 

such as the environment and education. Its founders 

noticed that even though technology is becoming more 

accessible and easier to design even for non-experts, 

and that numerous open-source solutions exist, those 

who are not IT experts, especially in the sector of the 

social economy, often feel intimidated and think that 

technology is too complicated and has nothing to add 

to their daily practice.  

Website: http://www.yuzupulse.eu/  

 

Challedu pioneers new models of learning, inclusion 

and engagement. Its team consists of educators, 

teachers, experts, game designers and designs playful 

experiences and games with the aim to transform every 

activity into an irresistible experience. The scope is to 

unlock the transformative power of people as seekers 

and solvers of complex problems, risk-takers, inventors 

and visionaries. Our work also empowers creativity, 

fantasy, inclusion and empathy.  

Website: http://challedu.com/  

 

Citizens In Power (CIP) is an independent non-profit, 

non-governmental organisation. CIP aims to develop 

different ramifications of entrepreneurship, education 

and democratic dialogue in Cyprus and abroad. To 

achieve those targets, CIPhas established an on-going 

collaboration with the majority of leading Cypriot 

universities, NGOs and research organisations in 

Cyprus, especially for the development of innovative 

projects and international trainings or seminars as well 

as for the deployment of pedagogical educational 

material, by primarily using web platforms and other 

technological innovations.  

Website: https://www.citizensinpower.org/  

 

http://www.yuzupulse.eu/
http://challedu.com/
https://www.citizensinpower.org/


 

 
 

 

DRAMBLYS is a non-profit organisation located in Spain 

that works for the promotion of social innovation. In 

DRAMBLYS we combine sociological imagination & 

inquiry with social creativity and design to approach, 

explore, and innovate solutions to contribute to 

sustainable development. Our main programmes and 

areas of expertise include the following: programmes 

design and evaluation, data visualisation and social 

innovation design, development and management. In 

DRAMBLYS the aim is to facilitate creative dialogues and 

co-create sustainable alternatives and so, to inspire 

new social entrepreneurs and community leaders & 

promote sustainable ways of living.  

Website: https://dramblys.org/  

 

 

The Polish Farm Advisory and Training Centre not-for-

profit Sp. z o.o. is a private not-for-profit company (in 

the process of becoming an NGO) dedicated to 

providing farm advisory services, enhancing the 

entrepreneurial spirit in rural areas and fostering rural 

development in general. The company's main goal is to 

improve the livelihoods of rural inhabitants by offering 

them the best and most professional and personalised 

advice in the field of agriculture as well as a variety of 

training courses and materials relevant to rural actors 

in the subjects of environment protection, 

sustainability, food safety, green growth, permaculture, 

social farming, etc.  

Website: https://farm-advisory.eu/en/  
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Intellectual Output 5: 

AgriCharisma Guide for Youth Trainers and Educators 

Introduction 

The AgriCharisma project highlights the TEAM skills that are essential for the success of a new 

business, especially agro-startups.  

It focuses on: 

• Reflecting on skills and personality traits to identify your role in a 

founding a team  

• Gaining soft skills to elevate your entrepreneurial development 

 

 

The aim 

 

 

 

 

The aim is to empower young people aged 18-30, especially those living in rural areas by targeting 

youth trainers and educators, guidance counsellors, youth centres, university departments in 

relevant fields by providing them with innovative educational tools and methods for promoting 

career development of youth in agro-entrepreneurship. 

Why is this needed? 

According to statistical data, the youth 

unemployment rate reached up to 16.8% in 2020, 

which means that young people in Europe struggle to 

find work (Eurostat, 2021). This element may push 

young people to take the risk to form their own start-

up companies or innovative enterprises.  

Also, more than 40% of young people in Europe find 

it feasible to be self-employed within the next five 

years (OECD/European Union, 2017, p. 58). 

Transmission from school to employment in rural 

areas is tricky, though the European green economy 

accounts for 6% of the EU's GDP. Rural areas' 

populations are getting steadily older, and numbers 

show that only 11% of managers in agricultural 

entrepreneurship are under 40 (Eurostat, 2018). 
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Additionally, the partnership's preliminary research found that young people face a lack of training, 

managerial and professional skills, career opportunities, examples of successful innovative agro-

enterprises and a lack of networks. One way to overcome such challenges is the formation of teams 

within the entrepreneurial context. European Start-up Monitor reveals that 77.4% of founders in 

agricultural entrepreneurship started as teams (2nd European Start-up Monitor). 

What is the AgriCharisma Guide for youth trainers and educators 

As the last output of the project, this Guide provides the 

necessary tools and guidance to youth professionals on how to 

use AgriCharisma’s materials in an educational setting. All 

innovative tools created in Outputs 1 to 4 are seen from the 

perspective of the educators and trainers, and specific 

activities are proposed along with other educational materials 

to cover the topics taught through the other outputs.   

 

The Guide is divided into sections with the following titles: 

● Output 1 - AgriCharisma Platform: The importance of engagement and peer-to-peer learning 

incorporating the platform. 

o It focuses on how to navigate the platform, how to use it for cooperation, 

communication and assessment activities 

● Output 2 - E-course Module 1: Key skills and personality characteristics of a strong founding 

team. 

o It includes the learning objectives and outcomes of Module 1 along with concrete 

activities for the three lessons incorporated in the module regarding skills and 

personality characteristics of a strong founding team 

● Output 3 - E-course Module 2: Development of soft skills useful in agro-entrepreneurship 

through innovative hands-on activities 

o It includes the learning objectives and outcomes of Module 2, along with concrete 

activities for the four lessons incorporated in the module  

● Output 4 - AgriCharisma Digital Serious Game: Assessing personality characteristics and 

developing skills on Agro-entrepreneurship. 

o It focuses on the learning objectives and outcomes and on how to use the game 

based on activities 
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The Methodology of the AgriCharisma Project 

A unique methodology has been formulated from the beginning of the project in terms of the creation 

of the results of the project. All the stages and activities of the "AgriCharisma" project are designed 

based on the needs of the target groups and the long experience of the project's partners.  

The Methodology of Output 5 

In order to ensure the best possible outcome, distinct steps, extensive research from various sources 

(articles, websites and iconography), consistent reviewing and translation of the material were key 

aspects of the development of this Guide to ensure the best possible outcome for youth trainers and 

educators and enhance transferability potential. The quality evaluation included the following 

thematises: (i) Didactic and Pedagogical Sustainability; (ii) Quality of Content; (iii) Language; (iv) 

Structure, Organizing and Functionality; (v) Aesthetics); (vi) Illustrative material.  

The whole process is demonstrated as a summary in Figure 1, shown below.  

 

 

 

 

 

 

 

  

Figure 1. Methodology of Output 5 
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Output 1 

AgriCharisma Platform: The importance of engagement and peer-to-peer learning 

incorporating the platform 

The first output of the AgriCharisma project aims at the development of a platform which will give the 

opportunity to its users to: 

1. Download the outputs and other material of the AgriCharisma project; 

2. Interact with each other and support their associates with peer-to-peer learning; 

3. Upload material that can be empowering and helpful for other users of the platform; 

4. Create topics of discussion and take part in other users’ cases; and 

5. Allow users to create their profile accounts. 

The platform’s main language is English to enable its transferability and use by young people 

worldwide.  

Navigating the platform 

The AgriCharisma platform is relatively straightforward and easy to use. The figure below 

demonstrates the main pages of the platform and their content.   

A user without an account on the AgriCharisma platform does not have the same rights or access as a 

user with an account. 

Users without an account are allowed to: 

● access the project website; 

● create an account; 

● access the forum in read-only mode; and 

● access the project’s resources. 

Figure 2. Main pages of platform and their content in AgriCharisma’s platform 
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Users with an account are allowed to: 

● post on the forum; 

● access the courses; 

● update their account; and 

● delete their account 

The registration process requires the user to declare a username, email and password. After 

submitting, the user will receive an email with a link to confirm the account.   

 

Figure 3. The registration process on AgriCharisma’s platform 

Once the registration is completed, you are able to view your dashboard, where you have access to 

the following features, shown in Figure 4: 

• Dashboard: shows the users’ general progress (i.e., how many courses the user has enrolled 

in and their status); 

• My profile: holds the personal information of the user; 

• Enrolled courses: the courses the user has enrolled in; 

• Wishlist: the user’s collection of desired courses; 

• Reviews: the reviews given by the user; 

• My quiz attempts: how many times the user has attempted to take a specific quiz included 

in the courses; 

• Order history; 

• Questions and Answers: includes questions made by the user and received answers. 
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Figure 4. User Dashboard on AgriCharisma’s platform 

Another feature of the AgriCharisma platform is that it uses gamified methods to motivate its users 

by issuing badges. As demonstrated in Figure 5, the user earns points throughout each E-course 

journey and can maximise its point total. Youth workers can use this as a tool to motivate learners 

and cultivate some friendly competition among them.  

Figure 5. Badges available on AgriCharisma platform 
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Cooperation and communication 

Except for the e-learning part, there is also a community feature on the platform that allows users to 

receive messages from one another, create groups and post messages on their groups, as 

demonstrated in Figure 6.   

 

Figure 6. Profile on AgriCharisma’s platform 

The Agri-Charisma platform is created to offer the opportunity to learners to use it autonomously. 

However, it can also be integrated into an educator’s training or teaching practice in several ways, in 

a blended learning approach. For instance, educators could ask the learners to study the module's 

content and keep the hands-on activities for the class or workshop time (this feature is also shown in 

Figure 4). They could also ask the learners to share their experiences with other learners on the forum 

and have further discussions during the workshops or present other learners' cases and give their 

opinions. 

Assessment activities 

The platform’s primary functions are to build lessons and quizzes, as well as to manage student forums 

and courses and share multimedia content. The types of questions in the quizzes included in the 

courses are: 

● True/False 

● Single Choice 

● Multiple Choice 

● Fill in the blank 

● Matching (i.e., different words with the same meaning) 

● Image Matching (i.e., a definition with a picture) 

● Image Answering (i.e., write a definition under a picture) 

● Ordering (i.e., rank things according to their importance) 
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Output 2 

E-course Module 1: Key skills and personality characteristics of a strong founding 

team 

The second output intends to give youth a valuable instrument for assessing their key entrepreneurial 

skills and personality features for forming strong founding teams. “E-course Module 1” is composed 

of three lessons: 

• Lesson 1: analyses the key roles in a team for a start-up, 

• Lesson 2: elaborates on building a team and, 

• Lesson 3: enriches the team with new members.  

Learning objectives and outcomes of E-course Module 1 

Objectives: 

• Describe and understand what a rural start-up is and its benefits 

• Identify your personality and role in a team through Belbin’s theory on team roles and 

Holland’s theory of 6 personalities 

• Recognise the importance of building a team to succeed in entrepreneurship  

• Examine how individual characteristics are detrimental to a start-up’s success 

• Analyse the process of growing a team 

Outcomes: 

• Identify rural start-up ideas 

• Examine their own personality traits and how they interact with others in a work setting 

• Recognise and appreciate different points of view and skills 

• Synthesize a team based on individual characteristics for a common cause 

• Implement the necessary steps and processes to grow your team  

Lesson 1: Key roles in a team for a start-up 

In Lesson 1, the following are covered through the AgriCharima platform: 

 What is a “rural” start-up? 

 What do roles and personalities mean? 

o The Belbin team roles 

o Holland’s theory of six personalities  

The practical activities proposed for Lesson 1 cover a combination of the sections mentioned above, 

from introducing the concept of “rural” start-ups to identifying personalities and team roles based 

on Holland’s and Belbin’s theories. 
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Introductory activity to “rural” start-ups 
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Activity for Holland’s theory of 6 personalities 
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Activity for Belbin’s theory of team roles 
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Other proposed educational materials 

- Assessment prior to establishing a start-up, BDC, the Business Development Bank of Canada, 

made up of 6 sections. 

- An introductory video on Belbin’s team roles and their role on team dynamics. 

- A 5-page PDF on Holland’s Occupational Personality Types. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.bdc.ca/en/articles-tools/start-buy-business/start-business/how-start-business-canada
https://www.bdc.ca/en/articles-tools/start-buy-business/start-business/how-start-business-canada
https://www.youtube.com/watch?v=hMesDq_rNOw
https://www.hopkinsmedicine.org/fac_development/_documents/lisa_heiser_faculty_development_handout.pdf
https://www.hopkinsmedicine.org/fac_development/_documents/lisa_heiser_faculty_development_handout.pdf
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Lesson 2: Building a team 

In Lesson 2, the following are covered through the AgriCharima platform: 

 Introduction: Why building a team for succeeding? 

 Composing a team and aligning individual and team goals 

o Building a team 

o Aligning individual and team goals 

 Tools for creating the best founding team for a start-up 

 How to establish roles, build structures, and manage decision making 

o Establishing roles 

o Necessary roles to build a team (early stages of the start-up): know your objectives 

and determine which roles are needed 

o Building structures 

o Decision-making process in team 

The practical activities proposed for Lesson 2 cover a combination of the abovementioned sections. 

They are used to develop various soft skills, such as problem-solving, communication and leadership. 
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Activity for team building and their importance 
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Activity for appreciating diverse perspectives in a team 
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Activity for decision-making in a team 
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Other proposed educational materials 

● A short video will demonstrate six ways to improve a team’s decision-making. 

● An online article will introduce fundamental Decision-Making Techniques. 

● Several Practical activities provided by the Module’s responsible authors will test the 

learner’s understanding on the issue. 

o Case Study on Achipampanos, a women-led enterprise. 

o Fill-the-gaps exercise to discover the definition of a team. 

o A matching exercise with terms and definitions. 

o A question for discussion. 

o True or False / Yes or No exercises. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.youtube.com/watch?v=TyHQ65qDM5w
http://psychology.iresearchnet.com/industrial-organizational-psychology/group-dynamics/group-decision-making-techniques/
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Lesson 3: Enriching the Team with new members 

In Lesson 3, the following are covered through the AgriCharima platform: 

 Qualities of a good team (characteristics of effective teamwork)  

 Talent Management 

 Selecting new members: the importance of the personality traits (the big five personality 

test)  

 Ways to keep the members of your team motivated 

 Being a motivational leader 

The practical activities proposed for Lesson 3 cover a combination of the abovementioned sections. 

They are used to develop various soft skills, such as problem-solving, communication and leadership. 
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Activity for interacting with diverse individuals 
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Activity for selecting new members and the big five personalities 
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Other proposed educational materials 

● a test on the Big Five personality traits; 

● a YouTube video on Psychological Safety at the workplace;  

● an online article by Forbes on “How To Scale Your Startup With The Best Talent”; 

● a YouTube video on how to be a motivational leader; 

E-course Module Schedule 

This E-course Module is separated into three lessons, lasting 8 hours in total. 

 Lesson Stages Duration 

B.1.1 What is a “rural” start-up? 

2 hours 

B.1.2 Roles and Personalities in a team 

- The Belbin Team Roles 

- Holland’s Theory of 6 personalities 

B.1.3 Further Inquiry and tests 

B.1.4 Practical Activities 

B.2.1 Introduction: Why building a team for succeeding?  

3 hours 

B.2.2 Composing a team and aligning individual and team goals 

- Composing a team 

- Aligning individuals and team goals 

B.2.3 Tools for creating the best founding team for a start-up 

B.2.4 Establishing roles, structures and the decision-making process 

- Establishing roles 

- Necessary roles to build a team 

- Building structures 

- Decision making process in a team 

B.2.5 Further Inquiry 

B.2.6 Practical Activities  

B.3.1 Qualities of a good team (characteristics of effective teamwork) 

3 hours 

B.3.2 Talent management 

B.3.3 Selecting new members: the importance of the personality traits (the big 

five personality test) 

B.3.4 Ways to keep the members of your team motivated (essential 

leadership skills, how to inspire and motivate individuals) 

- Being a motivational leader 

B.3.5 Further Inquiry 

B.3.6 Practical activities 

 TOTAL: 8 hours 

https://openpsychometrics.org/tests/IPIP-BFFM/
https://www.youtube.com/watch?v=Ms4FbDYXYoM
https://www.forbes.com/sites/roncarucci/2017/05/09/how-to-scale-your-startup-with-the-best-talent/?sh=5ea832a23a05
https://www.youtube.com/watch?v=Swa34BiA_Xg
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Tips for the Educators 

● Each lesson is built to last 30 minutes. However, when you use them in training 

courses/youth work, feel free to modify their duration and the respective subsections 

according to the learning needs of the participants.  

● You may start the lessons at any time and pace yourself through them. It is advisable to 

be cautious and practical in terms of time management, making the most of the time 

dedicated to each session.  

● The lessons of the modules are built chronologically, so it is advisable to follow the 

order. On the other hand, the order of the subsections may be altered as they are 

features that add to the lesson and do not follow a specific order.  

● Practical activities are advisable to be included after each lesson. However, if you see fit, 

you may also choose to carry out the practical part after the subsections.  

● In each lesson, additional materials, such as articles or videos, add to the topics 

explored. You may choose if you want to include them after each topic, at the end of 

each lesson, or leave it to the participants for personal use.  
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Output 3 

E-course Module 2: Development of soft skills useful in agro-entrepreneurship 

through innovative hands-on activities 

The third output focuses on soft skills identification and their development. It also includes interactive 

learning, innovative hands-on skills development activities, and corresponding skill and competences 

test to assess the learners’ progress. Contrary to Module 1, Module 2 addresses the identification of 

soft-skills in agro-entrepreneurship to enable young people from distant and isolated agricultural 

areas to identify, acquire and develop key soft and leadership skills for innovative entrepreneurship 

in the agro-economy.  

"E-course Module 2: Development of soft skills useful in agro-entrepreneurship through innovative 

hands-on activities" comprises five lessons.  

• Lesson 1: Introduction 

• Lesson 2: Opportunity skills 

• Lesson 3: Management skills 

• Lesson 4: Strategic skills 

• Lesson 5: Cooperation skills 

Learning objectives and outcomes of E-Course Module 2 

Objectives: 

• Understand what agro-entrepreneurship is and the usefulness of soft skills 

• Recognise opportunity skills and how to apply them 

• Examine diverse management styles and related outcomes 

• Create and adopt strategic plans according to business needs and unexpected situations 

• Explore different communication and networking styles 

Outcomes: 

• Recognise the value of soft skills in agro-entrepreneurship 

• Perform risk management and SWOT analysis 

• Understand how diverse management styles affect the workplace 

• Implement strategy skills in simulated business situations 

• Adjust communication and networking style according to the person 
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Lesson 1: Introduction 

In Lesson 1, the following are covered through the AgriCharima platform: 

 Agro-entrepreneurship – what is that? 

 Soft skills? Has anyone heard of it?  

The practical activities proposed for Lesson 1 cover a combination of the sections mentioned above 

and are used to develop an understanding of agro-entrepreneurship and soft skills in practice.   
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Activity for understanding agro-entrepreneurship 
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Other proposed education materials 

● A Short Quiz (Google Form) will test the learners’ new knowledge. 

● A Competency Test which consists of 30 questions, will test which skill most applies to the 

learners. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://docs.google.com/forms/d/e/1FAIpQLSeonkcfBGfANtAFX-yhqAChf3igezEpI9kodajHcLWk56g5Iw/viewform
https://www.jobpersonality.co.uk/soft-skills-test
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Lesson 2: Opportunity skills 

In Lesson 2, the following are covered through the AgriCharima platform: 

 An overview of opportunity skills 

 Recognising business opportunities 

 Market and customer orientation 

 Awareness of threats 

 Innovation skills 

 SWOT Analysis  

The practical activities proposed for Lesson 2 combine the sections mentioned above and are used 

to develop opportunity skills holistically.   
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Activity for SWOT Analysis in Agriculture 
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Activity for risk awareness and management  
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Other proposed educational materials 

● A Short Quiz will test what the learners know about Opportunity Skills; 

● A Google Form will help the learners put the steps involved in creating a complete SWOT 

analysis in the correct order. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://docs.google.com/forms/d/e/1FAIpQLSdyyqZhG22gTBtLKEENUyKpEsqu9n_P8RyDbHxCMxR7CYtMNg/viewform
https://docs.google.com/forms/d/e/1FAIpQLScZfCLyR7E0AttEHWKNbo1AF_onsFgCOkaX37N_gsvCkvGMkQ/viewform
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Lesson 3: Management skills 

In Lesson 3, the following are covered through the AgriCharima platform: 

 The overview of management skills 

 Financial management and administrative skills 

 Human resource management skills  

 Customer management skills 

 General planning skills 

The practical activities proposed for Lesson 3 cover the sections above by engaging learners in 

simulated scenarios with unexpected situations.  
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Activity for understanding and developing management skills  
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Activity for innovative thinking and personal awareness  
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Other proposed educational materials  

● A Short Quiz will test what the learners know about management skills 

● Learners must check at what level these skills are in their cases through a test. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://docs.google.com/forms/d/e/1FAIpQLSfVkF8nL44UNF3S6cxr_QkOvHWmR-QkphZVRRIGgUfKLRn8vw/viewform
https://www.mindtools.com/pages/article/newTMM_28.htm
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Lesson 4: Strategic Skills 

In Lesson 4, the following are covered through the AgriCharima platform: 

 An overview of strategic skills 

 Monitoring and evaluation skills 

 Strategic planning skills  

 Strategic decision making skills 

The practical activities proposed for Lesson 4 cover the sections above by engaging learners in 

simulated scenarios with unexpected situations.  
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Activity for understanding and developing strategy skills 
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Activity for strategic decision-making 
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Other proposed education materials 

● A Short Quiz will test what the students know about strategic skills; 

● Students must correctly put a puzzle to present the Strategic Decision-Making circle. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://docs.google.com/forms/d/e/1FAIpQLSfkP8vmqvR9j1T1oCyVnThcChxcV7_wXRFzI3fOMrWH5oPpgw/viewform
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Lesson 5: Cooperation skills 

In Lesson 5, the following are covered through the AgriCharima platform: 

 An overview of cooperation skills 

 Skills related to cooperating with other farmers and companies 

 Networking skills  

 Leadership skills 

 Summary of cooperation skills 

The practical activities proposed for Lesson 5 cover the sections above by engaging learners in 

simulated scenarios with unexpected situations.  
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Activity to enhance communication and negotiating skills 
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Activity to develop networking skills 
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Other proposed educational materials 

● A Short Quiz will test what the learners have learnt about cooperation skills. 

● Learners will watch a video and take a test to test their leadership styles and skills. 

E-course Module Schedule 

This E-course Module is separated into five lessons, and it lasts 10 hours in total. 

 Lesson Stages Duration 

C.1.1 Agro-Entrepreneurship - What is that? 

2 hours C.1.2 Soft skills? Has anyone heard of it? 

C.1.3 Learning objectives of this course 

C.2.1 Recognizing business opportunities 

2 hours 

C.2.2 Market and customer orientation 

C.2.3 Awareness of threats 

C.2.4 Innovation skills 

C.2.5 SWOT analysis 

C.3.1 Financial management and administrative skills 

2 hours 
C.3.2 Human resource management skills 

C.3.3 Customer management skills 

C.3.4 General planning skills 

C.4.1 Monitoring and evaluation skills 

2 hours C.4.2 Strategic planning skills 

C.4.3 Strategic decision-making skills 

C.5.1 Skills related to co-operation with other farmers and companies 

2 hours C.5.2 Networking skills 

C.5.3 Leadership skills  

 TOTAL: 10 hours 

Tips for the Educators 

To ensure that all the learners will be actively involved during the activity, the teachers should consider 

the tips from The Polish Farm Advisory and Training Centre that developed the E-course Module 2. 

1. The assumption is to allocate 30 minutes for each part of the lesson, but you are free to modify 

the time needed to complete the activity; 

2. It is best if each lesson starts with a theoretical presentation of the material. There is 

additional material after each lesson provided, which can be mentioned as conclusions such 

as articles, videos, podcasts etc.; 

3. The order of the lesson topics can be mixed freely, as each is a separate thematic structure, 

but remember that INTRODUCTION (Lesson 1) must always be discussed as the first step; 

https://docs.google.com/forms/d/e/1FAIpQLSedA6dXkHSEr6Ue7Pkl_fkC_QdTEq_AG5kiQdekVoPx7pXK1w/viewform
https://www.youtube.com/watch?v=gvsiYHr573c
https://testyourself.psychtests.com/staticid/967
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4. All necessary graphics/supporting materials should be printed and distributed to learners 

before the lesson - it is best to discuss the test results obtained right after each completed 

test.  



 

 

 48 

 

Intellectual Output 5: 

AgriCharisma Guide for Youth Trainers and Educators 

Output 4 

AgriCharisma Digital Serious Game: Assessing personality characteristics and 

developing skills on Agro-entrepreneurship. 

The fourth output is the AgriCharisma digital serious game, which focuses on assessing players’ skills 

and personality characteristics while simultaneously supporting them to develop new skills and 

competencies in agro-entrepreneurship. Through the game, young people take the role of an agro-

startup manager of a fictional agro-enterprise, such as an agro-tourism farm and try to manage 

resources, production, marketing, financial targets, etc.  In other words, the game is a simulation of 

an agro-startup where the players discover the processes followed in different settings. The players 

can also choose the type of agro start-up they want to build. The game’s scope is for players to gain 

new competencies and skills, increase self-awareness and identify their role within an agro-

enterprise team. 

Learning Objectives and Outcomes 

Objectives: 

• Increase self-awareness of individual personality characteristics of a team 

• Identify your role within an agro-enterprise  

• Understand various types of agro-enterprises 

• Examine how to manage resources in a simulated agro-enterprise 

Outcomes: 

• Examine their own personality traits within a team 

• Recognise their role and preferences within an agro-enterprise 

• Become familiar with various types of agro-enterprises 

• Apply resource management for agro-enterprises 

How to use the AgriCharisma Digital Serious Game 

The following sections describe the concept and gameplay and how players progress and gain 

experience points within the game. Educators can use two indicative activities as part of a workshop.  

Concept and gameplay  

A well-known agro-entrepreneur decided to be a mentor and investor for aspiring young 

entrerpeneurs and agro-startup managers. One of these is you. Your mentor provides you and your 

team with land, tools, staff and guidance to test your skills. The aim is to go through the daily routine 

of the 6 agro-enterprises step by step to find out which suits you best. During the game, you also 

find your role in agro-entrepreneurship. 

The players start their entrepreneurial journey with an initial capital enough to develop one of the 

six different types of agro-enterprises. At the beginning of a game, the players may choose one of 
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these enterprises to go through all the stages of completion. In this way, they will create a profitable 

enterprise. They can upgrade their enterprise by improving specific processes, reducing working 

time and increasing profit. While playing, they can get hands-on experience on the processes needed 

in order to fund an enterprise, build its premises and manage it in everyday terms. The purpose of 

this game is to educate users in the field of agro-enterpneurship and their roles. The game ends 

when you have built all 6 enterprises, applied all the possible upgrades possible and completed your 

personality assessment in order to find your role in an agro-enterprise.  

 

 

 

 

 

 

 

 

 

During the game, the players get acquainted with basic (everyday) processes and certain production 

stages. They also choose between different ways to perform each task and decide on certain 

upgrades. In a separate section of the game, the player is presented with a series of different 

situations and responses within the agricultural sector. Based on the responses, the player gets to 

assess and find out which is their ideal role in the founding team of an enterprise. 

Progress bar & XP Points 

Once you start an enterprise, the players go through each step one by one. When entering an 

enterprise, you have to go each step one by one. After completing one loop, you are allowed to 

make upgrades. Then, they will have to manage their own agro-enterprise by facing everyday 

challenges included in these steps. During the game, the players gather experience points. 

At first, the chosen enterprises will be presented, along with their main processes and possible 

upgrades. The values of the various processes and upgrades (cost, time, profit) are indicative. Then, 

the players are briefed on how they gain XP points (experience points). 

A progress bar is a graphical control element to visualize the players’ progression during the game. In 

AgriCharisma Serious Game’s case, the progress bar will be filled with XP points (experience points). 

Once the bar is complete, the player can level up and use another plot in the initial map to create a 

new enterprise. 

Figure 7. Gameplay from AgriCharisma Digital Serious Game - Types of agro-enterprises available  
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Activity for different types of agro-enterprises 
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Activity for discovering personality characteristics 
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Other possible uses 

• Discussion on key skills and profiles of various personality types 

• Activities on managing individuals according to their personality traits and how to grow as a 

team.  

• Discovering and analysing alternative strategies to deal with various business management 

problems. 
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Conclusion  

This Guidebook aims to provide youth organisations and youth workers with activities on 

implementing the innovative, tangible tools and methods of AgriCharisma in their courses. The need 

to develop this Guide derives from the fact that the professionals who deal with the education of the 

youth need specialised tools and guidance to integrate them into their professional educational 

activities. Therefore, all innovative tools created in the Outputs mentioned in the previous pages are 

seen from the perspective of the educators and trainers. 

During the previous pages of this document, specific lesson plans that incorporate the produced 

material of IO1, IO2, IO3 and IO4 are brought together. Within this Guidebook, the readers can learn 

about the project’s methodology in general, as well as the methods that the output’s leading 

organisation has followed during the development of the current document. Each section includes the 

learning outcomes and objectives of each output, combinatory and interactive activities related to 

topics taught in the outputs, and a list of tips that the educators and trainers should consider to ensure 

that all the learners will be actively involved during the activities. 

Since young people face a lack of training, managerial and professional skills – accompanied by the 

lack of career opportunities, lack of examples of successful innovative agro-enterprises and the lack 

of networks – the AgriCharisma project aims to help people in overcoming such challenges through 

the formation of teams within the entrepreneurial context. The AgriCharisma project’s results can 

help young people interested in agricultural entrepreneurship connect, determine and evaluate their 

existing skills and competencies, and empower them to develop new ones by creating agricultural 

companies based on efficient teams. 

This Guidebook, along with the rest of the resources that have been produced during the project, aims 

to be used by youth trainers and educators, career advisors and other relevant stakeholders, youth 

centres, agro-clusters, university departments of relevant fields, and other stakeholders, as well as 

organisations and centres that provide training to groups with learning disorders or other at-risk 

groups. Such groups are long-term unemployed, NEETs or marginalised groups that have occasionally 

encountered situations and issues of social exclusion. Additionally, organisations that provide formal 

and non-formal training on different entrepreneurial aspects appealing to young people – but more 

specifically on Agricultural Entrepreneurship – will benefit from the results of this Output.   
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