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Real Life Social Scenarios for Developing a

Lucky Game in VET Education

Cross-Curricular Scenario 5

GET FAMILIAR WITH the Lucky Games

Introduction

Lucky games are games based on gambling an amount of money or an object of value in order
to gain more. The gain of each player depends entirely on the luck of the player and not on the
skill of the player. There are many games which are considered lucky, such as the card games,
roulette or slot machine. Another word for Lucky games is Gambling games.

In this scenario the students will have a first contact with the idea of the “lucky” games in order
to start understanding the scope of gambling and actually how “lucky” these games are.
Furthermore, they will dive in the Unity Game Environment, where they will set a User
Interface and add icons as the first step of testing the Lucky Games.

The need

There is a high need to start learning and understanding more regarding the lucky games.
Gambling is a complex issue that raises attention and can become an addiction, just like
alcohols or drugs, if someone uses it compulsively or feel out of control. The problems it causes
can range from relationship and legal problems to job loss and mental health problems all the
way to bankruptcy, crime, domestic abuse and more. Especially, the impact of gambling can
affect more people than just the user.

Key terms

| Lucky games | gambling | gambling problems | roulette | Al and lucky games | Unity Game

Objectives and Expected Learning outcomes
e To support students to learn more about lucky games
e To enhance the students’ knowledge about the problems that lucky games bring

e To set up the lucky game

Prerequisites
e Basic IT knowledge
e Guided lessons planned in Lucky Games

Time distribution - Estimated Delivery
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The duration of this scenario can vary depending on the depth of approach by students and
teachers. It is estimated that the shortest activity will need 1 hour to complete, while the
longest one (higher complexity) will need around 5 hours. In the scenario there are 5 activities
and the total estimated time for completing them is 10 hours. The duration of the scenario
could be 3 or 4 weeks depending on the number of hours dedicated each week.

Modes of Interaction

This scenario guides the students to learn more about the lucky games and provides the
opportunity to develop a discussion with the teachers to dig deeper on how “lucky” the lucky
games actually are. The students will search information about gambling on the internet and
all the discoveries can be shared in the class to deepen their knowledge on the concept and
problems that gambling brings. It is advised this scenario - 4 first milestones - to be completed
in groups, so each participant can offer their perspective on the specific matter, while the 5
milestone to be completed individual so each student can test the acquired knowledge from
the lessons planned.

Guidelines - Milestones

In order to support the successful completion of the scenario, a number of steps are provided
to carry out this project.

These milestones do not require any kind of evaluation as they are more focused on the
acquisition of basic knowledge, identification of scope and the exchange of different opinions.
Milestone 5 has a higher complexity and the students may need support from the teacher to
complete it.

Milestone 1 - (est. 1 hour)

With the advent of technology, artificial intelligence has also started infiltrating the gambling
industry in various ways. For example, as casino capabilities evolve, so too does the need for
the latest technological advancements to make the market bigger, better and more attractive
to players. Search for different lucky games and other ways in which Al is involved in gambling.

Hint questions:

e How can Al make the user’s playtime more engaging?
e Is Al involved in lucky games?

e  Which lucky games use Al?

e (Can Al predict the outcome of a lucky game?

Milestone 2 - (est. 1 hour)

Gambling is a huge industry which has existed for a long time. Many games have been
developed in which, in order to gain, a stake must be set. Find different lucky games in which
Al is not involved.
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Hint questions:

e Which are some of the most popular lucky games?
e Can Al predict the outcome of these games?
e (Can any of the games found before also involve Al?
e Can Al predict the outcome of these games?

Milestone 3 - (est. 1 hours)

Gambling and lucky games can have various and major effects on people’s life. Especially, when
it is out of control, gambling can transform to an addiction which is difficult to overcome.
Research the impact that lucky games could have on a person’s life and how can this be
overcomed.

Hint questions:

e How can gambling affect a person’s life?
e Which social problems are developed through gambling?
e How can overcome gambling addiction?

Milestone 4 - (est. 2 hours)

An open discussion is always the best way to exchange information and opinions as well as
present the perspective from which you have reached your conclusions. Based on the
discoveries from the previous milestones exchange your ideas in the group and deepen your
knowledge in lucky games and their impact.

e Is Al involved in gambling and why?

e How is the Al involved in gambling?

e Can actually Al predict the outcomes of the lucky games?

e Before your research did you believe the lucky games are lucky?
e What do you believe now?

e Have you ever played a lucky game?

Milestone 5 - (est. 5 hours)

After all the discussion above, it is necessary for the student to start understanding how lucky
games work. The first step to achieve this is to create a lucky game from scratch and the first
goal is to set up the unity environment by creating the User Interface and adding animations.
This can further separated in more steps, which the students can follow to reach the end result.
(This milestone should follow after the lessons planned for Lucky Games, since information can
be found there).

1. Setup Unity Project
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2. Setup Canvas Prefab

3. End Result

Roulette

ITEM NAME

Reflection & Feedback

To get valuable feedback on these activities / scenarios, we can implement a brief
guestionnaire. The answer will be simple and will provide valuable assessment for the
Consortium. The final evaluation must be correlated to the degree of satisfaction of the
participants with the Milestones presented.

Indicative Questionnaire

1. Do you think that this scenario enhanced your knowledge and skills?
o Definitelyo In most cases © Not sure o Not at all

2. Do you think that this scenario met your personal motivations/criteria?
o Definitelyo In most cases © Not sure o Not at all

3. Was there enough time to fulfill your goals?
o Yes o No, | needed more time

4. What problems did you face and how did you overcome them?
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5. What did you like most?

7. What would you suggest for the optimization of the scenario and the process of its
implementation?

Expansion

This educational scenario can easily be the basis for expanding the educational process, as it is
oriented towards principles and techniques that promote the dynamic development of the
participants. In particular these techniques:

Allow choice: Participants gain the flexibility to choose both the main topic to be dealt with
and the approach they will seek to achieve this goal.

Promote research: Participants rely on the know-understand-research model to build the
knowledge base on which they will work.

Promote collaboration: Through the teams that are created, collaboration is promoted and
bilateral channels of communication are created.

Use of technology: Through IT tools and Al, participants learn or even deepen their skills on
new technologies.
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Teach creativity: Participants are asked to tackle key issues such as finding alternative forms
of research and creation.

Encourage self-assessment: Through feedback and assessment practices, participants have the

opportunity to assess what they have learned and what they have gained from the script
implementation process.
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