
 

 

 

REAL-LIFE SCENARIOS 

FOR DIGITAL 

INNOVATION AND 

SOCIAL CHANGE 

smartAInnovators: Promoting AI-driven 

digital Transformation and innovation in VET Schools 

for social change and better Skills match with the labour market 

Project number:  2021-1-PL01-KA220-VET-000033011 

This project has been co-funded with support from the European Commission. 

This communication reflects the views only of the author, and the Commission cannot  

be held responsible for any use which may be made of the information contained therein. 

This document may be copied, reproduced or modified according to the above rules. 

In addition, an acknowledgement of the authors of the document 

and all applicable portions of the copyright notice must be clearly referenced.  

All rights reserved. © Copyright 2021 smartAInnovators 



                                                        

 

This project has been co-funded with support from the European Commission. This 

communication reflects the views only of the author, and the Commission cannot be held 

responsible for any use which may be made of the information contained therein. 
2 

 

 

CONTEXT 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Grant agreement  2021-1-PL01-KA220-VET-000033011 

Programme  Erasmus+ 

Key action  Cooperation for innovation and the exchange of good practices 

Action  Strategic Partnerships 

Project acronym  smartAInnovators 

Project title  smartAInnovators: Promoting AI-driven digital Transformation 
and innovation in VET Schools for social change and better Skills 
match with the labour market 

Project starting date  01/01/2022 

Project duration 30 months 

Project end date 01/07/2024 



                                                        

 

This project has been co-funded with support from the European Commission. This 

communication reflects the views only of the author, and the Commission cannot be held 

responsible for any use which may be made of the information contained therein. 
3 

 

 

 

 

 

 

 

 

Cross-Curricular Scenario 6 

Developing the Lucky Games 

 

Introduction 

As mentioned in the previous scenario about Lucky games, they are games based on gambling 

an amount of money or an object of value in order to gain more. Already the first steps have 

been taken in order to start developing a lucky game as well as getting deeper in understanding 

how they work. In this scenario, the student will have the opportunity to test the lucky game 

and make changes to understand better if a lucky game is lucky or not. This personalization of 

the game will help the student to deepen the acquired knowledge by changing the initially set 

values. 

 

The need 

The gambling industry is big and a person can easily test its luck in different games. In this note, 

everyone should know about the workings of the games and be fully aware that the lucky 

games are not as lucky as everyone thinks. Especially the online games are set based on 

chances that have been defined by the game developers and aim in gaining from and not 

offering to people.  In order to better understand the lucky game functionality, it is necessary 

to know the whole process towards their creation and take into consideration that it is based 

in formulas not luck. 

 

Key terms 

|Lucky games | gambling | Unity game development | 

 

Objectives and Expected Learning outcomes 

• Develop a “lucky game” in Unity  

• Test the “lucky game”  

• Change the percentage of the chances randomly or manually  

• Personalize the lucky game and setting different values from the initial ones. 

• Better understand the way the Lucky Games work 

Prerequisites 

• Basic IT knowledge 

  
Real Life Social Scenarios for Developing a 

Lucky Game in VET Education 
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• Guided lessons planned in Lucky Games 

• The basic Real Life Scenario of Lucky Games 

Time distribution - Estimated Delivery 

The duration of this scenario can vary depending on the depth of approach by students and 

teachers as well as its high complexity. It is estimated that the shortest activity will need 2 

hours to complete, while the longest one (higher complexity) will need around 4 hours. In the 

scenario there are 4 activities and the total estimated time for completing  them is 12 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 fully develop a lucky game and play with it in order to 

understand more of its workings and functionality. The students receive a more thorough 

understanding on how lucky the lucky games are as well as deepen their knowledge in the 

Unity environment. The first 3 milestones can be completed either individually or in small 

groups, however it is advised the students to form small groups and exchange insights for each 

milestone. In this way, the student will acquire a greater knowledge not only in programming 

but also how to create lucky games.  

 

Guidelines - Milestones 

In order to support the successful completion of the scenario, a number of steps are provided 

to carry out this project. The complexity of the first 3 milestones are quite high and the support 

of the teacher is may needed. 

 

Milestone 1 - (est. 4 hour)  

In this step, a lucky game will be developed by creating the functionality of the wheel and by 
creating the game logic. The user will have the opportunity to follow the rest of the steps 
mentioned in the lessons planned about Lucky Games and set another stone in his/her 
knowledge about them. This milestone is categorized in different steps in order to develop the 
lucky game. 
 

1. Setup Initial UIController Script 
2. Setup SpinController Object 
3. Setup EventSystem 
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Milestone 2 - (est. 2 hour)  

After following the above-mentioned steps, 

a ‘lucky game’ environment will be 

developed.  

The 2nd milestone involves testing the lucky 

game. In this step, everyone will be able to 

see the percentages of the chances in every 

object and have to opportunity to “play” 

with the Lucky Game the same has 

developed. 

• Try different times the game and see what result every time comes up. 

• Check the results and compare them with the percentage that is attributed to them. 

• Do they match in a degree? 

Milestone 3 - (est. 3  hours) 

It is always better to be able to see the other side in the game. In this step, the user will have 

the opportunity to change the percentages of the chances either randomly or manual and 

affect the results of the game.  

• Change many times the percentages and watch as the results change. 

• Compare the results with the percentage that is attributed to them. 

• Do they match in a degree? 

• Why is this happening? 

 

Milestone 4 - (est. 3 hours) 

After developing the lucky game and having time working on it and understanding how it 

works, discuss it within the group and exchange opinions and ideas.  

• Does technology has to do sth with the results? 

• Are lucky games actually lucky? 

• Is your opinion the same as before developing the lucky game and why? 

• How can we make the game actually lucky? 

• Get back as a team to milestone 3 and change the values in order to make the game 
actually lucky. 

• Do the results change? 

 

Reflection & Feedback 

To get valuable feedback on these activities / scenarios, we can implement a brief 

questionnaire. The answer will be simple and will provide valuable assessment for the 
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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? 

○ Definitely ○ In most cases ○ Not sure ○ Not at all 

2. Do you think that this scenario met your personal motivations/criteria? 

○ Definitely ○ In most cases ○ Not sure ○ Not at all 

3. Was there enough time to fulfill your goals? 

○ Yes ○ No, I needed more time 

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

...................................................................................................................................................... 

...................................................................................................................................................... 

...................................................................................................................................................... 

5. What did you like most? 

...................................................................................................................................................... 

...................................................................................................................................................... 

...................................................................................................................................................... 

6. What did you like least? 

...................................................................................................................................................... 

...................................................................................................................................................... 

...................................................................................................................................................... 

 

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

implementation? 

...................................................................................................................................................... 

...................................................................................................................................................... 

...................................................................................................................................................... 

8. What would you like to learn next? 

...................................................................................................................................................... 

...................................................................................................................................................... 

...................................................................................................................................................... 
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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 AI, participants learn or even deepen their skills on 

new technologies. 

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. 

 



 

 

 


