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1. Introduction - Aims and activities 

 

Rapid digitalisation over the past decade has transformed many aspects of work and daily life. Driven 

by innovation and technological evolution, the digital transformation is reshaping society, the labour 

market and the future of work, and inevitably E & T. Employers face difficulties in recruiting highly skilled 

workers across a number of economic sectors, including in the digital sector. Boosting digital skills at all 

levels helps increase growth and innovation and build a fairer, more cohesive, sustainable and inclusive 

society. Being digitally skilled and acquiring digital literacy can empower people of all ages to be more 

resilient, improve participation in democratic life and stay safe and secure online. 

More precisely, this project aims: 

● To promote the introduction and acquisition of high digital skills including AI and Unity Game 

Development in VET schools thus responding to the needs of the labour market. 

● To empower young people with digital literacy to enhance their resistance to excessive online 

use such as addictive gambling habits through the demonstration of how an AI model can 

predict lucky games. 

In order to do so, PR2 will develop the following activities:  

● PR2-A1: SmartAInnovators competence framework curriculum 

● PR2-A2: VET trainers in-service training 

● PR2-A3: Educational pack: teaching material and assessment 

● PR2-A4: Development of real-life scenarios for digital innovation and social change  

- PR2-A4.1: Preparation of a set of scenarios to be used as part of the SMARTaiNNOVATORS 

programme in order for the students to acquire a set of digital, AI and STEAM skills based on a 

specific social, environmental or personal problem to be resolved thus promoting sustainable 

development. 

- PR2-A4.2: Preparation of the CASE STUDY SCENARIO to be developed as part of the EU 

SMARTaiNNOVATORS programmes in PR4 when the EU MAKERSPACES in each partner country 

will be set up and which will be also pilot-tested during the C1 Blended Mobility of Learners. 
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2. Open Badges 

Open Badges are a digital representation of skills, learning outcomes, achievements or experience such 

as: 

● Hard skills: knowledge, competences, etc. 

● Soft skills: collaboration, communication, etc. 

● Participation and community involvement 

● Official certification 

● Authorization 

Open Badge is an innovative system used in the USA and many EU countries for the validation and 

recognition of learning using the OB technology offered as an open educational resource. It is a 

technology which promotes open access and participation of all stakeholders involved in badges 

process, while allowing the creation of synergies between the learners-earners (i.e. young people, 

students), the issuers (i.e. VET Schools, stakeholders, enterprises, NGOs including the VET trainers/ 

Volunteers as facilitators) and the badge consumers (i.e. employers, formal education, public 

authorities, official body). This will lead to the endorsement process leading to a transparent, 

transferable, valid and credible validation of a body of skills and knowledge related to a set of 

competences, such as coding skills for VET students and teachers. 

Open Badges is a very inclusive solution: it enables anyone to get actively involved in designing, testing, 

implementing and promoting the learning outcomes and achievements. This is what major European 

documents on Recognition are calling for, as well as Erasmus+ in emphasizing the “transparency and 

recognition of skills and qualifications to facilitate learning, employability and labour mobility: priority 

will be given to actions promoting permeability across education, training and youth fields as well as 

the simplification and rationalisation of tools for transparency, validation and recognition of learning 

outcomes. This includes promoting innovative solutions for the recognition and validation of 

competences acquired through informal, non-formal, digital and open learning” (Horizontal Priorities). 

Open Badge is a visual verified evidence of achievement. It has a visual part (image) and meta-data, 

which is encoded in the image. Each digital badge must comply with the required standard data fields, 

such as: issuer, date of issue, description of the badge, link to assessment criteria, link to evidence of 

what badge owner is claiming, link to specific competence framework and tags, which puts an Open 

Badge in relation to specific context.  
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3. Benefits of Open Badges 

The following are some of the benefits of Open Badges: 

● Badges can demonstrate a wider range of skills and achievements of a learner acquired through 

formal, non-formal and informal learning methods and activities. 

● Badges are portable and verifiable digital objects. All this information may be packaged within 

a badge image file that can be displayed via online CVs and social networks. 

● Each Badge includes the description of the achievement: i.e., it describes the particular path a 

learner undertook for his or her achievement, accompanied by the evidence to support the 

badge award. 

● Each Badge includes information about the earner’s identity, a link to information about the 

issuer and a link to a description of what a badge represents. 

● Badges can be used to unlock learning and career pathways. They can be used to support 

individuals to achieve learning goals, to provide routes into employment; and to nurture and 

progress talent within organizations. 

● Badges can represent personal attributes that matter to employers (such as soft skills). 

Badges can be used in a professional context. Thousands of organizations, including non-profit 

organizations, major employers or educational institutions, issue badges in accordance with the Open 

Badges Specification  
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4. Key Elements 

 

4.1. Issuer 

The issuer defines a competence that could be acquired by a user, designs the learning material for it 

and assesses the users with regards to the acquisition of the competence.  The issuer then creates a 

relevant badge and makes it available for earning by any user. For each badge, the issuer should make 

available details of the criteria that an earner must meet in order to be awarded the specific badge. The 

reviewer of an assessment compares the evidence provided by the earner against the specific badge 

criteria. 

Any individual or organization can create an Issuer profile and begin defining and issuing Open Badges. 

This is being done by a diverse range of organizations and communities, including: 

● Schools and universities 

● Employers 

● Community and nonprofit organizations 

● Government agencies (including NASA) 

● Libraries and museums 

● Event organizers and science fairs (Including Intel) 

● Companies and groups focused on professional development (such as the smartAInnovators 

consortium) 

An entity that can be described with a name, a description, a URL, an image, and an e-mail address is a 

possible candidate to become an issuer. Furthermore, it needs a technology platform that supports the 

Open Badges Specification in order to issue Open Badges.  

4.2. Badge Issuing Platforms 

Many companies have badge issuing platforms compliant with the Open Badges Specification. They 

provide a wide range of services which allow non-technical users to issue Open Badges credentials. The 

platforms used for issuing Open Badges offer a variety of custom services including online badge 

designers, badge discovery, issuing, assessment workflow, display, user profiles, social sharing and tools 

to integrate with existing learning systems. All Open Badges issuing platforms allow recipients to export 

their badges to other online options. This allows users to stack and share their badges earned on 

different platforms and to choose their own spaces to establish their identity on the web. 
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4.3. Earner 

 

Open Badges help to recognize skills gained through a variety of experiences, regardless of the age or 

background of the learner. They allow earners to get awards for following their interests and passions, 

and to unlock opportunities in life and work by standing out from the crowd. Earners have to register 

on the organization’s platform and can claim a badge when the pre-defined criteria have been met 

during the evaluation phase. 

 

4.4. Evaluation 

There are different options for the assessment process: 

● Asynchronous assessment: learners seek out the assessment when it is convenient for them 

instead of being required to take an exam at a predetermined time. 

● Stealth assessment: assessment and awarding badges can happen automatically and provide 

immediate feedback. 

● Portfolio assessment: work samples, projects and other artifacts the learner has produced can 

be used as evidence for claiming a badge. 

4.5. Displayer  

Open Badges are designed to be shared. By sharing them, individuals exhibit their achievements to 

others and turn them into a valuable currency to unlock new opportunities. Displayers can utilize the 

Displayer API for retrieving earner badges from the Mozilla hosted Backpack. Mozilla set up the first 

Backpack in 2011. Most issuing platforms provide users with the ability to connect and store their 

badges to this Backpack. When retrieving badges from the earner’s Mozilla Backpack (using the email 

address account), the advertiser will only be able to access those badges that the earner has chosen to 

be public. 

Badges can also be shared: 

● On blogs, websites, e-Portfolios, and professional networks. 

● In job applications 

● On social media sites - Twitter, Google+, Facebook, LinkedIn 

● In an email signature 
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5. Technical Aspects 

An earnable badge is defined as a badge class, using a variety of data items including descriptions, 

criteria and information about the issuing organization.  When an issuer decides to award that badge 

to a specific earner, he or she creates a badge assertion. A badge assertion describes the data for an 

awarded badge. It includes the earner’s identity and a link to the generic badge class, which in turn is 

linked to information about the badge issuer. All the data for the badge is defined using JSON structures. 

To award a badge to an earner the issuer creates a badge assertion in JSON. 

The image for a badge should be a square PNG (or SVG). The file size should be a maximum of 256 KB 

and should not be smaller than 90 px square. 

Things you can verify and explore in a badge: 

● Details about the organization issuing the badge 

● What the individual has done to earn the badge 

● The criteria that the badge has been assessed against 

● That the badge was issued to the expected recipient 

● The badge earner’s unique evidence (optionally included) 

When the badge was issued and whether it expires 

 

6. Institutional Endorsements 

Badges are like commercial products that have to be endorsed by a certain celebrity or institution in 

order to be promoted in a wider sphere and to gain the support of the consumer. In this section, 

institutions from public and private sectors, which are endorsing open badges as a recognition tool and 

the importance of endorsing a badge within the ecosystem will be highlighted.  

6.1. Governmental Institutions 

The Council of the European Union is one of the intergovernmental institutions which have expressed 

their support to the open badges as one of the nonconventional approaches to recognize someone’s 

work. In a conclusion made by the Council and Representatives of the Government of the Member 

States released in November 23, 2016, it was stated that “To appeal to young people and to ensure 

greater impact on their lives, new settings where young people spend their time, such as modern city 

infrastructure and virtual space, as well as new approaches using innovative online and offline tools 

(such as gamification, GPS based activities, learning badges or design thinking), should be reflected 
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upon and taken into account in the further development of education and training of youth workers.” 

(Council of the European Union, 2016). This statement affirms that learning badges such as open badges 

are one of today’s trends in recognizing learners’ skills and knowledge acquired by training. 

Within the EU, the Lithuanian National Commission for UNESCO together with the Lithuanian 

Association of Non-Formal Education recommend the use of open badges to other UNESCO affiliated 

schools in the country (Lithuanian National Commission for UNESCO, 2016). 

Aside from these EU bodies, in 2013 the U.S. Department of Education’s Office of Vocational and Adult 

Education (OVAE), funded a study which “explores the feasibility of developing and implementing a 

system of digital badges for adult learners and the implications for policy, practice, and the adult 

education delivery system” (Finkelstein, Knight, & Manning, 2013). In the US, the following institutions 

have a long tradition implementing the open badges system as a recognition tool: 

● EDUCAUSE- a leading association in the field of information technology focusing on higher 

education. 

● The Society for Science and the Public administers the Intel International Science and 

Engineering Fair (Intel ISEF), - the largest pre college science competition in the world. 

● The American Association for State and Local History. 

● The Yale Center for Emotional Intelligence. 

These institutional endorsements from various governmental bodies show that open badges are a 

legitimate tool to be considered and one of the trends in the 21st century which should be further 

explored in the field of formal and non-formal education. 

6.2. Private Sector’s Endorsement 

Aside from the Mozilla Foundation which started with the idea of open badges, various entities in the 

private sector have been using open badges. For instance, the American company Microsoft 

“developed a badge system for the Partners in Learning Network (PiLN) of educators and school leaders 

to promote technological competencies and relevant skills in today’s digital age.” (Chow, 2014). On its 

official website, the company explains why they are offering badges: “Your digital badge allows you to 

easily share the details of your skills in a way that is trusted and verifiable” (Microsoft, 2016). One of 

the well-known institutions which is using open badges is the National Aeronautics and Space 

Administration (NASA). In 2012, NASA together with Project Whitecard and the Wheeling Jesuit 

University collaborated to convince the California Academy of Science to implement Mozilla’s open 

badges system in “recognizing life’s achievements” (NASA, 2016). Aside from companies, formal 
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education institutions have been also using open badges as a recognition tool. In Europe, some of these 

institutions include Beuth University of Applied Sciences in Berlin, Germany, Newcastle University in 

the United Kingdom and Universitat de les Illes Balears in Spain (Mozilla Foundation, 2016c).  

7. Open Badges for smartAInnovators 

Open Badges provide portable and verifiable information about digital skills and achievements. 

Students can unlock opportunities by sharing collections of badges representing desired skill sets in a 

dynamic, evidence-based way. Open Badges represent legitimate, authenticated achievements 

described within the badge and linked to the   project. 

Main characteristics of the smartAInnovators Open Badges: 

● The smartAInnovators consortium has designed the framework, syllabus and teaching - 

learning material for the following modules (which are presented in PR2) namely: 

- Artificial Intelligence (Basic) and Artificial Intelligence (Advanced) (The objective is to 

obtain Artificial Intelligence badge). 

- UNITY Training (Basic) and UNITY Training (Advanced) (The objective is to obtain UNITY 

Training badge). 

- UNITY Game Development - ´Lucky Game´. 

● The smartAinnovators consortium has created the corresponding badges (see Figure 1). There 

are 8 badges in total to be obtained for the smartAInnovators project. 3 badges for the main 

topics – Artificial Intelligence, Unity Training and Unity Development: Lucky game Unity 

Development: Lucky game badge. For the Artificial Intelligence and Unity Training modules 

there are 2 levels (Basic and Advanced). Finally there is 1 overall Badge (Ultimate 

smartAinnovator ) for the Completion of all Modules. In order for the student to acquire the 

Ultimate smartAInnovator Badge, they first need to complete all topics of the specific modules. 

These badges are made available for earning via the e-tool, which has been designed 

specifically for the learning and assessment purposes of the smartAinnovators project. 

● Students are invited to register on the platform and take the course(s) of the smartAinnovators 

project. 

● The e-platform specifies to students the criteria for earning each of the badges shown below. 

These criteria will be elaborated in the following section. 

● Students have to provide evidence to meet the badge criteria in order to claim a specific badge. 

This process is automatized on the e-tool. 
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● The badges will be awarded automatically through the e-platform based on certain criteria, 

which are presented in the next section. 

● The issuer (smartAinnovators Consortium) will provide the user with the opportunity (through 

the e-tool) to create an account in the Badge Backpack in order to display the earned badges 

there as well. 

 

The smartAInnovators consortium plays a critical role in promoting digital transformation and 

innovation. Open Badges can support learners to achieve new collaborations, jobs, internships and 

richer connections between lifelong learners. 
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Figure 1: Tree structure of the open badges

smartAINNOVATORS

Artificial Intelligence 
(AI)

Basic Advanced

Unity Training

Basic Advanced

Unity Development: 
Lucky Game
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The smartAinnovators consortium has decided to divide the 5 modules into three (3) topics according 

to the smartAInnovators framework. Students can therefore achieve a maximum of two (2) Open 

Badges for one module (e.g.: UNITY Training). An additional Open Badge (the Overall Module 

Completion) will be awarded to students once they have completed all topics. Completing all of the 

offered modules, rewards the student automatically with the Ultimate samrtAInnovator Badge. Thus, 

in total 8 Open Badges will be developed and awarded. 

Each Open Badge is described by the following aspects: 

1. Name of the Open Badge: The name of the Open Badge comprises the name of the Module and the 

different units.  

2. Design of Open Badge: The Visualization (image) of the Open Badge for Module (see Figures 2 and 

3). 

3. Main Objective: A description of the Open Badge related to the main objectives of each Level. 

4. Learning Outcomes: A list of the learning outcomes to be acquired. In the document PR1 

“smartAInnovators Competence Reference Framework” the learning outcomes are presented per unit. 

The theoretical learning outcomes are related to the Component 2 of the Framework and will be 

examined with exercises. The practical learning outcomes are related to the Component 3 of the 

Framework and they will be examined using practical based assessment statements. 

5. Assessment Criteria: The criteria to be used to assess whether the learning outcomes of all units have 

been achieved and whether the set of skills and competences of all levels have been acquired by the 

students. The criteria and the assessment methods that have to be followed in order to receive a badge 

are described in the following sections. 

6. Evidence: The proof and the evidence of the acquired skills i.e. quiz grades, etc. This process is fully 

automatized on the e-tool where the assessment tests are automatically graded. 

7. Issued by: In this section the issuer of the Open Badge is specified, which in this case is the 

smartAInnovators Consortium. 
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8. Badges Awarding Criteria 

 

The smartAInnovators e-tool offers 8 badges in total. The criteria for earning the badges for the 

modules differ from the criteria for the awarding of the last smartAInnovators Badge.  

8.1. Award Criteria for the Badges 
 

✓ To obtain the Artificial Intelligence badge, the student needs to acquire the Artificial Intelligence 

(Basic) and Artificial Intelligence (Advanced) badges, with at least 70% overall mark. 

✓ To obtain the UNITY Training badge, the student needs to acquire the UNITY Training (Basic) and 

UNITY Training (Advanced) badges, with at least 70% overall mark. 

✓ To obtain the UNITY Game Development - ´Lucky Game´ badge, the student needs to acquire at least 

70% overall mark. 

 

8.2. Award Criteria for Overall Course Completion Budge 

 

Finally, the criterion for the awarding of the final smartAInnovators Badge will be the successful 

completion of all topics of the course. Successful completion of a module means earning the 

corresponding module badge, which can be achieved with an overall mark 70% or over. Therefore, once 

users receive all module badges, the e-platform will automatically award them the final Overall Course 

Completion Badge (smartAInnovators Badge) (Figures 2 & 3). 

 

Figure 2: Criteria to obtain the smartAInnovators badge  

 

 

Figure 3: Overall smartAInnovator badge
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9. Open Badges for all Modules and Topics 

 

The following section presents the details of the open badges developed based on the modules (PR2). 

 

Name of the OB  Design of the OB Learning outcomes Assessment Criteria Evidence Issued by  

Artificial 
Intelligence (Basic) 

 

Knowledge and understanding 

1. Understanding the definition of Artificial 
Intelligence using examples 

2. Knowing what is the Artificial intelligence 
history 

3. Understanding Artificial Intelligence robots 
and machines 

4. Using online Artificial Intelligence tools 
Skills  

1. Develop the ability to understand Artificial 
Intelligence definition and examples of it  

2. Understand the Artificial Intelligence 
history 

3. Develop the ability to understand Artificial 
Intelligence robots and machines  

4. Be able to use online Artificial Intelligence 
tools  

Values and attitudes 

1. Knowing the definition of Artificial 
Intelligence and examples of it 

2. Knowing the artificial Intelligence history 
3. Awareness of Artificial Intelligence robots 

70% of Marks should be 
achieved for the student 
to earn the “Artificial 
Intelligence (Basic)” 
Badge. 

 This is split up as follows: 
each topic has 4 different 
topic lessons and each 
lesson has 10 questions of 
which 7 have to be 
correct.  

 *For more details, please 
refer to the Badges Award 
Criteria Section above. 

The proof and the 
evidence of the 
acquired skills are the 
grade marks. 

This process is fully 
automatized on the e-
tool where the 
assessment tests are 
automatically graded 

SmartAInnovators 
Consortium  
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and machines 
4. Awareness of online Artificial Intelligence 

tools  

 

Name of the OB  Design of the OB Learning outcomes Assessment Criteria Evidence Issued by  

Artificial 
Intelligence 

(Advanced) 

 

Knowledge and understanding  

1. Introducing Python 
2. Knowing how to create an Artificial 

Intelligence model 
3. Knowing how to develop a face recognition 

model 
4. Knowing how to test the face recognition 

model 
Skills 

1. Develop the ability to understand Python 
2. Be able to create an Artificial Intelligence 

model  
3. Be able to develop a face recognition 

model 
4. Be able to test the face recognition model  

Values and attitudes 

1. Awareness of Python introduction 
2. Creating an Artificial Intelligence model 
3. Developing a face recognition model 
4. Testing the face recognition model  

70% of Marks should be 
achieved for the student 
to earn the “Artificial 
Intelligence (Advanced)” 
Badge. 

 This is split up as follows: 
each topic has 4 different 
topic lessons and each 
lesson has 10 questions of 
which 7 have to be 
correct.  

 *For more details, please 
refer to the Badges Award 
Criteria Section above. 

The proof and the 
evidence of the 
acquired skills are the 
grade marks. 

This process is fully 
automatized on the e-
tool where the 
assessment tests are 
automatically graded 

SmartAInnovators 
Consortium  
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Name of the OB  Design of the OB Learning outcomes Assessment Criteria Evidence Issued by  

UNITY Training 
(Basic) 

 

Knowledge and understanding 

1.  
- Having knowledge about elements of 

layout UNITY: Game Window, 
Hierarchy Window, Project Window, 
Inspector, Toolbar; Console; Having 
Knowledge about; Camera View, Scene 
View. 

- Students have knowledge about 
directions dimension arrows. 

- Students have knowledge about 
elements of toolbar: rotate tool, move 
tool, scale tool. 

2.   
- Knowledge about: Transform, Rotation 

and Scale of Game Objects, Prefabs, 
Empty Game Object; Componentes 

- Students have knowledge about player 
function 

- Students have knowledge about e.g., 
Rigidbody. 

3. Students have knowledge about: Using unity 
engine; Class Player; Void Command; about 
UNITY language; “if '' command; get 
component; Add; Vector 3.  

4. Students have knowledge about keyboard 
shortcuts. 

 

70% of Marks should 
be achieved for the 
student to earn the 
“UNITY Training 
(Basic)” Badge. 

 This is split up as 
follows: each topic 
has 4 different topic 
lessons and each 
lesson has 10 
questions of which 7 
have to be correct.  

 *For more details, 
please refer to the 
Badges Award 
Criteria Section 
above. 

The proof and the 
evidence of the 
acquired skills are the 
grade marks. 

This process is fully 
automatized on the e-
tool where the 
assessment tests are 
automatically graded 

SmartAInnovators 
Consortium  
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Skills  

1.  
- Students can do changing values in 

Inspector Window (transform, Cube, 
Mesh Render, Box Collider, Player 
Script); using Game Window (use Play 
and Stop buttons); creating folders in 
Project Window and use toolbar 
functions.  

- Students can use camera: rotating 
camera, changing views, moving.  

2.  
- Students can do changing values of 

Transform, Rotation, and scale, using 
prefabs. 

- They can add components, and 
students are able to add gravity 
function.  

3. Students can write simple scripts. 
4. Students are able to using during work 

keyboard shortcuts e.g. W - move tool; E - 
rotation tool, R - scale tool, F2 - rename; Alt + 
Left Mouse - rotate scene view; Shift + Middle 
Mouse - pan scene viewport; Mouse Wheel - 
zoom in/out; F - frame scene view to object; Ctrl 
+ D - duplicate object; Ctrl - snap movement to 
0.25 increments; Alt + Expand / Collapsw - 
expand/collapse whole hierarchy; F2 (in Visual 
Studio) - rename - and change all references 
too; Ctrl + Period (.) - suggest and auto 
complete; Ctrl + Y - delete line.  
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Values and attitudes 

1.  
- This skill is important to know how the 

UNITY looks like and what its window 
contains. This skill is important to 
fluently moving acne during work. 

- This skill is needed to do operation 
(changing e.g., scale object) during 
creating game world.  

2. This knowledge is needed to do operation with 
Game Object.  

3. This knowledge is needed to write simple 
scripts. 

4. This knowledge allows you to work faster. 
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Name of the OB  Design of the OB Learning outcomes Assessment Criteria Evidence Issued by  

UNITY Training 
(Advanced)  

 

Knowledge and understanding  

1. Students should get knowledge about 
Unity’s graphics features and control the 
appearance of highly customizable 
applications. Unity provides different 
physics engine implementations which can 
be used according to game development 
project needs: 3D, 2D, object-oriented, or 
data-oriented. 

2.  
- Students should learn how to work 

with audio assets in Unity. Unity 
can import audio files in AIFF, WAV 
and MP3 formats in the same way 
as other assets, simply by dragging 
the files into the Project panel. As 
result an Audio Clip is created 
which can then be dragged to an 
Audio Source or used from a script. 

- Students should understand how 
to use Unity’s video system to 
integrate video into the game. 
Students know how to import 
video clips and configure them 
using video player component. The 
system allows you to feed video 
directly into the texture parameter 
of any component that has one. 
Unity then plays the Video on that 

70% of Marks should be 
achieved for the student 
to earn the “UNITY 
Training (Advanced)” 
Badge. 

  

This is split up as follows: 
each topic has 4 different 
topic lessons and each 
lesson has 10 questions of 
which 7 have to be 
correct.  

  

*For more details, please 
refer to the Badges Award 
Criteria Section above. 

The proof and the 
evidence of the 
acquired skills are the 
grade marks. 

This process is fully 
automatized on the e-
tool where the 
assessment tests are 
automatically graded 

SmartAInnovators 
Consortium  
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texture at run time.  
- Students should get knowledge 

about animation possibilities and 
animation features of Unity 
platform including but not limited 
to management of complex 
interactions between animations 
with a visual programming tool. 

3. Students should get knowledge about tools 
that let them create environmental 
features such as landforms and vegetation. 

4. Apart from scripting fundamentals, 
students should get advanced knowledge 
of common tasks associated with setting up 
an environment for scripting in Unity 
projects. 

Skills  

1. Students can use Unity’s graphics features 
to create beautiful, optimized graphics 
across a range of platforms, from mobile to 
high-end consoles and desktop. Students 
should be able to simulate physics in 
projects to ensure that the objects 
correctly accelerate and respond to 
collisions, gravity, and various other forces. 

2.  
- Students should be able to enrich  

games with video clips. In 
particular they should be able to 
use video features include the 
hardware-accelerated and 
software decoding, multiple audio 
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tracks, and network streaming.  
- Students should understand and 

use rich and sophisticated 
animation system of the Unity 
platform which provides easy 
workflow and setup of animations 
for all elements. 

- Students should understand and 
effectively use Unity’s audio 
system with full range of 
background music or sound effects 
to make their games more 
attractive. 

3. Students can use Unity’s editor with built-
in set of terrain features that allow them to 
add landscapes to your game. Using editor 
students should be able to create multiple 
terrain tiles, adjust the height or 
appearance of the landscape and add trees 
or grass to it. At runtime Unity 
automatically optimizes built-in terrain 
rendering for efficiency. 

4. As result students can choice of code editor 
when working in Unity, connect external 
debuggers to Unity to set breakpoints, run 
automated tests on game code and use 
analyzers to inspect game code for style, 
quality, and other issues. 

Values and attitudes 

1. Awareness of graphics control features in 
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Unity. Knowing on how to use physics 
related special effects in Unity. 

2.  
- Awareness of video system in Unity 

and wide range of available 
options and video-related 
features. 

- Knowing the significance of audio 
usage in game development 
process. 

- Awareness of how animation is 
important for game development. 

3. Awareness of how to properly create 
worlds in Unity. 

4. Advanced scripting knowledge is important 
to develop more advanced games in Unity. 
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Name of the OB  Design of the OB Learning outcomes Assessment Criteria Evidence Issued by  

UNITY Game 
Development - 
´Lucky Game´ 

 

Knowledge and understanding 

1. Knowing how to set up the Unity 
environment by creating the User Interface 
and adding the animations. 

2. Knowing how to develop a “lucky game” in 
Unity by creating the functionality of the 
wheel and by creating the game logic and 
algorithm. 

3. Knowing how to test the “lucky game” and 
seeing the percentages of the chances in 
every object. 

4. Knowing how the algorithm for changing 
the percentage of the chances randomly or 
manually works. 

Skills  

1. Be able to set up the Unity environment to 
create the User Interface and add 
animations. 

2. Be able to develop a simulation of a “lucky 
game” in Unity with C# coding and create 
the wheel functionality. 

3. Be able to test the “lucky game” and see 
the percentages of the chances in every 
object. 

4. Be able to change the algorithm for the 
percentage of the chances randomly or 

70% of Marks should be 
achieved for the student 
to earn the “UNITY Game 
Development - ´Lucky 
Game´ Badge. 

  

This is split up as follows: 
each topic has 4 different 
topic lessons and each 
lesson has 10 questions of 
which 7 have to be 
correct.  

  

*For more details, please 
refer to the Badges Award 
Criteria Section above. 

The proof and the 
evidence of the 
acquired skills are the 
grade marks. 

This process is fully 
automatized on the e-
tool where the 
assessment tests are 
automatically graded 

SmartAInnovators 
Consortium  
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manually. 

Values and attitudes 

1. Setting up the Unity environment and 
creating the User Interface and the 
animations. 

2. Developing a “lucky game” in Unity by 
creating the functionality of the wheel and 
the game logic in C# coding. 

3. Testing the “lucky game” and seeing the 
percentages of the chances in every object. 

4. Changing the algorithm of the percentage 
of the chances randomly or manually. 
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10. Practical Guidelines for Issuing Open Badges 

 

https://academy.smartainnovators.eu/ 

 

 
 

 

https://academy.smartainnovators.eu/
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