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 Career Choice
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 Research about Serious Gaming

2 The Serious Game like2be
 Development
 Game Objectives
 Gameplay 
 Mechanisms of effectiveness
 Research about like2be

3 Application in school lessons

4 Questions & Discussion
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Figure 1: The Swiss education system

School lessons Vocational Orientation
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D-EDK, 2016

The focus of Vocational orientation in the Swiss School 
Curriculum

 Students to engage with themselves, the world of work, gender-
specific, social and cultural norms and influences, and social 
discrimination

 Teachers take an accompanying, supporting and coordinating 
role. They encourage cooperation with school and non-school 
actors

The main goals of Vocational orientation in the Swiss 
School Curriculum

 Students can make a conscious and individual career choice 
decision 

 Successful integration of students into the labor market
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Differential psychological & typological perspective 
(according to John L. Holland)

 Fit as harmonious connection between person and profession

 Good fit > prerequisites for increased productivity, job satisfaction, 
career stability given

Holland, 1997
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Social theoretical perspective (according to Linda S. Gottfredson)

 Social prestige and gender typology of an occupation are more 
decisive than personal abilities, attitudes and interests in the 
choice of a job 

 Career choice follows a pattern > Career compromise > 
Emergence of typical female/male professions > Reduction of 
opportunities

Gottfredson, 2002
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How to avoid a Career compromise, an emergence of 
typical female/male professions, and a reduction of 
opportunities?

 Raising awareness of gender-sensitive career choices
 Enlarge individual career choice horizon (discover many different 

professions)



1 Theory: Serious Gaming

Serious Games 

 Computer game with "entertaining" and “simulating” format/design 
 Developed for a specific target group
 Intended to favor learning in a specific context

Hainey, Connolly, Stansfield & Boyle, 2011
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1 Theory: Research about Serious Games

 Increase motivation to learn 
 Increase interest in specific subject areas (e.g., STEM subjects)
 Support the acquisition of academic subject knowledge (e.g., language, history, ethics, art, 

math, science, etc.)
 Support the acquisition of language/mathematics expertise for students with dyslexia, 

dysgraphia, and dyscalculia
 Support the acquisition of learning skills/learning-precondition for students with disabilities (e.g., 

attention, identification of objects, collaboration, social interaction, emotion comprehension, etc.) 
 Promote group cohesion, awareness of heterogeneity within the community, and/or help to 

prevent/address bullying
 Raise awareness of dangers on the internet
 Reduce school phobia

Wastiau, Kearney, & Van den Berghe, 2009; Boyle et al., 2011; Chu & Chang, 2014; Iten & Petko, 2016; Terzidou et al., 2016; Esposito et al., 2017; Vu & Feinstein, 2017; El Kah & 
Lakhouaja, 2018; Kosmas, Ioannou, & Retalis, 2018; Spangenberger et al., 2018; Yang, et al., 2018; Khamparia, Pandey, & Mishra, 2020; Keller, Döring & Makarova 2021
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1 Theory: Research about Serious Games

Serious Games…

… are developed specifically for certain target groups and relate to their needs.
… can increase motivation to learn because learning through play is fun.

To enable effective learning with Serious Games…

… competencies, commitment, and effort of teachers are necessary.
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2 The Serious Game like2be: Development 
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The Serious Game like2be…

… was developed by the University of Bern 
with the help of various experts during the
period from 2015 to 2016 as part of a 
research project supported by the Swiss 
National Science Foundation.

… is web-based and can be played free of
charge with computers/tablets in German, 
French, and Italian language.

… was developed specifically for adolescents 
who are in the lower secondary school and 
need to make a career choice decision.

Makarova, Lüthi & Hofmann, 2017



2 The Serious Game like2be: Game Objectives
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Broadening of the occupational horizon
 The students get to know new professions 

and expand their knowledge of known and 
unknown professions.

Examination of career choice and gender
 The students deal with gender roles and the 

gender typology of professions.

Reflection of own wishes
 The students deal with diverse life histories 

and think critically about their own abilities, 
interests and desires.

Makarova, Lüthi & Hofmann, 2017; IZFG, 2021



2 The Serious Game like2be: Gameplay
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2 The Serious Game like2be: Gameplay
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2 The Serious Game like2be: Mechanisms of 
effectiveness
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Players 
compare/identify with 

the avatars

Application dossiers are 
randomly assigned to 
the avatars at the start 

of every game

Makarova et al., 2017

Broadening of the occupational horizon
 The students get to know new professions and 

expand their knowledge of known and unknown 
professions.

Examination of career choice and gender
 The students deal with gender roles and the 

gender typology of professions.

Reflection of own wishes
 The students deal with diverse life histories and 

think critically about their own abilities, interests 
and desires.



2 The Serious Game like2be: Research about like2be

Pilot study

 Quasi-experimental design 
 n=244
 14 school classes (homogeneous in school level)

 Two groups: Treatment-group & Controll-group
 Two measurement time points and an intervention in between

Results

 The game like2be shows a positive effect on the expansion of knowledge about professions
 The game like2be shows a positive effect on the expansion of interest in individual professions
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2 The Serious Game like2be: Research about like2be

Future study (November 2021)

 Quasi-experimental design 
 n~600
 Lower Secondary level school classes of six German-speaking cantons
 Three groups: Treatment-group I, Treatment-group II & Controll-group

 Two measurement time points and different interventions in between

Research questions

 To what extent do students extend their knowledge about professions?
 To what extent are the students sensitized for a gender-sensitive career?
 How to use like2be in the classroom as effectively as possible?
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3 Application in school lessons
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3 Application in school lessons
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Diversity of the professional world

• Exchange information about professions
• Do research about professions
• Create a vocational network that shows personal skills and 

preferences as a pattern based on RIASEC code (Holland, 
1997)

• Compare the personal vocational network with occupations 
(search for fit) 



3 Application in school lessons
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Stereotypical job images

• Play the game What do I work? (Who am I?)
• Develop awareness of gender-stereotypical perceptions of 

professions
• Question gender stereotypes and take an independent 

position on them



3 Application in school lessons
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CV & Careers

• Play the game What happened? (Who am I?)
• Recognize that a CV and career can vary and being flexible
• Be able to make career biographical decisions and at the 

same time remain open to alternatives



4 Questions & Discussion
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?
…



Thank you very much 
for your attention.
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Play the Serious Game like2be

http://www.like2be.ch/
http://www.like2be.ch/
http://www.like2be.ch/
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