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Abstract: Manuskills is a EU funded project (FP7 609147) that aims at studying the use of enhanced ICT-based technologies 
and training methodologies to facilitate an increase of young talents’ interest in manufacturing and to support their training 
of new manufacturing skills (http://www.manuskills.org/). The conceptual framework of the project describes in detail 
Manuskills’ learning objectives and the process through which they are achieved. In detail, Manuskills aims at the realization 
of three different levels of conceptual understanding: awareness, knowledge and application. The three abovementioned 
levels are also mapped with Bloom’s Taxonomy of Learning Objectives. Nevertheless, identified as the main goal of the 
project is to raise awareness about manufacturing. In order to achieve this goal, a number of cutting-edge ICT educational 
tools and corresponding methods are employed, in the form of serious games and teaching factory. According to Rebolledo-
Mendez et al. (2009), “the term serious game is used for game-based situations used for non-leisure purposes or serious 
applications such as learning and training”. The approach followed by Manuskills for the integration of serious games into 
the learning process complies with the third approach described by Van Eck (2006). In more detail, the employed serious 
games constitute the result of the collaboration between educators and developers. Moreover, an important aspect that 
was taken into account during the design and the development of the games was the integration of pedagogical principles, 
so that the awareness-raising, leading to behavioural change, could be integrated into the game. The literature shows that 
it is only until recently that serious games are used in order to develop awareness concerning several social issues. 
Furthermore, previously conducted research indicate a link between game-based learning and behavioural change (de 
Freitas, 2009, in Rebolledo-Mendez et al 2009). The current paper aims at presenting the DGBL (Digital Game-Based Learning) 
approach followed by Manuskills project, primarily in order to raise young talents’ awareness and secondarily in order to 
attract their interest about concepts around manufacturing. The six different Manuskills’ delivery mechanisms are designed 
around different manufacturing related concepts. We are going to present our route so far in the project and our vision 
towards the creation of awareness around manufacturing-related concepts on young people through the use of serious 
games. 
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1. Introduction 
The current paper presents the EU funded project (FP7 609147) “Manuskills”. The main aim of the project is the 
study of advanced ICT-based technologies and training methodologies to the end of the resolution of the 
increasing problem of the lack of young talents in Manufacturing. Towards achieving this goal, a wide range of 
different technologies and distribution channels have been taken into account (e.g. serious games, teaching 
factory and social media). For a more detailed representation of the Manuskills’ objectives, the aforementioned 
goals are linked to the project’s identified target groups and consequently result to the following:   

To understand and provide guidelines on how to increase the Teenagers’ Awareness and Interest in 
Manufacturing. 

To understand and provide guidelines on how to improve the Young Adults’ Awareness, Interest and 
Application of Manufacturing. 

To succeed in this direction, ManuSkills will try to present and explain the latest trends in Manufacturing (e.g. 
digitalization, virtualization, servitization) and consequently outline its actual modern features, contributing to 
the creation of a more authentic perception of what a Factory of Future is and will be.   

2. Manuskills’ conceptual framework 
A key factor for the development of Manuskills initiative was the need of tackling the uprising Skills Gap 
Phenomenon, which is currently experienced by many manufacturing companies world widely and is expected 
to aggravate in the near future. As a result, the younger generation has lost interest in manufacturing or lacks 
realistic information regarding its real meaning and contribution. The aforementioned problem is partially 
caused due to the utilization of “obsolete” methods and tools in all levels of education. Therefore, ManuSkills’ 
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