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INTRODUCTION
The transition toward sustainable and innovative food systems requires well-
trained professionals. Trainers must adapt both in content and in their 
pedagogical approach, and eLearning using gamification offers new 
opportunities for enhancing professional education, by fostering engagement 
and motivation.

METHODS
Gamification understood as the application of game design elements and 
principles (Fig.1) in non-game contexts was used to enhance learner 
engagement, motivation, and knowledge retention. 

In training and course development, gamification involves integrating 
interactive and reward-based mechanisms into learning activities to create a 
more engaging, learner-centred experience.

OBJECTIVES
The EU-funded project EU4Advice (Multi-actor network to boost short food 
supply chains advising across Europe, 2022-2027) aims to strengthen the 
capacities of Short Food Supply chain (SFSC) advisors across Europe. To 
support this, a gamified e-learning course has been developed as part of the 
EU4Advice training programme.
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CONCLUSION
By combining technical knowledge with innovative teaching tools, eLearning 
using gamification can contribute to modernising advisory training and 
strengthening the resilience and performance of SFSC advisors across 
Europe. 

RESULTS
The eLearning course: ‘Empowering Advisors to Short Food Supply Chains’ 
was developed using gamification. It is designed for young advisors who want 
to deepen their knowledge in the topic of Short Food Supply Chains (Fig. 2).

The course consists of four modules (Fig 3): 

q Foundations of SFSC

q Motivations and Rationale for Engaging in SFSC

q Business Models and Value Creation

q Performance Measurement and Tools. 

Figure 1. Examples of Gamification Elements: A – Badge awarded upon completion of a module, B – 
Points received for answering questions C – “Mission accomplished” completion celebration
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Figure 2. Welcome page of the gamified eLearning course: ’Empowering Advisors to Short Food Supply 
Chains’

Figure 3. Home page of the gamifies eLearning course: ’Empowering Advisors to Short Food Supply 
Chains’ 

DISCUSSION
As a training method, gamification transforms traditional learning content into 
dynamic and interactive experiences. By incorporating elements commonly 
found in games, it encourages active participation, supports behavioural 
change, and makes complex content more accessible. 

Figure 4.  QR code to access the gamified eLearning course: ’Empowering Advisors to Short Food Supply 
Chains’ 

Game mechanics such as points, badges, progress tracking, and 
sequential module unlocking was systematically embedded into the course 
structure. Each module is divided into lessons designed for flexible, self-
paced, online access. The structure promotes incremental learning, with 
modules released sequentially to ensure progressive knowledge building. 
Each completed activity, including watching instructional videos, completing 
quizzes, or reflecting on key messages, rewards participants with points. Upon 
finishing a module, learners receive a digital badge certifying competency 
acquisition. 

The course is free and can be access by scanning the QR code in Figure 4.


