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Objetivo do estudo
Desenvolver um artefato gamificado baseado na abordagem do Design Science Research, voltado ao
estimulo do empreendedorismo entre empreendedores iniciantes.

Relevancia/originalidade
O estudo preenche uma lacuna pratica ao propor um artefato [adico (tabuleiro), acessivel e estruturado,
alinhado a metodol ogias contemporéneas de ensino e aprendizagem empreendedora.

M etodologia/abor dagem
Utilizou-se a abordagem Design Science Research, com validacéo parcial baseada em entrevistas com
empreendedoras iniciantes.

Principaisresultados
O artefato (tabuleiro) demonstrou potencial de aplicabilidade para estimular o desenvolvimento de
competéncias empreendedoras e criacdo de negdcios em contextos reais.

ContribuicBes tedricas/metodol bgicas
Integra elementos da gamificagdo com metodologias ativas como o Design Thinking, Business M odel
Canvas, Golden Circle e EntreComp em um formato Iidico, promovendo aprendizagem experiencial.

Contribuicbes sociais/para a gestéo

O artefato (tabuleiro) visou apoiar empreendedores iniciantes no desenvolvimento de competéncias,
estruturacdo de ideias e criacdo de negocios alinhados aos Objetivos do Desenvolvimento Sustentavel,
estimulando solugdes de impacto social, econébmico e ambiental aplicaveis em ecossistemas de
inovagdo, pré-acel eracdo, incubadoras e educagcdo empreendedora.
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Study purpose
To develop a gamified artifact based on the Design Science Research approach, aimed at fostering
entrepreneurship among novice entrepreneurs.

Relevance/ originality
This study addresses a practical gap by proposing an accessible and structured playful artifact (board
game), aligned with contemporary methodologies for entrepreneurial teaching and learning.

Methodology / approach
The Design Science Research approach was employed, with partial validation conducted through
interviews with early-stage femal e entrepreneurs.

Main results
The artifact (board game) demonstrated potential applicability in stimulating the development of
entrepreneurial competencies and business creation in real-world contexts.

Theoretical / methodological contributions
It integrates elements of gamification with active methodologies such as Design Thinking, Business
Model Canvas, Golden Circle, and EntreComp into a playful format, fostering experiential learning.

Social / management contributions

The artifact (board game) is designed to support novice entrepreneurs in developing competencies,
structuring ideas, and creating businesses aligned with the Sustainable Development Goals. It
encourages socially, economically, and environmentally impactful solutions applicable in innovation
ecosystems, pre-acceleration programs, incubators, and entrepreneurial education.
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