
F O S T E R I N G  F I N A N C I A L  L I T E R AC Y  A N D  C A R E E R  R E A D I N E S S ‌
‌T H R O U G H  G A M I F I C AT I O N  I N  V OC AT I O N A L  E D U C AT I O N ‌

FINAL‌
CONFERENCE‌
OF THE‌
GAMI.FI.RE.‌
PROJECT‌

J U N E  3 ,  2 0 2 5  •  1 3 : 0 0  C E T  •  O N L I N E ‌ ‌

13.00 – 13.10‌ ‌Welcome to the event!‌ ‌
(Tina Kržišnik, RIC Novo mesto, the lead partner)‌
13.10 – 13.30‌ ‌Understanding financial literacy for vocational education‌
and training VET students – why al ternative approaches are needed.‌
Overview of project goals, methods, and results‌ ‌
(Belinda Lovrenčič, RIC Novo mesto)‌
13.30 – 13.50‌ ‌Demonstration of innovative tools for enhancing financial‌
literacy‌ ‌
( Gear UP - tookit,  Emphasys - game)‌ ‌
13.50 – 14.10‌ ‌Key insights and the transformative impact of financial‌
competencies on vocational education and training (VET)‌ ‌
(Mateja Prus, Grm Novo mesto – Center for Biotechonology and Tourism)‌
14.10 – 14.30‌ – ‌Added value of the project - Opportunities for‌
integrating project results into adult education and guidance activities‌
(Tadeja Arkar, RIC Novo mesto)‌

14.40. – 15.00 Action Plan for Implementing Project Results – Case‌
Study of the Novo mesto School of Economics‌ ‌
(Tamara Rifelj ,  teacher)‌
15.00 – 15.20 - GEAR UP, The Netherlands‌
15.20 – 15.40 - EMPHASYS, Cyprus‌
15.40 – 16.00 - PRISM, Italy‌

1 3 : 0 0  –  1 6 : 0 0  C E T ‌

EVENT PROGRAM‌

13:00 – 14:20 | ‌PRESENTATION OF THE GAMI.FI.RE. PROJECT AND‌
KEY RESULTS‌

14:30 – 14.40 | ‌COFFEE BREAK‌

14:30 – 16.00 | ‌BEST PRACTICES FROM PROJECT PARTNERS‌

16:00 – 16.30 | ‌OPEN DISCUSSION AND CLOSING OF THE EVENT‌

The final conference of the GAMI.FI.RE. project will  provide an
overview of the project's key achievements and results while sharing
best practices developed by project partners. The event will  focus on
innovative approaches that support financial l iteracy and career
readiness, particularly through gamification and dialogic learning
methodologies.‌

Case studies and success stories from various partner organizations
and practical applications of gamification in financial education.‌

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily
reflect those of the European Union or the European Education and Culture Executive Agency (EACEA). Neither the European
Union nor EACEA can be held responsible for them.‌

REGISTER HERE‌

https://forms.gle/EEKZmLuHXRujRRBy9

