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1. Introduction to the Report

The present report has been developed in the framework of LPMnage Project (Ref.
527796-LLP-1-2012-1-ES-LEONARDO-LMP) - Work Package 2 “Analysis of use of game
based learning initiatives”.

The aim of the project is to develop a social game designed for the development of
professional competences for the management of international projects.

Social games let learning by playing; other strength points of social games are the core
importance of interacting with other learners - and the consequent valuable exchange
that leads to develop further competences - and the fact that they trains also ICT
skills, which are more and more essential to be competitive in the current market.

The first step that all partners have to share in order to start a fruitful cooperation is
having clear in mind how social games are spread in local contexts and which are the
trends to be taken into account so to develop a product not only useful, but also
transferable in different environments.

Therefore, this Italian report — run by the Italian partner of LPMnage
StudioCentroVeneto - aims at analysing the pedagogical potential of social games
applied to competences development in professional contexts, identifying those
variables that influence the successful implementation of game-based learning
initiatives, as well as gathering success examples and good practices that could be used
as inspirational experiences.
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2. Methodological approach to elaborate the report

The present report has been elaborated following the detailed “Methodological
approach” document that the project leader INVESLAN has designed.

Data have been collected following an integrated methodology: desk research and
gualitative research methods, such as expert interviews, structured questionnaires and
focus groups, each of them addressed to specific target groups.

In particular:

5 Experts interviews have been run to Professionals developing or involved in
the development of educational, social or serious games addressed to
professional environments training. They have been run from the 28" of
February to the 15™ of March 2013;

37 structured questionnaires have been addressed to Human Resources
professionals and Trainers. The questionnaire has been uploaded to an online
platform by the Project leader in all the partners’ languages, then providing the
link to be shared to the national version. Therefore, an invitation to the target
group has been sent by email on the 7" of March 2013, then collecting answers
for the following weeks until the 25 of March 2013;

A focus group has involved 12 International Project Management professionals.
It took place on 25% of March 2013 morning, from 9.30 to 11.30 am by
StudioCentroVeneto premises.

The references and desk research bibliography, as well as the collection of Italian Good
Practices, have been run during March 2013 too in cooperation with Marta Benedetti,
young and active journalist in training.
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3. Desk research

Summing up the main findings of the desk research

Various experiences were considered at national level in order to find initiatives or
proposals in the context of social games. Research was not easy, because in Italy the
phenomenon is not developed as in others countries.

However, games have been found under the title of “business game”, rather then
social games or interactive games or in another way.

Examples of games based learning initiatives concern especially academic contexts, in
which students have an experience more direct, more real, more pleasant. Business
games are characterized by educational and valuable objectives. There are especially
simulations in management contexts. Players mind situations of risk and uncertainty,
learn to decide under pressure and according to time and resources management.
There are games in which the objective is, through discussion and working group, to
achieve best value stock. Teams must manage virtual companies through production,
distribution, logistics, marketing, and human resources.

Teamwork is the main idea which characterizes social games, online or through direct
contact. Working in team helps to get acquainted with people and management
competences. In addition, working in group makes leadership skills appear, which is a
mark of professional contexts.

There are no clear indications for game’s implementation (statistics, quantitative etc.)
but some numbers regarding players and learners involved in this type of learning have
been found. In academic and scholastic contexts business games involve one hundred
students and more than ten Athenaeums.

Trainers are in particular academics, and expert engineers or computer scientists.

In University business games are innovative products and they support traditional
learning based on face-to-face lessons. Also training bodies (i.e. Training 2000) work in
the context of educational activities, promoting innovative technologies in business.
This type of learning is addressed to students but also to professionals, which request
(or which are forced by their professional contexts) innovative and no traditional
training methods to improve their competences.

In Italy scepticism still surrounds business games and similar activities, because there
still is difficulty to accept methods of learning different by traditional ones. But social
and business games aimed to professional contexts are destined to increase, thanks to
their proved pedagogical and didactic benefits. Educational game-based
methodologies arrive easily because they are pleasant, engaging and immediate.

Through business games students can receive CFUs (Bologna University) or they can
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substitute thesis at the end of three years. Actually, participating in a social/business
game implies the reflection process on which score has been achieved and how it has
been reached. The report on this simulation would replace the traditional participation
to courses, learning process and assessments. It is learning by doing, which implies
challenge, relationship and communication with others, team work, team play, that
help to strengthen and complete traditional learning. Among their benefits: you can
learn to correct mistakes and you can improve attention and concentration at the
same time. Thanks to the teamwork you can even prove to be the best one.

Other opportunities: time and resources management, group coordination and
strategies planning to achieve results. Also communication’s competences:
negotiation, interaction, group management, leadership, strategy, risk management.
People improve skills and learn to interact with others, focussing on the consequences
of their decisions and therefore with an eye to the future.

However, there are barriers to implement gaming as a competences’ development
methodology. In particular the most important weak point is the lack of knowledge by
educators and teachers, who don’t consider the importance and the usefulness of
games based learning initiatives.

In Italy these instruments are not so frequently developed and educators are inclined
to underestimate their potentialities. Games have to be enchanting for appearing
efficient.

Another risk regarding the development of good practices on social games: only a few
recognize them as useful. Educators or game masters can decide to not invest in such
tools because they don’t know if games will be actually efficient and effective.
Furthermore, technologies barriers can be a problem. It is necessary to have access to
a computer, Internet connection, and adequate web browsers.

Game based learning activities are especially addressed to the industrial market. In
most of the cases business games are related to industrial and business contexts.
Business sectors in which social games are more used seem to be tourism, wholesale,
trade market. But they are also quite frequently used as a tool in educational contexts
such as Universities, post graduation schools and recently even secondary schools.

In professional contexts there are good practices based on social games, in particular
in management of international projects: “Meet” project, “Seeagame” project and “En
a game” project. Seeagame, for example, promotes games and initiatives based on
competition and collaboration. It is a reproduction of management and in general
labour situations that help students to become familiar with what they are going to do
in the future.

Most of time educators are careful in choosing social/business games as an
educational and pedagogical approach. Technology (computer in particular) appears
indispensable but at the same time communication and presence are important to
achieve objectives with others. Educators should describe games and their rules very
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well, informing accurately students and motivating them. The proposal can’t be poor
and not efficient, since students should receive it with favour. In general good
practices and in particular social games are serious situations in which participants
can’t approach them in a banal way.

Collection of Italian good practices on game-based learning initiatives

Title of the good practice 1 MANAGEMENT BUSINESS GAME

Country ITALY

It was born as a degree thesis in 1999,
and then it has been adapted and re-
Brief description of the good practice. Why | developed in order to improve it. Since
is it worthwhile to be considered a good|1999 it has been tested within the
practice? Highlight the strong points of the | University of Udine, and since 2008 it
good practice has been used even outside. Now the
testing phase is going on in more and
more Italian universities.

Promoter of the initiative (person or|University of Udine, Laboratory of
institution that developed it) Industrial Engineering

Students from the universities of

T t
Sl iy Economy and Industrial Engineering

On-line game, simulation of
manufacture business management. It is
Type of game used to implement the |played in an arch of time that can vary
initiative and its use from 1 day more than 1 month. Players
are divided in teams; every team
represents a company.

The user logs in the game website
(www.umc2.it); after having read
instructions and rules, s/he can start
playing. The developers provide a special
code for those users linked to a specific
trainer.

Contents included in the game

Entrepreneurial  skills, management
competences, learning how to run a
company, pointing out the links between
different  department/areas in a
Competences developed by playing the|company, understanding the importance
game of strategy in business, understanding
how strategies work, learning how to
implement strategies, learning
accounting, economics and financial
concepts, learning to focus on
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objectives, improving self esteem.

Educational and pedagogical approach

By interacting with other users and
exchange of information, in cooperative
and at the same time competitive logic.

Number of users — players

No limit.

Transferability — reusability

It has already been adapted to other
sectors and changing scenarios (i.e. from
laundries to mobiles). It has also been
made less complex in term of language
and processes so to make it functional to
students of secondary schools.

Sustainability of the game

Now it is an actual product, sold in the
market and proposed to a wider public.

Impact  (indicate  quantitative  and

qualitative indicators used to assess it)

6.500 users have tested it so far.

Some evaluation forms are used to
assess it (variables assessed: clearness,
appealing, handbook effectiveness,
usability...).

Evaluation (indication the qualitative or
guantitative methodologies/tools to
implement it)

Feedbacks are asked for covers the
following areas:

- benefits and advantages regarding the
use of the game as a learning resource /
pedagogical and teaching tool;

- acceptability, usability and utility of the
game as a learning resource /
pedagogical and teaching tool;

- Benefits and advantages of the use of
the game in a Learning Outcomes
approach.

Improvement areas

Graphic area and simplicity for first use.
It still is too much “engineers-friendly”.
It need to be made more immediate and
with more feedbacks.

Further information/ Additional Comments

N/A

Title of the good practice 2

CREA LA TUA IMPRESA

Country

Italy
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Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the
good practice

It’s an interactive and innovative game
based on simulation of tactical-strategic
management. Students engage in
simulation of complex and competitive
market. They challenge in logical
abilities, strategic vision and team spirit.
Participants try to simulate the way of
life of business companies and market
evolution.

Promoter of the initiative (person or
institution that developed it)

Cetic, centre of research for the
economy and information technology
(University Carlo Cattaneo LIUC di
Castellanza).

Target group

High school students.

Type of game used to implement the
initiative and its use

Simulation of complex and competitive
market formed by virtual companies.
The aim of game is optimize the value of
company.

Contents included in the game

Rounds characterize the game, which is
played by all Italian schools. Last edition
was based on simulation of production
of t-shirt.

Competences developed by playing the
game

Logical abilities, strategic view and team
spirit, leadership.

Educational and pedagogical approach

Student with experience in economic-
business matters can be helped. Player
must be creative, opened to team-spirit.

Number of users — players

4-6 players for team.

Transferability — reusability

Yes

Sustainability of the game

University Carlo Cattaneo, Ufficio
Scolastico Regionale Lombardia.

Impact (indicate quantitative and
gualitative indicators used to assess it)

Over one thousand students tested.

Evaluation (indication the qualitative or
quantitative methodologies/tools to
implement it)

N/A

Improvement areas

There are no defects. “Crea la tua
impresa” is complete in its explanation,
clear and easy to read. Figure or image
would help in comprehension.

Further information/ Additional Comments

The game is on facebook.
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Title of the good practice 3

PROJECT MANAGEMENT BUSINESS
GAME

Country

Italy

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the
good practice

The instrument offers a learning way of
Project manager dynamics. Players
represent industries that work in the
same market.

Promoter of the initiative (person or
institution that developed it)

The Business Game (spin-off of
University of Udine specialized in
training and management consulting
through  simulation  of  business
management.

Target group

University students

Type of game used to implement the
initiative and its use

Players have to argue about project
management and they must decide in
two essential periods: planning a bid
(users must formalize their offer); re-
planning, execution and monitoring &
control (users must examine progress

project evaluating impact on
performance and stakeholders’
requests.

Contents included in the game

Product can be personalized. In
particular you can personalize the
educational way (frontal, web or
blended) and the management context.

Competences developed by playing the
game

Thinking ability on the project, decision-
making ability, conscience of group,
promptness in decisions and confidence
in risk situations. It develops strategy-
flexibility in competitive context. True
experience and planning.

Educational and pedagogical approach

Learning by playing, game theories, try
and learn in order to see which the
consequences of your actions and
decisions, in a not-risky environment,
even if realistic, are.

Number of users — players

Not over five players for team.

Transferability — reusability

Yes

Sustainability of the game

University of Udine, Iml Italy.

Impact  (indicate  quantitative  and
qualitative indicators used to assess it)

Tested on 130 groups and over 20
Athenaeum.

Evaluation (indication the qualitative or

At the end rank is examined and
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quantitative
implement it)

methodologies/tools to

decision’s players are compared.

Improvement areas

Game presents some omission in the
explanation. Is there any tutor or
teacher that follows in the footsteps of
user? It’s not clear how didactic way is
personalized.

Further information/ Additional Comments

N/A

Title of the good practice 4

BUSINESS BANKING GAME

Country

Italy

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the
good practice

The object of the game is the simulation
of the bank market. Users manage
banking virtual group. It's a web-based
game.

Promoter of the initiative (person or
institution that developed it)

The Business Game (spin-off of
University of Udine specialized in
training and management consulting

Target group

through  simulation  of  business
management.
The game is apt to students and workers
in  educational processes and in
recruiting  activity of  important
companies.

Type of game used to implement the
initiative and its use

Serious game

Contents included in the game

Didactic processes personalized and
management context is personalized
too.

Competences developed by playing the
game

Increase and appreciate about finding
information; increase in decision-
making; value and manage player’s
ability and behaviour; team-working;
strategic thinking.

Educational and pedagogical approach

Taking part at the game is a way to test
your knowledge of the market in safe
conditions. You can learn and prove your
skills simulating every-day life working
settings in bank sector.

Number of users — players

Not over five players for team.

Transferability — reusability

Yes.

Sustainability of the game

University of Udine, Iml Italy.
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Impact (indicate quantitative and N/A
qualitative indicators used to assess it)
Evaluation (indication the qualitative or
quantitative methodologies/tools to N/A
implement it)
Improvement areas Design is very little advanced.
Academi thi in thei
Further information/ Additional Comments cademics - use 15 game in elr
courses.
Title of the good practice 5 TOURISM BUSINESS GAME
Country Italy
Brief description of the good practice. Why
is it worthwhile to be considered a good | It's a management project’s
practice? Highlight the strong points of the | construction in tourist industry.
good practice
Promoter of the initiative (person or|Camera di Commercio di Padova,

institution that developed it)

Confesercenti, Provincia di Padova.

Target group

High school students.

Type of game used to implement the
initiative and its use

Foundation of a company in team. The
winner is the best project.

Contents included in the game

Project aims at creating businessmen for
the future through ~management
simulation. Group works to achieve
complex objectives.

Competences developed by playing the
game

Experience with group, discussion,
approach to business context, creativity,
serious decisions, cope with stress, time
and resources management.

Work is helped by discussion; foreign

Educational and pedagogical approach languages, economy, knowledge in
administration and promotion.

Number of users — players Three for team.

Transferability — reusability Yes.
Camera di Commercio di Padova,

Sustainability of the game

Confesercenti, Provincia di Padova.

Impact  (indicate  quantitative  and

qualitative indicators used to assess it)

Three business ideas were selected by
the commission.

Evaluation (indication the qualitative or
guantitative methodologies/tools to
implement it)

N/A

Improvement areas

There is not web site where consulting
the game. It is used the Youtube channel
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to increase knowledge about it. This is
good thing but would be important
record in Youtube in English as well.

Further information/ Additional Comments

N/A

Title of the good practice 6

BECOMING MANAGER

Country

Italy

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the
good practice

It's a competition of General
Management that matches companies
with competitors. Initiative connects
best companies in business context and
University students.

Promoter of the initiative
institution that developed it)

(person or

Jest-Junior Enterprise.

Target group

Economist and industrial

students.

engineering

Type of game used to implement the
initiative and its use

The objective is, through discussion and
working group, to achieve the best value
stock. Teams must manage virtual
companies through production,
distribution, logistics, marketing, human
resources.

Contents included in the game

Students, knowing company’s history,
must examine past mistakes in
management and formulate a good
strategy for the future, predicting
market trend and  competitor’s
reactions. It’s better than a meeting job,
because students are supported by

Competences developed by playing the
game

managers. It's an important way to
evaluate people.
Experience with group, discussion,

approach to business context, cope with
stress.

Educational and pedagogical approach

Learning by doing and matching
information with others, work in synergy
helps to develop ideas.

Number of users — players

5 players for team.

Transferability — reusability

Yes.

Sustainability of the game

Jest and other sponsors near University.

Impact (indicate quantitative and
qualitative indicators used to assess it)

44 teams, 8 selected, 220 students.
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Evaluation (indication the qualitative or
quantitative methodologies/tools to N/A
implement it)
Improvement areas N/A
Further information/ Additional Comments | N/A

Title of the good practice 7

GIOCA OGGI PER VINCERE DOMANI

Country

Italy

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the
good practice

Interactive game of simulation created
in order to encourage younger people’s
curiosity starting up a company. The
game simulates tactical-strategic
management in the first period of a
company start up phase.

Promoter of the initiative
institution that developed it)

(person or

CEii Trentino, Assessorato all’Industria,
Artigianato e Commercio della Provincia
autonoma di Trento with Servizio
Cultura, Turismo Politiche giovanili del
Comune di Trento. Informatica Trentina
Spa is partner of initiative.

Target group

- High schools, professional institutes
and centres of professional education in
Trento (teams composed by students
between 16 and 25 years);

- youth from 18 to 25 years old living in
Trento or registered at Trentino schools
or Trento University.

Minors can register only through their
school.

Type of game used to implement the
initiative and its use

Online game. At the end, the system
elaborates results and proclaims the
winner of every model of company (who
scored the best profit).

Contents included in the game

Teams can choose between four
different types of companies: small
nursery school, graphic and web design
company, carpentry, bakery/ice cream
parlour. Teams will take decisions in
different settings. For example in
investments, provisions, education and
technical update, in management of
human resources, communication.
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Collaboration and debate, negotiation,

Competences developed by playing the|time and resources management,
game teamwork, leadership, accounting

competence, competitiveness.

Educational and pedagogical approach

Through a learning by doing approach,
players test their competences and
understand how power up small
companies.

Number of users — players

Minimum 2, maximum 4 players.

Transferability — reusability

Yes.

Sustainability of the game

CEii Trentino, Informatica Trentina Spa,
Trento district.

Impact (indicate guantitative and

qualitative indicators used to assess it) e
Evaluation (indication the qualitative or
quantitative methodologies/tools  to| N/A
implement it)
Improvement areas N/A
All teams can avail of Sensei (it

Further information/ Additional Comments

represents the “guide” in Japan). Sensei
is @ businessman who has an important
experience in the context of simulated
companies. He can help players to take
significant considerations in order to
take decisions.

Title of the good practice 8

INNOVAL YOUNG

Country

Italy

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the

Teams will learn by expert teachers and
businessmen how to achieve an idea of
business putting into practice what they
have learnt. The challenge is for deciding
which idea of business will keep the

good practice correct standards in order to be
considered  financially solid and
commercially sustainable.
Innoval, Innovazione Valpantena

Promoter of the initiative
institution that developed it)

(person or

Lessinia; “Progetto di Vita. Cattolica peri
Giovani”.

Target group

Businessmen and graduated people.

Type of game used to implement the
initiative and its use

The aim is to create a Start Up. The main
business activity (core business) will be
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based on online selling (e-commerce).
Players must think about the
management activity in all its aspect:
personnel, financing research,
development of promotional
communication, budget allocated for
every single activity.

Contents included in the game

Groups will be followed by teachers and
businessmen, which advise players with
help and suggestions. Players will
receive training in the acquisition of
competences for teamwork and will be
engaged in obligatory decisions on
establishment of business activity,
without starting capital investment.

Competences developed by playing the

game

Formulation of idea, planning, creativity,
business behaviour.

Educational and pedagogical approach

Players will take part to a series of
meetings (11 lessons, 4 hours for
lesson). Six lessons are theoretical, 4
practical. Last meeting is dedicated to
awards ceremony and analysis of
mistakes (debriefing).

Number of users — players

1 team, 3 students per team.

Transferability — reusability

Yes.

Sustainability of the game

Innoval, Innovazione Valpantena
Lessinia. It’s an association economic-
business that reunites about fifty
companies, with birth in Valpantena and
Lessinia, areas that enjoy their territory.

Impact (indicate guantitative
qualitative indicators used to assess it)

and

Tested on 33 people.

Evaluation (indication the qualitative or

quantitative =~ methodologies/tools
implement it)

to

N/A

Improvement areas

Graphic is not charming.
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Type of lessons:

1- E- commerce e business

2- Web  Marketing e
management

3- Business Plan

4- Economic
financial flows
5-  Product
analysis

6- Management of customers

project

problems, profit and

profitability: breakeven

Title of the good practice 9

BUSINESS GAME

Country

Italy

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the
good practice

It's a course that helps to understand
principles of management in economic-
financial area, through a real, interactive
and great simulation.

Promoter of the initiative
institution that developed it)

(person or

Skillab

Target group

All the people that desire to develop and
test, in order to assume roles and
functions, knowledge about economic
and financial management.

Type of game used to implement the
initiative and its use

Players have to lead an idealistic
company. They have to take important
decisions in risky situations and they
have to understand reasons of
managerial strategic and economic
decisions. Simulation is structured on a
series of topics and players have to take
decisions about: competition and
market, pricing, budget and cash flow,
investments, break-even point, profits,
reductions, efficiency, analysis of
management principles, comparison
between simulation and reality.

Contents included in the game

It is needed to lead a presentation and
simulation to introduce concepts of:
management, financial, fixed and
variable prices, balance sheet.

Competences developed by playing the
game

Planning, creativity, business behaviour.
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Andromeda Training Inc. method?.

Number of users — players

In teams but it’s not specified how many
players per team.

Transferability — reusability

Yes.

Sustainability of the game

Fondirigenti, Fondimpresa and Skillab

Impact  (indicate  quantitative  and

T . N/A
gualitative indicators used to assess it) /
Evaluation (indication the qualitative or
quantitative methodologies/tools  to| N/A
implement it)
Improvement areas N/A
Further information/ Additional Comments | N/A
ISl — Un percorso operat(t)ivo per

Title of the good practice 10

imparare a  sviluppare l'impresa
attraverso i servizi.

Country

ITALY

Brief description of the good practice. Why
is it worthwhile to be considered a good
practice? Highlight the strong points of the

good practice

Through an operational path aiming at
exploring the potential of the company’s
service, at understanding the innovation
engine through services, and at getting
aware of the chance to create added
value granted by services, it is possible
to achieve — thanks to the analysis of
examples of services and of key factors
for success — the selection of the more
adequate and strategic service and the
development of an operational plan
aiming at offering a range of services
able to make the company more
competitive on the market,
differentiating it from the competitors.

Promoter of the initiative
institution that developed it)

(person or

Confindustria Veneto SIAV, in
cooperation with Asecorp (Spain), BBW
(Germany), Ceforalp (France) and ITL
Group (Hungary).

! Andromeda Training Inc. is an international company (based on USA), leader in creating business
games for the transfer of skills in economic-financial field. The game dynamic will let participants: 1.
understand business management tools, debts consequences, influence of competitors on the market,
relationship among business decisions, personal activity and economic results; 2. Recognize cost
elements with the maximum economic income; 3. Gain awareness about the role played for the
business success; 4. Acquire tools to effectively communicate financial business results.
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- Personnel of manufacture companies,
especially SMEs  (managers and
employees);

- Training and consultant centres
(trainers, consultants, internships);

- Universities (trainers, professors,
students, etc.)

Type of game used to implement the
initiative and its use

Social games to be played in a face-to-
face modality.

Contents included in the game

The game box includes:

- 2 game boards,

- 2 bunches of 52 cards “services”;

- 2 bunches of 20 cards “key factors for
success”;

- 18 blank cards;

-1 CD-ROM;

- Instructions for use.

Competences developed by playing the
game

Working in team, adapt to different
situations and different roles, take
decisions, solve problems, manage
situations, behave in the adequate way,
interact, cooperate, compete.

Educational and pedagogical approach

Active learning. The game represents an
“alive” and multidimensional
representation of the innovation
through services. Thanks to the team
work, the game generates a group
dynamic based on different interactions
and on a system of cooperation-
competition

Number of users — players

From 1 to 12 players, divided in 2 teams.

Transferability — reusability

It can be used in all environments
addressing to the target groups
identified.

Sustainability of the game

It has been developed thanks to a EU
funded project. Now each partner (Italy
included) is proposing it to different
stakeholders.

Impact  (indicate  quantitative  and

T . N/A
qualitative indicators used to assess it) /
Evaluation (indication the qualitative or

quantitative methodologies/tools  to | N/A

implement it)

Improvement areas

Wider dissemination and presence on
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Further information/ Additional Comments

A game master/animator is needed to
lead the game. His/her role is the one of
facilitator/moderator, rather than an
innovation expert. S/he is also an expert
on business management.

The game should be played in a room
with tables, with a computer and a video
projector available. Then, it is needed to
print the materials provided in the CD-
ROM.

References
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Nonino project.eu
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4. Major findings of the interviews

Profiles of experts interviewed

1. Project manager, trainer and partner, Projectize

He works organizational consultancy and project management at 360°, often dealing
with companies that externalize the management of big projects, being aware that
nobody within the company could autonomously do it.

Furthermore, his agency (Projectize) is also partner of the European School of Project
Management placed in Turin (North-West Italy). This school provides courses in
Project Management (tools, methods, soft skills, relationship, etc.) as well as
international certifications; in particular, one of the courses is based on a business
game.

2. Project manager and trainer, Training 2000

TRAINING 2000 is a vocational training centre working especially in the fields of adults
training, consultancy and promotion of innovative technologies within the companies.
A special focus is dedicated to the activity of trainers’ training in using ICT as
educational tool.

He cooperates for the management of European funded projects, included “SEE a
game”?, which has been aimed at developing two card games for the development of
entrepreneurial skills.

3. Trainer and project manager, partner of Adriatica Consulting

Adriatica Consulting is a training centre accredited by the Region for deliver business
training. She is in charge of national and European projects design and management.
She gained experience in the social game field thanks to the participation in EU funded
projects using games as a tool for train self-entrepreneurial competences.

4. Product manager and trainer, The Business Game

“The Business Game” has been funded in 2008 as an academic spin-off of the
University of Udine, led by the Prof. De Toni, Head of the Industrial Engineering
Department. They developed a first business game in manufacturing sector, then
improved and adapted also to meet other target sectors.

5. CEO at Open Knowledge srl

His personal job career is about HR and training, with a focus on innovative training
approaches (games included). Nowadays he works on business organisational
development and management consulting in the field of collaborative approaches in
business processes. “Open knowledge” is also based in London and Sidney; once a year
it organises the event “Social Business Forum”3 that takes place in Milan (ltaly).

2 http://seeagame.eu/
3 http://www.socialbusinessforum.com/
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Main findings from the interviews

Trend of social games as learning methodologies in professional contexts

In Italy social games still are a very innovative tool, rising with growing interest but
with a kind of caution from potential beneficiaries.

Usually, when social games are proposed in different contexts (vocational training
especially) they are received as a new way to learn, since nobody had ever had
experiences of training through games. It is possible to say that they are not used so
frequently.

Notwithstanding the interest perceived, social games cannot be introduced care-
freely. There’s some scepticism because of their newness, but more and more
universities are starting using them in their courses (the only agency “The Business
Game” is providing tools for 16 Italian universities); some use the game to support the
learning process of the course, some others to provide CFU or as an option for the
Degree Thesis. Actually, participating in a social/business game implies the reflection
process on which score has been achieved and how it has been reached. The report on
this simulation would replace the traditional thesis.

Out form the academic environment, the field is more viscous. There’s a quite general
lack of professionalism (both from the developing point of view and from the trainers
that could promote its use as a tool).

But everybody agrees in saying that social games are an innovative methodology with
big potentialities, since it easily reaches the target groups.

Italian market still needs some time to gain experience and to get aware of these tools.

Use of social games in the development of professional competences of adults

Social games seem to be recognized as reliable training tool especially from medium
and large corporations with a branched structure (i.e. having the head office abroad or
with different sections on the territory). There’s a room of development even for
smaller companies and for single professionals wishing to train to start up a self-
employed activity.

Sectors revealed to be receptive toward use of business games have been the
manufacturing one, the banks, and the project management; an area that nowadays is
developing is the one of CSR (Corporate Social Responsibility) and the adaptation of
some games for youth of secondary schools.

Talking about how social games are applied, it emerges that social games as learning
methodology are meaningful if included in a wider business training paths.

It means that games are an integrative methodology that it makes not sense to be
applied by itself, since it cannot offer the sufficient practice.

Traditional methodologies are still important in order to provide the common bases to

make users able to play.
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One more issue that has risen up is about the so-called “gamification” process:
nowadays games are more and more present in the social world; technologies used in
many projects have a strong playful component (foursquare, ranks, scores, etc.). The
gamification process is exactly the introduction of playful mechanics and experiences
in traditional interactions such as processes of project/documents management and
training.

Pedagogical and educational approaches

The basis is built by all the theories on game-based learning and the consequent
dimensions activated by the game: the challenge, the interaction with other players,
the work in team and the simulation of what is learnt from books and lessons.

One approach that has been expressed is the “try and learn” one: during the game,
players are asked to take typical decisions that an entrepreneur /manager/employee
should take in his/her own daily work; then the system provides feedbacks on the
results coming from their decision; and if users change the “levers” of the game, final
results are then modified. This lets players to see which the actual impact of their
decisions is.

In educational contexts (universities, schools, etc.) the process developed is the
following: firstly, an introduction face to face is done, to explain the game’s rules and
purpose; then players are given a time in which they can autonomously play (it can be
some days or some weeks, according to the course development); after that, a de-
briefing session is run, to explain what happened during the game: why somebody
won, why other players lost, which mistakes have been done by the different teams
during the game, etc. In secondary schools seems to be preferable to accompany
students along the whole game, for example making students play during the lessons,
with the teacher present in the class.

Anyway, in most of the cases social games are a supporting tool to traditional training
approaches, a kind of reinforcement of traditional learning.

Added value and benefits of using social games as a learning methodology in
professional contexts

- Learning by social games implies a higher rate of retention of concepts learnt than
with traditional approaches (books, lessons, etc.): the games let one consolidate by
doing what has been only theoretically studied. This is also the effect of the successful
bond between image and action, which the game is based on.

- Social games are tools that can reach a wider range of target groups , even complex
ones (immigrants, cases of drop-out students, people with difficulties in
concentration): learning by playing lets to make the attention threshold higher, thanks
to the interaction. Learners become active players in their own learning process. This is
also linked to accessibility: even if a basic specific knowledge is required, each user can
find in the games his/her own path of development.

- High involvement in players: this is a consequence of the challenge that the game
implies (somebody has to win). Users learn having fun and wishing to be the best
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players. The game raises the competition and the desire to show to be better than
others. The rank itself implies the wish to beat other users.

- High transferability: social games can be easily adapted to new contexts, even if a
kind of customization is required.

Competences to be developed

Technical area

- Competences linked to project management: costs and time monitoring, quality of
the project development, use of resources (HR included), assessment of results,
strategy planning.

- Competences linked to risk management: in a competitive environment, information
is never complete and there is always a certain degree of risk. The game provides a
realistic simulation, even if “protected”.

Relationship area

- Competences linked to team working: social games are usually played not by a single
player but a team of players, which have to choose their strategy and their decisions.
This stimulates discussion and group’s work, as well as the emerging of leadership skills
and attitudes. This implies also the development of skills about taking care of
relationships.

Communication area

- Soft skills: negotiation, interaction, leadership, persuasiveness, communication
capacity and style.

This seems to be a debatable point: even if the nature of the game also implies some
relational skills, some experts seem to prefer to maintain a face to face training
approach about it, being them convinced that actual communication skills can be
achieved only “de visu”.

Success and unsuccessful factors influencing the use of social games as a learning
methodology for professional competences development

- A common theoretical approach is needed among users approaching the game; the
game itself is not sufficient to develop competences if a shared ground is missing.

- Skills developed through social games could not be recognized by users and could
remain “latent”; feedback sessions are needed in order to make users aware of what
has been learnt and which has been the process.

- Trainers, educators and teachers (according to the target group) are a key element to
determine the success of the game as a learning experience: many of them still don’t
know or don’t recognize social games as learning methodology, which is often
underestimated. In case of games played face to face, the game master has the big
role to make the game understood by users and to involve them; a game having
players not involved and not participative looses its effectiveness. It requires empathy,
rising up from the involvement in the game itself.

Risks or barriers identified
CULTURAL - Social games are still not so well known as training methodology: they are
considered most of times not so useful and something that is too risky to invest in
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because its effectiveness is still not recognized. Actually, many prejudices and
scepticism are still frequent when talking about social games as professional learning
tool. Awareness should be raised not only toward potential end users but especially
toward trainers, managers, educators, and all the stakeholders that could act as
multipliers.

LANGUAGE — Experiences collected are almost all about games in the native language
of users; therefore no linguistic barrier has been detected; in one case the business
game was in English, but the users’ profiles were prepared enough to don’t perceive it
as a limit.

TECHNOLOGY — Some of the experts interviewed had experiences with off line
social/business games (to be played face to face, with cards or paths to be done); in
case of on line games, of course a computer, an internet connection and a web
browser having minimum requirements are needed; and these can be barriers for
people not having one of these components available. Anyway, they are becoming
more and more accessible for a wide public.

IN GENERAL, a well done introduction, explaining in detail the way the game has to be
played, the rules and the environment simulated is very important in order to put the
basis for a successful experience; otherwise a rejection crisis can occur.

Potentiality / Market of social games

Experts’ experiences are quite different concerning this topic; in the following lines
their answers are listed.

TYPE OF MARKET - Large companies/corporations that need a replicable training
approach because of their several branches, even if use of social games is more
frequent in foreign companies; - Educational and training centres (schools, universities,
MBAs...); - Medium and large companies — also Italian — using social games as a tool of
employer branding, to attract youth/students and as a tool of personnel selection; -
Companies of different size.

SECTORS - Vocational training and project management; - The sector has no
importance; what count is the size and the structure of the company; - Three sectors
identified as more interested: Tourism, Wholesale, Trade in general; - Consultancy
agencies (many of them have the economic capacity to request a game ad hoc).

How to approach the potential buyer/user

- Passing the word is a powerful system;

- Trainers’ training is needed: the first target to address is composed of trainers,
managers, marketing experts;

- Awareness raising face to face seminars, during which it can be presented the game,
better if with interaction with the public.

Measures or actions recommended to enhancing the use of social games
Sensitisation, creation of a common cultural base on social/business games as training
methodology. Institutions and Business Associations should help in approaching adults
to social/business games as methodology to develop professional competences.
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Social games and international project management

In Italy, social/business games exist, but not with the feature of internationality as
main topic.

SMEs could be more committed in try to understand how to start internationalisation,
rather than manage their own international projects (this is more frequent in big
corporations).

Competences that could be developed

All the competences linked to project management (costs and time monitoring, quality
of the project development, use of resources - HR included, assessment of results,
strategy planning); dealing with colleagues far away; intercultural issues (i.e. different
approaches); take care about the relationship; fundraising (research of call and tenders
if talking about European projects).

Recommendations

- Varying arguments dealt, thanks to the experience of somebody actually involved in
international projects: this could help simulating in the game realistic situations; too
many times handbooks and theory are reproduced, with no fidelity to reality;

- If the game will be online: plan a wide introduction on ICT action, otherwise it is going
to be faced a double challenge. Firstly, making trainers aware about the game as
training and learning tool; secondly, teaching to use ICT and communication
methodologies to not digital native people;

- If the game will be online: it’s difficult to be introduced in an already structured
training path, since the role itself of the trainer needs to change. In online games, the
trainer becomes more a Tutor, and this change of role needs to be accepted;

- Target groups need to be carefully identified (age is a relevant variable); according to
the target, choose the best fruition typology of the game (some experts prefer a face
to face game in order to make it feel not too distant and to avoid leaving users
“alone”).
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Profiles of professionals answering the questionnaire
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GE | A YE(;\;‘S
N°| N G EXPERIE SECTOR POSITION MAIN TASKS TRAINING TASKS
DER | E NCE
Recruiting, screening, selection
1 |F 53 | 25 HR Recruiter mterwe_ws, candidates analysis,
evaluations, competences
balances
projects about entrepreneurial
Consultancy . S
o start up and re-launch Master in organisations
to SME Territorial . . .
2 |F 30 |5 . . market and financial analysis management (focus on
about micro | Coordinator . .
. supply of micro-credits and PMI)
credit
bank guarantees
3 52 G.M.
4 43 | 20 Finance
Evaluation training
Consultanc needs
Tl ¥ Design of valuation tools
M MD . .. . Desi f
5 | M 39 anageme ,& Analysis and training projects eslgn o . .
nt Advisory | Project Mgr . . courses/simulations/wor
Coordinator of a working team -
d project .
and project manager Trainer
Assessment
Translations
and General coordination, both for | Trainer in schools.
6 |F 52 | 10 . . Director operational activities and Tutor of internship
interpreting . . .
. administrative/accountability. students.
services
Manageme
7 |M 61 nt
consulting
Manageme
8 | M 37 nt
consulting
Manageme Trainer in seminars
9 | M 70 | 43 nt Partner New clients development .
. about selling
consulting
trainer in courses about
public speaking, trainers'
PhD student on new training about conflicts
10 (M 37 | 10 Research technologies in developing management, trainer
countries about participative
training methodologies
(Net-Map)
11| F 56 |33 Media Consultant change.management and
strategies HR
12 | F HR Internship
Fiscal and L
manageme Fiscal and management VRIS Gl RC £l ol
13 (M 40 |13 Freelance . fiscal and managerial
nt consulting .
. topics.
consulting
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Marketing
14 50 and
communicat
ion
Senior training and consultancy to
SME . C bout E
15 42 |11 _S Project SMEs about EU funded ou.rses abou .“f°pea”
services projects and training
Manager programmes
. Manager of the company Co-design of courses
Managing . -
16 63 | 35 HR Director (selection, training and addressed to
development of personnel) unemployed persons.
M -
Strateglc anagemen Temporary mana.ger in3
. t consultant | medium enterprises
17 70 | 10 and & and Management consultant in Trainers for SMEs
. temporary | launching new brands
coaching L . .
manager Coaching in medium enterprises
research on Life Cycle
18 29 | a Research Post Assessr_nent meth_odology for prc')fess_lonals seminars,
doctorate producing burley in future university lessons
climate change conditions
Communication,
assertiveness,
Owner of Studio Counselling. communication styles,
Trainer President of a local business Transactional analysis,
. Trainer on association. Senior trainer AICo | Neuron Linguist
19 70 |44 Senior N . L . .
Cenrealfing Motivation (Italian Association counselling). | planning, Enneagramma,
Trainer in ATENEOSIR, Vicenza. | Leadership, Group
Business consultant Management, Selling,
Counselling, Public
speaking.
Training session for
. managers and
Business ORI LTS Ol entrepreneurs on lean
20 38 |13 industrial organisation, with a p . . .
Consultant organization; trainer in
team work approach. .
courses organised by
business associations.
. . Sal
21 40 | 13 Life sciences ales Sales manager
manager
trainer in- general and
specific security,-
Senior recruiting and personnel Fr)a hology - reysearch
22 41 | 18 HR Freelance selection, design and grap gy, .
. . and selectiondesign of
organisation of training courses .
courses for job re-
qualification
. Trai i bout:
Trade and operational ra!ner n cou.rse.s avou
. . selling, organisation and
Manageme management in manufacturing development of sellin
23 53 |20 nt Owner and distribution companies. P &
. . network, customer
consulting Nowadays working on Lean .
retention and
Commerce. . .
satisfaction, etc.
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Planning and coordination of
the cluster activities: 1)
identification and application of L .
. Trainer in tourism
Italian and European laws on .
. L . professionals (15 years).
. sustainable building for public . L
Sustainable | Cluster . . . Since 2003: training of
24 54 (25 e and private bodies; 2) training .
building manager . technical personnel
qualified personnel; 3) energy .
i . architects, surveyors,
label; 4) dissemination and A —
promotion of sustainable g o
building topics (for example in
events, fairs, etc.).
University if the Bologna
1996 (Psychotherapy
Psychologist and rehabilitation
and treatment)
psychothera University of the
pist Florence 2008-09-10-11-
rofessional, . . 12-13 (Faculty of
P . Psychotherapy, Diagnosis, . .( v .
Coach in ) medicine, Psychiatry,
Mental . manager in to health .
Business . Master on Criminology)
health Compan rehabilitation centre, consultant Guest as chairman and
25 60 |33 services and pany, of the new project model health .
Manager of . speaker in many
health services, .
. the Health . . national and

policies Private business company, CEO, | . .

Quarter of international Congresses

Owner and team manager. .

the Health about psychiatric

Department policies and treatment,

of the | have conducted many

Veneto seminars and focus

Region group about relationship
and leadership in to
privates company

Communica Commercial and creative VIR [ il

26 45 | 15 . Coordinator . medical and SMEs
tion director
sectors
Project
Public ;r:\adnager
27 29 | 2,5 Administrati .
on accounting
for FESR
projects.
finance consultancy
asset allocation
M s roperty plannin courses on financial
28 42 |20 Finance finance Frietpisiney AN : .
successor planning education and planning
consultant . . .
social security planning
business consultancy
Strategic marketing:
Consultancy and Temporary business analygs *
Management for SMEs in the eI SRR =
CONSULTAN g SWOT --> strategic
Tand elllailng e e development plan
29M 57132 |Services | pypopagy | #Profect management - jyeritcarion of yearly
MANAGER B . targets both for the
trade of business to business
company and for the
products .
personnel. Project
monitoring.
30 31 |6 Consultancy | Consultant jl'rammg and _consultancy about
inter-professional funds
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Recruiting & Selection
Climate analysis and role and
responsibilities organisation Trainer in private and
31| M 63 | >30 HR Ereelance Job Des.cr|pt|on and Job pl:|b|IC bod|e§, as well as
evaluation with professionals and
performance evaluation and managers.
personal development plans
business training paths planning
32| M 49 Training
. Business consultancy about
Business roduct communication (online | Tutor of internshi
33| F 38 |12 Communica | Freelance P . . . P
. and offline). Media relations students
tion . .
Digital Marketing.
Management of international
customers, with professional . .
Manageme interventions in SR HR (managerial topics);
34| M 70 |48 nt Partner s ! Management Consulting
Consulting organisation, management (professionals topics)
systems, assessment and
coaching.
* business training;
* personal and group
Trainer and Trainer and business consultant | development;
35(F 37 |13 Freelance with Action Methods and * training in accredited
consultant . . .
Socio/Psycho-drama training bodies;
* training in schools and
universities
Coordination and marketing of
Europe Business School (London
campus) research Centre
Post Manager in | activities, events organisation Training oroiect design
36 | F 34 19 graduation | Research and promotion, management of sl . =
. . . for the Executive MBA.
education Centres online contents. Previously,
coordinator of Admissions and
Selection of students at the
executive MBA.
Whole process of research and
Research, .

. selection of personnel - .
selection, .. . . Funded training. Private
training and Ul e R IR el training courses

37| F 30 |2 HR accounting, administrative . . ) .
developmen . Trainer in psycho-social
tasks, trainer. .
t of . - field.
Tutor of active policies of
personnel .
Veneto Region

Main findings from the questionnaires

The first question to be answered was intended to understand the very basic level of
awareness about our main topic: “Are you familiarized with the concept of social
game?”
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The answers have been clear
and very meaningful: the 62%
of professionals taking part
into the survey are not used
to deal with the concept of
social game.

This result can be interpreted
in different ways:

- from one side, there can be
a language matter. As pointed
out in other chapters, Italian
professionals are more used
to talk about “business” or
“serious” games, rather than
with “social” ones; from another side, it can actually be possible that the concept is
completely new, and this would imply a very low diffusion of social games in general.

Yes
” 38

The next question, investigating the use of social games to perform the professional
tasks, can probably better explain the actual situation:

| | | | | |

Never l 70,27%
Hardly 8,11%
Sometimes 11%
Usually/frequently S5,41%
Always or most of the 5,41%

time

0% 10% 20% 30% 40% 50% 60% 70% 80%

7 professionals out of 10 NEVER use social games as professional tool.

Concerning the remaining respondents only 2 professionals out of 10 state they use
social games at least sometimes to perform his/her professional tasks®*.

In theses cases, the following examples of social games are given: games aiming at
reading balance sheets and at evaluating decision making processes; simulations, role
playing, team games during the training sessions; evaluation of potential, development
of competences of leadership, result-oriented approach, problem solving and
interpersonal competences; manual games to realize products; role playing in learning
for social work and nurses

» o«

4 In this group is included people answering both “always or most of the times”, “usually/frequently”
and “sometimes”.
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The feeling is that nowadays in Italy social games are prerogative of a very few niche of
professionals.

But why? Are there specific barriers to their development? The group of people using
social games at least sometimes, when it is asked which are the main difficulties met in
using social games for adult learning, highlights the following ones as explicitly more
relevant®:
- The company considered that social games are not a professional educational
methodology;
- Lack of materials in my mother language;
- Lack of social games that answer the training needs of professionals;
- | felt I didn’t have the necessary competences to exploit this methodology in
the best possible way.

Concerning the perceived usefulness of social games to perform the professional tasks,
the 60% of respondents thinks they can be useful or more than useful. Therefore,
considering that very few of them are used to using them regularly, it is possible to
deduce that should social games be more widespread and more fitting the training
needs, professionals would really appreciate them and use them in their everyday
work.

Nobody thinks they are not useful at all. But all the remaining respondents choose the
option “Other”, probably because of the lack of awareness about the actual
application potential of social games.

One more question has been asked about how the impact of social games in adult
education is considered:

55,56%
60%-

50%-

40% 29,63%

30%-

/ 14,81

20%-

. /

0%
High impact Medium impact Low impact

5 They are considered more relevant the 4 more popular explicit options.
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The feeling is that those who know the social games methodology consider it
positively; in fact, only the 15% of respondents thinks social games have a low impact
in adult education.

The main benefits® recognized as brought by social games are the following:
- Enable professional training more attractive and motivating (73%);
- Facilitate learners’ access to further education (33%);
- Enhance more flexible and adaptable training contexts (33%);
- Development of competences that are not approached by traditional
methodologies (33%).

The 4 competences identified as more adapted to be developed by social games are
the following:

- creativity (65%);

- communication competences (50%);

- social competences (44%);

- flexibility (41%).

Anyway, also the other competences proposed as options receive a good amount of
preferences: leadership and interpersonal competences (35%); innovation and
intercultural competences (29%); competitively (9%). One respondent would also
suggest “technical competences” (i.e. Economics, Finance, Lean Production, etc.).

Having to think about the major competences needed by the professionals working in
the field of international management projects, the picture we get is the following:

63%

J 72%
J 72%
) 84%
I I I I I I I 1 1 1
0% 10% 20% 30% 40% 50% 60% 70% 80% 90%

Combining these outcomes with the ones of the previous question can be the perfect
starting point to design the LPMnage social game in terms of competences it should
train.

8 They are considered more relevant the 4 more popular explicit options.
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The questionnaire ends asking the professionals some recommendations for the
development of the LPMnage social game. The 13 answers collected are listed below:

1 They can be useful also in the evaluation of the resources’ potential in Succession plans and in career
plans, both for the middle management and for the top managers from big corporations; therefore,
both at “national” level and “International” one (personal successful experience in 2 big corporations)

2 I’'ve always spontaneously applied social games in order to make the training an actual training
experience. I’'m not used to the definition "social game", but a general suggestion would be to follow
and give shape to natural attitudes and inclinations of the subjects.

3 I’m not aware about this project, but with more details | will be happy to provide some suggestions.

4 Yes, please help us in understanding what exactly are.

5 At the moment | don’t’ have suggestions.

6 | suggest to explore http://netmap.wordpress.com and http://www.webaterlier.net/URL
[Technical note: there would be given the possibility to reset the answers given in order to eventually
correct them, and this is not possible now].

7 Sorry... but | don't know... | never used these instruments... when | will use this instrument, after, |
may can say if this method is good or not.

8 It needs to be a social game actually meeting the users’ needs. It has to be led as a game, butin a
professional way.

9 Explain what a social game is.

10 | It’s hard to give suggestions, I'm not an expert on this issue, but the idea of learning by having fun
fascinates me.

11 | don’t know.

12 | Unfortunately at the moment I’'m not able to do it.

13 | I’'m not aware enough about the project to be able to say something useful.
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6. Major findings of the focus groups

Profiles of professionals participating in the focus group

. Career Counsellor at Eurocultura

. Chief of “Urban Centre Office”, Municipality of Thiene
. Quality of Training Monitoring at Topic srl

. Professor at University of Padova

. President of FORTES srl

. Consultant, trainer, personal development

. Resources Development Coordinator at ALDA

. Project Manager at Centro Servizi Formativi Provolo
. Project Manager R&D at Risorse in Crescita scarl

10. Senior Consultant at Risorse in Crescita scarl

11. President Social Cooperative AlterAttiva

12. Senior Consultant at Associazione Staff

OO NOOTUVLBEEWNER

Main findings from the focus group

Most valuable competences to perform their task

Participants have been invited by the moderator to list the three most relevant
competences they would identify to better describe their everyday work.

The result of the stimulus has been interesting and rich of useful contents to better
define the profile of international projects professionals.

We can distinguish 3 main areas of competences coming from the debate:

TECHNICAL SKILLS

- Project design/planning and management

- Project Marketing: being able to “tell” and disseminate your “product” through the
proper channels and methodologies;

- Being able to monitor and evaluate the project;

- Being able to make synthesis from different experiences in order to transform them
into “models” and “formats”;

- Progress management, also from financial/economical point of view;

- Accountability skills;

- Being able to make the project effective, and not only efficient: being able to valorise
and to have an actual impact on the market/territories;

COMMUNICATION AND INTERPERSONAL SKILLS

- Being able to easily interact with different players: institutional and political bodies,
social players, beneficiaries, citizens, clients, enterprises, etc.
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- Catching links and connections among different players and interlocutors >> being a
kind of “bridge builder”;

- Having a networking attitude, both within the organisation (valorising competences
of collaborators) and outside of it;

- Being able to motivate and involve people, also reminding deadlines and work
engagements to be achieved for the common success;

TRANSVERSAL / PERSONAL SKILLS

- Being able to work under stress: the pressure of deadlines needs to be controlled;

- Learning to learn: going out from self-reference, being open to the “Other” and the
“New”, which also imply a hint of humility;

- Having Vision and Imagination: being able to foresee the development of a project, at
the same time making synthesis of its main goal;

- Being able to focus on the main objective, even if sometimes project phases risk to
make deviate from it;

- Flexibility: from one side, being able to adapt to different situations and
environments; from the other side, being able to adapt to different rhythm of work,
hours, times, resources;

- Clearness and transparency;

- Being able to deviate and to reserve space for the unforeseen and for the
inconvenience, being curious;

- Being patient, both for understanding people and for being able to wait in order to
achieve the targeted results;

- Being optimistic, enthusiastic, preserve some ingenuity... so that you will be a person
that is a pleasure to work with!

Training needs to perform their professional task

Most of participants’ experience in international project management has been gained
by doing and by following and shadowing professionals with a wider experience in
covering the role they were aspiring to achieve.

This occurred from one side because the “international” skills have become a
leitmotive of their work in a later stage of their formal education, when they already
had entered the job market; on the other side, the educational offer seemed - and
seems -not so satisfying in Italy, and even professionals aiming at acquiring a more
specific experience in the international project management field finally decided to
persist with a kind of self-training.

A couple of participants formalised their competences attending, once their job path
and area was almost clear and defined, a Master in European Project Management; by
the way, both of them agree in considering it useful only since they already had
knowledge and experience with actual projects and dynamics, otherwise the training
path itself would not had been enough to make them start a career in that sector.

III

Languages knowledge has been initially not mentioned, probably taking for granted
that working with international projects need at least a good English level. However, all



Lifelong T S o

Learning StubIOCENTRO \\ Play

Programme VENETE,-?,“, 1968 LPang > | Manage

participants agree that even a basic knowledge of other languages can completely
change the “level” of communication with international colleagues: saying a few words
in the native language of a international partner or potential client can warm the
communication environment more than articulate speeches in the vehicular language.

Labour market demands on their professional field

The most relevant roles and profiles requested in the participants’ job market are the
following:

- Fundraiser;

- Project designer/manager/controller;

- Accountability manager;

- Consultant for Internationalisation;

- Trainer about Internationalisation (being able to transfer know how);

- Teacher/instructor able to teach and transfer their practical expertise in international
and intercultural contexts;

- Advisors/facilitators, which means people able to build links and connections.

One specific need emerged about the Public Administration environment: usually PA
employees are not so well prepared about internationalisation, so more skilled and
qualified staff would be needed; on the other hand, there would also be needed to
find right partners to cooperate with, since PA has its own dynamics and times.

Experience and use of social games for learning

Some of the attendants had already participated in games as training tool, especially
face to face (simulations, role games, cards games, etc.). As common strong point, the
transferability and adaptability is highlighted, since it is considered a methodology able
to reach different target groups.

Specific examples have been given: games about lean production, residential game
lasting a whole week about employability,

If asked about ICT games, the average knows some recreational ones, rather than the
ones applied to professional contexts (for example, Farmville, Ruzzle...).

Participants have been asked to work in small groups discussing about their view on
social games as learning tool. In the following table the main findings are listed.

SOCIAL GAMES SOCIAL GAMES SOCIAL GAMES SOCIAL GAMES
ARE GOOD IN ARE ADEQUATE WORK BECAUSE... ARE NOT
ORDERTO... IF... ADEQUATE IF...
- make people - objectives are - they are social! - objectives are not
involved and clearly defined; - risk is limited, clear;
participative; - there’s a strong because of the - target group is not
-tryand learnina | tutorship/guidance; | game environment, | clear;
“safe” condition; - foresee debriefing | but the situation is | - requirements to
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- stimulate single
and team
competition;

- stimulate
flexibility in
assuming different
roles;

- make the learning
process shorter;

- break formality;

- interpret new

sessions, run with
competence in
order to make
players aware
about the skills
acquired;

- is user friendly
(especially for on
line games);

- are coherent with
the target group;

realistic;

- are funny;

- they make the
attention level
higher;

- the competition
let players involve;
- they can be
played with a wide
number of players
(especially online).

participate are not
owned by players;
- the topic to be
learnt is too
specific and
influenced by the
application
contexts;

- is too focused on
technology that can
“make cold” the

needs. - produce atmosphere;
economical - time available is
benefits; too short;
- there’s a clear - the virtual

environment is not
enough realistic.

evidence of the
training benefit.

Other types of social and informal learning

Almost all participants stated that many competences had been acquired “by doing”,
and therefore such competences are not “formalized”.

Typical informal learning methodologies used have been: shadowing; working strictly
with an experienced person; self-study; self-training through seminars and meetings;
just work and find yourself in new situations and with new problems to be solved;
active techniques such as psychodrama (assuming a role, then having a shared
debriefing moment); suggestopaedia’, etc.

Recognition and validation of competences in informal learning and contexts

The recognition is actually not frequent; some European learning programme, as
Leonardo da Vinci, provide a certification in which the learning experience (usually up
to 3 months of internship abroad) is proved (“Europass mobility”) and in some cases
some CFU are recognized, so to integrate the experience in the formal education
system.

Anyway, this is a peculiar example, since there’s not a recognition system able to
valorise all the competences acquired thanks to informal learning.

" Suggestopaedia (UK English) is a teaching method developed by the Bulgarian psychotherapist Georgi
Lozanov. It is used in different fields, but mostly in the field of foreign language learning. Lozanov has
claimed that by using this method a teacher's students can learn a language approximately three to five
times as quickly as through conventional teaching methods. [...]

The theory applied positive suggestion in teaching when it was developed in the 1970s. However, as the
method improved, it has focused more on “desuggestive learning” and now is often called
“desuggestopedia.” Suggestopedia is a portmanteau of the words “suggestion” and “pedagogy". A
common misconception is to link "suggestion" to "hypnosis". However, Lozanov intended it in the sense
of offering or proposing, emphasising student choice.

(Source: http://en.wikipedia.org/wiki/Suggestopedia)
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7. Conclusions and remarks

At first sight, social game-based professional initiatives in Italy seem to be quite rare
and not so frequently used. This is the first conclusion achieved when searching
resources and references about them, as well as when talking about them with
professionals and managers.

Only after a while it has been possible to understand that the first issues to be pointed
out were about language. When talking about “social” games, people are not so sure
to be aware about the meaning intended, and the first reaction is thinking to be not
prepared about the topic. If the attributions are changed, and “social” is replaced by
“business” or “serious”, a wider world can rise up to the research, showing that even in
Italy something is happening concerning these INNOVATIVE tools.

It is said “innovative” because social/business games still are tools in evolution, with a
relative recent story at national level if applied at professional contexts. Professionals
working with them and having a direct experience in developing and proposing them
as learning tool have all stated to work on this field from the first years of 2000, mainly
since 2005. Therefore, we can say that in Italy social/business games have a less-then-
10 years story.

Furthermore, they were born in academic/technical environments, developed by
engineers and proposed especially to university and post-graduated students of
industrial engineering and economic sciences, which is a niche of beneficiaries having
specific knowledge and personal resources.

Nowadays, about 8 years later, social/business games are protagonists of a wider
development, thanks to the added value they have shown to guarantee if proposed in
addition to traditional learning methodologies.

First of all, new environments simulated and recreated are now the backgrounds of
the games. Games now are not only reproducing situations in manufacturing
companies to be managed, but also services sectors and educational contexts.
Secondly, new target groups to address have been added as beneficiaries: therefore,
not only university and post-graduated students (that anyway remain one of the main
users group) but also entrepreneurs, managers, professionals, trainers, consultants,
employees and secondary schools students.

Finally, new methodologies and ways to be played are tested. ICT and smart
phones/tablets applications are opening a huge world of potential use typologies,
having care to consider always the double face they have (barriers such as accessibility,
usability, wrong interpretation of the game itself, etc.)

All these evolving fields represent now the big challenges to be faced in Italy in order

to make game-based learning initiatives in professional context gain the deserved
status of “tools” and methods to achieve actual competencies. LPMnage, thanks to the
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contributions of the national reports elaborated by all the project’s partners,
represents a perfect chance to start answering important questions such as:

How to sensitise trainers, educators and entrepreneurs at overcoming the scepticism
around them?;

How to spread the use of social/business game toward SMEs, overcoming the
assumption that only big corporations could afford them?;

Which features do they games need to have in order to be proposed to younger
groups?;

Which more in order to reach even more complex target groups, shown to be easier
involved through games than through traditional methodologies (i.e. drop-out youth,
students with concentration problems, etc.)?;

Which is the best combination of face-to-face sessions and individual playing? Is
technology a facilitating element or not?

These and others are the questions that the Project Partnership should have in mind in
its future experiences about social/business games.

What it is sure, is that LPMnage project and goal is perfectly fitting the actual state of
evolution about the topic, as it has been shown by the interest collected in all the
stages of the present research by the professionals and experts involved. An important
starting point has been surely laid.
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Annex | — Data collected with the Italian survey

Are you familiarized with the concept of social games?

Answers Percentage
Yes 14 37,84%
No 23 62,16%
Total 37 100,00%
Do you use social games to perform your professional tasks?
Answers Percentage
Always or most of the time 2 5,41%
Usually/frequently 2 5,41%
Sometimes 4 11%
Hardly 3 8,11%
Never 26 70,27%
Total 37 100,00%

...If s0, can you please provide any examples of social game used:

Use of plasticine to realize products ideas.

00 NOULL D WN

Role playing in learning for social work and nurses

If you answered “Never", please indicate which:

1 It never happened to find barriers; I've always perceived enthusiasm and involvement by all participants.

I’m not in charge of planning the curriculum of the courses.

Costs

No b wN

| develop social games in my company, for example aiming at reading balance sheets and at evaluating decision
If it is correct considering role play games used in presence as social games, it happens to use different types of
I’'m used to design some role-play to stimulate the reflection on topics dealt. | often use the Net-Map technique
Evaluation of potential; development of competences of leadership, result-oriented approach, problem solving

Use of different games where participants need to assume a specific role in a virtual company that have to achie
Team Social game in my Postgraduate School in Milan about active methodologies for leading groups

Shyness from learners because of the use of techniques considered unconventional or not socially accepted if a
These innovative methodologies need a strong legitimisation of the trainer, which is not always easy to get “ab
| don’t know this tool (or maybe | know but I’'m not aware it is called like this).

Role play for improve professional capacity to employees... as social workers and nurse

Please rate the usefulness of using social games to perform your professional tasks?

Answer Percentage

Very useful 5

14,29%
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Rather useful 6 17,14%
Useful 10 28,57%
Not useful at all 0 0%
Other 14 40,00%
Total 35 100,00%
How do you assess the impact of social games in adult education?
Answer Percentage
High impact 8 29,63%
Medium impact 15 55,56%
Low impact 4 14,81%
Total 27 100,00%

Which benefits can social games bring to the professional competences development

(select as many options as you consider necessary)?

Answer | Percentage
Enhance the participation of adult learners in further education. 8 24,24%
Facilitate learners’ access to further education. 11 33,33%
Enhance more flexible and adaptable training contexts. 11 33,33%
Optimization of time and resources both for professionals and companies. 10 30,30%
Development of competences that are not approached by traditional methodologies. 11 33,33%
Facilitate the task trainers working in the field of professional competences development. 9 27,27%
Enable professional training more attractive an motivating. 24 72,73%
Other 10 30,30%

If you answered “Other", please indicate which:

1 | Never used them, | can’t evaluate their benefits.

2 |l can’t express an opinion since I’m not so prepared on the topic.

3 |lcan’timagine how to use social games within the operations and the projects I’'m used to

follow.

4 | Since | don’t know social games, | can’t evaluate their benefits.

5 |l think it can become a more and more innovative method in training contexts.

| don’t use directly social games, but | know they are used with students of our school (post-
graduation Master) and the simulation involves youth very much; it is also effective since it
reproduces a real managerial/business environment.

| never took part in social games, but I’'m interested to them.

| don’t know them in details but | would like to deepen the topic.

Which competences can be developed through the use of social games
(select as many options as you consider necessary)?

Answers Percentage

Creativity 22 64,71%
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Leadership 12 35,29%
Flexibility 14 41,18%
Innovation 10 29,41%
Communication competences 17 50%
Interpersonal competences 12 35,29%
Intercultural competences 10 29,41%
Social competences 15 44,12%
Competitively 9 26,47%
Other 9 26,47%

If you answered “Other", please indicate which:

1 The trainer and leader of the group should be an expert in training and in personal

development, in order to avoid proposing every kind of playful activity (considering it as
social game) able to make the participants enthusiastic but that could maybe have a low
impact on their own personal and professional evolution... as already seen, specially from
consultants arriving within the enterprises and then disappearing having given no added
value and substantial change.

2 Since | don’t know social games, | can’t evaluate their benefits.
3 Since | don’t know social games, | can’t evaluate their benefits.
4 | believe it could be possible to develop all the points listed in the question 20.
5 Also learning on "hard" topics, such as Economics, Finance, Lean Production, etc.
6 Technical competences
7 All
Which difficulties or barriers did you find to use social games in adult training
(select as many options as you consider necessary)?
Answers Percentage
Lack of interest from the professionals 2 11,76%
Lack of social games that answer the training needs of
professionals. 4 23,53%
Lack of materials in my mother language. 5 29,41%
Difficulties to integrate social games in the training programs
already established. 2 11,76%
| felt | didn’t have the necessary competences to exploit this
methodology in the best possible way. 4 23,53%
Difficulties to assess the learning achieved through the use
of the social game. 1 5,88%
Difficulties to validate and get recognition of the learning
achieved through the use of a social game. 2 11,76%
The company considered that social games are not a
professional educational methodology. 6 35,29%
Other 10 58,82%

If you answered “Other", please indicate which
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We would very much appreciate if you could offer us some recommendations for the
development of the LPMnage social game?

Answers

1

They can be useful also in the evaluation of the resources’ potential in Succession plans and in
career plans, both for the middle management and for the top managers from big corporations;
therefore, both at “national” level and “International” one (personal successful experience in 2
big corporations)

2 I’'ve always spontaneously applied social games in order to make the training an actual training
experience. I'm not used to the definition "social game", but a general suggestion would be to
follow and give shape to natural attitudes and inclinations of the subjects.

3 I’'m not aware about this project, but with more details | will be happy to provide some
suggestions.

4 Yes, please help us in understanding what exactly are.

5 At the moment | don’t’” have suggestions.

6 | suggest to explore http://netmap.wordpress.com and http://www.webaterlier.net/URL
[Technical note: there would be given the possibility to reset the answers given in order to
eventually correct them, and this is not possible now].

7 Sorry... but | don't know... | never used these instruments... when | will use this instrument, after, |
may can say if this method is good or not.

8 It needs to be a social game actually meeting the users’ needs. It has to be led as a game, butin a
professional way.

9 Explain what a social game is.

10 | It’s hard to give suggestions, I’'m not an expert on this issue, but the idea of learning by having fun
fascinates me.

11 |Idon’t know.

12 | Unfortunately at the moment I’'m not able to do it.

13 | I’'m not aware enough about the project to be able to say something useful.



http://netmap.wordpress.com/
http://www.webaterlier.net/URL

