
Simulation and Gaming in  

Higher Education

http://www.upv.es/gie IEMA

http://www.upv.es/diaal   DIAAL

Amparo García-Carbonell

Simulation and Gaming in Higher Education







thinking

Tools

Linda Booth and Dennis Meadows

Simulation and Gaming in Higher Education



ARMS 

CROSSED 

Picasso

We often forget 

that the process 

of changing our 

mindset can be 

uncomfortable ...

When we get used 

to a way of acting 

we mechanize 

procedures.
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Why to use simulationand 
gamingin higheducation?
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A comprehensive educational program 

has to prepare students for their 

profession not only with specific 

competences/contents, but also 

professional competences. 

specific competences

professional competences
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Professional competences  

Effective
communication

Negotiation

Innovation

Creatividad

Leadership

Problem
solving

Groupwork

Assertiveness

Creativity

Strategy
planning

Generic competences are essential at work place



ABET , the Accreditation Board for Engineering 

and Technology is a non-governmental 

organization that accredits post-secondary 

education programs in "applied science, 

computing, engineering, and engineering 

technology".

http://www.abet.org

CINTERFOR/ILO The Inter-American Centre for 

Knowledge Development in Vocational Training 

(ILO/Cinterfor) 

http://www.oitcinterfor.org

OECD The Organisation for Economic Co-operation 

and Development 

http://www.oecd.org

AHELO the Assessment of Larning Outcomes in 

Higher Education Learning

http://www.abet.org/
http://www.oitcinterfor.org/
http://www.oecd.org/


ABET Global Impact



ABET 

Accreditation Board for Engineering and Technology

Engineers

should acquire

11 competences

5 hard competences 6 professional

competences

ABET
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Related to the process

1. Ability to function in multidisciplinary teams.

2. Ability to understand professional and ethical responsibility.

3. Ability to communicate effectively.

Related to consciousness / knowledge

4. A broad education to understand the impact of

engineering solutions in a global, economic context,

environmental and social.

5. Recognize needs and have the ability to permanent learning.

6. Know current issues.

Professional/soft competences
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EU
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http://www.incode-eu.eu/
http://www.incode-eu.eu/


Innovation Competences Barometer INCODE

http://incode-eu.eu/fileadmin/_migrated/content_uploads/ICB-Barometer.pdf

INDIVIDUAL

INTERPERSONAL

NETWORKING

http://incode-eu.eu/fileadmin/_migrated/content_uploads/ICB-Barometer.pdf


Communicationfrom the Commissionto the European
Parlament, the Council, the EuropeanEconomicand Social 

Committeeand Committeeof the Regions

A renewedEU agenda for highereducation (COM 247-2017)



Innovation

Competence

Creativity

Initiative

Critical
Thinking

© FINCODA UPV-SEE-CSP team(2017). InnovationCompetenceModel

TeamWork

Networking

FINCODA Innovation Barometer Assessment Tool
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Learning community

Experiential learning

Games

Simulations

Why to ǳǎŜΧ 
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Typesof 
gamesand simulations
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CIRCLES IN 

the AIR

Jules Olitski 1960

Our view depends 

on where we are 

positioned.

If we change our 

mental/physical 

point of view, we 

may discover new 

insights and 

approaches.
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FIVE EASY 

PIECES

Group work

solutions can be 

taken collectively

the individual 

approach may be 

poorer and cost 

more time.

the tendency to 

individualism can 

create barriers and 

inhibit 

troubleshooting.
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Ulla Sandersen 2003

SQUARING 

THE CIRCLE

Communication 

and strategy in 

the group is 

essential
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SQUARING THE CIRCLE

Simulation and Gaming in Higher Education





WEB OF LIFE

variables of any topic

and their connection
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WEB OF LIFE

Simulation and Gaming in Higher Education



WEB OF LIFE
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Simulations

Situational

simulations

Computer

simulations
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classroom

Without

multimedia 

resources

Computer based

Computer assisted



Project HELMET: Job interview

Foldin half Folddown bothe
corners

Foldin half

Foldcorners
outwards

Foldtop layerup Foldup

Insert flap into
thee helmet

Finished

https:// www.youtube.com/watch?v=LhqQgYNCzQo
https://www.youtube.com/watch?v=scF2YHcMqxw

https://www.youtube.com/watch?v=LhqQgYNCzQo
https://www.youtube.com/watch?v=scF2YHcMqxw




Origami Helmet Project
https://www.youtube.com/watch?v=scF2YHcMqxw

New enterprise

New working group

New product

New client

New corporate identity

Planning

Teamwork

Attention

Quality control

Problem Solving

Product and process

evaluation

https://www.youtube.com/watch?v=scF2YHcMqxw
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A Ficticious Election

Diggers Levellers

Roundheads

Simulation and Gaming in the Professional Competences Acquisition © AGC_ Workshop_22_Hamburg



Know-it-all linguists

http://beatrizolalde.blogspot.com.es/p/dedos.html
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International Communication and 
Negotiation Simulation

http://www.icons.edu 

ICONS

Telematic Simulation

Intercultural Dynamics in European 
Education through On-Line 

Simulation

http://www.ideels.uni -bremen.de

IDEELS

Telematic Simulation

International
System

Human 
Rights

in
Eutropia

EUROPE the USA
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simulation

controller

France

The USA

Italy

Germay

The UK

Japan

Spain

England

Emirats


