May 03 - 08, 2004
Excellence in Gaming Simulation
Aim of the course:
Practically oriented teaching about the effectiveness of Gaming Simulation methods (computer simulations, computer supported simulation games, role play, policy-exercises, team-exercises etc.). To build up knowledge, skills and abilities for conducting and designing Gaming Simulation Methods.

Number of hours: 4 ½  days in one week, 35 hours total

Requirements for participation: experience with Gaming-Simulation-Methods (participants need to have proved participation in three or more gaming simulations, one self-conducted GS-experience, proved experience in designing GS). 

Contents:

1 Training in the use and understanding of complex social and urban system dynamics and systems thinking

2 Training in the use, facilitation and design of Gaming Simulation methods

3 Training in the design of learning-environments using Gaming Simulation 

4 Increase of problem solving, communication, leadership and cooperation skills in teams

5 Learning about efficient intercultural communication and collaboration

6 Practice of reflection, analysis and evaluation skills


Methods:

1 Professors will give lectures followed by group-discussion (additional experts in Gaming Simulation will be invited for guest-lectures, as Prof. Dr. Arnaldo Cecchini etc.).

2 Students will design Gaming-Simulation Methods in small groups (coaching by professors), conduct GS-Methods in the whole group followed by debriefing.

3 Students will participate in the 2-day simulation “New WAVE” (designed by Dr. Rizzi, lead by professors). This simulation integrates the real city of Venice, real projects of town-development, simulation of decision-making for urban development of the city of Venice, and computer-based simulated social dynamics of Venetian-population and political processes. Students will learn about complex systems management and discuss the transferability of the simulated model to the city of Munich. 
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