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EXECUTIVE SUMMARY
This document synthesizes the trial results measured according to the evaluation
criteria settled in D 5.1. and offers hints for the final version of DECIDE-IT. The
document will be organized in sections which will describe common elements of
the trial, such as: objectives, the evaluation protocol, the results from the 3 trials
in each of the 3 countries, the candidates profiles, the feedback of the target
group, the features required to be modified in the final version of the product.
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1. INTRODUCTION
1.1.BRIEF DESCRIPTION OF DECIDE-IT GAME
DECIDE-IT is a game which considers methods initially used for training personnel
managing natural and industrial disasters, methods which will be adapted in order
to be used in training management.
DECIDE-IT educational strategy will be based on experience which simulates
stressful situations without exposing learners to the risks which might be implied.
To this extent, the project will adopt a combined approach, mixing classical
teaching with playing a role in a 2D environment, monitored by a virtual teacher.
DECIDE-IT suggests a methodology based on role-playing as a fundamental element
in developing soft-skills (e.g. training negotiations abilities).

1.2.GAME OBJECTIVES AND PROCEDURES OF DECIDE-IT GAME
The game targets 2 strategic objectives. On one hand DECIDE-IT wants to introduce
a formative methodology to create and improve abilities related to taking decisions
in stressful conditions. On the other hand, the game targets an articulated strategy
for promoting the suggested solution to the companies, which are the final target
of the project and to the scientific community.
The specific objectives may be synthesized as follows:
-testing the already developed system in the former project, DREAD-ED, with small
groups of managers (4-5/country) from the Romanian, Italian and Spanish
companies which participate to the final test of the product;
-identifying and implementing the necessary technological and methodological
adjustments in order to make the product more attractive and efficient for being
used inside the companies;
-checking the utility, attractiveness and efficiency of the product by the help of 60
users coming from 3 big private companies from Romania, Italy and Spain;
-marketing to identify the initial clients among the business partners of the 3
companies participating in the project;

2. EVALUATION PROTOCOL
2.1.RECRUITMENT AND SELECTION OF PARTICIPANTS
It was considered that for each trial in each country there should exist at least 2
executives out of the 20 persons/country/company, so that the trials benefit from
a diversified experience of different levels of management.
In each country managers with a significant experience in the decision making
process were taken into account when organizing the groups for the trials. Their
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high experience in getting concrete results in making decisions, in coordinating
teams, in managing budgets and in making decisions under pressure turned them
into eligible candidates for the trials, giving the project the chance to have a
valuable assessment of the game potential.
Therefore, the following criteria were taken into account:
Criteria for managers:
1)-minimum 5 years experience of decision-making and minimum 3 years
experience as managers;
2)-diversified expertise given by different domains of activity within an
organization: financial, marketing, sales, technical, etc.
3)-English skills for the game and for filling in the questionnaires; for the
debriefing sessions , each country can use their language (in order to avoid the
language barrier; we are interested in finding very experienced managers and not
very English skilled ones), following that the tutor who is leading the session to
make a report with the conclusions, according to the suggestions presented by
SIVECO;
4)-availability for the trial: participants should be informed in the
recruiting process of the necessity to allocate as an average 3-4 hours per session;
5)-result-oriented-managers who can prove , along their professional
life, concrete results of their decisions-e.g. at least one decision taken which led
the increase of sales with 10%
6)-good managerial skills-good team coordination, good budget
managing, efficient in taking decisions under pressure
7)-technical skills in computer managing
Criteria for executives
1)-minimum 5 years experience as executives (involved in the
organization’s management);(ex: deputy-Vice President, Vice-President, COO)
2)- English skills for the game and for filling in the questionnaires; for
the debriefing sessions , each country can use their language (in order to avoid the
language barrier; we are interested in finding very experienced managers and not
very English skilled ones), following that the tutor who is leading the session to
make a report with the conclusions, according to the suggestions presented by
SIVECO;
3)- availability for the trial: participants should be informed in the
recruiting process of the necessity to allocate as an average 3-4 hours per session;
4)-strategic view-strategy-oriented-capability to draw-up the strategy
of an organization by making all resources (human, financial, material, etc)
available
5)-technical skills in computer managing
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There will be 3 sessions of trial of half a day , one and a half month distance from
one another for which it is important to make sure that we can count on the
contribution of 5 groups of 4 participants that could act as experts in decision
making within business environment. We start with a number of 5 to 6 participants
per group so that to cover the risk of drop-out either due to sudden unavailability
or less than satisfactory decision making skills level.

2.2.OBJECTIVES OF 1ST , 2ND AND 3RD EVALUATION TRIALS
The 1st trial was a formative session. It measured the robustness of the game, the
technical features to be implemented in the development process of the game.
Each player, by feeling in the questionnaire provided useful information for the
next level of developing the game.
The 2nd trial was also a formative session , in which there was a combination
between defining the technical features of the new game and how the game would
be improved for the decision-making process. It was the bridge between the 1st
and 3rd trials, because it tried to pass to the core of the process-the capability of
making decisions in a complex and dynamic environment.
The 3rd trial was a summative session, in which the game already reached a
maturity level of development and tried to measure participants’ skills in making
decisions in business.

2.3.DESIGN AND ORGANIZATION OF 1ST, 2ND AND 3RD TRIALS
The 1st trial was organized as follows:
1-there were single player sessions with all 20 managers per each country, in order
to get an image of the game from the technical point of view.
2- the players received an email together with a questionnaire attached.
3- they were asked to fill in the questionnaire and send it back by email
The 2nd trial was organized as follows:
1-there were both single player session (with all 20 managers per each country) and
multi player sessions (5 groups of 4 people in each country) .
2-the reason for which persons chosen in the multiplayer sessions, also
“participated” in single player sessions (like in the 1st trial), was that a
comparison between the game played as single player and the game played by
more players within the same session.
It was considered that valuable information would be obtained and used for the
next stage of the trial.

Decide-It

Page 6 of 33

FOR THE SINGLE PLAYER SESSIONS:
3-the players received an email together with a questionnaire attached.
4-they were asked to fill in the questionnaire and send it back by email
FOR THE MULTI PLAYER SESSIONS:
5-a tutor coordinated the activities;
6-a session lasted for about 3-4 hours (as per documentation)
7-activities performed:
a)Presentation of the DECIDE-IT project and its goals-tutor (1/4 h)
b)Familiarization with its technical aspects (if in the session we had persons who
participate for the 1st time)-technical person (1/2)
c)Online- Role playing game (at least 3 times playing the game)-participants (3/4 h)
d)Filling in questionnaires by participants (1/4 h)
e)De-Briefing (participants were asked about their opinion on the game and how
much they considered that such a game may be of help for them as managers; they
were also free to come with further suggestions and remarks-tutor and
participants (3/4 h)
The 3rd trial was organized as follows:
1-there were multi player sessions (5 groups of 4 people in each country)
2-a tutor coordinated the activities;
3-a session lasted about 3-4 hours (as per documentation)
4-activities performed:
a)Presentation of the DECIDE-IT project and its goals-tutor (1/4 h)
b)Familiarization with its technical aspects (if in the session we had persons who
participate for the 1st time)-technical person (1/2)
c)Online- Role playing game (at least 3 times playing the game)-participants (3/4 h)
d)Filling in questionnaires by participants (1/4 h)
e)De-Briefing (participants were asked about their opinion on the game and how
much they considered that such a game may be of help for them as managers; they
were also free to come with further suggestions and remarks-tutor and
participants (3/4 h)

2.4.DESCRIPTION OF INSTRUMENTS AND METHODS FOR 1ST, 2ND
AND 3RD TRIALS
The questionnaire related to the 1st trial had 18 questions in total, many of them
being also opened questions, organized in 3 sections:
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-the technical section, in which the aim was to get information related to
the type of equipment used to access the game, the resolution of the monitor, the
browser used, malfunctions/disconnections messages which may occur;
-the usability section: the visibility of the elements of the interface, the
easiness of reading the elements on the screen, the size of the screen, etc.
-the game design section in which there was information like the complexity
and accuracy of the game, the level of difficulty, the goals settled when playing
the game. This section comprised also a list of features for which a ranking was
required to decide upon the features appropriate to be included in the new game.
The questionnaire related to the 2nd trial had 20 questions in total, organized in 3
sections:
- the game design section , keeping most of the questions from the 1st
questionnaire;
-the educational value section, which tried to decide if the game brought
some educational value to the player: improving the ability to make decisions
under time constraints, in real life constraints (in unpredictable events), the
challenging and engaging perspective of the game;
-the level of decisiveness section, trying to establish the decisiveness profile
of the players, by measuring their skills of making decisions. The questions were
based on the Likert scale, which ranged from “strongly disagree” (1) to “strongly
agree” (5) level. Likert scale is a psychometric scale commonly used in research
that involves questionnaires. When responding to a Likert questionnaire,
respondents specify their level of agreement or disagreement on a symmetric
agree-disagree scale for a series of statements. Likert scaling is a bipolar scaling
method, measuring either positive or negative response to a statement.
The questionnaire related to the 3rd trial had 23 questions in total, using the
Likert scale. Some questions dealt with the ability to make decisions under time
constraints, with the engaging and challenging perspectives of playing the game.
A great part of the questions measured the processes you go through when you
make a decision.

3.SUMMARY OF RESULTS FROM THE THREE EVALUATION
TRIALS
3.1.CHARACTERISTICS OF PARTICIPANTS IN THE 1ST, 2ND AND 3RD
TRIALS
Candidates were managers with an important experience in the decision-making
process, with more than 5 years expertise in the field, English skilled, having
Decide-It

Page 8 of 33

computer managing skills. They came from different departments: financial,
marketing, sales, technical, etc. They were result-oriented-managers, who could
prove along their professional life, concrete results of their decisions-e.g. at least
one decision taken which led the increase of sales with 10%. Candidates proved
good managerial skills-good team coordination, good budget managing, efficient in
taking decisions under pressure.
SIVECO got 2 executives (Sales Deputy-Vice President, HR&QA Vice-President) in
the target group. These 2 candidates have strategy-oriented-capability,
contributing to the drawing-up of the strategy of the company by involving
important resources.
SIVECO also included 5 Head of Unit Managers (IT, Structural Funds, eHealth,
European Projects, Nuclear), 4 Department Managers (Structural Funds, Marketing
&Communication, Financial, eContent), 2 Line of Business Managers (eLearning,
eCustoms)and 7 Managers on different levels of management, with an important
experience in making decisions: area sales managers, operations managers,
program managers.
The other 2 partners, ENGINEERING and EVERIS involved department managers
equally distributed between different fields of activities: administration,
communication, marketing, sales, acquisitions, IT.

3.2.PARTICIPANTS’ OPINION ON THE TECHNICAL ASPECTS OF THE
GAME
The game should have a higher level of complexity in order to be more attractive.
It should also have more changing variables.
It would be clearer if an online help would explain the aims of the game, the skills
improvement it facilitates the strategies and the impacts of the available controls.
Playing the game, without reading the specification, was quite impossible to
understand the “goal of player”. The specification anyway is very detailed. It could
be provided a simpler one for presenting the goal. Indeed, after a preliminary
reading you get a clearer picture of the game (i.e. meaning of labels).
It's repetitive, and by keeping the stock values you get good views of users and
benefits.
I found the game quite difficult, mostly because once you lose reputation you
cannot increase it again.
Some connection error before starting the game appeared.
When trying to start the game, sometimes not connect to the server. Also during
the game, it has been stopped without finishing the year.
After one minute of game running, I got the error “Connection error. Connection
lost/no connection to server”.
Decide-It
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If you use the zoom the web browser elements overlap. It seems that they are
defined in a fixed position.
If the price is not integer, the decimals become actually more than one, and on the
financial graphs a lot of figures appear. If the amounts grow, the decimals
disappear.
The interface is difficult to read.
the model company usually avoid to send “orders” without having a reasonable
coverage on incomes and bank account. An alert for avoiding “uncontrolled
orders”.
The influence of the price is too direct, while the delay effect is too weakly
represented on the web reputation.
It’s not clear about how fix costs are represented in the model. It’s not clear if
variations in variable costs should be included.
Variables are not too many so it is quite simple to manage even if the connection
among them sometimes is unclear.
There is no competition or control over the products being sold.
The complexity of the model as a company is too simplistic when it comes to a
comparison with the reality; another thing is that the game is complex due to the
speed of execution and the number of panels must be checked.
Levels should be implemented and companies from different sectors of activity
(service, production, retail) should be added in the model.It is very difficult for
eyes to follow graphics changing on two different sides of screen (left and right). It
would be ok for the graphics to be grouped all together. Also, the graphics change
very fast, making impossible to connect visually and timely all the graphics
information.
Graphs could be made more readable.
The graphs are the most effective way to control the game progression, so they
should be more readable; for instance increase the space devoted to graphs.
The game gives very little choice to the player on how to pursue its goals.
Events happen too quickly to raise a good strategy.
It would be clearer if an online help would explain the aims of the game, the skills
improvement it facilitates, the strategies and the impacts of the available controls.
The game should have a higher level of complexity in order to be more attractive.
It should also have more changing variables.
It is practical, however it is too much oriented on figures and graphics.
Management does not rely purely on KPIs.
The game should give more information to the player about events happening (ie:
salaries being paid).
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3.3.PARTICIPANTS’ OPINION ON THE EDUCATIONAL VALUE OF THE
GAME
Unpredictable events increased the educational value of the game, as they
challenge players to find fast solutions to unplanned events.
It seems that there are only negative events; there is no decision that you can take
regarding the events.
Unpredictable events can be also positive (e.g. no more competition; change
expenses (modify salaries, hire new staff); products supplier makes discounts; the
competition increased the prices, so my sales increase due to the market demand)
Marketing investments helped in raising the web reputation, as the company’s
activity on the market is in close relation to its image as a serious actor on the
market.
Marketing investments contributed to increasing the profit, making the game
getting close to the real business life (trying to keep web reputation up , by not
having many delays, brought us 75.000 Eur profit; Increasing sales, investing 10.000
EUR marketing brought us 63.000 EUR profit).
Playing the game improved the player ability to make decisions under time
constraints, because the pressure of time made the player be more efficient in
making decisions.
One cannot take decisions in a long term.
As the game will be inserted into an educational path, it has to be simplistic,
otherwise it would miss the purpose.
As chat is consuming time , it could be useful if the game speed would be slower; it
could be more useful an application like SKYPE or any voice.

3.4.PARTICIPANTS’ IMPROVEMENT ON THEIR DECISION MAKING
SKILLS
Some players considered that the game is challenging, focusing on the rapid and
continuous changes of the situation within the game.
From the same perspective, the game is engaging too, because it keeps the players
attention alive.
Playing the game, a lot of players improved their way of making decisions in
stressful conditions.
Some of the players preferred to make a decision quickly than slipping over it.
There were a few players who considered what are the factors most important to
the decision, and then use those factors to evaluate their choices.
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There were determined managers who sustained that they had “the guts” to make
important decisions and to consider them as being final.
A great part of managers admitted that they take the time needed to choose the
best decision-making tool for each specific decision.
There were managers who played the game all 3 sessions and in the last session,
they got higher scores.

4.CONCLUSIONS
The game has passed through different stages of development, each time enjoying
the experience in management of different people within each participating
country.
The game is a real training kit, which according to “its inventors”, it can help in
staff training within any company, by providing viable solutions to any necessity
occurring within such a process.
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ANNEX 1: DATA COLLECTED IN 1ST EVALUATION TRIAL
In order to get an idea about some technical aspects involved in the trial, we chose
the related questions from the questionnaire. Consequently, we discovered that 50
participants in the trial used laptops, 27 participants used different resolutions of
the monitor, 24 participants (40 %) accessed the game from Internet Explorer, 41
players didn’t have any problem with the server, 48 didn’t receive any
disconnection error, during the game session.
In terms of usability, 32 players agreed that the “change price” and “order stock”
buttons were easy to find, 37 said that the meaning of the labels in the game
interface was clear, 25 participants stated that the interface is neat and clear. Half
of the players (30) said that when reading the graphs the numbers overlap too
often, 38 players admitted that the screen was big enough to view the entire
game.
Analyzing the game design, we found out that 28 respondents answered that the
game is medium difficult, 40 players considered that the model captures only
some aspects of the business reality. Coming about the complexity of the model of
the company chosen, 33 players answered that the model is too simple.
A more detailed view about the answers can be found below.
On what equipment did you access the game?
a)
laptop
b)
desktop computer
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What was the screen resolution of your monitor?
a)
I don’t know
b)
1024 x 600
c)
1024 x 768
d)
1280 x 800
e)
1388 x 768
f)
1680 x 1080
g)
None of the
above ones (specify if possible „..)

What browser did you use
to access the game?
a)
Internet Explorer (32 bits)
b)
Chrome
c)
Mozilla Firefox
d)
Opera
e)
Safari
f)
Other

Decide-It

11
14
4
4

27

40%
35%

24
21

20%
0%
1,7%
3,3%

12
0
1
2
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Did you notice any server
connection problems?
a)
No, the game
worked smoothly, without
any twitch in the graphs or
the time indicator
b)
Yes, there were
some twitches in the game
flow

41

19

Did you receive any disconnection
ror/message during the game session?
a)
No
b)
yes

Decide-It
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The “change price” and “order stock” buttons were easy to find and use.
a)
strongly disagree
b)
disagree
c)
neutral
d)
agree
e)
strongly agree

The meaning of the labels in the
game interface is clear.
a)
strongly disagree
b)
disagree
c)
neutral
d)
agree
e)
strongly agree
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14
7
32
4

1
8
11
37
3
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The
interface
is
neat and pleasant.
a)
strongly disagree
b)
disagree
c)
neutral
d)
agree
e)
strongly agree

1
17
14
25
3

Did you find difficulties in reading the graphs (you
can choose more than one option)?
a)
no
b)
c)
d)

Decide-It

lines were too cluttered

10
27

numbers overlap too often

30

time window is too short

26
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Was the screen
size enough to
view
the
entire
game interface?
a)
Yes
b)
Yes
but only activating the full
screen modality
in the browser
c)
no,
I had to scroll
to view

38

12

10

How do you rate the level of
difficulty of the game?
a)
very easy
b)
easy
c)
medium
d)
complex
e)
very complex

Decide-It
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What do you think about the accuracy of the model
company represented in the game?:
a)
the model
b)
the model
ality
c)
the model
reality
d)
the model
dant

is completely unrealistic
captures only some aspects of re-

40
capture the essential aspects of
18
is pretty realistic and even redun-

What
do
you
think about the
complexity of the
model
company
represented
in
the game?:
a)
the
model is too simple
b)
the
model is complex
enough
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33

26
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c)
the
model is too
complex

Do you think this
game is ?
a)
very
boring
b)
boring
c)
neutral
d)
engaging
e)
very
engaging
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The 1st questionnaire finished with a table containing some features to be
considered to be included in the future development of the game. Participants
were asked to give a mark to each feature in the order they consider the most
important and to add any comment they find appropriate. It seems that the most
important feature that players considered to be taken into account, is adding
unpredictable events which would bring the game closer to the business reality. On
the 2nd level of importance, marketing investments would be placed, as the market
orientation should exist in any company in order to survive on the market. Storing
game and scoring system were considered to have the same importance, on the one
hand because it is good to have a history of the sessions to get conclusions on the
players options and keeping the score would make the player evaluate themselves
easier.
Below, the results:

Features

Add unpredictable
events

Decide-It

Final
Ranking
score

247

1

Comments

Adding new events could make sense. An
yway, notification of what happens
should be considered. As well as it
should be notified any current implemented event
Would improve the replayability of the
game. These events should be clearly
announced by pausing the game and
showing a popup message.
This is something that would allow the
game to be more engaging once understood the model that the game is based
upon
If it makes sense with the objective and
design sure.
With screen pop up advertisement
If the idea of the game is to simulate a
realistic decision-making, I think it's
more important to consider unpredictable events. these are constant both in
business and in life
The game is very repetitive. Unexpected
actions or various difficulty levels
would make it more interesting.
Supplier price change„ that really is
happening!
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Marketing investments

272

2

Storing game
session data

274

3
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It’s real life within any company ; this
makes the game more real and close to
reality' it's too simple now
The Unpredictable happens all the time,
so managers must be ready for it
They are a must, because in real life, th
happen all the time in a company
Makes the game more realistic
This would add some complexity to the
model making the game more challengin
This functionality permits to enhance th
model company and to capture other as
pects of reality
One of the parameters to be measured
reputation, but you can not act directly
once lost, it is important to analyze th
effect it has on sales
Not in the first version. Already too
complex. Maybe to be added when game
level is implemented.
The exact meaning of each control
should be known by the player and com
pared with actions in the real life
The market orientation should exist in
any company in order to survive on the
market
It would give further options to the
player in addition to price and stock
It could be interesting for learning
from the past experience and to have
them as reference for future playing
sessions
Could track the weak points in management through charts comparing playthroughs
You can measure your own performanc
es, so you want to play again.
If the idea is to create a game as a too
to help improve quick decision making in
corporate environments. The feedback o
the user should be a priority.
It's useful especially if the game is lon
It’s important to know if I’m a good or
bad player
Very important to give feedback after
each action
Page 22 of 33

Scoring system
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274

3

Feedback is important because it helps
players to see what didn’t work ok in
their actions
It helps managers see what they did
wrong when making a decision
It’s good to have the previous versions
as a reference
Good for reviews in the process of
evaluation
Appealing and amusing as well for user
with “competitive behaviour”
The scoring system should evaluate the
users with respect to the ability to sat
isfy different goals and the user shou
see the evaluation with respect to each
goal.
Competitions would improve interest in
the game.
An overall score is important but it’s im
portant to explain what are the things
that contribute to the score. And I thin
it would be important to assign a goal
(like score not less than X in not more
than Y sessions)
Useful to compare results among different games and players
A final ranking would make it more engaging
Overcoming other players can be an incentive to play again.
It is important to "hook" more players.
It's a way of competing with the others
because seeing the others' results you
get motivated.
The game needs some kind of score to
see if you've done well and if you've improved.
A ranking can enhance entertainment.
The game will be more challenging
Oh, yes! This would be a mean at the end
of the game
Introducing scoring system will lead t
a greater involvement of participants
Scoring is motivating for game playing,
especially when comparing to other
players.
Page 23 of 33

It’s more appealing, as it involves more
actively the player
It increase the willing to be competitive

To involve actively the players and make
them improve their playing
The player can have a “feedback ” of the
action by comparing different scores
obtained
Keeping a score helps players to improve their playing
To make players aware of their results
To make an easier evaluation of the pla
er
In order to gradually introduce new us
ers to game
Each level should correspond to a different kind of events combination and
frequency of such events.
Potentially a good idea, but needs goo
communication on the reasons behind th
difficulty increase (ie: new product by
competition)

Creation of
Levels
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4

You can understand game logic step by
step
Usually games provide different levels
of difficulty
Introducing levels can encourage a
gradual improvement in the ability of us
ers to enhance their ability to make dec
sions
It would make it more progressive and
more "addictive"
In the background is the same add random or unpredictable events. At level 1
there would be nothing, and as you leve
up different problems arise majors typology.
The game will be more challenging
Necessary for the people who become
skilled in the game in order to have a
reason to play it again
A player should educate his skills progressively, otherwise the game would
become soon boring
Page 24 of 33

Game introduction
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282

5

It’s good in the training process of
managers
To get better results in training manag
ers’ abilities
It is necessary to understand the dynamics of the game
Indispensable because the goal and the
mechanisms of the game are not fully
explained
A brief introduction of the game (in
terms of goals) could be added (and
skipped with a button)
At least on the first game a tutorial on
the objectives of the game and the inte
face would be tremendously useful.
A couple of notes: first, specify that at
the end of the month there’s a fixed
amount of expenses that is debited, second explain that the “Stop game” butto
actually pauses the game. An even bette
idea would be to rename the button in
“Pause game”
key to add a context to the game
For a player that starts the game the
first time can be useful to have the pos
sibility to read how the game works
I think it's very important, if you don't
understand how the game works you
can't play it.
The objective should briefly explain the
game and the indicators that are being
measured
It’s important to learn about playing th
game
Should improve the usability, it is not in
tuitive. We need an introduction to learn
to play.
Very useful for the first time, better
than pdf instructions.
The game will be easier to play for new
players
Taking into account the specific of the
game it is necessary an introduction to
explain the principles in order the game
to be playable by any person, if the gam
is not targeting a certain level of a
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Online help

313

6

Scenario editor

329

7
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group of persons (faculty level„)
Yes, this feature is necessary to under
stand what it is about. However if the
game follows or is included in a kind o
class training, the introduction inside
the game could be skipped.
Crucial to capture the player’s interest
He should know the aptitudes and skill
developed by the game
It’s the beginning of the “story”
You need to understand which parts of
the interface are active and can be selected
Necessary to help the user
Not necessary but useful if there is the
introduction. Otherwise it could be very
useful
Usually a game has the
help/introduction at beginning
The game should speak through its inte
face. A tutorial, or clearer labeling,
would be welcome.
If it’s your fist time playing, the help in
formation will be the most important.
It is necessary once you are inside the
game if you do not understand any indicator, graphics, etc..
It’s important to learn about all the di
ferent element of the environment
The game will be easier to play for new
players and existing players
This could be included in tutorial and
few explanation bubbles during the gam
with suggested actions.
Because of the complexity and specific
The user should know the correct mean
ing of each control. The repeated use o
a help can be penalized if intended, or
the time of the game can run even during
accessing the help
It’s needed in any online activity
It is essential to understand in a synop
tic clear what elements of departure.
It would be nice to have the possibility
to set the behavior of competitors als
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Role-play
version

334

8

Jump ahead
buttons

373

9
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Everybody knows what are the wickness
points, so an adapted scenario may be
created
In any company , in order to reach the
desired results, it’s imperative to make
“scenario”
It is like a framework set at the beginning of the playing session
Interesting for team building and statin
the importance of communication.
I think this would be extremely complex
to implement and would add some slow
down to the game, making it more boring
In single user mode, it’s easier to evalu
ate a candidate’s attitudes.
I still did not played multi-player version, but I think it is very important to
have such a feature
I think it would make it more vivid and re
alistic
It's interesting that according to your
role, you have different objectives, so
that the strategy of playing must be dif
ferent.
For multiple players, yes!
It’s like in real companies
It could be interesting for evaluating
long term periods
The game pace is rather fast as is. The
opposite would be nice.
Again, once understood the model it’s
nice to jump ahead (to the time that an
order is delivered for example) every
now and then
Dead periods are for thinking too„ perhaps shorten the period„.or introduce
two levels of difficulty
I understand that the idea is to create a
very dynamic game in which you have to
make decisions quickly. While button ma
be useful in some contexts generally d
not think makes sense.
This facility would help in predicting ou
comes, according to each action
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ANNEX 2: DATA COLLECTED IN 2ND EVALUATION TRIAL
In the 2nd trial, the most relevant feedback for the next stage of the development
was chosen.

Comments/Answers to questions
The first time you play it’s quite difficult to understand, but when you are playing during 2-3 minutes, it
becomes easier and comprehensive
The game is not very easy but the speed is so fast
The game is too fast
I believe the difficulty continues to be in the increase/decrease of the Price and the order of items.
Nevertheless, including unexpected events gives the
game more interactivity. I still believe it should include more external factors that influence the game
The game is complex
The game tends to be challenging and engaging once
you understand the mechanics
Once you have a general idea on how the game works,
it becomes engaging to play
It can be even more complicated
-What do you think about the accuracy of the model
company represented in the game?
The model is more realistic than the first version
In the new version, from my own perspective, the game
is closer to a realistic perspective
The model captures the main aspects of the reality
The choices are limited to a very narrow range, which
make you strive to find the best
solution, as a
manager
There are direct relations between price and sales,
and sales and delivery
You can't make more decisions regarding staff salary and capacity
-What do you think about the complexity of the model
company represented in the game?
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If the model complicates, the game will be more difficult
The game keeps track only of the management of the
stock and price, though the addition of the marketing
campaigns adds to the range of choices available to
the player
It depends on the goal of the game, I guess the game
will be inserted into an educational path, so as far
as the game itself is concerned, it has to be simplistic, otherwise it would miss the purpose
I would like to be able to adjust the delivery
I would like more events that could also increase
sales
-How much did you chat with your teammates?
The game is too fast to have time to chat
Division of labor
-Do you think this game is ?
The game is enjoyable and having statistics during the
progress of the game encourages to play it again
The game is challenging and I feel comfortable playing with it.
The game is interesting; unpredictable events are interesting
The game is engaging; once you’re familiar with the
game, it becomes engaging to try to maximize profits,
in spite of the exceptions and negative events that
happen. In the multi-player experience there’s also
the extra complication to make decision rapidly, with
enough communication and agreement before hand,
so it might become challenging to organize the
group.
The game is engaging, because you can set an objective and play
-Having unpredictable events, improved the replayability of the game
There are only negative events; I would suggest to
include positive events too: a salary increase, etc
-Marketing investments contributed to increasing the
profit, thus making the game more realistic.
Trying to keep web reputation up , by not having many
delays, brought us 75.000 Eur
profit; Increasing
sales, investing 10.000 EUR marketing brought us
63.000 EUR profit
-How much did you chat with your teammates?
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Zero time we spoke, because chat is consuming time ,
it could be useful if the game speed would be slower.
We discussed together, as we were in the same room,
because the game speed was too high
Chat is useful if the game speed is slower
Chat is useful if you want to play the game remote
with other players

ANNEX 3: DATA COLLECTED IN 3RD EVALUATION TRIAL
All 60 participants were managers.
In the last trial, the majority of the players were quite experienced managers, with
almost 10 years of experience. Results show that computer games are played quite
often, about once a week, so we got feedback from knowledgeable people “in the
field”. 50% of the players agreed that playing the game improved their ability to
make decisions under time constraints. The game was found very challenging
(36,7%) and engaging (45%) by the majority of the players. About the decision
making profile of respondents, it seems that almost 50% feel relieved when making
a decision, about 30% are kin on finding a solution to a problem appeared, the
majority take decisions wisely, analyzing all aspects even if this takes more time
than available (48,3%). Our players were persons very determined who settled the
factors most important to the decision to best evaluate it (60%), persons who are
very confident in their capacity of making a decision (41%).
Detailed data are presented below:
The experience as a manager:
a) less than 5 years-33,33%
b) more than 5 years and less than 10 years-41,67%
c) more than 10 years-25%
Do you play computer games at home?
a) No
50%
b) Yes
50%
How often do you play?
a) Once a month-23,33%
b) Once a week-30%
c) 2-3 times per week-23,33%
D) Daily-23,34%
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Are you:
a) Male -66,67%
b) Female-33,33%

Playing the game improved my ability to make decisions
under time constraints:
1.
2.
3.
4.
5.

strongly disagree-1,67%
disagree -1,67%
neutral
-45%
agree-50%
strongly agree-1,66%

Playing the game improved my ability to make decisions
under real life constraints:
1. strongly disagree-1,67%
2. disagree- 1,17%
3. neutral- 70%
4. agree- 10%
5. strongly agree- 17,16%
Please rate your experience with the game from a
challenging perspective:
1. not challenging at all- 0%
2. somewhat challenging- 24%
3. neutral- 36%
4. challenging- 36,7%
5. very challenging- 3,3%
Please rate your experience with the game from an
engaging perspective:
1. not engaging at all- 0%
2. somewhat engaging- 13,3%
3. neutral- 28,3%
4. engaging- 45%
5. very engaging- 13,4%
How many players were in your game session?
1. Two players- 0%
2. Three players- 0%
3. Four players- 100%
4. Other – 0%
When I make a decision, I feel relieved.
Decide-It
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1.
2.
3.
4.
5.

strongly disagree- 0%
disagree- 13,3%
neutral- 20%
agree- 48,3%
strongly agree- 18,4%

When I am confronted with a problem, I’m dying to
reach a solution very quickly.
1. strongly disagree- 3,3%
2. disagree- 20%
3. neutral- 28,3%
4. agree- 30%
5. strongly agree- 18,4%
I would quickly become impatient and irritated if I
would not find a solution to a problem immediately.
1. strongly disagree- 6,6%
2. disagree- 43,3%
3. neutral- 33,3%
4. agree- 13,3%
5. strongly agree- 3,5%
I would rather make a decision quickly than sleep over
it.
1. strongly disagree- 6,6%
2. disagree- 48,3%
3. neutral- 11,6%
4. agree- 30%
5. strongly agree- 3,5%
Even if I get a lot of time to make a decision, I still
feel compelled to decide quickly.
1. strongly disagree- 6,6%
2. disagree- 55%
3. neutral- 20%
4. agree- 15%
5. strongly agree- 3,4%
I almost always feel hurried to reach a decision, even
when there is no reason to do so.
1. strongly disagree- 21,6%
2. disagree- 60%
3. neutral- 10%
4. agree- 6,6%
5. strongly agree- 1,8%
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I tend to have a strong "gut instinct" about problems,
and I rely on it in decision-making
1. strongly disagree- 1,6%
2. disagree- 35%
3. neutral- 21,6%
4. agree- 36,7%
5. strongly agree- 5,1%
I take the time needed to choose the best decisionmaking tool for each specific decision.
1. strongly disagree- 0%
2. disagree- 10%
3. neutral- 38,3%
4. agree- 48,3%
5. strongly agree- 3,4%
I determine the factors most important to the
decision, and then use those factors to evaluate my
choices.
1. strongly disagree- 0%
2. disagree- 1,6%
3. neutral- 21,6%
4. agree- 60%
5. strongly agree- 16,8%
After I make a decision, it's final – because I know my
process is strong.
1. strongly disagree- 3,3%
2. disagree- 16,7%
3. neutral- 35,3%
4. agree- 41,3%
5. strongly agree- 3,4%

If I have doubts about my decision, I go back and
recheck my assumptions and my process.
1. strongly disagree- 0%
2. disagree- 13,3%
3. neutral- 1,7%
4. agree- 65%
5. strongly agree- 20%
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