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Session background TELL ME
With this session we want to share methods in training for innovation designed MD | FUBGET
by GAMIFY EU Knowledge Alliance. TEACH ME AND
Session objective | REMEMBER
We invited the GAMIFY Research Group to demonstrate techniques that can AND | LEARN

help organisations train for innovation using games. vl

GAMIFY Session Team
Session content

Dr. Claudia Lehmann
Executive Director,
Center for Leading
Innovation &
Cooperation, HHL,
Germany

This session centers on the current
understandings of organizational
ambidexterity and how to create strong
flows — resources, competencies,
processes, tasks, managing — between
existing business branches and new ones.

DrSune Gudiksen
Design Shool

Kolding Associzte In the session we explore

—
(=]
=
™
UALDD P41 PUE “SI0LINE DU JO AUO S Sl S109UR LOGENUNUALDD S| “LOSSALLDY) LEDE0ING JUl Wos) LOTENS WA POPLN LWSog sy 19(0s0  AJINYD

Professor, through a classic ideation
Denmark technique Lotus

blossom combined with game °

techniques the core problems g S
g" Henning and challenges, the different H <) ‘

reuer . o 3 g
Prifassiitss approaches currently in play, By the end of the g g ’ .
Busines and how to move forward for session facilitators will ~ © 2 GAMIFICATION
E’SI\X%‘;’BOEV‘?‘ stronger systematic flows. also be sharinghow % 2 FOR BUSINESS
erlin, L. o R & :
Germany suchinsightscanbe =% %
used to conceptualize

Dr Carmen Abril, training game formats.
Professor of All will be shared with 2
Marketingand s s ft d 25
Innovation participants atterwards g 3
Complutense, in a compiled pdf with 23
Spain images and short text. §
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Lotus blossom design thinking game —Organizational ambidexterity

Exploration >< Exploitation

Innovation >< On-going operations

Structural ambidexterity —separating the work between exploration and exploitation into different
teams, units, departments (Govindarajan & Trimble 2010; Andriopoulos & Lewis 2009)

Sequential ambidexterity —transitioning from one state to another, typically different change
management programs and similar (Raisch et al. 2009; O’Reilly & Tushman 2013)

Contextual ambidexterity —Behavioural capacity to simultaneously demonstrate alignment and
adaptability (Gibson & Birkensaw 2004; O’Reilly & Tushman2013)



Lotus blossom design thinking game — Organizational ambidexterity

INTENTIONS

Session progression

1. Runthrough aquick 4-step game
process

2. Goalisto have afull board with
core challenges and ideas for
how to solve them

Purpose
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= Sharing knowledge and getting
an overview in a quick format.

= Creating highly interactive session
with quick networking.

= |llustrating how one can use a
design thinking game asfirst step
towards creating a training game.

= All insights shared in a compiled
pdf afterwards
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Step 1 (At tables) — Identify up till 8 core challenges in
relation to organizational ambidexterity
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Step 2 (At tables) — Each person choose one challenge to bring along
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Step 3 (At chairs) — Speed dating ideas on how to approach/solve these challenges

Get afull board
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Step 4 (At tables) — Go back to table group and share what you collected




Cross perspectives & Summing up

Take a quick tour —is it the same core challenges at all tables?

Lotus blossom & interaction through flexible boards —why use this?

How to turn adesign thinking game into atraining game? Business
Branching game as example

’

Sharing after this session —we will take pictures of all ‘lotus blossoms
and share in a pdf (write email on list if you want to receive this)
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Dialectic poles

(Unformal, Unstructured) (Formal, Structured)
Tend to be Tend to be
innovation based training based
Emergence Progression

Design thinking play/games Instruction games

LEGO serious play Simulation games

Innovation games Mindset & roles games

Dilemma games

Gudiksen 2019



Emergence vs. Progression
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Emergence Progression

Gudiksen & Inlove 2018



THANK YOQOU for joining this session

GAMIFY project has been funded with support from the European Commission. This communication reflects the views only of the authors,
and the Commission cannot be held responsible for any use which may be made of the information contained therein.
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