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About  

“Building an innovative network for sharing of best educational practices, incl. game approach, in 

the area of international logistics and transport” 

The project is a transnational cooperation based on a multilateral partnership between higher education 

institutions from Bulgaria, Germany, and Romania. The project proposal is a joint project to strengthen 

the relationship between CBS in the broader economic and social environment that will build an 

innovative network to share gaming approaches and good practice in logistics and transport training. 

The project aims to support the modernization, accessibility and internationalization of higher education 

in partner countries by introducing innovative approaches to learning. In order to achieve the main goal 

of the project, an innovative network for practical training of students in the field of logistics and transport 

through gaming approaches will be developed, which will lead to the establishment of a permanent 

cooperation with the European universities. At the beginning of the project will be developed a 

methodology for training through game approaches in the logistics and transport training. 

The main objective of the project proposal is to develop and share gaming approaches and good practices 

in logistics and transport training as well as to disseminate innovative ideas by building an interactive 

network. The project is a transnational cooperation based on a multilateral partnership between higher 

education institutions (CBS) from Bulgaria – University of National and World Economy, Germany – 

Hochschule Heilbronn, and Romania – The National University of Political Studies and Public 

Administration (SNSPA). 

 

The project proposal aims to strengthen the relationship between CBS in the broader economic and social 

environment that will build an innovative network to share gaming approaches and good practices in 

logistics and transport training. The project aims to support the modernization, accessibility and 

internationalization of higher education in the partner countries by introducing innovative approaches to 

learning process. 
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Our work 

Researchers from each partner university continued their efforts in analyzing and 

understanding the higher education learning process, aiming to contribute to the 

improvement of cooperation between institutions, to the modernization, accessibility and 

internationalization of the learning process. Thus, researchers gathered their work in the 

field of gamification, inviting you to discover this complex field, through the academic 

lenses.  

 

 

 
“EDUCATIONAL EDUTAINMENT IN LOGISTICS AND 

TRANSPORT”, Prof. Sc.D Hristo Parvanov, 

UNWE-Sofia 

Abstract - Knowledge is a means of dealing with challenges, but 

the new tools of knowledge are moving away from the 

fundamental prerequisites of the classical approach. Information 

is not knowledge, with the addition of the "approach to deal with 

the problem" information becomes knowledge. In order to 

unleash creativity and ingenuity in overcoming the challenges it 

is necessary to learn and work in a completely different way than 

before. Continuous training and acquired capacity for self-

education are not sufficient to deal with the known and 

unfamiliar problems that he faces. In computer training with the 

help of special software, certain problematic situations are set, 

then their "overcoming" is simulated, and finally tests for 

checking the acquired knowledge and skills are completed. 

Educational entertainment is media designed to educate through 

entertainment and a term used as early as 1954 by Walt Disney. 

It refers to any form of entertainment that is educational. The 

goal of edutainment is to make learning enjoyable and fun. This 

effective way of learning also requires real interaction with the 

teacher/moderator when questions arise that cannot be answered 

by the digital program. 

 

 

 

Key words: edutainment, education, knowledge, 
entertainment, training in logistics and transport 
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GAMIFICATION IN BUSINESS LOGISTICS 

TRAINING, Assoc. Prof. PhD Maria 

Vodenicharova , UNWE-Sofia 

 

Abstract - Developing multifaceted contemporary individuals 

implies that they have to be constructed as one whole system, 

as well as provide for their creative realization. In order to 

improve the training of university students, innovative models 

for conducting lectures and seminars should be implemented. 

The change in curricula should meet the social requirements 

of the modern world and technologies used by students. 

Implementing gamification in the business logistics training 

should aim at studying and establishing logistics knowledge 

and skills activities and processes. t he games included in the 

curriculum should take into consideration the changes and not 

only identify the state and progress students make and to 

provide opportunities for making business decisions, they 

 

 

 

should be motivating and correcting, generating ideas and 

alternatives. 

Gamification is the application of game-design elements in various 

systems which can be used in education. Within the education 

framework this can involve a number of game mechanisms. The 

possibilities to use these game-design mechanisms to facilitate 

training have become the object of increasingly more research and 

are ever so often included in practice. The report will focus on 

identifying how these game mechanisms can improve knowledge in 

business logistics and along with that strengthen efficiency and the 

provision of new opportunities for instructors. 

 
Key words: gamification, training, business logistics, supply 
chains 
 

GAD SELECTION – AN EDUCATIONAL GAME ON 

EVOLUTIONARY, Assoc. Prof. PhD Angel 

Marchev, Jr., UNWE-Sofia 

 
Abstract –  This paper presents an educational computer 

game for evolutionary algorithms (EA) which could be used 

in class as well as for distance learning. After the essence of 

the EAs is reviewed, the plot and mechanics of the game are 

described as well. Furthermore, a comprehensive study on the 

game balance is conducted to showcase the advantages of 

using the game as an educational tool. 

 

Key words: evolutionary algorithm, computer 

educational game, multi-stage selection procedure. 

USE OF CHESS PLAYING IN INTERNATIONAL LOGISTICS 

TRAINING, Assoc. Prof. Sc.D Georgi Chankov, 
UNWE-Sofia 

 
Abstract - The use of game training methods is an ancient practice. 

Today, the potential of these methods is very high, incl. thanks to new 

technologies that enable fast connection and reliable simulation of case 

studies. By accurately reflecting life and, in particular, rivalry, chess is 

the game that offers the largest range of possibilities. His connection 

to military affairs makes him extremely suitable for training in 

international logistics, whose relationship with military affairs is 

indisputable. A number of examples from history show the importance 

of logistics in military campaigns. Key points in chess accurately 

reflect the importance of logistical factors for success. The complex 

rivalry of today to master key points in order to control important trade 

routes and supply lines can be successfully simulated with chess 

models. Especially the Three-player chess reflects best today's reality 

– the rivalry between major players in a multipolar world. Hence the 

use of chess playing in international logistics training could be very 

useful. 

Key words: gaming methods, chess, international logistics, 

warfare, simulation 
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GAMIFICATION APPROACH TO MANAGEMENT OF 
VITAL SUPPLIES The pandemic as a factor for changes 

in supply chain management, Herbert Streit, 

Scientific employee, Hochschule Heilbronn 
 
Abstract - Logistics and supply chain management is 

subject to rapid change. The clear tendency in the past 

was continuous growth, adopting new trends and 

technologies. This couldn’t even be stopped by the 

actual SARS COVID 19 pandemic. Consequently, the 

training of logistics experts must always be adapted to 

the latest trends. For this purpose, the teaching of 

theoretical principles is an indispensable factor. A 

gamification approach would be a promising tool to 

achieve this.  

The first chapter of this study examines this approach in 

general. Internal and external factors that influence 

the character of logistics and supply chain 

management are analyzed and evaluated. 

The second chapter deals with the disruption of the 

supply chains in the health care sector with special 

emphasis on the EU region. 

 

The third chapter focuses on the food supply chain as one 

of the most important factors for human survival. The 

food supply chains in the EU have demonstrated 

remarkable resilience in the face of the crisis so far. 

Dealing with the supply chain problems this study shows 

how a gamification approach in logistics and supply chain 

management, especially for the food and health care 

sectors, could help to be better prepared for the next 

crisis. 

Key words: logistics, supply chain management, 

transportation, game, future, students’ training, food 

supply, digitalization, SARS COVID 19, pandemic, the 

European Union, critical infrastructure, pharma supply 

chain, health care logistics 

 

 

 

LEARNING HOW TO MITIGATE THE IMPACT OF A 

PANDEMIC ON THE LOGISTICS AND TRANSPORT 

INDUSTRY THROUGH A GAMIFICATION APPROACH, 

Prof. PhD Susanne Wilpers, Herbert 

Streit, Thorben Peters, Hochschule Heilbronn 

Abstract - The SARS COVID 19 pandemic in the year 

2020 has damaged large parts of the international 

economy in a way that hardly anyone could have 

foreseen. The disruptions of national and international 

supply chains as a consequence of the quarantine 

measures established made the situation even worse. 

The logistics industry was not prepared for such a crisis, 

but should learn from it for the future.  

This article takes a look at the most striking problems the 

international supply chains were dealing with during the 

crisis. It also offers possible solutions. As this will most 

likely not be the last great pandemic, we have to get 

ourselves better prepared for the future and train our 

current experts and those who are actually in education. 

Besides all the theoretical basic knowledge, we have to  
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find ways how to train them in a more practical way. This 

can be a game that is able to simulate the real logistics 

business in normal operation as well as in times of a crisis 

like a pandemic.  

Besides the problems and possible solutions, this article 

also models a gamification approach on top of a highly 

digitized logistics ecosystem, that would help to provide 

all kinds of logistics training in all kinds of close to reality 

simulations.  

Keywords: critical infrastructure, logistics, supply chain 

management, digitalization, SARS COVID 19, pandemic, 

the European Union, transportation 

 

 

 

 

 

 
2020 “China and Central & Eastern Europe” International Scientific Forum 

Proceedings of the scientific conference November 18, 2020, Shanghai – Sofia 
 
 

 

https://www.unwe.bg/Uploads/Main/601c1_2020%20China%20and%20Central%20Eastern%20Europe%20Scientific%20Forum%201.pdf
https://www.unwe.bg/Uploads/Main/601c1_2020%20China%20and%20Central%20Eastern%20Europe%20Scientific%20Forum%201.pdf
https://www.unwe.bg/Uploads/Main/601c1_2020%20China%20and%20Central%20Eastern%20Europe%20Scientific%20Forum%201.pdf
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Contact info: 

Email address:  mvodenicharova@unwe.bg 

Blog: GAME APPROACH 

 

 

 

 

https://thrilog.blogspot.com/

