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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 – Scoala Națională de Studii Politice și Administrative. 

 

 

 

“Games have so much freedom. you can go anywhere 

you want.” Jenova Chen 
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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. 

Objectives       

 

❖ Improving the quality, relevance and equal access to training in logistics and transport. 

❖ Strengthening the cooperation between the participating partners and in particular faculties; 

❖ promoting interpersonal contacts, intercultural awareness and understanding in logistics and transport 

training; 

❖ Improving the quality of education through the application of innovative methods and approaches in 

the field of logistics and transport 
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Our work 

 

Researchers from each partner university joined efforts in analyzing and understanding 

the higher education learning process, aiming to make a contribution to the improvement 

of cooperation between institutions, to the modernization, accessibility and 

internationalization of the learning process.  

 

 

 

“HOW DO GENERAL DIFFERENCES AFFECT 

TEACHING METHODS IN HIGHER EDUCATION”, 

Maria Vodenicharova, University of National and 

World Economy, Bulgaria 

Abstract - Knowledge of generational differences is an 

important indicator of competence and effectiveness in the field 

of higher education teaching. The quality of education is a 

leading priority on a global scale. Quality education is usually 

understood as the achievement of high results of students in 

exams, good realization on the labor market and acquired 

knowledge and skills in a specific field. 

For students, this learning environment, the use of modern 

teaching methods can encourage the development of the 

learner's abilities, the formation of functional literacy and his 

growth as a person. For teachers, the use of modern teaching 

methods can be inspiring and satisfying in terms of the results 

achieved. The most important factor for the quality of education 

is the role of the teacher, ie. to the one who directly performs 

the educational service. This means that the teacher must have 

well-developed communication, mentoring and pedagogical-

psychological and other skills. 

 

 

Each teacher annually increases his / her competencies and 

develops his / her knowledge by conducting research and 

development, but the age difference between students and the 

teacher is growing. It is important to understand and consider the 

peculiarities of each generation, and to use them in the interest of 

work. 

The better teachers understand the combination of factors that 

shape the attitudes of each generation, the better they will use 

teaching methods in different generations. Generational 

differences are determined by the time they were born. This 

requires a different way of studying at the university. Generations 

are groups of people born in the same period of time, with 

relatively identical views, a common cultural and value system. 
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THE EUROPEAN SILK ROAD, Georgi Chankov, 

University of National and World Economy, Bulgaria,   

in CHINA AND CENTRAL AND EASTERN EUROPE, 

INTERNATIONAL SCIENTIFIC FORUM, Proceedings of 

the scientific conference November 18, 2020, Shanghai 

– Sofia. 

 

Abstract - From the beginning of the 21st century the trade 

between China and the EU is growing at such a pace that 

logistical problems are emerging - congestion on the Suez 

Canal and insufficient capacity in the EU's main ports. 

Alternative solutions need to be sought. Defining "One Belt - 

One Road" project as a strategic project can allow the EU to 

manage its internal crises and successfully fit into the process 

of transition to a new international system.  

But the EU does not have its own response to China's strategic 

project, 9 years after it was announced. The attitude towards 

him is passive and full of suspicion.  

 

 

 

However, the new opportunities that arise with the relocation of 

the economic center of the world to the East are provoking 

reactions at academic level. In 2018 the Vienna Institute for 

International Economic Research is developing a concept for a 

more active EU policy and the implementation of the 11,000 

km European Silk Road. The project follows the geo-economic 

logic revealed in the Theory of trade routes. It requires 

centralized planning and financing of trans-European transport 

networks (TENNs) and an increase in their density in transport-

lagging Eastern Europe.  

The financing seems to be within the power of the EU, the 

question is in the priorities: the new European Commission 

prefers investments in green energy, the so-called "Green 

Deal". The European Silk Road does not seem likely to receive 

political support, despite its logic. The EU currently does not 

have the intellectual and political resources to respond to the 

Chinese initiative. 

 

GAMIFICATION IN TRANSPORT SERVICES AND THE 

DIGITAL DIVIDE, Mihail Caradaică, SNSPA 

 

Abstract - As far as an increasing number of scientists are 

warning us about the destructive potential of climate change, 

humanity is facing a tremendous technological revolution. 

Also, the potential of new technologies to decrease the carbon 

footprint is significant, but the transition is highly dependent 

on people’s choices and behavior. This is why, a new way of 

motivating people around the world emerged: gamification. 

But, as good and innovative this idea seems to be, as many 

concerns it rises. Because the focus is mainly on technology, 

in this paper I will analyze the process of gamification 

through the lens of the digital divide. The concept was first 

used in the 1990s to describe the social and economic gap that 

emerged between those who had access to Information and 

Communication Technologies (ICT) and those who did not.  

Today it is mainly focused on the possibility that people 

would become even more marginalized due to the lack of 

basic skills and the impossibility to afford the new 

technologies on the market. Consequently, my research 

question is: “Is it possible that the introduction of 

gamification in the field of transportation increases the digital 

divide?”. I will try to answer this question by analysing what 

categories of people are targeted by gamification in 

transportation services and which are those that could be 

excluded. Also, my approach is not limited to a specific 

country or global area, but is considering gamification and 

digital divide at an international level. 
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ASSESSING THE GAMIFICATION APPROACH ON EU’S 

CRITICAL INFRASTRUCTURE SECURITY, Ana Maria 

COSTEA, SNSPA 
 
Abstract - The present article aims to tackle the issue of 

gamification of smart cities from a cyber-security point of 

view. More specifically, the analysis is going to focus on the 

transportation sector and its effects over the security of the 

individuals, economic operators and states. Firstly, the article 

is going explain the concepts are being employed throughout 

the paper like: critical infrastructure, gamification, smart city 

and Intelligent Transport Systems (ITS). Secondly, the 

analysis is going to focus on the needs and main benefits that 

smart cities bring to the life quality of its citizens, thus cause 

and effect. After establishing the current status quo, the 

analysis is going highlight the security vulnerabilities that can 

arise from using ITS and the gamification technics in smart 

cities especially in the case of IPT since it is part of the critical 

infrastructure of that state. 

Taking into consideration the benefits and the costs, the 

analysis is going to be finalized with recommendations 

regarding possible ways to reduce the cyber security related 

costs for transportation gamification at the level of the 

European Union. In order to be able to develop the 

recommendations, the following research questions are going 

to be addressed: Which is the impact of smart cities and 

gamification in Europe? How should the EU dealing with its 

cyber-security vulnerabilities especially in the transportation 

field?     

 

 

 

EUROPEAN GREEN DEAL AND THE NEW POLICY 

GOALS IN TRANSPORT AND MOBILITY - HOW 

GAMIFICATION CAN INFLUENCE PRO-

ENVIRONMENTAL BEHAVIOUR FOR CUTTING CARBON 

EMISSIONS IN THE EU1, Miruna BUTNARU-

TRONCOTĂ, SNSPA 

Abstract - Road traffic is one of the major sources of many 

of the worst pollutants, including carbon dioxide (CO2), 

carbon monoxide, carcinogenic particles and noise. The past 

decades have seen a dramatic rise in these harmful effects 

on human health, that proved to cause at the same time 

massive damage to the natural and built environment. In 

response to this aggravating situation, the new European 

Commission’s President Ursula von der Leyen placed as the 

centerpiece of her political mandate ‘the European Green 

Deal’, a comprehensive climate and nature package of 

measures to make Europe climate neutral by 2050.  

 

 

To reach this very ambitious goal, there is a need for very 

creative and efficient policy solutions. As the sustainability 

concerns become vital for policy planning, the paper advocates 

for the need of all EU’s main stakeholders to realize the 

potential of ‘green gamification’ to help EU member states 

reach these ambitious policy goals, particularly in the field of 

transport and mobility - which are of crucial importance for 

overall CO2 reduction. Placed at the intersection of technology 

innovation and the need to find more efficient ways to protect 

the environment, ‘green gamification’ is an emerging concept 

that refers to the usage of game mechanics when it comes to 

engaging people, with the purpose to change their behavior on 

sustainability issues.  
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In short, it aims to motivate a sustainable behavior within 

companies, institutions and citizens, with the use of interactive 

games, in order to fight against pollution and climate change.  

Applied to the field of transport and mobility, green gamification 

implies using strategies to cut carbon emissions especially by 

convincing people to reduce the use of private cars. But how can 

we better incentivise citizens’ behaviour for cutting carbon 

emissions and achieve the new EU transport and mobility policy 

goals for 2050? To tackle this relevant question the article aims 

to assess the potential of ‘green gamification’ to help EU 

member states reach these ambitious policy goals. 

 

 

BIREGIONAL COOPERATION FOR ADVANCING 

GAMIFICATION IN TRANSPORT POLICIES AND 

INFRASTRUCTURE IN THE EUROPEAN UNION AND LATIN 

AMERICA AND THE CARIBBEAN, Ioana Antoaneta 

DODI, SNSPA 

Abstract - The globalization process is constantly growing and 

actors in the international scene have to find ways to adapt to 

the changes that this makeover involves. Therefore, there has 

been an increased cooperation between the European Union 

and Latin America and the Caribbean in many policy areas, 

including transport, especially in terms of access, affordability 

and sustainability.  

The Vienna Declaration of the Fourth ALC-UE Summit of Heads 

of State and Government from 2006 mentions the 

encouragement towards European and Latin America and  

 

 

 

Latin American and Caribbean financial institutions to support 

physical integration by means of interconnectivity, network 

infrastructures, notably in the fields of energy, transport, 

telecommunications and research. The Lima Declaration of the 

Fifth ALC-UE Summit of Heads of State and Government from 

2008 moves a step forward and comprises the fact that the states 

from the two regions will develop bi-regional energy cooperation 

regarding improvement of energy services, inter alia, in the 

metropolitan public transport. Moreover, the Madrid Declaration 

of the Sixth ALC-UE Summit of Heads of State and Government 

from 2010 refers to energy savings in all sectors of the economies, 
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including transports, meanwhile the Santiago Declaration of the 

First UE-CELAC Summit of Heads of State and Government from 

2013 prioritises the improvement of policies and providing, 

among others, adequately resourced basic health services, water 

and sanitation, housing, education, public transport and energy, 

besides strengthening the Latin America Investment Facility, to 

improve integration, energy and transport infrastructures, 

energy efficiency, renewable energy. Therefore, this paper aims 

to analyse best practice cases from both regions in terms of 

gamification of transport policies and infrastructure, in order to 

highlight the the potential of the biregional consolidated 

cooperation for advancing gamification (in view of modern, 

sustainable, affordable, efficient transport policies, networks 
and infrastructure), the financial and political instruments that 

can be used in this sense and the mutual benefits that it would 

bring for the participant actors.  
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Related Upcoming Events  

 

Nr. crt Conference Website 

1 

19th International Conference on Practical Applications of 

Agents and Multi-Agent Systems 

Salamanca, Spain 

6th-8th October, 2021  

https://www.paams.net/node 

2 

ICTAITLTG 2021: 15. International Conference on 

Technology Advances on Internet of Things Learning and 

Teaching and Gamification  

Barcelona, Spain 

16-17 December, 2021 

 

https://waset.org/technology-

advances-on-internet-of-

things-learning-and-teaching-

and-gamification-conference-

in-december-2021-in-

barcelona 

3 

The 17th International Conference on  

Mobile Web and Intelligent Information Systems 

MobiWis 2021 

23-25 August 2021 

Rome, Italy  

http://mobiwis.org/2021/ 

4 
CSCE Annual Virtual Conference 2021 

May 26 - May 29 

https://csce.ca/en/event-

calendar/https-csce2021-ca/ 

5 

ICIST - International Conference on Information and 

Software Technologies  

Kaunas, Lithuania 

14-16 October. 2021 

https://icist.ktu.edu/ 

 

A close encounter with a Gaming Approach for Logistics and Supply Chain Management - Herbert Streit, 

Hochschule Heilbronn  

During a couple of weeks, our colleague had the opportunity to get an insight into the SCM business simulation gaming applications of 

the Dutch based company Inchainge.  Over the past decade, Inchainge has grown into a company with three successful business 

simulation games. They are used by 700 universities and by a lot of companies around the world for their internal education. Inchainge 

claims to offer the most advanced business simulation games globally in the field of Value Chain Management and the wide area of 

topics around this. While the experience was challenging, it offered consistent information about the learning process through gaming, 

an exercise simulating real life experience and a better understanding of the structure and the workflow of the model company. 

https://www.paams.net/node
https://waset.org/technology-advances-on-internet-of-things-learning-and-teaching-and-gamification-conference-in-december-2021-in-barcelona
https://waset.org/technology-advances-on-internet-of-things-learning-and-teaching-and-gamification-conference-in-december-2021-in-barcelona
https://waset.org/technology-advances-on-internet-of-things-learning-and-teaching-and-gamification-conference-in-december-2021-in-barcelona
https://waset.org/technology-advances-on-internet-of-things-learning-and-teaching-and-gamification-conference-in-december-2021-in-barcelona
https://waset.org/technology-advances-on-internet-of-things-learning-and-teaching-and-gamification-conference-in-december-2021-in-barcelona
https://waset.org/technology-advances-on-internet-of-things-learning-and-teaching-and-gamification-conference-in-december-2021-in-barcelona
http://mobiwis.org/2021/#about
http://mobiwis.org/2021/#about
http://mobiwis.org/2021/#about
http://mobiwis.org/2021/
https://icist.ktu.edu/
https://icist.ktu.edu/
https://icist.ktu.edu/

