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TEACHING PROGRAM 
 
 
1. Specific Activity: TEACHING 
 

Teaching Nr.  1 

Title 
The Impact of Gamification on EU Policies  
in the field of Transport and Logistics  

Prof. in 
charge 

Lecturer Miruna Butnaru Troncotă, Ph.D. 

Typology 

 x Lecture   
□ Seminar 

□ Summer course 

□ Training course  

□ Intensive course 

□ Distance learning course 

 
Description 

Syllabus 
 
 

The course aims to acquaint students with the application of the emerging concept 
of ‘gamification’ to the field of EU policy making in the specific fields of transport and 
mobility, with an application on the European Green Deal. The course offers a 
combination of theoretical and applied aspects of EU Policies in the field of Transport 
and Logistics. Special attention is paid to the consideration of quality management 
tools in logistics and supply chains, as well as quality management systems that 
require an integrated approach to logistics management. Case studies from different 
European practice, as well as various scientific publications are used to clarify the 
various aspects of the topic. The applied part of the course engages students in 
exercises aimed at improving their policy making and policy design skills with a direct 
application on the European Green Deal.  
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Description  

Themes: 
1. Definitions of Gamification  
A discussion of different definitions and characteristics of the 
emerging concept of gamification are considered. An exercise on 
gamification model to be applied by participants. - 5h 
2. The connection between ‘gamification’ and policy making. 

Explaining that nowadays sustainability concerns are essential elements for 
policy planning. The aim is to clarify the notion of "Gamification" applied 
to the field of sustainability and policy making. Moreover, it explores the 
current need for designing gamification to foster engagement and behavior 
change in the field of transport and mobility, by adopting a user-centered 
approach to reduce carbon emissions. An exercise is provided for the 
participants to ‘gamify’ an experience of their choice, as an illustration of 
the main elements discussed.  - 5h 

3. Definitions of ‘Green Gamification’ 
Definitions and characteristics of the emerging concept are discussed, 
together with various uses of game design or ‘gamification’ in policy 
making are explained and illustrated in order to incentivise citizens to 
reduce carbon emissions.   - 5h 

4. Eco-Innovation and different views of international 
organisations 

Definitions and policy views in the field of ‘eco-innovation’ are described, 
exploring actions of different international organisations on the topic. This 
section explores different solutions that could EU member states find for 
this purpose. Discussions on statistics of different EU member states’ 
rankings in the field of Eco-Innovation. Exercises are also proposed to 
compare and better analyse differences between states in this field.    - 5h 

 5.  Specific policy fields  - Transport and logistics in the EU 
This section offers an extensive and detailed presentation pf the situation of 
the field of transport and logistics in the EU and its evolution in recent years.   
- 5h 
6. A Map of main EU stakeholders in the field of mobility and transport  
Next, this section identifies the main EU stakeholders in the field, their main 
responsibilities and their logic of actions. This complex web of actors 
require an applied discussion and a better contextualisation of there actions 
in the EU governance system.   - 5h 
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7. Chronology of EU Policy Solutions in the field of transport 
This part presents the main actions taken by different institutions i the EU 
in the field of transport over the last decade, with a focus on reducing carbon 
emissions. In the end a debates is facilitated in order to invite participants 
to asses the efficiency of these measures on EU air quality, based on strict 
indicators.    - 5h 
8. The European Green Deal 
 A discussion is provided over the most recent EU proposal, focusing on the 
main goals of the European Green Deal - the comprehensive climate and 
nature package of measures to make Europe climate neutral by 2050 and the 
specific implications for the field of transport and logistics. Discussing both 
the content and its Implications of the European Green Deal  launched in 
2019 focusing on this ambitious goal - no CO2 emissions by 2050 and a 
generous plan for green economic growth.  A special highlight is placed on 
the new policy is targeting innovative solutions for faster ‘decarbonization’. 
The concept is explained and multiple examples and strategies are 
discussed. Multiple ’Green gamification’ case studies are discussed with the 
aim of unleashing the potential of digital games in policy making 
application of the emerging concept of ‘gamification' to the field of EU 
policy making.   - 5h 
9. Gamifying EU decarbonisation for 2050  
This final section offers numerous interactive exercises real-life examples 
about how gamification can help EU member states achieve the assumed 
goals of decarbonisation for 2050 as part of the European Green Deal. These 
examples will imply involving participants in finding supporting evidence 
to show the potential effect of gamification on EU Policies in the specific 
fields of Transport and Logistics.    - 5h 
Literature 
European Commission,  European Green Deal, 

https://ec.europa.eu/clima/policies/eu-climate-action_ro 
European Commission, ‘Sustainable and Smart Mobility Strategy’ 
together with an Action Plan'  
  https://ec.europa.eu/transport/themes/mobilitystrategy_en  
 
Hamari, J., Shernoff, D.J., Rowe, E., et al.: Challenging games help 

students learn: an empirical study on engagement, flow and 
immersion in game-based learning. Comput. Hum. Behav. 54, 
170–179 (2016) 
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 Herger, M.: Gamification Facts & Figures. Enterprise-Gamification 
(2012). http://enterprise-gamification.com/index.php/facts 
 

 Silverman, R.: Latest Game Theory: Mixing Work and Play—
Companies Adopt Gaming Techniques to Motivate Employees. 
Wallstreet Journal, 2 November 2011. 
https://www.wsj.com/articles/SB100014240529702042945045766
15371783795248 
 

 Walz, S.P., Deterding, S. (eds.) The Gameful World: Approaches, 
Issues, Applications. MIT Press, Cambridge. 2015.   

 
  Werbach, K. “(Re)Defining Gamification: A Process Approach”. In: 

Spagnolli A., Chittaro L., Gamberini L. (eds) Persuasive 
Technology. PERSUASIVE 2014. Lecture Notes in Computer 
Science, vol 8462. Springer, Cham (2014) 

 
   Zichermann, G., Cunningham, C.: Gamification by Design: 

Implementing Game Mechanics in Web and Mobile Apps. 
O’Reilly Media, Inc., Sebastopo (2011). 
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Impact 

The curriculum is aimed at forming the required for the 
educational qualification degree knowledge (theoretical and 
factual), skills (cognitive and practical) and competencies 
(independence and responsibility, learning competencies, 
communicative and social competencies, professional 
competencies), in accordance with the National qualification 
framework   and the European Reference Framework for Key 
Competences for Lifelong Learning.  

By the end of the training, the main abilities developed by 
participants will be: 
Knowledge & Understanding: 
-   Define the meaning of ‘gamification’ and ‘green gamification’. 
-   Identify the main functions of ‘gamification’ in the field of EU policy 
making; 
- Express a comprehensive knowledge about topics in EU policy of 

transport and mobility. 
- Understand the main objectives of the EU Green Deal; 
-   Identify the impact of ‘gamification’ on EU Policies in the field of 
Transport and Logistics.   
Professional & Practical skills: 
- Develop analytical skills; 
- Show how the concept of ‘gamification’ is applied on EU policies. 
Intellectual skills 
- Relate theories to practical experience from the local context to the 
EU; 
- Analyse the impact of ‘gamification’ on reaching the European 

Green Deal ambitions in the field of transport. 
General & Transferable skills 
- Practice teamwork; 
- Become skilled at presentations and group discussions; 
- Practical case study analysis. 

 
1st acad. 
year: 

2nd acad. 
year: 

3rd acad. 
year: 

Total over 3 years: 

N° of hours 60 60 60 180 

N° of 
students 

10-30 р.а. 
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Area of Study 
Social, economic sciences and law 

Field of Study Public Policy, European Policy 

Degree 
Programme 

Supply chain management  

Year/type of 
study 

□ 1st cycle (Bachelor)   
x 2nd cycle (Masters) 
□ 3rd cycle (Postgraduate) 

□ Doctoral studies 

□ Summer school 

Nature 
x Compulsory   
□ Optional 

x New  
□ Existing 

Timing 
□ 1st year   
x 2nd year 

x 1st semester   
□ 2nd semester 

 
 
2. Specific Activity: EXTRACURRICULAR EMPLOYMENT 
 

Title 
Independent work on the discipline on the course “The Impact of 
Gamification on EU Policies in the field of Transport and Logistics” 

Typology 
 □  Lecture   

 □ Seminar 
 x Home work  
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Description 

Students are given the opportunity to work independently on the course, 
receiving assignments subject to periodic review. The activity is is 
distributed as follows: 
1. Conducting practical classes – 20 hrs. 
2. Development of course work / project - 30 hrs. 
3. Solving a case – 20 hrs. 
4. Exam preparation – 20hrs. 

Impact 
The end result should be expressed in successful preparation for the 

exam and acquisition of practical skills, both for individual work and in a 
team at the future workplace. 

Language English 

N° of hours 

1st acad. 
year: 

2nd acad. 
year: 

3rd acad. 
year: 

Total over 3 years: 

90 90 90 270 

 
 
 
3. Specific Activity: DELIVERABLES  
 

Deliverable Nr.  1 

Title 
Reader in “The Impact of Gamification on EU Policies  in the field of 
Transport and Logistics” 

Person in 
charge 

Miruna Butnaru Troncotă 

Typology 

□ Didactic materials  

□ Learning tools 

□ Virtual platform  

□ Website 

□ Database 

 x CD-Rom/DVD  
 x Academic publications 
□ Paper-Brochure-Newsletter 

□ Other (please specify): 
 

 


