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TEACHING PROGRAM 
 
 
1. Specific Activity: TEACHING 
 

Teaching Nr.  11 
Title Introducing Gamification into mitigating broken Supply Chains 
Prof. in charge Prof. Susanne Wilpers 

Typology 
 x Lecture   
 Seminar 
 Summer course 

x Training course  
 Intensive course 
 Distance learning course 

 
Description 

 

Syllabus 
 

In this course students learn through different scenarios how to handle situations 
when the essential supply chains for their companies don’t work anymore. They 
have different options to mitigate or circumvent the problem, but also have to keep 
an eye on the financial risks of their decisions. about the importance of a well-
managed supply chain for the financial health of a company. They gain knowledge 
of the fundamentals of supply chain management and are able to apply their 
knowledge into a business simulation that reflects a part of a real-life scenario. 
The business simulation game will be played by teams of students, where each 
of them is responsible for a dedicated department connected to the company’s 
supply chain. 
During the rounds and the end of the game, they will analyze, criticize and 
evaluate their strategic decisions and the results they got. 
The main objective of this course to show the students the complexity of a supply 
chain and it’s management and to provide a sufficient theoretical foundation to be 
able to master the challenges.  

 

Impact 

The learning objectives of this course are: 
 LO 11: Students successfully understand the challenges of Supply Chain 

Management 
 LO 22: Students develop solution strategies in a business simulation game 
 LO 23: Students are able to handle different situations of broken supply chains 
 LO 31: Students learn on how to handle the different alternatives in case of 

broken Supply Chains, especially form the financial aspect 
 LO 41: Student identifies and summarizes the problem, question, or issue. 
 LO 43: Students learn how to develop business decisions in a team of peers. 
 LO 51. Student identifies corporate responsibility and ethical issues. 

 
These course learning objectives contribute to the following program 
learning goals: 

 LG 1: Our students successfully comply theoretical concepts to real business 
problems. 

 LG 2: Our students demonstrate deep knowledge in their field. 
 LG 3: Our students communicate complex ideas accurately and effectively. 
 LG 4: Our students demonstrate analytical and problem-solving skills. 
 LG 5: Our students demonstrate environmental and ethical awareness. 

 

 Student workload Contact hours  
Independent 
simulation game and 
documentation 
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N° of hours 48  hours  30 hours  18 hours   
N° of students 10-30    
Area of Study 
 Business Administration, Logistics and Supply chain Management 

Field of Study 
 

Economics  

Degree 
Programme 

 

Joint program with application of game approaches in logistics and transport 
 

Year/type of 
study 

 

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

 Doctoral studies 
 Summer school 
 

Nature x Compulsory   
 Optional 

x New  
 Existing 

Timing 
 2nd year   
x 2nd year 
 

x 3rd semester   
 2nd semester 
 

 
 
2. Time Schedule 
 
Course Structure The course is structured in the following elements: 

1. Intensive  lectures (week #1 to week#3)  
2. Three  rounds of simulation game (week #4 to week #6) 
3. Review and evaluation of the first three rounds (week #7) 
4. Intensive lectures (week #8 to week #10) 
5. Two rounds of simulation game (week #11 to week #12) 
6. Review and evaluation of the last two rounds (week #13) 
7. Final presentations of the student teams in week #14 

 
 
 
 
 
 
 
 
 
 
Course Schedule  

Day Teaching 
mode 

Time 
needed 

Contact 
hours 

Room Topics 

1 lecture  2 2 Online •COIL with the Universities of 
Sofia (Bulgaria) and Bucharest 
(Romania) 
•Introduction, Organisation 
•Supply Chain: definition 
•Fundamentals of Supply Chain 
Management 
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2  lecture 

 
2 2 Online •Resilience and disruptions of 

Supply Chains 
3  lecture 

 
2 2 Online •Broken supply chains and their 

consequences 
4  Lecture, 

Q&A, game 
 5 2 Online •Preparation for the first round of 

the simulation game 
•Playing the first round 

5 Discussion, 
Q&A, Game 
 

 6 2 Online •Recap and discussion of the first 
round of the game.  
•Preparation for second round  
•Playing second round of the 
game. 

6  Discussion, 
Q&A, Game 
 

 6 2 Online •Recap and discussion of the 
second round of the game.  
•Preparation for third round  
•Playing third round of the game. 

7  Discussion, 
Q&A 

2 2 Online •Review and evaluation of the first 
three rounds 

8 Lecture 
 

2       2 Online •RISK Management in SCM 

9  
Lecture 

2 2 Online •RISK Management in SCM 

10 
 

Lecture  2 Online •Mitigating approaches and their 
strategies 

11 
 

Lecture, 
Q&A, game 

5 2 Online •Preparation for fourth round  
•Playing fourth round of the 
game. 

12 Discussion, 
Q&A, Game 

5 2 Online Recap and discussion of the fourth 
round of the game.  
•Preparation for 5th round  
•Playing 5th round of the game. 

13 Discussion, 
Q&A 

2 2 Online •Review and evaluation of the last 
two rounds 
 

14 Students’ 
presentations 

4 4 Online Final presentation of Supply 
Chain strategies applied in the 
simulation game with a critical 
evaluation and a “lessons 
learned” review. 

  48 30   
SWS The course includes 30 contact hours. This totals by 14 weeks per 

semester 2 SWS and is capped due to the SPO by 2 SWS. 
 
 
 
3. Specific Activity: EVALUATION  
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Deliverables 
Nr.  

2 

Title Information on the course “Gamification approach on Leadership in Supply Chain 
Management” 
 

Typology 
 Preassignment 
x Final business case 

 

 x Participation 
  Online test (optional instead of written 
exam) 
 Other 

Description The assessment in the discipline is complex. 

In the case of full-time education, the final grade is formed as follows: 

Final business case presentation = 70% (Team) 

Participation = 30% (individual) 

  

Grading 
Scale 

97%-100%  93% to 
< 97% 

90% to 
< 93% 
 

87% to 
< 90% 

83% to 
< 87% 

80% to 
< 83% 
 

77% to 
< 80% 

73% to 
< 77% 

70% to 
< 73% 

67% 
to < 
70% 

 1,0 1,3 1,7 2,0 2,3 2,7 3,0 3,3 3,7 4,0  

Credits are awarded as per the curriculum 
Final 
Presen-
tation 
 

 Team assignment due day 9 of the course including a peer-evaluation within the 
team. 

 The Final includes the development of an applied leadership strategy in the 
simulation game. The results of the game have to be critically evaluated, including 
a mutual peer evaluation of the team members.  

Participation  The participation is composed out of attendance at all contact hours and the quality 
and quantity of contributions in class. 

 Detailed rubrics will be presented at the kick off. 
 
 

This program reflects the views only of the author, and the Commission cannot be held responsible for any use 

which may be made of the information contained therein. 
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Introducing Gamification into mitigating 

broken Supply Chains 

 

-   Training course - 

Professor Susanne Wilpers  

Hochschule Heilbronn 

 

Herbert Streit  

Hochschule Heilbronn 
 

 

1 This material is part of the application of the game approach in logistics and transport training (Output Title 

O6) under the Erasmus + strategic partnership project „Building an innovative network for sharing of best 

educational practices, incl. game approach, in the area of international logistics and transport “, Project 

number: KA203 / HE-25 / 13.09.2019 
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Abstract 

This course was developed forstudents with an andvanced knowledge in supply chain 

management. In the first part of the course they will learn how to handle situations where 

a company’s supply chain is not fully working anymore or is even disrupted. They are 

introduced to several mitigating techniques, but also learn how to set up a RISK 

management for their company’s supply chains to prevent a worst case scenario. After 

having worked through the theoretical part, the students will form teams and go through 

several rounds of a business game, where they can deepen their knowledge RISK 

management and mitigation in a close to real life scenario.  

The goal is to confront the students with some real-life experience on what it means to 

be responsible for the health of supply chains in times of a crisis. The game is played in 

several rounds by teams with increasing business challenges and increasing 

complexity. The results are evaluated after each round. Although we expect a good level 

of experience from the students in the area of SCM, the company still exists in a 

simplified world, where founded business decisions and smart RISK strategies will be 

rewarded and unsubstantiated decisions will be punished. Different from the real world, 

there will be no unforeseen events that would thwart their efforts. Anyways, successful 

rounds can only be achieved with a proper repetition of the learning material. 

 

 

Introduction 

Goals and outcomes of this course  

What is the benefit of the gaming approach? 

From gamification to experimental learning 

 

Part 1. Mitigation of Supply Chains 

 

1.1. Definition and Introduction 

   Fundamentals of Supply Chain Management 

   Resilience and disruptions of Supply Chains 

   Broken supply chains and their consequences 

       1.2. Risk Management in SCM 

   What is a supply chain risk? 

   Mitigating approaches and their strategies 
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    Part II. Introduction to the principals of a supply chain simulation game  

    Part III. Playing the game and reviewing the results 

 

0. Introduction 

 

To spend valuable lifetime playing online games is sometimes seen as a waste of 

time. But especially older generations tend to forget that they have learned most of 

their skills through playing games or learning formats that had gaming elements. The 

difference – what is not a difference at all – is that they were not sitting in front of a 

screen, around a table.  

Learning through games has always been the most important part of the human 

evolution and a guarantee for our survival.  

 

Gamification is the introduction of game elements in a non-game situation, like 

teaching and learning in our case. The gamification of teaching and learning is an 

educational approach to provide alternative methods of teaching and can be a part of 

a blended learning design. The goal is to maximize fun, engagement and motivation 

through capturing the interest of learners, push them forward and inspiring them to 

continue learning or even to study more.   

 

The gamification of teaching contents might not be suitable for all kinds of learning 

areas, but Supply Chain Management is for sure one of the subjects that are ideal for 

gamification.  

While the basic concepts of Supply Chain Management are not very hard to 

understand, their application in the real world can be very complex and challenging. At 

this point the gamification can kick in. The students experience a part of the real-world 

challenges of managing a supply chain in a dedicated game. 

In this more sophisticated version of the simulation game, the students will be thrown 

in a scenario where their company’s supply chains get under pressure. While they are 

trying to fix the problems or at least mitigate them, they are also challenged to built up 

a RISK management to prevent further problems. 

 

Gamification of teaching contents is a first step to experimental learning as long as it’s 

flanked by a good designed lecture and other elements (blended learning). 
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Experimental learning might be a path to future, like the 21st century skills defined by 

the World Economic Forum in 2016. They have listed 10 personal traits which would not 

be achievable with the methods of frontal classroom teaching or the classic lecture, but 

in the presence of all kind of learning strategies. These traits are 

 

 

• Complex problem solving 

• Critical thinking 

• Creativity 

• People management 

• Coordinating with others 

• Emotional intelligence 

• Judgment and decision making 

• Service orientation 

• Negotiation 

• Cognitive flexibility 

 

Most, if not all of them can be trained and improved with a gamification approach in 

teaching and learning. 

 

 

 

 

 

Structure of this course 

 

The goal of this course is to demonstrate students how the unpredictability of the 

external environment can influence the health of a company’s supply chains. This 

addresses students with an advanced knowledge of SCM. The authors are convinced 

that students of logistics and supply chain management should be “confronted” with real 

life scenarios as soon as they have gained the theoretical knowledge in this area. 

Although the theory might look quite simply, the challenges of managing a supply chain 

can be huge and frustrating due to complexity and unexpected changes in real life. 

Especially in extraordinary times like the ones we just experienced, broken supply 
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chains can be a huge problem, especially for companies with a consequent lean 

management or low to non-existing inventory of strategic supplies. 

This training course is divided into three main parts.  First, we recap some basic 

pricncipals of SCM, look into the problems of malfunctioning supply chains and learn 

about the fundamentals of Supply Chain Risk managment. Once the knowledge has 

been transferred and evaluated, we will outline the structure and the logic behind the 

game itself. The students learn what kind of company they are working for. They will get 

friends with the company’s divers and widespread supply chain. They will constantly 

face new challenges and problems they have to solve and learn how to make the best 

possible decision in a world where the unexpected is routine.  

The students will work together in a team within a company that actually faces financial 

losses due to problems in their supply chain management. Each team member 

overlooks a different department of the company that is directly connected to the supply 

chain (Finances, production, sales). 

So, the students are forced to make profound decisions to reestablish their company‘s 

supply chains and bring the enterprise back into the winning zone. The team members 

have to communicate and agree on the measures within the team. 

In the real world, even a profound decision based on all available information might not 

lead to success as the environment might be too complex. So the teams will play in a 

simplified world of a transparent and stable environment, where they will be rewarded if 

they are able to apply their knowledge they have learned before. They will have to fix a 

manageable amount of problems at the same time.  

This training course is also suitable to be taught and played online by international 

student groups. 

 

 

Learning outcomes for training participants 

Knowledge & Understanding: 

The participants will get plenty of experience how to recognize and meet the threats on 

their supply chains. They are able to apply their knowledge successfully, but also the 

mistakes that will happen are a part of the learning experience. No matter what the result 

looks like, they will have to do a critical assessment of the team’s strategy and result for 

the final presentation.   

 

Professional & Practical skills: 
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This course is a good preparation for their future jobs in SCM. They develop a sense of 

what might go wrong and how to recognize the problems early enough to react. They 

learn about the fundamentals and the importance of Supply Chain RISK management 

and how to apply it in a close to real life scenario.  

 

Intellectual skills 

 

Understanding theories does not necessarily mean that you are able to apply them in a 

real-life environment. The gamification of this course is an opportunity to challenge the 

theoretical basics in a simulated environment that is close to real life. 

 

 

General & Transferable skills 

 

The game itself and the final presentation is designed as a team effort. So, this is 

another opportunity to practice teamwork.  

Ideally the teams will be international and the language is English anyways. This will 

be an international and intercultural experience with a chance to reach another level 

towards business fluent English.  

The final presentation requires a critical evaluation of the results. This is an opportunity 

for the participants to proof their knowledge of the fundamentals und to train a critical 

self-evaluation.  

 

 

 

 

 

 

 

 

 

 

 

 Part 1. Mitigating of Supply Chains  
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1.1. Definition and Introduction 

Resilience and disruptions of Supply Chains 

Let us first have a look into the basics. Even in times when the supply chain is working perfectly, 

the managers should critically asses their strategies to ensure resilience. 

Is there enough inventory to provide a capacity buffer? How long will this buffer last? Is it enough 

to survive a temporary delivery shortage? How long is “temporary”? Do we have experiences 

from the past? 

What about our suppliers? Are we depended on them? Do we have alternatives? Is there a way 

to close a strategic partnership with our suppliers to do a better planning? How far away are our 

suppliers and our customers? Are the transport routes safe? 

How far can we harmonize or unify important parts of our products?  

 

The time-to-survive and time-to-recover is a topic where the financial department also has their 

say. Doing a consequent lean or just-in-time management might save a big amount off money, 

but will stop production immediately as soon as the supply chains break. 

 

The risks for supply chains might come from outside. Beside “huge impacts” like natural 

disasters, acts of war, terrorism, or pandemics, there are also threats that can happen more 

frequently and unexpected like hacker attacks, unsettled labor disputes or bankruptcy of 

suppliers and buyers. 

But there are also risks from inside the enterprise that are caused by the human factor as a 

result of poor decisions or slackness. 

 

As mentioned above, whatever the strategy to improve the resilience of the supply chain is, the 

costs must be known and will for sure be a limiting factor. The time-to-survive and time-to-

recover strategy will have a price tag. The more we reduce the supply chain risks, the more 

money we have to invest. 

 

There are several analogue and digital tools to analyze all kinds of risk and their statistical 

probability. 

 

 

 

 1.2. RISK Management in Supply Chain Management 
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What are SCM risks? 

 

Big impacts like natural disasters, war and pandemics are usually impossible to foresee and 

belong to the unkown risks. They usually come from outside the company, affect a larger part 

of the environment and would be too expensive to mitigate. Although there is a certain self-

evidence here that should shy us away from building a chemical or nuclear plant in an 

earthquake zone.  

 

Risks that can be measured, identified and managed are the known risks. These are all the risks 

that come from inside or outside the company.  

We will start with the risks that are often ignored, seem to come as a total surprise, but could 

have been forestalled. 

The bankruptcy of a customer or even their unwillingness to pay might lead to a financial 

bottleneck, especially if the company has to rely on a small number of big customers. 

 

A high inventory might be a good capacity buffer in times when the supplier side is problematic, 

but can also be a financial risk, especially if the goods have a high value. It’s even more of a 

problem if the finished products block the warehouses due to a soft demand from the customers’ 

side. In this case the company would have to lower their production capacity what would mean 

a further loss due to low plant utilization. 

 

Mitigating approaches and their strategies 

 

Every possible problem impacting the resilience of a company’s supply chain must be translated 

into a mitigation approach and result in tailored strategies. There is no one-best-way for every 

company, but the strategy must follow each company’s special character. 

To summarize the activities that are valid for all kinds of organizations, here are the steps that 

have to be performed: 

You have to understand your supply chain! Supply chains can be very large and complex, but 

there should be no white spots on the landscape. You have to know the big picture to move to 

the next task and improve your supply chain. There is always room for this if you look into the 

details. Even in complex supply chains, there are always a bunch of critical paths that must not 

be neglected and need special attention. When optimizing a supply chain, these critical paths 

should be of highest priority. There might be room to improve them, like removing bottlenecks 
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or securing strategic inventory.  The term “supply chains” does not imply the complexity we have 

to deal with. Surely, one should rather talk about supply networks. Being able to make this 

network visible is just a first step. The next step is to demonstrate the dynamics within this 

network. It is often essential for planning ahead to know exactly where the goods actually are. 

There are several new approaches now to enable this, for example through satellite tracking. 

Now that is has become clear how important healthy supply chains are to the organization, it’s 

just a consequent decision to do an investment into a supply chain continuity team and to involve 

suppliers and customers.  

 

Supply chain continuity is not just a one man and once in a time effort, but a must happen 

continuously and on a regular base. From the first step of identifying the known risks to building 

a supply chain risk management framework to monitoring risks constantly and do a regular 

reporting and review for all departments. 

   

 

 

 

 

 

 

 



 

 

 This project has been funded with support from the European Commission 

 Page 14 

 

   Part II. Introduction to the principals of a supply chain 

simulation game  

The game will start after the first three units of lectures (6hours). 

The game will be played in five rounds. The players start in the first 

round with a company that has already problems in their supply 

chain management and is making negative profit. The team has to 

check the anatomy of the supply chains and look out for weak 

points, bottlenecks, etc. to improve the situation. They will get all the 

information necessary to find and rate the possible problems. Once 

the first round is finished, they will get feedback and see if the 

financial situation has improved with their implemented changes.  

Now they will play through the next two rounds to implement more 

improvements or correct their mistakes.  

 

During the second set of lectures (6 hours), they will learn how to 

implement a professional RISK management for their supply 

chains. With this new ideas and hints, they will now play two more 

rounds of the game and hopefully will be able to turn their company 

into the winning zone. 

 

The final presentation should demonstrate that the teams were able 

to apply the knowledge from the lectures to their company’s supply 

chains and -no matter how the final financial result looks like- 

understood the consequences of their changes and are able to do 

a critical review. 

   

 

Part III. Playing the game and evaluating the results 

 

 


