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You are free: 

to Share — to copy, distribute and transmit the 
work  

to Remix — to adapt the work  
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Attribution. You must attribute the work in the 
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History 
• Founded in 2009 
• Public institution, regional 

development  
• 2600 students, 60 professors and 

growing  
• Western Ruhr area (Bottrop, Mülheim) 
Focus Areas 
• Civil Engineering  
• Business Administration - International 

Trade Management & Logistics  
• Mechatronics 
• Human-Machine-Interaction 
• Business Information Systems 
• Master Programme Business 

Administration 

Hochschule Ruhr West 
Ruhr West University of Applied Sciences 
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Focus areas 
•Business Information Systems 
•Process Management 
•Supporting globally distributed workgroups 
•Open Educational Resources 
•IT-supported Innovation Management 
 
E-Learning 
•Supporting international education settings 
•Cultural adaptation 
•Standardization & Quality Management  
•Mobile & Ambient Learning 
•Innovative tools and solutions 

Business Information Systems@HRW 

Some of my previous projects 
•Play4Guidance: Business Games for 
Entrepreneurs 
•EAGLE: E-Learning in Public 
Administration 
•Open Educational Ideas and 
Innovations (OEI2) 
•Nordic Open Education Alliance 
•OpenDiscoverySpace:  OER for 
Schools  
•OpenScout: OER for Management 
 

http://play4guidance.eu/
http://idea-space.eu/
http://www.eagle-learning.eu/
http://idea-space.eu/
http://idea-space.eu/
http://www.opendiscoveryspace.eu/
http://www.nordicoer.org/
http://opendiscoveryspace.eu/
http://www.openscout.net/
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• “The process of translating an idea or invention into a good or 
service that creates value” (Business Dictionary, 2016) 

• Key to global success and competitiveness 
• Key to employment and employability 
• Key to countries’ success in a global market 

 
 
 

Innovation 
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• How can be organize mutually beneficial collaboration across 
the globe? 
− Trust 
− Knowledge sharing vs knowledge protection 
− Closed vs open vs collaborative innovation 

 

• What are the key competences for innovative people and 
organizations? 
 

• How can we utilize e-learning to improve peoples’ innovation 
competences? 

Innovation across Borders: Challenges 
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• Mixing open, invitational & frugal innovation  
• Starting innovation from the first idea 
• Creating global partnerships 
• Non-competing markets 
• Enabling SMEs to create high impact  

The Process: Born Global Innovation  
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• Objectives 
− Play4Guidance aims to bring the world of education and training in close contact 

with the job market, in order to match school and university curricula to the 
market’s real needs. 

− Furthermore, the project aims to boost entrepreneurial culture in young Europeans 
and help young Europeans acquire the skills needed to create new businesses. 
This will potentially contribute to a reduction in EU unemployment. 

− In addition, P4G aims to identify essential business skills among target groups and 
target countries and collect them in the Great Common Denominator Matrix. 

− Play4Guidance produces an effective European tool able to support students and 
unemployed in developing basic math, economic, digital and entrepreneurial 
transversal skills with a strong focus on problem solving and leadership and will 
support various institutions such as guidance centres, job centres, SMEs, 
companies and universities in evaluating participant skills and guiding them through 
training and skill-building. 

 
• Key Outcomes 

− Greatest Common Denominator Skills Matrix („Innovation Competences“) 
− P4G Business Game & Scenarios 
 

Play4Guidance 
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Findings: Play4Guidance Innovation Competences 
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The Game 
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The Game 
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The Game 
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Embedding the Game: Educational Scenarios 

http://play4guidance.eu/p4g-resources/ 
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• Business Game + OER + Scenarios 
− http://play4guidance.eu/p4g-business-game/  

 
• Business Games must be enriched by meaningful OER and 

scenarios 
− Trainer Guide: http://play4guidance.eu/wp/wp-

content/uploads/2016/02/Trainers-guide-reviewed-final.pdf  
 

• Innovation competences are needed in many target groups but 
very different depending on the national / regional context 
 

• Attitudes play a crucial role for innovators  
 

• The Business Game could serve as a starting point for international 
entrepreneurs  
 

 

Training Innovation Competences: Findings  

http://play4guidance.eu/p4g-business-game/
http://play4guidance.eu/wp/wp-content/uploads/2016/02/Trainers-guide-reviewed-final.pdf
http://play4guidance.eu/wp/wp-content/uploads/2016/02/Trainers-guide-reviewed-final.pdf
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• Joint Simulation Games 
• Globally shared and local OER 
• Common Cross-Continent Scenarios 

− Connecting students 
− Connecting cultures 
− Creating initial trust 
− Performing cross border idea development (“born global innovation”) 

 

• Creating a generation of collaborative innovators by 
− Building a common innovation environment (e.g. Slush) 
− Building a common virtual environment (e.g. www.idea-space.eu)  
− Building OER and Scenarios / OEP around innovation 

 Creating a Generation of Cross Border Entrepreneurs
  

http://www.idea-space.eu/
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• Innovation is the key success factors for individuals, 
organizations and countries 
− Innovation competences 
− Innovation attitudes 

• Business Games can be meaningfully used for innovation 
training / education 

• OER and OEP / Scenarios are necessary  
 

• Basis for cross-border innovation 
• Processes, competences and OER are available 
• An ASEM Innovation Space could train, prepare and guide 

young innovators from Asia and Europe! 

Summary 



SS 13 18 Prof. Dr. Marc Jansen Prof. Dr. Jan M. Pawlowski 

Thank you for listening! 

Questions? Comments? 
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 Web:   

http://en.hochschule-ruhr-west.de/research/computer-
science/institute-members/professor-jan-
pawlowski.html 
 
http://play4guidance.eu/  
http://www.idea-space.eu/ 
 
 
E-Mail: jan.pawlowski@hs-ruhrwest.de 
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