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ABSTRACT
COMPETENCIES FOR SUCCESSFUL USE OF SOCIAL ONLINE
SIMULATION.GAMES WITHIN ORGANISATIONAL LEADERSHIP
DEVELOPMENT
WJGrove
Magister Commercii thesis, Department of Information Systems, University of the
Western Cape
The humble Pong arcade game at the corner store ignited a fundamental culture
shift in the 1970s and it is increasingly gaining momentum. A generation of
gamers is already permeating organisations. The socio-cultural phenomenon of
digital gaming has become pervasive. The intersection point of the three trends,
Ubiquitous Computing, Ubiquitous Gaming and Social Networking, is the focus
point of this study. It is at this intersection point that both social online gaming
and cutting-edge leadership competencies co-exist and have the potential to
flourish when implemented with caution and circumspection.
Leadership is frequently touted as an almost mystical holy grail in modern
business. Leadership :pevelopment is therefore often recognised as a critical pivot
for business success. If business leaders can successfully utilise game-based
learning to maximise their return on investment in Leadership Development
initiatives, this may not only increase business metrics, but also enable business
leaders to leave a lasting legacy by sculpting new generations ofleaders who are
ready and able to face the future.
Social Online Simulation Gaming (SOSG) as a learning design and learning
technology can prove particularly valuable as a leadership and skills development
tool within the "digimodem" world. Current literature, however, does not provide
a clearly focused framework for the implementation of ICT supported game-based
Leadership Development technologies within the information economy. Current
literature fails to integrate and take into account aspects critical to the successful
utilisation of SOSG, such as the principles of "Flow Design", the often utilised
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"Puppet Master" role and the interrelatedness, even interdependence, of the
required utilisation competencies.
There is currently not a clear and specific framework for evaluating the
Information and Communication Technology (ICT) competencies, knowledge,
skills and attitudes required to successfully use Socia1 ·bnline Simulation Games
software within the context of Organisational Leaden;hip Development. This
study aimed to create and refine a framework for evaluating the ICT competencies
required to successfully implement SOSG as Leadership Development tool.
The primary research question is formulated as follows:
What ICT competencies (knowledge, attitudes and skills) are necessary to
successfully utilise Social Online Simulation Games as Leadership
Development technique and tool?
The four sub-questions derived from the primary research question are as follows:
•

Do the current conceptual Social Online Simulation Game utilisation
models and frameworks in literature provide an adequate typology of the
required ICT competencies?

•

Are any additional competencies required for Social Online Simulation
Games usage?

•

Can a rating and weighting of more critical and practically useful
competencies be proposed in the form of a framework?

•

How can such a framework potentially be implemented in practice?

A Mixed Methods research approach was followed in which the current literature
was reviewed, using an interpretative methodology and the principles of
hermeneutics, in order to derive a preliminary conceptual model for the ICTrelated competencies ( eCompetencies) needed for the successful implementation
of SOSG in Organisational Leadership Development. Subsequently, this
conceptual framework has been refined utilising the input of an international
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panel of experts (through a two-stage Delphi expert panel and further quantitative
data analysis) in order to produce a framework for assessing the required
competencies.
The analysis suggests that the SOSG Utilisation Framework may potentially form

a robust basis for further refinement of the competencies required to successfully
utilise SOSG in Leadership Development applications within organisations.
This research contributes to the body of knowledge by providing both academics
and practitioners with insights into the elements required to implement SOSG
within the context of Leadership Development. It also highlights aspects that
might have a significant impact on the success of the implementation, such as the
multiple perspectives and focus areas of each of the multi-disciplinary team
groups typically involved in SOSG implementations.
In terms oflimitations of the study it became clear that a substantially larger

expert panel may offer various opportunities for refining the framework and
testing the robustness of its basic tenets and structure. Another limitation is the
inherent paradoxality in SOSG utilisation as there is competing and sometimes
irreconcilable differences in the preferences of game players and game trainers.
The study is also potentially limited by the ever present Flexibility Paradox as
competency frameworks that are not designed to be flexible, soon become
irrelevant. Meta-competencies and inherently flexible competency structures
become more and more critical as learners and trainer are required to constantly
learn (and unlearn).

25 February 2015

iv

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

DECLARATION

I declare that Competencies for successful use of Social Online Simulation Games
within Organisational Leadership Development is my own work, that it has not
been submitted for any degree or examination in any other university, and that all
the sources I have used or quoted have been indicated and acknowledged by
complete references.

Wouter Johannes Grove
December 30, 2013

V

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

ACKNOWLEDGEMENTS
The writing of a thesis is typically an exercise in learning patience, not only for
me as author but also for my family.
•

This thesis is dedicated to my father and mother.

•

Thank you for each moment of patience granted to me so gracefully by
them and my wife, Suzanne, my son Wouter, daughter Carien, and the rest
of my famtly and friends.

•

My sincere appreciation for my supervisor, Dr Zoran Mitrovic, for his
insight, analysis and support.

•

My heartfelt gratitude to statistics consultant, Dr Theunis Kotze, as well as
Prof Annelie Jordaan for her proofreading and technical editing.

•

Thank you God for granting me patience.

vi

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

TABLE OF CONTENTS
ABSTRACT ..................................................................................................... ii
DECLARATION .............................................................................................. v
ACKNOWLEDGEMENTS ............................................................................ vi
·LIST OF FIGURES ............................................................................ :........... xi
LIST OF TABL~S ................................................................................. '. ....... xii
GLOSSARY .................................................................................................. xiii
CHAPTER 1: INTRODUCTION ..................................................................... 1
1.1 Introduction.............................................................................................. 1
1.2 Three intersecting trends .......................................................................... 2
1.2.1 Ubiquitous Computing ....................................................................... 3
1.2.2 Ubiquitous Social Networking ........................................................... 4
1.2.3 Ubiquitous Gaming ............................................................................ 6
1.3 Potential exists at the intersection point .................................................. 9
1.4 Background to research problem ........................................................... 13
1.4.1 Statement ofresearch problem ......................................................... 14
1.4.2 Research question and sub-questions ............................................... 15
1.4.3 Research design and methodology ................................................... 15
1.4.4 Delineation of the research ............................................................... 17
1.4.5 Ethical considerations ...................................................................... 18
1.4 .6 Findings and contribution................................................................. 19
1. 5 Chapter outline ....................................................................................... 19
1.6 Chapter summary ................................................................................... 20
CHAPTER 2: THEORETICAL FRAMEWORK AND LITERATURE
REVIEW ......................................................................................................... 21
2.1 Introduction ............................................................................................ 21
2.2 Brief history of gaming .......................................................................... 22
2.2.1 The social (r)evolution of digital gaming ......................................... 26
2.2.2 Social on1ine gaming ........................................................................ 27
2.2.3 Social On1ine Simulation Games as experiential learning tool.. ...... 31
2.2.4 Playing and learning ......................................................................... 33
2.3 Operational Definition of eCompetencies ............................................. 35
2.4 Operational definition: Social On1ine Simulation Games .................... .36
2.4.1 SOSG and real world leadership purpose ........................................ 38
2.4.2 Simulation as SOSG element ........................................................... 39
2.4.3 Serious Games, Simulations and Virtual Worlds ............................. 42
2.4.4 Link between SOSG and modern Leadership Development ........... 44
2.4.5 Games and modern Leadership Development ................................. 45
2.5 Types oflearning facilitated by games ................................................. .46

vii

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

2.6

Defining Leadership Development ....................................................... .47
2.6.1 The changing nature of modern learners and modern leaders ......... 48
2.6.2 The case for a new view of the leadership construct........................ 53
2.6.3 The changing nature ofleadership ................................................... 55
2.6.4 Digimodernism meets Ubiquitous Computing ................................. 57
2:7 The changing nature oflearning: Pedagogy, Andragogy and
Cybergogy......................................................... ,.....-..'.............................. 60
2.7.1 Pedagogy .......................................................................................... 60
2.7.2 Andragogy ........................................................................................ 61
2.7.3 Cybergogy ............................................... ,........................................ 62
2.7.4 Self-reflection in Leadership Development ..................................... 67
2.8 Leadership games: Selected examples ............................... ,................... 69
2.8.1 Simuleam's Virtual Leader™ ............................................ .............. 70
2.8.2 Csikszentmihalyi's FLOW is Good Business™ .............................. 71
2.8.3 Novicraft™ ....................................................................................... 71
2.8.4 RANJ's Cap-Gemini Leadership Development Program ................ 72
2.8.5 Everest: Leadership and teamwork .................................................. 73
2.8.6 Experiencepoint ................................................................................ 73
2.8.7 BTS Talent Leadership Development Program ............................... 73
2.8.8 Other examples ................................................................................. 74
2.8.9 Non-digital leadership simulation games ......................................... 74
2.8.10 Related projects ................................................................................ 76
2.9 Thinking outside the "black box" .......................................................... 77
2.10 Barriers to successful utilisation of SOSG ............................................ 78
2.11 Critical analysis of current conceptual models ...................................... 83
2.11.1 Competencies, nihilism and the death of the metanarrative ............. 83
2.11.2 Preliminary arguments: Social Online Simulation Gaming ............. 86
2.11.3 Preliminary arguments about the changing nature oflearners ......... 89
2.11.4 Preliminary arguments about the changing nature ofleadership ..... 90
2.12 Motivation for utilisation of e-CF 2.0 as framework. ............................ 92
2.13 The process of mapping of SOSG against e-CF 2.0 Framework .......... 96
2.14 Frameworks impacting the mapping of SOSG against thee-CF 2.0
Framework ............................................................................................. 97
2.14.1 Technology Acceptance Model.. ...................................................... 98
2.14.2 Task-Technology Fit Model.. ......................................................... 100
2.14.3 Computer Self-Efficacy Model ...................................................... 101
2.14.4 TAMITTF Model with Computer Self-Efficacy ............................ 102
2.14.5 Extended TAM Model with Flow .................................................. 103
2.14.6 3P Learning Model.. ....................................................................... 105
2.14.7 Csikszentmihalyi's Theory of Flow ............................................... 107

viii

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

2.14.8 Njenga's model for eLeaming Adoption .............................. ......... 109
2.14.9 Factors integrated into mapping of SOSG against e-CF 2.0
Framework ..................................................................... ................ 110
2.15 Chapter summary .......................................... ................................,...... 110
CHAPTER 3: RESEARCH DESIGN AND METHODOLOGY ................. 112
3.1 Introduction ............................................ .... ........................................ .-. 112
3 .2 Research p·aradigrns ............................................................................. 112
3 .3 Qualitative and quantitative research ................................................... 113
3.4 Mixed Methods research..................................................................... .113
3.5 Interpretative methodology .................................................................. 114
3.6 The hermeneutic circle ........................................................................ 115
3. 7 The Delphi method: Background......................................................... 11 7
3.8 Rationale for utilising Delphi method ................................................. 118
3.9 Phases in the research process ............................................................. 121
3.9.1 Delphi Round 1 .............................................................................. 121
3.9.2 Delphi Round 2 ................. ... .......................................................... 123
3.9.3 Panel selection and profile ............................................................. 123
3.9.4 Notes on self-selection bias in panel.. ............................................ 127
3.10 Data collection procedures ................................................................. .128
3.11 Principles of analysis ........................................................................... 128
3.10.1 Hermeneutic circle ...................... ................................................... 128
3.10.2 Contextualisation...................... ................................................... ... 129
3 .10.3 Interaction between researcher and the subjects ................. ,.......... 129
3 .10.4 Principle of abstraction and generalisation .................................... 129
3.10.5 Principle of dialogical reasoning .................................................... 129
3.10.6 Principle of multiple interpretations ............................................... 129
3 .10. 7 Principle of suspicion ...................................................... ............... 13 0
3 .12 Data analysis procedures ..................................................................... 131
3.13 Chapter summary ................................................................................. 132
CHAPTER 4: FINDINGS AND ANALYSIS .............................................. 134
4.1 Introduction .......................................................................................... 134
4.2 Evaluation of Round 1 feedback. ......................................................... 134
4.3 Data analysis and construction of Pre-Delphi Round 2 Framework ... 135
4.4 Round 1 summary ................................................................................ 135
4.5 Evaluation of Round 2 feedback. ......................................................... 137
4.6 Data analysis procedure ......................... .............................................. 137
4.7 Evaluation of panel agreement on existing e-CF 2.0 and new
competencies ........................................................................................ 140
4.8 Evaluation of panel agreement on Game Design competencies .......... 145
4.9 Evaluation of panel agreement on General Managerial competenciesl46

ix

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

4.10 Evaluation of panel agreement on Learning Design competencies ..... 147
4.11 Evaluation of panel agreement on Subject Matter Expertise ............... 148
4.12 Chapter summary ................................................................................. 149
CHAPTER 5: THE SOSG UTILISATION FRAMEWORK ....................... 150
5.1 Introduction .......................................................................................... 150
5.2 Analysis offindings ....... '. ..................................................................... 150
5.3 Impact of findings on SOSG Utilisation Framework .......................... 152
5.4 Suggested SOSG Utilisation Framework ........................................... .152
5.5 Identification of critical competencies ................................................. 154
5.5.1 Planning .......................................................................................... 154
5.5.2 Building .......................................................................................... 156
5.5.3 Running .......................................................................................... 158
5.5.4 Enabling ......................................................................................... 159
5.5.5 Managing ........................................................................................ 160
5.6 Chapter summary ................................................................................. 162
CHAPTER 6: CONCLUSIONS AND RECOMMENDATIONS ............... 163
6.1 Introduction.......................................................................................... 163
6.2 Evaluating our research objectives ...................................................... 163
6.3 Contribution of research ...................................................................... 164
6.4 Limits of the SOSG Framework ......................................................... .164
6.4.1 The state ofplay ............................................................................. l 65
6.4. 2 The inherent paradoxality in SOSG utilisation .............................. 166
6.4.3 The Flexibility Paradox .................................................................. 167
6.4.4 The value of existing competency frameworks ............................... 169
6.4.5 SOSG implementation is a multi-disciplinary process ................... 170
6.4.6 Attitudes count ................................................................................ 171
6.4. 7 Comments on validity of research ................................................. 171
6.5 Further research opportunities ............................................................. 172
6.6 Chapter summary ................................................................................. 175
REFERENCES .............................................................................................. 176
ANNEXURE A: DELPHI ROUND 1 OPEN-ENDED
QUESTIONNAIRE ............................................................................. 199
ANNEXURE B: DELPHI ROUND 2 STRUCTURED
QUESTIONNAIRE ...................................................................................... 203
ANNEXURE C: LETTER INTRODUCING STUDY TO PANELLISTS .. 210
ANNEXURE D: DEPARTMENTAL LETTER ATTACHED TO
INVITE ................................................................................................ 211
ANNEXURE E: SELECTED ROUND 1 COMMENTS FROM
PANELLISTS ...................................................................................... 212
ENDNOTES ..................................... ........... ............ ........... ... 221

X

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

LIST OF FIGURES

Figure 1.1: Summary of Research Process ... .... ... .. .... ....... .. ... .. ..... . , .... .. .. .17
·Figure'2.1: fllVE Model. ... .. ... .. ... .. ....... .. ... ..... ... ... ............. .. .... ... ........ 42
Figure 2.2: Cybergogical Model .... .. ..... ..... ... .. ..... ... ....... .. . .. ..... .. . , .......... 63
Figure 2.3: "Onion Model" of Reflection .... ... . ..... . ....................... .. ...... : ..68
Figure 2.4: Technology Acceptance Model.. ..... .................. ....... ............... 98
Figure 2.5: TAM 2 Model.. .................... ..... .......................................... 99
Figure 2.6: Integrated TAM/TFF Model.. .. ..... ............................ ....... .. ... 100
Figure 2.7: TAM/TTF Model adapted to include Computer Self-Efficacy ... ... 102
Figure 2.8: Extended TAM Model with Flow .... ....... ......... ..... .. .. .. ... .. .. .. ..103
Figure 2.9: 3P Learning Model. .... .... .. ...... ....... ... .... .. .. ... .... .. .... .... ... ...... 105
Figure 2.10: Flow Theory ............ ...... ...... ....... ....... ....... ...... ... ... ........ ... 108
Figure 3.1: Round 1 Open-Ended Questions ................................ .... ...... 121
Figure 3.2: Panel Respondent Profile ........................................ .... .. ...... 125
Figure 3.3: Respondent Profile - Relevant Experience .................... ... ... .... 126
Figure 3.4: Principles for Interpretative Field Research .... ..... ..... ............ ... 131
Figure 4.1: Pre-Delphi Round 2 Framework ..... .................. .... .... .. ...... .. .. 136
Figure 4.2: Delphi Round 2 Panel Agreement Summary .... ...... ....... ... ....... 139
Figure 4.3: Planning Competencies .......................................... ... ......... 140
Figure 4.4: Building Competencies ........................................ ... ...... ...... 140
Figure 4.5: Running Competencies ..... ....... .............. . .............. .... ... ... .... 142
Figure 4.6: Enabling Competencies ............... ........ . .... ... .. .. ......... .... .. .... 144
Figure 4.7: Game Design Competencies .. ..... .. .... ... ... ... .. .... .. ... ........ .... .. .145
Figure 4.8: General Managerial competencies ....... .. ..... .... .. ...... . ....... ...... 146
Figure 4.9: Learning Design Competencies ... .. ....... ....... .............. ... ..... .... 147
Figure 4.10: Subject Matter Expertise ..................................... .... ... ....... 148
Figure 5.1: Panel Support per Competency Category ................. .. ... . ... ...... 151
Figure 5.2: SOSG Utilisation Framework. ..... ... ..... .. ....... .... ..... . ..... .... ...... 153
Figure 5.3: Extended Cybergogical Model.. ............... .. ....... . ..... ... .. ... ... ... 154
Figure 5.4: Critical Competencies - Planning ...... ..... .. ... .... ... ..... .... .......... 155
Figure 5.5: Critical Competencies - Building ...... .................. .. ..... ... ........ 156
Figure 5.6: Critical Competencies - Running ........ ....... ...... ...... ... ... ... ...... 158

xi

https://etd.uwc.ac.za/

--

https://etd.uwc.ac.za/

Figure 5.7: Critical Competencies- Enabling ................................. ........ 159
Figure 5.8: Critical Competencies - Managing .......... ....... , ........ . ...... . ..... 161

LIST OFT ABLES

Table 1:
Table 2:
Table 3:
Table 4:

Comparison: Modernism vs. Postmodemism ......................................... 51
Panel Selection Criteria......................................................................... 124
Criteria for Competency Evaluation ..................................... :.; ......... :... 132
Gamer vs. Trainer Preferences .............................................................. 167

xii

https://etd.uwc.ac.za/

https://etd.uwc.ac.za/

GLOSSARY
·Andragogy
Cloud

·The study of the metp.ods and activities of teaching adults
Cloud computing refers to the use of services, computer
programs, etc. that are on the internet rather than ones that
you buy and put on your computer

Dyadic

A group of two

Generation X

A way of referring to the group of people who were born
in the 1960s and 1970s: Members of Generation X are
often portrayed as having no clear direction to their lives
(Definition of Generation X noun from the Cambridge Advanced
Learner's Dictionan · & Thesaurus © Cambridge University Press)

Generation Y

A way of referring to the group of people who were born
in the 1980s and early 1990s: Generation Y, the babyboomers' children, will be the most adept ever with
emerging technology
(Definition of Generation Y noun from the Cambridge Advanced
Learner's Dictionan • & Thesaurus© Cambridge University Press)

Equipotentiality

Exhibiting the same potential at every point

Freemium

A sales strategy, especially on the Internet, in which the
basic product or service is free, but customers are
typically charged for additional features and content

Gamification

The process of taking the essence of games (i.e. quests)
and gaming elements (i.e. leader boards, point-tracking)
and applying it to real-world, non-game situations

Grit

Firmness of character; Indomitable spirit; Pluck

Lurker

Someone who reads the messages in a chat room or a
social media network without taking part, typically
remaining anonymous
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MMORPG

Massively Multiplayer Online Role-Playing Game

Neo-Lud<lism

.A philosophy'opp_osing many forms of m()dem
technology; stems from the concept that technology has a
negative impact on individuals, their communities and the
environment. N eo-Luddites fear the future unknown
effects that new technologies might unleash
(http://en. wikipedia. orglwiki/Neo-Luddism)

Pedagogy

The study of the methods and activities of teaching;
typically refers to teaching of children

RSS Feeds

Electronic connection from a website to another website
so that changes on one site are updated automatically on
linked sites; also known as Rich Site Summary or Really
Simple Syndication

Social Games

"Games played on and around online social networks"

Social Networks

A website or computer program that allows people to
communicate and share information on the internet using
a computer or mobile phone

Stickiness

The qualities, mechanics, design and other factors that
encourage visitors to spend more time on a website,
software program or mobile application

Virality

The tendency of an image, video, or piece of information
to be circulated rapidly and widely from one Internet user
to another
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CHAPTER 1: INTRODUCTION

We don't stopplayingbecause we grow old;
we grow old because we stop playing.
George Bernard Shaw

1.1 Introduction
The socio-cultural phenomenon of digital gaming has become pervasive. It is no
longer just the preserve of slightly awkward and pimply teenagers.
According to Penenberg (2010), it is estimated that 97 percent of all 12-17 year
olds play computer games. T~ fact should hardly be surprising, especially if you
have children. Interestingly, though, the same is true of almost 70 percent of the
heads of American households. The age of the average gamer is not 12 or 17 as
may be expected, but 34. I>enenberg (2010) continues by stating that a survey
conducted by the Pew Foundation and Entertainment Software Association, found
that 35 percent of C-level executives are video game players and 47 percent of
gamers are women.
According to Jane McGonigal, Director of Game Research and Development at
Palo Alto-based Institute for the Future, globally 350 million people spend a
combined three billion hours per week playing computer games (McGonigal,
201 la)
The computer gaming sub-culture is about 40 years old. However, it has been a
very productive 40 years. It is estimated that gamers have spent the equivalent of
5.7 billion years of gaming to date. McGonigal (201 la) puts this into perspective
by confirming that the same number of years (5.7 billion) elapsed since the first
primate began walking upright!
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The virality and stickiness of social networks is fuelling the digital gaming
growth. Facebook receives an estimated 33 billion visits from its user base per
month. On average, the users click on 31 pages and stay for more than 23 minutes
per visit, generating an estimated 1.4 million user-years per month (Pring, 2012).
According to AppData, the top five social gaming C0:inpailies ·on Facebook
currently reach a combined 430 million monthly active users (AppData, 2013).

Cityville, a popular Facebook game by Zynga, went from zero to 100 million
users in only 41 days.
Kevin Kelly illustrates the increasingly social nature of digital gaming well:
I suggest that in another ten years when we hear the word digital game
we will immediately assume that it involves more than one person
playing. In fact rather than call some games "multi-player", we will have
to go in the other direction and use the qualifier "uni-player" to indicate
we mean those few games one plays alone (Kelly, 2008).
Games have very clearly become mainstream entertainment for all ages. Some of
the most successful video games even exceed movie sales. Call ofDuty: Modern

Warfare 3, launched in November 2011, was the most successful product launch
in history, grossing more than $1 billion in its first 16 days of sales. In
comparison, the most successful movie of 2011, Harry Potter and the Deathly

Hallows Part 2, only grossed $381 million (Penenberg, 2010).
Organisational leaders and Leadership Development professionals need to analyse
and understand the impact of this emerging media form on learning, leadership
and organisations.

1.2

Three intersecting trends

The intersection point of three trends, Ubiquitous Computing (see 1.2.1),

Ubiquitous Social Networking (see 1.2.2) and U}Jiquitous Gaming (see 1.2.3), is
the focus point of this study. It is at this intersection point that game-based
learning technology and cutting-edge digimodem leadership exist and have the
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. potential to flourish if implemented and utilised with care and circumspection.
These three trends and their intersection point are elaborated on in Chapter 2.

1.2.1 Ubiquitous Computi,11:g
The Internet is still growing fifty years from the date that JCR Licklider, the first
head of the Computer Research Program at DARPA, introduced his Galactic

Network of interconnected computers in 1962 (Leiner et al., 2012). This growth is
fuelled by increasing computing power as well as the much broader distribution of
computing devices.
A good illustration of the increasing computing power transitioning to the hands
of ordinary users is tools such as Powerdrill and Dremel, developed by Google
Inc. These tools, as well as their next iterations, are capable of processing a
trillion pieces of information with a single mouse click. According to Metz
(2012), the Dremel tool can process 782 billion cells of data in about 30 to 40
seconds.
It deserves mention that many of these highly powerful tools are open-source
projects. This is yet another confirmation of the change of ordinary people from
'consumers' to 'producers'. The changing post-postmodernist paradigm will be
highlighted further in Chapter 2 in a discussion on digimodernism and the
changing nature of learners and leaders.
The growth and all-encompassing prevalence of technology is such that some
philosophers, including Professor Nick Bostrom from the University of Oxford,
have even started asking the question whether we are not already living inside a
computer simulation (Bostrom, 2003). Although this discussion is clearly outside
the purview ofthis study, it bears mention that the ubiquity of computing in both
personal and organisational contexts presents business leaders with significant
managerial challenges. This study will aim to illuminate a small part of the
managerial and Organisational Leadership Development journey to enable future
leaders to thrive within the knowledge economy.
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1.2.2 Ubiquitous Social Networking
According to Smith, Segall and Cowley (2012), Facebook reached a significant
milestone in October 2012 by reaching 1 billion users and 140.3 billion
connections between users. In nation-state terms, it makes Facebook the third
most populous 'nation' on earth. It took Facebook six years to hit the 500 million
user mark and barely two to double it. Facebook's total membership grew nearly
30 percent over the past year, but in high-growth developing regions like Brazil,
its membership doubled.
The significance is that a billion people share a culture as well as a language of

sharing, liking, poking,friending, and urifriending. What is further interesting is
that this is largely a self-organising ' nation' without a strict central authority
enforcing and limiting aspects such as group-forming and free speech (except in a
minority of cases).
It also deserves mention that social networks have transcended their initial
'consumer' focus with members being largely consumers of content (the first
generation RSS Feeds and Newsgroups come to mind), to become 'production
platforms' . Users are actively generating content and interacting with content.

In July 2012, US viewers watched 36.9 billion online videos on platforms such as
YouTube and Facebook (Kerr, 2012). YouTube users are uploading 48 hours of
video content onto the platform every sixty seconds. The digimodern user has
arrived. The characteristics of this digimodernist paradigm will be discussed in
detail in Chapter 2 (see 2.5.4).
The digimodern user is also increasingly interacting with content via mobile
devices. The Secretary General of the UN's International Telecommunications
Union (ITU) stated:
At the beginning of the year 2000 there were only 500 million mobile
subscriptions globally and 250 million Internet users. By the beginning of
this year 2011 those numbers have increased to over five billion mobile
users and two billion subscribers to the Internet (Phys.org, 2012).
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The ITU further highlights the tremendous growth in mobile connectivity:
With the world's population exceeding 6.8 billion, nearly one person in
three surfs online. Fifty-seven percent of the users .are in developing
countries, three years after the ITU reported that Internet use there
overtook developed nations. The number of fixed broadband Internet
subscriptions in the world passed the haif a billion mark for the first time
in 2010, reaching 555 million, while the number of mobile broadband
subscriptions surged to 940 million (Phys.org, 2012).
Cisco forecast that by the end of2012 there would be more mobile devices on
Earth than people (Smith, Segall & Cowley, 2012). Decision makers and business
leaders need to be wary though that the mobile Internet, however powerful its
growth path, will not be an automatic panacea for the challenges of social
exclusion in developing countries (Chigona et al., 2009) or within organisations.
A technology-enabled society is also starting to feel the pull towards Social

Networking platforms, as well as virtual worlds, probably the most advanced
iteration of Social Networking. The economist Edward Castranova, in his classic
2001 article's abstract, vividly describes this new frontier in human interaction
(Castronova, 2001):
In March 1999, a small number of Californians discovered a new world
called "Norrath", populated by an exotic but industrious people. About
12,000 people call this place their permanent home, although some
60,000 are present there at any given time. The nominal hourly wage is
about USD 3.42 per hour, and the labours of the people produce a GNP
per capita somewhere between that of Russia and Bulgaria. A unit of
Norrath's currency is traded on exchange markets at USD 0.0107, higher
than the Yen and the Lira. The economy is characterised by extreme
inequality, yet life there is quite attractive to many. The population is
growing rapidly, swollen each day by hundreds of emigres from various
places around the globe, but especially the United States. Perhaps the
most interesting thing about the new world is its location. Norrath is a
virtual world that exists entirely on 40 computers in San Diego. Unlike
many Internet ventures, virtual worlds are making money-with annual
revenues expected to top USD 1.5 billion by 2004-and if network
effects are as powerful here as they have been with other Internet
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innovations, virtual worlds may soon become the primary venue for all
online activity.
A technology-enabled, deeply inter-linked network of "Prosumers", to use the
term first coined by futurist Alvin To:ffier (1990), presents challenges on many
fronts to organisations and their leaders. Another layer of complexity is the
proclivity of Prosumers to engage in play, a LOT of play.
1.2.3 Ubiquitous Gaming
The humble Pong arcade game at the corner store has started a fundamental
culture shift in the 1970s that is gathering more and more momentum. A
generation of gamers is already permeating organisations:
Games are sneaking into every part of our lives-at home, school, and
work. Cisco, IBM, Microsoft, and even the Army depend on games and
pretty soon, you'll be a part of one. We guarantee it (Penenberg, 2010).
Penenberg (2010) further discusses legendary game designer Jesse Schell's epic
TED presentation where he sketched his vision for a game-enabled future. Schell
believes that embedding games in our lives has the potential to make us better
people. Schell is by no means the only expert with this almost utopian outlook.
Seth Priebatsch, the 22-year-old founder of Scvngr, a social location-based
gaming platform for mobile devices (with Google as an investor), has said that he
dropped out of Princeton "to build a game layer over the world" (Penenberg,
2010).
Jane McGonigal (as cited in Penenberg, 2010), Director of Games Research and
Development at the Institute for the Future, in Palo Alto, sincerely believes
collaborative gaming can "help solve the most vexing challenges of our timesglobal warming, war, poverty, disease".
The vision Penenburg sketches is, like most theoretical discourse, already behind
the reality curve. This deep culture shift has already happened and modern
managers need to take cognisance of its managerial challenges, rather than
disputing its existence.
6
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Jane McGonigal, in her book, Reality is broken: Why games make us better and
how they can change the world, argues that we have already raised a generation of

gaming experts whether we intended or not:
Before turning 21, ~e average American has spent 2,000 to 3,000 hours
reading hooks-·and more than three times as much playing computer
and video games. Ten thousand hours of practice, according to Outliers
author Malcolm Gladwell, is a defining trait of virtuosos. Globally, 350
million people spend a combined 3 billion hours per week playing these
games. PricewaterhouseCoopers estimates that global sales of video
games will grow from 2007's $41.9 billion to $68.4 billion in 2012, at
which point they would exceed the combined global revenues of film box
office and DVDs (McGonigal, as cited in Penenberg, 2010).
Jane McGonigal argues in her TED talk (one of the most popular TED talks
evef), as she does in her Berkeley PhD thesis, that: "We've spent as much time
playing World ofWarcraft, as we've spent evolving as a species" (Penenberg,
2010; McGonigal, 2006b).
The fast-developing field of Serious Games presents managers with very
innovative options on how to integrate gaming in their corporate training
programs. As an example, Penenberg (2010) states:
Surgeons are players in an emerging niche of the industry called "serious
games". The Entertainment Software Association claims that 70% of
major employers use interactive software and games for training. Many
are simulations that enable users to perfect skills in 2-D before taking on
the 3-D challenges ofreal life-doctors, for example, may practice cutting
open avatars instead of cadavers before turning to living, breathing
humans. Such simulations make up a billion-dollar-plus business that is
growing fast.
This research study focuses predominantly on Social Online Simulation Games as
a subtype of Serious Games.
The second method by which digital gaming is entering workplaces is by means
of"gamification". Deloittte identifies gamification of work as one of their 12
important 2012 IT trends. They define it as the process of taking the essence of
7
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games (i.e. quests) and gaming elements (i.e. leader boards, point-tracking) and
applying it to real-world, non-game situations (Louie, 2012).
The adoption of gamification is also picking up momentum rapidly. Gartner Inc.
estimates that by 2015, more than 50 percent of organisations that manage
innovation processes will gamify those processes and more than 70 percent of
Global 2000 organisations will have at least one gamified application (Goasduff
& Pettey, 2011). For a detailed and critical analysis of gamification, see Deterding

et al. (2011).
The tremendous growth in Social Gaming has also introduced legions of 'nonhard core' gamers to the gaming culture. Sebastian Deterding sums it up as
follows:
According to ScreenDigest (2010), the current global audience of social
games has surpassed 500 mio. monthly active users; another market
study shows that about 20 percent of the US population has played a.
game on a social network in the past three months (Takahashi, 2010),
while consumer spending on social games rose from only 76 mio. US$ in
2008 to 639 mio. US$ in 2009 and is expected to grow to 1,5 billion US$
in 2014 (Deterding, 2010).
The game culture is also becoming more pervasive in the corporate environment,
sometimes with massively positive impact. In 2006, Google for example created
the highly successful Google Image Labeler. They engaged the help of thousands
of online volunteers to assist in better classifying images in searches through
turning it into a game (Penenberg, 2010). This example shows how mindnumbingly boring work was recast in the form of a gaming challenge, motivating
volunteers to assist Google to better achieve its corporate goals.
The three trends highlighted here, Ubiquitous Computing, Ubiquitous Gaming and

Ubiquitous Social Networking, are already colliding daily in restaurants, gyms and
boardrooms. It is our further opinion that organisations working more at play, may
actually pay.
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1.3

Potential exists at the intersection point

Leadership has often been touted as an almost mystical holy grail in modem
business. Leadership Development has therefore often been identified as a critical
pivot for business success (Bass, 1999), but the academic understanding of the
process of Leadership Development is still in its infancy (Bernal, 2009).
Both Merriam and Caffarella highlight a number of adult learning theories. Allen
(2007), in his overview of adult learning theories and their link with Leadership
Development, further focuses on behaviourism, cognitivism, social learning and
constructivism:
Behaviorism's primary purpose is to elicit behavioral change in a new
and desired direction. While behaviorists are concerned with behavioral
change, cognitivists focus on developing "capacity and skills to learn
better" ... Proponents of social learning examine the intersection of the
social context and the learner. Finally, constructivists are concerned with
the learners' construction ofreality and how individuals make meaning
from experiences (Merriam, as cited in Allen, 2007; Caffarella, as cited
in Allen, 2007).
Missimer and Connell (2010) highlight the inherently social nature of
constructivism. Meaning is constructed in a social context and through social
interaction.

Kriz andNobauer (2002) stress that learners should be stimulated to take onjoint
responsibility and to be proactive in shaping their own learning processes, thus a
constructivist viewpoint:
Because gaming simulation propels these principles into action, it is an
extremely useful learning methodology. Gaming simulation is an
interactive learning environment that makes it possible to cope with
authentic situations that closely mimic reality.
According to Richard van Eck, "games embody well-established principles and
models of learning" (Van Eck, 2006). In Chapter 2, the linkage between learning
theories and games will be investigated in more detail.
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If business leaders can successfully utilise game-based learning in maximising
their returns on investments in Leadership Development initiatives, this may
increase business metrics such as reduced staff turnover, higher motivation levels,
increased communication efficiency, etc. It may also enal?le business leaders to
leave a lasting legacy by sculpting new generations of leaders that are ready and
able to face the future.
As with any management tool, circumspection in application is also required for
utilisation of game-based learning. The dynamics of introducing these tools in the
business environment is not without a great amount of inherent complexity.
Leverage points need to be identified so that change initiatives can be introduced
with minimum operational risk, while simultaneously maximising outcomes.
Therefore, it seems that play is not all play after all.
However, there exist various case studies and relevant research to assist
practitioners. There is also an increasing international body of scholars actively
pursuing these challenges. Several of their opinions and findings have been
highlighted in this study.
Many business leaders are asking themselves how they could leverage the
intersection point of the three trends mentioned in 1.2.1, 1.2.2 and 1.2.3. More and
more businesses are using game-based learning technology very successfully.
One of the primary workplace benefits of gaming is that players can be taught
effectively using complex systems through cause-and-effect realisations. One of
the most pivotal complex systems in the modern business environment is art and
science of leadership.
Immersive Leaming Simulations can be defined as "a system that combines
simulation, pedagogy, and 'hard fun' to create a truly engaging and behaviorchanging form of learning" (Wexler et al., 2007).
Some distinctive features of multiplayer, online games such as team collaboration,
problem solving, and group decision-making have caused a lot of interest from
practitioners in business, government and the military. The engaging and fun
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nature of games can also have piqued the interests of academics and practitioners
alike.
Even Microsoft's Bill Gates sees game-based learning technology as a potentially
useful educational tool. The Bill & Melinda Gates Foundation fonds game-based
learning research to the tune of $20 million as one of their key priorities ( eSchool
News, 2012). Game designer Eric Zimmerman at MIT argues that·there is ail
emergent need for 'gaming literacy' to be recognised as an emergent form of
literacy:
Literacy and even media literacy are necessary but not sufficient for one
to be fully literate in our world today. There are emerging needs for new
kinds of literacy that are simply not being addressed, needs that arise in
part from a growing use of computer and communication networks ...
Gaming literacy is one approach to addressing these new sorts of
literacies that will become increasingly crucial for work, play, education,
and citizenship in the coming century (Zimmerman, 2007).
The argument to include gaming within the scope of the definition ofliteracy is
also presented by Walsh and Apperley (2009).
Csikszentmihalyi (1990), in his seminal work, Flow-The Psychology of Optimal

Experience, discusses the work of Peter Berger and Thomas Luckmann, two
influential phenomenological sociologists. They have stated that "our sense of the
universe in which we live is held together by conversation". The ability of serious
gaming to present an engaging two-way conversation between participant and
learning content is a further powerful learning mechanism.
One of the most important benefits of games, and especially simulation games, is
the manner in which productive failure and creative adaptability is encouraged.
Fear of punishment, either formally or socially, is typically low in social games,
encouraging experimentation and creative workarounds to reach mutual goals.
Game designer Jane McGonigal refers to this prosocial emotion being encouraged
by games and experienced by gamers as "happy embarrassment" (McGonigal,
201 la).
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Raph Koster, former Chief Creative Officer at Sony Entertainment, views game
design as a tool by which the "possibility space" is always increasing by means of
the self-refreshing puzzles a game provides to its players (Koster, 201 O;
McGonigal, 2006b).
In contrast with the almost bleak picture that executives are often presented with
regarding the 'unruly and disobedient' nature of Generation X and Y, McGonigal
(2006b) argues very passionately that gaming has created in the current generation
a group of"Super Empowered Hopeful Individuals". The emergence and growth
of computer gaming has led her to conclude that social gaming leads to the
development of the following characteristics in its players:

Urgent Optimism: Incorporation of games specifically designed to align
players with real problems centred in the discipline being studied,
provide learners with a sense of urgency to solve the problems they
encounter, and give them a sense of optimism, both in terms of solving
the immediate problem and any other problems they may encounter.
Social Engagement: Games provide the content, structure, and medium
for focused social interactions aimed at solving problems. In the gaming
environment, in the classroom, organisation or campus, the injection of
game-based problems provides learners with a reason for learning,
interacting, and working together in ways only rarely seen on the
traditional campus by extending learning beyond the classroom and
beyond the campus.
Blissful Productivity: People are happiest when they are working hard
toward attainable goals. Gamification helps students to become blissfully
focused on virtual problems by asking insightful questions and
developing solutions to real issues.
Epic Meaning: Theory without application has little place in a world that
is all about hands-on experiences, interacting with the world, and creative
thinking. Students learn best by doing and college/organisational learning
should be about helping learners to change the world. The gamification
of higher education and business education bridges those areas by
providing students with the skills and knowledge needed to effect the
changes they want to see in the world (McGonigal, 2006b).
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The information economy requires leaders with more and more advanced levels of
information management skills and knowledge, as well as appropriate attitudes
towards technology and the optimal usage thereof (Mitrovic, 2010). Experiential
learning is a potentially effective tool to develop the competencies required within
the knowledge economy (Harteis, Gruber & Hertramph, 2010).
Online Social Gaming.as a learning design and learning technology can prove
particularly valuable as leadership and skills development tool within the
digimodem world (the post-postmodernist framework introduced by Kirby, 2006,
as defined further in Chapter 2). The successful utilisation of gaming technologies
in Leadership Development settings may therefore become increasingly important
to organisations.

1.4

Background to research problem

According to Bytheway(2003), it is relatively easy to formulate business strategy
that aims to exploit the opportunities potentially offered by information
technology. In the same vein, it is equally easy to spend money on perceived
information technology opportunities. The real challenge lies in the space between
these two factors.
However, ensuring that information technology adds value in terms of strategy
realisation implies a myriad of challenges:
The problem lies in the space between these two, in the uncertain world
of project management, systems implementation, business change
management, benefits delivery, and performance management
(Bytheway, 2003).
For example, implementation of Social Online Simulation Games (SOSG) as
Leadership Development tool within the developing world potentially faces the
current challenge of varying levels ofICT competencies (knowledge, skills and
attitudes), as identified in the European eCompetence Framework (e-CF) (CEN,
201 Ob). This can hamper effective implementation of online simulation games to
build leadership competencies in an organisation.
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1.4.1 Statement of research problem
In the literature there is currently not a clear and specific :framework for
evaluating the competencies (knowledge, skills and attitudes) required to
successfully use Social Online Simulation Games technology within the context
of Organisational Leadership Development.
Given the increasing ubiquity of advanced computing abilities and technology
within the knowledge economy, development of leadership competencies is
essential to organisational survival and success (Ward & Prosser, 2011; Broos &
Cronje, 2009).
Within a post-postmodernist epoch, the utilisation ofICT-supported Leadership
Development technology needs to take into account the changing nature of
learning itself, as well as the expectations oflearners (Kirby, 2006; Harteis,
Gruber & Hertramph, 2010).
It will benefit our understanding of the competencies required to utilise SOSG in
Leadership Development if we contrast the well-known principles of Pedagogy
and Andragogy and the less well-known concept of Cybergogy. Self-reflection in
learning and how to enable this in SOSG applications also need to be analysed.
Although various frameworks exist with the aim of explaining aspects such as
computer mediated learning, eLearning and technology acceptance, these models
rarely focus on underlying factors such as Flow Theory (Csikszentmihalyi, 1990)
and Scopes Cybergogical Rational (Scopes, 2009) which better explain learner
engagement within game-based learning.
These factors are also typically lacking in current competency models often
utilised by organisations such as the European eCompetence Framework and other
similar frameworks, i.e. the Canadian Occupational Skills Framework (ICTC,
2012), the United Kingdom's Skills Framework for the Information Age
developed by the SFIA Foundation (2012), and the German Kompetenssentrum
IT-Bildungsnetswerk, developed by Kibnet (2012).
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When the barriers to successful utilisation of online training as well as gamebased training are investigated, it becomes clear that various factors can inhibit
the successful utilisation of SOSG within Leadership Development.

1.4.2 Research question and sub-questions
The primary research question has been formulated as follows:
What eCompetencies (knowledge, attitudes and skills) are necessary for
organisations to successfully utilise Social Online Simulation Games as
Leadership Development tool?
The following sub-questions have been investigated:
•

Do the current technology utilisation frameworks and/or models in
literature provide an adequate typology of required competencies?

•

Are any additional competencies required for Social Online Simulation
Games utilisation?

•

Can a rating and weighting of more critical competencies be suggested in
the form of a framework?

•

What can such a framework potentially look like in practice?

1.4.3 Research design and methodology
This study adopted a mixed methodology approach with the purpose of creating
an initial conceptual framework to answer the research question and subquestions. The current literature has been reviewed in order to derive a
preliminary conceptual framework for the competencies needed for successful
implementation of SOSG in organisational leadership training.
Various current conceptual models and frameworks dealing with the
implementation and adoption of technology were critically analysed in terms of
their potential utility as SOSG Utilisation Framework. These models were also
evaluated in terms of continued relevance and applicability within a digimodern
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paradigm. Our motivation for utilising the European eCompetence Framework as
base for the construction of the SOSG Utilisation Framework has been discussed.
The impact of the selected other models and frameworks and how these
influenced our eventual mapping and refining of SOSG against the e-CF 2.0
Framework, were explained in detail. Thee-CF 3.0 Framework was only
published after we completed our data collection process and in this regard we
offer some comments on the perceived impact of this development in Chapter 6.
This conceptual framework was further refined utilising the input of an
international panel of experts through a two-stage Delphi technique, using an
interpretative methodology and the principles of hermeneutics (see Chapter 3).
Qqantitative data analysis was conducted to further analyse and refine the data
obtained during Round 2 of the Delphi panel process.
See Figure 1.1 for a graphical representation of the high-level process flow.
According to Lendaris and Geoffrion (as cited in Stitt-Gohdes & Crews, 2004),
the Structural Delphi Model allows participants to individually express
independent relationships/judgments and are used to produce a group or whole
model or system. This methodology assisted in refining the competency model.
The Delphi technique commenced with the development of a set of open-ended
questions on a specific topic. These questions were distributed to various experts
(with the aim of gathering feedback from approximately 10-15 respondents). The
responses to these questions were summarised and a second set of questions,
seeking clarification of areas of agreement and disagreement, was formulated and
distributed to the same group of experts.
Next, the panel of experts was requested to further evaluate the Pre-Delphi 2
Framework which enabled us to generate a rated conceptual framework to delve
deeper into the research question and the identified sub-questions.
The study concluded with preliminary recommendations on a managerial
framework to better understand the competencies, skills and attitudes needed for
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successful use in SOSG in Leadership Development. Recommendations were
made regarding the optimisation of the suggested :framework, and further research
areas were proposed based principally on the data analysis.

I
I
I
I

Literature Review

Delphi Round 1 (Open-ended questions)

Creation of Pre-Delphi 2 Model

Delphi Round 2 (Likert 5-point rating)

I

Data Analysis
.,"

I
I
I
I
I

Construction of SOSG Utilisation Framework

Recommendations & further Research Opportunities

Figure 1.1: Summary of Research Process

1.4.4 Delineation of the research
Adult Learning Theory is an important factor in Leadership Development, which
often receives a merely cursory mention by leadership scholars (Allen, 2007). The
aim of our research was not to focus on the in-depth analysis of the current body
of knowledge on education, but rather on where education intersects with
leadership training (specifically focusing on experiential learning and SOSG as a
subset thereof) within businesses and non-profit organisations. Although reference
has been made to current best practice in Leadership Theory, there was no attempt
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to fully explore all the complexities of this field apart from the obviously relevant
intersection points.
The study also focused on a relatively limited definition of the concept of Social
Online Simulation Games and may therefore not be generalizable to all forms of
digital game applications within the context of Leadership Development.
Since the sample of the study could not be all-inclusive (due to the timeframe and
resource constraints), the generalisation of the research was limited. The relatively
limited size of the Delphi Panel, as well as the fact that only two rounds were
conducted therefore limits the generalizability of the findings. Panel members
have been selected mainly from three sectors, namely corporate business,
government, and academic institutions, and due to the relative scarcity of South
African serious games expertise, were primarily sourced from South Africa, WestAfrica, South-East Asia, Europe and America.

1.4.5 Ethical considerations
Scientific research invariably involves the study of beings in some form or
another. Where research involves the acquisition of material and information
provided on the basis of mutual trust, it is essential to protect the rights, interest
and sensitivities of those who participate. These are:
•

The right to privacy (including the right to refuse to participate in
research)

•

The right to anonymity and confidentiality: No names and/or details of
users involved in the research process will be mentioned without their
express written consent

•

The right to full disclosure about the research (informed consent)

•

The right not to be harmed in any manner (physically, psychologically or
emotionally)

It is hereby confirmed that this researcher adhered to all of the above.

18

https://etd.uwc.ac.za/

1.4.6 Findings and contribution
The analysis suggests thatthe proposed SOSG Utilisation Framework presented
in Chapter 5 might form a relatively robust basis for further refinement of the
competencies required to implement SO$G in Leadership Development
applications.
Significant differences between the agreement and consensus of Serious Games
(SG) and Leadership Development (LD) groups of experts were explored. The
differences indicate that the design and compilation of SOSG project
implementation teams need to take cognisance of this reality and the aim to
control it. It has significant implications on how the SOSG Utilisation

Framework can be implemented in practice.
This research contributes to the body of knowledge by providing both academics
and practitioners with insights into the elements required to implement SOSG
within the context of Leadership Development. It also highlights aspects that
might have a significant impact on the success of the implementation, such as the
multiple perspectives and focus areas of each of the multi-disciplinary team
groups typically involved in SOSG implementations.

1.5

Chapter outline

Chapter 1: Introduction
In Chapter 1, an overview was given of the study, its purpose, research
questions and high-level methodology. The contribution of the research
and the findings were highlighted.
Chapter 2: Theoretical framework and literature review
In Chapter 2, the discussion will focus on the literature framework that
informed the study and influenced the manner in which the research
question was approached. A suggested framework has been developed
from literature.
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Chapter 3: Research design and methodology
The suggested framework mapped in Chapter 2 is further refined by means
of a two-stage Delphi panel (Chapter 3).
Chapter 4: Findings and analysis
In this chapter quantitative analysis of the findings (Chapter 4) is

described.
Chapter 5: The SOSG Utilisation Framework
Based upon the analysis and findings of Chapter 4, the next chapter
culminates in the construction of the SOSG Utilisation Model (Chapter 5).
Chapter 6: Conclusion and recommendations
In this chapter various conclusions and recommendations are made that

may provide context and guidance in implementing and evaluating the
SOSG Utilisation Model.

1.6

Chapter summary

In Chapter 1, an overview was given of the study, its purpose, research questions

and high-level methodology. The contribution of the research and the findings
were highlighted.

In Chapter 2, the discussion will focus on the literature framework that informed

the study and influenced the manner in which the research question was
approached.
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CHAPTER 2: THEORETICAL FRAMEWORK AND LITERATURE
REVIEW

!Link Therefore I Am.
The Legend of Zelda and Philosophy (Cuddy, 2008)

2.1

Introduction

In order to contextualise Social Online Simulation Gaming (SOSG), a short
review of the history of modem computer gaming is required, as well as the
evaluation of its potential for utilisation as tool within Leadership Development.
SOSG is furthermore defined and contextualised as an experiential learning tool.
The changing nature of leadership and leaders, which subsequently impacts not
only on the outcomes of Leadership Development programs but also on their
relevancy, is briefly highlighted. The concepts of Pedagogy, Andragogy and
Cybergogy, and their role and relevance within modem Leadership Development,
are analysed. The nexus between the potential of SOSG as experiential learning
tool and modem Leadership Development requirements is also discussed. Some
of the und~rlying drivers for the high levels of public adoption of game-based
technologies are highlighted, as these have an impact on potential adoption of
SOSG in Leadership Development applications.
Selected examples of Leadership Development games are discussed,
investigating specifically their mode of implementation and finding that most
Leadership Development games are implemented within a Blended Learning
context. This has an important impact on the construction of any SOSG

Utilisation Framework. Barriers to successful utilisation of SOSG are identified
as any utilisation model would need to take cognisance of potential threats to
successful implementation.
Various current conceptual models and frameworks dealing with the
implementation and adoption of technology are critically analysed in terms of
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their potential utility within an SOSG Utilisation Framework. These models are
evaluated in terms of their continued relevance and applicability within a
digirnodern paradigm. Our motivation for utilising the European eCompetence
Framework as base for the construction of our SOSG Utilisation Framework is
motivated. The impact of selected other models and frameworks and how they
might influence our eventual mapping and refining of SOSG against the e-CF 2.0
Framework, are explained in detail.
The suggested framework mapping is further refined by means of a two-stage
Delphi panel (Chapter 3) and quantitative analysis of the findings (Chapter 4),
culminating in the construction of the SOSG Utilisation Model (Chapter 5).

2.2

Brief history of gaming

The last major step in human evolution was the largely cognitive development
phase from homo sapiens to homo sapiens sapiens (Murray, 2006). This
development seems to have lasted somewhere between 200,000 and 400,000 years
and ended as late as 50,000 years ago.
Cognitive scientists face the challenge of explaining how we could have gotten so
smart, compared to our close primate cousins, in such a relatively short period.
There does not seem to have been enough iterations of birth and
adaptation and death, for natural selection to have created the dramatic
advantages that we hold over other related species (Murray, 2006).
From the 1600s philosophers and education practitioners such as John Locke have
recognised the important role of experience in learning. The Swiss researcher
Piaget (1869-1980) furthermore emphasised exploration and experimentation with
concrete materials. Maria Montessori (1870-1952) started a whole educational
movement based upon the assumption that learners have a strong preference and
capacity for "spontaneous learning" and learning in social groups (Ornstein &
Levine, 1993).
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Hylton highlights the interactive nature of learning and specifically learning
through play, as well as the inherently constructionist nature of learning by doing
(Hylton, 2007):
Constructionism simply says that learning arid the construction of
knowledge arises through an interaction with the outside world. Play, in
its simplest form, is about interacting with the world outside of your
mind, usually through your hands, or as Papert would say 'learning
through making' (Papert & Harel, 1991).
Michael Tomasello (as cited in Murray, 2006), explained this compressed time
scheme discussed above, as the result of a single change in human cognition-the
ability to understand cospecifics as intentional agents like oneself (referring here
to other members of our species). To clarify the distinction between the cognition
of human and other primates who share much of our sensory and social
orientation, Tomasello (2000), listed five actions that nonhuman primates do not
do in their natural habitats:
•

Point or gesture to outside objects for others

•

Hold objects up to show them to others

•

Bring others to locations so they can observe things there

•

Actively offer objects to other individuals by holding them out

•

Intentionally teach other individuals new behaviours

If the above five points are applied to any of the many Virtual World and Online
Social Game settings currently so prevalent, such as SecondLife TM (Linden
Research, 2013), Farmville™ (Zynga,2013b), or World of Warcraft™
(Wikipedia, 2012), it becomes immediately apparent that gaming potentially
presents the basic elements of Tomasella's cultural learning, albeit in an online
and virtual environment.
It also brings to mind that these five points are already deeply enmeshed in

modern day Leadership Development practices, i.e. mentoring, executive
coaching, training presentations, study visits to similar businesses, etc.
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Murray (2006) even asks the question whether the enjoyment of games is hardwired into us. The question is furthermore asked whether, selected by thousands
of years of cultural behaviour, we are encouraged to seek out situations similar to
Tomasello' sjoint attentional scenes.
Indeed, the three defining characteristics of a joint attentional scene are similar to
the social situation necessary for gaming (and undeniably also for Leadership
Development, as our arguments will show):

•

Shared limited focus on external objects or behaviours (or both)

•

Symbolic communication between participants-the ability to form this
.joint attentional scene makes it possible to engage in the activities
characteristic of games; to treat abstract representations consistently,
behave according to negotiated rules, and limit one' s actions and attention
to the game pieces and game actions to what 'counts' in the game by
screening out other stimuli and actions

•

Joint attention organises two of the core activities of games: tum taking
and synchronising behaviours

Tomasello's (2000) theory also suggests some of the core adaptive benefits of
games, because they reinforce key benefits of joint attentional scenes:
•

An understanding of the self both as an agent and an object within a

community of other intentional agent-objects
•

The ability to shift perspective from one's own point of view to the point
of view of others, to imagine what someone else is thinking, and to see

oneself from the point of view of the other
•

The ability to intentionally teach and learn-the foundation of all human
cultural development

It quickly becomes clear from an analysis of Tomasello's (2000) attentional scene
concept that these same skills utilised in gaming are also key requisites for
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organisational leadership. (See for example the discussion of Allen & Wergin,
2009, on the link between adult development·theories and Leadership
Deve_fopment).Joint ability to focus on certain aspects, to the exclusion ()f others,
is a critical leadership skill: The same holds true for self-understanding, reflection,
variable perspectives, and intentional teaching and instruction ability (see for
example Korthagen & Vasalos, 2005, and of course the various works of Albert
Bandura, 2008, in this regard).
Murray further comments on the potential role of games in transferring
organisational culture (emphasis added):
Games seem to be well-suited to the role of cultural ratchet, preserving
patterns of behavior from one generation to the next through the intrinsic
pleasure of shared attention and imitation. Game play in itself is a
means of transmitting general habits of imitating, sequencing, and
synchronising actions (Murray, 2006).
Murray (2006) links games to the basis of general social organisation, for example
by reinforcing social patterns such as turn taking, following of the leader,
exchanging property, team formation, conflict containment, and collective
focusing on common goals. He also highlights how the win-lose pattern of games
seems also to be adaptive in motivating repeated practice and competitive effort.
Rapid and effective social organisation is a prerequisite for various leadership
challenges, such as project team leadership, crisis management and motivational
team building around a common vision.
The works of Piaget (1962) and Vygotsky (1978) during the height of the Cold
War have both argued that play is a crucial method through which we test ideas,
develop new skills, and participate in new social roles. Against the background of
the rapid changing business environment and increasing complexity, it therefore
becomes clear that play may present a potentially useful tool for corporate
learning and corporate Leadership Development initiatives.
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2.2.1 The social (r)evolution of digital gaming
The development of the World Wide Web has extended the social reach and social
power of computer games, starting with the earliest text ba~ed multiplayer

dungeons games (MUDs) of the 1980s. Hundreds of thousands of players were
suddenly starting to interact with and participate in shared rule-based communities
in an online and increasingly mobile environment.
The Korean game Lineage for example attracts millions of players and lasts over
years. Everquest and World of Warcraft sustain hundreds of thousands of players.
A common element of these worlds is the negotiation of social rules of behaviour,
such as property rights and even ethically controversial issues such as playeragainst-player killing (Murray, 2006).
Further analysis of the prevalence of these types of Social Online Gaming and its
growing presence as a factor in modem culture is required in order to
contextualise and evaluate its potential utility in Leadership Development.
Roger Caillois, a sociologist, describes in his classic work, Man, Play and Games,
all forms of play as being positioned on an axis between two extremes: Paidia and
Ludus (as cited in Caillois, 1961 ). He describes Padia as "a primary power of
improvisation and joy''. The opposite pole, namely Ludus, is defined as "a taste
for gratuitous difficulty", typically introduced by the system of rule being applied.
One of the most important elements of games, and especially simulation games, is
the manner in which productive failure and creative adaptability is encouraged:
A lot of games give the illusion of freedom, but the formal structure of
"how the game should be played" only allows freedom within these
carefully constrained limits. True freedom in design gives the players the
opportunity to wilfully fail at the task they have been given. By giving
the player freedom to do this, they can generate their own goals that are
not dependent on playing within the constraints of the "normal" way a
game is played (Kirman, 2010).
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Kinnan (2010) also mentions the fact that a lot of games are designed "either
purposefully or by accident, with low barriers to non-linear play". Players are
increasingly given their own tools to create their own experiences and these tools,
"withirf the (even limited) game world have allowed playersto engage in their
own paidic and playful experiences".
Against our later comments on digimodernism, the user creation and user control
elements will become specifically relevant in our suggested framework for
successfully utilising SOSG as Leadership Development tool.
2.2.2 Social online gaming
Social Online Simulation Games (SOSG) is part of the broader social media
landscape. Axel Bruns from the Queensland University of Technology defines
social media as: "Websites which build on Web 2.0 technologies to provide space
for in-depth social interaction, community formation, and the tackling of
collaborative projects" (Bruns, 2009).
According to Bruns (2009), some of the key enablers of social media which have
led to the rapid and often spectacular growth of these new media, include
(emphasis added):
•

Low Threshold to Participation: Successful social media sites
create very few barriers for prospective users, enabling them to
join and contribute within minutes of encountering the site.

•

Highly Granular Participation Tasks: The introduction of new
users to a site, and their gradual socialisation into the community, is
further supported by most successful social media sites by making
user participation tasks highly granular. In practice this means
that new users are not required to immediately make significant new
contributions to the site (which could be compared unfavourably
to the contributions of long-established, experienced users), but
are instead able to proceed through a series of smaller
contribution steps that gradually build up their content creation
skills and develop their understanding of what the overall user
community considers to be desirable, quality content.
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•

Assumption of User Equipotentiality: A further key enabler for
successful social media websites relates to the structure of user
communities. There is an almost self-organising nature of user
communities. Here, it is important to allow the community to
establish and develop its own structure, rather than imposing a
predefined, fixed role distribution. The underlying principle in this
context is not that all users are equal-indeed, for the past thirty
years studies of social media communities as well as of other online
communities in Websites, mailing-lists, and newsgroups have
repeatedly demonstrated that online communities tend to form
elaborate and persistent community structures which clearly
distinguish between a variety of roles from non-participating lurker
through valued contributor to community influential leader.
However, what is important for the long-term survival of user
communities in social media sites and elsewhere is that all users are
assumed to have equal potential to become valued members of
the community, and even to rise to positions of leadership.

•

Shared Content Ownership: This sense of community
responsibility also translates to the content created by the
community. A key aspect of social media is user-led content
creation and development, and to encourage such activity it is
important that users feel in control of the content they co-create.
For many sites, this involves clear and lasting attribution of
contributions to individual users, as well as the possibility to track
the contributions of individual users from their personal profiles
(which also introduces a competitive element as individual users
may try to out-do one another in a race to be seen as the most
productive community member).

The rapid development of massive social online communities have been fuelled
by the meteoric rise of Social Networking sites such as Facebook (1 billion plus
users) (Smith, Segall & Cowley, 2012), QQ (300 million plus users) (Rossi,
2009), and many, even most, of the current generation of learners are enmeshed in
connective technologies (Sontag, 2008).
Bruns (2009) also highlights the core function of these social media communities.
These structures form inter-linking and often inter-dependent parts of the broader
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social media environment. Bruns defines the communities by the adherence of
their members to a set of shared values, beliefs, norms and ideas.
The community, and specifically the virtual communities formed in modem day
online social gaming, presents a key structure that needs to be analysed in order to
understand its impact and role in learning and specifically Organisational
Leadership Development initiatives.
Some distinctive features of multiplayer, online games such as team

collaboration, problem solving and group decision-making, have caused a lot
of interest from practitioners in business, government and the military (for
example, see Li, 2004 ).
Johan Huizinga (1950) in his seminal work, Homo Ludens, makes the observation
that playing games is very often one of the most common ways for groups to
form. He observes that groups developed through this method tend to become
stable. It is also observed by Huizinga (as cited in Raybourn & Waem, 2004) that
we learn social behaviour from playing games. According to Walther (2003),
Johan Huizinga observes that (emphasis added):
... playing constitutes cultural forms and modalities of meaning that
facilitate the norms and codes of societal semiotics. Furthermore, he
argues that play is older than culture. itself; that play is temporally and
spatially confmed, which means that the player is committed to the rules
that govern play behaviour; and finally he emphasises that play sets the
subject free to perform actions w.ithout material consequences.
This experimental freedom is one of the key aspects that have piqued social
researchers' interest in applying games within the context of personal and
Leade~ship Development (see for example Aldrich, 2005, 2009a; Bluemink, 2011;
McGonigal, 2011b; Prensky, 2003).
The increased availability of mobile devices such as cell phones and tablet
computers is contributing to the growth of Social Networking. These Social
Mobile Games pose unique challenges (Coulton, Copic Pucihar & Bamford,
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2008). This growth is apparent in both the developed and developing world. It
leads to the question, for example, whether the mobile Internet can assist in
alleviation of social exclusion in developing countries (see Chigona et al., 2009,
for a South African perspective on this issue). Social inclusion is positively linked
to Leadership Development (Nkomo, 2003; Bush, 2007).
Janet Murray (1997) argues that the boundaries between videogames and other
forms of digital media are becoming more and more obfuscated (emphasis added):
Videogames exploit all of the four key affordances of digital media: They
are procedural, participatory, encyclopaedic, and spatial. They include
elaborate rule systems, rely on active intervention by the interactor
and convene large numbers of simultaneous players, include vast
amounts of information and multiple media forms, and offer complex
spaces to move through. One might argue that digital games are
becoming the assimilator of all earlier forms of media culture.
If one uses the modern day corporation as example, there is a very apparent
connection between the modem day business challenges (i.e. increasing
compliance rules, large numbers of simultaneous actors, information overload,
and an increasingly global focus, with all the complexity that it entails) and
abovementioned procedural, participatory, encyclopaedic, and spatial elements of
modem digital media and specifically digital gaming.
Constance Steinkuehler (2007) identifies various genres of computer games:
arcade games (e.g. PacMan), first-person shooters (e.g. Deus Ex JI), sports games
(e.g. Madden), adventure games (e.g. Syberia), the so-called 'god games' (e.g.

Civilisation Ill), social simulation/doll-house games (e.g. The Sims), survival
horror games (e.g. Eternal Darkness), real-time strategy games (e.g. Age of

Empires), massively multiplayer online games (e.g. World of Warcraft), roleplaying games (e.g. Morrowind), music/rhythm games (e.g. Guitar Hero), and
puzzle games (e.g. Bejeweled).
Games can also be classified according to their endpoint focus:

30

https://etd.uwc.ac.za/

Some games such as baseball or crossword puzzles have endpoints with
win-lose or solved-unsolved conditions, but others such as role-playing
games or The Sims do not (Salen & Zimmerman, 2003).
The purpose of this. study is not to present a detailed typology of current games
genres. For a detailed summary and classification of digital games see Aldrich
(2009a) and Wexler et al. (2007).
We will develop our operational definition of SOSG within this study in the next
sections. Our intention is for a broader, rather than narrower interpretation of the
SOSG concept.

2.2.3 Social Online Simulation Games as experiential learning tool
A very significant trend in digital gaming is the rapid and widespread growth of
immersive, multiplayer social online games (Sisler & Brom, 2008; McGonigal,
2005). With the rapid development of the Internet, this new form of social gaming
has emerged. Drawing upon the concept laid down by multi-user dungeons
(MUDs) in the 1980s, multiplayer online games construct complex virtual worlds,
allowing non-linear interactions and exploration, as well as various forms of
collaboration/competition among groups of players (for a comprehensive
discussion of the history and growth of virtual worlds, see Messinger et al., 2009).
The lightning quick market adoption of these games, mostly on the back of the
growth of Social Networking giant Facebook, has led to many educators being
interested in their potential in elementary, secondary and tertiary education
(Alsagoff, 2005; Squire & Jenkins, 2003; Egenfeldt-Nielsen, 2006).
Another interesting phenomenon that would benefit from more in depth analysis
(although outside the scope of this study) is the increasing blurring of the
'online/offline' boundary in multiplayer games; see for example the interesting
analysis of the hybrid Bill game by Mathew Chalmers and his colleagues at the
University of Glasgow (Chalmers et al., 2005). McGonigal, an expert on so-called
'alternate reality games', even asks the provocative question whether a computer
game can teach collective intelligence (McGonigal, 2008).
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This study focuses mostly on social simulation games, many of which are also
massively multiplayer on.line games and will typically include some role-playing
and simulation elements.
Sara de Freitas refers to learning and training via computer games and simulations
as "part of the broader learning in immersive worlds process" (De Freitas, 2006;
De Freitas, et al., 2010). De Freitas (2006) also refers to Minsky and Papert's
definition of immersive worlds as given environments which may be explored in a

non-linear way by learners. They include artefacts and objects, and allow users to
learn through exploring the environment and its objects in a relatively open.ended way.
The non-linear dimension of immersive worlds is one of its potentially most
useful-features for Leadership Development practitioners. Traditional Leadership
Development programs have typically been very linear and prescriptive in terms
of their intended outcomes. We will argue later why this linearity may not always
be relevant and useful in developing all the competencies modem leaders require.
The critical challenge for practitioners is always the extent in which immersive
world experiences of learners can assist in the transfer of the relevant
competencies (knowledge, skills and attitudes) to real life. The secondary
challenge is how immersive world experiences can be designed in such a way as
to optimise competency transfer (Egenfeldt-Nielsen, 2006, 2003; Sandford et al.,
2007).
According to Ben Kinnan, on.line social games have had a meteoric rise since the
genre first came to the fore in 2007. Kinnan (2010) defines social games as
"games played on and around on.line social networks".
Deterding (2010) cites three 'uncontroversial' social games definitions:
Jarvinen's definition focuses on the leveraging of the network effect of
social networks: Social games are "on.line games that adapt your on.line
friendship ties for play purposes, while accommodating your daily
routines".
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Klicklich emphasises the ludic nature in the definition: "Games that play
on social networks." Similarly, Bjork (2010) defined social games as
games "making use of social networks to provide gameplay".
Jan Klabbers (1999:22) emphasises the fact that games are social
systems: "Games are social systems. They include actors, rules and
resources, which are the basic building blocks of social systems. They are
also models of existing ... social systems".
Another important element of modem social games is that games have by and
large moved to the cloud. This, of course, refers to the move from social games as
standalone products to becoming online services (Sotamaa & Karppi, 2010). This
market strategy is typically based on ':freemium' micropayment models, and can
be viewed as one of the underlying drivers of the rapid current (and expected
future) growth of social games.
2.2.4 Playing and learning
The use of games and simulations for educational purposes is by no means a new
phenomenon. The first use of simulations for learning purposes may be traced to
the usage of war games in the 1600s. The purpose was to improve the strategic
planning and analysis skills of armies and navies and its use in the military
environment has been well known since the 1800s (Gredler, 2001).
Simulation can be viewed as being an essential feature of game-based learning
Sisler & Brom, 2008; Sandford et al., 2007). The pedagogical power of simulation
games has been well documented, including their ability to enable and increase an
understanding of modem day complexity:
Large, complex systems can be modelled and interacted with in ways
previously unavailable. In computer simulation and game environments,
"if-then-else" becomes a much more powerful and visible logic string.
Furthermore, games exemplify good pedagogical practices and salient
aspects of how people learn: Human learning occurs in context, is active,
is social, and is reflective (Jackson, 2004).
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And further, simulation gaming is seen as being more applicable to the learning
style and culture of Generation X and Y learners. In a keynote address at the New
Media Conference, John Seely Brown identified gaming as a particularly effective
tool for training the digital generation:
Not only do effective interactive simulations and games naturally use
good pedagogical principles, but they also cater to the natural preferences
of the digital generation oflearners (Jackson, 2004).
Jackson (2004) (emphasis added) also highlights how the immersive nature of
these games can benefit learning and competency transfer:
Problem structures and solution processes can be investigated,
experimented, interpreted and applied. The student is literally
"immersed" within concepts, principles, systems and variables. Time
and place can be manipulated. Slow processes can be sped up to view
longitudinal outcomes; fast processes can be slowed to view incremental
progression. Hazards can be manipulated safely. Inaccessible regions can
be traversed. The macro or micro can be zoomed in or out for differing
viewpoints and details. Nuances and subtleties, critical ideas and
misconceptions can be uncovered. Engaged within relationships and
interdependencies, causal factors, quantitative and qualitative
variables, students develop deeper meaning and lasting
understanding... Simulation and game environments enable
transformative learning experiences. Powerful "aha" moments are
realised when students subsume the learning experience into the
thread of the story of the subject, the mechanics of the subject
domain's system (whether physics or psychology, law or linguistics).
The growth and worldwide distribution of computing power served to increase
both the complexity and utility of simulations in fields ranging from engineering,
medicine and the military.
Whereas the first generation of social games, as a sub-genre of online games, were
built as playful tools to enhance the Social Networking experience with friends
(i.e. Cityville, a Facebook based game by Zynga, 2013a), the modern social games
are described as:
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... full-fledged game "experiences" with vast amounts of content and
hours of playtime that perhaps have more in common with traditional
computer games than their social forebears-for some players the current
games may have more value than the social networkitself (Kirman,
2010).
The engaging nature and rapid viral·spteading are based on highly focused and
well-researched design elements which focus on optimising the playability and
stickiness of the social gaming experience. Understanding of these effective
communication techniques may benefit business leaders.

2.3

Operational Definition of eCompetencies

Our operational definition of eCompetencies for the purposes of this study is as
follows: eCompetencies are a combination of knowledge, skills and attitudes
required of role-players in the digital technology value chain to successfully
utilise digital technologies and tools.
The terms eCompetencies and competencies are used interchangeably throughout
this study. Various authors have investigated, described and defined eCompetence
frameworks such as the European eCompetence Framework 2.0 (Cristobal &
Romani, 2009; CEN, 2010a; Lanvin & Fonstad, 2010). These frameworks
typically provide a reference framework ofICT competencies that can be used
and understood by JCT end-users and supply companies, JCT practitioners,
managers and HR departments, the public sector, and educational and social
partners. ECompetencies have also been mapped against the Information
Management Body of Knowledge (IMBOK) framework (developed by Bytheway,
2003), linking JCT skills and the broader Information Management process
(Mitrovic, 2010).
According to Cristobal and Romani (2009), "five underlying concepts that
constitute the expression e-competencies have been elaborated: e-awareness;
technological literacy; informational literacy; digital literacy and media literacy".
Zoran Mitrovic highlights eCompetencies as follows:

35

https://etd.uwc.ac.za/

The intersection of business and IT in an organisation requires people
with diverse business- and technology-related competences and skills,
commonly referred to as 'e-competences' and 'e-skills' (Mitrovic, 2010).
Mitrovic (201Q) further highlights the role of eCompetencies as follows:
The intersection of business arid IT requires people with diverse
experiences, multidisciplinary knowledge and technological
understanding-'hybrid' professionals. The ICT professionals need to
have the competences and skills required to fully understand the business
of the organisation (Wesso, 2008a), and business managers and users
should possess IT/IS-related skills and competences to realise the full
potential of the available technology.
During this study we will be referring to competencies and eCompetencies
interchangeably.
2.4

Operational definition: Social Online Simulation Games

Our operational definition of Social Online Simulation Games for the purposes of
this study is built on elements of pre-mentioned definitions and reads as follows:
Online Social Simulation Games is a serious game-based learning
approach making use of online social networks to facilitate immersive
and socially networked gameplay. These serious games include actors,
rules, storylines, resources and simulation elements as building blocks
and these socially networked gaming networks can range from a small
group to millions of interlinked and interdependent players.
Our definition is therefore close to what Sebastian Deterding would define as
"Pervasive Serious Games". According to Deterding (2010), the design and
context of social games can be characterised as (emphasis added):
•

Appealing to the "widest possible audience" (Paavilainen, 2010)
through easiness, that is, easy, casual play with low barriers of
entry, positive, everyday themes and "easy fun" (Lassaro, 2008)
through high "juiciness" (Juul, 2010) or "clickability" (Jarvinen,
2010);
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•

Optimised for monetisation, virality, and retention.
"Interuptability" [sic] (Juul, 2010:36-9; Paavilainen, 2010a) was
seen as a core feature for both easiness and retention: Players can
interrupt and resume gameplay at any time, but this convenience
combined with time-based mechanics of replenishing resources also
facilitates regular returning to the game throughout the day and
thus, retention.

•

Bjork (2010) characterised the time mechanics of social games as
"tick-based games", that is, game time progresses in 'real time', but
in discrete steps, which in turn affords asynchronous gameplayplayers don't have to be synchronously co-present. Similar to
massively multiplayer online role-playing games (MMORPGs),
social games usually offer persistent worlds and game mechanics
that are heavy on "grinding": repetitive tasks necessary to level
up and collect virtual items and virtual currency (Bjork, 2010).

A significant risk of these typical social gaming design elements is highlighted by
Deterding et al. (2011):
On a more critical note, many workshop participants observed that social
games exploit (social) psychological principles, most notably,
attachment, social proof, and reciprocity. With mechanics of mutual
gifting and help among players, social proof make[s] the usually implicit
maintenance of social ties through reciprocity explicit and utilise[s] the
resulting sense of mutual guilt and obligation among players for retention
to the game (Bjork, 2010).
This potential 'authenticity risk' can surface when social gaming is implemented
in Leadership Development applications, especially when off-the-shelf games are
bought and implemented, without taking the complexity of implementation within
a particular organisational culture and context into consideration.
The "Puppet Master issue" as discussed by McGonigal (2006a), can also present
an authenticity risk if projects are not implemented with care. Behind the screen
facilitators and trainers influencing simulation and game-play elements during a
game (sometimes referred to as puppet masters), if utilised, should have in depth
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knowledge of subject matter and also of the Cybergogical principles discussed
later in this study (see 2.7.3).
The changing nature oflearners as discussed in detail later, makes perceived
authenticity a highly important goal for the success of SOSG applications in
Leadership Development. We must differentiate here though between authenticity
and realism. The latter is not always a prerequisite for effective simulation
construction. See Sauve et al. (2007) for a more detailed discussion on the fidelity
challenges and decisions facing Serious Games designers.
2.4.1 SOSG and real world leadership purpose
Modem leadership is in crises. Dr Stephen Lon:g of the Institute for Level Six
Leadership argues strongly ( and using rather controversial terms) that we are
faced wfrh "Soulless Organisations lead by Pornographic Managers" (Long~ 2010)
(emphasis added):
It is natural to become disengaged and mechanical-to focus solely on
survival-when faced with an unstable economy such as this. As a
result, a generation of Pornographic Managers is being developed and
currently shaping the culture of business for the foreseeable future.
Pornographic Management embeds itself between the tissues of
convenient fictions. Pornographic Managers lack humanising qualities
and unfortunately are too often the social architects of the 21st century
company-The Soulless Organisation.
Long (2010) characterises Pornographic Managers as being lacking in passion,
unemotional, driven by fear, always afraid of making mistakes and going off the
script (rigid strategic plans). Adaptability is obviously the biggest weakness of
these Pornographic Managers. They are dependent on archaic notions such as
corporate hierarchy and power politics. Their focus is on short-term survival and
they lack empathy and purpose. They typically have 'opportunity blind spots',
being too afraid to be creative and flexible. According to Long (2010),
"Pornographic Managers create resistance and apprehension within the workforce,
gaining compliance, but failing to secure commitment".

38

https://etd.uwc.ac.za/

In stark contract with this is High Performance Leaders who are fully integrated
into their company, leading through transparency, empathy and selflessness.
Immersive Learning, based on more than just practical skills, but also focusing on
the difficult ethical and moral issues and increasing complexity facing modem
leaders, is therefore a dire necessity.

2.4.2 Simulation as SOSG element
The term "simulation-based training" refers to a collection of training methods, all
of which aim at bridging the gap between classroom knowledge and actual
practice by placing the learner in realistic situations in the context of which he/she
has to bring to bear his/her knowledge (of facts, tasks and procedures, and
collaboration strategies) to solve a problem (Brown, Collins & Duguid, 1989).
The educational psychology basis for simulation-based training is Situated
Cognition Theory as proposed by Brown, Collins and Duguid (1989). According
to this theory, knowledge is not a set of abstract concepts to be absorbed by the
student; instead, knowledge is dependent on the context and culture in which it is
used. Adhering to situation-cognition principles, Collins, Brown and Holum
(1991) developed the cognitive-apprenticeship model of educational practice that
incorporates the situated nature of the knowledge being conveyed to students.
This model was later evaluated by Jiirvela (1995), who found it to be effective
within a technologically rich learning environment. These theories and studies
support the value of simulation-based training, which is based on presenting
students with knowledge and teaching skills in a context similar to that within
which they will be using those knowledge and skills.
Immersive Learning Simulation can be defined as a system that combines
simulation, Pedagogy, and 'hard fun' to create a truly engaging and behaviourchanging form of learning (Wexler et al., 2007). Wexler and his colleagues also
identify the following key concepts in the design of Serious Games:

•

Pedagogical scaffolding: Support, initially provided during learning
practice, which is gradually removed until the learner is performing
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the full target task. Scaffolding could include hints, simplified
versions of problems, partially completed problems, etc.
•

Play balancing: This is the design process of making sure that any
game is neither too easy nor too hard; easy concept to grasp, often
very hard result to achieve; a part of the tuning pr~cess. For
example, if someone wanted you to play a wrestling game by
wrestling Hulk Hogan, you would probably conclude that you would
not want to play that game because of the obvious imbalance in skill
and power-it would be way too hard. On the other hand, the same
game probably wouldn't be very interesting for Hulk Hogan either,
for exactly the same reasons. A well-balanced game is one that keeps
ultimate victory within reach of the player, but makes them work
(and learn) to achieve it.

•

Playability: Synonymous with overall game quality; specifically, it
is a measure of how compelling and engaging the game is, how
interesting and challenging the decisions are, and what kind of
suspense and tension are created in the game (Wexler et al., 2007).

Serious Games often use Branching Stories as basis for learning, where each
decision influences the eventual outcome; see for example Gordon et al. (2006).
Professor Sara de Freitas previously from the University of Coventry, where the
Serious Games Institute is located, defines Serious Games as "full-fledged games
in which education (in its various forms) is the primary goal, rather than
entertainment" (De Freitas, 2006). Various so-called Serious Games have been
evaluated with encouragingly positive real world impact (Sisler, Brom & Slavik,
2008). Sisler, in his case study analysis of the game Europe 2045 refers, for
example, to other Serious Games dealing with issues such as global conflicts,
historical analysis and military strategy.
Sisler, Brom and Slavik (2008) are of the opinion that commercial computer
games that construct rich and complex immersive environments, can allow
exploration of various strategies for action and decision-making. They also
highlight the fact that:
Many authors suggest that by situating players in immersive worlds,
where they can freely move and act, these games can promote problem-
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solving, goal-related behavior, engagement and motivation, as well as
social networking ... Other studies argue that games help develop strategic
thinking, group decision-making, and higher cognitive skills ...
Work by authors such as Egenfeldt-Nielsen (2003, 2006) and Squire and Jenkins
(2003) (as cited in Sisler, Brom & Slavik, 2008), emphasises the fact that utilising
computer simulation gaming as learning tool may be useful to practitioners,
although it is obviously not a 'magic bullet' for all learning contexts and
Leadership Development applications.
One of the best researched online multiplayer simulation games is the highly
immersive virtual world of Azeroth in the Blizzard Entertainment hit game, World

of Warcraft (McGonigal, 2010; Dzieza, 2011; Herodotou, 2010). With over ten
million paying subscribers as of December 2011, World of Warcraft (WOW) is
currently the world's most-popular MMORPG and holds the Guinness World
Record for the most popular MMORPG by subscribers (Glenday, 2009).
While definitely not being a game targeting education as first priority, researchers
have often remarked on the multiple skills being developed through engagement
with the game. Green and Hannon (as cited in Klopfer, Osterweil & Groff, 2009),
for example, cited multiple leadership-related skills associated with being a

guildmaster (one of the roles in WOW).
These skills include attracting, evaluating and recruiting new members, creating
apprenticeship programs, orchestrating group strategy, and managing disputes.
Some of the skills, for example, compare well with some of the leadership skills
identified by Aldrich (2005).
Gee (2005, 2008, 2009), St Clair and Phipps (2008), one of the leading
researchers on gaming, as well as Kurt Squire (Squire, 2002, 2008; Squire &
Jenkins, 2003) and Constance Steinkuehler (2007) (both at the University of
Wisconsin-Madison) argue that:
... research is a core component of gameplay, and games stimulate an
interest in topics related to a game's content, thus promoting various
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types of information literacy and developing information-seeking habits
(Squire & Steinhuehler, 2005).
2.4.3 Serious Games, Simulations and Virtual Worlds
Clark Aldrich, a leading Serious Games practitioner and author, advises us
(usefully, we might add) to distinguish as points on a continuum between Serious
Games, Simulations and Virtual Worlds. This not only serves as good practical
distinction for training practitioners, but Aldrich's HIVE model also shows how
critical itis to choose the correct learning design in applying social online games
within the context of Leadership Development (see Figure 2.1) (Aldrich, 2009b)
(emphasis added):
The HIVE model asserts that virtual worlds, games, and simulations
are all different; each has its own affordances and purposes. A virtual
world will not suffice where a simulation is needed. The virtual world
offers only context with no content; it contributes a set of tools that both
enable and restrict the uses to which it may be put. An educational
simulation may take place in a virtual world, but it still must be
rigorously designed and implemented. (Aldrich, 2009b).
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Figure 2.1: HIVE Model
(Source: Aldrich, 2009b)
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Sims

James Gee also interestingly points out that "World ofWarcraft-a massively
popular multi-player game-is closer to being a true public sphere than are many
of our cities today" (in an enlightening interview with St Clair & Phipps, 2008).
Kurt Squire and his colleagues at the Games, Learning and Society Group at MIT
have extensively researched the implementation and impact of the online social
game CIVILISATION in educational settings. CIVILISATION is a history-focused,
moderately complex commercial game where players select a historical
civilisation and compete against other players with the goal of becoming the
dominant, surviving civilisation. They concluded that:
... playing a game like CIVILISATION can be a profoundly powerful
way for learning about history, and that through game-play players can
gained advanced terminology and knowledge of geography, principles of
history, and generally increase their interest in this area of study (Squire
& Jenkins, 2003).

In a Report on Technology and Learning, Klopfer, Osterweil and Groff (2009)
further state:
... many of these types of games have also been able to demonstrate their
tremendous ability to cultivate key skills, which although may not be
directly related to a content area, they are critical higher order thinking
skills applicable in all areas of life.
It is therefore not untenable to ask the question whether engagement in SOSG per
se can also be positively linked to Leadership Development. The engagement of

learners in gaming must, however, not be taken for granted (Bourgonjon et al.,
2010).
It quickly becomes clear, from highlighting a few characteristics of online social
gaming, that the phenomenon of SOSG can present various opportunities for
Leadership Development practitioners.
It is therefore our opinion that organisations must be very careful when adapting
existing off-the-shelf entertainment focused games for utilisation in Leadership
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Development. Although learning occurs in the mere act of playing any game,
organisational learning goals often require more certainty of outcomes and
transferability to the organisational requirements.
Another factor that in our opinion calls for a rethink or some current Leadership
Development practices is the changing nature of learning as well as the changing
nature of the learners themselves. Linear, static content-driven leadership training
presented via a PowerPoint slide deck with bullet points of 'learning', is
becoming more and more irrelevant and even counter-productive. The traditional
image of the 'sage on the stage' imparting nuggets of wisdom by means of 'talk
and chalk' is coming under increasing pressure.
2.4.4 Link between SOSG and modern Leadership Development
James Paul Gee, a leading scholar on the phenomenon of digital gaming, states:
In my view, in the twenty-first century we need the following-and we
need them fast and all at once together: embodied empathy for complex
systems; "grit" (passion + persistence); playfulness that leads to
innovation; design thinking; collaborations in which groups are smarter
than the smartest person in the group; and real understanding that leads to
problem solving and not just test passing. These are, to my mind, the true
twenty-first century skills (Gee, 2009).
Gee further summarises the power of games to teach players to link micro and
macro perspectives. This is an inherent requirement of 21 st century leadership:
At the same time as games offer gamers an embodied and perspectival
empathy for a system, they also offer gamers a dual perspective. Gamers
are used to switching between the "inside" embodied perspective where
they see things and act from a given place and time in the game and an
"outside" more global top-down perspective where they think about the
big picture, the whole scene of which their inside perspective from one
place and time is but a small part (Gee, 2009).
Some of the most successful commercial game franchises such as Civilisation,

SimCity and Railroad Tycoon-have demonstrated how games can model very
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complex social, scientific, and economic processes (Squire & Jenkins, 2003).
Sarah de Freitas, et al. (2010) cite the Daedalus Project ofNic Yee, on the utility
ofMMORG's in Leadership Development:
Yee's survey research on Massively Multiplayer Online Role Playing
Games (MMORGs) polled a sample of 4,000 participants; he found that
more than half had learned mediation skills as well as leadership skills,
such as reducing hostilities in groups and resolving conflicts ...
Our interest in this present study however is focused on games more explicitly
purporting to develop leadership competencies.
2.4.5 Games and modern Leadership Development
The application of digital games within Leadership Development is by no means
new (see for example Siewiorek et al., 2012; McCall & Lombardo, 1982; Rossett,
2004). Various gaming projects that attempt to enhance and transfer leadership
competencies by means of immersive online simulation gaming, exist (see for
example Aldrich, 2004a; Gibson, Aldrich & Prensky, 2007; Bluemink, 2011).
Gurley and Wilson sketch an overview of the use of simulations in business and
leadership. It is interesting that they also emphasise the fact that many games are
used as tool to foster team collaboration skills (Gurley & Wilson, 2010) (emphasis
added):
Although developing behavioral skills has been a desired outcome of
instructors, these skills are typically not directly learned from the
simulation. Recent reviews of the research on business simulations
(Faria et al., 2009; Anderson & Lawton, 2009) have documented that
building teamwork skills and improving students' ability to work
with peers are common objectives of instructors who use simulations.
These reviews point out that the behavioral outcomes are learned because
students are often asked to work in teams.
Herewith a short summary of selected 'serious leadership games', as well as some
studies underlying them.
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2.5

Types of learning facilitated by games

The link between serious play and Leadership Development is a rather natural and
unforced one:
Fundamentally play (and serious play) is about making sense: Making
sense of the world, making sense of learning, making sense about
decisions in a complex landscape. Children play to make sense of their
world, to experiment, to try things out. Adults need to play to make sense
of their work environments, their organisations or their lives. Play is also
about learning and making sense of learning, constructing learning into
knowledge for the individual (Hylton, 2007).
SOSG offers the opportunity to facilitate the main types of learning. Heron (as
cited in Adams, 2011) identifies four types of learning, namely practical,
conceptual, imaginal and experiential learning.
•

Practical learning occurs through the development of skills. It
refers to the physical level of learning.

•

Conceptual learning refers to the intellectual, verbal-conceptual
level of learning.

•

Imaginal learning occurs through the configuration of form and
process. It is the grasp of a whole, as shape of consequence.

•

Experiential learning occurs through encounter, direct
acquaintance, and by entering into some state of being. It refers to
the feeling, resonance level of learning.

According to Scheepers (as cited in Adams, 2011) the learner is likely to
experience learning by progressing through succeeding stages of the learning
cycle.
As mentioned, the usage of computer simulations in specific scientific disciplines
is well known and well documented, for example in engineering and bio-sciences,
as well as high-risk occupational training (military, aviation and medicine)
(Jackson, 2004).
The benefits of simulation in training and development have also been well
documented (Jackson, 2004):
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•

simulation accelerates learning,

•

enables knowledge transfer,

•

allows extraction of meaning from myriad complexities, and

•

provides manipulative experiences unavailable in the normal physical
space of a classroom environment.

Jackson (2004) further argues that simulation and gaming can assist in "surfacing
the unseen" within environments and processes:
Simulation and game environments are capable of illustrating
interconnected processes within complex multi-component systems, of
enabling nanovisualisation and manipulation of the microscopic, of
embodying experiences and new identities that cultivate cultural
empathy, and of making the unseen and unknowable tangible.
The surfacing of unseen dynamics is critical to enable 'thinking outside the Black
Box'.

2.6

Defining Leadership Development

According to Allen (2006), Leadership Development has been on the minds and
in the writings of major scholars, as well as some prominent leaders over the
centuries, from Confucius to Plato and from Machiavelli to Napoleonii_
In order to arrive at a definition of Leadership Development, Scott Allen (2006),
in his very insightful PhD thesis, proposes a synthesis of fifteen definitions in the
literature into four broader themes. He then arrives at the following definition,
which we will also utilise as our operational definition during this study:
Leadership development is a continuous, systemic process designed to
expand the capacities and awareness of individuals, groups, and
organisations in an effort to meet shared goals and objectives (Allen,
2006).
Allen (2006) further quotes the book of Drath (2001) titled, The deep blue sea:

Rethinking the source of leadership, and highlights which is probably the most
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important strategic goal of Leadership Development, namely increasing agility,
resilienGe and adaptability within an organisational group, and individual context.
The goal of Leadership Development in an organisation could thus be to
increase the capacity of the whole system to make sense of direction,
commitment and adaptive challenges at all relevant levels of
understanding and responsibility.
There is a very definite risk in any study of leadership. In the words of famous
scholar and former American Telephone and Telegraph Company executive,
Chester Barnard, already written more than half a century ago:
Leadership has been the subject of an extraordinary amount of
dogmatically stated nonsense (Barnard, 1968, in a work that was first
published in 1938).
Our aim would therefore not be to add to theoretical complexity, deepening the
"black box" so to speak, but rather to analyse major trends in theory and attempt
to merge that into a practical, flexible model of value for modem day practitioners
and modem day leaders.

2.6.1 The changing nature of modern learners and modern leaders
Given the increasing ubiquity of advanced computing abilities and technology
within the knowledge economy, development of leadership competencies is
essential to organisational survival and success (Ward & Prosser, 2011; Broos &
Cronje, 2009).
Within a post-postmodernist epoch, the utilisation ofICT supported Leadership
Development technology needs to take into account the changing in the nature of
learning itself, as well as the expectations of learners (Kirby, 2006; Harteis,
Gruber & Hertramph, 2010).
It may also be beneficial to investigate leadership as process ontology, rather than
a static concept. This means viewing leadership in terms of processes, interactions
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and practices "as socially constructed, emergent organising embedded in
sociocultural contexts" (Crevani, Lindgren & Packendorff, 2010).
The nature of leadership and the nature of learning have been continuously
postmodernism,
for. exarpple
Jeanbrought into question by modernism and
.
.
. . .
·.
'.

Franc;ois Lyotard analyses the impact of postmodernism on the metanarrative as
follows:
Simplifying to the extreme, I define postmodern as incredulity toward
metanarratives. This incredulity is undoubtedly a product of progress in
the sciences, but that progress in turn presupposes it. To the obsolescence
of the metanarrative apparatus oflegitimation corresponds, most notably,
the crisis of metaphysical philosophy and of the university institution
which in the past relied on it. The narrative function is losing its functors,
its great hero, its great dangers, its great voyages, its great goal. It is
being dispersed in clouds of narrative language elements-narrative, but
also denotative, prescriptive, descriptive, and so on [ ... ] Where, after the
metanarratives, can legitimacy reside? (Lyotard, 1984).
The concept "metanarrative" is defined by Allen Kirby, the father of
digimodernism, as follows (Kirby, 2006) ( emphasis added):
The terms by which authority, knowledge, selfhood, reality and time are
conceived have been altered, suddenly and forever ... somewhere in the
late 19_90s or early 2000s, the emergence of new technologies restructured, violently and forever, the nature of the author, the reader
and the text, and the relationships between them.
Kirby (2006) goes further to describe how postmodernism is being displaced by
the concept of digimodernism (also referred to as pseudo-modernism or postpostmodernism), with its much more "interventionist" focus. The prevalence of
"user content creation" in modern reality television is an example that Kirby cites.
This change has profound impact on how leadership is perceived and practiced,
and how leadership success is defined (Kirby, 2006):
Postmodernism conceived of contemporary culture as a spectacle before
which the individual sat powerless, and within which questions of the
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real were problematized. It therefore emphasized the television or the
cinema screen. Its successor, which I will call pseudo-modernism, makes
the individual's action the necessary condition of the cultural product.
Pseudo-modernism includes all television or radio pr9grammes or parts
of programmes, all 'texts', whose content and dynamics are invented or
directed by the participating viewer or listener (although these latter
terms, with their passivity and emphasis on reception, are obsolete:
whatever a telephoning Big Brother voter or a telephoning 6-0-6 football
fan are doing, they are not simply viewing or listening).
By definition, pseudo-modem cultural products cannot and do not exist
unless the individual intervenes physically in them.
Lyotard (1984) proposes that metanarratives should give way to petits recits, or
more modest and 'localised' narratives. Lyotard argues for the existence of a
"multiplicity of theoretical standpoints" rather than grand, all-encompassing
theories.
For a summary of the comparison between modernism and postmodernism, see
Martin Irvine from Georgetown University's analysis in Figure 2.3 which
highlights some of the changing concepts that impact on and show the changing
nature ofleadership within the broader societal context (Irvine, 2012).
The increasingly digital culture however poses challenges to the various tenets of
postmodernism. Alan Kirby argues that we require a new theory to underpin our
current world. Kirby also argues that the postmodernist epoch has come to an end
and has been replaced by digimodernism (Kirby, 2006).
As Kirby (2006) summarises (emphasis added):
In poshnodernism, one read, watched, listened, as before. In pseudomodernism one phones, clicks, presses, surfs, choo·ses, moves,
downloadsili.
Digimodem thought is also well illustrated when viewing the distinction between
the so-called Web 1.0 and Web 2.0 paradigms:
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In particular, following the dot.com crash of 2001, which saw the end of
many web-based businesses, Web 2.0 emerged as the second generation
of web based services and host communities. (Web 2.0 differs from Web
1.0 in that it does not just allow for the retrieval of information, but also
offers a digital and social element where "users can generate and
distribute content, often with freedom to share and re-use") (Creeber &
Martin, as cited in Zdanow, 2011).

Table 1: Comparison: Modernism vs. Postmodernism
Modernism/Modernity

Postmodern/Postmodernity

Master narratives and metanarratives of history,
culture and national identity as accepted before
WWII (American-European myths of progress).
Myths of cultural and ethnic origin accepted as
received.
Progress accepted as driving force behind
history.

Suspicion and rejection of master narratives for
history and culture; local narratives, ironic
deconstruction of master narratives: countermyths of origin.

Faith in Grand Theory (totalising explanations
in history, science and culture) to represent all
knowledge and explain everything.

Rejection oftotalising theories; pursuit of
localising and contingent theories.

Faith in, and myths of, social and cultural unity,
hierarchies of social-class and ethnic/national
values, seemingly clear bases for unity.

Social and cultural pluralism, disunity, unclear
bases for social/national/ethnic unity.

Progress seen as a failed master narrative.

Master narrative of progress through science and Scepticism of idea of progress, anti-technology
reactions, Neo-Luddism; new age religions.
technology.
Sense of unified, centred Self; individualism,
unified identity.

Sense of fragmentation and decentred Self;
multiple, conflicting identities.

Idea of the family as central unit of social order:
model of the middle-class, nuclear family.
Heterosexual norms.

Alternative family units, alternatives to middleclass marriage model, multiple identities for
couplings and child-raising. Polysexuality,
exposure ofrepressed homosexual and
homosocial realities in cultures.

Hierarchy, order, centralised control.

Subverted order, loss of centralised control,
fragmentation.

Faith and personal investment in big politics
(Nation-State, party).

Trust and investment in micropolitics, identity
politics, local politics, institutional power
struggles.

Root/Depth tropes.
Faith in Depth (meaning, value, content, the
signified) over Swface (appearances, the
superficial, the signifier).

Rhizome/surface tropes.
Attention to play of surfaces, images, signifiers
without concern for Depth. Relational and
horizontal differences, differentiations.
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Modernism/Modernity

Postmodern/Postmodernity

Crisis in representation and status of the image
after photography and mass media.

Culture adapting to simulation, visual media
becoming undifferentiated equivalent forms,
simulation and real-time media substituting for
the real.

Faith in the real beyond media, language,
symbols, and representations; authenticity of
originals.

Hyper-reality, image saturation, simulacra seem
more powerful than the real; images and texts
with no prior original.
"As seen on TV'' and "as seen on MTV'' are
more powerful than unmediated experience.

Dichotomy of high and low culture (official vs.
popular culture).
Imposed consensus that high or official culture
is normative and authoritative, the ground of
value and discrimination.

Disruption of the dominance of high culture by
popular culture.
Mixing of popular and high cultures, new
valuation of pop culture, hybrid cultural forms
cancel high/low categories.

Mass culture, mass consumption, mass
marketing.

Demassified culture; niche products and
marketing, smaller group identities.

Art as unique object and finished work
authenticated by artist and validated by agreed
upon standards.

Art as process, performance, production,
intertextuality.
Art as recycling of culture authenticated by
audience and validated in subcultures sharing
identity with the artist.

Knowledge mastery, attempts to embrace a
totality. Quest for interdisciplinary harmony.

Navigation through information overload,
information management; fragmented, partial
knowledge; just-in-time knowledge.

Paradigms: The Library and The Encyclopaedia.

Paradigms: The Web.

Broadcast media, centralised one-to-many
communications.

Digital, interactive, client-server, distributed,
user-motivated, individualised, many-to-many
media.
Paradigms: Internet file sharing, the Web and
Web 2.0.

Paradigms: broadcast networks and TV.

Centring/centeredness, centralised knowledge
and authority.

Dispersal, dissemination, networked, distributed
knowledge.

Determinacy, dependence, hierarchy.

Indeterminacy, contingency, polycentric power
sources.

Seriousness of intention and purpose, middleclass earnestness.

Play, irony, challenge to official seriousness,
subversion of earnestness.

Sense of clear generic boundaries and wholeness Hybridity, promiscuous genres, recombinant
culture, intertextuality, pastiche.
(art, music and literature).
Design and architecture of Los Angeles and Las
Vegas.

Design and architecture ofNew York and
Berlin.
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Modernism/Modernity

Postmodern/Postmodernity

Clear dichotomy between organic and inorganic,
human and machine.

Cyborgian mixing of organic and inorganic,
human and machine and electronic.

Phallic orderin~ of sexual difference, unified
sexualities, exclusion/bracketing of
pornography.

Androgyny, queer sexual identities,
polymorphous sexuality, mass marketing of
pornography, porn style mixing with
mainstream images.

The book as sufficient bearer of the word.

Hypermedia as transcendence of the physical
limits of print media.
The Web as infinitely expandable, centerless,
inter-connected information system.

The library as complete and total system for
printed knowledge.

2. 6.2 The case for a new view of the leadership construct
In his analyses ofleadership theories as part of his Doctoral thesis, Pentti
Sydanmaanlakka, a former HR director at Nokia, identifies the following broad
schools of leadership thought (Sydanmaanlakka, 2003):

•

Ancient Approaches: Aristotle; Zen Buddhism

•

Classical Approaches: Frederick Taylor (1911); Elton Mayo (1933);
Robert Tannenbaum (1958); Kurt Lewin; Douglas McGregor (1960);
Chris Argyris (1957); Abraham Maslow (1954); Frederick Hersberg
(1966)

•

Trait Approach: Bass (1985, 1990); Bennis (1989).

•

Style Approach: Stogdill (1948); Blake and Mouton (1964, 1978, 1985);
Blake and McCanse (1991)

•

Situation Approach: Hersey and Blanchard (1969)

•

Contingency Theory: Fiedler (1967)

•

Path-Goal Theory (Motivation theories): Evans (1970); House (1971)

•

Management by Objectives: Peter Drucker (1954) in his book, The
practice of management; George Odiorne (1965); John Humble (1967)
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•

Leader-Member Exchange Theory: Graen and Cashman (1975); Graen
(1976)

•

Transformational Leadership: Burns (1978); Bennis and Nanus (1985);
Tichy and DeVanna (1990); Bass (1985); Bass and Avolio (1990)

•

Team Leadership: Hill (2001)

•

Psychodynamic Approach: A leading proponent to psychodynamic
approach has been Abraham Salenick (1977); at the moment the most
well-known expert in this area-is certainly Manfred Kets de Vries ( 2001);
Berne (1961); Harris (1967); Miller (1997)

•

Value Management and Ethical Leadership: Wyburd (1998); Koskinen
(1993); Aaltonen and Junkkari (1999); Kauppinen (2002)

•

Self-Leadership: Jagdish Parikh (1991); Stephen Covey (1989); Robert E.
Quinn (1996, 2000); Russell and Evans (1992); Michaly Csikszentmihalyi
(1992)

When we analyse the major leadership schools of thought as metanarratives, it
becomes evident that several of these approaches, such as the Trait and Style
approach, as well as the Leader-Member Exchange Theory, can be viewed
inherently as metatheories.

If a high-level longitudinal analysis is done of the major leadership theories, the
following elements become apparent in modem leadership thought:
•

A gradual recognition of the inherently networked nature of leadership
(i.e. Yukl et al. as cited in Hogan, Curphy & Hogan, 1994)

•

An increasing awareness of the high levels of self-awareness and
authenticity required to be able to exercise truly flexible situational
leadership (i.e. Walumbwa et al., 2008)

•

A gradual move away from the strictly dyadic relationship between

leaders and followers (i.e. Sydanmaanlakka, 2003)

•

An increased pessimism of the "Leader as Hero"- model (Walton, 2007)
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It is our opinion that training design within organisations has not always
integrated this changing dynamic into their Leadership Development programs. A
large number of MBA level programs still focus most of their Leadership
Development programs on metatheoretical underpinnings, as well as still basing
their teaching on a strongly dyadic focus in the leader-follower relationship.
Without stepping on toes, one can visit the webpages of almost any Ivy League
Business School and read through the marketing material to immediately see this
"Leader as Hero" mind set is still very much alive.
The increasing trend of 'customisable' MBA curricula may be seen as adapting to
the new reality and moving away from the strictly dyadic focus of the past. For
example, Stanford Business School presents students with a. "Curriculum tailored
to each student-your background, your work" (Stanford Graduate School of
Business, 2013). This trend is also evident, for example, in the many other
Executive MBA and Executive Development courses offering more and more
user-customisable flexibility (i.e. Bolden, 2007).
In leadership theory terms, the move from metatheories to situationally based

leadership (such as the often ad-hoc leadership roles required in the modem
project driven business) is an indication of both the increasing prevalence and
increasing importance of these petits recits.
2. 6.3 The changing nature of leadership
It is our opinion that Sydanmaanlakka's (2003) criticism of current leadership

thinking is very relevant to Leadership Development discourse. He identifies the
following reasons why he proposes an integrated new leadership approach:
•

The models we are using now in practice are old and have been developed
mainly during the sixties and seventies.

•

There is a momentum for new approaches which do not come from
the Anglo-American tradition and culture.
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•

The working environment of leaders has changed dramatically during the
last twenty years, but we are still using approaches developed for
industrial organisations.

•

We have to move from industrial to post-industrial paradigm and redefine
the role of work, worker and organisation.

•

Present theories are usually very fragmented; we have to go beyond
fragmented theories.

•

The paradigm of science has also changed; the constructivist paradigm is
replacing the behaviouristic paradigm. Also quantum physics, selforganising systems and the chaos theory bring in interesting perspectives
to leadership.

•

We should try to move from "one right approach" to multiple perspectives;
trying to integrate the best features of old approaches and even using parts
·o f them, which are still valid.

•

We should add to our rational thinking also emotional and spiritual
components; go beyond rational management.

•

We should try to integrate leadership and management: in Finnish
language only one word for that exists, johtaminen.

•

We should reveal the true simplicity of leadership, which is on the
right side of complexity. We should not make leadership any more
complex than it really is.

Kriz (2003) argues strongly for the role that simulation games can play in creating
learning environments that can successfully develop usable knowledge and
competencies, while enabling user control and situational focus, in our opinion a
critical requirement of modern learning and Leadership Development. Kriz (2003)
further argues that the approach of problem-oriented learning requires the
following focus areas:
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•

contexts must be both complex and authentic;

•

encouragement toward experience-oriented learning to be provided;

•

multiple contexts, variety of perspectives and methods to be offered and
facilitated;

•

there is a need for an increasing emphasis on social contexts, team learning
and teamwork; and

•

appropriate support from the teacher or trainer via debriefing. The role of
facilitators in paying attention to experiences such as problem-solving
strategies, cooperation, conflict, resolution, and so on remains critical.

Kriz (2003) further emphasises that:

Because gaming simulation propels these principles into action, it is an
extremely useful learning methodology. Gaming simulation is an
interactive-learning environment that makes it possible to cope with
authentic situations that closely mimic reality.
Modem Leadership Development therefore requires toolsets that can integrate the
requirements of user-control, self-organisation and immersive interactivity, such
as identified in the next section on Ubiquitous Computing. It is our opinion that
SOSG can indeed present one such toolset.
2. 6.4 Digimodernism meets Ubiquitous Computing

The emergence of Ubiquitous Computing has a direct impact on where, when and
how leaders can learn. In 1991, Mark Weiser introduced the area of Ubiquitous

Computing. He put forth a vision of "people and environments augmented with
computational resources that provide information and services when and where
desired" (Weiser, 1991Yv.
Weiser (1991) also (correctly, in our opinion) foresaw that Ubiquitous Computing
will lead to new paradigms of interaction and will therefore not only have
technological (hardware and infrastructure) implications, but also significant
changes in human reaction and interaction (Abowd & Mynatt, 2000).
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It is believed that the combination of highly skilled technology professionals,
technology-savvy business leaders and competent IT users can enable an
organisation's effective participation in the world of the knowledge economy
(Bytheway, 2003). Mitrovic (2010) is of the opinion that this calls for "hybrid
professionals", p_eople with diverse experience, multi-disciplinary knowledge and
technological understanding. Business managers should also be able to apply the
necessary skills and competencies to leverage the full potential of the available
technology.
Abowd and Mynatt (2000) in their analysis of Ubiquitous Computing ten years
after the introduction of the concept, further discuss three definite themes in the

Ubiquitous Computing field, namely natural interfaces, contextual awareness
and universal access.
It is our contention that, since the publication of the article by Abowd and Mynatt
in 2000, there have been enormous technological advances and an increasing
abundance of access to computing capabilities through a myriad of modern day
devices such as tablet computers and mobile smartphones. These devices provide
increasingly natural interfaces (i.e. Apple's Siri voice control system) (Apple,
Inc., 2013) and are becoming more and more context aware (i.e. Foursquare's
geolocation services) (Foursquare, 2013).
We are also of the opinion that SOSG offers a particularly comprehensive
manifestation of these elements of contextual awareness, natural interfaces and
universal access.
Koschmann (as cited by Lipponen, 2002) recognises computer-supported
collaborative learning (CSCL) as an emerging paradigm of educational
technology. According to Koschmann, CSCL research is grounded on a very
different concept oflearning, Pedagogy, research methodology, and research
questions, than its antecedents.
eLearning technology has also moved from the extraordinary to the ordinary; even
in 2007, over 20 percent of all US higher education students enrolled in online
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classes and this figure was growing at 13 percent per annum. Most of this
eLeaming takes place within learning management systems (LMS) such as
Blackboard, Moodle and various others (Coopman, 2009).
However, there is still a lack of research on how online learning environments
diverge from traditional Pedagogy (Coopman, 2009). A significant number of
eLeaming implementations also suffer from very high dropout rates (See TylerSmith, 2006, for an in-depth analysis of the issues relating to learner attrition).
Another interesting analysis of challenges within eLearning from a Chinese
perspective is that of Li (2009).
Various barriers to engagement and learning exist and the literature around it is
extensive (Keep, 2009). Ewart Keep from Cardiff University identifies two
schools of thought on these barriers:
Intrinsic factors, such as cultural (social, gender and family norms),
attitudinal (perceptions of learning and of learning providers) and
dispositional barriers (confidence, fear of failure and beliefs such as
being too old to learn).
Extrinsic factors, such as the quality of facilities, patterns and modes of
instruction, flexibility of provision, funding and student support
(financial and emotional). Lack of employer commitment and
encouragement to workers' learning goals can also act as learning barrier.

Ehrlich and Cash (1999) introduce another potential barrier, which they refer to as
the "invisibility of intermediation":
Information mediation is often invisible from three perspectives. First, it
is often rendered invisible to the customer, who has no reason to be
aware of the complex skills associated with finding the requested
information. Second, it is often invisible within an organisation, despite
the fact that people within a workgroup take advantage of resources that
embody mediated processes. And thirdly, and most significantly,
mediation of information is usually invisible at managerial levels, which
may lead to misguided attempts to create "better" or "less complex"
information management schemes.
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This emphasises the potential risk that organisational management may not
always realise the exact role played by intermediaries (i.e. the existence of hidden
knowledge and skills in learners or the impact of the personality of a trainer),
especially if they become more and more IT-enabled over time.
Within the context of Leadership Development, this interaction is often still
unclear. Erlich and Cash (1999) studied the interaction between information
intermediaries and information technology (software tools). They are of the
opinion that it is possible-and preferable-to expand the role of intermediaries by
augmenting their skills with tools and technologies rather than automating and/or
replacing it.
In their words, "It is our firm belief that the best, most useful and adoptable

systems are produced when technology and people play to their intrinsic
strengths" (Ehrlich & Cash, 1999).

2.7

The changing nature of learning: Pedagogy, Andragogy and Cybergogy

It will benefit our understanding of the competencies required to utilise SOSG in
Leadership Development ifwe contrast the well-known principles of Pedagogy
and Andragogy and the less well-known concept of Cybergogy.
2. 7.1 Pedagogy

In defining the concept of learning, the definition of Robbins and Coulter is often

cited: "learning is the relatively permanent change in behaviour that occurs as a
result of experience" (Robbins, as cited in Adams, 2011; Robbins & Coulter, as
cited in Adams, 2011). According to Adams, this definition has also been refined
by various other authors.
Adams (2011) discusses Pedagogy and its criticism briefly as follows:
Accordip.g to Haberfeld (2002:52), pedagogy is the one-way transfer of
knowledge usually done by means oflectures on facts during which a
complete memorisation of solutions is expected. Scheepers (2008: 53)
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writes that this is the method used to teach children. Mink, Owen and
Mink (1993:134) write that firstly, in pedagogics the learner is dependent
on others to learn. Secondly, pedagogics views the role of an experienced
instructor as pivotal. In the third instance, pedagogics sees the instructor
as the creator of a learning environment (Tobin, 1993:166). In the fourth
instance, pedagogics deals with specific subject matter. Finally, in .
pedagogics, motivation is mostly ·external.
Whereas Pedagogy typically focuses on children, the concept Andragogy is often
used to describe adult learning.

2. 7.2 Andragogy
Adams (2011) explains Andragogy as follows:
Scheepers (2008:53) writes that andragogy is the method used to involve
instructors and adult learners in the learning process. Newstrom and
Lengnick-Hall (1991:44) define andragogy as" ... the art and science of
teaching adults".
Adams (2011) further identifies various assumptions underlying adult learning:
•

Learners are self-directing and in charge of their learning experience,

•

are a reservoir of experience,

•

learn as a function of their developmental stage,

•

are problem- and task-oriented,

•

view learning as life-centred, and learning as such must fit into their
careers,

•

are intrinsically motivated to learn,

•

are independent,

•

generate their own learning context,

•

require a climate of equality and mutual respect,

•

require control over their own learning processes,

•

need to be involved in planning their learning, and

•

need to understand that leaning is their own responsibility.
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However, both Pedagogy and Andragogy take only limited cognisance of the
current realities of Ubiquitous Computing, Social Networking and digimodem
learners.

2. 7.3 Cybergogy
In his construction of a relevant Leaming Archetype for usage in the virtual world
of SecondLife™, Lesley Scopes utilised a Cybergogical rationale. According to
Scopes (2009), the concept of Cybergogy can be described as follows:
Cybergogy is an adaptation of Pedagogy and Andragogy designed to
accommodate the requirements of eTeaching, that is to say teaching that
is computer mediated, usually conducted at a distance. Cybergogy
embraces cognitive, emotional and social domains aspiring to provide an
engaging online learner experience, recognising that teaching strategies
employed in face to face situations may not be appropriate or effective in
online settings.
In our analysis, as previously mentioned, it is useful to distinguish between virtual
worlds and SOSG. Virtual worlds are defined by six prominent features (Book, as
cited in Scopes, 2009). These are:
•

Shared Space - Many users participate at the same time

•

Graphical User Interface - World is depicted visually

•

Immediacy - Actions take place in real time

•

Interactivity- Users are allowed to develop content

•

Persistence - World exists when a user is not present

•

Community - Formation of social groups is encouraged

From a Leadership Development perspective it bears mention that virtual worlds
typically do not have time-limited goals, whereas online social games such as

World of Warcraft, present players with very specific time-based goals and
challenges. Within Leadership Development, most Serious Games will have timelimited goals.
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The Cybergogy concept was coined by Wang (as cited in Scopes, 2009) as
"generating learning experiences that are cognitively, socially and emotionally
engaging for distance students with diverse backgrounds with learner engagement
at the core". See Figure 2.4 for a graphical representation of Wang's Cybergogical
model.
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Figure 2.2: Cybergogical Model

(Source: Wang, as cited in Scopes, 2009)

Leamer engagement is one of the most central challenges in modem learning
environments. The Cybergogy model suggests an integrated approach,
incorporating emotive, cognitive and social factors in the construction of learning
designs. It therefore presents us with a useful framework in analysing SOSG
implementation and especially the importance ofleamer engagement in a social
context.
When designing and implementing learning solutions within the current reality of
Ubiquitous Computing, the following aspects need to be borne in mind in order
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for any project to remain relevant and sustainable (summarised from Abowd &
Mynatt, 2000:42-44):

•

Activities rarely have a clear beginning or end: Either as a fundamental
activity such as communication, or as a long-term endeavour such as
research in human-computer interaction, these activities have no point of
closure. Information from the past is often recycled. Although new names
may appear in an address book or new items on a to-do list, the basic
activities of communication or information management do not cease.
When designing for an activity, principles such as providing visibility of
the current state, freedom in dialogue, and overall simplicity in features
play a prominent role.

•

Interruption is expected: Thinking of any of these activities as
continuous, albeit possibly operating in the background, is a useful
conceptualisation. One side-effect is that resumption of an activity does
not start at a consistent point, but is related to the state prior to
interruption. Interaction must be modelled as a sequence of steps that will,
at some point, be resumed and built upon. In addition to representing past
interaction, the interface can remind the user of actions left uncompleted.

•

Multiple activities operate concurrently: Since these activities are
continuous, the need for context-shifting among multiple activities is
assumed. Application interfaces can allow the user to monitor a
background activity, assisting the user in knowing when he or she should
resume that activity. Resumption may be opportunistic, based on the
availability of other people, or on the recent arrival of needed information.
For example, users may want to resume an activity based on the number of
related events that have transpired, such as reading messages in a
newsgroup only after a reasonable number of messages have been
previously posted. To design for background awareness, interfaces should
support multiple levels of "intrusiveness" in conveying monitoring
information that matches the relative urgency and importance of events.
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Current desktop interfaces only provide a small beginning in addressing
these issues with multiple windows in a desktop interface. With minimal
screen real estate, users must manage opening, closing and restacking the
many windows associated with a variety of tasks. Simple awareness cues
are included in some desktop icons, indicating that new email has been
received for example, but there are few controls for creating levels of
notification to meet different awareness needs.
•

Time is an important discriminator: Time is a fundamental human

measuring stick although it is rarely represented in computer interfaces.
Whether the last conversation with a family member or colleague was last
week or five minutes ago is relevant when interpreting an incoming call
from that person. When searching for a paper on a desk, whether it was
last seen yesterday or last month informs the search. As applications
interpret real-world events, such as deciding how to handle an incoming
phone call or to react to the arrival at the local grocery store, they can
utilise timing information to tailor their interaction.
•

Associative models of information are needed: Hierarchical models of

information are a good match for well-defined tasks, while models of
information for activities are principally associative, since information is
often reused on multiple occasions, from multiple perspectives. For
example, assume you have been saving email from colleagues, friends and
family for a long time. When dealing with current mail, you may attempt
to organise it into a hierarchy of folders on various topics. Over time, this
organisation has likely changed, resulting in a morass of messages that can
be searched with varying degrees of success. Likewise, interfaces for to-do
lists are often failures given the difficulty in organising items in welldefined lists. Associative and context-rich models of organisation support
activities by allowing the user to reacquire the information from numerous
points of view. These views are inherent in the need to resume an activity
in many ways, for many reasons. For example, users may want to retrieve
information based on current context such as when someone enters their
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office or when they arrive at the grocery store. They may also remember
information relative to other current information, e.g. a document last
edited some weeks ago or the document that a colleague circulated about
some similar topic.
As computing becomes more ubiquitously available, it is imperative that
the tools offered reflect their role in longer-term activities. Although
principles in everyday computing can be applied to desktop interfaces,
these design challenges are most relevant given a continuously changing
user context. In mobile scenarios, users shift between activities while the
computing resources available to them also vary for different
environments. Even in an office setting, various tools and objects play
multiple roles for different activities. For example, use of a computeraugmented whiteboard varies based on contextual information such as
people present.
Different physical objects such as a paper file or an ambient display can
provide entry points and background information for activities. This
distribution of interaction in the physical world is implicit in the notion of
everyday computing and thus clearly relevant to research in Ubiquitous

Computing.
The synchronous and/or asynchronous, inter-linked, immersive and
personal/small-group or multiplayer learning communities that can be created
through SOSO, can be viewed as a potentially effective tool to engage learners
within this era of Ubiquitous Computing.
A potential weakness in the application of the concept of Cybergogy to SOSO
applications is the fact that a significant percentage of SOSO implementations is
done via a Blended Learning approach.
The Cybergogical model does not include the (highly critical, in our opinion)
"Trainer/Facilitator" factor. Adaptation of this model to include "facilitation
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factors" may be advisable and that is why we integrated the adaptation into our
final SOSG Utilisation Framework.

2. 7.4 Self-reflection in Leadership Development
Social Gaming is a potentially useful tool in realising the goal of not only
increasing awareness, but also individual and group capacities. This study focused
specifically on the second part, namely the building of capacities, which can also
be referred to as competencies (knowledge, skills and attitudes). Building on some
ideas from Sydanmaanlakka (2003), we argued that a fourth element namely

contacts, referring to network building as an emerging leadership competency,
can potentially be added to the competency framework.
It is our contention that this central "networking knowledge, skill and attitude"

will become an increasingly important subset of future leadership. It can be
argued that awareness of a particular need or issue will always be a precursor to
the successful development of the capabilities to successfully deal with it.
Over a period of eight years, Palus and Horth ( as cited in Hylton, 2007) of the
Centre for Creative Leadership and co-authors of book, The leaders edge, six

creative competencies for navigating complex challenges, observed several
hundred individual leaders. They found six interrelated competencies that enabled
these leaders to make good decisions in turbulent times:
•

Paying attention - using multiple modes of perception

•

Personalising - tapping into others unique life experiences

•

Imaging - using all kinds of images, such as pictures, stories and
metaphors

•

Serious play - generating knowledge through exploration, improvisation,
experimentation

•

Co-inquiry - dialogue within and across community boundaries

•

Crafting - synthesising issues, objects, and events into meaningful wholes
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Social gaming presents a very useful tool to engage the attention of leaders and
enables them to form cooperative strategies for dealing with common goals.
James Gee noted in his classic book, What video games have to teach us about
learning _a nd literacy, that game environments have the ability to "situate meaning

.in multimodal space through embodied experience~ to solve problems and reflect"
(Gee, 2008).
Fred Korthagen and Angelo Vasalos analyse the role of reflection in learning, and
specifically as enabler in promoting sound professional behaviour and what they
call a "growth competence" (Korthagen & Vasalos, 2005). In the adaptation of
their well-known ALACT model, Korthagen and his colleagues arrived at the so.called "Onion Model" of reflection in Figure 2.5 and Figure 2.6:

environment

1
\

\

----Figure 2.3: "Onion Model" of Reflection
(Source: Korthagen & Vasalos, 2005)
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(Source: Korthagen & Vasalos, 2005)

The structure of the modern-day social online game can facilitate such reflection
(Conrad, 2008; Wagner, 2008). It would also benefit practitioners to have a
detailed understanding of the principles ofreflective learning and their integration
in SOSG design, in order to realise potential benefits. This contention will also be
tested with our Delphi panel of experts in Chapter 3.

2.8

Leadership games: Selected examples

It is our opinion that, given the three intersecting trends highlighted in this study,
the number of dedicated SOSGs will only increase in future. Below are some
examples of Leadership Development games. This is not intended as summary of
all available programs, rather as a sample of some particularly interesting
implementations.
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2.8.1 Simulearn 's Virtual Leader™

Clark Aldrich and his team developed Virtual Leader™, a leadership simulator
that enables participants to practice leadership skills in various meeting scenarios,
gradually increasing in complexity.
According to Gurley and Wilson (2010), "this simulation is a self-paced,
eLearning platform that allows the user to role-play with intelligent avatars to
learn and practice leadership skills".
Simulearn defines leadership as "getting a group of people to productively get the
right work done" (Aldrich, 2004a). Some results reported by the application of

Virtual Leader TM were promising:
The participants who went through the Coaching/Simulation
program improved their teams' relative performance rankings (a
non-subjective metric on volume of successful client jobs
completed), on average, 22.0%.
Just as relevant was the way that these managers got these accelerated
results. Six months after the program, the increases in positive behaviors
and the cessations of negative behavior across peers, subordinates, and
superiors were unprecedented in GEMA™-Lead360's fifteen-year
history, including previous Corpath/GEMA™-Lead360 joint
engagements (Aldrich, 2006).
Another interesting finding was the positive impact of the application of Virtual

Leader™on Emotional Intelligence constructs reported in Stanley Sidor's PhD
thesis (Sidor, 2007):
An analysis of the relationship between the measures of emotional
intelligence before and after participating in leadership simulation
revealed statistically significant differences after participation in the
leadership simulation. There was a significant increase in respondent
scores in three of the four subscales after the respondents participated in
the Virtual Leader simulation: (a) self-emotion appraisal (SEA), p = .031;
(b) others emotion appraisal (OEA), p = .002; and (c) regulation of
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emotion (ROE), p = .002. The emotional intelligence construct, use of
emotion (UOE), p = .061, did not demonstrate statistical significance.
It bears mention that the most successful applications of Virtual Leader™ seemed
to have been through Blended Learning approaches.

2.8.2 Csikszentmihalyi's FLOW is Good Business™
Another interestingrecent application of an online serious game is FLIGBYTM
(FLOW is Good Business™) an award-winning Leadership Development game
developed by ALEAS Simulations Inc. in conjunction with Professor Mihaly
Csikszentmihalyi (ALEAS, 2012):
The simulation helps to discover Flow in simple steps: first by
understanding the role of Flow, the joy and positive business outcomes it
provides; then by learning ways to facilitate it. The simulation allows you
to test your leadership skills, provides a unique Flow-based selfassessment opportunity and guides you on a path towards optimising a
"Flow-centric" corporate culture (ALEAS, 2012).
Again, it bears mention that FLIGBYTM is typically utilised as part of a Blended
Learning program.

2.8.3 NovicrafffM
Novicraft™, a Norwegian firm, have integrated leadership and team development
in their online adventure game, through which collaboration and team dynamics
are developed:
NoviCraft utilises 3D game technology for improving team and
leadership skills. We offer you and your team a virtual adventure, which
will help you to improve your communication and social interaction
skills. NoviCraft has been awarded as the best eLearning solution of the
year 2009 in Finland.
In NoviCraft training the participants solve the game problems
together and experience the virtual world through their avatars. Everyone
must participate and build a shared view together. Each participant plays
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from one's own computer and earlier gaming experience is not required.
NoviCraft can be played either online from several locations or onsite in
one location (Novicraft, 2009).
The Novicraft game is primarily based on the academic PhD work of Johanna
Bluemink {2011) ( emphasis added):
By focusing on the processes in collaborative interactions, it is possible
to prompt students to be metacognitive about their social engagement and
raise their awareness of the importance of small group and interpersonal
skills (O'Donnell, 2006). Metacognitive and reflective skills form a
central research area within learning sciences and are an essential part of
the individual as well as collaborative problem-solving processes
(Hurme, Merenluoto & Jarvela, 2009). It is precisely through those
processes that the formal knowledge acquired through education is
transformed into an expert's flexible informal knowledge (Brown,
1980; Jarvela, 1996f It has been found that for building professional
expertise, these self-regulative skills are the third central element in
addition to theoretical and practical knowledge (Bereiter &
Scardamalia, 1993; Tynjala, 2008).
It is interesting how well the above elements of self-regulative skills and
theoretical and practical knowledge link to the subjects of our exploration,
Attitudes, Knowledge and Sldlls. Another interesting concept Bluemink (2011)

touches on is the necessity of creating an "ecology for collaboration" in computer
supported learning environments.
2.8.4 RANJ's Cap-Gemini Leadership Development Program
This program by the Dutch company RANJ, in conjunction with Cap-Gemini, is
another example of a Blended Learning utilisation of a digital game for
Leadership Development. According to RANJ and Cap-Gemini, they "developed
an alternate reality game, which seamlessly blends into a newly developed
training program. This results in an [sic] intensive and highly effective training"
(RANJ, 2012).
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2.8.5 Everest: Leadership and teamwork
This is an example of a collaborative, team-based leadership simulation by Forio/
Harvard Business School Publishing. In this collaborative multiplayer simulation,
teams of players will attempt to summit Mount Everest. There ~e fivecamps or
checkpoints along the route to the Summit (top) of Mt. Everest. At each camp,
team members analyse information on weather, health conditions, supplies, goals,
or hiking speed, and determine how much of that information to communicate to
their teammates (Forio, 2012).
This learning experience is immersive and experiential in nature and is usually
employed with the aid of a facilitator.

2.8.6 Experiencepoint
Experiencepoint offers various products focusing on aspects such as leadership
and change management. It is used by various Fortune 500 Companies and

ExperienceChange is described as an expert guided change simulation that
teaches a best-practice model to managing change (Experiencepoint, 2012).

2.8. 7 BTS Talent Leadership Development Program
BTS, one of the largest producers of business simulations in the world, also
provides a Leadership Development suite of products.
The BTS approach to Leadership Development includes a comprehensive
series of systems and curricula, which thoughtfully engages leaders over
time. An example created for one client comprises a learning journey
over 12 weeks to allow for application and true behavior change (BTS,
2012).
The comprehensive series of systems and curricula of this program are typically
also implemented in Blended Learning format.
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2. 8. 8 Other examples

Digital simulations have also been developed by Discovery Learning Inc. (DLi,
2012):
A computer-driven behavioral based business and leadership simulation,
PressTime® captures the fast-paced and diverse decisions that project
managers and cross-functional teams make daily. Enhancing leadership,
team-building processes, strategic planning initiatives and improving
problem-solving capabilities are just a few of the outcomes.
Another example of a digital simulation is that ofEPSIMS (2012):
Business Acumen and Leadership: "Out of the box" and customisable
simulations focused on universal business and leadership challenges such
as Cross Business Unit Collaboration, Financial Acumen, Customer
Understanding, and Leading Teams.
The EPSIMS simulation uses computer-based interactive models to allow
participants working in teams to develop, execute, and see the results of strategies
in a realistic competitive environment (EPSIMS, 2012).
2.8.9 Non-digital leadership simulation games

Various examples of offline/non-digital leadership simulation games exist, such as
Leadout: An experience in Leadership (HRDQ, 2012) and Knolskape's iLead
Simulation. It is sensible to take cognisance of these non-digital tools as it is

foreseeable that some of them may over time be converted to digital products. It is
also clear that these programs are mostly implemented in Blended Learning
programs (see the Idria example below), so there are valuable lessons that we can
take from these experiences.
The off-line iLead Simulation "is a compelling, real-life-like simulation that tests
the leadership mettle of the user. In the simulation, the user steps into the role of a
sales director of an elevator company that has created a market for itself through
innovative products. The sales team selling a specific elevator product is underperforming and is nowhere close to achieving the target. The user has to inspire,
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motivate and turnaround the sales team to achieve the sales target" (Knolskape,
2012).
• Another non-digital example is Insight Experience's Organisational Leadership

Simulation:
The Organisational Leadership Simulation helps participants better
understand how personal leadership-the direction and goals they
establish for their organisations, how they communicate, and how they
spend their time-impacts business performance.
Simulation participants, working in teams, run a business that designs
and develops software and provides information management services.
As general managers of the business, participants oversee three
functions: sales and marketing, technical service and development, and
account management and support. Throughout the simulation,
participants are involved in three unique but integrated activities: making
operating decisions, addressing organisational issues, and participating in
facilitated exercises and role plays (Insight Experience, 2012).
Idria's LinC: Leadership in Change program (ldria, 2012) is a two-day program:
The simulated case study follows the life of a new leader as they take on
a new corporate leadership role ... You will explore strategic intent and
critical leadership issues such as core competency, corporate culture and
the challenge of change while learning how to develop a strategic
leadership framework to realise corporate objectives ... The workshop
explores three dimensions of leadership that are critical to any
organisation-Personal Effectiveness, Manage and Lead People and
Manage the Business.
Paradigm Learning offers a board game-based simulation entitled: Impact5: The
Business ofLeadership Game® (Paradigm Learning, 2012):
lmpact5: The Business of Leadership Game® is a sophisticated
simulation in the form of a board game that provides a framework for
leadership focus and decision making. Participants discover what their
organisations really need from them as leaders as they balance short- and
long-term priorities, address talent issues and ethical challenges, and
champion change. The program builds a critical new mind set for
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managers about the five leadership accountabilities that make the
difference in the achievement of financial, customer and organisational
results.
It is interesting to note the focus of both the digital and off-line simulation games
on team development and team play. We view this as a sign of the increasingly
social nature ofleadership. The "Leader as Hero" model is increasingly under
attack.
2. 8. 10 Related projects

Aspects of leadership, such as conflict resolution, have also been taught through
the medium of Serious Games, for example Siren, "an interdisciplinary European
project aimed at creating an adaptive serious game for teaching conflict
resolution" (Yannakakis et al., 2010). The aim of the Yannakakis team is "a longtenn project ... to develop a multiplayer, collaborative serious game using
adaptive intelligence that focuses on educating young people about socially and
culturally suitable methods of conflict resolution".
Another sample of a Conflict Management game is Peacemakers (Wagner, 2008).
Immersive simulations as well as virtual worlds such as Linden Lab's Second Life
are already used to develop decision-making capabilities of healthcare students
(Hansen, 2008).
Carpenter (2006, as cited in Jarmon et al., 2009), has developed a 3D crisiscommunication training tool "to provide communication students with
opportunities to practice what are, in a standard classroom setting, largely
theoretical approaches to dealing with crises".
The US Military uses America's Army ( an immersive online game) to recruit
soldiers by portraying realistic expectations of what life as a soldier entails
(Squire & Jenkins, 2003).
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It is useful to mention that each of these games discussed above differs rather
widely in terms of the level of social interaction they present or allow between
game participants.
In terms of fmding pure examples of SOSO

in Leadership Development

applications, the field is defmitely still under.development. Examples of true
multiplayer SOSO games are relatively scarce. It is our humble contention that,
given the colliding trends we have identified earlier as well as fast reduction in
production costs, this is bound to change with more and more examples being
developed.

2.9

Thinking outside the "black box"

In the analysis of Leadership Development, and specifically leadership within
organisations, we often make ourselves guilty of what philosopher and media
researcher Martin Irvine from Georgetown University calls the "black box effect"
(Irvine, 2014):
The concept of a "black box" is a closed, "opaque" system, whose
interior processes are unknown or taken-for-granted, having only inputs
and outputs that are known or interpretable.
Irvine (2014) further highlights this contemporary paradox by looking at how
'ease of use' design, i.e. the well-known Steve Jobs mantra of "Insane Simplicity"
(Allsopp, 2012), is exacerbating this mindset:
The goal of design for complex computer systems and devices (e.g.
laptops, i-devices) is to make the functions seem "transparent" to the
users; that is, making the GUI, software, or controls easy to use to
achieve the results of the functions. User input evokes desired results as
easily (transparently) as possible. The technical complexities are
invisible.
This design principle also enables most of our technologies to remain
black boxes: we don't know how they work, they just work.
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We often tend to operate -from a black box mindset and therefore tend to
oversimplify the complexity of Leadership Development. Simulation can play a
positive role in making these unseen aspects visible to be better understood. It
may therefore provide an exceptionally useful looking glass into the black box
called leadership.
Various practitioners, philosophers and academics in a wide variety of disciplines
have studied leadership, and specifically the elusive 'holy grail' of optimal
development of new and current leaders to better meet their societal and
organisational goals.

2.10 Barriers to successful utilisation of SOSG
Bowen, Guthrie and Lack (2012) identify various obstacles to the widespread
adoption of online education (adapted slightly from their focus on higher
education, as we strongly argue it is extremely relevant within most corporate
organisational environments, specifically in as much the training department's
buy-in into the use of any learning tools or methodologies, is a non-negotiable
starting point for successful learning projects):
•

Online instruction is alien to most trainers and calls into question the very
reason that many pursued an academic or training career in the first place

•

Faculty fear that online instruction will be used to diminish faculty ranks

•

Preparing a course online requires a much higher initial investment of time
by a trainer than teaching the same course in a traditional format

•

Online instructors incur much higher coordination costs than do teaching
in traditional settings

•

Faculty are extremely reluctant to teach courses they do not 'own'

•

Faculty may be reluctant to embrace a course that does not allow for a
high degree of customisation in how, what, and when relevant material is
presented to their students
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•

An uncertain intellectual property landscape for content developed for

delivery online may also discourage wider development and adoption of
sophisticated online courses
Wexler et al. (2007) identify various barriers to the successful implementation of
game-based learning and immersive learning simulations (ILS):
•

Perception that game-based learning is not as effective as eLearning

•

Lack of implementation skills, coupled with scepticism (and
therefore resistance) of implementers

•

Perception that learners will be sceptical and will resist

•

Perception that management will be sceptical and will resist

•

Opinions of managers, directors, and senior executives on playing
training games not being perceived as learning

•

Perceptions of very high cost

•

Games viewed as not appropriate for older people

•

"Games take too long to play"

•

Inability to find right tools/help

•

"Our learners are not comfortable enough with technology"

•

"Our technology cannot support ILS programs"

•

Negative perceptions surrounding the use of the "game" terminology
("work is serious, after all ... ")

•

Accessibility compliance issue (and therefore chances for cheating)

•

Inability to deploy on mobile phones

•

"Vwe don't know how to incorporate it into existing training
programs/lLS into our learning system"

•

"Our IT department would not support ILS programs"

•

"We're afraid to trying something new and failing"

The globalised world in which most modem corporates need to develop
leadership capital also presents additional challenges.
'E-tutors' assumptions about Chinese learners also did not help to solve
the real problems. The findings reinforce caution against a 'cultural
determinist' view of learners from a given culture. As human beings,
learners respond to the structural and cultural properties of their context
reflexively and in doing so produce diverse outcomes (Li, 2009).
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Li (2009) highlights that some eLearning implementations in China have been
negatively impacted by culturally deterministic viewpoints, as well as:
•

weakly defined learning objectives and assessment methods,

• .unfamiliarity with the Pedagogy and communicative tools employed, and
•

language barriers.

Samuel Njenga identifies the following major barriers to eLearning on the African
continent (Njenga, 2011):
... bandwidth, policies and regulations, access, power and related
infrastructure, university management buy-in, new teaching and learning
paradigms, human capacity, limited or lack of financial resources, and
socio-cultural paradoxes and issues.
In her Learner Analysis Framework for globalised eLearning, Mamta Saxena
(Saxena, 2011) identifies inadequacies in traditional instructional design processes
in dealing with cross-cultural instruction:
... unfortunately traditional instructional design processes are inadequate
in informing the design of cross-cultural instruction (Henderson, 1996;
McLoughlin, 1999; Rogers et al., 2007). Effective design for global
distance learning is in need of further research (Gunawardena, Wilson &
Nolla, 2003; Mason, 2003).
Saxena (2011) also highlights the importance of learner and instructor experience
of not only culture, but also technology. Within the context of developing
economies, technology experience can present an especially relevant barrier to
implementation oflLS.
Another potential barrier to effective learning is the cheating phenomenon ( see
Sezen & lsikoglu, 2007, for an interesting discussion on this phenomenon in
computer games). A further factor that may present implementation barriers to
learning projects is the epistemic beliefs of the learners:
Epistemic beliefs comprise the individual understanding of the nature of
knowledge and the creation of knowledge. Hence, they impact the
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perception oflearning opportunities and professional learning activities
(Harteis, Gruber & Hertramph, 2010).
The issue of high dropout rates in eLearning has been documented and discussed
widely (Tyler-Smith, 2006)Y:
The issue of attrition in eLearning courses is important for two reasons:
First, it is important in assessing the relative effectiveness of the cost of
online learning compared to traditional classroom-based teaching as this
affects educational planning and the value of investment in distance
online learning by learners, educational institutions, corporations and
government agencies. Secondly, it is also important in determining what
approaches might increase the student engagement with and learning
effectiveness of online distance learning itself, as this affects
opportunities for access, learning outcomes and the perceived value and
credibility of eLearning programmes and qualifications.
Implementation design of SOSG in Leadership Development applications
therefore needs to also take cognisance of learner attrition as a significant risk
(Tyler-Smith, 2006). Keith Tyler-Smith argues that first time eLeamers often
experience cognitive overload'(as described in Cognitive Load Theory) in the
early stages of an online course and this is a likely contributor to high drop-out
rates early in course delivery.
Tyler-Smith (2006) further cites a 2004 study by Bernard et al. in which they
identified four dimensions of eLearning readiness:

•

Online skills, such as computing, Internet and online
communication via email or discussion forums;

•

Self-management of learning and learning initiative, which
includes time-management, personal organisation and effective
cognitive strategies; beliefs about online learning, which suggest that
a learner's attitude about the relative efficacy of online learning as
compared to classroom based teaching has an effect on their overall
performance in an online course;

•

The degree of interaction with the tutor and other students in an
online course, and a high expectation of timely feedback on
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performance and support and involvement from tutors and fellow
students;
•

Learner perspectives on their own attrition: any discussion of
learner attrition in online courses needs to consider the factors that
learners themselves cite as reasons for dropping out or not
completing. The learner's perception of what constitutes a barrier to
continuation or factors contributing to withdrawal provide valuable
insights in designing distance courses and the processes, support
mechanisms and strategies that can enhance retention.

A 2005 study by Muilenberg andJ3erge ( as cited by Tyler-Smith, 2006), has
found eight factors, out of a total of forty-three investigated, as· being the most
significant barriers to eLearning with an effect on learner attrition:
•

Technical problems

•

Cost of and access to the Internet

•

Time and support for studies

•

Personal motivation

•

Technical skills

•

Academic skills

•

Social interactions

•

Administrative/instructor issues

Researchers from the University of Ghent utilised a path model to analyse student
acceptance of video games in a learning context:
The results show that students' preference for using video games in the
classroom is affected directly by a number of factors: the perceptions of
students regarding the usefulness, ease of use, learning opportunities, and
personal experience with video games in general. Gender effects are
found as well, but appear to be mediated by experience and ease of use
(Bourgonjon et al., 2010).
However, "interpreting the visual environment is becoming a necessary skill that
fosters learning in other contexts as well" (Dickey, as cited in Bluemink, 2011).
But, it is also clear that the mere presence of online learning environments does
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not guarantee that high-level collaborative learning takes place (Hamalainen,
2008, as cited in Bluemink, 2011 ).
Immersive learning through online social simulation games is therefore not a tool
without its challenges. The challenge for the transition of leadership and training
practices to embrace new realities can be summed up well in the adapted words of
former US president, Bill Clinton: "The status quo is (very often) represented by
much more powerful lobbying groups than the future is" (Clinton, 2011).

2.11 Critical analysis of current conceptual models
When analysing the intersection of trends that were highlighted so far, it becomes
clear that SOSG can most probably offer opportunities for achieving higher
learner engagement within Leadership Development programs. It has also been
emphasised that haphazard implementation and lack of attention to the
engagement barriers discussed, may negatively impact on the perceptions of
trainer/training authenticity. This authenticity is viewed as important by modern
learners.
Next, we will analyse some models commonly utilised for implementation of
technology-assisted learning and assess their utility in the construction of our
SOSG framework.

2.11.1 Competencies, nihilism and the death of the metanarrative
According to Allee (as cited in Lindgren, Stenmark & Dibbern, 2003):
The concepts of knowledge, expertise, and competence are closely
related, and the literature defines both expertise and competence as
knowledge applied and enacted in work practice.
When analysing this interaction between business strategy, operational
requirements (i.e. leadership skills) and information technology (specifically
SOSG), the well-defined concept of eCompetencies (see Section 2.3) can
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potentially assist us in mapping the elements required for successful utilisation of
SOSG in Leadership Development.

In this study we will further expand the discussed definitions of competence and
also investigate Sydanmaanlakka's (2003) expanded definition, as we are of the
opinion that it may be more appropriate to a digimodem environment:
Competence consists of knowledge, skills, attitudes, experiences and
contacts that enable good performance in certain situations.
It is specifically the adding of contacts as part and parcel of competence that we
find especially useful. In the study we will note in particular whether any of our
Delphi panel experts also highlight this networking competency.
Sydanmaanlakka (2003) identifies some key points inside his definition:
•

Knowledge, skills, attitudes, experiences and contacts are elements
of a competence.

•

Knowledge is only one element of competence. Earlier we interpreted
leadership skills rather narrowly, but it is important to notice that this
competence concept is much wider.

•

Attitude is an important element of competence, including for example the
motivation to use one's skills. Experience is also crucial.

•

Many competencies need a wide experience background before they
can really develop. This is especially true when it concerns leadership
competencies.

•

Contacts are important elements of our competencies. Building networks

is important for a leader.
•

Competence is manifested through concrete actions, in the ability to act

effectively in a certain situation. To put competence into action is
important. There is a substantial difference between knowing,
understanding and applying. Only when you are able to apply something
in practice, do you own a particular competence.
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•

Competence is the output of a learning process. Competence is not part
of your personality or a personal trait. Competence is something that
humans can learn and develop.

•

Some of the competencies can be unconscious. The person does not
necessarily always know that he/she possesses a certain competence.

An interesting question to be addressed in this study (although not in-depth) is
whether Social Gaming (as social phenomenon) can assist in conveying and
inculcating Lyotard's (1984) petits recits within the context of Leadership
Development. The outcome might confirm that localised narratives are indeed
required in a modem, fast changing environment.
Another interesting question is whether these petits recits, mentioned above, are
present per definition if 'user content creation' is done within the context of
Leadership Development?
It is evident that learning and Leadership Development would need to adapt from
Web 1.0 mentalities, as these are becoming increasingly more irrelevant and
ineffective in engaging modem learners. Modem learners seek control and want to
interact with texts.
There are significant risks for practitioners who continue to hold on to Web 1. 0
based thoughts and practices, as well as attempting to perpetuate grand
metanarratives in Leadership Development. The nihilism of modern leaders and
learners, as defined by Nietzsche (2008), can be detrimental to the development of
leadership.
The risk of Leadership Development training, based very strongly in or on a
particular 'big theory', is that nihilism may direct leaders to perceive trainers as
having a lack of credibility.
When we find out that the world does not possess the objective value or
meaning that we want it to have or have long since believed it to have,
we find ourselves in a crisis (Nietzsche, translated 2008).

85

https://etd.uwc.ac.za/

Therefore the utilisation of Leadership Development paradigms that purport to
represent particular prevalent metanarratives may hold less and less practical
value and transference value to business results, as these metanarratives are
rejected under both the postmodern and post-postmodern paradigms that currently
represent and influence management thinking.

In order to enhance successful project implementation, the eCompetencies
required for the implementation of SOSG need to be identified, mapped and
optimised. Comprehensive optimisation will however be outside of the scoping of
this study, as we will only attempt to create a conceptual mapping and refine it
structurally through our application of the Delphi method.
Prior to arriving at our suggested framework though, we need to summarise our
arguments and deductions thus far and also motivate our utilisation of the
European eCompetence Framework as basis for our suggested utilisation
framework.
Let us first summarise some of our findings from the literature review so far:
2.11.2 Preliminary arguments: Social Online Simulation Gaming
We have argued that SOSG (on its own or-preferably-as part of a Blended
Learning strategy) can assist us in developing certain competencies by engaging
learners more appropriately to their probable learning approaches. SOSG offers
various potential modes of interactivity, thus enhancing digimodern learning and
building engagement. Breuer and Bente (2010) highlight the modes of
interactivity that digital games offer:
•

On a micro-level of individual inputs and outputs (e.g. you push a
button and your character moves)

•

On a narrative level (i.e. you interact with game elements such as
non-player characters to progress through the game and unfold its
story)
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•

On a meta-level of setting and manipulating the game's rules
(this includes choosing a difficulty level as well as cheating or
creating your own game content via editors)

According to Breuer and Bente (2010) these interaction modes build a feeling of
self-efficacy (Bandura, 1977; White, 1959 as cited in Breuer & Bente, 2010) and
flow as defined by Csikszentmihalyi, (1990) creating the optimal balance between

challenges and skills that has been identified as a central prerequisite for
enjoyment.
Regarding the integration of entertainment and learning in digital games,
Ritterfeld and Weber (as cited in Breuer & Bente, 2010), identify three different
approaches:
•

Reinforcement paradigm: The entertaining parts of the game are
offered as rewards for successful learning.

•

Motivation paradigm: Entertainip.g game elements are used to
evoke the learner's interest, focus her/his attention and make
her/him ready for the learning procedure.

•

Blending paradigm: The learning procedure itself is designed to be
entertaining, i.e. the enjoyment of mastery in the game is equivalent
to the enjoyment of the acquisition and use of knowledge and skills.

Herewith a short summary of some of the competencies we argue to be the most
valuable within the context of Leadership Development.
•

Pattern recognition within a complex landscape: According to Raph

Koster, former Chief Creative Officer of Sony Online Entertainment and
Creative Director of games such as Star Wars Galaxies, the quintessential
element of all gameplay is pattern recognition (McGonigal, 2006a).
Koster's seminal work, A theory offun, argues that the 'fun' of game play
is actually the distinctly human pleasure of learning new patterns
(McGonigal, 2006a):
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Managing vast amounts of information and multiple media forms, and
navigating complex spaces is inherent in game mastery. The typical
low-barriers to non-linear play also give participants experience in
dealing with multiple levels of complexity without always assuming
that the solution would necessarily be linear.
•

Instant engagement and high stickiness: As result of the low barriers of
entry, positive, everyday themes and 'easy fun' games appeal to a wide
audience, make effective use of viral elements to spread ideas, practice and
cultural principles within social groups. Leaders also learn valuable
principles about how to effectively engage especially younger leaders.

•

Asynchronous focus and high interruptibility: Players can interrupt and
resume gameplay at any time, reflecting modem project leadership reality.
Players furthermore do not have to be synchronously co-present, again
reflecting realities, such as time zone differences, that leaders need to
manage to effect successful outcomes.

•

Learning the workarounds: Games are typically designed with
deliberately frustrating tasks (Ludus) and time lags that can be
circumvented through creative workarounds and improvisation.

•

Integrating specialised content in engaging manner: Games are
typically designed with deliberately frustrating tasks and time lags that can
be circumvented through creative workarounds. Immersive learning
combines simulation, Cybergogy and fun to create learner engagement and
behaviour change, as well as content mastery.

•

Shared limited focus: Groups, both small and large, can learn together
how to share a joint attentional scheme, with a high level of symbolic
communication and understanding between group participants. This leads
to better self-reflection and an understanding of the self, both as an agent
and an object within a community of other intentional agent-objects.

•

Shifting perspectives: The ability to shift perspective within a small or
larger group context is an invaluable leadership skill developed in many
SOSG gaming situations. In this manner gaming can be leveraged as
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cultural and change management ratchet. The rules of games allow social
groups to focus questions of what is allowed, disallowed, fair and unfair.
•

Motivating repeated practice and competitive effort: Gaming
reinforces preferred behaviour by motivating repeated practice within an
environment that allows McGonigal' s "happy embarrassment".

•

Assumption of "User Equipotentiality": Gaming offers a symmetrical
means of interaction with all players having the same potential to
contribute to reaching mutual goals. The low fear of punishment combines
with often seamless communication channels and availability of all
mission critical information to all participants on an equal basis. The low
fear of failure, low threshold to participation as well as highly granular
participation tasks are empowering, typically rewarding cooperation rather
than egocentrism.

•

User content creation and control: Users are interacting directly with
content in creative ways, typically enhancing understanding and feelings
of empowerment.

•

Zero-sum mentality is often challenged: Gaming often offers both fixed
endpoint and infinite, unsolved endpoints, increasing comfortably with the
often non-zero game realities in modem business.

2.11.3 Preliminary arguments about the changing nature of learners
The realities of Ubiquitous Computing, Ubiquitous Gaming and the digimodernist
reality are combining to change the nature of modem learners. The following
changes are viewed to be specifically relevant for SOSG Leadership Development
initiatives:
•

Rejection of grand theorising for situational localisation: Rejection of
totalising theories; pursuit of localising and contingent theories.

•

Learners present multiple, often conflicting identities: Sense of
fragmentation and decentred self; comfortable with navigation through
information overload.
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•

Strongly visual culture: Culture adapting to simulation; visual media
becoming undifferentiated equivalent forms; simulation and real-time
media substituting for the real.

•

Mediated experiences carry more weight: "As seen on Twitter and
Pinterest" is typically perceived to be more powerful than unmediated
expenence.

•

User control over content and customisation is expected: The
digimodern learner expects to engage with content and impact it in a
visible, tangible manner, often within a particular social community
context, as the community enhances the perceived value of the interaction.

•

Challenging the leader as hero and organisation's 'official
seriousness': Authenticity is often challenged through irony, play and
subversion of earnestness.

•

Serious play seen as leadership competency: "Don't tell me what you
know; show me what you can do". Leadership is situational, dynamically
developing and context specific.

•

Deep collaboration comes natural: Always plugged into the 'hive mind'
of distributed knowledge sources and polycentric power sources. There is
a high level of contextual awareness.

•

Natural and intelligent interfaces and universal access automatically
expected: User engagement is highly influenced by usability, elegant
design and 'always-on' access.

2.11.4 Preliminary arguments about the changing nature of leadership
The University of Cape Town's Kurt April, in a very interesting analysis of
discretionary effort (DEti, emphasises the manner in which leaders build
competencies by interacting with challenges of increasing complexity (April,
Katoma & Peters, 2009):

90

https://etd.uwc.ac.za/

Morgan ... , among others, suggests that managers require increasing skill
and competence in dealing with change. Research has indicated that a
failure to manage change successfully leads to stress and negative
attitudes .... Mumford, Saccaro, Harding and Marks ... note that leaders
devel9p competenc::ies over time through exposure to increasing difficulty
and complex long-term problems, as they ascend an organisational
hierarchy.
April, Katoma and Peters (2009) also highlight the following motivational
variables that have been proven to impact leader motivation:
Well-tested motivational variables are expectancy, instrumentality and
valence ... Self-affirmation ... is another important variable, particularly in
virtual teams, and was included in this study because it has not been fully
explored in relation to DE.
The motivational variables mentioned above are often present in SOSG
applications.

If 'Intelligent Leadership' and the building of intelligent leadership competencies
need to be summarised, the following aspects can be highlighted:
•

Simple leadership is required; making elegant sense of complexity is
essential.

•

Recognition of the inherently networked nature ofleadership.
Leadership is seen as a shared and collaborative process.

•

A gradual move away from the strictly dyadic relationship between
leaders and followers. Joint responsibility for learning and leadership.

•

An increased pessimism of the "Leader as Hero" model. Leadership
training should be given to both leaders and followers.

•

Non-Anglo-American centric leadership models gaining more and more
traction.
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•

We have to move from an industrial paradigm to post-industrial and

digimodernist paradigms that redefine the role of work, worker and
organisation.
•

The paradigm of science has also changed; the constructivist paradigm is
replacing the behaviouristic paradigm. Also quantum physics, selforganising systems and the chaos theory bring in interesting perspectives
to leadership.

•

Add to our rational thinking also emotional and spiritual components;
go beyond rational management.

•

Enhance self-organisation and self-steering in learning by focusing on

problem-oriented learning.
•

Complex and authentic contexts, encouragement toward experience-

oriented learning.
•

It is based on the systems theory.

•

Leadership has a strong moral dimension.

2.12 Motivation for utilisation of e-CF 2.0 as framework
fu our analysis and development of the competency framework required for

successful SOSO implementation, we used the European eCompetence
Framework ( e-CF 2.0) as basis.
Quinn et al. (as cited in Sydiinmaanlakka, 2003), defined their competency
concept as follows (emphasis added):
A competency suggests both the possession of knowledge and the
behavioral capacity to act appropriately. So to develop competencies you
must be both introduced to knowledge and have the opportunity to
practice your skills.
Quinn et al. (as cited in Sydiinmaanlakka, 2003) further introduced the useful
concept of behavioral complexity:
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"Behavioral complexity includes cognitive complexity and is the ability to
act out a cognitively complex strategy by playing multiple, even
competing, roles in a highly integrated and complementary way".
According to Quinn et al. (1996:15), several studies suggest a link
between behavior complexity and effective performance.
SOSG may offer a framework within which to develop behavioural complexity
and therefore effective performance. An understanding of the underlying
competencies required to utilise this computer-mediated learning tool
successfully, is therefore critical to successful Leadership Development.
The European eCompetence Framework (e-CF 2.0), of which the latest version
was approved by the CEN Workshop Agreement in September 2010, can be
described as follows (CEN, 2010b):
The European eCompetence Framework (e-CF) is a reference framework
of 36 ICT competences that can be used and understood by ICT user and
supply companies, the public sector, educational and social partners
across Europe.
The framework provides a well understood and common international tool for
(CEN, 2010b):

•

ICT practitioners and managers, with clear guidelines for their
comp~tence development

•

Human resources managers, enabling the anticipation and
planning of competence requirements

•

Education and training, enabling effective planning and design of
ICT curricula

•

Policy makers and market researchers, providing a clear and
Europe-wide agreed reference for ICT skills and competences in a
long-term perspective

•

Procurement managers, providing a common language for
effective technical terms of reference in national and international
bids
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The European eCompetence Framework (e-CF) is a well-established and wellresearched JCT competence framework with the objective of providing a
common, shared tool to support organisations and training institutions and policy
makers (Marinoni & Rogalla, 2010).
Mitrovic (2010) summarises the European eCompetence Framework's structure as
follows:
... competence is defined as a demonstrated ability to apply knowledge,
skills and attitudes for achieving observable results. Consequently, the
eCompetence description embeds and integrates knowledge (set ofknowwhat), skills (ability to carry out managerial or technical tasks) and
attitudes ( cognitive and relational capacity-e.g. analysis capacity,
synthesis capacity, flexibility, pragmatism).
The e-CF is structured in four dimensions, which reflect different levels of
business and human resource planning requirements (Mitrovic, 2010):
•

Dimension 1: Five eCompetence areas, derived from the JCT
business processes (Plan-Build-Run-Enable-Manage).

•

Dimension 2: A set of reference eCompetencies for each of the
above areas, with a generic description of 32 eCompetences.

•

Dimension 3: Proficiency levels for each eCompetence provide
European reference level specifications on eCompetence levels e-1
to e-5.

•

Dimension 4: Knowledge and skills related to the eCompetencies are
indicated as optional framework components for inspiration.

The Doctoral thesis ofLiesbeth KJ Baartman at the University of Utrecht provides
the following summary of competence-based education, of which the European
eCompetence Framework is an example (Baartman, 2008yu_
In order to reach the aim of the study, we created an adaption of the European
eCompetence Framework, already an attempt at an Integrated Approach of
competence-based learning that is flexible and useful to practitioners using SOSG
as tool.
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Some of the other competence frameworks that are also part of the broader IT
industries' drive towards unified understanding of required IT skills include:
•

The Canadian Occupational Skills Framework (ICTC, 2012)

•

The United Kingdom's Skills Framework for the Information Age
developed by the SFIA Foundation (2012)

•

The German Kompetenzzentrum IT-Bildungznetswerk, developed by
Kibnet (2012)

The primary reason for our utilisation of the European eCompetence Framework
as basis for our SOSG framework is the fact that the e-CF 2.0 already attempts to
play an integrative role between the various available international frameworks
(Lanvin & Fonstad, 2010; CEN, 2010b).
It is our opinion that thee-SI Model of the Meraka Institute presents a further

useful framework for our analysis and specifically its four types of e-skills: (1)
JCT practitioner skills, (2) JCT user skills, (3) e-business skills and (4) e-literacy

(Mitrovic, 2010).
According to W esso (as cited in Mitrovic, 2010), the four categories of e-skills
can further be described as follows (emphasis added):
JCT (e-)practitioner skills: The capabilities required for researching,
developing, designing, managing, producing, consulting, marketing,
selling, integrating, installing, administrating, maintaining, supporting
and servicing ICT systems.
JCT (e-)user skills: The capabilities required for the effective
application of ICT systems and devices by the individual. ICT users
apply systems as tools in support of their own work, which is, in most
cases, not directly related to ICT. User skills include the utilisation of
common generic software tools and the use of specialised tools
supporting business functions within industries other than the ICT
industry.
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e-Business skills: The capabilities needed to exploit opportunities
provided by ICT, notably the Internet, to ensure the more efficient and
effective performance of different types of organisations, to explore
possibilities for new ways of conducting business and organisational
processes, and to establish new businesses.
e-Literacy: The capabilities needed to socially appropriate ICT for local
development, namely that being digitally literate implies being able to
search and retrieve information to navigate and communicate online, to
participate in digital and virtual communities. It is perceived as a key
element in the battle to overcome social exclusion and division in the
information society. This fourth element of e-skills, as explained by
W esso, extends the digital literacy concept defmed by the European eSkills Forum (2004).
The suggested mapping of the eCompetence requirements of the implementation
of SOSG in Leadership Development will have a high-level focus; therefore we
concentrated only on Dimensions 1 and 2 of thee-CF 2.0.
We borrowed from the Meraka E-Si model to indicate the primary expected roleplayers within our final SOSG Utilisation Framework. We believed this could
increase the potential utility of our framework.
2.13 The process of mapping of SOSG against e-CF 2.0 Framework
Our suggested mapping of the eCompetence requirements of the implementation
of SOSG in the context of Leadership Development will be discussed and
clarified next.
A framework for the successful utilisation of SOSG in Leadership Development
would require certain characteristics in order to be useful, both for academic
discourse, as well as implementation by practitioners. Such a framework would
need to take cognisance of our arguments around the changing nature of learners,
learners and leadership as summarised in Section 2.9.
But first, let us look at the value of such a conceptual framework or model, as well
as the potential drawbacks and challenges. John Sterman from MIT (Sterman,
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1991) succinctly summarises the value (and potential pitfalls) of a conceptual
framework or modelviii_
Against this sobering reality that Sterman sketches we will construct our
framework, aware of the inherent challenges and undoubtable shortcomings our
final suggested SOSG Utilisation Framework will have.
Various models for the implementation of information technology initiatives will
be examined critically against our findings thus far about the changing nature of
leaders, learners and leadership. Sterman (1991) points out the critical
significance of the importance of a model's purpose within the modelling process.
The purpose of our suggested framework is to eµable a better understanding of the
utilisation of SOSG in the Leadership Development process.

2.14 Frameworks impacting the mapping of SOSG against the e-CF 2.0
Framework
In the study of the literature, various existing conceptual models and frameworks
impacted our thoughts and thus also the suggested mapping of SOSG against the
e-CF 2.0 Framework. Various frameworks for the evaluation of the impact of
technology on teaching and learning exist, for example Price and Oliver (2007). In
this regard, eCompetencies are not only a goal of Leadership Development, but
often also a prerequisite therefore (Ezziane, 2007).
Systematic planning and implementation of ICT integration in educational
technology presents various challenges (Wang & Woo, 2007). One
comprehensive analysis of the utilisation of experiential learning, specifically
within the Leadership Development field, is that of Clark Aldrich (2004a).
Current literature (e.g. Keyek-Franssen, 2006), however, does not provide a
clearly focused framework for implementation of SOSG supported Leadership
Development technology within the information economy. Implementation of
simulation as Leadership Development tool within the developing world faces the
challenge of varying levels of ICT competencies (knowledge, skills and attitudes)
existing within the workforce (Daniels, 2007). This can hamper effective
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implementation of on1ine social simulation games as tools to build leadership
competencies.
In order to construct our conceptual framework, we will analyse the
implementation of SOSG by applying the process-orientation also utilised in the
European eCompetence Framework.
The metaphases of this process include:

•

Planning of Leadership Development intervention (including aspects such
as the Cybergogical principles included in learning design as well as
technology to be utilised

•

Implementation, enabling and running of Leadership Development
interventions

•

Management, including control and assessment of the impact of
Leadership Development interventions

We will next assess some current prevalent and relevant frameworks in the field
in terms of their potential utility and applicability within the above-mentioned
process.

2.14.1 Technology Acceptance Model
Currently the Technology Acceptance Model (TAM and TAM2) provides a
widely accepted framework for the perceived usefulness and ease of use of
technology systems (Park, 2009; Yusoff, Crowder & Gilbert, 2010; Po-Yu &
Chia-Chi, 2010; Saade, Nebebe & Tan, 2007).
Dishaw, Bandy and Strong (2002) highlight TAM as one of the three key models
explaining technology user choices (emphasis added):
Two of the most frequently employed models are the Technology

Acceptance Model (Davis, 1989) and the Task-Technology Fit Model
(Goodhue, 1995). In addition to these models, a number of constructs

98

https://etd.uwc.ac.za/

have been suggested and developed to help explain user choices, e.g.

Computer Self-Efficacy (Compeau & Higgins, 1995).
The TAM model can be viewed as a solid theoretical model with its validity
already tested within the multimedia and eLearning context (Saade, N ebebe &
Tan, 2007).
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Figure 2.7: Technology Acceptance Model

(Source: Saade, Nebebe & Tan, 2007)

Although TAM is a very widely accepted model, it is not without its critics (i.e.
Chuttur, 2009). In his detailed Overview of the Technology Acceptance Model:
origins, developments and future directions, Mohammed Chuttur (2009) sketches

the history, applications, extensions, limitations, and criticisms of TAM:
Current observations indicate that although TAM is a highly cited model,
researchers share mixed opinions regarding its theoretical assumptions,
and practical effectiveness. It is concluded that research in TAM lacks
sufficient rigor and relevance that would make it a well-established
theory for the IS community.
Since the original publication of TAM by Fred Davis in his MIT Doctoral
Dissertation in 1985, it has been extensively researched and modified resulting in
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the TAM2 model shown in Figure 2.7. This model, however, still does not
provide for the unique nature of SOSG.
The TAM and TAM2 frameworks only focus on the actual implementation
process of specific technologies and do not provide a useful conceptual model to
take into account, for example, the social nature of Social Gaming, or the explicit
game-based learning design goal of creating a Flow experience.
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Figure 2.5: TAM 2 Model
(Source: Chuttur, 2009)

2.14.2 Task-Technology Fit Model
Dishaw, Bandy and Strong define the Task-Technology Fit Model (TTF) as a
construct that matches the capabilities of the technology to the demands of the
task. In other words, it is about the ability of IT to support a task (Goodhue &
Thompson, 1995, as cited in Dishaw, Bandy & Strong, 2002).
Dishaw and Strong combined the TAM and TFF models into the comprehensive
model shown in Figure 2.9 (Dishaw & Strong, as cited in Dishaw, Bandy &
Strong, 2002).
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Figure 2.6: Integrated TAM/TFF Model
(Source: Dishaw & Strong, as cited in Dishaw, Bandy & Strong, 2002)

The TIF model does not provide us with a useful framework to evaluate gamebased tools, as task-technology fit is not purely based on rational behaviour. It
does however bring value in the manner it sensitises us for the issues of Ease of
Use and Tool Functionality, as well as Perceived Usefulness. The latter could
easily become a barrier to learning in SOSG applications where the balance
between entertainment value and transferability to the workplace is incorrectly
designed.

2.14.3 Computer Self-Efficacy Model
Self-efficacy has previously been linked with Leadership Development
(McCormick, 2001). The third prevalent model that Dishaw and his colleagues
highlight is focused on Computer Self-Efficacy (CSE, defined as a judgment of
one's ability to use a computer), based in part on the extensive works on selfefficacy of Albert Bandura (as cited in Dishaw, Bandy & Strong, 2002):
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Compeau and Higgins (1995) developed a 10-item, single factor measure
of CSE, which has been used in several follow-on studies (Compeau et
al., 1999; Agarwal et al., 2000; Venkatesh, 2000) ... The CSE construct is
a specialised definition of self-efficacy, i.e. a person's belief in their
ability to accomplish a specific task (Compeau & Higgins, 1995).
Bandura (1986) identified three general dimensions of self-efficacy, namely
magnitude of the ability, certainty or strength of the belief, and generalizability of
the ability.
Dishaw, Bandy and Strong (2002) highlight the fact that self-efficacy is not a
measurable concept at a general level since abilities are typically domain specific.
Most studies in the literature (as cited in Dishaw, Bandy & Strong, 2002) only
measures strength or certainty (e.g. Murphy et al. 1989; Lent et al., 2001; Pajares

& Miller, 1997), some also measure magnitude (e.g. Locke et al., 1984), and few
if any measure generalizability.
The concept of Computer Self-Efficacy has not been explored thoroughly enough
in the context of game-based learning. It bears to reason that a basis level of
perceived Computer Self-Efficacy will be required to utilise any digital learning
tool. This may correspond to the eCompetencies as explored by Cristobal and
Romani (2009). The main author has also not yet found a domain specific CSE
scale adapted to social gaming and Leadership Development. This may present an
interesting future research opportunity.

2.14.4 TAMITTF Model with Computer Self-Efficacy
Dishaw, Bandy and Strong (2002) continues to propose an integrated TAM/TFF
model which also takes into account Computer Self-Efficacy.
In the combined TAM/TTF model, an individual ability added to the
model was the user's experience with the tool. .. The argument is that
with increased knowledge through experience, a tool will be perceived as
easier to use. The experienced user will also see more potential uses of
the tool as they become more experienced, and thus should also perceive
a software tool as more useful.
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We believe that user belief in their own Computer Self-Efficacy may definitely
influence utilisation and implementation of social online games and therefore
needs to be included in any suggested model.
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Figure 2.7: TAM/TTF Model adapted to include Computer Self-Efficacy
(Source: Dishaw, Bandy & Strong, 2002)

2.14.5 Extended TAM Model with Flow
One model that stood out in our analysis that may cater for the unique
characteristics of SOSG utilisation, is the Extended TAM model developed by
Chin-Lung Hsu and Hsi-Peng Lu of the National Taiwan University of Science
and Technology (Hsu & Lu, 2004).
Their model adds both Flow (see Section 2.14.7) and Social Norms as factors that
influence attitude towards and intention of playing Online Social Simulation
Games. Their model can therefore provide us with a very useful model to analyse
the potential success of gaming implementations.
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A potential weakness of the Extended TAM model in game-based learning
applications is the fact that it does not provide a very clear framework for the
planning of Cybergogical instructional design elements in the design and rollout
of Social Gaming projects. It is our contention that failure to address these
elements can significantly influence the sustainability and overall success of
SOSG projects.
This model has also not been extensively validated by the original or subsequent
researchers. Another potential weakness is the fact that this model only has a
'user' focus and does not take into account the 'trainer' role that is prevalent in
most Blended Learning approaches (often used in SOSG implementations as
highlighted in our brief review of some Leadership Development games in section
2.3).
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2.14.6 3P Learning Model
Another model that can add value to our analysis is the 3P Learning Model
proposed by Chatti, Jarke and Specht (2010). This model is not to be confused
with the more well-known Biggs 3P model (see for example Shang, 2000) The
Chatti 3P model has been developed against the background of a networked
digimodem reality. It furthermore takes into account the self-directed nature and
social nature of modem learning.
The authors, Chatti, J arke and Specht (2010), further introduce the notion of a
Personal Learning Environment (PLE), which we believe to be a useful
conceptual framework to build upon. They define a PLE as follows:
PLE is a relatively new term, first introduced in 2004 (van Harmelen,
2006). Van Harmelen describes PLEs as "systems that help learners take
control of and manage their own learning. This includes providing
support for learners to set their own learning goals and manage their
learning; managing both content and process-communicate with others
in the process ofleaming and thereby achieve learning goals".
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Figure 2.9: 3P Learning Model
(Source: Adapted from Chatti, Jarke & Specht, 2010)

We would like to suggest the concept of a Personal Leadership Environment as a
construct that may be built upon to enhance the future studies of Leadership
Development within the digimodem reality. The concept of a Personal
Leadership Environment can be defined as follows, building on Chatti's (2010)

PLE definition:
A system of goals, processes and content controlled by individual
learners and impacted by societal, organisational, group and individual
factors to provide support for learners to develop their leadership skills,
performance and impact.
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2.14. 7 Csikszentmihalyi's Theory of Flow
Learner engagement, it has been argued, is an important factor in the efficacy of
learning. It has been argued that games lead to engaging experiences, often
referred to as Flow experiences.
The work of psychologist Mihaly Csikszentmihalyi developed and refined the
concept of Flow, described as:
... a theory of optimal experience based on the concept of flow-the
state in which people are so involved in an activity that nothing else
seems to matter; the experience itself is so enjoyable that people will do
it even at great cost, for the sheer sake of doing it (Csikszentmihalyi,
1990).
With Martin Seligman, Csikszentmihalyi is viewed as founder of the field of
Positive Psychology upon which many modern leadership theories are based, see
for example their Introduction to Positive Psychology (Seligman &
Csikszentmihalyi, 2000).
The description of Flow is identical to what a player experiences when totally
immersed in a video game. During this experience, the player loses track of time
and forgets all external pressures. It is obvious that gamers value video games
based on whether or not those games can provide Flow experiences (Holt, 2000).
According to Csikszentmihalyi (1990), research of the phenomenology of Flow
has eight major components:
•

A challenge activity that requires skills

•

The merging of action and awareness

•

Clear goals

•

Direct feedback

•

Concentration on the task at hand

•

The sense of control

•

The loss of self-consciousness

•

The transformation of time
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Not all of these components are needed for flow to be experienced
Csikszentmihalyi (1990). See Figure 2.13 for a graphical representation of the
Flow state and the balancing of challenge and skill level that underlies the Flow
concept.
The concept of Flow has wide implications and potential for training and has been
applied in Leadership Development settings with success, for example FLOW is
Good Business™ is an interactive game-based Leadership Development
simulation developed by ALEAS Simulations Inc. (in which Professor
Csikszentmihalyi is a shareholder) and set in a Californian winery (ALEAS,
2012). Flow theory has been widely applied, as Csikszentmihalyi explains:

.... It has inspired the creation of experimental school curricula, the
training of business executives, the design ofleisure products and
services. Flow is being used to generate ideas and practices in clinical
psychotherapy, the rehabilitation of juvenile delinquents, the organisation
of activities in old people's homes, the design of museum exhibits, and
occupational therapy with the handicapped. (Csikszentmihalyi, 1990).
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The concept of Flow has also been extended to group settings within educational
and training environments (Gaggioli et al., 2011). It is our contention that any
successful framework implementing SOSG would only benefit from the inclusion
of the principles of Flow (or at least a very detailed study of these works prior to
excluding them).

2.14.8 Njenga's model/or eLearning Adoption
The factors Samuel Njenga at University of the Western Cape highlighted as
important in the adoption of eLeaming initiatives at Higher Leaming institutions
can also benefit our framework (Njenga, 2011). Njenga distinguishes between
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Individual and Institutional factors and also deals with the critical issues of
managerial buy-in and absorptive capacity of institutions.

2.14.9 Factors integrated into mapping ofSOSG against e-CF 2.0 Framework
From the literature and the models we analysed, the following primary factors are
viewed as potential factors that should be integrated in an initial SOSG

Utilisation Framework:
•

Cybergogical learning design

•

Flow theory

•

Creation of Personal Learning Environment for learners

•

Computer Self-Efficacy as important pre-requisite for successful learning

•

The social nature of learning

•

Self-directed learning as important pre-requisite for learner engagement

•

Cognisance of both individual and institutional factors impacting adoption

•

Task-Technology Fit as important learning design decision to ensure that
optimisation of Task Characteristics and Technology Characteristics.
These are both affecting the third construct of Task-Technology Fit which
in turn affects the outcome variable Utilisation

•

The changing nature ofleadership, requiring new sets of competencies
from leaders

•

Networking as leadership competency

•

Our preliminary findings and arguments as detailed in Section 2.10

2.15 Chapter summary
The building blocks of the SOSG Utilisation Framework, as derived from the
literature and summarised in 2.10, have been subjected to the refinement and input
of our expert panel as discussed in the next chapter (Chapter 3). The iterative
expert panel input and subsequent analysis thereof (Chapter 4) assisted us in the
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construction of our exploratory SOSG Utilisation Framework (Chapter 5),
including further areas for research identified and highlighted both by the panel
and our analysis of the panel feedback (Chapter 6).
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CHAPTER 3: RESEARCH DESIGN AND METHODOLOGY

In "negotiating passages" each part listens actively-sympathetically and
critically-to what the other is saying. The intent is not to prove (even to oneself)
the correctness of a position but to find ways to connect varying viewpoints. This
engagement is a process activity, which transforms both parties.
W.E. Doll (as cited in Gilstrap, 2007)

3.1

Introduction

A Mixed Methods research approach was used for this study. The literature
review led us to derive our initial working assumptions about a proposed SOSG

Utilisation Framework. These assumptions were tested and refined utilising an
international panel of experts (through a two-stage Delphi method and
quantitative analysis of Round 2 feedback).
Our aim was, through an interpretative methodology and the hermeneutic circle
(see 3.6), to produce an exploratory framework for successfully utilising SOSG in
Leadership Development within organisations.

3.2

Research paradigms

All research begins with curiosity about some aspect of the world. Research
objectives of studies can be classified as descriptive, correlational, explanatory or
exploratory (Kothari, 2008).
This study is primarily exploratory in nature as research is undertaken to explore
an intersection of areas still relatively underexplored. This project is also framed
as a pilot study as an initial conceptual :framework is being created, but the full
validation of this suggested framework falls outside the scope of the current study.
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3.3

Qualitative and quantitative research

It is often argued that two major research paradigms exist--quantitative and
qualitative research. Quantitative research (as a predominantly positivist
paradigm) has historically been the cornerstone of social science research.
Quantitative purists require that researchers must "eliminate their biases, remain
emotionally detached and uninvolved with the objects of study and test or
einpirically justify their stated hypotheses" (Johnson & Onwuegbuzie, 2004).
Qualitative research is typically more constructivist or interpretivist in nature and
contends that:
... multiple-constructed realities.abound, are time- and context free.
Generalisations are neither desirable nor possible, that [sic] research is
value bound, that it is impossible to differentiate fully causes and effec;:ts,
that logic flows from specific to general and that knower and known
cannot be separated because the subjective knower is the only source of
reality (Johnson & Onwuegbuzie, 2004).

3.4

Mixed Methods research

In the 1980s and 1990s calls were made for a truce between the tw·o major
paradigms and Mixed Methods emerged as a paradigmatically relativist approach
often used in social science research (Tashakk:ori & Teddlie, 2008).
The Mixed Methods research approach is defined by Tashakk:ori and Teddlie
(2008) as "studies that are products of the pragmatist paradigm and that combine
the qualitative and quantitative approaches within different phases of the research
process".
The Mixed Methods approach is a good fit for the purposes of the study of
constructing an exploratory conceptual framework as well as doing a preliminary
assessment of its potential value within the field.
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3.5

Interpretative methodology

Our research approach, in other words our belief about the way in which data
about the phenomenon we are investigating should be compiled, analysed and
applied, is strongly influenced by the interpretivist paradigm. Interpretivism
stands in contrast to positivism.
According to Davison (1998), the main tenets of positivism include:
•

Belief in a stable and observable reality

•

Phenomena should be isolated (i.e. by manipulation of single variables),
and observations should be repeatable

•

Phenomena can be studied without interfering with the study object

•

Predictions can be made based on previously observed and explained
realities

•

Most empirical studies were positivist in approach

•

Positivism is often associated with the physical and natural sciences

Information Systems, and in particular this study, is dealing with the interaction
between people and technology and is therefore considered to be a social science.
Various authors have highlighted that the positivist paradigm may not always be
the most appropriate for research in the Information Systems field (Davison,
1998, refers for example to Kuhn, 1970; Bj0m-Andersen, 1985; and Remenyi &
Williams, 1996).
This is a long raging debate that has flowed from the classic debates in Ancient
Greece between Plato and Aristotle (positivists) and the Sophists (anti-positivists).
According to Hirschheim (as cited in Davison, 1998), both traditions have a long
history and some well-known positivists include Bacon, Descartes, Mill,
Durkheim, Russell and Popper. Well known anti-positivists include Kant, Hegel,
Marx, Freud, Polanyi and Kuhn.
According to Myers and Klein (1999), the interpretative methodology can be
described and defined as follows:
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rsu research can be classified as interpretive if it is assumed that our
knowledge of reality is gained only through social constructions such a
language, consciousness, shared meanings, documents, tools, and other
artifacts [sic]. Interpretive research does not predefine dependent and
in:depend~nt variables, but focuses on the complexity of human sense
making as the situation emerges (Kaplan and Maxwell, 1994); it attempts
to understand phenomena through the meanings that people assign to
them (Boland, 1985, 1991; Deets, 1996; Orlikowski and Baroudi, 1991).
In our analysis of relevant literature, we aimed to provide an understanding of the
context of the systemic and procedural peculiarities and commonalities required to
implement SOSG within Leadership Development applications. The social
constructions, mental models and existing documents (i.e. e-CF 2.0) analysed and
eventually constructed, lead us to a better understanding of the phenomenon being
studied.
We are therefore primarily approaching this study from an interpretivist
viewpoint, although we are using a Mixed Methods approach. We aim to further
address our research question and sub-questions by subjecting our constructed
framework to two rounds of expert panel evaluation by means of the Delphi
Method. We utilise the hermeneutic circle as an interpretivist tool that can enable
us to make sense of a complex whole in a principled and orderly manner.

3.6

The hermeneutic circle

According to Myers and Klein (1999):
The most fundamental principle of hermeneutics is that of the
hermeneutic circle. This principle is foundational to all interpretive work
of a hermeneutic nature and is in effect a meta-principle upon which the
following six principles expand. The idea of the hermeneutic circle
suggests that we come to understand a complex whole from
preconceptions about the meanings of its parts and their
interrelationships.
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Myers and Klein (1999) also quote Gadamer, one of the more moderate
proponents of the hermeneutic approach, about how understanding arises within
hermeneutics:
Thus the movement of understanding is constantly from the whole to the
part and back to the whole. Our task is to extend in concentric circles the
unity of the understood meaning. The harmony of all the details with the
whole is the criterion of correct understanding. The failure to achieve this
harmony means that understanding has failed (Gadamer, 1976b:l l 7).
It is our belief that this more moderate approach to hermeneutics than that of, for
example, Nietzsche or Heidegger, is more appropriate for our current exploratory
research. A more moderate approach to hermeneutics provides for an
interpretation that values the intended meaning of original works while leaving
room for a new understanding (Koroluk, 2011).
In our attempts to gain a better understanding of the application of SOSG in the
context of Leadership Development, our analysis also moves through our
phenomenological reduction constantly between the whole and the parts of the
phenomena being studied (Cogan, 2006).
We also attempt this study cognisant (in as much as one can be cognisant, given
the inherent paradoxality!) of Mannheim's Paradox (Reed, 2010l.
In our approach we tend to agree with Reed that the Mannheim Paradox is best
thought of as a set of principles, rather than an absolute confirmation that all
social research is, per definition, unusably tainted:
The infinite regress or sheer circularity implied here has troubled social
theory for some time, and has had some effect on social research. But it
is perhaps best to take "Mannheim's Paradox" as a set of questions to be
addressed about social research, rather than as a condemnation of its very
possibility (Reed, 2010).
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3.7

The Delphi method: Background

According to Stitt-Gohdes and Crews (2004), the history of the Delphi Method is
as follows:
The Delphi technique had its genesis at the Rand Corporation in,the early
1950s as a forecasting tool for the military. Its purpose is to solicit
reliable responses from a panel of experts regarding a particular problem
or dilemma. This research tool permits researchers to combine the reports
or testimony of a group of experts into one, useful statement.
Stitt-Gohdes and Crews (2004) further cite four factors critical to the success of
the Delphi Method's application as identified by Linstone and Turoff:
" ... some feedback of individual contributions of information and
knowledge; some assessment of the group judgment or view; some
opportunity for individuals to revise views; and some degree of
anonymity for the individual responses" (Linstone & Turoff, 1975:5).
The Delphi Method is described by Adler and Siglio (as cited in Stitt-Gohdes &
Crews, 2004), as "a communication process that is structured to produce a
detailed examination of a topic/problem and discussion from the participating
group, but not one that forces a quick compromise".
The Delphi process typically consists of various rounds, with feedback cycles in
between. Given the purpose of this study to create an exploratory framework
(intended for further validation in follow-up studies), a two-round Delphi
structure will be utilised.
There are also practical considerations in deciding upon the utilisation of the
Delphi Method. It is relatively simple and cost-effective to implement. It has
furthermore been adopted for diverse applications in business and government
since its origins in the 1950s (Kesten, Scott & Armstrong, 2007).
A potential risk of the Delphi Method is the 'groupthink-factor' which may
conceal intra-group disagreement due to pressure to confirm to group norms
(Woudenberg, as cited in Kesten, Scott & Armstrong, 2007).
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We aimed to control this risk by means of protecting the anonymity of researchers
from one another and only engaging in one-on-one communication with all panel
members.
The Structural Delphi Model allows participants individually to express
independent relationships/judgments and is used to produce a group or whole
model or system (Lendaris & Geoffrion, as discussed in Stitt-Gohdes & Crews,
2004). This model would be able to assist us in refining our competency
framework.
According to Kesten, Scott and Armstrong (2007), Rowe presents evidence that,
.. .in comparison with traditional meetings, the Delphi technique can
improve forecasting and decision making. How does it do that? If
conducted properly, Delphi greatly improves the chances of obtaining
unbiased estimates and forecasts that take full account of the knowledge
and judgment of experts.
Kesten, Scott and Armstrong (2007) also comment on the fact that the Delphi
technique has been widely used, and may even currently be underutilised as
research methodxi_

3.8

Rationale for utilising Delphi method

Chia-Chien Hsu and Brian Sandford describe the Delphi technique as follows:
The Delphi technique is well suited as a method for consensus-building
by using a series of questionnaires delivered using multiple iterations to
collect data from a panel of selected subjects. Subject selection, time
frames for conducting and completing a study, the possibility of low
response rates, and unintentionally guiding feedback from the respondent
group are areas which should be considered when designing and
implementing a Delphi study (Hsu & Sandford, 2007).
Hsu and Sandford (2007) furthermore cite Delbecq, Van de Ven and Gustafson,
and identify the following objectives for which the Delphi techniques can be
utilised (emphasis added):
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i)

To determine or develop a range of possible program alternatives;

ii) To explore or expose underlying assumptions or information leading
to different judgments;
iii) To seek out information which may generate a consensus on the part
of the respondent group;
iv) To correlate informed judgments on a topic spanning a wide
range of disciplines; and
v)

To educate the respondent group as to the diverse and interrelated
aspects of the topic.

Although the other points also have applicability to this study, it is specifically the
fourth point that makes the Delphi technique attractive to this study. The study of
the utilisation of SOSG within Leadership development draws on various
disciplines,. including Sociology, Psychology, Industrial Psychology, Media
Literacy, the emergent field of Ludologyxii, as well as Management Science and
Information Technology. Therefore any framework construction requires interdisciplinary input in order to not only enhance its potential validity, but also its
utility for practitioners.
Within the Delphi technique, the second and subsequent rounds often utilise
questionnaires and aim to seek quantification of earlier findings through
techniques such as rating or ranking (Powell, 2003).
Hsu and Sandford (2007) describe the first round of a two-round Delphi process
as typically beginning with an open- ended questionnaire:
The open-ended questionnaire serves as the cornerstone of soliciting
specific information about a content area from the Delphi subjects
(Custer, Scarcella & Stewart, 1999). After receiving subjects' responses,
investigators need to convert the collected information into a wellstructured questionnaire. This questionnaire is used as the survey
instrument for the second round of data collection. It should be noted that
it is both an acceptable and a common modification of the Delphi process
format to use a structured questionnaire in Round 1 that is based upon an
extensive review of the literature. Kerlinger (1973) noted that the use of a
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modified Delphi process is appropriate if basic information concerning
the target issue is available and usable.
Hsu and Sandford (2007) describe the second round of a two-round Delphi

process as follows:
In the second round, each Delphi participant receives a second
questionnaire and is asked to review the items summarised by the
investigators based on the information provided in the first round.
Accordingly, Delphi panellists may be required to rate or "rank-order
Round 2 items to establish preliminary priorities among items. As a
result of round two, areas of disagreement and agreement are identified"
(Ludwig, 1994:54-55). In some cases, Delphi panellists are asked to state
the rationale concerning rating priorities among items (Jacobs, 1996). In
this round, consensus begins forming and the actual outcomes can be
presented among the participants' responses (Jacobs, 1996).
Hsu and Sandford (2007) identify panel selection and the panel's subject matter
expertise as critical to the success of the method as it directly relates to the quality
of the results generated.
With regard to the optimal number of respondents, the literature has not yet
reached consensus (Hsu & Sandford, 2007) (emphasis added):
... Delbecq, Van de Ven and Gustafson (1975) recommend that
researchers should use the minimally sufficient number of subjects and
should seek to verify the results through follow-up explorations. Ludwig
( 1994) notes that the number of experts used in a Delphi study is
"generally determined by the number required to constitute a
representative pooling of judgments and the information processing
capability of the research team" (p. 52). However, what constitutes an
optimal number of subjects in a Delphi study never reaches a consensus
in the literature. Delbecq, Van de Ven and Gustafson (1975) suggest that
ten to fifteen subjects could be sufficient if the background of the Delphi
subjects is homogeneous. In contrast, if various reference groups are
involved in a Delphi study, more subjects are anticipated to be needed.
Witkin and Altschuld (1995) note that the approximate size of a Delphi
Panel is generally under 50, but more have been employed. Ludwig
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(1997) documents that, "the majority of Delphi studies have used
between 15 and 20 respondents" (p. 2). In sum, the size of Delphi
subjects is variable (Delbecq, Van de Ven & Gustafson, 1975).
In the study we aimed to involve a minimum of 10-15 respondents. The Delphi

Method is seen as a method for evaluating consensus. According to Green et al.,
as cited in Grisham (2006), an 80 percent consensus should be the goal. This is
the standard that we adopted in our data analysis.

3.9

Phases in the research process

The study utilised a two-round Delphi panel approach, investigating the
developing consensus of expert panel members.

3.9.1 Delphi Round 1
The Delphi expert panel process commenced with the development of a set of
open-ended questions on the researched issue based on our literature review and
its preliminary findings. These questions (see Annexure A) were then distributed
to the panel members individually via a secure online portal.
Dimension 1 of thee-CF 2.0 Framework identifies five eCompetence areas,
derived from the JCT business processes, namely: PLAN-BUILD-RUNENABLE-MANAGE.
Dimension 2 of thee-CF 2.0 Framework presents a set of reference
eCompetencies for each area, with a generic description for each competence.
There are 32 competences identified in total that provide the European generic
reference definitions of thee-CF 2.0 Framework.
In Round 1 the respondents were asked to indicate which areas of

KNOWLEDGE, SKILLS and ATTITUDES they viewed as important in the
process of PLANNING, BUILDING, RUNNING, ENABLING and MA..."f\JAGING
the utilisation of SOSG in Leadership Development programs.
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See Figure 3 .1 for the Round 1 questions and see Chapter 4 for discussion of the
Round 1 Findings.
Please answer each of the following
OPEN - ENDED QUESTIONS.

REQUIRED KNOWLEDGE

R£QUIRED SKILLS

REQUIRED ATTITUDES

What required areas do you consider
important in PLANNING the utilisation of
Social Online Simulation Games in
Leadership Development programs?
What required areas do you consider
important in BUILDING Social Online
Simulation Games in Leadership
Development programs?
What required areas do you consider
important in the RUNNIN.G of Social Online
Simulation Games in Leadership
Development programs?
What required areas do you consider
important in the ENABLING of Social Online
Simulation Games in Leadership
Development programs?
What required areas do you consider
importantinthe MANAGING of Social
OnlineSimulation Games in Leadership
Development programs?

Figure 3.1: Round 1 Open-Ended Questions

The responses to these open-ended questions were captured and analysed in terms
of their agreement with Dimension 1 and 2 of the European eCompetence
Framework. Additional competencies identified were also noted and integrated
into the Pre-Delphi Round 2 Framework.
In order to standardise our research procedures in terms of internationally
- accepted practices, we have investigated utilising a recognised Delphi Research
Software program. Freeware for conducting Delphi sessions is available at

forecastingprinciples.com xiii(under Software).
The software is used to compile questions, store a list of potential
panellists and their email addresses, send appeals to panellists, and
compile responses. The software also provides guidance on how to use
Delphi (Kesten, Scott & Armstrong, 2007).
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It has been decided not to utilise this software, but rather to develop an own online
portal, as this tool does not provide for the anonymity of respondents towards one
another. Given the exploratory nature of this study, as well as the groupthink risks
mentioned earlier, it was decided to develop a custom portal utilising Formsite'iv,
an established online Survey tool that is flexible and secure enough to customise
for this study.
Based on the content analysis and interpretation of Delphi Round 1 feedback, the

Pre-Delphi Round 2 Framework was constructed (see Chapter 4). The PreDelphi Round 2 Framework was then further evaluated and refined by the
expert panel in a second Delphi round.

3. 9.2 Delphi Round 2
Panel feedback in the second Delphi round was done by means of a 5-point Likert
scale rating (Strongly Agree; Agree; Neutral; Disagree; Strongly Disagree) of the
participants' agreement with the suggested Pre-Delphi Round 2 Framework.
The same meta-structure as in the first round was utilised (namely PLANNING;
BUILDING; RUNNING; ENABLING; MANAGING). See Annexure B for the
full questionnaire.
Each section's sub questions were automatically randomised by the Formsite
survey tool we utilised. Each section also added an open-ended question for
further suggestions by participants.
Participants again did not know each other's identity and no direct communication
between the participants was possible as they remained anonymous towards one
another.
Our data analysis and findings are discussed in detail in Chapter 4.
3. 9.3 Panel selection and profile
A two-stage Delphi process was conducted utilising an international panel of
experts chosen based upon publication history and research and/or practitioner
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experience in the fields of Technology Enhanced learning, Computer Gaming
Design, Serious Gaming, Simulation and Leadership Development.
Our final panel presented various members with exposure to more than one of the
above categories (see Figure 3.2). Panel members came mainly from three sectors,
namely corporate business, government and academic institutions, and have been
from South Africa, West-Africa, South-East Asia, Europe and America.
The main author identified key individuals from a list of academic institutions and
consultants listed on the Serious Games Directory'v, an initiative of the Serious
Games Association, of which the author is a member. The author also utilised
various Linkedlnxvi forums on the topics of Serious Gaming/Leadership
Development, and various Mendeley Academic Groupsxvii as well as further
Internet research. A list of 172 potential panel members was compiled and e-mail
invitation letters were sent to them. An electronic invitation to become part of the
expert panel was also placed on various Linkedln groups and Mendeley Groups
focusing on Digital Gaming, Serious Games, Educational Technology and
Leadership Development.
Potential panel members that responded to the invitation to be part of this study
were classified based on their experience and professional background into two
broad groups, namely Leadership Development (LD) experts and Serious Games
(SG) experts. Panel selection criteria were set as follows:
Table 1: Panel Selection Criteria
Minimum Academic
Qualification Required

Group
General Cut-off
Criteria
Grune Design (GD)

Leadership
Development (LD)

Minimum Experience
Required

A relevant B-Degree, Honours degree or Diploma
It was strongly preferred if the
individual had an academic
publication history, as well as
higher educational qualification
levels
It was strongly preferred if the
individual had an academic
publication history as well as
Postgraduate higher educational
qualification
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5 yr. + relevant experience
or Master 's degree + 2-4
years relevant experience

5 yr. + relevant experience
or Master's degree + 2-4
years relevant experience

A panel of fourteen Round 1 respondents were identified and available and were
included as panel members.
We did experience a drop-off in panel members between Round 1 and Round 2 of
the Delphi process. We had 14 first round respondents and 10 second round
participants. The relative proportion SG to LD participants remained constant
though.

Respondent Profile

10

8
7

5

5

Masters Degree

PhD

4

B Degree/Diploma or

Published author

Honors Degree

Leadership

Deveiopment
Specialist

Figure 3.2: Panel Respondent Profile
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3.9.4 Notes on self-selection bias in panel
From our research design it immediately becomes apparent that a risk to the
validity of our Delphi panel findings is the fact that the participation in the panel
was largely self-selecting.
James Heckman (1979) describes self-selection bias as the bias that results from
using non randomly selected samples to estimate behavioural relationships.
Heckman further highlights two reasons for the presence of self-selection bias:
Sample selection bias may arise in practice for two reasons. First, there
may be self-selection by the individuals or data units being investigated.
Second, sample selection decisions by analysts or data processors operate
in much the same fashion as self-selection.
Self-selection sampling, as a non-probabilistic sampling technique has certain
advantages, namely (Lund Research Ltd., 2012):
•

Higher level of commitment of participants, resulting in higher quality
feedback, more time spent on answering qualitative, open-ended questions
providing more insight into the phenomenon being studied

•

A significant percentage (71 %) of participants finished both phases of the
Delphi panel research process conducted

•

Self-selection has resulted in mainly individuals meeting our selection
criteria applying to participate

•

Lower participant recruitment cost, both in terms of time and money

The disadvantages of self-selection sampling include (Lund Research Ltd., 2012):
•

The fact that participants volunteer may reflect some inherent bias in the
traits of the participants

•

This may lead to the exaggeration of some particular findings from the
study as the panel may not be fully representative of the population being
studied
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3.10 Data collection procedures
Data was collected by means of an online survey tool. All data was collected in a
blind process in that different panel members did not know each other's identity.
All responses were recorded in a spreadsheet program, encoded and thematically
analysed a combined technique of inductive and deductive thematic analysis.
The thematic analysis was performed utilising a simplified version of the phases
suggested by Huberman & Miles (2002), namely evaluating the Delphi Round 1
feedback by means of familiarisation with the data, identifying a thematic
framework, indexing themes, charting and mapping the identified themes and
interpretation, resulting in the suggested Pre-Delphi Round 2 Framework.

3.11 Principles of analysis
In the process of analysis and reaching our findings, we applied the principles
identified by Myers and Klein (1999) for conducting evaluative studies. Although
their article mainly deals with interpretive field studies in Information Systems,
we were of the opinion that our evaluative study could also benefit from the
additional scientific rigor introduced by applying these principles:
While we agree that interpretive research does not subscribe to the idea
that a pre-determined set of criteria can be applied in a mechanistic way,
it does not follow that there are no standards at all by which interpretive
research can be judged. Our claim is simply that we believe our proposed
principles are consistent with a considerable part of the philosophical
base of literature on interpretivism and hence an improvement over the
status quo. We believe that it is better to have some principles than none
at all, since the absence of any criteria increases the risk that interpretive
work will continue to be judged inappropriately (Myers & Klein, 1999).
The principles of Myers and Klein (1999) (Figure 3.4) were utilised as analysis
framework in our discussion of analysis and findings.

3.10.1 Hermeneutic circle

128

https://etd.uwc.ac.za/

In our construction of the SOSG Utilisation Framework, we attempted to

consider both the interdependent meaning of parts and the whole that they form.
We aimed to continuously emphasise the interdependence between the various
phases of the process (i.e. Planning, Design, etc.) inherent in the utilisation of
SOSG as tool.

3.10.2 Contextualisation
. The social and historical background of the research setting leading to the premise
that SOSGis emerging as a potentially useful Leadership Development tool, was
discussed in detail in Chapters 1 and 2. The three interacting meta-trends
discussed in Chapter 2 also indicate ways in which this contextual environment
may develop over the medium to longer term.

3.10.3 Interaction between researcher and the subjects
Through the researcher's interaction with•the expert panel and critical reflection
on this process, several of the concepts and ideas included in the final SOSG

Utilisation Framework were constructed and refined.

3.10.4 Principle of abstraction and generalisation
Our understanding of the dynamics inherent in the utilisation of SOSG in
Leadership Development were developed and deepened through repetitive
contextualisation and application of the hermeneutic circle.

3.10.5 Principle of dialogical reasoning
In our analysis of Delphi panel feedback, several possible contradictions between

our theoretical preconceptions and actual findings were highlighted, i.e. not a
single panel member indicated our suggested Networking competency as a
critical prerequisite of successful SOSG utilisation.

3.10.6 Principle of multiple interpretations
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In our data analysis, a trend of possible differing in opinions between the expert
categories of Serious Games experts (SG) and Leadership Development experts
(LD) quickly became apparent. This led to a slight refocusing of our data analysis
procedures to' investigate the significance of this perceived trend in more detail.
3.10. 7 Principle of suspicion
We attempted to remain sensitive to possible 'biases' and systematic 'distortions'
in the narratives collected from the participants, especially given their multidisciplinary and divergent backgrounds. We do however argue that surfacing
these seemingly conflicting opinions added value to our overall research
objectives. We also retained our suspicion relating to the small sample sizes we
were analysing in this study and the generalizability of findings.
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Figure 3.4: Principles for Interpretative Field Research
(Source: Myers & Klein, 1999)

3.12 Data analysis procedures
In the Delphi process, data analysis can involve both qualitative and quantitative
data, specifically in subsequent iterations (Hsu & Sandford, 2007).
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Descriptive Statistics are distinguished from the field of Inferential Statistics in
that it only aims to describe what the data shows in a manageable form rather than
aiming to make any predictive inferences. Both measures of central tendency and
measures of dispersion or variability can assist us in evaluating the dataset
generated by our Delphi Round 2 process. Measures of central tendency can
indicate levels of consensus and the standard deviation (as a measure of
variability) can assist us to evaluate how inuch agreement there was within the
panel around the competencies we evaluated.

In Delphi studies, descriptive measures of central tendency (means, median and
mode) and level of dispersion (standard deviation and inter-quartile range) are
typically used in order to present information concerning the collective judgments
of respondents (Hasson, Keeney & McKenna, as cited in Hsu & Sandford, 2007).
The median, defined as the middle value of a data set, is often utilised as it is less
influenced by extreme scores than the mean (Ternes, 2010).
Hsu and Sandford (2007) are of the opinion that the usage of statistical analysis
techniques can add value to Delphi panel analysis. They cite Dalkey, which stated
that statistical analysis can assist in ensuring that all opinions are well represented
in the final iteration because "at the end of the exercise there may still be a
significant spread in individual opinions" (Dalkey, as cited it1 Hsu & Sandford,
2007).
The following set of criteria for evaluation has been used:

Table 2: Criteria for Competency Evaluation
Central Tendency Criteria for identifying Support of Competency

Median > 4

Central Tendency Criteria for identifying a Critical Competency

Median> 4.5

3.13 Chapter summary
The next chapter focuses on the analysis of Round 1 and Round 2 feedback.
Descriptive statistics was utilised to describe the datasets generated in the Delphi
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Round 2 process. The difference in feedback from the GD and LD groups were
highlighted as these have particular significance for utilisation and
implementation of SOSG in Leadership Development applications. The support
for different competency categories identified was also investigated, as this
enabled us to comment on the utilisation potential of the suggested framework.
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CHAPTER 4: FINDINGS AND ANALYSIS

At the same time as games offer gamers an embodied and perspectival empathy
for a system, they also offer gamers a dual perspective. Gamers are used to
switching between the "inside" embodied perspective where they see things and
act from a given place and time in the game and an "outside" more global topdown perspective where they think about the big picture, the whole scene of which
their inside perspective from one place and time is but a small part.
(Gee, 2009)

4.1

Introduction

Taking into account Round 1 feedback, literature review findings, the prevalent
models in literature as well as the possible barriers to the successful utilisation of
SOSG in Leadership Development, we proceeded in our preliminary identification
of the relevant competencies (knowledge, skills and attitudes) required for
successful utilisation of SOSG in Leadership Development.

4.2

Evaluation of Round 1 feedback

The purpose and focus of this study is to answer our research questions, set out in
Chapter 1 and expanded upon in our Research Design (Chapter 3).
In order to present a useful typology in terms of this study, the fmal SOSG
framework would need to present the following characteristics:
•

The framework needs to be process-based. Without a process approach,
sustainability will always be a challenge. Leadership Development is a
process and not an event. The interventionist nature of many Leadership
Development initiatives needs to be replaced with a process-focused
approach.

•

The framework needs to be clear and understandable for Leadership
Development practitioners.
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•

The business value of the framework needs to be relatively easily
delineated for organisational executives, funders and boards.

•

The framework should have the resilience to be validated by further

research.
•

The framework needs to be sufficiently flexible to cater for digimodem
learning styles.

•

The framework needs to take full cognisance of the 'user control' issue
and the Flow principles as previously discussed.

4.3

Data analysis and construction of Pre-Delphi Round 2 Framework

The Delphi Round I feedback on the open-ended questions was captured and
thematically analysed in terms of the agreement with Dimension I and 2 of the
European eCompetence Frameworkxviii_ Additional competencies identified were
noted and integratedxix_ Selected comments from panel participants have been
included in Annexure E.
An adapted Utilisation Framework (see Figure 4.1 for the Pre-Delphi Round 2

Framework), including the additional competencies identified by the panel, was
then prepared and re-submitted to the panel for the Delphi Round 2 rating based
on a 5-point Likert scale (Likert, 1932). Competencies marked with* are existing
European eCompetence Framework ( e-CF 2.0) competencies. Competencies
marked with# are newly added competencies.-

4.4

Round 1 summary

The purpose of our Round I data analysis was to identify and evaluate the degree
of importance the panel attached to each of the identified competencies in terms of
reaching the organisational goal of successful SOSG utilisation in the context of
Leadership Development.
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*A.1. IS and Business Strategy Ali g nment
*A.2. Service Level Management
*A.3. Business Plan Development
*AA. Product or Project Planning
*A.5. Design Architecture
*A.6. Application Design
""A.7. TechnologyWatching
*A.8. Sustainable Devel oo ment
#A.9. Instructional Design
#A.10.Serious Game Design
#A11. Assessment Design
#A12. Rapid prototyping
#A13. Iterative Play Testing
#A14. Subiect Matter Ex p ertise: Leadershi p Develo p ment
#A.15 Subject Matter Expertise: Adult Leaming Theory
#B.1.
*B.2.
#B.3.
*B.4.

'
i

Game Desi R:n and Development
Systems Integration
lterat iv<" Testin g
Solution Deployment

*B.5. Documentation Production
#B.6. Curriculum & Content Construction
#B. 7. Assessment Construction
#B10. Subject Matter Expertise: Experiential Leaming
#B.11. Subj ect Matter Expertise: Leadershi p Develooment
*C.1. UserSu p port
*C.2. Change Support
*C.3. Service Deli ve rv
*C.4. Problem Management
#C.5. Facilitation Skills
#C.6. Project Control Skills
#C.6. Quality Control Skills
*D.1.
*D.2.
*D.3.
*D.4.
*D.S.

lnfarmation Security Strategy Development
ICT Qualit:Y Strategy Develop ment
Education and Training Provision
Purchasing
Sales Propos.at Development

*D.6. Channel Mana1,1;e ment
"'D. 7. Sales Management
*D.8. Contract Mana2ement
*D.9. Personnel Development
*D.10.lnformation and Knowledge Management
*E.1. Forecast Development
*E.2. Project and Portfolio Management
*E.3. Risk Management
*E.4. Relationship Management
*E.5. Process Im p rovement
*E.6. ICT Quality Management
*E.7. Business Chani;re Management
*E.8. information Security Management
*E.9. ITGovernance
#E.10. Continued Assessment of Vatidity
#E.10. Continued Assessment of Usefulness
#E.10. Continued Assessment of Strategic Relevance

Figure 4.1: Pre-Delphi Round 2 Framework
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4.5

Evaluation of Round 2 feedback

In our analysis of the Round 2 panel feedback, a relatively small self-selecting
sample (n= 10) was used. Our potential application of inferential statistics was
therefore limited, and we approached our data analysis fully cognisant of the
limits of our deductions. Analysis of the panel feedback was conducted by means
of basic descriptive statistics, focusing-primarily on analysis of the median as well
as measures of dispersion. Limited cognisance was taken of the average as metric
only in as much as it provided better defmition to the small dataset.

4.6

Data analysis procedure

In our analysis of the data and relevant literature, it quickly became clear that any
sustainable implementation framework would need to be cognisant of the widely
divergent skills and knowledge required to successfully implement SOSG: We
agreed with the suggestion of Martens, Diener and Malo that technical game
development, game design and learning design need to be separated:
For developing a sophisticated game-based training system it is important
to consider both, [sic] the technical aspects of game development (i.e.
games engineering) as well as the pedagogical aspects of games and
technology enhanced learning (i.e. game didactics) (Martens, Diener &
Malo, 2008).
In order to ensure successful organisational implementation, and taking into
account our expert panel feedback, a third and fourth element were also required,
i.e. General Managerial competencies (to implement projects and all the requisite
change dynamics) and Subject Matter Expertise.
As Eric Klopfer explains with regard to Subject Matter Expertise:
Expert thinking applies to domain-specific problems that cannot be
solved by following a simple set of rules. Complex problems often
cannot be solved in a linear fashion, and require deep understanding of
systems and processes, an understanding that comes with intricate
familiarity with a particular area (Klopfer, 2008).
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In the further analysis of expert panel data as well as the construction of the
SOSG Utilisation Framework, we classified the identified competencies into
four broad categories:

•

Game Design (GD) Competencies: Required to ensure player
engagement, a Flow experience and the essential integration of elements
such as storyline, challenges, reward and user interface.

•

Learning Design (LD) Competencies: Required to ensure that clear
learning goals are set, met and validly assessed.

•

Generic Managerial (GM) Competencies: Required to ensure that best
practices are adhered to in terms of delivery of implementation projects on
time and within budget.

•

Subject Matter (SM) Specific Competencies: Required to ensure that
expert thinking is applied to complex, domain specific problems.

For statistical analysis we further categorised respondents into two groups based
on their dominant area of expertise: Serious Games (SG; n=6) and Leadership

Development (LD; n=4).
Our results of the analysis of the Delphi panel feedback phase will be discussed
next in more detail (see Figure 4.2 for the Panel Agreement Summary). These
results, as well as our literature review, were integrated using an interpretative
hermeneutical approach into our SOSG Utilisation Framework presented in
Chapter 5.
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PLANNING

*A.1. IS & Business Strategy Alignment

Agree

80%

*A.2. Service Level Management

Agree

50%

*A.3. Business Plan Development

Agree

90%

*A.4. Product or Project Planning

Agree

100%

*A.5. Design Architecture
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90%
90%
80%
SO%
80%

Agree
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80%
100%)

Agree
Agree
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90%
90%
90%

Agree
Agree
Agree
Agree
Agree
Agree

100%'

*A.6. Application Design
*A. 7. Technology Watching
*A.8. Sustainable Development
#A.9. Instructional Design
#A.10.Serious Game Desi2n
#A11. Assessment Design
#A12. Rapid prototyping
#Al3. Iterative Plav Testing
#A14. Subject Matter Expertise: Leadership Development
#A.15 Subject Matter Expertise: Adult Learning Theory

#B.l. Game Design and Development

*B.2. Systems Integration

BUILDING

#B.3. Iterative Testing
*B.4. Solution Deployment
*S.S. Documentation Production
#B.6. Curriculum & Content Construction
#8.7. Assessment Construction
#BlO. Subject Matter Expertise: Experiential Learning
#B.11. Subject Matter Expertise: Leadership Development

*C.1. User Support

RUNNING

*C.2.
*C.3.
*C.4.
#C.5.
#C.6,
#C.6.

Change Support
Service Deliverv
Problem Management
Facilitation Skills
Project Control Skills
Quality Control Skills

*D.1. Information Security Strategy Development

ENABLING

*D.2.
*D.3.
*D.4.
*D.S.
*D.6.
*D.7.

ICT Qualitv Strate"'v Development
Education and Training Provision
Purchasing
Sales Proposal Development
Channel Management
Sales Manas:ement

*D.S. Contract Mana~ement
*D.9. Personnel Development
*D.10.lnformation and Knowled,=:e Management

*E.1. Forecast Development
*E.2. Proiect and Portfolio Management

MANAGING

*E.3.
*E.4.
*E.5.
*E.6.
*E.7.

Risk Management
Relationship ManaRement
Process Improvement
ICTQuality Management
Business Change Management

*E.8. Information Security Management
*E.9. IT Governance
#E.10. Continued Assessment of Validity
#E.10. Continued Assessment of Usefulness
#E.10. Continued Assessment of Strategic Relevance

Strates:ic level buy-in
Practitioner level buy-in
Facilitator level buy-in

CRITICAL ATTITUDES

End-User Engagement
Creativity
Octimistic realism
Resilience

Figure 4.2: Delphi Round 2 Panel Agreement Summary
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4. 7

Evaluation of panel agreement on existing e-CF 2.0 and new
competencies

In our data analysis we investigated whether the panel supported the existing e-CF
2.0 competencies as well as the newly suggested competencies. We analysed this
per thee-CF 2.0 process steps as meta-structure. We also investigated differences
in the support from the LD and SG groups of panellists.

PLANNING
EXISTING ECF COMPETENCIES

NEWLY SUGGESTED COMPETENCIES

LEADERSHIP DEVELOPMENT GROUP
Med
Averg
St Dev
min
4,875
0,353553
LD-1
5
4

3,75
1,164965
2
LD-2
4
LD-3
4,5
4,25
0,886405
3
4,25
0,46291
4
LD-4
4
4,125 0,834523
LD-5
4
3
LD-6
4,5
4,125
1,125992
2
Med
4,25
4,1875 0,860464
3
Averg
4,333333 4,229167 0,804725
3
0,408248 0,365861 0,334944 0,894427
St Dev
Range
1,125 0,811411
2
1
SERIOUS GAMING GROUP
SG-1
4
4,25
0,707107
3
SG-2
3,5
3,375 0,744024
2
SG-3
4
3,875
0,64087
3
SG-4
4,375 0,916125
3
5
4,0625 0,725565
Med
4
3
4,125
3,96875 0,752031
2,75
Averg
0,629153 0,449247 0,117425
0,5
St Dev
1,5
0,275255
1
1
Range

I

LEADERSHIP DEVELOPMENT GROUP
Med
Averg
St Dev
min
4,857143 1,541116
5
4
4
3,428571 1,559061
2

LD-1
LD-2
4,571429 1,584398
LD-3
5
LD-4
5
4,714286 1,60877
LD-5
4,571429 1,634012
4
LD-6
4,142857 1,638154
4
4,5
4,571429 1,596584
Med
4,5
4,380952 1,594252
Averg
St Dev
0,547723 0,524242 0,039694
1,428571 0,097038
1
Ran11e
SERIOUS GAMING GROUP
4,571429 1,579182
SG-1
5
SG-2
4,428571 1,626581
5
4,285714 1,688639
SG-3
4
4,571429 1,772878
SG-4
5
4,5
1,65761
Med
5
4,75
Averg
4,464286 1,66682
0,136775 0,083714
St Dev
0,5
Range
0,285714 0,193696
1

3
4
3
3
3
3,1667
0,7528
2

I

3
3
3
3
3
3
0
0

Figure 4.3: Planning Competencies

For both existing and newly suggested Planning competencies, a median of more
than 4 is shown by both the LG and SG groups in Figure 4.3.
This indicates strong panel support for both existing and newly suggested
competencies. The dispersion of responses on existing and new competencies
suggested between the LD and SG groups indicates that the SG group displays
almost no deviation between panel members.
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BUILDING
EXISTING ECF COMPETENCIES

NEWLY SUGGESTED COMPETENCIES

LEADERSHIP DEVELOPMENT GROUP
Aveig ·
Med
St Dev
min

LD-1
LD-2
lD-3
LD-4
LD-5
LD-6
Med
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St Dev
Range

I

5
4
4
5
5
5
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5
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5
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4
0
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4
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5
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4,5
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2
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0
0,516398
0,516398
0,516398
0,547723
0,547723
0,516398
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5
3

4

4
4
4
4
4
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2

SERIOUS GAMING GROUP
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SG-2
SG-3
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5
0
5
5
4
0
4
4
4
4
0
4
3
3,666667 1,154701
3
4
4
0
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0,816497 0,57735 0,57735 0,816497
2
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2

5
3
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St Dev
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5
5
5
3,5
5
4,625
0,75
1,5
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3,5
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4,458333
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0
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0,516398
0,547723
0,516398
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0,263833
0,547723

5
4
4
3
4
4
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2

Figure 4.4: Building Competencies

For both existing and newly suggested Building competencies, a median of more
than 4 is shown by both the LG and SG groups in Figure 4.4. This indicates strong
panel support for both existing and newly suggested competencies.
The dispersion of.responses on newly suggested competencies between the LD
and SG groups indicates that the SG and LD groups display almost no deviation
between panel members. With regard to existing competencies, the SG group
displays slightly less consensus than the LD group.
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RUNNING
NEWLY SUGGESTED COMPETENCIES
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LEADERSHIP DEVELOPMENT GROUP
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4,666667 4,666667 0,3849
St Dev
0,516398 0,298142 0,298142
1
0,666667 0,57735
Ran;e

0
5
0,5
4
0
5
4
0,5
4
0,57735
0,816497
3
0,5
4
0,398974 4,166667
0,330126 0,752773
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1
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0,5
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Figure 4.5: Running Competencies

For both existing and newly suggested Running competencies, a median of more
than 4 is shown by both the LG and SG groups in Figure 4.5. This suggests strong
panel support for existing and newly suggested competencies.
The dispersion of responses on newly suggested competencies between the LD
and SG groups indicates that the SG and LD groups display almost no deviation
between panel members. With regard to existing competencies, the SG and LD
groups display almost no deviation between panel members, thus indicating a high
level of consensus.
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ENABLING
EXISTING ECF COMPETENCIES

NEWLY SUGGESTED COMPETENCIES
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Figure 4.6: Enabling Competencies

For newly suggested Enabling competencies, a median of more than 4 is shown
by the LD group, and a median of less than 4 by the SG group, indicating that the
newly suggested competencies are not viewed as particularly important by the SG
group (Figure 4.6).
For existing Enabling competencies, a median of less than 4 is shown by both the
LD and SG groups, indicating that the existing e-CF 2.0 competencies are not
viewed as particularly important by the SG group (Figure 4.6).
The dispersion ofresponses on newly suggested competencies between the LD
and SG groups indicates that the SG and LD groups display significant deviation
between panel members. With regard to existing competencies, the SG group also
displays significant dispersion in responses.
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MANAGING

ATTITUDES

NEWLY SUGGESTED COMPETENCIES
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Figure 4.6: Managing Competencies

For existing Managing competencies, a median of more than 4 is shown by both
the LG and SG groups in Figure 4.6. The median of 5 suggests very strong panel
support for the newly suggested competencies.
The dispersion ofresponses on newly suggested Managing competencies
between the LD and SG groups indicates that the SG and LD groups display
almost no deviation between panel members (Figure 4.6).
For suggested Attitudes, a median ofless than 4 is shown by the SG group_ The
LD group strongly supports the suggested Attitudes. The overall median of 5
implies very strong panel support for the suggested attitudes (Figure 4.6).
The dispersion of responses on Attitudes between the LD and SG groups
indicates that the LD group displays significantly less deviation between panel
members than the SG group.
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Next, the panel support for each of the identified major competency categories
will be investigated in order to construct and prioritise the building blocks of our

SOSG Utilisation Framework.
4.8

Evaluation of panel agreement on ,Game Design competencies
GAME DESIGN COMPETENCIES
LEADERSHIP DEVELOPMENT GROUP
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0,6308
1,7143

0,3780
1,0690
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Figure 4.7: Game Design Competencies

For Game Design competencies, a median of more than 4 is shown by both the
LD and SG groups, indicating support (Figure 4.8). The median in both groups
surpasses our cut-off point for criticality, indicating that this set of competencies
is viewed as critical to SOSG success.
The dispersion of responses for Game Design competencies between the LD and
SG groups is low.
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4.9

Evaluation of panel agreement on General Managerial competencies
GENERAL MANAGERIAL COMPETENCIES
LEADERSHIP DEVELOPMENT GROUP
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0,7833
4
3,7879
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;4
3
3
3
3
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3
3
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2
3
2
3
3
3
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1

Figure 4.8: General Managerial competencies

For General Managerial competencies, a median of more than 4 is shown by
both the LD and SG groups, indicating support. The median in both groups does
not surpass our cut-off point for criticality, indicating that this set of competencies
is viewed as less critical to SOSG success (Figure 4.8).
The dispersion of responses for General Managerial competencies between the
LD and SG groups indicates that the SG group displays a higher level of
dispersion and thus a lower level of consensus.
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4.10 Evaluation of panel agreement on Learning Design competencies
LEARNING DESIGN COMPETENCIES
LEADERSHIP DEVELOPMENT GROUP
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0,5
1,0541
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-
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Figure 4.9: Learning Design Competencies

For Learning Design competencies, a median of more than 4 is shown by both
the LD and SG groups, indicating support. The median in the SG group does not
surpass our cut-off point for criticality, indicating that this set of competencies is
seen as being less critical to SOSG success. The LD group, however, does view

Learning Design as a critical element of SOSG implementation success (Figure
4.9).
The dispersion of responses for Learning Design competencies between the LD
and SG groups indicate that the LD group displays a slightly higher level of
dispersion, and thus lower level of consensus than the SG group.
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4.11 Evaluation of panel agreement on Subject Matter Expertise
SUBJECT MATTER EXPERTISE
LEADERSHIP DE.\laQPMENT GROUP
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Figure 4.10: Subject Matter Expertise

For Subject Matter Expertise, a median of more than 4 is shown by both the LO
and SG groups, indicating support. The median in the SG group does not surpass
our cut-off point for criticality, indicating that this set of competencies is viewed
as less critical to SOSG success. The LD group however does view Learning
Design as a critical element of SOSG implementation success (Figure 4.10).
The dispersion ofresponses for Subject Matter Expertise between the LD and
SG groups indicates that the SG group displays a higher level of dispersion, and
thus a lower level of consensus, than the LD group.
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4.12 Chapter summary
In the next chapter, the findings and implications of our Figure 4. 7 research will be
explored and interpreted in more detail. The interdependence between the various
phases of the research process and.its largely exploratory nature are emphasised,
and the ~tegration ·o f disparate parts into a coherent and practical conceptual
framework, will be addressed.
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CHAPTER 5: THE SOSG UTILISATION FRAMEWORK

All too often students still are not engaged in their own learning.
Eric Klopfer (2008)

5.1

Introduction

In the analysis of our primary and secondary research questions, we needed to
integrate the feedback from all phases of our research process. This resulted in the

SOSG Utilisation Framework proposed in Chapter 5. In the conclusions and
recommendations in Chapter 6, we offer comment on the 'state of play', the
inherent paradoxality in SOSG utilisation, and the ever-present challenge of
flexibility faced by utilisation frameworks.

In the process of analysis and reaching our findings, we applied the principles
identified by Myers and Klein (1999) for conducting evaluative studies as
discussed in Section 3.10.

5.2

Analysis of findings

Our panel of experts presented support for the existing e-CF 2.0 competencies as
well as our new competencies. The competency categories suggested, namely LD,
GD, GM and SM were also well supported.
The following Critical Competency categories have been identified by the

Leadership Development (LD) group:
Game Design
Subject Matter Expertise
Learning Design
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The following Critical Competency category has been identified by the Serious

Gaming (SG) group:
Game Design

Median
LEARNING DESIGN COMPETENCIES
LEADERSHIP DEVELOPMENT GROUP
SERIOUS GAMING GROUP

GAME DESIGN COMPETENCIES
LEADERSHIP DEVELOPMENT GROUP
SERIOUS GAMING GROUP

GENERAL MANAGERIAL COMPETENCIES
LEADERSHIP DEVELOPMENT GROUP
SERIOUS GAMING GROUP

SUBJECT MATTER EXPERTISE
LEADERSHIP DEVELOPMENT GROUP
SERIOUS GAMING GROUP

Supported? Critical?

Existing

>4

>4.5

4,50
5
4

Yes

Yes

Yes

No

4,75
4,5
5

Yes

Yes

Yes

Yes

4,00
4
4

Yes
Yes

No

4,50
4,75
4,25

Yes
Yes

Yes
No

No

Figure 5.1: PanelSupport per Competency Category

Significant differences were observed in the opinions of the SG and LD groups of
experts on both NEW and EXISTING competencies. There is for example a clear
disconnect in the perceived importance that the LD and SG groups attach to the

Learning Design and Subject Matter Expertise competencies as critical to
SOSG implementations.
These findings suggest a potential disconnect between the two groups of roleplayers (LD and SG) that are typically involved in SOSG implementations. Crosstraining may be beneficial to the SOSG implementation success.
It is our opinion, based on the literature, that each of the competency categories
(GM, GD, SM and LD) needs to be present to ensure successful SOSG utilisation.
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5.3

Impact of findings on SOSG Utilisation Framework

When the literature review, Delphi panel feedback, and descriptive statistics are
interpreted and analysed, a practical SOSG implementation framework can be
developed. This framework (see Figure 5.2) aims to cater for the mostly Blended
Learning implementation of SOSG by taking into account both the online and offline environments, as well as the organisational learning environment.
The framework further centres on the attainment of Learner Engagement, adapting
the Cybergogical model discussed in Chapter 2 to include Facilitation as critical
underlying factor to ensuring engagement. This is an adaptation of the
Cybergogical approach to also take into account the Blended Learning reality of
most SOSG implementations in Leadership Development. The competep.cy
structure suggested by the study (SM, GD, LD and GM) as well as the process
steps suggested in the e-CF 2.0 Framework is integrated into the SOSG model.
More critical competencies are also highlighted.

5.4

Suggested SOSG Utilisation Framework

The suggested SOSG Utilisation Framework is graphically depicted in Figure
5.2. Figure 5.2 indicates the extension of Wang's Model of Cybergogy for
Learner Engagement (see 2.7.3) to include Facilitation factors. The identified
competencies, indicated per process phase, are shown in Figures 31-3 5. Each
competency area indicates who the role players typically will be, i.e. Practitioner,
User or Business/Strategic role-players.
Each competency is also categorised as either forming part of Game Design
(GD), Learning Design (LD), Generic Managerial (GM) or Subject Matter

Specific (SM) competencies. The competencies that were found to be critical to
SOSG utilisation success are shown in Figure 5.1.
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Figure 5.2: SOSG Utilisation Framework
(Source: Author)
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Figure 5.3: Extended Cybergogical Model

(Source: Author)

5.5

Identification of critical competencies

When analysing the question whether a rating and weighting of more critical
competencies can be suggested, the Delphi panel feedback was evaluated per eCF 2.0 process step.

5.5.1 Planning
In terms of the Planning process of SOSG projects, the critical competencies
identified by both SG and LD groups were Business Plan Development, Product
or Project Planning, Instructional Design, Serious Game Design, Assessment
Design and Subject Matter Expertise (specifically Leadership Development
expertise).
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A competency where a seemingly big disconnect was presented between the SG
and LD groups, was Sustainable Development. It is also interesting that neither of
the groups particularly valued the technique and competency of Rapid
Prototyping' s potential within SOSG planning.
It is furthermore interesting to note that none of the groups viewed Technology
Watching as a critical competency within the planning phase. This may present
the positive deduction that both groups are sensitive to relying too heavily on
over-hyped new technologies. The other possible deduction is that both groups are
not particularly focused on remaining at the cutting edge of technical solutions,
which may present a negative longer term impact if technology that becomes
obsolete very quickly, is implemented. There is not enough data available for us
to make a definite finding in this regard and it is suggested that this difference
between the groups is studied in further detail.

5.5.2 Building

BUILDING
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#B.1. Game

#B.3.

•s.2. Systems
Competency Design and
Iterative
Integration
Development
Testing

•s.s.

*B .4.

#B.6. Curriculum

Solution
Documentation & Content
Deployment Production
Construction

#B.7. Assessment
Construction

Matter
Expertise :
Experiential
Learning

Matter

Expertise :
Leadership
Development

SGGROUP

Supported?

Yes

Ye,

Ye,

Yes

Yes

\'es

Yes

Yes

Yes

Critical?

Y.es

Yes

No

Yes

Yes

No

Yes

Yes

Yes

5

5

4

5

4,5

4

4,5

5

5

Med
Averg

4,83

4,67

4,33

4,67

4,50

4,17

4,33

4,50

4,50

St Dev

0,408

0,516

0,516

0,516

0,548

0,753

0,816

0,837

0,837

Range

1

1

1

1

1

2

2

2

2

Supported?

Yes

,e;

Yes

Yes

Yes

Yes

Yes

Yes

Yes

Critical?

Yes

No

No

No

Yes

No

Yes

No

~es

LD GROUP

Med

5

4

5

4

4,5

5

4,5

4

4,5

Averg

4,75

4,00

4,75

4,00

4,50

4,50

4,25

4,25

4,25

St Dev

0,500

0,816

0,500

0,816

0,577

1,000

0,957

0,500

0,957

Range

1

2

1

2

1

2

2

1

2

Figure 5.5: Critical Competencies - Building
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Both SG and LD groups viewed Game Design and Development, Documentation
Production, Assessment Construction, and Leadership Development Subject
Matter Expertise as critical competencies.
The SG group valued Systems Integration and Solution Deployment more than
the LD group. This we speculate may be a factor of their typically better
experience in dealing with IT-related projects and its systemic integration
challenges. The LD group may be less directly experienced in dealing with this
issue. It may also present an area where cross-training between project team
members may benefit SOSG project implementation success.
The SG group seems to value Experiential Learning Subject Matter Expertise
more than the LD group. It may be that SG group members have a higher
realisation of the fact that Experiential Learning can be viewed as a distinct field
of expertise within Leadership Development. It would be interesting to compare
in future research the amount of time and attention given to Experiential Learning
within the personal education and training of the typical LD group with that of the
SG group. It may very well be that typical SG group education and training put
significantly more emphasis on Experiential Leaming versus other learning and
development approaches.
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5.5.3 Running
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Figure 5. 6: Critical Competencies - Running

Both SG and LD groups viewed User Support, Change Support, Service Delivery,
Project Control Skills and Quality Control Skills as critical competencies.
The SG group valued Project Control Skills more than the LD group. The SG
group also valued Facilitation Skills more than the LD group. It is interesting that
the SG group seems to support the notion that facilitators have a critical role to
play even though the project focus is on SOSG. This gives credence to our
suggested inclusion of Facilitation factors within our adaptation of Wang's
Cybergogical model.
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5.5.4 Enabling
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Figure 5. 7: Critical Competencies - Enabling

Both SG and LD groups viewed Personnel Development as critical competency.
It is interesting that neither group seemed to value Information Security Strategy
Development. It deserves mention that the Delphi panel surveys were conducted
prior to the well-published revelations of ex-NSA contractor Edward Snowden
about the wide-spread privacy infringements allegedly perpetrated by the US
National Security Agency on individuals and governments around the globe.
It is furthermore of interest that neither group were viewing the Purchasing and
Contract Management competencies as critical. This could be explained by the
fact that, within corporate structures, these functions may typically be dealt with
by a separate Finance/Procurement Department. It may however present a risk
factor to successful utilisation of SOSG in Leadership Development if the
implementation team is not also actively aware of the terms and conditions of
procurement and service level agreements relevant to the project.

159

https://etd.uwc.ac.za/

5.5.5 Managing
Both SG and LD groups viewed Continued Assessment of Validity as critical
competency. It is interesting that the LD group did not seem to view the
Managing competencies as critical (see Figure 35).
This is a rather surprising finding because in most implementations one would
expect the LD group to take the lead in actively managing SOSG projects. It may
also be indicative of a perception that the SG group (typically as developers and
architects of SOSG) is also responsible for managing its success. In a number of
SOSG implementation projects the SG group will consist mainly of outsourced
specialists (most organisations, excluding the big corporate organisations such as
IBM, do not yet have large in-house SG capacity). It is therefore a significant risk
factor for successful SOSG utilisation if the LD group (typically consisting of inhouse resources) shifts the responsibility for managing projects to the outsourced
SG group.
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5.6

Chapter summary

The SOSG Utilisation Framework was proposed in this chapter as an
exploratory framework that may have utility for practitioners and academics alike.
In our conclusions and recommendations in Chapter 6, we offer comments on the
contribution of this study as well as recommendations for further research.
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CHAPTER 6: CONCLUSIONS AND RECOMMENDATIONS

There is nothing more difficult to take in hand, more perilous to conduct,
or more uncertain in its success, than to take the lead
in the introduction of a new order of things.
Machiavelli (1505), The Prince, chapter XIV, para. 1

6.1

Introduction

After completion of the research process, we were able to evaluate our endeavours
in meeting our research objectives by revisiting our primary and secondary
research questions. We critically evaluated the potential utility of our suggested
model, reflected on the limitations of the study, and made recommendations for
practical usage and further research.

6.2

Evaluating our research objectives

The primary research question ascertained the competencies (knowledge, attitudes
and skills) necessary for organisations to successfully utilise Social Online
Simulation Games as Leadership Development tool.
In this regard, we suggested these competencies to be a combination of Game

Design, Learning Design, General Managerial and Subject Matter Expertise
competencies. We also highlighted some specific Attitudes identified as being
useful in SOSG utilisation.
In terms of the sub-questions investigated, it became clear to us that the current

technology utilisation frameworks and/or models in literature do not provide an
adequate typology of required competencies. These frameworks typically do not
take into account the specialised skills (such as Game Design and Learning
Design competencies) required for successful SOSG utilisation. Although most of
the existing E-CF 2.0 competencies were well supported by panel consensus,
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various additional competencies were identified as being required for Social
Online Simulation Games usage.
Although we were constrained by small sample size and a self-selected sample,
we were able to identify an initial rating and weighting of more critical
competencies suggested in a form of a framework. We also integrated our
findings into an SOSG Framework that can be further tested and refined in
practice.

6.3

Contribution of research

The study aimed to contribute to both academics and practitioners. The academic
contribution is the suggested SOSG Framework that could form the basis of ·
further theory development, validation and refinement. Based on our literature
review and Delphi panel feedback, we came to the conclusion that current models
and frameworks do not adequately cater for the specific utilisation challenges
posed by the relatively new application for SOSG as Leadership Development
tool. The SOSG Utilisation Framework was therefore constructed as an
exploratory effort aiming to fill this gap.
For practitioners, the SOSG framework may present a practical tool to ensure that
all the relevant competencies required to successfully implement SOSG projects
are included within project design and implementation. The process driven
approach of the SOSG Framework also enhances its potential practical application
value.

6.4

Limits of the SOSG Framework

Although our expectancy is that the SOSG Framework will be viewed as a
potentially valuable tool for practitioners, we acknowledge the limitations ofthis
study. Methodologically, a substantially larger expert panel may offer various
opportunities for refining the framework and testing the robustness of its basic
tenets and structure. We argue however that our framework may also present
various interesting research opportunities, as discussed in the next sub-sections.
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6.4.1 The state ofplay
A recuning theme through the literature is that successful utilisation of gamebased learning technology requires much-more than the mere presence of
innovative technology and an element of novelty.
The mere utilisation of digital tools (ICT technologies) in learning environments
does not ensure learning (Cristobal & Romani, 2009) and various barriers .exist to
successfully utilise educational gaming (Egenfeldt-Nielsen, 2003).
Practitioners must therefore not let themselves be led into a false sense of security
when they implement new technologies such as game-based learning. This is
often a journey fraught with complexity.
Cristobal and.Romani (2009) for example found that "there is no consistent
relation between the mere availability oflCTs in schools ('access') and students'
learning. Furthermore, these studies suggest that the impact of the acquisition of
ICTs in education is not as evident as was expected".
Mere application of technology because it has some novelty value can be highly
counter-productive. In the same vein, the mere application of play and/or games
does not ensure that effective learning takes place. See for example the meta-study
of Gosen in which various methodological issues with studies underlying claims
of the validity of simulations, are highlighted (Gosen, 2007).
Rigorous assessment and scientific proof of performance, validity, and cause and
effect are essential in the realisation of the long term potential we argue SOSG
may offer to Leadership Development practitioners.
It will also be prudent for practitioners and academics alike not to be blindly
caught up in the wave of excitement about the completely new generation of
learners, the so-called Digital Natives of Prensky (2003). We would be wise to
heed the warning of Bennet, Maton and Kervin (2008) in their response to
Prensky (2003), when they argue against how principal positions have created the
academic equivalent of a 'moral panic' that restricts critical and rational debate.
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Lasse Lipponen, a psychologist from the University of Helsinki, has written
extensively on computer-supported collaborative learning (CSCL) and makes the
very important point that "technology itself does not solve the challenges of
learning and collaboration". He continues to ask for a refocusing of our attention:
" ... Thus, instead of focusing extensively on the technology, one should turn
towards thinking about the social settings that support the implementation and use
of technology" (Lipponen, 2002). The issue of learner engagement is critical to
successful utilisation of SOSG, and to keep learners motivated is very important
for successful teaching and training (Martens, Diener & Malo, 2008).
If implemented and applied with circumspection though, "simulation and game
environments are potent instructional tools" (Jackson, 2004). We are of the
opinion that that the SOSG Utilisation Framework can assist in providing
practitioners with a more comprehensive, yet practical approach to the
implementation of Leadership Development projects.
This type of :framework may become increasingly valuable to practitioners as

game authoring tools proliferate (see for example the Serious Game Authoring
Tool under development by Mebm, 2010). It is expected that more and more of
these tools will become available and SOSG applications will potentially be
developed by Leadership Development experts rather than Serious Games experts.
An integrated approach to the planning, implementation and management of
SOSG tools will enhance its potential utility and chance for meeting intended
learning outcomes and organisational goals.

6.4.2 The inherent paradoxality in SOSG utilisation
There is competing and sometimes irreconcilable differences in the preferences of
game players and game trainers (Martinez, 2009). See the comparison in Table 4
as referred in Martinez.
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Table 3: Gamer vs. Trainer Preferences

Gamer Preferences

I

Instructor Control
Standardi;,.ation.
Realistic Problems

Fantasy

1',o Bow1daries
Social Interaction
Surprise

Trainer Preferences
Learning .Process
Stru.cture
Leaming Goals

Entertainment
Emotion
Player Control
. Free Play
Unpredictable Turn orF.vents

I

Risk

Effective and Efficient
Tl"ansfer of Training
Validity
Fidelity

Suspense

A1_: and fk.auty_

· If the third element of project sponsor/organisational preferences and expectations
are also added, it becomes evident that implementation of SOSG projects requires
much more than hard skills. This opinion was also noted in the feedback of our
panel members who highlighted such competencies as collaboration, persuasive

communication and the rather interesting term of Crealism, coined by one of our
panel members: " 'Crea/ism', a term coined by myself that explains that magic

combination of being creative, yet realistic".

In Chapter 2 we identified a potential weakness in the application of the concept
of Cybergogy to SOSG applications in the fact that a significant percentage of
SOSG implementations is done via a Blended Learning approach. The
Cybergogical model does not include the (highly critical, in our opinion)

Trainer/Facilitator factor. Adaptation of the framework to include Facilitation
factors may be advisable, and our final SOSG Utilisation Framework does
include this. The extension and validation of this concept can be the basis of
further research.

6.4.3 The Flexibility Paradox
New learning technologies are introduced at a very rapid pace. The eLearning
landscape is currently impacted by vast changes introduced by new learning
models, i.e. Massively Online Open Courses (MOOCs) and new input
technologies, i.e. Augmented Reality and Virtual Reality.
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The challenge for organisations is a substantial one. Against this fast moving
target, organisations must identify critical skills, nurture them (and entice skilled
people from leaving). Competence frameworks are constantly playing catch-up. If
competency frameworks are not designed to be flexible, they soon become
irrelevant. Meta-competencies and inherently flexible competency structures
become more and more critical as learners and trainer are required to constantly
learn (and unlearn).
An example of such a critical skills framework is defined as:
... a part of Fluency with fuformation Technologies (FITness) by the 1999
National Research Council study on Being Fluent with fuformation
Technology (and revisited in 2006 in NRC's ICT Fluency and High
Schools [National Research Council of the National Academies 2006]),
(it) is just one component of preparation for using information
technologies. In addition to contemporary skills are "fundamental
concepts", the basic understanding of the workings of technologies, and
"intellectual capabilities", a suite of cognitive abilities that must be
learned in order to know how to apply information technologies to
relevant tasks and problems (Klopfer, 2008).
The skills the National Research Council (1999) identified as critical are as
follows (Klopfer, 2008):
•

Engage in sustained reasoning

•

Manage complexity

•

Test a solution

•

Manage problems in faulty solutions

•

Organise and navigate information structures and evaluate information

•

Collaborate

•

Communicate to other audiences

•

Expect the unexpected

•

Anticipate changing technologies

•

Think about Information Technology abstractly
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It is our opinion that our SOSG Utilisation Framework focuses more on these

meta-competencies than endless drilldowns into minutiae. Therefore our
framework has a macro, rather than micro focus. Further drilldown into the microaspects of our research question may in future yield some interesting insights.
New technologies are also introduced at a rapid pace, such as augmented ·and
virtual reality products. Each of these may offer new opportunities and constraints
for utilisation as part of SOSG projects.
6.4.4 The value of existing competency frameworks
In general, a competency framework such as e-CF 2.0 is a reasonable fit for the

generic managerial competencies required to successfully utilise SOSG in
Leadership Development. It can therefore be postulated that the SFIA Foundation
(2012) and other fairly similar and generic frameworks will also be useful as basic
frameworks. It is primarily at the Design and Planning phases where more domain
specific skills, such as game design, are viewed as critical.
There is generally strong support for our newly suggested competencies. It was
also rather interesting that no significant competencies were suggested in openended questions added to the Delphi Round 2 questionnaire. This may suggest
that the core of the SOSG Utilisation Framework is viewed as reasonably robust
and may form a useful basis for further testing, validation and refmement.
In the PLANNING phase, the Service Level Management and Sustainable
Development competencies were seen to be viewed as less important by the

expert panel. It is interesting that, although most SOSG type projects are typically
outsourced by HR Departments, there does not seem to be a focus on quality
control aspects such as service level agreement (SLA) and sustainability processes
to ensure that maximum value is generated from these collaborations. This might
present a red flag to managers who intend to implement SOSG projects, as
sustainability should always be a core focus to ensure that SOSG projects are
implemented as long term solutions and not short term 'fads'. These are the
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competencies that might need to be developed more explicitly by both business
project owners and SOSG game designers.
In the ENABLING phase, the Purchasing, Channel Management, Sales

Management and Contract Management competencies were seen to be viewed
as less important by the expert panel. Again it is interesting that, although most
SOSG type projects are typically outsourced by HR Departments, there does not
seem to be a clear focus ori quality control aspects such as purchasing, channel
management and contract management processes to ensure that maximum value is
generated from these collaborations. It is unclear from the study whether this
effect is present only in SOSG projects, or whether it is a symptom of a challenge
present in all training outsourcing scenarios/relationships.
In the MANAGING phase, the Forecast Development competency was seen to

be viewed as less important by the expert panel. This is quite interesting as one
would have expected accurate forecasting of future required competencies to be a
critically important function of forward-looking executives. It may very well be
that executives also 'outsource' their forecasting and forward-looking thinking to
their consultants.
6.4.5 SOSG implementation is a multi-disciplinary process
It is quite clear that most IT and/or HR managers tasked with implementing
SOSG projects probably need to include a multi-disciplinary team, ideally
Leaming Designers, Game Designers and SME's. In order to attain and maintain
relevance, projects need to have a constructivist approach with inclusive iterative
design and rollout processes. Change management competencies are seen as very
important in ensuring stakeholder buy-in and engagement.
Organisations looking at implementing SOSG in Leadership Development need to
take heed of our findings that there are potentially significant differences between
LD and SG groups in their perceptions and priorities.
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6.4.6 Attitudes count
It is the opinion of the researcher that the attitudinal dimensions identified in the

process of constructing the SOSG Utilisation Framework, can be refined
significantly. It was constructed ]Jased on open question feedback received and
not correlated comprehensively with all existing literature relating to the robust
measurement -of Attitude as psychological construct.
It is doubtful whether 'ideal attitudes' are necessarily of significant practical value

in the context of a Competency Framework as these attitudes must often be
created by Project Managers rather than solely relying on and measuring preexisting conditions. Attitudinal measurement as early warning/project risk tool in
SOSG projects may however be a valuable tool and present opportunities for
further research.

6.4. 7 Comments on validity of research
Drawing on Cook and Campbell's categorisation (as cited in Decoster, 2001), four
types of validity are considered: construct validity, internal validity, statistical
conclusion validity, and external validity.
Construct validity refers to the extent to which the variables in the study
accurately and exclusively represent the corresponding theoretical constructs.
The variables (competencies) studied, have a complex set of potential
relationships with each other. It is our contention that these relationships show
convergent validity in that they are all related to the theoretical constructs of
SOSG and/or Leadership Development. The detailed analysis of these
interrelationships falls outside the scope of the study, but may offer interesting
future research opportunities.
According to Decoster (2001), internal validity concerns the plausibility of
alternative causal explanations for the results of a study.
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The direction of causality in the study has been clearly established. The utilisation
of open-ended questions in both phases of the Delphi process has attempted to
identify and isolate any potential outside confounding variables.
The use of question randomisation in the Delphi 2 questionnaire aims to control
potential order effects. The same recruitment process has also been used
consistently throughout both phases of the Delphi process.
Decoster (2001) identifies statistical conclusion validity as being present when
the reported relationships in a study are accurate. We are of the opinion that the
relatively small sample size may potentially impact statistical conclusion validity.
Although the data meet the assumptions of the statistical analyses utilised and
showed very strong effects, replication with a larger sample set may yield more
powerful results.
According to Decoster (2001), external validity concerns the ability to apply
inferences drawn from a study to other populations, environments and times.
It is our opinion that this study presents limited external validity as the size of the
expert panel group was relatively small. The group did however represent the
different typical role players in SOSG implementations reasonably well. The
strong and statistically significant support found for the original e-CF 2.0
competencies does suggest that the study's findings could potentially be
transferred to other reasonably similar competency frameworks.

6.5

Further research opportunities

It is our opinion that there is room for the SOSG Utilisation Framework to be
further refined as basis for the training of managers responsible for initiating and
executing SOSG projects. Managerial competencies can be added to Game
Design/Educational Design courses to develop more rounded SOSG professionals
who are better equipped to manage complete projects.
The SOSG Utilisation Framework can be investigated for adaptation to other
Game-based learning/Educational Gaming/Serious Gaming applications. The
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utilisation of game-based tools to teach SOSG competencies is an interesting and
unexplored area.
The fastchanging nature of the digimodem learner and the competencies ;required
of digimodem leaders are not static. For SOSG frameworks to remain relevant,
core characteristics would need to be analysed anew for each project.
Martens, _Diener and Malo (2008) highlight a critical issue in the link between
games and learning:
Not much research has taken place in the context of transfer and
transferability of knowledge between virtual worlds and the real world,
neither in computer game-based training nor in computer games. In
contrast to this, the examination of the transfer of know ledge is
essentially important to understand how modem media, computer games,
and new teaching and training scenarios affect the learning process.
In comment to Martens et al., it can be mentioned that their article analysed
transferability of learning, but in effect overemphasised virtual worlds and not the
typically better researched Serious Games applications, i.e. Virtual Leader™.
The challenge of assessment ofleaming and transferability in SOSG
implementation has not been explored in depth in this study. Linear assessment
methods are currently utilised in a digimodem, systemic chaotic world. This is
problematic as the measurement of competency attainment is a critical component
of any management process.
The efficacy of experiential learning in multicultural contexts has also not been
the focus of this study; further research would be required in order to make broad
assumptions (see for example Morse, 2001). Further multicultural validation
studies would be necessary. Validity is a basic tenet of effective utilisation.
The further extension of the SOSG Utilisation Framework can be investigated.
Extending the SOSG Utilisation Framework through, for example, the
application of the Concerns-Based Adoption Model (CBAM), developed by
Hall, Wallace and Dossett in 1973, to the broader SOSG adoption process may
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yield particularly interesting results. The CBAM can be described as a macro
level theory with the goal to study systemic changes in the educational settings by
examining social, political and interpersonal characteristics. (Njenga, 2011).
According to Njenga (2011), the CBAM has its tenets about change summarised
in the following five factors:
(1) Change is a process, not an event; (2) change is accomplished by
individuals; (3) change is a highly personal experience; (4) change
involves developmental growth in feelings and skills; and (5) change can
be facilitated by interventions directed toward the individuals,
innovations, and contexts involved (Anderson, 1997:333).
These five factors are used in the designing, testing, measuring and
conceptualising change in individuals using three diagnostic approaches:
Stages of Concern (SoC); Levels of Use (LoU); and Innovation
Configurations (IC).
It is the change management focus of this model that may have particular value in
SOSG applications. Another potentially interesting extension of the SOSG
framework may be presented by the extensive work done on Kolb' s model of
experiential learning. A tool such as the Kolb Leaming Style Inventory (KLSI)
may be investigated in order to develop adaptable SOSG solutions that are
optimised for different learning styles.
According to Lu and Clark (2007), the KLSI could identify the preference of
subjects for perceiving and processing information. Morse (2001) summarises
Kolb's model as follows:
... Kolb (1984) also argues that learning styles vary with the individual
based on a number of different factors: personality type, educational
specialisation, professional career, current job role and level of cultural
and social development. Further, this variation occurs based on relative
changes between these factors over time. A conclusion, therefore, is that
while each individual has a single dominant learning style, such styles
are adaptive, and are dependent on both individual (internal) and
environmental ( external) conditions. His argument is that continuing
experience(s) provide the dynamic which facilitates further, cumulative
learning.
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Another interesting research area that can greatly aid iterative development of
SOSG applications is integrated usability testing and usage of heuristics; see an
interesting perspective on this issue from Brennecke (2009). The controversial
issue of gaming addiction also needs to investigate in much more detail within
SOSG applications. For further information on this thought provoking issue see
Martinez (2009).

6.6

Chapter summary

Our panel of experts presented significant agreement with both existing e-CF 2.0
competencies as well as our newly suggested competencies. Significant agreement
was also exhibited for each of our suggested competency categories. Significant
differences between role-player groups (SG and LD) were identified and
discussed.
This suggests that the SOSG Utilisation Framework may potentially form a
robust basis for further refinement of the competencies required to successfully
utilise SOSG in Leadership Development applications.
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ANNEXURE A: DELPHI ROUND 1 OPEN-ENDED QUESTIONNAIRE
CONFIDENTIAL

Round 1: Delphi Expert Panel
Thank you very much for participating in our Research Project.
Please share your feedback by filling in the information below. (Expected time
commitment 30 minutes).
Kindly note that your Biographical, Educational and Experience information will only be
utilised for analysis purposes and that your information will REMAIN CONFIDENTIAL.

Definitions:
For the purposes of this study we define Social Online Simulation Games as follows:

Online Social Simulation Games is a game-based learning approach making
use of social networks to provide immersive and socially networked gameplay.
These games include actors, rules and resources as building blocks and these
socially networked gaming networks can range from a small group to millions
of interlinked and interdependent players.
CONFIDENTIAL INFORMATION

* First Name

* Last Name
* Organisational Affiliation/University

* E-mail address
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* How many years of experience do you have researching/implementing simulations in
organisations?

..:J
* How many years of experience do you have researching/implementing information technology
in the field of Leadership Development?

l

3

* How many years of experience do you have researching/implementing computer gaming as
learning tool?

* How many years of experience do you have researching/implementing Leadership Development
in organisations?

* How many years of experience do you have researching/implementing Serious Games and its
potential for utilisation in Leadership Development?
... 1
__,

* How can your current role be best described? ~
Practitioner
Researcher

r

Game Designer/Developer
Other

I

* Please indicate whether we may identify you as an Expert Panel member in an Annexure to our
study?

r
r

Yes

No

* Please indicate whether you would like to receive an electronic copy of the final research report
of our study?

r

Yes
No

Can you kindly upload a recent List of Publications or Short CV?
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RESEARCH QUESTIONS

* With regard to the utilisation of Social Online Simulation Games in Leadership Development,
please answer the following based on your expertise:
Required Kno"ledge ·
What reqwred
areas do you
consider
important in
PLANNING the
utilisation of
Social Online
Simulation
Gamesm
Leadership
Development
programs?

Rl•i.1uired Skills

Required Attitudes

l

LL

"j

_j-

What required

areas do you
consider
important in
BUILDING
Social Online
Simulation
Games in
Leadership
Development
programs?

What required
areas do you
consider
nnportant in the
RUNNJNGof
Social Online
Simulation
Games in
Leadersh.tp
Development

_J

_J

j

_,

I
...___,

'---'---

programs?

What required
areas do you
consider
important in the
ENABLING of
Social Online
Simulation
Games in
Leadersh.tp
Development
programs?

_,

1
_ : __I~
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Required Knm, ledge
What required
areas do you
consider
important in the
MANAGlNG
of Social Online
Simulation
Games in
Leadership
Development
programs?

Required Skills

_I

Required Attitudes

-

~lL.LJI
I

Comments and/or Questions

j

Thank you and Next Steps
Kindlv note that we will follow the following further procedures with this studv:

1. Your Round 1 Delphi responses will be collated with that of the other members of the
Expert Panel.
2. A suggested mapping of competencies required for utilisation of Social Online
Simulation Games will be refined based on this input.
3. About 30 days after Round 1, you can expect to hear from us via e-mail. You will then
be supplied with a web link for the second round Delphi panel.
4. This will be in the form of a suggested competency mapping, which you will be
required to evaluate by means of a 5-point Likert type rating.
(Expected time commitment: 30 minutes)
We would highly appreciate it if you can commit time to both rounds!
Kind regards
W outer Grove
University of the W estem Cape

* Indicates Response Required

CONFIDENTIAL
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'

ANNEXURE B: DELPHI ROUND 2 STRUCTURED QUESTIONNAIRE
CONFIDENTIAL

Round 2: Delphi Expert Panel
Thank you very much for participating in our Research Project.
Please share your feedback by filling in the information below. (Expected time
commitment 30 minutes).
Kindly not that your Biographical, Educational and Experience information will only be
utilised for analysis purposes and that your information will REMAIN CONFIDENTIAL.
CONFIDENTIAL INFORMATION

* First Name
* Last Name

* E-mail address

RESEARCH QUESTIONS
With regard to the utilisation of Social Online Simulation Games in Leadership
Development, please RATE the following based on your expertise:
Please indicate your AGREEMENT with the following statements.

A. Plan

* The following competencies are required to successfully PLAN the use of Social Online
Simulation Games in Leadership Development:
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Strong!,'
Agrct'

Al);ree Neutral

r

r

,_.

*A7. Technology Watching

r

r

~ .15. Subject Matter Expertise: Adult
Leaming Theory

r

r

r

r

r

*AS. Design Architecture

r

r

r

....

r

,-

r

r

r

r

I

*A8. Sustainable Development

*A. l. Information Systems and Business
Strategy Alignment

'
~

,...,

·,. ' .. 10. Serious Gaine Design

r

r

*A.4. Product or Project Planning

r

r

"- ··9. Instructional Design

r

I

*A.2. Service Level Management

r

r

r

r

r

r

r

r

r

r

. A. , ~-

Rapid Prototyping

*A3. Business Plan Development

5:!l_ . Assessment Design

*A.6. Application Design

r

___:. Subject Matter Expertise: Leadership
Development

r

r

I

rI

r

.....

.,,__, '.. Iterative Play Testing

Disagret' Strongly
·Disagree

,I

r
r

r
r

r

r

r

•

,.....
'

r

r
r

I

* Any other competencies CRITICAL to successful PLANNJNG of Social Online
Gaming projects in Leadership Development?
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· .·
,•

B. Build

* The following competencies are required to successfully BUILD Social Online
Simulation Games for use in Leadership Development programs:
·; _·. · . · . ';
1

.

·

•

·
·,

_

_ . Subject Matter Expertise:
Experiential Learning

. Strongly·
,\j::l'ec· ·
,

Agre~ . Neutral 'Disagree Strong!)
· · Disagree

.

.:·
,

r

r
,...

.7. Assessment Construction

j

r

r

r

r-

r

r

~

-

'

,-

*B.2. Systems Integration

.6. Curriculum and Content Construction

-

r

.. 3. Iterative Testing

_ .1. Game Design and Development

1 • I 1. Subject Matter Expertise:
Leadership Devel0prnent

.-

....

,-

,...

r

I

.-

r

I

.....

*B.5. Documentation Production

I

*B.4. Solution Deployment

* Any other competencies CRITICAL to successful BUILDING of Social Online Gaming
in Leadership Development?

C.Run

* The following competencies are required to successfully RUN Social Online Simulation
Games projects in Leadership Development:
: . ,-.r .. .o.

_. _. ·. .

t...

t.--;..-_ .. ~_..,_,,-•.•

~

· .·. ·.

• - " ' - ~ - - - - ' I i . • - , ; ; ; : -..

- . - ..

--- . .a_.._--:,_ .. ·;,-....,;..·..::a•

,,.-;,-:=:._-

•7

·Strongly Agree . Agree Neutral "Disagree ·: strongly.DisagreeJ

.. 6. Quality Control Skills
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Strong!) Agree Agree Neutral .Disagree Strougl) Disagree
*C.2. Change Support

r

_:::.s. Facilitation Skills

r

r

,-

'
r

'

r

*C. l. User Support

*C.3. Service Delivery

r

~ .6. Project Control Skills

r

*C.4. Problem Management

r

r
....

-

r

r

r

r

r

r

r

r

r-:

r

r

* Any other competencies CRITICAL to successful RUNNING of Social Online Gaming
projects in Leadership Development?

D. Enable

* The following competencies are required to successfully ENABLE the use of Social
Online Simulation Games in Leadership Development:
Strongly
Ag.rec

Agree Neutral Disai!r<.'c Strong!)
Disagree

*D.2. JCT Quality Strategy Development

r

r

r

*D.6. Channel Management

r

r

r

r

r

*D.9. Personnel Development

r

*D.10.Information and Knowledge
Management

r

*D.4. Purchasing

r

*D.3. Education and Training Provision

....

r
r

,...
•

r

r-

,-

....

r

r

r-

I
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1

S trong)~
Ag1·ee

Agree Neutral Disagree Strongly
Disagr·cc
,r

"'D.5. Sales Proposal Development

r

.-

r

*D.l. Information Security Strategy
Development

r

*D. 7. Sales Management

r

*D.8. Contract Management

r

r

r

I

* Any other competencies CRITICAL to successful ENABLING of Social Online
Gaming projects in Leadership Development?

E. Manage

* The following competencies are required to successfully MANAGE the use of Social
Online Simulation Games in Leadership Development:
.
:-·

. ·.
1,. _.,

·

·. ·

-

•

··

,

Strong!~
Aoree
,....

·.

Agree Neutral Disagree Strongly '.
·
·
·· Dis<>~0 ree •• ·

*E.8. Information Security Management

-

'

*E.l. Forecast Development

r

r

r

r-

r

f

,-

*E3. Risk Management

' .10. Continued Assessment of Validity

--

*E. 7. Business Change Management

- .10. Contmued Assessment of
Usefulness

r

I""

r

r

r

-

r

,...

'

,-

r

r

*E.2. Project and Portfolio Management
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:
.:.

Strong!)
Agrer

Agree Neutral Disagree Strongly
Disagree

r

*E.6. ICT Quality Management

r

r

r

*E.4. Relationship Management

r

r

r

r

r

r

r

r

r

r

r

r

r

r

. ·_'.. l 0. Continued Assessment of Strategic
Relevance

r

*E.5. Process Improvement

r

*E.9. IT Governance

* Any other competencies CRITICAL to successful MANAGTI'l[G of Social Online
Gaming projects in Leadership Development?

F. Attitudes

* Which of the following ATTITUDES are CRITICAL to successfully utilise Social
Online Simulation Games in Leadership Development?
Strong!) Agree Agree Neutral Disagree Strong!} Disagree

End-User Engagement

r

r

r

r

Creativity

r

r

r

r

Strategic Level buy-in

r

r

Facilitator Level buy-in

r

r

Resilience

r

Practitioner level buy-in

r

Optimistic Realism

r

r

r

r

r

r-·

,-·

r-

,-

r

r

-

r

r

--

r

l
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* Any other CRITICAL Attitudes?

Comments and/or Questions

-- i

Thank you and Next Steps
Kindly note that we will follow the following further procedures with this study:
1. Your Round 2 Delphi responses will be collated with that of the other members of the
expert panel.
2. A suggested mapping of eCompetencies required for utilisation of Social Online
Simulation Games will be refined based on this input.
3. You will be provided with a copy of the final research report as soon as it has been
authorised by the University.
Heartfelt thanks for your input and wise counsel!
Regards
Wouter Grove
University of the Western Cape

* Indicates Response Required
Subn:it

CONFIDENTIAL
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ANNEXURE D: DEPARTMENTAL LETTER ATTACHED TO INVITE
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ANNEXURE E: SELECTED ROUND 1 COMMENTS FROM PANELLISTS
PLANNING
Direct comments from panellists marked with 0
Alignment requires knowledge of, amongst others:
0
Education & Game Dynamics: Contexts for Sustainable Learning & Continuous
Assessment (value creation as opposed to performance metrics - please find also Serious
Games creating collaborative value at
http://futuremakingseriousgames.blogspot.com.br/2008/08/serious-games-embed-newmetrics.html)
0
Educational and Social Games Design & Development

0

0

Social Online Games Business Models

0

Educational & ICT Trends for Mutual Reinforcement Short, Medium and Long Term

Aligningthe end-purpose of the simulation games with "humanity's global sustainability
mandate" to its leaders - Read: The Social Contract with Business - beyond the quest for
global sustainability [ISBN: 978-i-4691-5616-3]

In order to successfully fund projects, Business Cases need to be developed. This calls for
"educational entrepreneurship" 0 •
Aspects such as the following need to be taken into account

0

:

Market size and projected growth
Competitive market analysis
Value Creation Channels (Developers, Publishers and Distributors)
Online Business Financials
The SOSG projects will typically have elements of both Product planning ("the game") and
Project planning ("the development and rollout process"). This calls for a wide variety of
expertise, ranging from 0 "understanding the educational needs of the target audience";
"understanding the culture and mind set and lifestyle of the target audience"; "curriculum
design"; "assessment model design" to "accreditation".
0

In terms of the design architecture, one must be very cognisant of the fact that technical design
and curriculum design are two separate processes. Despite the temptation of new and exciting
technologies, technical design must never drive curriculum design. The learning objectives
should remain in constant focus.
Design decisions should also be cognisant of local IT realities, for example a comment from a
South African participant: 0 "Know the IT and Internet connection speed requirements of the
potential program and whether RSA can supply on that demand".
Further aspects that need to be kept in mind include 0 "game platform performance" and "how
Social Online Game Platforms/Infrastructure work".
Business analysis skills are valuable in designing SOSG projects. A possible risk here is the fact
that many traditionally trained business analysts will not necessarily be experts in educational
settings, content development and curriculum desi!!l1.
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Constant monitoring of trends in hardware and software gaming technology is required to
ensure project investments are optimally leveraged. Project credibility with Users, Facilitators or
Project sponsors can also be neg_atively influenced iflatest technolo!!v trends are not leveraged.
Constant monitoring of trends in hardware and software gaming technology is required to
ensure project investments are optimally leveraged. Project credibility with Users, Facilitators or
Project sponsors can also be negatively influenced iflatest technology trends are not leveraged.
0

Understand exi sting LMS, Leadership simulations and programs.

0

Knowledge and Skills in:
Instructional design
Stratified systems theories - different work required at different levels
Key performance Areas
Key Performance Indicators
Learning styles
Scenario planning
Social networking, Social media
Collaborative learning
Game Design
Rationale behind game
Experiential theory
Information Management

0

"The Planning team should be knowledgeable in the following fields: Pedagogy (especially
Constructivist, Problem based Learning, Scenario Based Learning, Game Based Leaming),
Curriculum design, Assessment Model Design, Game Design, Management (especially change
management and project management), Social Media Design and Garnification, and of course
domain knowledge of Leadership Development. Other broad knowledge areas that can
positively influence the project are History, Political Science, Psychology, Sociology and
Economics. Business Awareness is key in sector specific projects".

0

Desensitization - ability to manage team dynamics and interactions effectively

0

Data gathering, and the analysis thereof. fund-raising ingenuity

"1) Due to its ground breaking characteristics, and targeting the marketplace at large, most
specialised, worldwide acknowledged skills for DIGITAL GAMES & EDUCATION
STRATEGY ALIGNMENT & DEVELOPMENT coupled with GAME PLATFORM
SERVICE LEVEL MANAGEMENT are reauired.
2) Lab approach as opposed to complete project deliverables: speed up prototype (max 1 month)
and release a number of beta versions at the very early development stages, transforming major
stakeholders into active contributors".
0

~Creative thinking, Creative reasoning, Change Management, Project Management
0

Proj ect Management IT skills Planning and Organising

0

Planning Analytical forward thinking Conceptualisation skills Leadership skills

0

"Instructional design (setting ofleaming objectives, user specification, formative evaluation)"
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0

"Game Design, System Design & Architecture, Human-Computer Interaction Design, Concept
Art, Rapid Prototyping, Team Work, Iterative play-testing"

0

"Application of relevant Leadership theories to different target populations and leadership
stratums", "ability to match simulations to situational requirements"

0

"Understanding of the need for iterative design and evaluation throughout"
"Major LD-SOG sponsors to embrace the game-based learning values: learn as you fail and a
mistake as breakthroughs for future epic wins. This also applies to game design &
development".
0
"Encourage creativity, Open to radical ideas, Willing to iterate"

0

0

Patience, Time management, Analytical, Objective

0

"0penness to change and a new style of thinking"

0

"Understanding of the importance of planning/designing for implementation and providing
necessary support"

0

"Know the game, know the material"

0

"Considerate of the concerns of practitioners and facilitators"

0

"Approachable"

0

"An attitude of 'help is defined by the recipient', and not to design such a system for one's own
intellectual indulgence"
0

Visionary

0

Positive thinking

~Futuristic
0

0pen minded

0

Resilience

0

Innovative

0

Sensitive to leadership

0

Affirmable

~Flexibility

BUILD
Design,
00 programming,
Graphic design,
Game design,
Curriculum design.
0

Standard Computer Game Development knowledge such as: Computer Science, Computer
Programming, System Architecture, Network Architecture, Project Management, Game
Design, Level Design, Computer Graphics, 3D Graphics, Music Composition, Sound
Design, Cloud Computing, Cross-platform compatibility, Database Design etc.
Story boarding
Web development
Organising skills
Knowledge of different Internet hosting options and finding a reliable host
Gaming development IT - social networks
Audio/visual
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IT knowledge
Must have used simulation exercises before (in-basket, role-play, etc.)
Teaching experience; Understand world-class practices and benchmarks
The spectrum of Leadership Development programs
Leadership theories and models
0

"Crealism", a term coined by myself that explains that magic combination of being creative,
yet realistic
"Standard Computer Game Development skills such as: Computer illustration, 3D Animation,
3D Modelling, Sprite Animation, Scrum Management, Agile development, Rapid prototyping,
iterative development, Debugging, Playability Testing, Software Testing, Server Hardening,
Team work, Computer programming, network programming, Game design, Level design,
Usability testing etc."
0

IT Skills
Project management skills
IT skills Writing simulation exercises Project management Rl/L2 brain dominance Idea
mapping Programming skills
Gaming development IT applications and interfaces Audio/visual Graphic design
Animation
. Being whole-brained. Communication skills
Great facilitation and bringing the game back to reality
- Understanding of learning styles and thinking styles
0

Story telling skills Creative Attention to details

Ability to sustain a high level of motivation and enthusiasm; Ability to handle criticism
constructively; Willingness to work as a cohesive team with a shared vision
0

0

Openness and learning agility

0

Those attitudes that resonate with servant-leadership

0

Willingne~s to play test often and iterate

Collaborative
Communication
Cause/Effect management
Detail oriented; creative problem-solver; reliable; organised
Flexible
Creativity Resilience
Creative
Energetic

RUNNING
Understanding of the games' design
Tech support
Programming
Domain knowledge of the specific field
Pedagogy (especially Constructivist, Problem based Learning, Scenario Based Learning,
Game Based Learning)
Agility to change the nature of the game as required
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IT systems
Leadership
Experience in teaching Leadership Development
Management of collaborative learning environments
The scholarships of teaching, integration and practice
Research correlations/comparison to improve validation
Social online systems
Knowledge management
Policy and procedures
Access control
Security (Firewall)
Internet platform management
Continual evaluation of simulation
Trouble shooting
Teaching in learner-centred environments
Multi-tasking
Programming
Online interpersonal and communication skills
Technical skills
People skills
Administrative Project management
Measure, analyse and improve
Time management
Facilitation Skills
0

Ability pose relevant questions that prompt participants to have deeper insight

Ability to facilitate: Group Discussion, Reflection,
Communication skills. IT skills.
Measurement Skills
Statistical research
Attention to detail
After Action Review
Evaluation skills
Monitoring skills
Controlling skills
Coach/mentor approach
0
Patience to let participants draw their own conclusions, Enthusiasm for the participants' sense
of discovery, Observant to the non-verbalised reactions to the game and subsequent
discussions.
Positive
Attentive,
Quality client service delivery.
Quick to respond, strong communicator
- flexibility
Attention to detail
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Diplomatic
Assertive
Change management
Adaptability
Resilience
Action-oriented

ENABLING
Information Security Strategy Development
0

The scholarship of teaching.
Marketing

0

Deep understanding and vision of organisational goals, Understanding of the rationale of
modem Pedagogy approaches especially game based learning.
Understanding of people and learning styles
ICT Quality Strategy Development
Systems knowledge (can't just plug things in),
Technology management
Programming
Knowledge of the capacity of the server (Clouding)
Personnel Development
How to build consensus,
How to build attitude and shared belief,
Social network management and communication,
Information and Knowledge Management
Social online systems
Gaming development
IT - social networks
Audio/visual
Leadership theories and models
Design
Network knowledge
Programming
Web development
Testing
Quality assurance
Programming
ICT Quality Strategy Development
IT skills Re-engineering skills Project management
Programming
Collaboration skills, problem-solving skills, technology implementation, communication
skills
Change orientation, Clear Communication, Competent Delegation, Proper budgeting
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- people dynamics
Facilitation Communication IT Social online network
Information and Knowledge Management
Time management. Communication skills. IT skills.
Required Attitudes
Continuous improvement orientation
System-wide commitment
0
Quality client service delivery. Building a new generation of leaders who can lead the turnaway from a world of destructive globalisation to a world of inclusive globalisation - where
systemic poverty has been eliminated, and where broad-based human security is high.

0
Enthusiastic and pervasive communication, Fast and active decision making, Willingness to
try alternative approaches.

Diligent Objective Honest
Process oriented

MANAGING
Systems knowledge,
#Learning community management,
#Adapting project & platform to remain relevant
#Adapting project & platform to extract most value
Technology management,
Social network management and communication
The scholarship of teaching.
The basic functions and skills of management.
Continuous improvement.
0

Cultivating a conscience-based ethic of responsibility to the future.

0

Understanding of the goals of the game system,

0

Understanding of the team dynamics,

0

Understanding the change dynamics

Constant research
Validation
Updating scenarios
0

Multiple scenarios measuring same competency

Management Knowledge and Information
Systems
Help desk
Check performance
Availability
Service Measurement
Time management.
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Technology implementation
IT skills
Persuasive Communication
Collaboration skills
problem-solving skills
Communication skills.
Trust:building ingenuity
Constant Goal Reinforcement
Resource tracking and management
Continuous improvement orientation, system-wide commitment
Nothingness
0
Quality client service delivery. 0 Building a new generation ofleaders who can lead the turnaway from a world of destructive globalisation to a world of inclusive globalisation - where
systemic poverty has been eliminated, and where broad-based human security is high.

Enthusiastic and pervasive communication, Fast and active decision making, Willingness to
try alternative approaches.
0

Diligent Objective Honest
Process oriented
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ENDNOTES
i

http://www.ted.com

ii

According to Allen (2006):

Corifucius encouraged leaders of his time to set the moral example and, during four dynasties,
Corifucian education touched not only the prestigious, but also "commoners". Further, the
principles of Taoism promoted the concept of "servant leadership" which places high value on
people feeling that they have accomplished a task themselves without the help of a leader. In 2
300 B.C., the Egyptians w~ote hieroglyphics for leadership, leader, and follower and taught
three attributes ofa Pharaoh. Later, Plato suggested the notion of the Philosopher King; a man
who endured years of education prior to taking his role as "leader. " The Greeks discussed
concepts and attributes such as justice and judgment, wisdom and counsel, shrewdness and
cunning, and valor and activism. In what may have been the first research on leadership,
Plutarch compared the leadership styles of 50 Roman and Greek leaders. In the Prince,
Machiavelli (1505) wrote, "There is nothing more difficult to take in hand, more perilous to
conduct, or more uncertain in its success, than to take the lead in the introduction ofa new order
of things" (chapter XIV, para. 1). Later, Napoleon listed what he felt were the 115 qualities ofa
military leader. However, after thousands of years of thinking about leadership and how to
develop leadership capacity, many questions remain.
iii

Kirby elaborates on digimodemism as follows (Kirby, 2006):

There is a generation gap here, roughly separating people born before and after 1980. Those
born later might see their peers as free, autonomous, inventive, expressive, dynamic, empowered,
independent, their voices unique, raised and heard: postmodernism and everything before it will
by contrast seem elitist, dull, a distant and droning monologue which oppresses and occludes
them. Those born before 1980 may see, not the people, but contemporary texts which are
alternately violent, pornographic, unreal, trite, vapid, confonnist, consumerist, meaningless and
brainless (see the drivel found, say, on some Wikipedia pages, or the lack of context on Ceefax).
To them what came before pseudo-modernism will increasingly seem a golden age of
intelligence, creativity, rebellion and authenticity. Hence the name 'pseudo-modernism ' also
connotes the tension between the sophistication of the technological means, and the vapidity or
ignorance of the content conveyed by it -a cultural moment summed up by the fatuity of the
mobile phone user's "I'm on the bus".
Whereas postmodernism called 'reality' into question, pseudo-modernism defines the real
implicitly as myself, now, 'interacting' with its texts. Thus, pseudo-modernism suggests that
whatever it does or makes is what is reality, and a pseudo-modern text may flourish the
apparently real in an uncomplicated fonn: the docu-soap with its hand-held cameras (which, by
displaying individuals aware of being regarded, give the viewer the illusion ofparticipation);
The Office and The Blair Witch Project, interactive pornography and reality TV; the essayistic
cinema ofMichael Moore or Morgan Spurlock.
Along with this new view of reality, it is clear that the dominant intellectual framework has
changed. While postmodernism 's cultural products have been consigned to the same historicised
status as modernism and romanticism, its intellectual tendencies (feminism, postcolonialism,
etc.) find themselves isolated in the new philosophical environment. The academy, perhaps
especially in Britain, is today so swamped by the assumptions and practices ofmarket economics
that it is deeply implausible for academics to tell their students they inhabit a postmodern world
where a multiplicity of ideologies, world-views and voices can be heard. Their every step
hounded by market economics, academics cannot preach multiplicity when their lives are
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dominated by what amounts in practice to consumer fanaticism. The world has narrowed
intellectually, not broadened, in the last ten years. Where Lyotard saw the eclipse of Grand
Narratives, pseudo-modernism sees the ideology of globalised market economics raised to the
level of the sole and over-powering regulator of all social activity-monopolistic, all-engulfing,
all-explaining, all-structuring, as every academic must disagreeably recognise. Pseudomodernism is of course consumerist and conformist, a matter of moving around the world as it
is given or sold.
Secondly, whereas postmodernism favoured the ironic, the knowing and the playful, with their
allusions to knowledge, history and ambivalence, pseudo-modernism's typical intellectual states
are ignorance, fanaticism and anxiety ...
iv

According to Abowd and Mynatt (2000) :

... we are just starting to understand the implications of continuous immersion in computation.
The future will hold much more than constant availability of tools to assist with traditional,
computer-based tasks.
Whether we wear computers on our body, or have them embedded in our environment, the ability
of computers to alter our perception of the physical world, to support constant connectivity to
distant people and places, to provide information at our fingertips, and to continuously partner
with us in our thoughts and actions offers much more than a new "killer app "-it offers the
possibility ofa killer existence.
v

Tyler-Smith (2006) cites the following studies relating this worrying phenomenon, which is also
currently being experience by MOOCs, the growing field of Massively Open Online Courses:

The issue of student retention and completion rates in distance education has been investigated
and vigorously argued over for at least the last seven decades (Berge & Huang, 2004). This
discussion has intensified since the introduction of e-Learning and its progression from the
periphery ofmainstream and earlier modes ofdistance education and training to a more central
role (Berge & Huang, 2004).
Some have reported attrition from e-Learning as high as 70-80% (Flood 2002, Forrester 2000,
in Dagger & Wade, 2004). Parker (1999) argues that "with the growth of distance education
has come the problem of exceedingly high attrition rates". Citing Carter (1996), she suggests
that e-Learning student attrition in some institutions exceeds 40%, while others, Franko/a
(2001), Dias (2002), put it at between 20-50%, and Carr (2000), estimates it to be 10%-20%
higher than for traditional on-campus education.
Questions about the validity of much of this reporting have been raised as it is argued that
statistics on retention and drop outs are, at best, fragmented, do not compare like with like, and
are either unreliable and/or misleading (Hall, 2001; Wang, Foucar-Ssocki, Griffin, O'Connor
& Sceiford, 2003). However, it is interesting to note that in traditional classroom-based
teaching, the overall dropout rates for undergraduates in US higher education is reported at
between 40 and 45%. This has been fairly consistent for most ofthe last century (Tinto, 1982, in
Berge & Huang, 2004).
vi

April, Katoma and Peters (2009) state, in short, that "leadership has been defined in various
ways with some scholars strongly suggesting that it is a calling or something driven by a trait,
which is expressed through personal values, integrity and certain qualities. Leadership in
virtual networks, however, is more of an earned recognition".

April, Katoma and Peters argue that leadership in these virtual networks is about characterbuilding.
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They approach their study by reviewing the literature around character-building, which they
then model as discretionary effort (DE), a construct of expectancy, instrumentality, valence and
self-affirmation, which explains the extra effort spent beyond the work-role requirement.
Additionally, they review the coaching literature, which, when applied to their DE model, provides
a path along which DE can be encouraged.
We have not explicitly attempted to link social online gaming to any of the coaching models, but
this may offer some interesting further research opportunities.
vii

Baartman (2008) (emphasis added) summarises the types of competence approaches as follows:
Competence-based education and the concept of competence in itself can be operationalised
in several different ways (Goncsi, 1994). First, a task-based or behaviourist approach arose in
the 1960s and 1970s as a result of developments in society and the labour market and various
publications on competence-based organisational training and teacher training in the US
(Biemans, Nieuwenhuis, Foell, Mulder & Wesselink, 2004). Task analysis approaches were used
for example in the US, England and Australia to breakjobs down into small behavioural subtasks
resulting in skill-based instruction and training (Achtenhagen & Grubb, 2001). This approach
was criticised for being reductionist in nature, for equating the task with the competence, for
ignoring the influence of contextual and group factors, and for considering the aggregation of
various atomised tasks to be sufficient to their integration-that is, that the whole was not greater
than the sum of its parts (Goncsi, 1994). The second approach views competences as general,
stable and context-independent attributes underlying effective performance (Eraut, 1994).
Problems with this approach are, for example, that it is questionable whether generic situation independent competences actually exist (Goncsi, 1994) and the fact that novice -expert research
has shown expertise to be highly domain-specific (e.g. Bereiter & Scardamalia, 1993; Greeno,
1989).
In response to the criticisms on the first two approaches, cu"ent operationalizations of
competence move towards a third, more integrated approach, which tries to combine the idea
of complex combinations of attributes (knowledge, skills, and attitudes) with the context in
which these attributes are employed (Goncsi, 1994). The integrated approach parallels socioconstructivist theories of learning (e.g. Birenbaum, 2003; Tynjii.lii., 1999), which emphasise the
idea of knowledge as something context-dependent, requiring meaningful learning activities
and application in a realistic context (Brown, Collins & Duguid, 1989). Not only is knowledge
itselfgaining in importance, but also how to cope with knowledge, how to transfer knowledge
and how to use knowledge. Competence, therefore, refers to the ability to integrate theoretical
and practical knowledge and the capacity to learn from practical experiences (Atkins, 1995).
viii Sterman (1991) points out the critical significance of the importance of a model's purpose
within the modelling process:

Fortunately, everyone is already familiar with models. People use models-mental modelsevery day. Our decisions and actions are based not on the real world, but on our mental images
ofthat world, of the relationships among its parts, and of the influence our actions have on it.
Mental models have some powe,ful advantages. A mental model is flexible; it can take into
account a wider range of information than just numerical data; it can be adapted to new
situations and be modified as new information becomes available. Mental models are the.filters
through which we interpret our experiences, evaluate plans, and choose among possible courses
ofaction. The great systems ofphilosophy, politics, and literature are, in a sense, mental models.
But mental models have their drawbacks also. They are not easily understood by others;
interpretations of them differ. The assumptions on which they are based are usually dif.ficul,t to
examine, so ambiguities and contradictions within them can go undetected, unchallenged, and
·
unresolved.
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That we have trouble grasping other peoples' mental models may seem natural. More swprising,
we are not very good at constructing and understanding our own mental models or using them
for decision making. Psychologists have shown that we can take only a few factors into account
in making decisions (Hogarth, 1980; Kahneman et al., 1982). In other words, the mental models
we use to make decisions are usually extremely simple.
Often these models are also flawed, since we frequently make errors in deducing the
consequences of the assumptions on which they are based.
Our failure to use rational mental models in our decision making has been well demonstrated
by research on the behavior of people in organisations (e.g. families, businesses, and the
government). This research shows that decisions are not made by rational consideration of
objectives, options, and consequences. Instead, they often are made by rote, using standard
operating procedures that evolve out of tradition and adjust only slowly to changing conditions
(Simon 1947, 1979). These procedures are determined by the role of the decision makers within
the organisation, the amount of time they have to make decisions and the information available
to them.
But the individual perspectives of the decision makers may be parochial, the time they have to
weigh alternatives insufficient, and the information available to them dated, biased, or
incomplete. Furthermore, their decisions can be strongly influenced by authority relations,
organisational context, peer pressure, cultural perspective, and selfish motives. Psychologists
and organisational observers have identified dozens of different biases that creep into human
decision making because of cognitive limitations and organisational pressures (Hogarth, 1980;
Kahneman et al., 1982). As a result, many decisions turn out to be incorrect; choosing the best
course of action is just too complicated and difficult a puzzle.
Hamlet exclaims (perhaps ironically) "What a piece of work is a man, how noble in reason, how
irifi.nite in faculties .. !" But it seems that we, like Hamlet himself, are simply not capable ofmaking
error-free decisions that are based on rational models and are uninfluenced by societal and
emotional pressures.

ix

x

IS: Information Systems
Mannheim's Paradox is explained as follows by Reed (2010):
For those invested in the unity of the human and natural sciences, and in the claims of both to
objectivity, this symmetry poses a problem because it upsets the comfortable relationship between
researcher as subject and nature as object. For those inclined to scepticism, this same symmetry
is the origin of what Clifford Geerts called "Mannheim's Paradox", namely,
the realisation (or perhaps it was only an admission) that socio-political thought does not
grow out of disembodied reflection but "is always bound up with the existing life situation
of the thinker" seemed to taint such thought with the vulgar struggle for advantage that it
had professed to rise above (Geerts 2000b:194).
This poses a "paradox" in social science because of the symmetry between the context of
investigation and the context of explanation.

xi

According to (Kesten, Scott & Armstrong, 2007), the Delphi procedure has been around since the
1950s.
To assess its use, we conducted a Google search for 'Delphi AND (predict OR forecast) '. This
yielded 805 unique sites out ofa total of1.4 million, showing that some people have paid attention.

Using the same keywords, we conducted searches in the Social Sciences Citation Index and the
Science Citation Index Expanded to assess what has been happening to researcher interest in
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Delphi over the years. We identified altogether 65 relevant items; 1 from the 1960s, 8 from the
1970s, 3 from the 1980s, 21 from the 1990s, and 32 so far this decade.
When we searched for 'Delphi forecast of' and 'Delphi forecasts of', we found 42 unique
applications ofthe Delphi technique. Most ofthem (43 percent) were business applications. These
included forecasts for:

•
•

•
•
•
•
•

The Argentine power sector
Broadband connections
Dry bulk shipping
Leisure pursuits in Singapore
Rubber processing
Irish specialty foods
Oil prices

Forecasts of technology were also popular (36 percent); these included forecasts about intelligent
vehicle-highway systems, industrial robots, intelligent Internet, and technology in education.
Finally, 21 percent ofapplications were concerned with broader social issues such as the 'urban
future ' ofNanaimo in British Columbia, and the future oflaw enforcement.
We also found about 1 000 unique items using a Google Scholar search for the 'Delphi method'
and either 'forecast OR predict OR estimate '.
This also suggests that Delphi is widely used.
xii

See: http://www.ludology.org

xiii

http://www.forecastingprinciples.com

xiv

http://www.formsite.com

xv

http://www.seriousgamesdirectory.com

xvi

http://www.linkedin.com
http://www.mendeley.com

xvii

xviii

xix

Competencies marked with * are existing European eCompetence Framework e-CF 2.0
competencies

Competencies marked with # are newly added competencies
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