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Session background


With this session we want to share methods in training for innovation designed 
by GAMIFY EU Knowledge Alliance.  


Session objective
We invited GAMIFY Research Group to demonstrate techniques that can help 
organisations train for innovation using games. 


ISPIM Special Interest Group: Teaching and Coaching Innovation


Gamified ideation on organizational ambidexterity


GAMIFY Session Team


INNOVATION GAMES: Part I


organised in 
cooperation 


with
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Germany
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ay be m
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the inform


ation contained therein.


https://www.gamify.site


Session content
This session centers on the current 


understandings of organizational 
ambidexterity and how to create strong 


flows – resources, competencies, 
processes, tasks, managing – between 


existing business branches and new ones.
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Denmark
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Spain


GAMIFY Partners


By the end of the 
session facilitators will 


also be sharing how 
such insights can be 


used to conceptualize 
training game formats. 
All will be shared with 


participants afterwards 
in a compiled pdf with 
images and short text.


In the session we explore 
through a classic ideation 
technique Lotus 
blossom combined with game 
techniques the core problems 
and challenges, the different 
approaches currently in play, 
and how to move forward for 
stronger systematic flows. 








Session background


With this session we want to share methods in training for innovation designed 
by GAMIFY EU Knowledge Alliance.  


Session objective
We invited GAMIFY Research Group to demonstrate techniques that can help 
organisations train for innovation using games. 
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Session content
This session centers on the 


diverse use of Gates, 
Gatekeepers & Keys in 


innovation processes. It 
builds on work done with 


Danske Bank and Kamstrup
in the GAMIFY Project. 
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Through quick processes we 
will map how this is currently 


understood and role-play a 
few scenarios. All will be 
shared with participants 


afterwards in a compiled pdf
with images and short text.


We engage participants in this 
gamified/role-playing session 
and use metaphorical play to 
connect their understanding of 
Gates (when and where), 
Gatekeepers (who), and Keys 
(what gets through and why) in 
innovation processes.





