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Abstract:	 Today,	 innovation	 and	 entrepreneurship	 are	 key	words	 for	many	 universities,	 as	 it	 constitutes	 an	
important	part	of	most	universities’	public	and	scientific	outreach	task.	Universities	are	striving	to	increase	the	
number	 of	 innovations	 and	 entrepreneurs	 generated	 by	 the	 university.	 Teaching	 and	 learning	
entrepreneurship	is	therefore	of	importance	and	schools,	colleges	and	universities	can	play	an	important	role	
by	including	entrepreneurship	and	innovation	in	their	curricula	(Sidhu	et	al.,	2015a).		
	
Some	 of	 the	 most	 crucial	 elements	 of	 entrepreneurship	 at	 the	 level	 of	 individuals	 are	 attitudes,	 skills	 and	
actions	(Wennekers,	2005),	i.e.	the	entrepreneurial	mindset	of	the	individual.	This	is	an	element	that	is	seldom	
included	 in	 traditional	 classes	 at	 schools,	 colleges	 and	 universities.	 Creating	 entrepreneurial	 mindsets	 in	
students	also	calls	for	the	use	of	innovative	models	and	contents	in	teaching.		
	
As	part	of	the	Berkeley	Method	of	Entrepreneurship	(BMoE)	research	project,	the	entrepreneurial	mindset	has	
been	 studied	 and	 ten	 behaviors	 have	 been	 identified	 (Sidhu	 et	 al.,	 2015b).	 These	 are	 behaviors	 that	 are	
frequently	 found	with	 successful	 entrepreneurs	 in	 the	 highly	 innovative	 and	 entrepreneurial	 area	 of	 Silicon	
Valley,	California.	Another	part	of	 the	 same	 research	project	has	been	 to	 identify	and	design	various	games	
that	 can	be	used	with	 the	entrepreneurship	 students	and	 that	has	 the	 intension	 to	advance	 the	 individual’s	
entrepreneurial	mindset	(Sidhu	et	al.,	2015a).		
	
This	 paper	 describes	 two	 BMoE-games	 (Story-telling	 and	 Collaboration)	 and	 discusses	 experiences	 of	 using	
them	 for	 teaching	 and	 learning	 entrepreneurship	 in	 higher	 education.	 Reflections	 from	 both	 teachers	 and	
students	are	provided.	
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1. Introduction		
This	paper	presents	a	fresh	and	innovative	approach	of	how	behavioral	games	can	be	used	in	entrepreneurship	
education.	 As	 pointed	 out	 by	 Phan,	 Siegel	 &	 Wright	 (2009),	 more	 research	 concerning	 good	 way	 to	 train	
students	 in	entrepreneurship	 is	needed,	and	Verzat,	Byrne	&	Fayolle	 (2009)	state	that	research	 investigating	
suitable	pedagogical	methods	to	attain	requisite	skills	among	higher	education	students	 is	 lacking.	There	is	a	
notable	 lack	of	definitional	 consensus	 concerning	 the	use	of	 games	 in	education,	 and	 current	 research	with	
respect	to	the	use	of	games	has	remained	fragmented	and	underdeveloped.	Following	Verzat	et	al.	(2009)	we	
define	a	game	as	an	educational	device	with	discrete	objectives	with	respect	to	the	participants’	learning,	used	
in	the	context	of	known	boundaries.		
	
Currently,	 universities	 are	 expected	 to	 play	 a	 new	 role	 in	 society,	 in	 addition	 to	 research	 and	 teaching,	 by	
applying	 a	 ‘third	 mission’	 of	 economic	 development	 (Etzkowitz	 et	 al.,	 2000).	 This	 development	 has	 been	
apparent	 at	 many	 US	 universities	 for	 decades,	 and	 is	 currently	 accelerating	 also	 in	 Europe.	 According	 to	
Rasmussen	 &	 Sorheim	 (2006)	 universities	 can	 contribute	 to	 entrepreneurship	 both	 indirectly,	 through	
education	 of	 candidates,	 and	 directly	 by	 commercialization	 of	 research	 and	 by	 being	 the	 seedbed	 for	 new	
ventures.	The	flow	of	candidates,	or	future	innovators,	constitutes	a	great	potential	and	a	responsibility	for	the	
universities	 to	 address	 the	 need	 for	 a	 more	 entrepreneurial	 workforce	 in	 general,	 and	 for	 highly	 qualified	
competence	in	this	area.	
	
	



	
	

This	 paper	 starts	 with	 arguments	 why	 it	 is	 of	 importance	 for	 society	 to	 educate	 students	 who	 have	
entrepreneurial	knowledge	and	skills.	It	describes	current	trends	in	teaching	and	learning	as	well	as	the	special	
aspects	of	teaching	and	learning	entrepreneurship.	The	paper	further	contains	a	description	of	the	BMoE	and	
the	 hypotheses	 on	 which	 it	 is	 based.	 The	 paper	 presents	 a	 set	 of	 behavioral	 patterns	 that	 characterize	 an	
entrepreneur	and	 it	discusses	how	 these	 can	be	 invoked	by	 introducing	games	 in	 the	 teaching	and	 learning	
setting.	 The	 paper	 presents	 some	 ideas	 for	 further	 research	 related	 to	 entrepreneurship	 and	management	
education	in	general	and	to	the	BMoE	in	particular.	At	last,	the	conclusions	are	drawn.				
	

2. Need	for	entrepreneurial	mindset	in	education		
Having	entrepreneurial	knowledge	and	skills	as	well	as	entrepreneurial	mindset	are	often	seen	as	prerequisites	
to	creativity	and	innovation	and	as	enablers	of	entrepreneurial	actions	that	are	essential	 in	order	to	prepare	
students	 for	 a	 successful	 professional	 life	 (Täks,	 Tynjälä	 &	 Kukemelk,	 2015).	 While	 traditional	 educational	
practices	 have	 involved	 the	 transmission	 of	 prescribed	 knowledge,	 entrepreneurial	 learning	 has	 been	
described	as	being	something	about	unplanned	and	unpredictable	ideas,	the	creation	of	new	and	non-existing	
ideas.	 According	 to	 Pittaway	 and	 Cope	 (2007)	 entrepreneurial	 learning	 includes	 learning	 by	 coping,	
experimenting,	problem-solving,	and	learning	from	one’s	own	mistakes.	Entrepreneurial	learning	can	be	seen	
as	a	way	to	encourage	the	development	of	creativity	and	 innovation	together	with	the	 individual’s	ability	 to	
see	 new	opportunities.	 It	 is	 also	 about	making	 adequate	 business	 decisions	 and	making	 decisions	 based	on	
real-live	 situations	 and	problems.	As	well	 as	 requiring	 the	 ability	 to	 reflect	 on	one’s	 actions	 and	 learn	 from	
them.	It	has	been	stated	that	learning	entrepreneurial	skills	requires	combining	both	theoretical	and	practical	
pedagogies.	As	Gibb	(2005;	2008)	suggests	and	Täks	et	al.	(2015)	coincide	idea	of	developing	entrepreneurial	
competences	among	student	does	not	necessarily	mean	that	it	is	expected	them	to	become	entrepreneurs	but	
to	 show	alternatives	 for	 career	options	as	well	 as	preparing	 them	 for	working	 life.	Therefore	we	agree	with	
Täks	 et	 al.	 (2015)	 that	 entrepreneurship	 education	 is	 not	 only	 to	 be	 the	 engine	 of	 economic	 growth	 and	
wellbeing	 through	 the	 creation	 of	 jobs	 and	 new	 ventures,	 but	 also	 to	 develop	 individuals	 who	 understand	
entrepreneurial	processes	and	have	entrepreneurial	skills	and	ways	of	thinking.						
	
To	teach	and	educate	future	entrepreneurs	is	orthogonal	to	traditional	teaching	in	respect	to	how	teaching	is	
conducted.		An	instructor	that	wants	to	educate	innovators	should	e.g.	lead	from	the	side	as	opposed	to	lead	
from	 the	 top,	 should	 inspire	 as	 opposed	 to	 direct,	 should	 trust	 and	 delegate	 instead	 of	 check	 and	 control,	
should	treat	the	group	members	as	colleagues	and	not	as	a	subordinate	(Mery,	2014).	This	is	unconventional	in	
teaching	and	learning	situations	and	calls	for	a	different	mindset	of	the	instructor.	As	the	cases	in	Rasmussen	&	
Sorheim	 (2006)	 study	 show	 entrepreneurship	 education	 focuses	 less	 on	 teaching	 individuals	 in	 a	 classroom	
setting	and	more	on	learning-by-doing	activities	in	a	group	setting	and	a	network	context.		

3. Using	games	in	entrepreneurship	education	
Entrepreneurial	 mindset	 and	 a	 skill	 set	 include,	 for	 example,	 ability	 of	 identifying	 opportunities,	 creative	
problem	 solving,	 negotiating,	 thinking	 strategically,	 networking,	 managing	 business	 situations	 holistically,	
making	decisions	intuitively	in	the	face	of	uncertainty,	being	effective	on	a	personal	level	and	becoming	more	
resilient	 to	 failures	 (Täks	 et	 al.	 2015).	 Understandably	 providing	 students	 with	 these	 kinds	 of	 skills	 in	 a	
traditional	 learning	 environment	 might	 be	 difficult,	 often	 more	 student-centered,	 active	 environment	 is	
needed.	Using	games	in	management	education	was	originally	an	outgrowth	of	war	games,	where	the	military	
had	 extensively	 used	 simulations	 to	 mirror	 real-world	 combat	 situations.	 Today,	 the	 entrepreneurship	
discipline	 draws	 heavily	 on	 developing	 and	 using	 simulations	 and	 experiential	 exercises	 as	 an	 integral	
component	of	the	education	process	(Katz,	Gundry,	Low,	&	Starr,	1994).		
	
Verzat	 et	 al.	 (2009)	 state	 there	 is	 a	 notable	 lack	 of	 definitional	 consensus	 concerning	 the	 use	 of	 games	 in	
education,	 and	 current	 research	 with	 respect	 to	 the	 use	 of	 games	 has	 remained	 scant.	 A	 game	 may	 be	
described	as	an	“artificial	situation”	in	which	players	engage	in	an	artificial	conflict	against	one	another	or	all	
together	 against	 other	 forces.	 Game	 objectives	 may	 be	 concerned	 with	 winning	 or	 losing,	 about	 being	
victorious	against	others,	or	even	about	taking	revenge	on	adversaries.	Purpose	of	an	educational	game	is	to	
create	real-life	learning	environments	and	simulate	real-life	activities	where	unexpected	events	can	occur	and	
from	 which	 students	 can	 learn.	 Games	 are	 regulated	 by	 rules,	 which	 may	 take	 the	 form	 of	 procedures,	



	
	

controls,	 obstacles,	 or	 penalties.	 These	 rules	 structure	 the	 participants’	 actions	 in	 striving	 to	 reach	 an	
objective.		
	
Games	 are	 examples	 of	 active-learning	 techniques	 (Benek-Rivera	 &	 Mathews,	 2004).	 Games	 can	 create	
“imaginary	worlds	and	hypothetical	spaces	where	players	can	test	 ideas	and	experience	their	consequences”	
Squire	&	Jenkins,	2003,	8).	Their	value	lies	in	their	ability	to	promote	collaboration	and	peer	learning	(Ruben,	
1999).	 They	 are	 said	 to	 be	 particularly	 appropriate	 for	 today’s	 video-game	 generation,	 games	 add	 to	 class	
variety	and	are	a	creative	way	to	attract	and	hold	students’	attention	(Benek-Rivera	&	Mathews,	2004).	
	
In	 entrepreneurship	 teaching	 and	 learning	 situations,	 it	 is	 essential	 that	 the	 student	 is	 able	 to	 develop	 a	
relationship	to	the	subject	itself.	Games,	as	an	active	learning	technique,	constitute	a	suitable	vehicle	for	this.			
In	 recent	 years,	 the	 general	 discussions	 about	 teaching	 has	 shifted	 from	 “how	 to	 present	 and	 transfer	
knowledge	from	a	teacher	to	someone	else”	to	“how	information	and	knowledge	provided	is	perceived	by	the	
receiver”,	i.e.	from	a	teacher-student-transfer	focus	in	which	the	subject	is	only	the	transported	goods,	to	the	
student-subject-relation	 focus	 in	which	 the	 teacher	 is	 only	 the	medium	 used.	 The	 shift	 is	 illustrated	 in	 the	
didactic	triangle	in	Figure	1	(Johnsson	et	al.,	2014).	

 
Figure	 1.	 An	 interpretation	 of	 the	Didactic	 Triangle	 showing	 a	 shift	 from	 the	 teacher-student-transfer	 focus	
(left)	to	the	student-subject-relation	focus	(right).	

4. Berkeley	Method	of	Entrepreneurship		
At	 the	University	 of	 California	 Berkeley	 a	 new	method	 for	 teaching	 and	 learning	 entrepreneurship	 is	 under	
development	 (Sidhu	et	al.,	 2015b).	 The	pedagogy	 is	 focused	around	 learning	 rather	 than	 teaching	 (compare	
Figure	1)	and	the	students	are	pushed	to	proactively	develop	their	own	understanding	rather	than	waiting	for	
someone	to	teach	them	what	they	need	to	know.	The	students	are	trained	to	frame	problems	and	find	ways	to	
solve	them	and	then	reflect	on	what	they've	learned	from	the	process.	The	method	has	already	been	used	in	
practice	at	different	occasions;	boot	camps,	courses	for	undergraduate	and	graduate	students,	Global	Venture	
Lab,	 conferences	 for	 academia	 and	 industry,	 and	 research	 activities.	 The	 method	 under	 development	 is	
referred	to	as	the	Berkeley	Method	of	Entrepreneurship.	

The	 Berkeley	 Method	 of	 Entrepreneurship	 encompasses	 three	 main	 elements;	 networks,	 mindset,	 and	
frameworks.	Networks	and	frameworks	are	elements	found	in	many	entrepreneurial	courses	and	provide	the	
students	 with	 knowledge	 and	 facts	 associated	 to	 entrepreneurship	 whereas	 mindset	 is	 an	 element	 often	
missing	 in	 traditional	 courses.	Generally,	 the	mindset	 is	 a	way	of	 thinking	 that	 influences	 the	way	 someone	
sees	and	acts	upon	a	situation;	the	mindset	is	reflected	in	the	person’s	behavioral	patterns	(Dweck,	2006).	
The	Berkeley	Method	of	Entrepreneurship	is	based	on	the	hypothesis	that	the	mindset	of	an	entrepreneur	can	
be	characterized	by	a	distinct	set	of	behavioral	patterns,	and	that	an	inductive	game-based	teaching	approach	
is	a	successful	vehicle	for	introducing	and	re-enforcing	these.	In	the	game-based	teaching	approach,	students	
explore	 their	 current	 mindsets	 and	 can	 compare	 it	 with	 that	 of	 entrepreneurs.	 The	 Berkeley	 Method	 of	
Entrepreneurship	 further	 stresses	 the	 relationship	between	 the	student	and	 the	subject	 (compare	Figure	1),	
i.e.	how	information,	experiences	and	knowledge	provided	in	the	course	is	perceived	by	the	student.		
	

5. Ten	behaviors	of	entrepreneurs		
The	mindset	 of	 successful	 entrepreneurs	 has	 been	 studied	 and	 a	 proposal	 describing	 their	 most	 dominant	
characteristics	 is	 given	 through	 ten	 (10)	behavioral	 patterns.	 The	proposal	 is	 based	on	extensive	 interaction	
with	entrepreneurs	in	the	Silicon	Valley	area,	and	on	literature	reviews	e.g.	Rainforest	by	Hwang	and	Horowitt	
(2012).	 A	 distinct	 set	 of	 behavioral	 patterns	 is	 identified	 and	 listed	 in	 Table	 1,	 the	 list	 includes	 e.g.	
communication	and	 collaboration.	 The	 list	 of	 the	behavioral	 patterns	 is	 also	 given	 in	 Sidhu	et	 al.	 (2015b)	 in	



	
	

which	 a	more	 detailed	 explanation	 and	 references	 are	 also	 provided.	 It	 is	 important	 to	 note	 that	 this	 is	 an	
ongoing	 research,	which	 implies	 that	 the	 ten	 (10)	behavioral	patterns	 should	be	 interpreted	as	best	 current	
status.	It	cannot	be	excluded	that	more	patterns	will	be	added,	or	current	patterns	modified	and/or	removed.	
The	 ten	 behavioral	 patterns	 describe	 the	 typical	 mindset	 of	 successful	 entrepreneurs.	 If	 everyone	 in	 a	
community	acts	like	this,	there	will	be	a	vibrant	entrepreneurial	culture.	
	
	

Nb	 Behavior	

1	 Pay	It	Forward	

“Agree	that	you	will	get	help	from	others,	and	pay	it	forward.”	

2	 Story	Telling	

“Realize	 a	 something	 new	 by	 induction,	 and	 then	 learn	 to	 communicate	 the	 story	 with	 a	 new	
language.”	

3	 Friend	or	Foe	

“If	you	can’t	tell:	Learn	to	trust	others	without	expecting	anything	in	return.”	

4	 Seek	Fairness	

“Make	deals	that	seek	fairness	(in	positive	sum	transactions),	not	advantage	(in	zero	sum	transactions.”	

5	 Plan	to	Fail	

“It	 is	necessary	to	be	Wrong	sometimes.	Plan	to	Experiment.	 	Plan	to	Fail.	 	 (Fail	Fast)	 	Analyze,	Adapt	
and	repeat.	The	smarter	you	think	you	are,	the	harder	this	is	going	to	be.”	

6	 Diversify	

“Diversify	your	networks.	 	Connect	 to	people	you	would	not	normally,	 then	go	and	 listen.	 	Open	Up.		
And	connect	them	to	others.”	

7	 Role	Model		

“Be	a	role	model	for	other	entrepreneurs	and	innovators.”	

8	 Believe	

“Believe	that	you	can	change	the	world.”	

9	 Good	Enough	

“Perfection	is	no	good	but	good	enough	is	perfect.”		

10		 Collaboration		

“Individual	vs	team	and	competitors	vs	partners”	

	
Table	1.	Ten	(10)	behavioral	patterns	characterizing	an	entrepreneur.	
	
Two	of	the	ten	behaviors	are	explained	below:		
	
STORY	TELLING	
“Realize	a	something	new	by	induction,	and	then	learn	to	communicate	the	story	with	a	new	language”	
This	behavioral	pattern	refers	to	Christensen’s	influential	work	on	the	innovator’s	dilemma	(Christensen,	1997)	
and	Moore’s	work	on	 crossing	 the	 chasm	 (Moore,	2006).	 Especially	 in	high-tech	markets,	 an	entrepreneur’s	



	
	

product	 idea	or	 business	model	 can	be	 radically	 new,	 or	 disruptive,	 it	 can	be	 a	 “new	 to	 the	world”	 type	of	
innovation.	 Often	 even	 the	 terminology	 used	 to	 describe	 the	 concept	 might	 be	 missing.	 Exploring	 a	 new,	
possibly	disruptive,	market	thus	requires	major	changes	in	patterns	of	behavior	related	to	how	entrepreneurs	
communicate.	 The	entrepreneurs	need	 to	 learn	how	 to	 “cross	 the	 communication	 chasm”	 so	 that	potential	
investors,	and	later	on	customers,	understand	the	added	value	in	the	new	offering.	The	entrepreneurs	need	to	
learn	to	communicate	their	story	with	a	new	language;	they	need	to	be	storytellers	and	to	do	story	telling.			
	
To	 be	 able	 to	 adopt	 new	 innovations,	 consumers	 need	 to	 be	 aware	 of	 an	 innovation	 and	 understand	 the	
additional	 value	 provided	 by	 the	 innovation	 (Rogers,	 1996).	 Narrative,	 or	 story	 telling,	 is	 central	 tool	 in	
addressing	many	 of	 today's	 key	 leadership	 challenges,	 for	 example,	 articulating	 the	 risks	 and	 opportunities	
identified	 by	 strategic	 management	 tools	 like	 strategic	 plans,	 scenario	 analysis,	 and	 dilemma	 resolution	
(Denning,	 2006).	 Story	 telling	 can	 be	 one	 way	 to	 overcome	 the	 communication	 chasm.	It	 can	 be	 used	
effectively	 for	 several	 purposes	 of	 communication;	 sparking	 action,	 transmitting	 values,	 explore	 alternative	
future	scenarios	or	sharing	knowledge.	
	
COLLABORATION	
“Individual	vs	team	and	competitors	vs	partners”	
Collaboration	 can	 be	 performed	 in	 different	 flavors;	 there	 can	 be	 collaborations	 between	 individuals,	 who	
build	 the	 teams	 in	 businesses.	 Financial	 and	 human	 resources	 often	 seem	 to	 be	 the	 most	 critical	 for	 a	
successful	launch	of	the	venture	and	these	resources	tend	to	be	closely	interrelated.	When	new	ventures	apply	
for	early	stage	venture	capital	funds,	the	question	of	a	well-balanced	team	with	sufficient	business	experience	
is	often	raised	by	the	potential	 investors	 to	evaluate	a	project	 (Vanaelst,	Clarysse,	Wright,	Lockett,	Moray	&	
S'Jegers,	2006).	
	
And	there	can	be	collaborations	between	competing	companies,	so	called	co-opetition	which	 is	defined	as	a	
strategy	 embodying	 simultaneous	 cooperation	 and	 competition	 between	 firms	 (Gnyawali,	 He	&	Madhavan,	
2006).	Collaboration	 in	business	 today	 is	more	of	a	 survival	 trait	 than	a	buzzword.	Because	competing	 firms	
possess	relevant	resources	and	face	similar	pressures,	collaboration	with	competitors	enables	firms	to	acquire	
and	create	new	technological	knowledge	and	use	the	knowledge	 in	pursuit	of	 innovations	(Gnyawali	&	Park,	
2011).	 Increased	 popularity	 of	 co-opetition	 is	 evident	 by	 the	 fact	 that	 over	 50%	 of	 collaborative	 relations	
(strategic	 alliances)	 are	 between	 firms	within	 the	 same	 industry,	 that	 is,	 among	 competitors	 (Harbison	 and	
Pekar,	 1998).	 Recently,	 scholars	 have	 suggested	 that	 especially	 small	 businesses	 in	 an	 industry	 need	 to	
collaborate	with	competitors	so	that	they	can	create	economies	of	scale,	mitigate	risk,	and	leverage	resources	
together	(Morris,	Kocak	&	Özer	2007).	
	

6. BMoE	Games		
The	Berkeley	Method	of	Entrepreneurship	 includes	behavioral	 training	as	well	as	reflections	on	mindset.	For	
this,	an	inductive	game-based	teaching	approach	is	used.	Various	games,	referred	to	as	the	Berkeley	Method	
of	 Entrepreneurship	 Games,	 have	 been	 developed.	 A	 game	 can	 be	 defined	 as	 a	 structured	 playing,	 usually	
undertaken	 for	 enjoyment	 and	 sometimes	 used	 as	 an	 educational	 tool.	Or	 a	 game	may	 be	 described	 as	 an	
“artificial	situation”	in	which	players	engage	in	an	artificial	conflict	against	one	another	or	all	together	against	
other	 forces.	Games	are	 regulated	by	 rules,	which	may	 take	 the	 form	of	procedures,	 controls,	 obstacles,	 or	
penalties	 (Verzat	et	al.,2009).	Furthermore,	 four	key	components	of	games	are:	goals,	 rules,	challenges,	and	
interaction.	For	the	Berkeley	Method	of	Entrepreneurship	games	this	implies:	
- Goals:	a	preset	objective,	aligned	with	the	teaching	objective,	
- Rules:	limitations	on	how	to	achieve	the	goals,	
- Challenge:	possibly	competition,	use	of	skills,	etc.	to	reinforce	behavior,	
- Interaction:	a	setting	for	players	to	interact	and	communicate	and	even	enjoy	the	process.	

	
The	idea	is	to	let	the	games	invoke	a	certain	behavior	or	mindset	of	the	student,	e.g.	Story	Telling	(behavior-2)	
or	Collaboration	 (behavior-10).	After	 the	game,	 the	 students	 should	 reflect	about	his/her	own	behavior	and	
compare	it	with	that	of	successful	entrepreneurs.	The	result	of	the	reflection	can	be	either	an	ignition	for	the	
student	 (confirming	 that	 he/she	 wants	 to	 become	 an	 entrepreneur),	 an	 extinguisher	 (confirming	 that	 the	
student	does	not	want	to	be	an	entrepreneur)	or	a	wake-up	call	(ok,	I	need	to	learn	more	about	this	mindset).	



	
	

6.1 Story	Telling	Game		

Out	first	example	relates	to	the	BMoE	behavior-2	“Story	telling”	and	it	been	used	in	an	educational	activity	in	
the	Technology	Management	program	at	Lund	University,	Sweden.	In	the	storytelling	game,	the	students	will	
be	exposed	to	a	game	in	which	their	communication	attitudes	will	come	to	play.	After	the	game,	it	is	important	
to	have	post-mortem	discussions	in	which	the	outcome	of	the	game	can	be	discussed	and	lessons	learnt.		
	
In	the	storytelling	game	the	students	are	paired	in	groups	of	two.	They	are	asked	to	sit	with	their	backs	against	
each	other,	i.e.	their	heads	facing	in	two	directions.	Person-A	will	thereby	be	able	to	see	the	figure	shown	on	
the	 screen,	 whereas	 Person-B	 will	 not	 be	 able	 to	 see	 the	 figure.	 Person-B	 is	 given	 paper	 and	 pencils.	 The	
instructor	give	 the	 students	about	5	minutes	 to	work,	during	 this	 time	 the	 figure	 that	Person-A	 sees	on	 the	
screen	 should	 be	 transferred	 to	 the	 paper	 that	 Person-B	 has.	 Person-B	 is	 not	 allowed	 to	 turn	 his/her	 head	
around,	i.e.	the	only	way	to	transfer	the	figure	is	by	communication	between	the	two	students.		
	
	

			 	 		 	
	
	Figure2.	The	right	car	was	used	as	the	instruction-figure.	The	left	car	is	the	outcome	from	one	of	the	groups	
participating	in	the	storytelling	game.		
	
After	the	game	is	over,	the	students	are	asked	to	have	a	look	at	the	figure	that	has	been	drawn	and	to	discuss	
it.	It	is	imperative	that	the	instructor	also	let	the	student	reflect	around	and	speak	about	the	entrepreneurship-
analogy	of	the	game.	An	entrepreneur	(represented	by	Person-A)	often	has	an	idea	in	his/her	head,	the	role	of	
the	 entrepreneur	 is	 to	make	 sure	 that	 the	 idea	 is	 understood	 by	 the	 other	 team	members	 or	 to	 potential	
customers	(represented	by	person-B).	Making	sure	that	two	persons	understands	an	idea	in	the	same	way	is	
not	 easy	 and	 requires	 effort	 from	 both	 parties.	 The	 entrepreneur	 should	 explain	 the	 idea	 but,	 equally	
important	is	that	he/she	listens	to	the	questions	that	are	asked.	By	listening	to	the	questions,	the	entrepreneur	
can	 get	 an	 understanding	 of	 where	 misunderstandings	 are.	 The	 team-member	 should	 listen	 but	 also	 ask	
questions	and	state	confirmation	phrases.	The	act	of	transferring	a	figure/idea	from	one	person	to	another	is	
an	 act	 of	 team-work.	 	 Very	 often,	 the	 act	 of	 listening	 to	 questions	 or	 stating	 confirmation	 phrases	 are	 not	
considered,	so	when	the	game	 is	executed,	there	 is	often	an	active	speaker	and	a	passive	 listener.	After	the	
post-mortem	 discussions,	 the	 students	 state	 that	 they	 have	 a	 better	 understanding	 for	 the	 importance	 of	
story-telling.	

6.2 Collaboration	Game		

The	 BMoE	 behavior-10	 “Collaboration”	 emphasizes	 the	 importance	 of	 cooperation,	 fun,	 sharing,	 caring	 and	
over-all	 group	 success	 in	 contrast	 to	 domination,	 egoistic	 behavior	 and	 personal	 gain.	Much	 of	 the	work	 in	
today’s	organizations	is	completed	through	teamwork.	A	game	invoking	this	behavior	was	used	in	a	marketing	
course	in	the	Technology	Business	program	at	University	of	Jyvaskyla,	Finland	(Hytonen	and	Makinen,	2011).	
Students	were	given	a	problem	to	solve	related	to	marketing	communications	of	a	local	high	technology	SME.	
The	students	teams	competed	against	each	other	and	in	the	end	best	solution	would	win.	Thus,	the	students	
were	 assigned	 real-life	 practical	 problem,	 and	 they	 needed	 to	 use	 theoretical	 knowledge	 for	 solving	 the	
problem.	We	called	this	“live	cases	pedagogy”.				
	
The	 collaboration	 between	 students	 and	 the	 firm	 was	 initiated	 by	 a	 faculty	 member	 but	 after	 the	 first	
introduction	students	were	on	their	own	to	build	a	relationship	to	the	firm	representatives.	Students	first	task	
was	to	negotiate	the	team	building,	how	to	select	members	to	a	team.	Ideally	teams	should	have	been	truly	
multidisciplinary,	so	that	the	members	bring	to	a	team	a	wide	variety	of	experiences	and	expertise.	Next	step	
was	to	identify	further	and	narrow	down	what	was	the	exact	problem	with	the	marketing	communication	of	



	
	

the	firm.	Altogether	5	teams	each	having	4-5	students	team	continued	to	work	for	three	weeks	and	in	a	final	
seminar	 presented	 their	 solutions	 to	 the	 panel	 of	 judges	 consisting	 of	 the	 founder/CEO	 and	 marketing	
manager	 of	 the	 firm	 and	 faculty	members.	 The	 first	 prize	was	 actually	 given	 to	 two	 teams	which	 had	 also	
collaborated	between	 themselves,	 co-opetited,	e.g.	 they	had	shared	 their	memos	 from	 initial	meetings	with	
the	CEO	which	made	 them	able	 to	 identify	 the	problem	 faster,	and	 then	proceed	 to	analyze	 the	alternative	
courses	of	actions,	formulate	strategy	and	implement.	
	
6.3.	Scavenger	Game		
	
A	multi-behavior	game	“Scavenger	game”:	The	Scavenger	game	has	been	used	in	educational	activities	given	
by	the	University	of	California	Berkeley	(Sidhu	et	al.,	2014).	 In	this	game,	each	team	had	5	members,	two	of	
them	were	placed	in	a	control	room	and	3	of	them	were	part	of	the	field-group.	The	field-group	and	group	in	
the	control	room	could	only	communicate	via	voice	using	a	simple	phone	(no	sms,	texts,	emails,	videos	etc).	
The	group	in	the	control	room	had	no	access	to	internet.	A	five-liner	instruction	was	given	to	the	group	in	the	
control	room,	these	instructions	had	to	be	communicated	to	the	field	team	whose	task	was	to	find	a	location	
and	take	a	picture	of	it.	The	field	group	that	provided	the	group	in	the	control	room	with	a	correct	picture	first,	
was	the	winning	team.	The	task	seems	easy,	if	it	was	not	for	the	fact	that	the	5	lines	of	instructions	were	given	
in	 a	 different	 language	 (e.g.	 Chinese,	 Russian,	 illustrations,	 Korean	 and	 Finnish).	 In	 this	 game	 an	 important	
behavior	for	the	group	in	the	control	room	was	to	be	a	Story	Teller	(able	to	communicate	the	shapes	of	the	
letters	 in	 the	 instructions),	 and	 for	 the	 field	 group	 to	 be	 able	 to	 demonstrate	 Collaboration	 skills,	 e.g.	 each	
student	working	on	the	translation	of	one	instruction.	Furthermore,	the	teams	had	to	appreciate	Diversity	in	
the	people	they	encounter	in	order	to	have	someone	to	help	them	with	translation.	As	soon	as	they	thought	
they	knew	a	location	that	fulfills	the	instructions,	they	should	go	there	and	take	a	picture	of	it,	a	picture	that	is	
Good	Enough	to	represent	the	location.	After	completing	the	game,	the	students	were	asked	to	reflect	about	
their	own	contributions,	what	behavior	they	felt	comfortable	with,	and	which	they	needed	to	practice	more.	
The	students	also	reflected	about	the	strategies	used	by	the	different	teams	and	their	respective	advantages	
and	disadvantages.	

7. Conclusion		
	
The	 BMoE	 has	 already	 been	 used	 in	 engineering	 entrepreneurship	 education	 at	 Sutardja	 Center	 for	
Entrepreneurship	and	Technology,	UC	Berkeley,	US.	The	first	feedback	received	from	students,	instructors	and	
visiting	 scholars	 is	positive.	 Like	Verzat	et	al.	 (2009)	we	believe	 that	 the	positive	 reactions	 to	 the	game	also	
relate	 to	 its	novelty	as	a	pedagogical	device.	 Its	break	 from	previous	 learning	experiences	contributed	 to	 its	
success	 and	 appeal.	 The	 pedagogy	 of	 BMoE	 is	 inductive	 in	 its	 nature	 and	 thereby	 focused	 around	 learning	
rather	than	teaching.	The	students	were	pushed	to	proactively	develop	their	own	understanding	rather	than	
waiting	 for	someone	to	 teach	 them	what	 they	need	to	know.	The	students	were	 trained	to	 frame	problems	
and	find	ways	to	solve	them	and	then	reflect	on	what	they've	learned	from	the	process,	e.g.	the	outcome	of	a	
game.	
	
The	Berkeley	Method	of	Entrepreneurship	 is	a	holistic	and	student-centered	teaching	and	 learning	approach	
that	 is	 hypothesized	 to	 enable	 students	 to	 be	more	 entrepreneurial.	 It	 encompasses	 three	main	 elements;	
Infrastructure,	Mindset	 and	 Tactics.	Most	 entrepreneurial	 curricula	 include	 the	 two	 traditional	 elements	 of	
Infrastructure	and	Tactics,	however,	only	few	curricula	explicitly	include	the	Mindset	perspective.	The	BMoE	is	
based	on	the	hypothesis	that	the	mindset	of	successful	entrepreneurs	can	be	characterized	by	a	distinct	set	of	
behavioral	patterns	and	that	an	inductive	game-based	teaching	approach	is	the	best	vehicle	to	introduce	and	
re-enforce	 those	 to	 students.	 A	 list	 of	 ten	 (10)	 behavioral	 patterns	 that	 captures	 the	mindset	 of	 successful	
entrepreneurs	 is	presented	and	a	game-based	 teaching	approach	 is	used	 to	 let	 the	students	explore	his/her	
current	mindset	and	compare	it	with	that	of	entrepreneurs.	
	
Our	first	implication	is	that	games	are	not	solution	to	all	challenges	related	to	the	entrepreneurship	education	
but	we	 think	 that	 game-like	 activities	 could	 be	 used	 as	 a	means	 to	 overcome	 other	 obstacles	 blocking	 the	
emergence	of	entrepreneurial	behaviors	and	skills.	They	can	be	one	method	that	can	be	used	in	combination	
with	other	pedagogical	devices.			
	
	



	
	

	
While	we	highlight	 the	positive	aspects	of	using	games	as	a	pedagogical	 tool	 in	entrepreneurship	education,	
we	 view	 the	 above	 study	 as	 a	 preliminary	 research	 step.	 	 Therefore,	 as	 a	 next	 step	 of	 the	 BMoE	 research	
project	an	empirical	study	amongst	a	group	of	international	students	participating	in	a	global	entrepreneurial	
bootcamp	 is	 planned	 to	 take	 place	 in	 the	 fall	 2016	 to	 further	 investigate	 and	 validate	 the	 underlying	
hypotheses.	Current	research	therefore	aims	at;	confirming	or	rejecting	each	of	the	set	of	behavioral	patterns,	
tuning	existing	games	and/or	finding	additional	games	that	reinforce	the	behavioral	patterns,	and	finding	ways	
of	how	to	measure	the	success	of	using	the	game-based	teaching	approach	in	entrepreneurial	curricula.		
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