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Abstract

The traditional education of engineers is dominated by technical issues and
partly business knowledge. Management skills are required but rarely
trained. On the one hand, there are many theories about leadership abilities,
teamwork, decision-making processes and intercultural co-operation, and
theoretical lectures are a common way to teach these theories and skills. But
the results are not satisfying. Regarding to the university education this leads
to the requirement to teach beside technical and methodological abilities as
well social competencies. But on the other hand, there are very few ideas of
teaching these abilities. However, the industry reflects an inability of the
students to carry out management skills. Therefore, the author offers
management courses within the engineering higher education, which are
exceptional in that offering the training of management skills by the
application of three different serious games. The first type of game deals with
leadership abilities and teamwork. The second game is a business game
training decision-making processes and consider downstream consequences.
The firstly trained skills should also be applied during this second game. The
third game deals with intercultural co-operation. They have to apply their
already trained management skills as well. The management courses are
compulsory and they are offered in bachelor and master degree courses for
mechanical and civil engineers. The following paper offers an overview on
these games and a comparison of the different tasks within the games related
to the trained skills. 
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