
 

 

 

 

They advised that we 
recruit more member of 
our Enduser Advisory 
Board from international 
organizations, NGOs, and 
local actors. We are in 
the process of doing that.  
The Review was an op-
portunity to bring the 
Consortium together, to 
realize just how much 
we have accomplished so 
far, and to put us all on 
the same page about the 
phase of the project we 
are in now. Development 
of the game and concur-
rent evaluation of the 
process and content is 
underway. Watch this 
space!! 

Professor Anne Holohan, 

Principal Investigator 

and Coordinator, Trinity 

College Dublin 

 

constructive advice which 
we have since acted upon. 
They advised that we in-
volved the Advisory 
Boards (Expert, End-
Users) more, and we now 
have bi-weekly focus 
groups on skype with 
several members of the 
Advisory Boards on key 
decision-points in devel-
oping the game and cor-
relating assessment. The 
Reviewers advised that 
we beef up the perspec-
tive of the civilian actors 
in CPPB missions, includ-
ing local actors. We are 
currently conducting ad-
ditional interviews with 
civilian actors to be com-
pleted before Christmas 
so they can feed into the 
development process, 3 
done, and in the process 
of organizing 3 more. 
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On October 26th, the 
Consortium hosted 
the reviewers and the 
European Commis-
sion project officer.  
Each Work Package 
leader made a poster 
to visually demon-
strate the work ac-
complished, and to 
show how each part 
of the project con-
nected to the other 
parts. The Consortium 
presented the work 
done so far chrono-
logically and themati-
cally through a series 
of power point 
presentations and 
discussions. The re-
viewers gave a 
‘Positive’ assessment 
of the work done so 
far. During the discus-
sion, they proffered 

GAP Consortium presenting the project to the evaluators 

“The Review 
was an oppor-
tunity to bring 
the Consortium 
together to re-
alize just how 
much we have 
accomplished 
so far...” 
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”..standards, 
methods and 
effectiveness of 
training 
approaches 
vary 
considerably 
across the 
geographic 
divide…” 
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WP2 conducted a review and 
analysis of worldwide ap-
proaches to CPPB looking at 
three distinct areas:  training 
of personnel, soft skills in 
peacekeeping and current 
approaches to serious games 
in the crisis management 
environment. The review 
concentrated on CPPB in 
terms of EU training ap-
proaches, the UN context and 
approach to crisis manage-
ment and training, the multi-
tude of peacekeeping courses 
currently offered, along with 
assessing the approaches to 
training by the OSCE, the Af-
rican Union, the Association 
of South Eastern Asian Nati-
ons and other trends in pea-
cekeeping training. With such 
a diverse range of nations 
and cultures actively parti-
cipating in peace operations, 
standards, methods and ef-
fectiveness of training ap-
proaches vary considerably 
across the geographic divide.  

Poster of state of the art by 
the Edward M. Kennedy Insti-
tute for Conflict Intervention, 
National University of Ireland 

 

 

STATE OF THE ART IN PEACEKEEPING TRAINING, SOFT SKILLS AND SERIOUS GAMES  

ning are required in pea-
cekeeping missions given 
the demands of a dynamic 
and constantly changing 
security environment. Pre-
sently, there is an absence 
of meaningful soft skill trai-
ning, in particular, there is 
a significant lack of clear 
structures, coordinated 
approaches and pedagogi-
cal understanding between 
prevailing elements of soft 
skills training and actual 
missions in the field. Furt-
hermore, the evaluation 
verifies that there are con-
siderable opportunities to 
use gaming and serious 
games as a way to ensure 
that training for soft skills 
is mainstreamed within 
peacekeeping missions.  

Róisín Smith, Kennedy Insti-
tute for Conflict Interventi-
on, Maynooth University  

Ro isí n spoke of the need for 
a more coherent and coordi-
nated approach to training in 
the face of increasingly mul-
tidimensional operations. 
While efforts have been ma-
de at the UN and EU level to 
provide standardised pre-
deployment and specialised 
training materials for inter-
national peacekeeping con-
tingents (through its online 
peacekeeping resource hub, 
for example), the implemen-
tation of these procedures 
and subsequent evaluation 
and employment is not uni-
versally transparent. In addi-
tion, as online training has 
gained momentum and less 
classroom-based, the use of 
technology in this area has 
also increased and a valuable 
tool in terms of training for 
peacekeepers. 

The SOTA analysis confirmed 
that a great deal of special 
training and soft skills trai-



 

 

 

The objective of work 
package 3 was to identify 
best practices from stake-
holder and end-user per-
spectives and experiences. 
Work package 3 was de-
signed to build upon and 
crystallize the learning and 
conclusions from work 
package 2 whilst determin-
ing additional gaps in soft 
skills training for individu-
als deploying on conflict 
prevention and peacekeep-
ing missions. 168 inter-
views with CPPB personnel 
with experience in over 50 
different conflict regions 
were carried out in 6 dif-
ferent jurisdictions across 
Europe. 

The main findings point to 
key soft skills in:  

 Communication 

 Cooperation 
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“...168 

interviews with 

CPPB personnel 

with experience 

in over 50 

different 

conflict regions 

were carried 

out...” 
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 Decision-making  

 Gender Awareness 

 Cultural Awareness  

 Stress Management  

With regards to the identi-
fication of gaps in soft skills 
training for individuals 
deploying on conflict pre-
vention and peacekeeping 
missions the following 
training needs emerged: 

 Based on real life 
context specific situ-
ations that illustrate 
learning 

 Practice not academ-
ic or theoretically 
driven 

 Utilize experience of 
those who were 
there 

 Easily accessible 
lessons 

 Train all personnel 
irrespective of rank 
or operational remit 

 Should be prepared 
for the social stress of 
being on a mission, 
family problems, iso-
lation, working and 
living with colleagues 
24/7 

 To train on how to 
share information and 
how to build situa-
tional awareness 

 Training on compre-
hensive approach to 
deal with civilian or-
ganisations would be 
beneficial 

 Mindful of the aims of 
the mission and the 
needs of public they 
are there to work 
with and not to as-
sume that the aims of 
each are congruent 

 

Philip McCready, 
University of Ulster 

 

TRAINING NEEDS FOR CONFLICT PREVENTION AND PEACEKEEPING  

Poster of the research conducted in GAP –project  in the mid-term review by University of Uster  
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”Development 
on the game 
proper has 
now begun…” 

CONCENTRATING ON A “VISUAL NOVEL”-STYLE GAME  

At the recent project re-
view, WP 4, the Haunted 
Planet team presented their 
progress through the ga-
me‘s design process thus 
far, and a roadmap for its 
future development. 

After assessing the GAP 
curriculum and its intended 
learning outcomes, it was 
determined that a game 
with a strong narrative fo-
cus was the best fit for the 
GAP project. Four high-
level game concepts to fit 
this constraint were deve-
loped and presented at a 
workshop during the GAP 
conference hosted by Lau-
rea UAS in Finland. 

Feedback from this 
workshop was extremely 
useful in further refining 
the focus of the game, and it 
was concluded that it was 
vital the game should clear-
ly show the player the con-

sequences of their actions, 
and also allow the player to 
experience the game from 
the perspectives of a num-
ber of different characters. 

Additionally, as a result of 
both this workshop and 
discussions held during the 
conference, and after con-
sulting within the consor-
tium, it was decided to 
switch the game’s target 
platform from virtual reality 
to mobile devices. This de-
cision aims to maximize the 
game’s accessibility and 
reduce any potential hard-
ware costs associated with 
its use. 

Building on this input, it 
was decided that the best 
format for the GAP game is 
a ‘visual novel’ style game. A 
visual novel game’s main 
focus is its narrative, and all 
of a player’s interactions 
with the game involve prog-

ressing that narrative in so-
me way. These interactions 
may be conversations with 
other characters, selecting 
what to focus on in a scene, 
or deciding where to go next. 
A visual novel game can ac-
commodate playing as multi-
ple characters, and can con-
tain branching storylines to 
show the consequences of 
player actions 

Development on the game 
proper has now begun, and 
with the aid of regular con-
sultation with stakeholders, 
we hope to deliver a truly 
useful training tool. 

Mads Haahr, Haunted Planet 
Studios 

Depicted, an example of a conversation in a visual novel game. The player’s character is on 
the left, and is being asked a question by the character on the right. 
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”Upskill Enter-
prise... went 
through the 
process of re-
searching and 
identifying the 
applicable 
standards and 
best practi-
ce...” 

 

ECVET Conference in Italy, 
October 2016 

EAPTC Conference in Finland, 
May 2017 

3ESDC, Executive Academic 
Board, May 2017  

End-User Workshop in Finland, 
June 2017  

End-User Workshop in Ireland, 
June 2017  

End-User Workshop in Poland, 
June 2017  

Applied Human Factor and 
Ergonomics International Con-
ference in Los Angeles, July 
2017  

IAPCT in Cairo, September 
2017  

GAP Conference “Soft Skills in 
Peacebuilding – Training 
through gaming” –in Finland, 
September 2017 

GAP General Assembly at the GAP-conference in Finland 

The work package 6 (WP6) 
poster presented at the GAP 
midterm review, gave an 
illustrative insight into the 
work completes to date, and 
ongoing throughout the 
work package whilst explai-
ning the next key activities. 

The starting point for the 
WP6 team was to identify an 
evidence base to develop 
learning outcomes. For this, 
we reviewed the 168 inter-
views including the WP2 
deliverables and associated 
research to understand the 
essential components of 
learning outcomes. These 
learning outcomes form the 
basic underlying parameters 

of the GAP Curriculum. 

Upskill Enterprise, WP6 
leaders, then went through 
the process of researching 
and identifying the appli-
cable standards and best 
practice for which the evi-
dence based learning outco-
mes could be mapped/
benchmarked against. This 
process is vital as the pro-
ject develops as it provides: 

- a measurable indicator of 
‘what good looks like’;  

- clear performance criteria, 
knowledge and understan-
ding; and  

- clusters of findings in core 

key skill themed areas deve-
loping a common working 
language. 

The next stage of the process 
is vital. Upskill Enterprise, 
with WP6 partner Enquirya, 
will be building on the fin-
dings of deliverable 6.1 and 
deliverable 6.2, and how 
these fit into the game design 
and assessment through the 
curriculum. This will involve 
mapping the learning outco-
mes against the ECVET prin-
ciples in order to develop the 
GAP Skills Passport. 

Stephen Rice, Upskill Entrepri-
se  

FROM EVIDENCE BASE TO LEARNING OUTCOMES 

The GAP (Gaming for Peace) 
mid-term conference was 
held in Espoo, Finland on 
19th September 2017. The 
objective of the conference 
was defined as twofold: 
firstly to present GAP pro-
ject findings concerning 
training design and secon-
dly collect good practices 
from military, civilian and 
police training experts 
about training practices 
when preparing personnel 
to CPPB (Conflict Preventi-

on and Peace Building) 
missions. The session held 
at the conference were: 

1. Overall description of 
Gaming for Peace -project 

2. Soft Skills Training 
Needs in Peacekeeping 
Missions 

3. Gaps in Gender Aware-
ness and Cultural Compe-
tence in Peacekeeping Mis-
sions 

4. Designing the GAP Curri-

culum: From Needs to Outco-
mes  

5. Benchmarking GAP Lear-
ning Outcomes, Producing a 
Skills Passport 

6. Designing a Game that Deli-
vers Effective Training in 
Building Trust, Communicati-
on, Cooperation, Gender and 
Cultural Awareness, and 
Stress Management 

MID-TERM CONFERENCE: LEARNING SOFT SKILLS IN PEACEBUILDING “TRAINING THROUGH GAMING” 

 

ACTIVITIES GAP ATTENDED 



 

 

@gapforpeace  GAP Gaming for Peace 

http://gap-project.eu/ 
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Kirsi Hyttinen, 
Laurea UAS pre-
senting dissemi-
nation at the mid-
term review 


