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MBTI CHARACTERISTICS
The MBTI instrument is based on the theory
of personality types described by Carl Jung
and Isabel Briggs Myers and Katharine
Briggs. This theory states that many of the
valuable differences between people are a
result of natural preferences that everyone
has for different ways of perceiving, or taking in information, and for different ways of
judging, or making decisions. If these natural differences can be understood and appreciated, working relationships can be im-

#

Characteristics

Description

1

Extraversion (E)

Dealing with situations and facts from outer world

Introversion (I)

Dealing with ideas, thoughts, information, explanations,

2

Sensing (S)
Intuition (N)

3

Thinking (T)

proved .Theory can help with:







Better understand how you communicate
with each other;
Identify possible sources of misunderstanding;
Resolve or avoid communication conflicts;
Build on your combined strengths to develop
a more productive working relationship.

Feeling (F)
4

beliefs, and reflections
Dealing with facts, known things, information fit in
with the direct here-and-now experience, i.e. clear,
tangible data
Dealing with ideas, the unknown; generating new
imaginative possibilities or more abstract, conceptual,
and speculative information
Deciding on the basis of objective logic, using analytical and detached approach; emphasizing on tasks
and results to be accomplished
Respecting values and personal beliefs, visceraloriented, empathetic

Judging (J)

Stable and organized; managing the outer life, focusing on completing, organizing, and planning

Perception (P)

Maintaining flexibility, dealing with problems as they
arise, rather experiencing the outer world than managing it

CRITICAL SUCCESS FACTORS
Global software development (GSD) has brought about its own unique set of challenges. Issues regarding cultural and language differences, trust and commitment, extended feedback loops, asynchronous communication, and knowledge management add new difficulties to today’s already-complicated software development. These issues seem to preclude the use of processes reliant on informal
communication, such as agile methodologies. Communication, particularly informal communication, plays a critical role in the success of a
GSD team. The role of cooperation within and between different groups of stakeholders within case study:
Cooperation
Between the development team and the

Role of cooperation
To pool software resources

Within the members of the management board.

To resolve potential conflicts between high-level requirements and then to prioritise them. To agree terminology

Between the development team and the
management board

The management board: to communicate the prioritisation of requirements and
the agreed terminology, and to check that the system in its current state is meeting, or has the potential of meeting, the scientific goals. The development team: to communicate the resource implications of potential prioritisation decisions,
and the current state of development.

Between the development team and the wet lab
bench scientists

To ensure that the software meets the users’ needs;
to ensure usability; to gain buy-in from the users

Within the development team

Probably a necessity for any successful development

THE GAME
Military and emergency services were the early adopters of serious games for training. Nowadays serious
games as training means are used in many different industries and are also utilized in universities and
schools. While the characteristics of common computer games and serious games are quite different, they
both incorporate common game attributes, namely, Backstory and storyline. Every game has a backstory upon
which the game is based, and a story line that it follows, which can be referred as the rationale for the game
play. Serious games offer an additional value to traditional learning materials and methods by allowing the student not only to learn, but also to apply the learnt skills in practice. For training interpersonal skills in requirements engineering, the MBTI is incorporated into concept of serious games.
We propose the following concept of the game. The content on particular requirements engineering issues,
such as knowledge to be acquired during business or systems analysis tasks can be incorporated in the backstory of the game. Different distributions of this knowledge among the virtual actors can be enriched by specific MBTI categories-based knowledge delivery (speed, completeness, truthfulness), externalization, visualization, and structure patterns. These patterns can be incorporated in the storyline. Thus the game may help to
train right approach for specific actor types (pure or combined categories) an ability to recognize actor types
and choose appropriate requirements engineering approaches in a given situation. The game corresponding
to this concept becomes a tool for improving interpersonal skills of business and systems analysts, and can be
useful in training requirements engineers.

SERIOUS GAME DESIGN FRAMEWORK
RATIONALE

Researchers G.A. Gunter et al. in [55] states “We are
witnessing a mad rush to pour educational content into
games or to use games in the classroom in an
inappropriate manner and in an ad hoc manner in hopes
that players are motivated to learn simply because the
content is housed inside a game. A failure to base serious
game design on well-established and practical
instructional theories as proposed by well-respected
educators like Robert Gagne [56] and James Keller [57]
increases the risk of the game failing to meet its intended
educational goals, yielding a player base who is
entertained but who has not acquired new skills or
knowledge. Well-developed video games certainly engage
players, but games designated as educational are not
always based on sound educational principles and
theories, thereby potentially losing power as an
educational tool”.

INSTRUCTIONAL
THEORIES
Robert Gagne’s Nine Events of
Instruction
Benjamin Bloom’s Taxonomy
James Keller’s ARCS Model

