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SEMAT Essence kernel way of teaching
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The SEMAT Essence game

e Simulation-oriented game
* Based on the game Life®, (Rome
and Hussey, 2013)

e Simulated elements:

* Alphas

* States

* Areas of concern

* Activities

 Work products

* Competencies

* Practices

* Patterns

(The authors)
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The SEMAT Essence game
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The SEMAT Essence game

Kernel

* Stakeholder Representation
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Innovates ﬁ y e

People with this competency help the team to:
+ Understand the business opportunity

*  Understand the complexity and needs of the

Adapts % cuslomers, users and other slakeholders

+ Negotiate and prioritize the requirements
= Interact with the slakeholders and developers

about the solution to be developed
Masters 'iff .

Understand how well the system produced
addresses the stakeholders' needs

; Involved in:
Applies 7% . << Activities >>

Assists ﬁ Patterns: Resources:

+ << Patterns >> » << Patterns >>

Pattern <role> Competency card

(The authors)
A Board Game to Simulate the Software Development e vereions
Process Based on the SEMAT Essence Standard

Facultad de Minas N ):“ NACIONAL

10 Sede Medellin (s DE COLOMBIA




2. Related work 2 Sk
Essence game

Una universidad con criterio nacional y presencia regional

The SEMAT Essence game
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The SEMAT Essence game

O Practice e Q Situation
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o Identify stakeholders

Cx
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—— Mission
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Kernel

Stakeholders are clarifying their peint of view
about the requirements that software system
must address.
You can proceed with the activity “identify
stakeholders.”

Stakeholders are the source of requirements.
Don't forget it.

Communication is closed. Your team need to
reinforce the “communication” competency in
order to continue your work.

Situation card

Practice card ‘

Based on luck!
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Testers

33 university students e “It is an effective way to

4 universities learn about the elements,
symbols, and relationships
related to the SEMAT
Essence”

e “The SEMAT Essence game

may turn into a very
competitive but still funny
game’”
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What features would you improve in the game?

Startup instructions
21%

Nothing

43%
Differentiating the ’

structure for making
it more intuitive
15%

More challenges in
order to increase

competitiveness Graphic Control
9% 12%
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Conclusions

The SEMAT Essence game: a board game as a mechanism to
simulate the main elements of the SEMAT Essence standard

Based on a state-of-the-art review about the way to teach the
standard

We created a new element called “Situation” in order to
provide realism to the game

“The SEMAT game is a little complex, but it is funny and
close to reality”
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Future work
 New control mechanisms

e Creating a virtual version

* Collecting larger samples of game plays
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