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TARGET: 
Learning time for 

trainee 

4 hours (3,5 h) 

Spatial Mode 

Presential 

Temporal  

Modality 

synchronous 

Collaborative Mode 

In a team 

Type of Activity 

Cooperation 

License: Creative Commons Zéro (zero)  

 

1 Pre-requisite 
 

Industrial experience and/or interest in industry as a career, as well as international exposure 

are highly desirable  

 

2 Objectives 
The aim of this game is to broaden the vision of the players on the environmental dimensions that consider 

stakeholders. The goal is to provide the basis of a methodological framework for analysis to create optimal 

conditions for making strategic decisions.  

   

3 Activity 
Trainee Activity    



 
 

Instruction(s) 

In teams of 4 to 6, representing the Eurinfluence consultancy, learners have to study and map the relational 

situation around the issue addressed by the business case and carry out the following tasks: 

 

• Link the actors (card description) to build a cartography of the relations between them. 

• Audit: analysis and diagnosis of existing and prospective situation and context, assessing issues 

• Monitoring: Collection and processing of information to help make decisions 

• Strategic development and formalization of tools: modeling the positions of opinion leaders, identification of 

the relevant actors  

• Implementation favoring relations and contacts: a dialogue (formal or informal) with decision-making centers 

in the interests of service. (elected officials, administrations, businesses, unions, professional associations, 

scientists, academics etc.). 

Teaching materials 

The text of the case study (2 pages), one per trainee 

The PPT presentation EURINFLUENCE Guideline 2017 

The set of 60 cards, one set per team 

 

 

 

 

 

 

 

 

Per team the following materials are needed:  

o a table large enough to allow the team to work all together 

o a flipchart or whiteboard by team 

o depending on the media, cello tape or Pins 

o “post it” 

o white paper A3 

o whiteboard pen 

o scissors 

o If necessary a ball of wool (for the mapping) 

Complement(s) 

The room must be large enough to allow the trainers to go from one group to another during the case study and 

to allow the whole bunch of students to gather around successively each team to hear the expose of each team. 

Trainer activity 

Instruction(s) 

The animation of this case study requires the presence of at least one teacher in management and an industrial 

4 information cards 

Theory and concepts 

12 cards 

Actors and organizations related to EFSA 

44 including 8 empty cards to supplement if necessary 



 
 

manager. The teacher in management will see to it that the theory and concepts are understood, and the 

industrial manager will at the end of the game will come back to his own experience relative to business 

influence and answer to all the question on an extended scale. Of course, both will help the trainees during the  

On a 4 hours’ basis:  

Step 1: 15 minutes Key questioning of the case: each one gathers around his team’ table, reads the text of the  

game, then the team discusses to understand the expectations of the game and formulate ONE key question on  

the case  

Focus on Cards: Eurinfluence Card N°15 and Information Cards N° 57-58-59-60 

 

 



 
 

 

 

  



 
 

Step 2: 20 minutes Discovery of 4 stakeholder theory concepts  

Focus on Concept Cards N° 45-46-47-48- 

Actor – Stake – Bet (Wager)- Object 

 

 



 
 

 

2.1 The trainers allow some minutes to the teams to discover the 4 cards  

2.2 Each team proposes ITS OWN definitions applied to the case of Actor, Object and Bet 

2.3: The trainers share the case formulation of the “trainers guideline” and ask to the team to formulate  

THEIR OWN DEFINITION of the STAKE for the syrup company 

 

2.4 The trainers share the case formulation of the “trainers guideline”of the STAKE for the syrup 

company and make sure that everyone has understood these first definition and the goal of the game. 

  



 
 

Step 3: 40 minutes Mapping of the actors  

3.1 The trainers allow some minutes to the teams to discover the 4 cards then Q&A  

Focus on Concept Cards N° 49-50-51-52  

Proximity, Power, Ground, Cartography 

 

 

 

 



 
 

3.2 The trainers share the case formulation of the “trainers guideline” of the concepts of Proximity, Power 

and Ground 

 

  



 
 

 

3.3 Design of the stakeholders mapping or cartography 

Focus on Concept Cards N° 1 to 36 

Actors, groups, companies … Organizations 

 

 

---------------------------- 



 
 

 

 

 

The trainers remind that the team must design a cartography (mapping) of the interrelations between the actors 

and not fill boxes or create piles. At first the team draws the links without any methods other than a basic line 

between actors, this with a pencil or a ball of wool and a cello tape. After the drawing of a first map done 

without a priori, then the team undertakes a new drawing to understand the relational functioning with critical 

thinking and analytical vision 

3.4 sharing one cartography 

The trainers show on the “trainers guideline” one cartography applied to the case as an example of how the 

students could have done, but each team uses its own cartography for the rest of the case 



 
 

 

Pause: 15 minutes 

  



 
 

Step 4: 20 minutes Stakeholders strategy 

Focus on Concept Cards N° 53-54-55-56 

Actor potential roles – Commitment- Legitimacy and Power consequences 

 

 

 

 

4.1 The trainers allow some minutes to the teams to discover the 4 cards then Q&A.  They ask the team  

how they perceive and understand this increase in complexity 

4.2 The trainers show on of the “trainers guideline” these 4 concepts applied to the case 



 
 

 

 



 
 

Step 5 Each team prepares the deliverable 45 minutes 

Their relational influence strategy by proposing and justifying approach of the environment (or milieu), choose 

targeted actors and develop possible actions,  

The teams are requested to fix their targeted actors and precise what kind of action they advise to the Sirup 

Company to put in place to have the support of these actors or even more to get their collaboration in a working 

group. 

 The teacher and the industrial managers go from one table to another, advising the teams 

Step 7 Presentation of each team’s recommendation 20 

The teacher and the industrial managers and the whole group of students go from one table to another and listen 

to the propositions looking at the mapping on the wall. Questions from all and remarks from the teacher and the 

industrial manager. 

Step 8: Wrap up 30 minutes 

From the students: what have I learnt from this game, what could I apply to my Thesis?  

From the industrial manager: This situation exists in real life, these tools are useful, and he takes an example 

from his professional experience  


