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DOCENTE: Prof.ssa MARIANGELA PIAZZA

PREREQUISITES

The student needs the basic concepts of innovation management.

LEARNING OUTCOMES

Knowledge and understanding:

The student will acquire knowledge related to crowdsourcing as an Open
Innovation tool used by companies to support innovation. In particular, the
student will develop a deep understanding of the different applications of
crowdsourcing, the potential benefits, and the managerial challenges related to
the process underlying a crowdsourcing contest.

Applying knowledge and understanding:

The student will develop knowledge useful to design and manage
crowdsourcing contests that can solve companies’ innovation problems. In
addition, the student will develop analytical skills and creative thinking to identify
potential solutions to companies’ innovation problems broadcasted through
crowdsourcing contests. Specifically, the student will develop skills applied to
the crowdsourcing context by playing both the role of a company's innovation
manager and the role of an innovator/scientist/designer, exercising creativity,
analytical thinking, leadership, and teamwork.

Making judgments:

The lab aims to develop the student’s judgment skills, i.e., the ability to critically
evaluate some aspects related to crowdsourcing and, in particular, the
crowdsourcing contests as an open innovation tool. The student will acquire
knowledge related to the design and management of crowdsourcing activities
and will be able to make judgments about managerial choices regarding the
process underlying a crowdsourcing contest from different perspectives. The lab
aims to stimulate autonomy of judgment through group work and role-playing
activities that will encourage the student to identify with the role of different
crowdsourcing actors.

Communication skills:

The student will be able to communicate with competence and propriety of
language issues related to crowdsourcing as a tool for Open Innovation even in
highly specialized contexts. The student will be able to communicate with
propriety of language aspects related to the design and management of a
crowdsourcing contest as well as aspects related to the formulation of a solution
to solve a crowdsourcing challenge. The student will also acquire skills in
proposing ideas and activities in the group using communication appropriately to
influence group members to change their behavior (leadership).

Learning skills:

The student will be able to independently address issues related to a
crowdsourcing contest from different perspectives and in consideration of
different crowdsourcing actors. The student will also be able to deepen his or
her knowledge concerning crowdsourcing as a tool for open innovation and put
this knowledge and expertise into practice in knowledge-intensive professional
contexts.

ASSESSMENT METHODS

The student’s knowledge, skills, and application abilities are assessed through a
group project in which students simulate a real case related to a crowdsourcing
contest by playing the roles of different actors involved. At the end of the lab,
students will present to the class and the lecturer the project and they will
provide a critical analysis based on the knowledge gained during the lab.

The project is used to assess: the knowledge acquired by students, and the
practical ability to make managerial decisions (e.g., concerning the design of the
contest and the selection of the contest winner). In addition, soft skills such as
autonomy, creativity, teamwork ability, and leadership are assessed.

EDUCATIONAL OBJECTIVES

The lab offers students insights into the strategic organization of distributed
innovation in the context of a globally interconnected society. In particular, the
lab aims to provide students with an overview of how innovative firms (i.e.,
seekers) are organizing strategically to gain an advantage from engaging online
with the distributed resources (e.g., knowledge, technologies) held by a large
and undefined crowd of individuals (i.e., solvers). Moreover, the lab challenges
the students to move from learning to action accomplishing a project related to
the design and organization of a crowdsourcing contest.

TEACHING METHODS

Lecturers, Project work and Role-playing.
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SYLLABUS

Hrs Frontal teaching
1 Lab introduction
2 The crowdsourcing phenomenon
2 Crowdsourcing contests design and solvers' participation
Hrs Workshops
22 Teamwork and role-playing activities in the classroom with the lecturer’s supervision




	PIAZZA MARIANGELA
	Prof.ssa MARIANGELA PIAZZA
	1
	Frontal teaching
	Prof.ssa MARIANGELA PIAZZA


	3
	Workshops
	Prof.ssa MARIANGELA PIAZZA




