
ANTON  BYKOVSKYKH ,

EMIL IA  KI IALAINEN ,  

JOEL  SORMUNEN ,

KAREN  VISURI

P R O J E C T  T E A M

Aal to  Univers i ty

DR .  VILLE  ELORANTA

C L I E N T

ATARCA

I D B M  I N D U S T R Y  P R O J E C T  F I N A L  R E P O R T

2 0 2 1

WORKSHOP
IN A WALLET

DATA EDITION









CONTENTS
1F O R E W O R D

3B A C K G R O U N D
PROBLEM
CLIENT

W O R K S H O P

OUR AIM
ABOUT THE WORKSHOP
FULL WORKSHOP

W O R K S H O P  I N S T R U C T I O N S

WORKSHOP PREPARATION
ALLOCATE THE RIGHT TIME,  PEOPLE AND PLACE
LEARN THE METAPHORS

G A M E  1 :  Q U E S T I O N S  &  A R G U M E N T S

R E C O M M E N D A T I O N S  F O R  F U R T H E R
D E V E L O P M E N T

G A M E  2 :  E A R T H I N G  D A T A

G A M E  3 :  B U S I N E S S  S H A R I N G
N E T W O R K  1 8 0 °

G A M E  4 :  D A T A  L I T E R A C Y

C O N C L U S I O N

R E F E R E N C E S

7

13

21
29
30
33
37
41
42





PROJECT TEAM

ANTON
BYKOVSKYKH

EMIL IA
KI IALAINEN

JOEL
SORMUNEN

KAREN
VISURI

COMPUTER SCIENCE
STUDENT

DESIGN STUDENT BUSINESS STUDENT BUSINESS STUDENT





This  report  a ims  to  expla in

the  deve loped  games  of

Workshop in  a  Wal let ,

descr ibe  how  to  play  them

indiv idua l l y  and  in  a  group ,

as  wel l  as  e laborate  on  the

problems  that  the

workshop  tack les .

Workshop  in  a  Wal let  i s  a

workshop  fo r  col laborat ion

that  cons i s t s  of  12

metaphor  cards  and  four

games .  The  workshop 's

goa l  i s  to  tune  part ic ipants

into  discuss ions  and

ref lect ions  around  the i r

unders tanding  of  data .

The  workshop  was

deve loped  as  a  part  of  the

IDBM  Indust ry  Pro ject

course  in  2021 .  The  mult i -

disc ip l inary  group  of

des igners ,  bus iness  and

sc ience  s tudents  has  been

work ing  on  f ind ing  the

cor rect  methods  of

expla in ing  data  as  a

resource  in  today ’s  wor ld .

FOREWORD

The  workshop  i s  in tended

to  be  used  and  appl ied  by

anyone .  I t  can  be  adapted

to  the  needs  of  var ious

k inds  of  groups  -  however ,

the  best  resu l t s  can  be

achieved  with  a  group  of  2

to  4  people .  The  workshop

can  be  used  as  part  of  any

group  act iv i t ies  or

co l laborat i ve  set t ings  in  a

work  or  educat iona l

context .

This  guide  conta ins  an

explanat ion  of  the  most

profound  metaphors  that

our  team  found  fo r

descr ib ing  data  and

encapsulates  the  idea  of

the  one  main  game  in

depth .  In  addi t ion ,  i t

inc ludes  descr ipt ions  of

three  other  games  in  the

concept  that  remain  on  a

more  conceptua l  l eve l .  We

conclude  that  these  three

games  requi re  fu r ther

test ing  and  des ign ing  to

funct ion  opt imal ly .  St i l l ,

the  main  idea  behind  the

game  as  wel l  as  fu r ther

deve lopment  s teps  wi l l  be

l i s ted  fo r  a l l  games .
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BACKGROUND
For  a  long  t ime ,

economists  have  made  a

dis t inct ion  between  r i va l

and  non - r i va l  goods .  Riva l

goods  lose  va lue  when

consumed ,  whi le  non - r i va l

goods  may  be  used

repeatedly  without  los ing

va lue .  However ,  l a te ly ,

schools  of  thought  have

emerged  that  have  argued

that  dig i ta l  goods ,

in format ion ,  and  data  are

ant i - r iva l  in  nature .  They

are  gain ing  va lue  upon

use ;  ins tead  of  i t

decreas ing .  

There fore ,  the  economics

around  such  goods  should

be  drast ica l l y  di f fe rent  in

order  to  account  fo r  th i s

character i s t ic .  For

example ,  fo r  dig i ta l  goods ,

soc ia l  ef f ic iency  cannot  be

reached  with in  cur rent

economic  sys tems .  Also ,

creat ing  the  open  market

va luat ion  would  requi re

more  regulat ions  and

technolog ica l

const ruct ions  to  be

success fu l .  
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PROBLEM
However ,  unders tanding

data  i s  not  something  that

people  l earn  in  school

dur ing  bas ic  educat ion  or

somet imes  even  at

univers i t ies .  We  end  up

hav ing  profess iona ls ,

execut ives  and  dec is ions

who  do  not  fu l l y

comprehend  the  nature  of

such  an  inva luable

resource  that  they  are

operat ing  c lose ly  with .  Our

a im  i s  to  change  th i s  and

al low  fo r  eas ie r ,  more

approachable  discuss ions

around  top ics  re lated  to

data  and  the  data

economy .

B A C K G R O U N D

Such  a  s t ructura l  and

inst i tut iona l  dispar i ty  i s  a

root  cause  of  the  market

fa i lu res  in  the  dig i ta l  goods

and  data  markets .  As  a

resu l t ,  we  are  faced  with

soc ia l  media  monopol ies ,

poor ly  work ing  or

nonex is tent  markets  fo r

indust r ia l  data ,  and  many

ex is t ing  data  markets

reduc ing  to  ef fect i ve ly

near -zero  pr ices .  

These  major  concepts

around  data  are  cruc ia l  to

unders tanding  the  modern

wor ld .  Data  i s  deeply

incorporated  in to  our  work

and  everyday  l i fe .  Soc iet ies ,

governments ,  corporat ions

and  people  are  hugely

dependent  on  data  and  the

dec is ions  that  are  made

with  data .  
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CLIENT
In  addi t ion  to  Aal to

Univers i ty ,  ATARCA

cons i s t s  of  three  other

par tners .

"Aal to  as  a  l ead ing

univers i ty ,  Streamr  as  an

exper ienced  ear ly  s tage

commerc ia l i se r  of  token

technology ,  Novact  with

exper ience  in  innovat ive

soc ia l  exper iments ,  and

Demos  as  an  exper ienced

research  impact  partner ,

const i tute  a  minimal ly

suf f ic ient  consor t ium :

sc ience ,  technology ,

exper iments ,  and

disseminat ion ,  the  l a t te r

inc luding  pol icy

recommendat ions .  Qbit  i s

the  company  behind  the

cur rent  technolog ies  fo r

Rea l  Economy  Currency

(REC )  and  a ims  to  deve lop

i t  fu r ther .  The  consor t ium

has  a  good  balance  of

academic ,  SME  and  NGO

partners "  (ATARCA ,  2021 ) .

B A C K G R O U N D

This  workshop  was

deve loped  as  part  of

s tudies  in  the  In ternat iona l

Des ign  Bus iness

Management  ( IDBM )

Master ’s  program  in  Aal to

Univers i ty  fo r  our  c l ient ;

Account ing  Technolog ies

for  Ant i -Riva l  Coord inat ion

and  Al locat ion  (ATARCA ) .

Spec i f ica l l y ,  our  c l ient  i s

Aa l to  Univers i ty  f rom  the

ATARCA  consor t ium .  Aal to

Univers i ty  works  as  the

academic  and  research

partner  in  the  EU  funded

ATARCA  pro ject .  Aal to ’s

representat i ve  and  our

contact  person  fo r  the

pro ject  i s  Dr .  Vi l le  Eloranta .
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WORKSHOP
Workshop  in  a  Wal let  i s  a

pocket -s ized  too l  that  wi l l

make  you  th ink  about  data

in  a  way  that  you  have

never  done  before .  

The  compact  s ize  of  the

workshop  a l lows  fo r  the

reth ink ing  of  data  in  smal l ,

eas i l y  digest ib le  pieces  -

and  i t  can  be  done

independent ly  or  in  smal l

groups .  

The  workshop  i s  based  on

12  metaphor  cards ,  each

hav ing  a  deta i led

explanat ion  of  the

metaphor  on  the  card .  In

addi t ion  to  the  cards ,  in

the  f i r s t  vers ion  of  the

workshop  there  i s  a  game

to  use  a longs ide  the

metaphor  cards .  The  game

inc ludes  20  sentence  cards

to  play  the  game  with .
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WHO IS IT FOR?

We  hope  th i s  report  wi l l  be  usefu l  to  anyone  who

wants  to  t ry  the  Workshop  in  a  Wal let  with  the i r

co l leagues ,  f r iends ,  fami ly ,  s tudents  or  c lassmates .

Understanding  the  importance  of  data  and

discover ing  the  key  qual i t ies  of  i t  i s  more  important

now  than  ever  before .  Thanks  fo r  being  cur ious  about

i t !

The  workshop  i s  des igned  to

make  people  reth ink  data  as

a  resource .  Many  of  us

unders tand  data  to  some

extent .  We  unders tand  that

data  i s  col lected  and  s tored ,

that  there  are  databases  with

rows  and  columns .  

However ,  i t  i s  not  common  to

possess  a  comprehens ive

unders tanding  of  data  and  i t s

un ique  qual i t ies  as  a

resource .

The  workshop  a ims  to  make

more  people  unders tand  data  

as  a  resource .  A  resource  that

i s  as  va luable  as  so i l ,  which  i s

on ly  capable  of  creat ing

va lue  when  i t  i s  processed

and  nurtured .  A  resource  that

i s  as  endless  as  sunl ight .  A

resource  that  should  be

ava i lab le  to  a l l  people

equal l y  and  generate  va lue

for  everyone .  

The  workshop  a ims  to

achieve  an  unders tanding

that  data  i s  a  new  type  of  a

va luable  resource  of  our

economy  and  a  cruc ia l  part

o f  bus iness  and  innovat ion .

OUR AIM

W O R K S H O P
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ABOUT THE WORKSHOP
W H A T  T H E  W O R K S H O P  C O N S I S T S  O F

M E E T  W O R K S H O P  I N  A  W A L L E T  –
A  P O C K E T - S I Z E D  T O O L  T H A T
W I L L  M A K E  Y O U  T H I N K  A B O U T
D A T A  I N  A  W A Y  T H A T  Y O U  H A V E
N E V E R  D O N E  B E F O R E .

M E T A P H O R  C A R D S
The workshop is based on 12

metaphor cards, each providing a

detailed explanation of the

metaphor on the card. 

Q & A  C A R D S
In the first version of the workshop

there is one game to use alongside

the metaphor cards. The game

includes 20 Q&A cards with

sentences that provoke thinking.

If you decide to order the physical

version of the workshop, it will look

something like this. 

W O R K S H O P
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WHY METAPHORS?

Pla in  l anguage  i s  of ten  not  enough  to  descr ibe  complex

concepts .  That ’s  when  the  metaphors  come  in to  play .  

A  metaphor ,  by  def in i t ion ,  i s  a  word  or  a  phrase  used  to

descr ibe  something  e lse  in  a  way  that  di f fe rs  f rom  i t s

convent iona l  use  in  order  to  show  that  the  two  th ings  possess

s imi la r  qual i t ies  (Oxford  Advanced  Learner 's  Dict ionary ,  2021 ) .  

To  enable  better  unders tanding  of  data  through  di f fe rent

lenses ,  descr ib ing  abst ract  concepts ,  making  analog ies

between  two  top ics ,  br ing ing  attent ion  to  the  s imi la r i t ies  and

di f fe rences  are  the  reasons  why  metaphors  were  used  in  our

workshop .

Dur ing  the  pro ject ,  ideas  fo r

3  more  games  were

deve loped  and  they  wi l l  be

descr ibed  l a ter  in  the  report .

Each  idea  can  be  deve loped

fur ther  and  played  as  a  game

us ing  di f fe rent  metaphors .

Games  are  not  expl ic i t l y

connected  and  can  be  used

independent ly  f rom  each

other .  

In  the  fu l l  vers ion  of  the

workshop ,  there  wi l l  be  four

games  a l together  that

formulate  a  fu l l  workshop .  

The  phys ica l  vers ion  of  the

fu l l  workshop ,  wi l l  inc lude  a

wal let ,  the  cards  and  a

notebook .

FULL WORKSHOP

W O R K S H O P
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WORKSHOP
INSTRUCTIONS

Whi le  the  workshop  i s  des igned

to  provoke  new  thoughts  on  how

data  i s  t rad i t iona l l y  perce ived ,  i t

a l so  a ims  to  prov ide  eas ie r

access  to  the  data  economy  on  a

conceptua l  l eve l .  We  have  found

that  research ing  and  nav igat ing

concepts  of  the  data  economy  of

today  can  be  di f f icu l t  and  t ime -

consuming ,  as  in format ion  i s

scat tered  and  f ragmented  across

a  var ie ty  of  di f fe rent  fo rms  of

media .  Tradi t iona l  v iews  on  how

data  should  be  ut i l i zed ,  shared

and  compensated  fo r  cont inue  to

preva i l .
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WORKSHOP PREPARATION

Workshop  in  a  Wal let  i s

des igned  fo r  sen ior

execut ives  who  a l ready

possess  an  establ i shed

knowledge  on  data  and  the

data  economy  on  a  broader

leve l .  

St i l l ,  the  workshop  i s

deve loped  to  be  access ib le

for  a l l  -  even  with  no  pr ior

knowledge .

New  ideas  and  ins ights  on

how  to  ut i l i ze  or  perce ive

data  can  be  ext racted  f rom

partak ing  in  the  workshop .

However ,  in  order  to  get

the  most  out  of  the

workshop ,  hav ing  a  bas ic

unders tanding  on  what

data  i s  and  how  i t  i s  used

by  bus inesses  and  people

around  the  wor ld  goes  a

long  way .

W O R K S H O P  I N S T R U C T I O N S

And  even  i f  these  top ics

sound  t r icky  to  you ,  there ’s

no  need  to  panic .  For  a

s imple  pre -exerc i se ,  i t ’s

enough  to  wri te  down  or

v i sua l ize  with  pen  and

paper  what  you  a l ready

know  about  data .  Just

wr i t ing  data - re lated  words

that  you  are  somewhat

with  goes  a  long  way !

As  fo r  pract ica l

preparat ions ,  a l l  that  i s

needed  to  part ic ipate  in

the  workshop  i s  to  have  the

workshop  mater ia l s

prov ided  by  us .  You  can

ei ther  use  the  phys ica l

deck  of  cards  or

a l te rnat ive ly  in  a  dig i ta l

fo rmat  accord ing  to  your

pre ference .

14



ALLOCATE THE RIGHT
TIME, PEOPLE AND PLACE

Workshop  in  a  Wal let  i s

un ique  in  the  sense  that

instead  of  being  a  3 -hour -

long  workshop  that

requi res  a  des ignated

fac i l i ta tor ,  we  have  opted

to  deve lop  our  concept  in  a

way  that  a l lows  fo r  utmost

f lex ib i l i t y  and  modular i ty .

There  i s  no  need  to

a l locate  severa l  hours  fo r

conduct ing  the  workshop

or  any  of  i t s  games ,  as  the

games  can  be  played

indiv idua l l y  or  combined

with  each  other  as  des i red .

Our  main  game  (see

chapter  2  fo r  fu r ther

deta i l s )  i s  des igned  in  a

way  that  i t  can  be  used  as

a  s tandalone  game  or

s imply  as  a  warm -up

exerc i se  to  spark  creat ive

th ink ing  and  a l ternat ive

perspect ives  on  data  in  e .g .

a  workshop  or  a  c lass room

sett ing .  Other  games  fo l low

sui t  and  a im  fo r  easy  

W O R K S H O P  I N S T R U C T I O N S

access ,  with  no

preparat ions  requi red

beforehand  apart  f rom

gather ing  the  workshop

mater ia l s  prov ided  by  us .

The  games  are  des igned  to

funct ion  without  a

fac i l i ta tor  and  they  can

even  be  played

indiv idua l l y .  The  group  s ize

of  the  games  i s  f lex ib le ,

however  we  do  recommend

spl i t t ing  l a rger  groups  in to

groups  of  four  (4 )  people

each  fo r  an  opt imal

set t ing .  St i l l ,  we  won ’ t

mind  i f  you  fee l  l i ke  going

bigger  or  smal le r  -  your

choice !

F ina l l y ,  the  workshop  can

be  taken  in  both  dig i ta l

and  phys ica l  fo rmat .  The

cards  used  in  the  workshop

can  be  downloaded  in  PDF

format  and  pr inted  out  or

used  in  a  fu l l y  dig i ta l

set t ing  us ing  e .g .  Miro .

15



LEARN THE METAPHORS

To  make  the  unique

qual i t ies  of  data  and  key

concepts  of  the  data

economy  eas ie r  to  grasp ,

our  team  has  conducted

extens ive  research  by

analyz ing  research  papers ,

ar t ic les  and  in terv iewing

data  economy

profess iona ls .  Through  th i s

research ,  we  were  able  to

nar row  down  to  12

metaphors  that  we  f ind  the

most  usefu l  in

W O R K S H O P  I N S T R U C T I O N S

DATA AS...

descr ib ing  data  economy

re lated  concepts  in  an

eas i l y  digest ib le  manner .

We  have  gathered  the  12

metaphors  below  -  and  the

fo l lowing  pages  show  a l l  of

the  metaphor  cards  that

are  ut i l i zed  in  th i s

workshop .

information
water
oil
capital
lifeblood
soil

labor
sunlight
currency
art
equity
infrastructure
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12  metaphor  cards

20  Q&A  cards

The  main  game  of  the

workshop  i s  ca l led  Q&A  –

Quest ions  and  Arguments .

The  goal  of  th i s  game  i s  to

better  unders tand  the

unique  qual i t ies  of  data  by

re f lect ing  upon  the  mater ia l s

and  concepts  descr ibed  in

the  metaphor  cards  and

making  the i r  common

character i s t ics  with  data

expl ic i t .

The  game  inc ludes :

The  players  ut i l i ze  the  12

metaphor  cards  in  th i s  game

to  v iew  data  as  something

ent i re ly  di f fe rent .  The  players

need  to  th ink  about  data  as

something  e lse ,  and  play  the

game  by  rep lac ing  the  word

data  with  other  words .  

GAME 1: QUESTIONS
& ARGUMENTS 

21



Now ,  the  task  i s  fo r

everyone  to  look  at  the i r

metaphor  cards  and

choose  which  card  do  they

th ink  would  su i t  best  in

the  Q&A  cards ’  quest ion  or

s tatement .  Even  i f  the

player  fee l s  that  none  of

the i r  metaphor  cards

match  the  quest ion  or

s tatement  in  the  Q&A  card ,

we  encourage  players  to  go

for  s t range  and  thought -

provok ing  combinat ions .

These  can  spark

surpr i s ing ly  ins ight fu l

conversat ions  among  the

players  and  can  of fe r  new

perspect ives  fo r  see ing

data .

After  choos ing  a  metaphor

card ,  players  are  to  expla in

the i r  choice  to  the  other

p layers ,  with  the  goal

be ing  that  there  i s

d i scuss ion  on  the  thoughts

and  ideas  that  emerged .

The  game  goes  on  unt i l  a l l

o f  the  deck  of  Q&A  cards

are  depleted .  The  durat ion

of  the  game  i s  between  20

and  40  minutes  depending

on  the  invo lvement  and

enthus iasm  of  the

part ic ipants .  

Q U E S T I O N S  &  A R G U M E N T S  

The  20  Q&A  cards  have

both  quest ions  and

statements  re lated  to  data ,

and  the  players  need  to  f i l l

in  the  blanks  with  the i r

metaphor  card  of  choice .

I t ’s  up  to  the  player  to

dec ide  the i r  des i red

approach  -  somet imes  the

combinat ion  can  f i t

surpr i s ing ly  wel l ,

somet imes  i t  can  be  fo r  the

sake  of  provok ing  thoughts

and  spark ing  in terest ing

discuss ions  around  what

could  be .

How to  p lay  the game? 

The  game  i s  opt imal ly

p layed  by  a  group  of  2 -4

players  -  however ,  the

group  s ize  i s  f lex ib le  and

can  be  adjusted  accord ing

to  the  needs  of  the

part ic ipants .  

F i r s t ,  the  deck  with  the  20

Q&A  cards  i s  put  on  the

table  with  the  sentence

s ide  down ,  af ter  which  the

12  metaphor  cards  are

div ided  equal l y  between

the  players .  One  player  l i f t s

one  Q&A  card  f rom  the

deck  and  puts  i t  on  the

table  fo r  everyone  to  see .

22



The 20 Q&A cards

The  20  quest ions  and

statements  chal lenge  the

players  to  th ink  about  data

as  something  ent i re ly

d i f fe rent .  In  th i s  way  the

players  are  guided  to  th ink

about  the i r  thoughts

around  data ,  and  to  share

the i r  knowledge  and

thoughts  with  each  other .

Peer  l earn ing  i s  key  in  th i s

game ,  as  i t  opens  up  new

perspect ives  around  data

for  the  players .  Suggest ion

to  the  players  i s  to  use

const ruct i ve  feedback  and

emphas ize  the

deve lopment  of  cr i t ica l

th ink ing .  

Addit iona l l y  we  made  a

fac i l i ta tor 's  matr ix  that

shows  the  answers  to  the

20  quest ions  and

statements .  However ,  the

f ina l  combinat ion  of  cards

depends  on  the  player 's

choice .

See  a l l  20  Q&A  cards  in  the

next  few  pages !

Q U E S T I O N S  &  A R G U M E N T S  

The 12  metaphor  cards  

In  the  metaphor  cards  the

word  data  i s  juxtaposed

with  another  word  that  the

player  wi l l  use  to  f i l l  in  the

blanks  of  the  Q&A  cards .

The  idea  behind  hav ing

metaphors  in  the  cards  i s

to  get  players  to  th ink

more  about  the i r

exper iences  with  data  and

how  data  mani fests  i t se l f .

This  i s  done  by  rep lac ing

the  word  data  with  another

word  or  concept  that  i s

more  fami l ia r  to  the

players .  This ,  in  turn ,

makes  players  th ink  more

c lose ly  about  data  in  the i r

everyday  l i fe .
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RECOMMENDATIONS FOR
FURTHER DEVELOPMENT

Dur ing  the  deve lopment  of  the

concept  Workshop  in  a  Wal let ,

severa l  games  were  des igned  and

tested .  

We  in t roduce  three

compl imentary  games  to  be

explored  and  deve loped  fu r ther

as  part  of  the  fu l l  workshop .

Overa l l ,  the  fu l l  workshop  needs

deve lopment  in  three  l eve l s :  1 )

f ina l i z ing  the  three  games  2 )

des ign ing  how  the  games  work

together  and  support  each  other

and  3 )  creat ing  a  fac i l i ta tor ’s

gu ide  or  ins t ruct ions  fo r  se l f -

fac i l i ta t ion .  Al l  three  requi re

test ing  and  i te rat ing ,  preferably

based  on  rea l  l i fe  set t ings .

Our  est imate  fo r  a l locat ing  t ime

and  money  fo r  the  deve lopment

i s  3 -5  months  work load  fo r  a

(serv ice )  des igner  with  rea l - l i fe

s i tuat ions  such  as  other

workshops  or  l ectures  where

test ing  can  be  implemented  in .  
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GAME 2: 
EARTHING DATA

E a r t h i n g  d a t a  i s  a  game

that  makes  you  cons ider

data  s imi la r  to  natura l

resources ;  s o i l ,  w a t e r  a n d
o i l .  These  are  a l l  l imi ted

resources ,  and  cruc ia l  fo r

our  l i v ing  env i ronment .

The  game  works  as  a  too l

for  re f lect ing  in tangib le

data  to  a  tangib le  natura l

e lement .  

Purpose

The  purpose  i s  to  cons ider

data  through  the  l ens  of

essent ia l  raw  mater ia l s  in

our  wor ld .  How  should  we

nour i sh  them ?  The

compar i son  a l lows  us  to

th ink  fo r  example  i f

access  to  data  should  be

seen  as  a  human  r ight .  Or

re f lect  how  much

cul t i vat ion  data  needs  to

turn  in to  an  asset ?
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Next  steps

The  game  was  tes ted  as  an

indiv idua l  task  with  the

opportuni ty  fo r  re f lect ions  on

the  s imi la r i t ies  and

di f fe rences  af terwards  by

shar ing  thoughts  with  us .  To

deve lop  th i s  game  fu r ther ,

the  fo l lowing  s teps  are

requi red :  1 )  def ine  and

deve lop  the  f low  of  the

game ;  how  i s  the  cor rect

metaphor  card  pai red  with

the  appropr iate  chapter ? ,  2 )

what  comes  af ter ;  how  are

the  s imi la r i t ies /di f fe rences

re f lected  upon ?  3 )  tes t  and

va l idate  in  a  group  set t ing .  

E A R T H I N G  D A T A

How the game is  p layed

The  game  l inks  the

appropr iate  metaphor  card

with  a  chapter  of  text  that

descr ibes  the  essent ia l

qua l i t ies  of  the  raw  mater ia l .

However ,  i t  l eaves  the  raw

mater ia l  word  i t se l f  blank ,  to

be  rep laced  ins tead  with  the

word  data .  After  reading ,  the

part ic ipant  i s  asked  to  re f lect

upon  the  s imi la r i t ies  and

diss imi la r i t ies  with  data  and

the  metaphor .

Motivat ions

The  game  i s  insp i red  f rom

learn ing  mater ia l s  fo r  new

languages .  When  l earn ing  a

new  l anguage ,  words  are

g iven  context  in  the  fo rm  of

example  sentences ,  and

short  s tor ies .  The  context

he lps  in  giv ing  meaning  to

new  words .  The  idea  with

plac ing  the  word  data  in to

new  context ,  i s  to  create  new

meanings  and  new

assoc iat ions  and  break  old

ones .  Dur ing  our  research ,  we

interv iewed  teaching

profess iona ls  f rom  both

elementary  school  and

univers i ty ,  and  found  out

that  giv ing  context  i s  key .  
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GAME 3: 
BUSINESS SHARING
NETWORK 180°

B u s i n e s s  s h a r i n g  n e t w o r k
1 8 0 °  i s  a  complete

turnaround  game  fo r  how

assets  are  seen  in  a

company  set t ing .  I t

re in forces  you  to  co -

operate  and  share  your

company  data  with in  a

smal l  c i rc le  of  3 -4

members .  

Purpose

This  game  t reats  data  as

possess ion ;  something  that

could  be  ut i l i zed  more  with

l i t t le  ef for t ,  and  more  t rust .

The  l inked  metaphors  are :

c u r r e n c y ,  i n f o r m a t i o n  and

i n f r a s t r u c t u r e .  

Data  i s  a  per fect  resource

to  base  cooperat ion  around

new  innovat ion ,  but  t rust

needs  to  be  generated  f i r s t .

This  game  gives  a  tas t ing  of

what  might  be  born  f rom

shar ing  data  with in  a  smal l

network .  
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B U S I N E S S  S H A R I N G  N E T W O R K  1 8 0 °

How the game is  p layed

The  game  s tar t s  with

formulat ing  a  group  of  3 -4

members  who  establ i sh  a

community  fo r  shar ing

data .  The  miss ion  of  the

network  i s  to  “Stop  s i t t ing

on  top  of  data  and  make  i t

c i rcu late ” .  

Each  member  f i r s t

ind iv idua l l y  f i l l s  in  the i r

own  company  (or  imaginary

company )  in format ion ;

name ,  f ie ld  of  expert i se  and

type  of  data  that  the

company  possesses .
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B U S I N E S S  S H A R I N G  N E T W O R K  1 8 0 °

The  discuss ion  of  shar ing

and  creat ing  new  va lue  f rom

data  (monetary ,  soc ieta l ,

ef fect i veness )  with in  the

community  can  be  di rected

1 )  in  a  s t ructured  way  by

us ing  the  ecosystem
motivat ion matr ix  (Cicero ,

2017 )  OR  2 )  in  a  more

unst ructured  way  by  giv ing

the  task  to  ideate  new
services  f rom  the  shared

data  pool  by ,  depending  on

the  part ic ipants  and  a im  of

the  workshop .

Afterwards ,  the  teams  come

together  and  share  some  of

the i r  ideas  and  f ind ings

f rom  the i r  data  shar ing

community .
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Motivat ions

Our  main  ta rget  group

inc luded  profess iona ls  that

work  in  data  re lated

bus iness  f ie lds .  Thus ,  a

game  that  makes  data

t rad ing  concrete  to  the i r

da i l y  work  l i fe ,  but  in  a

new  way ,  can  have  an

impact  on  part ic ipants '

th ink ing ,  and  eventua l l y

act ion .  The  commonly  used

mot ivat ion  matr ix ,  or  other

innovat ion  methods ,

prov ide  a  fami l ia r  ground

to  discuss  data .  

B U S I N E S S  S H A R I N G  N E T W O R K  1 8 0 °

Next  steps

The  game  puts  the

part ic ipants  hands -on  with

shar ing  data  and  spot l ights

the  immediate  ef fects  of

shar ing .  The  f low  of  the

game  i s  qui te  easy  to  grasp

and  i t  works .  However ,  to

deve lop  th i s  game  fu r ther ,

redes ign ing  the  use  of

metaphors  in  th i s  game  i s

requi red ;  how  might  the

metaphors  be  ut i l i zed  in

the  game ?  Could  the

metaphors  help  bypass  the

fear  or  shar ing  rea l  l i fe

company  data ?  

36



GAME 4: 
DATA LITERACY

D a t a  l i t e r a c y  game  i s  based

on  creat ing  new  vocabulary

for  data .  The  game

approaches  the  unique

qual i t ies  of  data  by  point ing

out  the  in f in i te  qual i t ies  of

shar ing  i t  with  others .

Purpose

New  unders tanding

somet imes  requi res  new

words  a l together .  As  the  data

economy  does  not  respond

to  the  ru les  and  res t r ic t ions

of  bus iness  as  usua l ,  i t  could

benef i t  f rom  a  new

vocabulary .  This  game  a l lows

anyone  to  t ry  to  come  up

with  better  or  di f fe rent

explanat ions  around  data .
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Motivat ions

From  the  beginning  of  th i s

pro ject ,  i t  became  c lear  that

behind  the  di f f icu l ty  to

unders tand  the  concepts  of

the  data  economy ,  was  the

fact  that  the  te rminology

today ,  i s  insuf f ic ient  to

descr ibe  them .  From  our

interv iew  with  Si t ra ’s  expert

Jy rk i  Suokas ,  we  found  out

that  at  Si t ra  they  come  up

with  the i r  own  combinat ions

of  words ,  when  there  i s  a

need  fo r  i t  (Suokas ,  2021 ) .

This  insp i red  us  to  come  up

with  a  s imple  game  of

formulat ing  new  words  by

merg ing  two  or  three  of

them  together .  Once  the  new

word  i s  created ,  the  best  way

to  l earn  i t  i s  to  expla in  i t  to

others .  Hopefu l l y ,  th i s  a lso

l iberates  part ic ipants  f rom

the  res t r ic t ions  of  the

imper fect  vocabulary  of

today .  

D A T A  L I T E R A C Y

How the game is  p layed

The  f i r s t  phase  of  the  game

insp i res  part ic ipants  to  th ink

of  data  as  inexhaust ib le ,

something  that  doesn ’ t  wear

out  or  lose  i t s  va lue  at  any

point  f rom  usage ,  jus t  l i ke

sunl ight ,  ar t  or  in format ion .  

Then  part ic ipants  are  asked

to  th ink  whether  data  i s ,  in

fact ,  l i ke  th i s  and  how  they

would  descr ibe  data  in  three

words .  They  wri te  the  words

down  and  combine  them  in to

one  new  word .  A  word  that

doesn ’ t  need  to  make  sense

at  f i r s t .  The  f ina l  task  i s  to

take  some  minutes  to  th ink

how  they  would  expla in  th i s

new  word  and  i t ’s  meaning

to  others .  They  wri te  the

explanat ion  down  as  wel l .

After  the  ind iv idua l  work

part ic ipants  come  together

and  share  the i r  words  and

explanat ions .
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D A T A  L I T E R A C Y

Next  steps

The  data  l i te racy  game  i s  the

most  open -ended  game  of

the  workshop .  The

explanat ions  that  are  created

in  th i s  game  might  be

va luable  to  col lect

somewhere  and  be  shared  to

actua l l y  deve lop  the  new

vocabulary .  To  deve lop  th i s

game  fu r ther ,  the  fo l lowing

steps  are  requi red :

1 )  def ine  and  deve lop  the

f low  of  the  game ;  how  do  the

appropr iate  metaphor  cards

(sunl ight ,  ar t ,  in format ion )

l ead  to  the  task ?

2 )  what  comes  af ter ;  how

might  we  col lect  and  share

the  new  words  and

explanat ions ?

3 )  tes t  and  va l idate  in  a

group  set t ing
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Whi le  the  IDBM  Indust ry

Pro ject  course  has  come  to

a  f in i sh ,  we  don ’ t  bel ieve

th is  to  be  the  end  of  the

workshop .  Our  v i s ion  fo r

the  workshop  i s  that  i t  wi l l

be  improved  and  i te rated

upon  -  and  to  a l low  fo r

th i s ,  we  have  l i censed  i t

under  the  Creat ive

Commons  l i cense  (CC  BY -

SA ) .  This  i s  a lso  a l igned

with  one  of  the

requi rements

communicated  in  the

beginning  of  the  pro ject  by

our  c l ient ,  that  the  end

del i verable  should  be

f ree ly  dis t r ibutable  and

shareable  to  anyone ,  which

th is  l i cense  a l lows  fo r .  

We  have  a lso  taken  future

i te rat ions  in to

cons iderat ion  dur ing  the

deve lopment  of  our

workshop  -  new  sentences

and  cards  can  eas i l y  be

deve loped  and  ut i l i zed  fo r

the  main  game  and  we

hope  that  ind iv idua ls  who

use  th i s  workshop  do  so  to

get  the  most  out  of  i t .

CONCLUSION

Spec i f ica l l y ,  the  CC  BY -SA

l icense  used  “ l e t s  others

remix ,  adapt  and  bui ld

upon  your  work  even  fo r

commerc ia l  purposes ,  as

long  as  they  credi t  you  and

l icense  the i r  new  creat ions

under  the  ident ica l  te rms ”

(Creat ive  Commons ,  2021 ) .

Our  bel ie f  i s  that  jus t  l i ke

data ,  shar ing  and

dis t r ibut ing  our  workshop

to  anyone  br ings  more

va lue  than  bui ld ing

bar r ie rs  around  i t  -

there fore  we  encourage

indiv idua ls  to  share  and

use  the  workshop  as  wel l

as  i te rate  and  create

adaptat ions  of  the

workshop ,  and  br ing  those

ava i lab le  to  the  wor ld .
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