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LT MEAS 510

Third Semester M.B.A. Degree Examination, December 2017
BUSINESS ADMINISTRATION
Training and Development

Time 3 Hours Max. Marks : 70

SECTION=A
{Compulsory]
Mote : Answer to the quastion should not excead six pages. (1x15=15)

1. Compare and contrast management development pragrammes with traditional
training programmes,

SECTION-B

Nate : Answer any five questions. Each question carries 8 marks and answerfar  *
each question should not exceed five pagas. (SxB=40)

2. Describe the process of developing a case study for management training.
3. Explain the purpose and characteristics of competency based management training.
o 4, Explain the managemeant training process, Sri Dnarmastnala Mamunatheshwars

Collsge of Rusiness Managesmanl, Mangelais
3 Explain the Etﬂges of evaluation. e | »j'.-rn.'u.'-' = Centre 1ol Management

fodims and Hossarch Library
6. Describe the methods of training need identifization.
7. Explainthe role of government agencies and workers education in trainin 3.

8. Explain the objectives and models of management training.

9. How do you review the effectivéness of training 7 Explain.
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SECTION-G

10, Case Study (Compulsory). (1%15=15)

Read the following case and the guestions given al the end ;

Laura Holshouser's favorite video games include Halo, Telrs, and an anline
raininggame developed by her employer. A training game ? That's right. The
24 year-old graduate student, who manages a cold Stone Creamery ice-cream
store in Riverside, California, stumbled across the game on the corporate Wab
site in October.

it teaches partion control and customer service in a cartoon-like simulation of &
Cold Stare store. Playars scoop cones against the clock any try 10 avoid serving
tog much ice cream. The company $ays more than 8 000 employees, or aboul
30 percent of the total, voluntarily downloaded the game in the first week. “It's

so much fun,” says Holshauser. e-mailed it to everyone at work.”

The milltary has used video games as a training tool since the 1980s. Now the
nractice is catching on with companies, 100, ranging frem Cold Stene to Cisco
Systemns Inc. to Canon Inc. Corporate tralnets are beting that games’ interactivity
and fun will hook young, media-savvy employees like Holshouser and halp
them grasp and retain sales, technical and management skills. "Video games
teach rasource management, collaboration, critical thinking and tolerance for
failure," says Ben Sawyer, who runs Digitaimlll Inc., & game consuitancy in
Paortland, Me. )

The market for corporate training games is small butits growing fast. Sawyer
ostimates that such games make up 15 percent of the “serigus,” or
nonentertainment, market, which also includes educational and madicai training
products, Over the next five years, Sawyer sees the sericus-games market
miore than doubling, to $ 100 million, with trainers accounting tar nearly a third
of that. Its numbers like those that prompted Cyberlore Studios Inc., maker of
Playbay: The Mansion, to refocus on training games — albeit based on its Playboy
title. And training garmes will be top of mind at the Game Developers Conference
in San Jose, California, this month.

Companies ke video games Decause they are cost effective. Why pay for
someone to fly 1o a central training campus when you can just plunk them down
in front of a computer 7 Even better, employees often play the games athome
an their own time. Besides, by industry standards, training games are cheap to
make. A typical military game costs up to § 10 millian, while sophisticated
entertainment games can cost twice that- Since the corporate variety dont
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require dramatic, warlike explosions or complex 30 graphics, they cost a lot
jass. BreakAway Games Lid., which designs simulaticn games for the military,
is finishing its first corporate product, \/-pank, to train bank auditors. its
budget ? Just T 500,004,

Games are especially well-sutad 1o training technicians, In one used by CGanon,
repairmen must crag and drop parts into the right spot on & copier. As in the
hoard game Operation, a light flashes and a buzzer sounds if the repairmarn
gets it wrong. wWorkers who played the game showed a 5 percentto 8 percent
improvement in their training scores compared with older training technigues
such as manuals, says Chuck Heinders, who trains technical support staff at
Canon. This spring, the company will unveil 11 naw training games.

Games are also being developed 1o help teach customer service workers to be
more empathetic, Cybe rare, now rechristenad Minarva Software Inc., IS
developing a training toal for a retailer by rejiggerning is Flayboy Mansion game,
In the ariginal, guests had {o persuade models to pose topless. The naw gameé
requires players 10 use the art of parsuasion to sall products and simulates a
stara, down to the carpet and point-af-purchase display detalls.

Dan Figld, director of cetifications at Clsco, says games won't entirely replace
traditional fraining methoads such as videos and classes. Bui he says they From
the Pages of noe30344_ch06_215-256.qxd §/9/09 17,28 Page 265 Rev.
Confirming Pages 256 Pan 2 Dasigning Training should be part of the toolbox.
Last year, Cisco rolled out six new training games soms of thermn designed 10
teach technicians how 1o build & computer network, It's hard to imagine a drier
subiect. Nat so In the virtual world. In one Cisco game, players must put the
network together onmars. Ina sandstorm. "Our employees lgarn without realizing
they are learning,: Says Field. Sounds suspiciously ke fun.

Cuestions:
1) How can video games he used 1o enhance learning 7 Transfer of training.
2) Whatfeatures doesa video game need 1o rave to be an effective training method 7

3) Do you beligve thai some genarations of em ployees will react more positively
to video games used for trairing than other gen arations 7 Why 7 Explaln your
answel.

4) The article discusses the use of video gaming DY Cald Stone and Canon. HOW
would you evaluate the ef jactiveness of video gaming 7 \What outcomes wold
you collect 7 What evaluation design would you use 7



