
Ideas to use



MARS

Generally speaking, Mars can be used by any organization during or after a training or 
communication session to assess and bolster the knowledge of its entire workforce or by 

a team for its members.

With this in mind, three groups of case studies can be distinguished depending on the 

duration of Mars games:



1. Games lasting several weeks

Digital transformation of specific departments or of the entire organization

• Mars helps to assess the knowledge acquired by employees on the operation, rules of use or 
implementation processes applied to digital innovation and can be used in both team and 
department projects, as well as crosscutting projects that affect the company as a whole.

Awareness campaigns

• Depending on its culture, a company may need to promote awareness campaigns for certain 
topics (data protection, workplace harassment, gender equality, diversity, etc.) to face challenges 
within a social context, specific internal features or simply to comply with regulations. Mars can 
be a useful ally in these situations.

Internal communication

• To consolidate corporate culture, assimilate strategic goals, enhance internal protocols or any 
other processes or resources that have to be shared by the members of a department or the 
entire company.

Sales training

• Introduction of new products, technologies or processes that may require extra effort by the 
company's sales force. A tool like Mars will ensure assimilation of this information and clarify 

any questions that may arise about it. 



2. Games lasting several days

Onboarding

• To make sure that new employees assimilate or expand their knowledge of shared content, while 
they interact with other colleagues both online and offline, since the game rouses player curiosity 
about the creators of other colonies and members of their own federation.

Sales training

• Mars is a very useful tool to clarify key concepts when sales training is limited to one product, 
a few products or when the intention is to bolster specific training sessions.

Classroom training complement

• After completing classroom training, Mars can be used to crystallize acquired knowledge through 

questions, answers and debates.



3. Games lasting several hours

Galvanizing events or conventions

• During or after an event, Mars can be used to play and compete, awarding players who know the 
most about the topic on hand, what has taken place or relayed during the event.

Training session complement

• When training sessions are brief, a single Mars game lasting a few hours can be enough to secure 
knowledge of the topics that were covered.


