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••• continued from page 18

people make online purchases, more and more 
payment options have become available, PayPal 
being the best known among them. Once PayPal 
users have entered their payment information on 
the website, they can make purchases from part-
ner merchants using just their email address and 
a password. In 2008, purchases through PayPal 
accounted for nearly 9% of online transactions 
worldwide, totalling 60 billion dollars.

Nine lives… or more? 
Perhaps more surprising than virtual payments is the 
idea of buying virtual objects. These are most widely 
associated with the spread of online games, many 
of which are free, with add-ons and extras available 
for a small fee. Transactions of this type have hit the 
billion-dollar mark in the United States, and should 
reach 1.6 billion dollars in 2010. In virtual worlds like 
Second Life, players purchase dream lifestyles for 
their avatars with a virtual currency, the Linden dol-
lar, which can be converted to US dollars using cur-
rency exchanges. “Residents” of this open-source, 
three-dimensional world help the game evolve by 
creating clothing, buildings, objects, activities and 
sounds. They can even acquire lots that come with 
property rights, which can be sold for their – virtual 
– market value. Sound habit-forming? It may be, but 
Second Life takes second place behind the world’s 
most populated virtual universe, World of Warcraft, 
which now counts 11.5 million gamers across the 
world. Subscribers immerse themselves in a multi-
level world of epic fantasy – to the point that gam-
ing can become a pathological addiction. In France 
and Germany, for example, experts estimate that 
1% to 2% of the game’s players display patterns of 
addiction that have negative impact on their social 
lives. The figures speak for themselves: the most 
ardent players spend between 35 and 40 hours per 
week on the game. For all that, MMORPG (Massive 
Multiplayer Online Role Playing Games) shouldn’t 
be reduced to these concerns. They are also used 
by scientists researching artificial intelligence, who 
observe how human and robot avatars interact. 
The new forms of artificial intelligence developed in 
this way may be beneficial to medicine, industry… 
and of course video games. In order to provide a 
product that is attractive to both occasional play-
ers and “hardcore gamers,” some developers are 
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offering a new generation of games that adapt to a 
player’s skill level. Left 4 Dead 2, released at the end 
of last year, is one such game. The number of zom-
bies a player must kill, the weaponry available and 
even the music vary depending on a player’s skill 
level. Just in case you weren’t absorbed enough… 

Click for culture
Games are not the only thing to be affected by 
online piracy. Cultural content in the form of music, 
films and books is now available to any unscrupu-
lous web surfer. The spread of piracy may in large 
part be attributed to our changing relationship with 
the arts. Now that cultural content is immediately 
accessible from our homes, and more or less for 
free, will it become a commodity like any other? A 
certain number of film directors have responded 
with a resounding no. Their answer: immerse view-
ers in spectacular three-dimensional worlds. More 
and more films include digital 
effects or are produced entirely 
with computer animation, and 
are made for 3D screening in 

specially equipped movie theatres. Avatar, James 
Cameron’s latest film is one example of this – it’s 
not an experience that’s easily reproduced at 
home! 
High speed internet and streaming technologies 
are also offering people new and legal ways to 
access the arts. Sites like Deezer and Spotify allow 
users to create their own playlists and listen to as 
much music as they want without downloading it. 
The sites have fought long and hard with record 
labels over copyright issues, however. Similar sites 
should soon become available for movies. For the 
time being, Dailymotion and YouTube allow users 
to upload and watch millions of videos. But with 
15,000 a day added on Dailymotion, it’s hard to for 
creative talents to stand out from the crowd. 
The virtual arts mean more than just music and 
movies.  A few major museums such as the Louvre 
in Paris are developing three-dimensional online 

exhibit spaces, so users can 
see works in the museum from 
a new angle, right in their own 
homes. Major national librar-

3D will soon invade 
homes with the advent  
of stations that 
broadcast programs 
entirely in 3D designed 
for special televisions.

“The products we buy 
have themselves become 
virtual.”

On Second Life, anything 
is possible almost like in 
the real world. Find a job, 
talk politics, go to 
concerts, and even… 
have a little fun with a 
virtual partner.

Altran Project

For a telecommunications 
operator, teams from 
Altran TEM have 
designed and directed 
the development  
of two prototypes  
that use augmented 
reality technologies  
in mobile phones.  
The first prototype 
launches a video 
sequence when the 
phone’s camera focuses 
on a brand logo.  
The second helps install 
a home internet router. 

For the latter, directions 
are displayed in the form 
of virtual images that are 
mapped onto the image 
of the actual router. 
Group consultants have 
also been working with  
a telecommunications 
operator to help blend 
advertising into video 
games. Advertising  
is dynamically embedded 
in the game and varies 
depending on the 
country, the player,  
the game context, etc.

Augmented Reality  
for Mobile Phones
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Reality  
meets virtual
With augmented reality, the 
real merges with the virtual. 
This market is bound to explode in the next  
five years.
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Forget about rushing to crowded boutiques 
during sales. If you have a webcam, simply try 
on outfits virtually. Choose an article of 
clothing, print the code, and the sweater or 
skirt chosen will adjust to your body type and 
remain “on” you on your computer screen. 
Then change the colour, length, or cut. Just a 
few simple clicks and you can share your 
image on Facebook and get friends’ opinions.

Thanks to Microsoft’s Project Natal, developed 
for its Xbox 360 game console, you no longer 
need a gamepad to play videogames.  
Now, players can really get inside the action  
on the screen through motion capturing and 
recognition of voices or facial expressions.  
We can now use Kung-Fu moves to fight our 
virtual adversaries or skateboard through a city 
by jumping around the living room.

You no longer have to go to the post office  
to figure out what size package you need. 
Thanks to augmented reality, this task can be 
done at home from your computer. First, print 
a white paper with a logo and hold it in front 
of your webcam to calibrate the program. 
Next hold up the item to be mailed, and it will 
appear on the screen superimposed  
on a package just the right size.

When trying to find a museum, bank, or restaurant, nothing 
is easier than pulling out one’s mobile phone. Thanks to a 
new generation of applications including the popular Layar, 
whatever we seek can be superimposed on the image 
snapped by a telephone’s video camera. Making cultural 
information immediately available, the applications also 
recognize monuments and take the user straight to the 
corresponding Wikipedia page. The telephone, however, 
must be equipped with a GPS chip, as the applications 
operate through the geolocalisation function.

The arrival of augmented reality in the world of industry 
and maintenance goes through some rather peculiar 
lenses. These spectacles are equipped with a camera and 
have a wireless computer link. They allow technicians to 
see the object they are working on in a way that indicates 
the task to be performed. For example, a technician can 
see virtual parts in a motor and be helped to place them in 
the right spots.  Virtual hands indicate the best position to 
fix the part correctly. Ill
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Shop from home

The body as a joystick

Virtual packages

The virtual makes its way onto mobile phones

Glasses like you’ve never seen before
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ies are also entering the online age, and in about 
a decade their collections should be available in 
digital form. By that time, e-books should be a 
fairly widespread phenomenon. Several thousand 
books are already available for download from vari-
ous platforms. 

The virtual inventing the real
No industry today would offer a product that hadn’t 
been designed and tested beforehand – virtually, 
that is. Virtual testing offers considerable savings 
in both time and money for businesses that use it. 
To accomplish this, powerful software known as 
CAD (Computer-Assisted Design) has been devel-
oped. Pro/ENGINEER by Parametric Technology 
and CATIA by Dassault Systèmes make it possible 
to create parts and mechanisms in three dimen-
sions, and to simulate effort exerted on or by 
them. This software has become more and more 
diverse over the past few years, facilitating every-
thing from eco design to studies of the dynamic 
behaviour of components and their resilience using 
different materials, from CAM (Computer-Assisted 
Manufacturing) to film animation. Engineers using 
such software are able to gain 
a high degree of precision in 
simulations of the systems they 
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extend to the financial sector. Perhaps the best 
example of this is found in carbon finance, the 
market in which greenhouse gas emission rights 
are negotiated and traded. These are hardly the 
kind of thing you can pick up for a handful of coins 
at the shop around the corner – unless, of course, 
that shop happens to have an electronic payment 
terminal…

••• continued from page 21

Progress in medical 
imaging and information 
technology now allows 
patients to be virtualized, 
an invaluable diagnostic 
breakthrough for medicine.

Current finance

“The banking revolution is on the march!”
By Pascal de Lima, chief economist at Altran CIS Financial Services and professor  
at Sciences-Po Paris.

The first years of the twenty-first century 
have seen two revolutions in virtual banking, 
one at the beginning of the decade and one 
at its close. The second revolution differs 
from the first, which was associated with the 
rise of eCRM, in that it has combined the 
utility of online banking with the entertaining 
aspects of a game – and more specifically, 
online gaming. 

This new banking revolution has made it 
possible to deposit and withdraw money on 

any online gaming site. Ever-larger numbers 
of online merchants now accept this form of 
payment; indeed, money can be transferred 
to anyone with an account in the same virtual 
bank. This also makes it possible to be paid 
through various digital payment systems. 
Concretely, this means payments can be 
made using nothing more than an email 
address and a password, and can be received 
with no more than an email address. 

A key advantage of such a system is security: 

it is no longer necessary to communicate 
credit card numbers or bank information, and 
gaming sites can no longer refuse someone’s 
credit card. Deposits made through virtual 
banks are instantaneous and automatically 
accepted by sites using this form of payment. 

Gambling and gaming fans take note: some 
casinos and poker halls even offer bonuses to 
players who use virtual banks to make their 
transactions (e.g. Moneybookers, K-Pay, 
Paypal, etc.).

A cube for exploring a virtual universe
Cubtile is not like other 
cubes, and not only 
because it emits soft, 
coloured light. Thanks to its 
3D multi-touch technology, 
any user can easily 
navigate a 3D environment. 
Fingers touching this 
27 cm cube are tracked 
by a computer, where 
algorithmic calculations 
transform gestural 
inputs on each face into 
3D actions (translation, 
rotation, zoom, etc.). 
With numerous professional 
applications, the cube 
tested successfully at 

PSA Peugeot Citroën. 
It emulates volumes 
effortlessly and is thus 
an ideal instrument for 
steering through plans of 
future buildings or through 
the human body. But the 
endless possibilities are 
not limited to professional 
use. The cube also allows 
the public to navigate 
intuitively through 
applications such as 
Google Earth or to wander 
through a museum without 
ever leaving home.
For more information:  
www.cubtile.com

design, and can include more and more significant 
constraints in testing. 
3D modelling also makes it possible to organize 
manufacturing sites to optimize the movement of 
components within a factory, as well as the work 
patterns of the factory’s employees. Virtual manu-
facturing sites can also help evaluate risk on real 
sights in case of disaster. For the future Franco-
British aircraft carrier, for example, virtual model-
ling helped resolve deck landing safety issues. 
Simulated fire evacuation procedures have been 
made more realistic with the addition of virtual 
employees, whose behaviour is determined by 
artificial intelligence. 

Virtual patient care 
Simulations aren’t just for large-scale situations. 
Cellular and even molecular behaviour can also be 
studied using these mathematical tools. 3D model-
ling of brain tumours should soon be able to help 
doctors figure out the best therapeutic approach for 
a given patient. And new therapies may in fact be 
tested on virtual patients – or organs, with simulated 
hearts, kidneys, and brains subjected to new treat-

ments. In this way, medications 
with potential harmful effects 
on patient health can be tested 

in perfect safety. And the utility of virtual organs 
doesn’t stop there. On the operating table, cameras 
may be combined with virtual modelling to provide 
real time assistance to surgeons, who can follow 
their own actions on a screen. 
Another way to see inside the human body is a non-
invasive technique that combines magnetic reso-
nance imagery (MRI) with computer-assisted X-ray 
tomography. The technique is used for virtual autop-
sies, or virtopsies, and provides a three-dimensional 
view of the human body that allows forensic patholo-
gists to examine blood vessels, organs, bone and 
tissue in order to determine cause of death. 3,000 
American soldiers killed in action have been autop-
sied in this way, and this research should help 
improve equipment provided to troops. Simulation 
for health purposes goes beyond the human body, 
too. For example, the WHO created multiple models 
to simulate the evolution of the AH1N1 flue pandemic 
on the global scale to help countries anticipate the 
threat of this illness. 

Intangible assets?
The world is digitising at a rapid clip, offering us 
many advantages, from improved quality of life and 
entertainment to savings in time and money. So 
it seems only logical that the virtual world would 

“The virtual helps companies 
save time and money.” Fr
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OASIS, overcome territorial inequities 
in healthcare access
To counter the growing phenomenon  
of medical “deserts”, the OASIS project  
has oriented its research around  
diagnosing the diverse kinds of difficulties 
patients encounter. Finding such tools  
is a vital precursor for adapting  
technological (i.e., telemedicine, 
paperless medical records) and 
organizational (nursing homes) 
solutions to unique situations. The 
project also seeks demographic 
solutions by assisting doctors who 
wish to relocate to these medical 
deserts.
stephane.castaing@altran.com

IHMGG, develop more natural man/
machine interfaces 
This project explores the ability of mobile 
phones to receive information via gestures. 
Certain computers already use a basic 
gestural language. Yet a number of 
questions remain. Is the technology precise 
enough to easily recognize gestures? Is it 
user-friendly enough to not require long 
training or induce fatigue? What applications 

would the technology have, and in what 
contexts would it be useful? A 
multidisciplinary team will explore new ways 
to use this familiar tool.
christopher.wild.ext@altran.com

VISUP3D, improve diagnosis and 
surgical procedures
The VISUP3D project 
involves 3D-4D 
medical imagery and 
collaboration with 
IRCAD (a research 
institute dedicated 
to fighting digestive 
cancers).  
Researchers are 

making strides towards 
a foundation for what could tomorrow be a 
digital medical lab that greatly improves 
diagnosis and surgical procedures. 
Technologically speaking, fast and reliable 
image handling is the most critical issue 
along with simplifying web access for the 
public, patients, practitioners, and hospital 
personnel. These new tools should give rise 
to new medical professions.
jeanpierre.radoux@altran.com

I MODAL, facilitate multimodal city 
commutes
This research project involves Altran  
(the project’s sponsor),  
RATP, Egis Mobilité, 
Comuto, ADM Concept, 
Inrets, and Ponts  
et Chaussées.  
In November 2009  
it was certified  
by the Moveo  
and Advancity 
competitive 
clusters. Thanks to 
a systemic approach to transport, 
I MODAL will make commutes  
and connections easier.  
The inter-modal aid comprises a software 
platform that receives and incorporates 
information from all modes of transport. 
Data is fed into a piloting module  
destined for transportation authorities  
and to a trip-planning module  
for end-users. 
The system will be available on mobile 
phones and will be linked to online social 
networks. 
olivier.picard@altran.com

people
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Learning to be Everywhere at Once

Trajectories

> When he joined De Valck Consultants, a Belgian subsidiary  
of the Altran Group, Nabeel Bashir had no idea that his first mission 
would take him to the other end of the world.

A Cultural Mission
Consultants are at the core of Altran. 
Without their precious contributions, our 
work would not be possible. At the same 
time, the Group gives its consultants 
something back through the missions 
entrusted to them: the chance to discover 
a new sector, country, universe, culture, 
and more.

> Since the day he joined the Group, Rodolphe Sepz has sought to work abroad. As fate would 
have it, he was first sent to Belgium and then practically around the world!

Sepz spent the first two years of his professional career as an IT manager in France. He then applied to 
Altran, specifying that he wished to work abroad. “I got several offers, including one in Belgium. From 
the very first interview, I got a great contact, and having already been to Brussels, I knew I’d like it there.” 
After two missions in the insurance sector, he began at Fortis Bank in the Foreign Branches Automation 
department in August 2000. There he managed the infrastructure of Fortis branches outside of Benelux. 
“The scope of my intervention constantly evolved. In 2007 I seized the opportunity to create an 
International I&O Coordination Department to manage projects and infrastructures for all Fortis entities 
outside of Benlux.” All branch infrastructures thus had centralized and homogenous coordination, which 
allowed the company to better control security, more easily overcome incidents, and cut costs. “I really 
appreciate the diversity of the projects and the wealth of contacts I made in a multicultural environment. 
When BNP Paribas bought out Fortis, I dedicated most of my time to activity alignment and international 
sites. The success of my mission was contingent on building a close relationship with all entities, which 
meant knowing the terrain and the people involved. I go at least twice a year to each of 14 countries 
managed directly from Europe. Plus I intervene occasionally in six others. My schedule’s pretty full!”

A week after his arrival, Nabeel received a phone 
call offering him a project for Bombardier in Bahrain. 
“I said to myself, ‘there’s an opportunity I can’t pass 
up!’ Two hours later I was in Lille for an interview, 
and one thing led to another until I found myself 
aboard a plane to Bahrain.” One might wonder 
what Bombardier is doing on this extremely rich 
little island in the Middle East. Nabeel asked himself 
the same question and discovered that one of the 
company’s suppliers produces fibreglass-reinforced 
plastic interiors for new generation trains there. After 
a year of intense work, mass production began. 
“We communicate in English, which sometimes 
causes problems as it’s no one’s native language. 
Nevertheless, I really appreciated this experience, 
especially for its international scale. Of course being 
far away from family and friends was not always 
easy, but I fully believe in knowing when to seize 
opportunities at the beginning of one’s career to 
help build a strong resume.” Living in this Muslim 
country is rather, if not completely, disorienting, with 
weekends being Friday and Saturday, changing 
schedules during Ramadan, and prayers several 
times a day. “That didn’t stop me from having a 
great time and meeting people at the same time 
that I was carrying out my mission and honouring 
Altran’s reputation in the area of purchasing.”

2000-2004 > 
Graduate Aerospace 
Materials Engineering, 
Imperial College 
London, UK
2003-2004 > Airbus 
Industrie project in 
design
2004-2005 > 
Research Analyst, 
Alstom Power Ltd, 
Baden, Switzerland
2005-2007 > Real 
estate Property 
development , Dubai-
Pakistan
2008 > De Valck 
Consultants (Altran), 
Purchasing consultant

BIO

1996 > Masters 
in Engineering and 
Computer Science 
(Poitiers)
1997 > Masters 
in Engineering 
and Technology 
Management 
(Portland, USA)
1999 > Joined Altran
2000 > Beginning of 
his project at Fortis
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Crossing the line 
between virtual and real

Altran Research is focusing its strategy on what we call sustainable innovation, technology 
that meets basic needs (housing, care, getting around, etc) through sustainable solutions 
(energy, environmental, and economic efficiency). In this context, numerous projects are 
incorporating simulations and virtual reality as research axes. Several examples follow. 
valerie.archambault@altran.com
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The second step was to optimize the process flow and 
the work stations.

“Regular tasks have been divided into two parts: the one 
with added value, and the ones with little or no added 
value. The idea was to get rid of the useless tasks, and 
guarantee that the tasks with added value would be 
performed with less or similar efforts”. From there, the 
consultant team sat down with Baxter’s team leaders 
and main stakeholders to find acceptable solutions that 
would match with the required timeframe and investment 
costs and the expected optimization. The final proposi-

tion included optimized workstations to perform several 
tasks, rebalanced workload, automated reporting, intro-
duction to standardization, continuous improvement 
mindset and last but not least, a sensitivity campaign 
at all levels to value stream in the organization. Combin-
ing their strengths, not only did the consultants deliver 
quality by meeting the client’s expectations, but also did 
they excel by exceeding Baxter’s expectations! “Thanks 
to the “train the trainer” program Baxter had subscribed 
firsthand, they can now duplicate the same approach to 
more departments on their own. This is what one could 
call a Quality Excellence project!”

Roel Verhulst (Senior consultant, De Valck Consultants)
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Baxter’s expectations were to improve efficiency over 
an 8 months period.

“They also wanted a knowledge transfer of lean manufac-
turing in general, and value stream mapping in particular 
from the Operational Excellence team to their green belt 
program. A team was built which combined the Operational 
Excellence expertise in lean & Baxter’s internal knowledge 
coming from De Valck Consultants”. Combination and syn-
ergy of their strengths allowed them to carry out the project. 

This team, supervised by the Life Sciences manager, was 
composed of two senior consultants and a junior consult-
ant from the Operational Excellence department, and one 
junior consultant from the Life Sciences department. “Their 
first challenge was to adapt the SLIM methodology to per-
fectly fit the sector’s demands. They focused on the tedious 
reporting requirements and the all-time traceability guaran-
tees. As it is a time consuming process, they identified an 
interesting improvement by investing in electronic reporting 
and data basing”.

Xavier Duburcq (BU manager, De Valck Consultants)
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Expertisepeople

For over a year, Baxter has entrusted Altran subsidiary De Valck 
Consultants with Quality Assurance projects. More than 20 
consultants operate daily on the Baxter Lessines (Belgium) 
production site. When the lean manager of the Plastics site 
needed to optimize one of his production lines, the Operational 
Excellence team and its Systematic Lean Implementation 
Methodology (SLIM) was the perfect match for this great issue. 
This successful methodology is used to improve the efficiency  
of processes in manufacturing and office environments.

The Kiefel Department of Baxter Plastics produces empty PVC 
bags for intravenous infusions, irrigation and peritoneal dialy-
sis. The production of the bags is done on thirteen automated 
production lines, in classified area. Each production line has 
its operator whose main responsibility is a visual inspection of 
the products, followed by manual packaging. Beside this team 
of operators, a group of logistical colleagues guarantees that 
the material is provided to the lines and technicians ensure the 
quick repair of the machine when a shutdown appears for 
technical reason.

interview

Why did you get in touch with Altran Operational 
Excellence?
Even in a strongly automated production area focused on finding im-
provements of all kinds (Lean Six Sigma Support services within Baxter), 
it is still possible to find efficiency improvements. Typically, for people 
who are involved in a certain environment for a long period, it is difficult 
to see beyond the routine borders. The fresh and objective viewpoint of 
Altran could make a difference.

How did you proceed to improve efficiency  
in the production area?
By understanding exactly our needs, and making sure that Altran re-
spects our expectations, it was possible to start the project and to deliver 
quality. Due to lean tools like Value Stream Mapping, Multi Moment 
Sampling, and due to their objectivity, Altran consultants were able to 
develop a global view on the available capacity of the production area 
and compare it with what has been produced in the past. This analysis 
showed Baxter way of improvements: where exactly are the bottlenecks, 
and where Baxter had to work on to reduce this difference between 
‘available’ and ‘used’ capacity.
Two senior and two junior consultants started off the project with the 
data of one year production and with measurements and observations 
on the work floor. This resulted in several proposals to enhance the ef-
ficiency with quick wins and long term projects. Several quick wins al-
ready have been executed in order to give the project some shape. In 
different operating zones, the ‘travel distance’ has been reduced and a 
security risk has been eliminated.

Are you pleased with the project and the follow-up?
Although the Operational Excellence team had never worked before in 
the pharmaceutical industry, they learned very fast. It appeared that the 
major difference for the SLIM approach would be the rigorous reporting 
requirements and traceability guarantees under any possible condition. 
This was a time consuming process were the team identified a first 
improvement potential through investment in electronic reporting and 
data basing.
The good collaboration between Altran and Baxter made it a very fluent 
project. The people on the work floor were informed about the purpose 
of the observations and about the objectives. Baxter was very pleased 
with the regular meetings and the good feedback.The consultants were 
praised for their fast availability, their good feedback and their added 
value in the improvement process.

production 
     Maintenance manager

Tony de Vos



Campuspeople

Fifteen years an institutional partner  
of the French National Confederation  

of Junior Entreprises (Confédération Nationale  
des Junior-Entreprises), the Altran Group is an 

integral part of the movement’s life force.  
Its representatives participate in both  

the bi-annual national gatherings and in regional 
conferences (8 in the spring, 8 in the fall).

France

E-insurance and its stakes
In January the Ecole Nationale d’Assurances (ENASS) and Altran, 
in their second year of partnership, held their first conference of 
2010 on the theme of e-insurance. This new strategy employed 
by insurance professionals was explored in and out, from its 
potential benefits (attracting new customers, building loyalty, 
creating international opportunities) to innovations tied with the 
internet as a channel for marketing insurance products and 
services. Arnaud Boudesseul of Altran CIS Financial Services, 
Assurland founder Stanislas di Vittorio, and MAAF Research 
Director Thierry Beillon led the roundtable that welcomed 
insurance professionals as well as ENASS MBA students.

Belgium

Campus Teams continue  
to make a difference
Once again this year, Altran Belgium will seek out young talent 

at the recruiting forums of the country’s top universities.  

To continue building on what have been excellent results, 

Altran maintains a structured and professional relationship 

with these institutions. Campus Teams represent and take 

charge of partnerships with each university. Teams include 

consultants and voluntary managers, most of whom are alumni 

from partner schools. At the head of each Campus Team is a 

leader who oversees the partnership and who is responsible 

for organizing recruiting forums, communication, advertising, 

events, etc. Recruiting, marketing, and alumni managers are 

also identified within each Team. This organization allows  

for an all-round approach and optimizes contact with the key 

players in the recruitment process: applicants, older students, 

journalists, and alumni.
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Italy

Altran Italy HR in the press
Altran Italy now holds a column 
in BIP Magazine, the BIP’s 
bimonthly dedicated to 
universities, professional 
training and careers guidance. 
The Borsa Internazionale del 
Placement (BIP) is the annual 

event where HR and Training 
managers interact. The column, 
edited by Altran Italy, will spread 
the word about our recruiting 
and employer branding 
initiatives as well as Campus 
Club and Universities activities.

la libération de la croissance française) as well as the 
Junior-Entreprise movement’s institutional partners 
(Altran, BNP Paribas, and KPMG) start assessing the 
economic outlook for 2010. The rebound in the employ-
ment market were at the heart of the debate!
Among the CJE’s guest’s many achievements, Mr. Attali 
created a consulting firm specialized in strategic consult-
ing and financial engineering. As a leader in innovation 
and consulting, Altran discussed its own expertise and 
experience in the field before the numerous students 
gathered. Pr[i]me Director Corinne Jouanny testified 
to the influence that leaders in innovation, particularly 
Altran Group, have in surmounting this crisis. Speaking 
alongside the ENA graduate with a degree in polytech-
nics, Altran called to mind its values of leadership, excel-
lence, and entrepreneurship. 

An animated conference
On Saturday, November 28 in Talmont Saint Hilaire, 
Altran once again left a strong impression on 700 com-

mercial and engineering junior entrepreneurs gathered 
for the CNJE National Winter Conference. With training 
sessions, hands-on workshops, interview simulations, 
speeches during the general assembly, individual meet-
ings with students, and some lighthearted play in the 
Altran Love Box, Altran’s animated event brought to life 
and captured the students’ attention. 

On the menu were traditional MBTI and public speak-
ing training sessions conducted by Julien Esposito and 
Emmanuel Bardet as well as innovative workshops.  
“Innovation to help your Business Model” was the 
theme chosen by TEM Business Manager Mathieu 
Cervety to teach junior entrepreneurs to “mobilise ener-
gies to increase company potential. Altran puts innova-
tion in the hands of Junior Entreprises.” The workshop 
was well adapted to and well received by its audience. 
The enthusiastic students had trouble agreeing on who 
among them would present the workshop’s findings 
during the general assembly.

Altitude n° 1730

They take part in training exercises and during gen-
eral assembly presentations. On these occasions, 
Altran meets thousands of junior entrepreneurs, who 
have learned of Altran’s merits at their universities and 
who share the company’s commitment to excellence, 
entrepreneurship, and dynamic innovation, Altran 
also participates in the Club Junior-Entreprises, which 
hosts prestigious figures like Bill Gates, Valéry Giscard 
d’Estaing, and Louis Schweitzer.

Interview with Jacques Attali
Economist, writer, presidential advisor, entrepreneur — 
it’s hard to come up with a single word to define Jacques 
Attali. On January 21, 2010, the Club Junior-Entreprises 
invitee responded to questions from 350 participants. 
After a dismal 2009, it is about time the leader of the 
commission for French growth (Commission pour 
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Germany

Creative Solutions for Altran Projects
The annual Tournament In Management and 
Engineering Skills (TIMES) case study contest 
was held in November 2009 at the University  
of Karlsruhe in German. The Altran Campus 
Team – represented by HR Manager Barbara 
Frik, Business Manager Michael Füllemann, 
and Consultant Jesús Roncal – had the honor 

of forming the jury, along with Dr. Michael Wolff 
of the University of Karlsruhe Institute  
of Applied Business Administration  
and Business Management. Together the jury 
evaluated students’ consulting solutions  
to proposed problems in the field  
of aeronautics. The winning team qualified  

for the competition’s European semi-finals.  
All of the groups showed exemplary teamwork 
despite their widely varied structures. 
Following the ceremony, all participants  
were invited to a dinner, where many  
of the students expressed interest in Altran  
as a potential employer.

Altran  
and CNJE,  

still going 
strong



Every time a new title in the Gran Turismo series 
is released, video game stores are swarmed by 
excited fans, impatient after months of anticipat-
ing a new version of their favourite game. Needless 
to say, the game and its creator have become legends in 
the gaming world, and its soon-to-be-released fifth edition 
will no doubt be as big a hit as its predecessors. But for 
Kazunori Yamauchi, such success comes at the price of 
intense hard work. 
This automobile fan has been sharing his passion for all 
things car-related since 1997. In 1998, Yamauchi took 
over at the helm of Polyphony Digital and dedicated the 
organization to Gran Turismo. Today, its teams are per-
fecting the final version of Gran Turismo 5. For Yamauchi, 
Gran Turismo is much more than a video 
game, and he has never stopped yearn-
ing for more: more realism, more cars, 

more functions. His goal is unswerving: each episode of 
Gran Turismo must the reference in its field. To that end, 
Yamauchi is always one step ahead of the game. Ver-
sion five will be released for PlayStation 3 this year, but 
the game’s mastermind is already thinking about what to 
add to number six: “You can always do more,” Yamauchi 
explains. As long as the hardware keeps offering more 
power and therefore more possibilities, this champion will 
keep pushing his series forward. 
Yamauchi has little to say for his competitors: he “can 
barely stand to play for more than five minutes. The low 
level of quality just stands out so much I can’t stand it.” 
Gran Turismo certainly holds its share of records. Its first 
edition sold more than 10 million copies, making it the first 

PlayStation’s top selling game. In all, the 
game’s various editions have sold over 50 
million copies worldwide.

“You can always  
do more”

Kazunori Yamauchi
5 August 1967: Born in Kashiwa, Japan. 1992: joins Sony Epic Music after completing a degree 
in economics. 1994: creates the Motor Toon Grand Prix game. 1997: after five years in development, 
Gran Turismo is released for PlayStation. April 1998: takes over as head of Polyphony Digital. 
2006: adapts the Gran Turismo concept for motorcycles with Tourist Trophy. 2009: Gran Turismo is 
adapted for PSP. 2010: Gran Turismo 5 slated for release.

portrait

D
R

Tirelessly diligent, a watchmaker’s attention to detail: meet the man behind Gran Turismo, one 
of the world’s most popular video games.

At the wheel of Gran Turismo

D
R


