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Abstract: 

 

Purpose: The aim of this paper is to present the possibility of implementing business 

simulations in academic didactics in order to shape competences desired in the labour 

market. The article provides a characterisation of the competences sought in the labour 

market in the light of theory and empirical research. This is followed by a presentation of 

selected teaching methods that contribute to a better understanding of the business issues 

discussed by business students. 

Design/Methodology/Approach: The study was based on quantitative (questionnaire) and 

qualitative (observation and discussion during the course) methods on attitudes of the 

students participating in business simulations game. This study was conducted in three 

phases based on opinion of students in Poland and Kosovo. 

Findings: Empirical research has demonstrated that business simulations contribute to the 

acquisition of practical skills by participants. These skills include the development of 

analytical thinking, analysis of market mechanisms, teamwork, business language skills and 

working under time pressure. The results of the research indicate that BSGs are largely 

reflective of the conditions that will characterise future professional work. This can 

positively influence graduates' ability to find their way in the labour market through faster 

adaptation. 

Practical Implications: The integration of BSG into the educational process may facilitate 

a more comprehensive understanding of previously conveyed knowledge and an enhanced 

awareness of the implications of decision-making in market contexts. This suggests that 

university graduates who have been exposed to BSG will be more likely to perform better in 

the labour market than those who have only absorbed theoretical knowledge from 

textbooks. 

Originality/Value: The article highlights the importance of introducing innovative teaching 

methods into the educational process in response to the needs of modern students. Business 

simulation games prove to be an answer to these needs, allowing participants to immerse 

themselves in the real world of business, while at the same time applying the theoretical 

knowledge acquired. 
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1. Introduction 

 

The range of tools available at universities is both extensive and evolving. It 

encompasses traditional lectures and the utilisation of web-embedded, interactive, 

fully synchronised business process simulations related to the establishment and 

functioning of a company or the fulfilment of an employment role. Undoubtedly, 

traditional methods like lectures and textbooks are crucial for establishing the 

foundations of theory in practice developing business skills. However, achieving 

higher levels of critical thinking requires discussing, testing, reflecting, and 

adjusting one's knowledge. 

 

From the perspective of both students and employers, it is becoming increasingly 

evident that there is a focus on making learning more practical. This entails striving 

to address problems that will arise in the future workplace, which will be the 

environment in which the future graduate will be functioning in a few years' time 

(Bizon, 2013). Providing students with an immersive and hands-on experience can 

effectively fill the gap between theory and practice (Popowska, 2018; Byusa et al., 

2022).  

 

Therefore, there is a need to introduce digital technologies into the learning process, 

as generation Z is interested in less formal approach to getting education (Bach et 

al., 2023). This is a generation, that was born with full access to technology and 

have completely different expectations of the education process (Binsztok et al., 

2023). It seems that learning happens when effective education strategies are being 

combined with technological tools, effectively and sometimes also efficiently 

enriching learning experiences (Antoniuk et al., 2021).  

 

The answer to those needs can be business simulation games (BSGs) that have 

gained attention for their ability to engage students and improve learning outcomes 

(Faisal et al., 2022; Bach et al., 2023). Research suggests that BSGs promote greater 

engagement and motivation and improve learning outcomes such as knowledge 

acquisition, cognitive and interactive skills, and behaviour.  

 

Furthermore, BSGs have been found to enhance the employability skills of 

undergraduate business students, in line with the needs of employers, government 

and academia (Asiri et al., 2017). However, barriers to the adoption of BSGs in 

teaching include concerns about suitability, risk, and resource availability (Rogmans, 

2023). Overall, while BSGs present a promising framework for enhancing higher 

education, further research is required to evaluate their effectiveness and to identify 

future strategic directions for their development. 

 

The aim of this paper is to present the possibility of implementing business 

simulations in academic didactics in order to shape competences desired in the 

labour market. In order to achieve this goal, it was decided to formulate the 

following research questions: 
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RQ1: Do business simulations contribute to the acquisition of practical skills by 

students? 

RQ2: Do business simulations provide an approximation of the conditions of future 

professional work? 

RQ3: Do business simulations promote team building by helping students to find 

their role in teams? 

RQ4: Do business simulations motivate students to continue learning? 

 

The next part of the article provides a characterisation of the competences sought in 

the labour market in the light of theory and empirical research. This is followed by a 

presentation of selected teaching methods that contribute to a better understanding of 

the business issues discussed by business students. Selected business simulations are 

described in detail and the benefits of their use are highlighted. The empirical part of 

the paper is based on a case study conducted among economics and management 

students. 

 

2. Literature Review 

 

2.1 Skills in Demand on the Labour Market 

 

It is expected that the knowledge and skills acquired during higher education will 

contribute to the graduate's competitiveness in the labour market. The learning 

process facilitates the development of both hard and soft competences, which are 

highly sought-after in the labour market. In recent years, there has been an increase 

in discourse surrounding the importance of their sustainable development (Tripathy, 

2020; Lamri and Lubart, 2023; Juhász et al., 2023; Colombo and Marcato, 2023).  

 

Furthermore, it is evident that the processes of digitalisation and automation are 

intensifying the necessity for flexible and soft skills in order to successfully navigate 

a multitude of professional challenges and tasks (Hazzan et al., 2020; Obermayer et 

al., 2023). In 2011, Microsoft Partners in Learning (2011) pioneered the use of 

employer surveys to ascertain the skills most highly valued by employers. The 

results demonstrated that collaboration, professional skills, ICT skills, problem 

solving, innovation, self-awareness and self-regulation were the most highly rated. 

 

According to Fajaryati et al. (2020) literature review, candidates should have 

communication, teamwork, problem-solving and technological skills.  Other studies 

also provide similar conclusions (Lazikova et al., 2022; Dębkowska et al., 2022; 

Polakova et al., 2023).  

 

Based on a The Skills Employers Demand report (2023) there are most demand 

skills as communication, teamwork/collaboration, problem solving/critical thinking, 

self-motivation, professionalism, customer service, leadership/people management, 

integrity, creativity.  

 



  Laura Płatkowska-Prokopczyk, Nataliia Boichuk, Theranda Beqiri   

  

831  

There is empirical evidence that employers are increasingly demanding and 

rewarding social skills (e.g., leadership and communication, while continuing to 

reward cognitive skills (Josten et al., 2024). 

 

As reported in research conducted in Kosovo the skills of graduates are inversely 

proportional to the challenges, i.e. the more skilled graduates are, the easier it is for 

them to enter the labour market, and vice versa. Individuals entering the labour 

market or preparing for it may develop soft and hard skills also through engagement 

with business simulations.  

 

The competencies that can be achieved as a result of participation in such 

simulations are likely to be in line with the requirements of the labour market. While 

these skills may not currently be recognised by employers, they have the potential to 

become important factors in future competitiveness (Laurisz et al., 2024).  

 

Yet a majority of students do not have sufficient self-reflection and self-awareness to 

analyse which skills they have developed during their university education (Papp et 

al., 2023). At the same time the graduates that have been more proactive and 

participated in non-formal education have shown better performance in their jobs 

(Beqiri and Grima, 2024). 

 

2.2 Innovative Approach to Teaching in Higher Education 

 

Those engaged in the field of education place considerable emphasis on the 

importance of creativity and innovation as means of modernising and improving the 

quality of education (Simplicio, 2000; Cachia et al., 2010). Ferrari et al. (2009) 

argue that creativity and innovation in education are not just an opportunity, but a 

necessity.  

 

Herrington and Herrington (2006) presented authentic learning principles that 

educators can apply when creating their learning activities (Figure 1). 

 

Genuine innovation in the field of education necessitates a fundamental 

transformation in both format and methodology (Simplicio, 2000). One of the ways 

to change teachers’ approach is experiential learning as a process of knowledge 

construction that entails a dynamic interplay between reflection and action.  

 

During the experiential learning process, the learner engages in a continuous, 

iterative exploration that adapts to the learning context and content. Concrete 

experiences serve as the foundation for observations and reflections, which are then 

integrated into abstract concepts.  

 

This facilitates the generation of new insights for action, which can then be actively 

tested, thereby guiding the creation of new experiences. In accordance with Kolb's 

experiential learning theory (Kolb, 1984:28), ideas are not fixed and immutable 
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elements of thought; rather, they are formed and re-formed through experience. 

Consequently, learning can be defined as a process whereby concepts derived from 

and continuously modified by experience are established. 

 

Figure 1. The factors and principles of the authentic learning framework 

 
Source: Own elaboration by Herington and Herington (2006). 

 

Innovative methods including webinars, e-learning, simulation games, case studies, 

video response training (Stanik, 2014) are compatible with the Kolb cycle (Figure 

2), which is based on six propositions that are shared by these scholars (Kolb and 

Kolb, 2005): 

 

Figure 2. Kolb Cycle 

 
Source: Own elaboration by Kolb (1984). 
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1. Learning is best when conceived as a process, not in terms of outcomes. To 

improve learning in higher education, the primary focus should be on 

engaging students in a process that best enhances their learning — a process 

that includes feedback on the effectiveness of their learning efforts. 

2. All learning is relearning. Learning is best facilitated by a process that draws 

out the students’ beliefs and ideas about a topic so that they can be 

examined, tested, and integrated with new, more refined ideas. 

3. Learning requires the resolution of conflicts between dialectically opposed 

modes of adaptation to the world. Conflict, differences, and disagreement 

are what drive the learning process. In the process of learning one is called 

upon to move back and forth between opposing modes of reflection and 

action and feeling and thinking. 

4. Learning is a holistic process of adaptation to the world. Not just the result 

of cognition, learning involves the integrated functioning of the total person 

– thinking, feeling, perceiving, and behaving. 

5. Learning results from synergetic transactions between the person and the 

environment. In Piaget’s terms, learning occurs through equilibration of the 

dialectic processes of assimilating new experiences into existing concepts 

and accommodating existing concepts to new experience. 

6. Learning is the process of creating knowledge. Experiential learning theory 

proposes a constructivist theory of learning whereby social knowledge is 

created and recreated in the personal knowledge of the learner. This stands 

in contrast to the “transmission” model on which much current educational 

practice is based, where preexisting fixed ideas are transmitted to the learner. 

 

The Kolb Cycle can be viewed from two perspectives: that of the entire game, or 

that of individual decision-making rounds. The initial phase of the cycle entails 

students engaging in deliberation regarding prospective courses of action for their 

virtual company. Subsequently, they proceed to engage in concrete decision-making, 

which is then entered into the designated decision areas within the player panel.  

 

The constructivist approach to learning posits that students construct new knowledge 

based on their existing experiences, abilities, and prior knowledge, while the teacher 

builds on their pre-existing knowledge. The constructivist perspective also 

emphasises the importance of social interaction in the learning process, particularly 

through the use of strategy games that require teamwork (Gaweł and Wach-

Kąkolewicz, 2016). 

 

The second phase of the cycle, which is related to reflective observation, begins 

when, at the conclusion of each round of the game, students are presented with the 

economic effects of their decisions and are required to analyse them in order to 

determine whether they should continue with their current strategy or implement a 

different one. 
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The subsequent phase of decision-making is the abstract conceptualisation stage, 

during which students must determine whether their conclusions were accurate. At 

this point, any necessary corrections can be made based on the preceding analysis. 

This culminates in the final stage of the Kolb cycle, active experimentation. By 

observing and analysing the results of their specific actions, students can make a 

decision to either correct or develop the initial strategy, thus completing the next 

round of decision-making.  

 

Additionally, they can identify their strengths and weaknesses, as well as their 

successes and areas for improvement (Gaweł and Kąkolewicz, 2016; Gaweł and 

Wach, 2017; Cadotte, 2014). 

 

Many students perceive that their academic programmes have equipped them with a 

set of transferable skills that will prove beneficial throughout their professional 

careers. However, the specific skills developed by students vary considerably 

depending on the subject area in question (Supply and demand for higher-level 

skills, 2015). 

 

2.3 The Characteristics of Business Simulations and the Benefits they Bring 

 

Decision-making simulation games are a valuable tool for developing the 

competencies that are essential for success in entrepreneurial endeavours. Such 

games foster readiness to act, encourage prompt yet informed and accountable 

decision-making, and cultivate the opportunity to make decisions expeditiously, 

thoughtfully, and responsibly. Furthermore, they facilitate the cultivation of social 

competencies, including collaboration, active listening, and the acceptance of group 

norms and rules (Balcerak, 2017; Wawrzeńczyk-Kulik, 2013; Gaweł, 2018).  

 

Business simulations develop the capacity for analysis, the formulation of alternative 

decisions, the modification of the strategy employed, and the cultivation of critical 

thinking (Gaweł, 2014). The additional benefit of simulation decision-making games 

is the possibility to immediately observe the consequences of the trainee's choices 

and behaviour (Smołucha, 2016). Innovative method of teaching in higher 

educational institutions create a situation as close to the real conditions and settings 

of the target specialists' professional activity as it is possible (Aliyev, 2016). 

 

The integration of simulation into the teaching process transforms the perception of 

didactics and introduces entirely new teaching methods, which are increasingly 

becoming essential in today's world (Caruso, 2019; Chernikova et al., 2020; 

Binsztok et al., 2023). Although this method seems new to many, research shows 

that business simulations have been used for more than 50 years (Wellington et al., 

1995; Faria, 2001).  

 

However, computer-based business simulations were introduced in the early 2000 

(Stephen, Parente, Brown, 2002; Wolfe, 1997). The research of Martin and McEvoy 
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(2003) among 165 students of Tourism indicate that simulation was considered an 

effective learning tool for helping students apply principles and concepts from 

finance, accounting, service quality, marketing, and human resource management 

within the tourism and hospitality industry. It can be assumed that one of the benefits 

that BSG can provide are realism, student involvement and control. 

 

It is common practice within the domain of gaming to situate game scenarios within 

a fantasy world. Simulation games are defined as those games in which scenarios are 

based on the actual tasks, situations and behaviours that they are designed to 

simulate (Kapp et al., 2014). A significant aspect that contributes to the effectiveness 

of simulation games in the learning process is the ability to explore phenomena and 

situations that would otherwise be inaccessible in their natural environment.  

 

Simulations reproduce real-world processes and situations that are analogous to 

those in which students will subsequently engage in the professional sphere. This 

enables the acquisition of experience and the enhancement of problem-solving 

abilities without the concomitant risk of erroneous decision-making.  

 

The opportunity to observe and analyse the consequences of actions taken represents 

one of the key advantages of game-based education, which is not available in 

traditional teaching methods. Simulations games can be classified into three broad 

categories, as follows (Alsaaty, 2023): 

 

⎯ major simulations (i.e., company-level in which the decision areas 

are about key organizational functions), 

⎯ functional-level simulations (i.e., the decision area is a specific 

organizational function such as production), 

⎯ operational-level simulations (i.e., the decision area is a specific 

operating task such as inventory control). 

 

A major simulation is generally a comprehensive computer-oriented online program 

that enables learners either individually or in teams to compete with each other or 

with other participants who use the same simulation. Such competitiveness has the 

potential to positively influence motivation and engagement among students. 

 

Through empirical research, four factors were identified as influencing the 

acquisition of skills when participating in a simulation game. These are collaboration 

and sharing of ideas, authenticity of context, clear objectives and guidelines, and 

game design elements (Safiena and Goh, 2024).  

 

As the outcome of the using BSG in educational process there can be observed 

several skills development (Figure 3). It can be posited that, in comparison to other 

conventional pedagogical instruments, business simulation games are more 

efficacious in facilitating the acquisition of competencies. 
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Figure 3. The process of skills development in BSG 

 
Source: Own elaboration. 

 

BSG can serve as a source of analogies and an initiator of strategic discourse, 

thereby fostering collective creativity among participants when its debriefing is 

conducted in a manner that encourages critical, lateral, and reflective thinking 

(Balcerak, 2016).  

 

In this process, the teacher does not provide ready-made solutions for the students' 

virtual companies, nor does he or she share information that should be memorised. 

Instead, the students are permitted to proceed independently. This approach is 

informed by both the philosophy behind strategy games and the understanding that, 

during gameplay, there is no single optimal strategy for a virtual enterprise to win. 

 

The outcome of a game is the result of two factors: the effective running of the 

company in question and the actions of competing companies in the game. This 

means that repeating the same sequence of managerial decisions in two consecutive 

games may produce different results depending on the actions of competitors at the 

time.  

 

Therefore, the role of the teacher is that of a facilitator, coordinating activities, 

supporting students and organising their learning environment. It is not within the 

teacher's remit to suggest solutions. 

 

According to Hagar studies (2024), the future of introducing more business 

simulations into the curriculum depends on the willingness of students to continue to 

use such experiential learning tools in the future, along with whisper marketing in a 

way that relates to their experience. 
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3. Research Methodology 

 

The study was based on quantitative (questionnaire) and qualitative (observation and 

discussion during the course) methods (Figure 4). Classroom observation is helpful 

to obtain instant feedback on game experience and enable a cognitive analysis of 

students as players to verbalise their thinking and decision-making process during 

discussions (Faisal et al., 2022). 

 

Figure 4. Research methodology 

 
Source: Own elaboration. 

 

This study was conducted in three phases: 

1) Phase 1: survey conducted among a group of students, 3rd year of 

Management, University of Opole (Poland), winter semester 2023/2024 – 

intensive course with BSG implementation, which took 30 hours within one 

week. 

2) Phase 2: survey conducted among a group of students, 2nd year of Economy, 

University of Opole (Poland), winter semester 2023/2024 – regular course 

with BSG implementation, which took the whole semester (30 hours within 

4 months). 

3) Phase 3: survey conducted among a control group of students of Haxhi Zeka 

University in Peja (Kosovo) in July 2024. 

 

Course consisted of several stages of activities. Initially, the students were to be 

introduced to a manual on simulation, a knowledge that was later enriched during 
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the lectures with issues related to the theoretical backgrounds of market functioning 

(Figure 5). 

 

Figure 5. Teaching process within the training module 

 
Source: Own elaboration. 

 

The questionnaire for the 1st and 2nd phases consisted of 7 questions and for the 3rd 

phase – 17 questions. In the survey some questions (such as teamworking, practical 

approach, skills development and expectation) were measured by using a Likert 

scale from 1 (strongly disagree) to 5 (strongly agree). The authors included 

additional measures like open-ended questions and provided clear instructions and 

context to the participants. 

 

Students completed an online questionnaire on Google Form platforms. A total of 59 

responses were collected (22 Management students and 15 Economy students of 

University of Opole, and 22 students of University in Peja). The relatively small 

sample size was due to the fact that the business simulation game was used for the 

first time in the teaching process at the Faculty of Economics. Consequently, it was 

decided to investigate the effectiveness of this teaching method. The research has a 

pilot character. 

 

4. Research Results 

 

In the academic year 2023/2024, a comprehensive business simulation using the 

appropriate computer software was used for the first time at the Faculty of 

Economics at the University of Opole. In order to determine the benefits of the 

introduction of such teaching methods, a pilot survey of course participants has been 

carried out.  

 

Figure 6 illustrates the responses of the respondents in relation to the perceived 

benefits of participating in a business simulation. With regard to the practical 

approach to management through the BSG, the majority of students (75%) 

confirmed that the simulation game enabled them to apply the theoretical knowledge 

they had gained in practice.  

 

The respondents indicated that the BSG enabled them to approximate the conditions 

of the duties they would perform in their future workplaces (75% agreed). The 

majority of respondents (85.4%) indicated that the simulation game contributed to 

their understanding of the essence of business management in terms of marketing a 

product. Additionally, 64.6% of respondents stated that the simulation game allowed 
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for a better understanding of complex management issues through a practical 

approach.  

 

Figure 6. Benefits of using a business simulation game, as reported by course 

participants 

 
Source: Own elaboration. 

 

This may indicate the usefulness of using business simulations in academic 

didactics. Another issue that students were asked about was whether English was a 

difficulty for them. As the need to use English to a small extent, but nevertheless 

posed a challenge to the simulation participants, this indicates the need to pay 

attention to the possibility of increasing the number of hours devoted to foreign 

language instruction and/or subjects taught in a foreign language. 

 

Given the considerable diversity of the courses in which the students participated, it 

was considered most appropriate to analyse the responses by course (Figure 7). It is 

evident that the management students demonstrated a greater willingness to engage 

with this type of experience and achieved more benefits than the economics student 

group. 

 

This may be attributed to the fact that the content of the simulation is more 

consistent with the issues covered in other management courses, whereas the 

economics students had less exposure to these issues prior to the simulation. 

Consequently, some tasks may have proved more challenging for them. 

 

Another issue that was raised was the extent to which team-building skills and the 

ability to identify one's role within a team are valued by employers. An analysis of 

the subject literature reveals that this is indeed one of the key factors considered by 
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employers. The responses of the simulation participants regarding the development 

of team skills confirm the positive impact of such development on the ability to 

listen to and analyse the opinions of team members (79.2% of responses). 

 

Figure 7. Benefits of using a business simulation game by participants of the 

Management (M), Economics (E) and Business Management (B) courses 
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The majority of students (77.1%) indicated that the BSG facilitated the development 

of their ability to express their own opinion on the topic of managing a product 

launch. 

 

To a somewhat lesser extent, students were able to ascertain their role within the 

team and endeavour to assume different roles, namely that of a decision-maker and 

executor of specific tasks (70.8% of indications). It is evident that simulation games 

facilitate the development of the skills required for effective teamwork. 
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Similarly, as in the preceding case, economics students indicated that they had 

achieved team-building skills to a lesser extent through BSG. The greatest challenge 

for future economists is to identify an appropriate role within a team and to 

collaborate effectively with others in that role. This may be indicative of a shift in 

social behaviour, whereby there is a move away from collectivisation of work 

towards a more individualistic approach. It is therefore proposed that additional 

subjects be introduced with a focus on team-building, including, for example, human 

resource management.  

 

Figure 8. Opinions on the development of communication during the use of a 

business simulation game by participants 

 
Source: Own elaboration. 

 

In order to assess the impact of the BSG on students' general skill development, a 

series of questions were presented to them on a range of topics, including the 

evolution of analytical thinking, the capacity to recognise the implications of 

decisions, the ability to work under time pressure, the significance of language 

skills, and the value of lifelong learning. In order to meet the demands of the market, 

the simulation game should facilitate the growth of analytical thinking. 

Consequently, 89.6% of the students who participated in activities involving the 

BSG expressed agreement with this assertion. 

 

Moreover, 85.4% of respondents indicated that the BSG had a positive impact on 

their comprehension of the potential outcomes of their decisions. The majority of 

respondents (75%) demonstrated an understanding of the importance of working 

under time pressure. Another noteworthy finding is that engagement with the BSG 

conducted in English led participants to recognise the significance of language 

proficiency in the globalised contemporary context, as evidenced by a 91.6% 

response rate.  
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Figure 9. Opinions on the development of communication during the use of a 

business simulation game by participants in the Management (M), Economics (E) 

and Business Management (B) courses  

 
Source: Own elaboration. 

 

Figure 10. Opinions on the development of skills by using a business simulation 

game according to participants 

 
Source: Own elaboration. 
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Similarly, the simulation games demonstrated to participants the importance of 

ongoing knowledge acquisition and skill development, regardless of one's current 

level of expertise (76% of indications). It can thus be concluded that, despite the 

awareness of the necessity for continuous development that the programme appears 

to have instilled in its participants, there still seems to be a conviction that success 

can be achieved based on existing knowledge. Therefore, the hypothesis that the 

implementation of such simulation games is beneficial is substantiated. 

 

Figure 11. Opinions on the development of skills through the use of a business 

simulation game by participants in the Management (M), Economics (E) and 

Business Management (B) courses 

 
Source: Own elaboration. 

 

A similar pattern emerges when the responses are disaggregated by student group. 

Once more, economics students demonstrated the least enthusiasm for the skills they 

had acquired through BSG (Figure 11). 

 

In order to gain a deeper understanding of students' attitudes towards participating in 

the BSG, the survey included open-ended questions. These related to difficulties 

encountered during the course of the game, potential avenues for improvement, and 
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prospective benefits not covered in the preceding closed questions. The difficulties 

identified can be classified into several categories: 

  

1. Those that are inevitable in a team setting, such as communication challenges and 

conflict, which are common aspects of real-world working environments. 

2. Those resulting from time constraints (this difficulty was identified by some 

students from Group One, who implemented the activities in a cumulative form), 

which indicates a need to develop skills in working under time pressure. 

3. These arose from language challenges, given that the simulation was prepared in 

English. This reinforces the argument for including subjects taught in a foreign 

language in the curriculum, as previously mentioned.  

4. Initial difficulties encountered when using the BSG application. At the outset of 

the game, the majority of participants encountered difficulties in navigating the 

previously unfamiliar software. However, due to the digital proficiency 

characteristic of Generation Z, this issue was swiftly resolved. 

 

Some statements made by participants in the BSG indicate a high degree of 

uncertainty in a situation that is new to them. This may be a result of insufficient 

self-confidence, which may lead to an expectation of support from the facilitators at 

every stage. This ultimately leads to a lack of self-efficacy with regard to decision-

making and action. This is an important competence that is required in the labour 

market.  

 

Some respondents indicated a preference for receiving detailed instructions when 

confronted with challenges. It is important to note, however, that managers are 

expected to analyse, draw conclusions and make decisions autonomously, including 

those involving risk. The findings indicate that students are inadequately prepared 

for situations that require independent decision-making, despite the fact that this 

skill is essential for success in their desired roles.  

 

One of the preliminary tasks assigned to the students was to read the instructions for 

the game independently. A review of the observations and opinions expressed by 

multiple respondents in the survey suggests a deficiency in the practice of 

comprehensive preparation for classes, including the reading of content assigned by 

the instructor.  

 

In response to the difficulties previously outlined concerning the necessity for 

content analysis in English, students proposed that the material be translated into 

their native language. This raises the question of whether it is the responsibility of 

lecturers to provide assistance in this regard. It must be acknowledged that a 

significant number of the programmes used in companies are only available in 

English.  

 

It is therefore important to recognise that studying is a time for students to be 

challenged, to extend their capabilities beyond their comfort zone and to test their 
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strengths and weaknesses in a secure environment. This is in contrast to the real-

world situation in which students may face financial losses due to poor decision-

making. It is therefore essential that students are encouraged to embrace the 

challenge of learning. Some participants expressed similar concerns, although not 

all. 

 

In conclusion, the simulation was effective in eliciting emotional responses, which is 

a positive outcome. In the current post-pandemic era, it is challenging to achieve the 

same level of student engagement as was observed in this instance. It is inevitable 

that not all students will be satisfied with the final grade, given that not everyone 

will necessarily have enjoyed the experience. Such a response is, in fact, to be 

expected.  

 

It is evident that students who adopt a book-based or memory-based learning 

approach may find it challenging to transition from a state of passive knowledge 

acquisition to one of active knowledge application. Nevertheless, we believe that 

such an experience is necessary and extremely valuable when the potential 

consequences of making an incorrect decision are not significant. It is evident that 

some students are not yet aware of this, but it remains our view that it is the 

responsibility of the lecturers to prepare them for this. 

 

5. Discussion and Conclusions 

 

One of the principal objectives of higher education is to equip students with the 

skills required in the contemporary labour market, encompassing both hard and soft 

skills. An analysis of the literature on the subject reveals that business simulation 

games can contribute to more effective knowledge acquisition in practice, the 

development of social interaction and the adaptation of teaching methods to the 

expectations of the recipients, who are representatives of generation Z (as this 

generation requires a fundamentally different approach to learning).  

 

This is also in line with Krasulak’s (2015) findings, which confirm the different 

behaviour and attitudes of people entering the labour market. We agree with Behluli 

and team (2022) that it is recommended that students take more in-depth study 

programmes outside their field of study, including more elective courses.  

 

According to Anderson and Lawton (2009) participating in simulation games shows 

positive effect on the attitudes of participants, however its efficiency regarding 

cognitive learning benefits not as big as expected. It maybe results of inadequate 

substantive preparation, inappropriate attitude resulting from the necessity to adapt 

to new condition and expectation, wrong speed of decision-making, etc.  

 

According to a study by Wolnowska and Jasinski (2019), students participating in 

the simulation game highly rated its usefulness in the learning process and made 

comparisons between their knowledge level before and after the game. At the same 
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time our research results showed that students do not have sufficient self-reflection 

and self-awareness to analyse which of their skills have developed during their 

university education, which is similar to reflection of Papp et al. (2023). 

 

Empirical research has demonstrated that business simulations contribute to the 

acquisition of practical skills by participants. These skills include the development 

of analytical thinking, analysis of market mechanisms, teamwork, business language 

skills and working under time pressure.  

 

This conclusion is also supported by the findings of the research conducted by 

Dudziak and Stoma (2020). It is worthy of note that the first and third groups were 

exposed to the course in a markedly cumulative manner, which, on the one hand, 

enabled them to "enter the world of simulation" to a greater extent and thus engage 

more profoundly.  

 

For the students, this entailed a considerable investment of time and effort, including 

additional work outside of the classroom. It is evident that the students exhibited 

varying degrees of coping mechanisms in response to this approach to learning. This 

methodology can be perceived as an additional element that prepares them for the 

demands of professional life. It is noteworthy that the vast majority of students 

demonstrated exceptional proficiency not only in their analytical, decision-making, 

and conclusion-making abilities within the simulation but also in their public 

speaking abilities in English.  

 

The second group, which implemented the subject using BSG in the summer 

semester, operated under conditions that were entirely distinct from those of the first 

group. The programme was conducted on a weekly basis throughout the academic 

semester. On the one hand, this afforded students more time to become familiar with 

the issues and to be better prepared to participate in the class.  

 

However, on the other hand, the game did not become the focal point for students at 

any point, which may have been the reason for the group's comparatively lower level 

of commitment to the tasks. It is therefore proposed that BSGs should be conducted 

in a more cumulative format (for example, over the course of half a semester of 

classes), which will facilitate greater participant involvement and, consequently, 

more effective achievement of learning outcomes. 

 

The results of the research indicate that BSGs are largely reflective of the conditions 

that will characterise future professional work. This can positively influence 

graduates' ability to find their way in the labour market through faster adaptation 

(Müller et al., 2016; Constantino et al., 2012). By underscoring the importance of 

social interactions, BSGs facilitate team-building and the identification of one's role 

within the team. This is also consistent with the findings of other researchers 

(Sutcliffe, 2002). 
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A cause for concern is that participants in BSGs appear to be less motivated to 

continue learning than was previously assumed. 

 

The group of respondents (n = 11) who had no prior experience of BSG expressed 

high levels of enthusiasm for the potential use of this didactic method in their 

educational programme. Similarly, among the respondents who had previously 

participated in BSG, 87.2% expressed a desire to engage in similar simulation games 

in the future. It is thus evident that there is a necessity to enhance the appeal of 

didactic activities through the introduction of innovative methodologies for their 

implementation. 

 

The integration of BSG into the educational process may facilitate a more 

comprehensive understanding of previously conveyed knowledge and an enhanced 

awareness of the implications of decision-making in market contexts. This suggests 

that university graduates who have been exposed to BSG will be more likely to 

perform better in the labour market than those who have only absorbed theoretical 

knowledge from textbooks. 

 

The present research is limited by the temporal scope of the study, as the responses 

were collected immediately following the conclusion of the course. This timeframe 

did not allow for the participants to apply the acquired knowledge and skills in the 

labour market, and the findings are therefore based on their perceptions and 

predictions.  

 

To gain a more comprehensive understanding of the long-term impact of BSG on 

graduates' careers, it is recommended that the research be extended to include 

participants within a few years after graduation. 

 

References: 

 
Aliyev, O. 2016. Business Simulation as a Component of an Innovative Model of Modern 

Economic Education. Proceedings of the National Aviation University, 3(68), 111-

116. 

Alsaaty, F.M. 2023. Advancing Students’ Business Knowledge via the Deployment of 

Simulation. Research in Higher Education Journal, 43, 1-9. 

Anderson, P.H., Lawton, L. 2009. Business and Cognitive Learning. Simulation & Gaming, 

40(2), 193-216. 

Antoniuk, D.S., Vakaliuk, T.A., Ievdokymov, V.V., Morozov, A.V., Kontsedailo, V.V. 2021. 

Integrating Business Simulations Software into Learning Environment of Technical 

University. Journal of Physics: Conference Series, 1946, 1-9. 

Asiri, A., Grealey, A., Bocij, P. 2017. A Review of the Use of Business Simulation to 

Enhance Students' Employability (WIP). Simulation Series, 49(9), 426-431. 

Bach, M.P., Curlin, T., Stjepić, A. M., Mesko, M. 2023. Quo Vadis Business Simulation 

Games in the 21st Century? Information, 14(178), 1-23. 



 Integrating Business Simulations into Academic Innovation:  

Expectations and Implementation in a Case Study    

848  

 

 

Balcerak, A. 2016. Gry i zabawy serio w innowacyjnym wspomaganiu myślenia 

strategicznego. In: Oblicza innowacji w gospodarce i społeczeństwie, Malara Z. 

(ed.), Oficyna Wydawnicza Politechniki Wrocławskiej, 9-23. 

Balcerak, A. 2017. Reflective Learning Facilitators. ZN WSH Zarządzanie, 3, 199-212. 

Behluli, A., Qerimi, F., Pula, F., Shabani, L. 2022. The Impact of Graduates' Skills on Facing 

Challenges in the Labor Market. Emerging Science Journal, 6(2), 399-417. 

Beqiri, T., Grima, S. 2024. Labour Market Trends and Skills Mistmaches in Transition 

Economies: Case Study Kosovo. In: Contemporary Challenges in Social Science 

Management: Skills Gaps and Shortages in the Labour Market (Contemporary 

Studies in Economic and Financial Analysis, 112A), Thake, A.M., Sood, K., Özen, 

E. and Grima, S. (Ed.), Emerald Publishing Limited, Leeds, 167-181. 

Binsztok, A., Butryn, B., Hołowińska, K., Owoc, M.L., Sobińska, M. 2023. Business 

Computer Simulation and its Role in Education Processes from the Students’ 

Perspective. Procedia Computer Science, 225, 4006-4014. 

Bizon, W. 2013. Case Simulator – wykorzystanie innowacyjnych narzędzi transferu wiedzy i 

umiejętności ukierunkowanych na rozwijanie postaw przedsiębiorczych. In: 

Efektywność innowacyjnych narzędzi dydaktycznych w procesach kształtowania 

postaw przedsiębiorczych, Bizon W., Poszewiecki A. (eds.), Wydawnictwo 

Uniwersytetu Gdańskiego, 179-190. 

Byusa, E., Kampire, E., Mwesigye, A.R. 2022. Game-Based Learning Approach on Students' 

Motivation and Understanding of Chemistry Concepts: A Systematic Review of 

Literature. Heliyon, 8(5). 

Cachia, R., Ferrari, A., Ala-Mutka, K., Punie, Y. 2010. Creating Learning and Innovative 

Teaching. Final Report on Study on Creativity and Innovation in Education in the 

EU Member State. JRC Scientific and Technical Reports. 

Cachia, R., Ferrari, A., Punie, Y. 2009. Innovation and Creativity in Education and Training 

in the EU Member States: Fostering Creative Learning and Supporting Innovative 

Teaching Literature review on Innovation and Creativity in E&T in the EU Member 

States. JRC Technical Notes. 

Cadotte, E. 2014. The Use of Simulations in Entrepreneurship Education: Opportunities, 

Challenges and Outcomes. In: Annals of Entrepreneurship Education and Pedagogy, 

Morris M.H. (ed.)., Edward Elgar Publishing Limited, 280-302. 

Caruso, J.V. 2019. Using Business Simulation to Prepare Students to Think Critically, Make 

Better Decision, and Solve Business Problems. Development in Business Simulation 

and Experiential Learning, 46, 283-295. 

Chernikova, O., Heitzmann, N., Stadler, M., Holzberger, D., Seidel, T., Fischer, F. 2020. 

Simulation-Based Learning in Higher Education: A Meta-Analysis. Review of 

Educational Research, 90(4), 499-541. 

Colombo, E., Marcato, A. 2023. Skill Demand and Labour Market Concentration: Evidence 

from Italian Vacancies. International Journal of Manpower, 44(9), 156-198. 

Constantino, F., Di Gravio, G., Shaban, A., Tronci, M. 2012. A Simulation Based Game 

Approach for Teaching Operations Management Topics. In: Proceeding of the 2012 

Winter Simulation Conference, Laroque, C., Himmelspach, J., Pasupathy, R., Rose, 

O., Uhrmacher, A.M. (eds.). Piscataway, New Jersey, 1564-1575. 

Dębkowska, K., Kłosiewicz-Górecka, U., Szymańska, A., Ważniewski, P., Zybertowicz, K. 

2022. Kompetencje pracowników dziś i jutro. Polski Instytut Ekonomiczny. 

Warszawa. 

Dudziak, A., Stoma, M. 2020. Simulation Decision Games and Effectiveness of their Use for 

Higher Education among Working and Non-Working Students – Practical View. 



  Laura Płatkowska-Prokopczyk, Nataliia Boichuk, Theranda Beqiri   

  

849  

Scientific Papers of Silesian University of Technology. Organization and 

Management Series, 149, 109-119. 

Faisal, N., Chadhar, M., Goriss-Hunter, A., Stranieri, A. 2022. Business Simulation Games in 

Higher Education: A Systematic Review of Empirical Research. Human Behavior 

and Emerging Technologies, 1-28. 

Fajaryati, N., Buiyono, M., Wiranto, A. 2020. The Employability Skills Needed to Face the 

Demands of Work in the Future: Systematic Literature Review. Open Engineering, 

10, 595-603. 

Faria, A.J. 2001. The Changing Nature of Business Simulation/Gaming Research: A Brief 

History. Simulation and Gaming, 32 (1), 97-110. 

Gaweł, A. 2014. Gry strategiczne w edukacji przedsiębiorczej. Horyzonty Wychowania, 

13(26), 303-325. 

Gaweł, A. 2018. Rozwój kompetencji przedsiębiorczych dzięki nauczaniu z wykorzystaniem 

wizualnych gier strategicznych. Edukacja ekonomistów i menedżerów, 2(48), 63-77. 

Gaweł, A., Wach, A. 2017. Informacje zwrotne od nauczyciela a wyniki uzyskiwane przez 

studentów na przykładzie zajęć z wykorzystaniem wirtualnych gier strategicznych w 

edukacji przedsiębiorczej. Horyzonty Wychowania, 17(43), 11-24. 

Gaweł, A., Wach-Kąkolewicz, A. 2016. Konstruktywizm edukacyjny w nauczaniu 

przedsiębiorczości metodą gier elektronicznych. Horyzonty Wychowania, 15(34), 

87-102. 

Hagar, A. 2024. Experiential Learning in Higher Education: Assessing the Role of Business 

Simulations in Shaping Student Attitudes Towards Sustainability. International 

Journal of Management Education, 22(2). 

Hazzan, O., Ragonis, N., Lapidot, T. 2020. Computer Science Soft Concepts and Soft Skills. 

In: Guide to Teaching Computer Science, Hazzan, O., Ragonis, N., Lapidot, T. 

(eds.), Springer, 75-93. 

Herrington, T., Herrington, J. (Eds.). 2006. Authentic Learning Environments in Higher 

Education. IGI Global. 

Josten, C., Lordan, G., Krause, H., Yeung, B. 2024. What Skills Pay More? The Changing 

Demand and Return to Skills for Professional Workers. IZA Institute of Labor 

Economics, 16755.  

Juhász, T., Horváth-Csikós, G., Gáspár, T. 2023. Gap Analysis of Future Employee and 

Employer on Soft Skills. Human Systems Management, 42(5), 527-542. 

Kapp, K.M., Blair L.I., Mesch, R. 2014. The Gamification of Learning and Instruction. 

Fieldbook. Ideas into Practice. San Francisco: Wiley. 

Kolb, A.Y., Kolb, D.A. 2005. Learning Styles and Learning Spaces: Enhancing Experiential 

Learning in Higher Education, 4(2), 193-212. 

Kolb, D.A. 1984. Experiential Learning. Experience as the Source of Learning and 

Development. Prentice-Hall, Inc. Englewood Cliffs, New Jersey. 

Krasulak, M. 2015. Use of Gamification in the Process of Selection of Candidates for the 

Position in the Opinion of Young Adults in Poland. Jagiellonial Journal of 

Management, 1(3), 203-215. 

Lamri, J., Lubart, T. 2023. Reconciling Hard Skills and Soft Skills in a Common Framework: 

The Generic Skills Component Approach. Journal of Intelligence, 11(107), 1-19. 

Laurisz, N., Gaspar, T., Gałat, W., Juhasz, T. 2024. The Other Side of the Coin: Expectations 

of Polish and Hungarian Students on Soft Skills in the Labour Market – A Futures 

Perspective. European Journal of Future Research, 12(13), 1-18. 



 Integrating Business Simulations into Academic Innovation:  

Expectations and Implementation in a Case Study    

850  

 

 

Lazikova, J., Takac, I., Rumanovska, L., Michalicka, T., Palko, M. 2022. Which Skills are the 

Most Absent among University Graduates in the Labour Market? Evidence from 

Slovakia. Social Sciences, 11(438), 1-17.  

Martin, D., McEvoy, B. 2003. Business Simulations: A Balanced Approach to Tourism 

Education. International Journal of Contemporary Hospitality Management, 15/6, 

336-339. 

Microsoft Partners in Learning. 2011. Innovative Teaching and Learning Research. Findings 

and Implications. Available at: https://www.european-

agency.org/sites/default/files/itlresearh2011findings.pdf. 

Müller, B.C., Reise, C., Duc, B.M., Seliger, G. 2016. Simulation Games for Learning 

Conductive Workplaces: A Case Study for Manual Assembly. Procedia 13th Global 

Conference on Sustainable Manufacturing - Decoupling Growth from Resource Use, 

40, 353-358. 

Obermayer, N., Csizmadia, T., Banasz, Z., Purnhauser, P. 2023. The Importance of Digital 

and Soft Skills in the Digital Age. Proceedings of the 24th European Conference on 

Knowledge Management, 978-987. 

Papp, I.C., Molnar, C., Juhasz, T. 2023. Soft Skills of Business Students in Relation to 

Higher Education Internship. Problems and Perspectives in Management, 21(4), 113-

126. 

Polakova, M., Suleimanova, J.H., Madzik, P., Copus, L., Molnarova, I., Polednova, J. 2023. 

Soft Skills and their Importance in the Labour Market Under the Conditions of 

Industry 5.0. Heliyon, 9, 1-20. 

Popowska, M. 2018. Przedsiębiorczość społeczna jako klucz do skutecznej edukacji 

przedsiębiorczej na społecznie odpowiedzialnym uniwersytecie. Horyzonty 

Wychowania, 17(42), 205-218. 

Rogmans, T. 2023. Teaching with Business Simulation Games: Identifying and Overcoming 

Hurdles to Adoption. Proceedings of the European Conference on Games-based 

Learning, 896-903. 

Safiena, S., Goh, Y.M. 2024. Authentic Learning Questionnaire for Digital Simulation Games 

in Higher Education: A Construction Safety Case Study. Education and Information 

Technologies, Springer, 1-27. 

Simplicio, J.S.C. 2000. Teaching Classroom Educators How to be More Effective and 

Creative Teachers. Education, 120(4), 675-680. 

Smołucha, D. 2016. Gry i systemy grywalizacyjne jako narzędzia w edukacji 

uniwersyteckiej. Horyzonty Wychowania, 15(34), 231-244. 

Stanik, D. 2014. Nowoczesne modele nauczania dorosłych zorientowane na rezultat. In: 

Uczyć z pasją: wskazówki dla nauczycieli akademickich, Kożusznik B., Polak J. 

(eds.), Wydawnictwo Uniwersytetu Śląskiego, 365-391. 

Stephen, J., Parente, D.H., Brown, R.C. 2002. Seeing the Forest and the Trees: Balancing 

Functional and Integrative Knowledge Using Large Scale Simulations in Capstone 

Business Strategy Classes. Journal of Management Education, 26(2), 164-193. 

Supply and Demand for Higher-Level Skills. 2015. Universities UK. Available at: 

https://www.timeshighereducation.com/sites/default/files/breaking_news_files/suppl

y_and_demand_for_higher_level_skills.pdf. 

Sutcliffe, M. 2002. Simulation, Games and Role-Play. In: The Handbook for Economics 

Lecturers, Davies P. (eds.), 1-26. 

The Skills Employers Demand. An Analysis of the research. 2023. Southern Regional 

Education Board. SREB.org. 

https://www.timeshighereducation.com/sites/default/files/breaking_news_files/supply_and_demand_for_higher_level_skills.pdf
https://www.timeshighereducation.com/sites/default/files/breaking_news_files/supply_and_demand_for_higher_level_skills.pdf


  Laura Płatkowska-Prokopczyk, Nataliia Boichuk, Theranda Beqiri   

  

851  

Tripathy, M. 2020. Relevance of Soft Skills in Career Success. MIER Journal of Educational 

Studies Trends and Practices, 10(1), 91-102. 

Wawrzeńczyk-Kulik, M. 2013. Symulacyjna gra decyzyjna jako narzędzie wspomagające 

nauczanie w ramach przedmiotu „Podstawy przedsiębiorczości”. Zeszyty Naukowe 

WSEI, 6(1), 303-321. 

Wellington, W., Faria, A.J., Whiteley, T.R., Nulsen, R.O. 1995. Cognitive and Behavioral 

Consistency in a Computer-Based Marketing Simulation Game Environment: An 

Empirical Investigation of The Decision-Making Process. Developments in Business 

Simulation & Experiential Exercises, 22, 12-18. 

Wolfe, J. 1997. The Effectiveness of Business Games in Strategic Management Course Work. 

Simulation and Gaming, 28 (4), 360-376. 

Wolnowska, A.E., Jasicki, J. 2019. Podwyższanie kompetencji z użyciem gier symulacyjnych 

na poziomach akademickim i biznesowym. Zeszyty Naukowe Politechniki 

Poznańskiej. Organizacja i Zarządzanie, 80, 289-304. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 
  


