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SECTION 21. 
PEDAGOGY AND EDUCATION 

 

 

Bolotnikova Anastasiia Olehivna  

PhD, Department Of Analytical, Physical and Colloid Chemistry 

Bogomolets National Medical University, Ukraine 

 

 

BUSINESS GAMES AS A METHOD OF LEARNING  

IN MODERN REALITIES 
 

Business games emerged as a tool for finding management decisions in the face of 

uncertainty and multiple choice. Currently, they are used in the educational process as a 

pedagogical technology or one of the methods of active learning for solving industrial, social, 

psychological or situational problems. The most important aspect of using this technique is the 

presence of several "storylines" or, so-called, game plans. Thus, not only professional tasks are 

solved, but also training and education of the participants takes place.  

A business game is defined as "a game with a business environment that can lead to one or 

both of the following results: the training of players in business skills (hard and/or soft), or the 

evaluation of players' performances (quantitatively and/or qualitatively)" [1]. 

The educational space should use the traditional lesson structure and classical teaching 

methods. However, modern realities force teachers to look for more effective methods of working 

with students. The global pandemic is associated with quarantine measures that are forcing 

universities, schools and other educational institutions to switch to distance learning. In such 

conditions, the student's independent work is a key, fundamental layer of his knowledge. However, 

the student's independent activity and training should be performed according to the tasks and 

under the methodical guidance and control of the research and pedagogical worker, but without 

his direct participation [2].  

It is clear that business simulation games play a crucial role in teaching and learning. 

Business simulation games involve competition, experience, analytical exercise, strategy, decision 

making, learning and objectives, collaborative and teamwork, motivation, application of 

theoretical concepts, active learning, integration of ideas, and an element of fun and enjoyment 

[3]. Moreover, business simulation games are one of the most effective tools for motivating and 

engaging players actively in the learning experience. In this context, understanding which factors 

promote the intrinsic motivation of players is of primary importance [4]. In addition, the core 

values of business simulation games are to develop constant understandings among the business 

students about innovative skills, motivational abilities, and meaningful tasks. Therefore, such 

games can be highly useful at the school level and higher education level to boost up students’ 

attitude and learning toward entrepreneurship in a more convenient and pleasurable teaching 

environment [5]. 

So, this work examines the main stages of preparation for conducting business games, as 

well as the adaptation of this teaching method to modern conditions (distance learning, hybrid 

learning or learning using modern technologies). 

The main purpose of conducting practical classes with the use of business games can be to 

create comfortable, close to professional activities, learning conditions in which each student feels 

his success, intellectual ability and which will ensure active interaction between students. 

http://orcid.org/0000-0003-2550-4312
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Such classes will help to solve not only the problems associated with the assimilation of 

theoretical material, but also such important problems for the formation of the individuality of 

future professionals, as the lack of students' own opinion, fear of expressing one's opinion openly 

to everyone, inability to listen to others, to evaluate their opinion objectively, decision, 

unwillingness to change one's mind during the discussion. 

In addition, choosing business games as a method of teaching, the teacher gets a lot of 

benefits and advantages, such as learning complex problems takes place in a significant reduction 

of time and quickly develops the ability to navigate in non-standard situations. In addition, 

identifying, analyzing, and establishing cause-and-effect relationships and resolving specific 

professional situations becomes a major focus of the business game. 

Organization of activities in the classroom according to business games 

The first stage of the work - activity and preparation before the lesson: 

1. Selects the problems and topics for the business game and defines the basic and auxiliary 

materials for it carrying out. 

2. Develops a detailed lesson script. 

The second stage - work on the lesson: 

1. Organization of a preliminary discussion of the business game. 

2. Dividing the group into subgroups (3-5 students) 

3. Manage the discussion of the game in subgroups, providing them with additional 

information. 

The last stage – estimating after the practical lesson: 

1. Assessment of students' work. 

However, the decisive factor in the successful conduct of practical classes using the 

technology of business games is sufficient motivation of students. 

The motivation created in this case provides a certain emotional mood of the players in the 

group. The attitude of the trainees to those situations that were the subject of the business game, 

and also to the players who served as characters in the business game, changes significantly. A 

favorable moral and psychological atmosphere motivates students for interpersonal interaction, 

the manifestation of mutual interest and creative initiative throughout the entire period of the 

business game [6]. 

Thus, the teacher must determine the conditions and requirements for successful conduct of 

the lesson by the method of business game.  

Preparing students for the business game: 

1. Processing the list recommended literature 

to this game. 

2. Individually prepares for classes, using the acquired knowledge. 

3. In class, the student asks questions that deepen the understanding of the problem (the 

teacher motivates students to ask questions, gives them keywords or hints). 

2. The student develops solutions, listens to solutions in the group. 

3. Each student participates in making a general final decision. 

Interactive technologies allow us to expand our capabilities to conduct a variety of business 

games in any class from mathematics to professional disciplines. Let's look at some of the 

techniques and tools that can be used to conduct such classes. 

Preparation for the lesson. 

Application of information and communication technologies: cloud services, scientific 

information databases, online libraries, specialized scientific search systems, etc. 

Conducting classes. 

Application of various illustrative technologies: interactive presentations, videos, podcasts, 

platforms for online communication. 
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Presentation of work results. 

Creating intelligence cards using resources Coggle, Gitmind, Mindmeister, Miro and others. 

Assessment of students' work. 

Use of interactive testing means Kahoot, Quizizz (fig. 1), etc. 

 

 
Fig. 1. The example of using the interactive Quizizz-test (authoring, link - 

https://quizizz.com/admin/quiz/619544822306ba001d63c85b ) 

 

All the presented examples are not given as advertising, but as possible variants of tools and 

technologies that can be used in the classroom. 

Conclusion. Summing up, the business game is primarily a method of finding solutions in 

a conditional problem situation. All elements of the business game, namely: the distribution of 

roles, competitions, special rules aimed at solving a specific problem. Business game is used as a 

method of active learning in order to develop students' decision-making skills in non-standard 

situations, as well as a means of testing abilities. 
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