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Capitalism Lab: A Simulation-Based Approach to Assessing and Enhancing
Business Program Outcomes™

Ersin INALY", Hazal Ezgi OZBEK?

ABSTRACT: Simulation is a process of replicating or imitating real systems to enhance users’
comprehension of their behavior. It allows individuals to experience and interact with a simulated
environment that closely resembles real-world scenarios, enabling them to practice and develop
relevant skills in a controlled and risk-free setting. The importance of simulation lies in its ability to
bridge the gap between theoretical knowledge and practical application. In the Capitalism Lab
simulation, students practice according to predetermined scenarios, and their scores are monitored and
evaluated. Over a 14-week period, students learn about the use of simulation and its connections with
real-life business, integrating this theoretical knowledge with practical application. Since 2020, this
course has been administered this course to a total of 371 students across three departments. The results
obtained measure the level of achievement of program outcomes, and adjustments are made in the
program accordingly. The most significant benefit of simulation-supported education for educators is
its ability to measure the level of achievement of graduating students concerning the targeted program
outcomes. The results obtained from these measurements provide data for making necessary
adjustments to the program and improving the quality of education.
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Capitalism Lab: Isletme Programinin Ciktilarim Degerlendirmeye ve
Gelistirmeye Yonelik Simiilasyon Tabanh Bir Yaklasim*

OZ: Simiilasyon, kullamcilarm davranislarim daha iyi anlamalarmni saglamak igin gercek sistemleri
kopyalama veya taklit etme siirecidir. Bireylerin gercek diinya senaryolarina ¢ok benzeyen simiile
edilmig bir ortamu deneyimlemelerini ve bu ortamla etkilesime girmelerini saglayarak, kontrollii ve
risksiz bir ortamda ilgili becerileri uygulama ve gelistirmelerine olanak tanir. Simiilasyonun énemi,
teorik bilgi ile pratik uygulama arasindaki boslugu kapatma becerisinde yatmaktadir. Capitalism Lab
simiilasyonunda, dgrenciler dnceden belirlenmis senaryolara gére pratik yapar, dgrencilerin puanlart
takip edilir ve degerlendirilirler. 14 haftalik bir siire boyunca 6grenciler simiilasyonun kullanimim
Ogrenir ve gergek hayattaki is hayatiyla baglantilarini Kurarak teorik bilgiyi pratik uygulama ile
biitiinlestirirler. Bu ders 2020 yilindan bu yana ii¢ boliimde toplam 371 &grenciye verilmistir. Elde
edilen sonuglar program ¢iktilarinin basar1 diizeyini 6lgmekte ve buna gore programda gerekli
diizenlemeler yapilmaktadir. Simiilasyon destekli egitimin egitimciler i¢in en 6nemli faydasi, mezun
ogrencilerin hedeflenen program ¢iktilariyla ilgili basar1 diizeyini 6l¢gme yetenegidir. Bu olglimlerden
elde edilen sonuglar, programda gerekli diizenlemelerin yapilmasi ve egitim kalitesinin artirilmasi i¢in
veri saglamaktadir.
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1. Introduction

Technological developments and the digital age require innovative approaches in
education as well as in business life (Kim & Watson, 2017; Loffler et al., 2019; Beranic &
Hericko, 2022). Higher education institutions are adopting innovative technologies and
innovative teaching techniques. New techniques expand traditional methods and shift the
main character of the learning process from the educator to the student. (Bach et al., 2020).

The generation that grew up with technology has a shorter focus time than previous
generations. Gamification methods can increase the interest of this generation. It is thought
that simulation-supported education practices may increase learning interest through
gamification (Tanner et al., 2012). It is known that interactive technologies play a
fundamental role in the learning process and therefore should be at the center of the learning
process (Sedelnikova & Emelyanova, 2014). Moreover, today, graduates are expected to be
qualified to meet the needs of the complex business world (Seethamraju, 2011). Problem-
solving skills, leadership and innovative approaches in complex business environments are a
set of skills considered important by businesses and employers. These skills are also known as
21st Century competencies. Simulation practices are one way to develop this (Clarke, 2009;
Shaifai, 2019; Peterkova et al., 2022). Simulations offer a practical approach by simulating
real business life (Buil et al., 2019; Beranic & Hericko, 2022). Simulation applications are a
way to experience real business life without risk (Blazic & Arh, 2013). Simulation
applications in higher education are an increasingly popular teaching method (Lohmann et al.,
2019). Business simulation practices improve business administration students’ abilities to
analyze events by practicing in a business environment. These practices provide them the
skills that are appropriate with expectations of business life (Pratikto et al., 2019; Grijalvo et
al., 2022).

On the contrary, simulation-supported education has also some challenges. Firstly,
students may have difficulty to adapt the pedagogical changes. Secondly, establishing the
infrastructure of simulation-supported education may be difficult, and the preparation taking a
long time. Thirdly, simulation-supported education has the high initial cost. In addition, it
may be difficult to determine the role of the instructor and the degree of intervention in
simulation-supported education and to provide the appropriate environment for simulation
practices (Chang, 2003; Clarke, 2009; Bach et al., 2020). The lack of technical skills of
educators and their unpreparedness for these types of practices also make the simulation
practices difficult. (Dudziak & Stoma, 2020).

It is possible to divide business simulations into three types: Computer-based
simulations generally simulate business management in a computer environment. An example
of this is the Capitalism Lab game. Board games, on the other hand, are entrepreneurial games
played physically through cards, boards or special gaming tools. Monopoly is an example of
this. Behavioral simulations, on the other hand, are role-play simulations that require making
decisions against events occurring within or around the business. Looking Glass Inc. are
examples of such simulations (Summers, 2004).

Rogmans (2016) stated that simulation can be used at three different levels in
international business management education. Simulation games can be used by integrating
them into lessons for the purpose of diversity in teaching methods at the first level. At the
second level, simulation applications can be associated with learning outcomes and used to
facilitate learning. Thus, learning motivation can be increased. At the third level, models and
scenarios can be created by instructors and an application can be made for this, and then these
models and scenarios can be discussed. In this way, critical thinking skills can be improved
(Rogmans, 2016). De Smale et al. (2015) stated that the simulations used for educational
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purposes must meet three basic features in order to meet the learning objectives. The
simulation applications used should be specific, appropriate to the course content, and the
instructor's guidance and intervention should be well defined (De Smale et al., 2015).

Simulation applications can be adapted to different learning objectives in supply chain,
marketing and business strategies education. Simulation selection can be made for the
relevant educational field and thus aligned with learning objectives (Blazic & Arh, 2013). The
ability of simulation applications to provide repeatable applications is also thought to be
effective in learning business concepts better (Warren et al., 2021).

The aim of this study is to reveal how simulation-supported education can contribute
to the targeted program outcomes in business education related programs. To this end,
Business Simulation course implemented in three undergraduate programs of the Faculty of
Economics and Administrative Sciences at Cag University and how the outcomes obtained
from this course can be used in program development are explained. The main research
question is whether simulation-supported teaching techniques can be used in program
development and improvement. As can be seen in the second section of this article, studies in
the literature generally focus on the effects of simulation-supported education on students. In
this study, unlike the studies in the literature, how simulation-supported education can
contribute to the development and improvement of programs is examined. The contribution of
the data obtained from simulation-supported education to reveal the aspects that need to be
developed in the program and to provide the necessary changes in the program is examined.
Thus, it is thought that this research will contribute to the literature by revealing a different
benefit of using simulation-supported teaching techniques.

In the second section of the study, a general summary of the literature on simulation-
supported education is presented. In the third section, design and evaluation criteria of the
Business Simulation course are explained in detail. In the following section, results obtained
from these implemented courses and how these results are used are explained, and in the last
section, the results obtained from the study are discussed.

2. Literature Review

Several studies have been conducted in the literature on the use of simulation games in
education. In this section these studies and results will be mentioned. The results obtained in
these studies have generally been positive and indicate that using simulation provides
beneficial results. It has also been seen that simulation games can be used in different fields of
education.

Vos (2014) studied about the effects of using simulation games as supportive tool in
marketing education from the student and instructor perspectives. Students indicated that it
was difficult to find a simulation game suitable with learning outcomes. Simulation games are
an effective and enjoyable learning method. However, instructors stated it was difficult to find
a simulation game suitable with learning outcomes of the course and it was a compelling
instruction process.

In another study by Williams (2011) that simulation-supported education increased
student concern and promoted learning. Simulation games are beneficial for students, because
these games force the students to make real decisions. Additionally, simulation games
improve the students’ analysis skills. Furthermore, simulation games enable them to take a
role in a situation.

Seethamraju (2011) remarked that simulation-supported teaching methods contributes
thoroughly learning and these games positively affects the students’ skill development.

Ranchhod et al. (2014) emphasized that simulation games have strong effects on
cognitive understanding and improves the students’ learning experiences. Likewise, according
to Mohsen et al. (2018) simulation games improve students' notional understanding and
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positively affect students’ skill development and learning experiences.

Rogmans and Abaza (2019) indicated that simulation games increased student
participation. On the contrary authors stated that it may change depending on the students’
characteristics. Likewise, Sedelnikova & Emelyanova (2014) stated that business
management students evaluated simulation supported education as exciting and challenging,
and that students’ motivation and attention increased with simulation practices. It has also
been understood that simulation applications develop students' decision-making abilities
under different conditions and increase their creativity.

Loon et al. (2015) concluded that simulation supported education and simulation
games are stimulating and attract students' attention, so that games increase students’
productivity.

Kesse (2023) stated that simulation practices encourage students’ participation and
increases students’ motivation. Additionally, the author emphasized that complicated
theoretical models can be learned more easily with simulation practices. In another study
conducted by Bamufleh et al. (2020) it was understood that the students' considerations were
positive about the simulation games and students remarked that they intended to continue
using simulation games.

Huang et al. (2022) stated that simulation games promote class participation and
simulation games give positive results about learning. According to the study, there has also
been more benefits of simulation supported education like improving problem solving skills,
creativity and critical thinking. Kikot et al. (2013) similarly stated that simulation practices
increase class participation and enhance the student skills. Therefore, it was understood that
simulation games can be used as supportive tool in management and entrepreneurship
education.

Ben-Zvi & Carton (2007) stated that simulation practices increase effective decision-
making skills by linking up between real situations and business concepts. Ben-Zvi (2010)
also stated that business simulation games are effective way of learning.

Kuttergina (2017) applied simulation supported education for public administration
department students. According to the results of the study, students who participated in the
simulation supported classes were generally more successful in the course.

Hoang et al. (2022), conclude that business simulation practices in education
contribute to increase human-system interaction, creating sufficiency for students and these
type of practices in education positively affecting the students’ entrepreneurial ideas.
Similarly, Chen et al. (2022), stated that simulation-supported education could improve
students’ entrepreneurial manner and self-efficacy.

Gatti et al. (2019) stated that simulation-supported teaching practices may be a useful
technique in education. Simulation practices can increase cognitive and sensory skills and
improve the students’ analytical and critical thinking skills. Furthermore, it was understood
that the simulation supported sustainability education increases the attitudes about
sustainability.

Kim & Watson (2017) conducted a study with MBA students about simulation-
supported education. Most of the MBA students gave positive feedback about the simulation
practices. In addition, the MBA students stated that there is a risk-free environment to make
decisions with simulation practices, and this increases the decision-making ability.

Shafiai (2019) stated that simulation practices may be an effective way to gain 21st
Century skills, because they contribute to decision-making abilities.

Sanina et al. (2020) conducted a study about simulation-supported teaching practices
and they concluded that the simulation practices in education may improve the students’
general and professional skills.
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Peterkova et al. (2022) stated that simulation applications may be a useful technique
for students to establish connections between economic variables.

Simulation practices can also improve the students’ teamwork skills. Birknerova
(2010) stated that teamwork skills increased with simulation practices. Boikou et al. (2022)
concluded that the business students’ teamwork skills increased with simulation practices.
Ceschi et al. (2014), applied a stock market simulation with students and it was understood
that the simulation increased the students’ teamwork skills. Students also stated that their
decision-making skills were improved with simulation practices.

Dube (2015) compared the traditional teaching methods and simulation-supported
education and stated that using traditional and non-traditional teaching methods together may
create a synergy. With this synergy created, students’ potential can be developed and their
interests can be increased in this way. In addition, simulation-supported education can be a
good teaching technique when used together with traditional methods.

Tanner et al. (2012) stated that simulations can be useful supportive learning tools for
undergraduate students’ education. Hauge & Riedel (2012) remarked that simulation practices
are effective in achieving the targeted learning outcomes.

Huebscher & Lendner (2010) determined that complex educational goals that cannot
be achieved with traditional methods can be achieved with the help of simulation games.
Pasin & Giroux (2010) stated that simple decision-making skills can be gained through
traditional teaching techniques, but decision-making skills under dynamic conditions can be
taught more effectively with the help of simulations.

Vos (2015) conducted a study about the educators’ perspectives to simulation-
supported education. Educators stated that the purpose of using simulation is to provide
students with the skills they will need in business life. Educators find simulations an effective
way to evaluate students in multiple ways. It is also stated by educators that simulation is an
effective way to integrate theoretical and practical knowledge. Educators also agree with the
view that simulations improve teamwork skills.

Bach et al. (2020) found that 84% of the academicians who participated in their study
were using or intending to use simulation applications. Academics have stated that the biggest
benefit of simulations is that they increase student motivation.

Although studies in the literature generally show that simulation applications yield
positive results, Martinez-Perez et al. (2018) reached a different conclusion. It has been stated
that reward-oriented gameplay in simulation games is an obstacle to obtaining the full benefit
that can be obtained from the simulation. The authors expressed this issue as a point that
should be taken into consideration in simulation-supported education, but they still stated that
simulations can be a useful teaching technique.

3.Methodology

3.1.Course Design

The data used in the study was obtained from the course called '‘Business Simulation’
taught to undergraduate students of three departments within Cag University Faculty of
Economics and Administrative Sciences. The Business Simulation course is compulsory for
senior undergraduate students in the 100% English-medium departments of International
Business Management, International Finance and Banking, and International Trade and
Logistics. Since 2020, a total of 371 students from three departments have been taken this
course. The data obtained from the evaluation results cover the evaluation results of 371
students. Capitalism Lab simulation game is used as a business simulation application in the
course.

Capitalism Lab is a business simulation game that offers all functions of a business
(such as marketing, finance, human resources, production, management) that can be used
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together. The simulation includes 8 instructive tutorials that explain these functions
separately. These tutorial sections also introduce the in-game menus and explain how to use
business functions in the simulation. Business Simulation course covers a 14-week semester.
These tutorials are explained in the 8-week part of the course. Theoretical information about
the business functions examined in the relevant tutorial is also presented during the sessions.
In addition, the real-life equivalents of the business themes covered in the simulation are also
explained throughout the course. Tutorial themes are described below:

- Tutorial 1: Explains the interface of the game. It introduces basic menus and
explains how to open a store in the simulation. It shows how to make a profit by selling
products produced in these stores.

- Tutorial 2: Explains retailing sector. It shows how to sell produced products by other
corporations in stores. It also introduces different store types (supermarket, discount
megastore, electronics store, etc.) in line with the retailing theme. Explains the advantages and
disadvantages of selling products in specialized stores.

- Tutorial 3: Shows how to produce your own products in simulation. It explains how
to obtain raw materials, turn them into products, and sell them. It shows which units need to
be established for production in the factory and how to establish the connection between these
units.

- Tutorial 4: Explains the marketing function of the business. Explains the advantages
and disadvantages of different branding strategies that can be implemented in the simulation.
It explains concepts such as brand awareness and brand loyalty and emphasizes their
importance in terms of competition.

- Tutorial 5: Explains the finance function of the business. Introduces the stock market
and explains the impact of investing in other companies' stocks on building a business empire.
It explains the financial information of firms and provides information about the use of this
financial information.

- Tutorial 6: Explains the agriculture and livestock sector. It describes how to use this
sector in the simulation, how to carry out agricultural production, the advantages of producing
in this sector and the points to be considered in production. It emphasizes the advantages of
producing in this sector because agricultural products can be used as input in a wide range of
products. This tutorial states that producing in this sector can be an easy way to grow by
creating a competitive advantage.

- Tutorial 7: Provides information about the Research and Development (R&D)
function and its use in simulation. This tutorial points out that product quality must be
constantly improved in order to create a competitive advantage, and the way to achieve this is
R&D. Additionally, emphasizes the impact of employee training on productivity.

- Tutorial 8: Defines the management and human resources functions of the business.
This tutorial emphasizes that establishing headquarters in business empires will ensure
management efficiency. Explains top management positions and critical management
functions. This tutorial also shows how raw materials (mines, oil, timber) used in industrial
production can be produced in the simulation.

Each tutorial is taught in a 3-hour weekly lesson. The first 8 weeks of the course are
spent explaining these tutorials and explaining the theoretical foundations of the topics
covered. In the remaining weeks, practices are carried out according to the scenarios created
by the instructors. One of these practices is applied in student teams of 3 or 4 people in order
to improve students' teamwork skills. These teams are created by students. After the
application in teams, the students are asked to write a report describing their experiences.
Other simulation game practices are carried out as individual applications, with the same
scenario given to each student. In the simulation, students are not competitors with each other.
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In the simulation, there are competitors created by artificial intelligence, and students compete
with artificial intelligence corporations in the simulation. However, even though the students
are not competitors in the simulation, one of the evaluation criteria is the score obtained from
the simulation. In the Capitalism Lab game, "the score™ refers to a quantitative measure that
measures students’ success as a player based on many aspects of managing a virtual company
empire. Therefore, students strive to achieve the highest score possible. Thus, simulation
practices create a spontaneous competitive environment. The simulation gives instructors the
opportunity to adjust the difficulty level. Thus, instructors can create scenarios at various
difficulty levels. Figure 1 shows an example for scenario created by instructors and the goals
that students are expected to achieve in practice.

3.2.Evaluation Criteria and Their Relationship with Program Outcomes

Students are not given a classical exam within the scope of this course. Instead, 9
evaluation criteria were created to correspond to 9 different program outcomes. These
outcomes are established due to the “International Accreditation Council for Business
Education (IACBE)”. This accreditation supports business departments in improving the
business education programs. Cag University is one of the members of IACBE, and all
departments that we implemented this course are included in the process. Therefore, program
outcomes are created with the same outcomes for all departments. In this way, success levels
are measured and data is obtained regarding the level of students' achievement of program
outcomes in the evaluation made in this way. Program outcomes express the basic
competencies that students graduating from each department are expected to gain as a result
of 4-year education. The data obtained are brought together and a general evaluation is made
in this way. If low results are obtained in a criterion that meets any program output,
corrections and improvements are made accordingly in the program. For example, the first
evaluation criterion is a criterion for improving written and oral communication skills. If a
low result is achieved in this criterion, arrangements are made to improve oral and written
skills in the courses within the scope of the program and they are integrated into other
courses. These arrangements may take the form of homework submissions in the form of
reports in other courses or oral presentations within the course. Table 1 shows the evaluation
criteria applied in the Business Simulation course and the relationships of these criteria with
program outcomes.
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Figure 1: An example scenario created by instructors
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Table 1: Business simulation course evaluation criteria and their relationship with
International Business Management program outcomes

Evaluation Criteria

Relation with Program Output (PO)

Presentation &  Writing
Skills (10 points)

PO1: Produce reports and presentations to accomplish effective and professional
communication in different business skills

PO2: Demonstrate professionalism while using information technology tools in
his/her field

PO3: Define major business concepts within the traditional areas of business

Simulation  Score (20
points)
Definition of Major
Business  Concepts (10
points)
Social Responsibility (10

Points)

POA4: Carry out the ethical and legal principles when making decisions in global
business environments

Integration of Theoretical

PO5: Combine the acquired theoretical and practical knowledge in the system

and Practical Knowledge that she/he lives
(10 Points)
Communication Skills  PO6: Use leadership, team working and interpersonal relationship abilities

(Teamwork — 10 points)

Use of Business Functions
(10 Points)

PO7: Discuss the functions and relationship among the functions of business
administration such as accounting, finance, marketing, management, and
production

PO8: Coordinate functions of management such as planning, organizing,
directing, and controlling in different business settings

Coordination of
Management Functions
Skills (10 points)

Analytical / Critical

Thinking Skills (10 points)

PO9: Using analytical tools and critical thinking to solve contemporary business
problems
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The evaluation criteria in Table 1 are intended to measure student success in this
course. The simulation score obtained from the simulation game application according to the
scenario created by the instructors is an evaluation criterion. Students make an oral
presentation in which they explain the strategies they use in practice to evaluate their oral
communication skills, and at the end of this presentation, students are asked questions
regarding the integration of theoretical-practical knowledge. Students also prepare a short
report in which they evaluate the simulation game practice they made as a team, and their
teamwork skills are measured with this practice and report. Other evaluation criteria are
measured with a detailed final report prepared by the students.

In the final report prepared by the students, they are asked to explain the basic
concepts of business theoretically. They are expected to integrate these theoretical
explanations with the strategies they determine in practice. Thus, it is aimed for students to
put the theoretical knowledge they have learned during their 4-year education into practice
through simulation practices. Another benefit of simulation applications emerges here. This
benefit can be explained as the integration of the information obtained in theoretical education
with practice in business life.

4.Findings
Table 2 shows the number of students taking the Business Simulation course between
2020-2024. There are 371 students who took the Business Simulation course from 3
departments’ 4" year undergraduate students of Faculty of Economics and Administrative
Sciences.
Table 2: Number of students

Year Number of Students

2020-2021 153

2021-2022 110

2022-2023 60

2023-2024 48

TOTAL 371

The evaluation criteria used to measure program outcomes are presented in Table 3
and Table 4. Changes have been made to the evaluation criteria in 2022. The purpose of
making changes here is to better measure program outcomes based on the results obtained in
the previously used criteria. In addition, according to the results obtained, it was seen that the
weight of simulation scores in the total evaluation was high. It was understood that this
situation did not provide full effectiveness in measuring program outcomes, and necessary
changes were made to the evaluation criteria to better measure other program outcomes. As a
result of these changes made in order to benefit more effectively from the simulation course,
it was seen that program outcomes were measured more clearly and easily.

Table 3: Evaluation criteria used in 2020 and 2021 years
MAN 446 Business Simulation Rubric 20-21 & 21-22
Department:

Lecturer:

Student ID:

Student Name:

Evaluation of the Simulation

Criterion Point
1. Simulation Score 45
2. Social Responsibility 15
3. On Time Paper Submission 1
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4. Style and Tone 3

5. Use of References 3

6. Formatting 3
7. Analytical/Critical Thinking Skills 10
8. Written Communication Skills 10
9. Presentation 10
TOTAL 100

Table 4: Evaluation criteria used after 2022
MAN 446 Business Simulation Rubric 22-23 &23-24
Department:
Lecturer:
Student ID:
Student Name:
Evaluation of the Simulation

Criterion Point
1. Presentation and Writing Skills 10
2. Simulation Score 20
3. Definition of Major Business Concepts 10
4. Social Responsibility 10
5. Integration of Theoretical and Practical 10
Knowledge

6. Leadership & Teamwork 10
7. Use of Business Functions 10
8. Coordination of Management Functions Skills 10
9. Analytical/critical thinking skills 10
TOTAL 100

Table 5 shows the average results of students according to the evaluation criteria used
in 2020 and 2021. The results show an increase in the first criterion, the simulation score. In
an evaluation made out of 45 points, the average score increased from 28.17 to 30.27. Due to
the COVID-19 pandemic, online education was switched to and the simulation application
was also carried out as distance education. The simulation application was loaded onto the
students' personal computers, so that students could access the simulation program at any
time. In addition, the recordings of the courses conducted online were shared with the
students, so that students had the opportunity to listen to the course again. As a result of these
applications, an increase was observed in the average scores obtained from the simulation
scores in 2021. The average scores obtained in the social responsibility criterion, another
criterion, also increased in 2021. The concept of social responsibility, which is increasingly
important for businesses today, was especially emphasized both in the simulation course and
in other courses, and as a result of this emphasis, an increase was observed in the average
scores obtained from this criterion. The criteria where the averages decreased compared to the
previous year in 2021 were mainly related to academic writing rules that should be taken into
consideration in the final report prepared by the students. Based on the results obtained here,
the rules to be considered in academic writing were explained to the students and it was aimed
to improve academic writing skills by increasing practices such as homework in other
Ccourses.

10
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Table 5: Average results for the 2020-2021 years
Criteria 2020 average 2021 average

1 28.17 30.27
2 11.61 13.07
3 0.99 0.98
4 2.74 2.40
5 2.54 2.25
6 2.65 2.11
7 8.92 7.61
8 9.08 7.75
9 7.61 5.85
TOTAL 74.32 72.30
Table 6: Average results for the 2022-2023 years
Criteria 2022 2023
1 6.97 6.23
2 13.33 10.85
3 7.43 7.88
4 8.10 7.88
5 7.53 8.10
6 7.82 8.06
7 7.48 8.25
8 7.27 7.52
9 7.93 8.08
TOTAL 73.87 72.85

In 2022, changes were made to the evaluation criteria in order to measure program
outcomes more effectively and efficiently. Table 6 represents the results of the course after
the changes were made. With the changes made, the weight of the scores obtained from the
simulation score was reduced in the total. In addition, with the changes made, each criterion
was arranged to measure a program outcome. The aim of the changes here is to measure
program outcomes more efficiently. In addition, the criterion, which was determined only as
oral presentation in previous years, was determined as written and oral communication. Thus,
this criterion aimed to measure the level of reaching the program outcome, which expresses
written and oral communication skills. The reason for the low average score in this criterion
was that some students did not make oral presentations. It is thought that the reason for the
low average score in the simulation score is due to the earthquake disaster experienced in the
region in the spring of 2023, when the course was given. It was observed that there was a
decrease in the success averages in the said period, not only in the simulation course but in
general. When we look at the other criteria, the positive effects of the developments made in
academic writing are seen based on the results obtained in previous years, and it is seen that
the averages for these criteria have increased.

Graph 1 shows the results obtained from each criterion in 2020 and 2021. Graph 2
shows the results after the criteria were changed in 2022 and 2023. It can be seen from the
graphs the first criteria which expresses the simulation score, had a high weight in the total
grade in 2020 and 2021, and therefore affected the average scores significantly (45% percent).
The results obtained here were evaluated and necessary changes were made to the criteria in
order to measure the program outcomes more effectively. As a result, more balanced weights
were created. When the results obtained after this change were examined, it was seen that the
averages increased in 6 out of 9 criteria in 2023 compared to the previous year. When we look
at 2021, year before the changes were made, it was seen that the average increased in only 2
criteria. When the results presented in Graph 1 and Graph 2 are examined, it is understood
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that the changes are effective in measuring the program outcomes. Graph 3 shows the average
of the total scores obtained from the criteria. It is seen that the average of the total grades is
above 70 even when the criteria are changed. Because of the COVID-19 pandemic, this
course applied online. Therefore in 2021 average grades decreased. After the changes were
made in 2022, average grades were higher again. In 2023, because of the earthquake disaster,
this course was applied online again and average grades decreased in 2023.

35,00

30,00
25,00
20,00
15,00
10,00
5,00
0,00 1

m20-21 28,17
m21-22 30,27
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Graph 1: Results 2020-2021
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Graph 2: Results 2022-2023
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Graph 3: Total grade point averages for all years

Total Grade
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5.Conclusion

This study investigates the effectiveness of the results obtained from simulation-
supported training in the Business Simulation course at Cag University in measuring the level
of reaching program outcomes. The results obtained from simulation-supported training
provide data that helps measure the level of reaching program outcomes. Thus, the aspects in
which students are more and less successful in reaching program outcomes can be determined
according to the results they receive. The results obtained are used as data to make the
necessary arrangements and developments in the programs. The arrangements and
developments made are aimed at increasing program quality. Unlike the benefits emphasized
in the studies in the literature, it is understood that simulation can also be used as a data
provider to increase the quality of education in this study. Simulation-supported education can
be useful for quality education, one of the sustainable development goals.

In the Business Simulation course, which is conducted entirely using a simulation
program, the evaluation criteria are determined in a way that is compatible with the program
outcomes. The outcomes obtained from this course provide an evaluation of the students’
level of reaching targeted program outcomes at the end of 4-year undergraduate education
from the educators’ perspective. The outcomes obtained are evaluated by instructors and the
necessary adjustments are made in the program according to these results. For instance, in
cases where the average results in the written and oral communication criteria are low, written
report and oral presentation assignments are added to the content of the courses in the
program. Thus, efforts are made to improve the parts that are inadequate in reaching the
program outcomes. Main issue addressed in this study is the contributions that simulation-
supported education can provide in developing program outcomes. In this regard, the results
obtained from the study are a practical example for the use of simulation-supported business
education in program improvements. As explained in detail in the study, the evaluation
criteria of the applied courses conducted using simulation programs can be matched with the
program outcomes and the outcomes obtained from here can be used for the improvement of
business programs. The method explained in the study and the results obtained offer a
different path for educators and researchers alike to design courses and improve programs
with simulation support. In this way, it is thought that the research contributes to the literature
with its different perspective.

The research has some limitations along with its contributions. The results obtained in
the study include only the evaluations of the lecturers who teach the course. A comparison
can also be made by comparing the students’ own evaluations and the evaluations of the
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instructors with the help of a course evaluation survey to be applied to the students. Due to
main subject of this research is how simulation applications can contribute to the development
of program outcomes in business education programs, no comparison was made. A
comparative evaluation can also be made in subsequent studies.
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Arastirmacilarin Katki Oranm Beyam
1. yazar %70 oraninda, 2. yazar %30 oraninda katki saglamistir.

Cikar Catismasi Beyani
Bu calismada herhangi bir potansiyel ¢ikar ¢catismasi bulunmamaktadir
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Genisletilmis Ozet

Literatiir Ozeti: Yeni teknikler, geleneksel yontemleri genisleterek 6grenme siirecinin ana
karakterini egitimciden O0grenciye kaydirmaktadir (Bach vd., 2020). Teknoloji ile biiyliyen
neslin, onceki nesillere gore daha kisa bir odaklanma siiresine sahip oldugu belirtilmektedir.
Bu durum, oyunlastirma yontemlerinin bu neslin ilgisini artirmada etkili olabilecegini
gostermektedir. Nitekim, oyunlastirma yoluyla simiilasyon destekli egitim uygulamalarinin
O0grenme ilgisini artirabilecegi One siirlilmektedir (Tanner vd., 2012). Etkilesimli
teknolojilerin 6grenme siirecinde temel bir rol oynadigr ve bu nedenle 6grenme siirecinin
merkezinde yer almasi gerektigi ifade edilmektedir (Sedelnikova ve Emelyanova, 2014).
Bunun yani sira, giiniimiizde mezunlarin karmasik is diinyasina uygun niteliklere sahip olmasi
beklenmektedir (Seethamraju, 2011). Problem ¢6zme becerileri, liderlik ve karmagsik is
ortamlarinda yenilik¢i yaklasimlar, isletmeler ve isverenler tarafindan Onemli goriilen
beceriler arasinda yer almakta ve bu beceriler 21. Yiizyll yetkinlikleri olarak
tanimlanmaktadir. Simiilasyon uygulamalari, bu yetkinliklerin gelistirilmesinde etkili bir
yontem olarak one ¢ikmaktadir (Clarke, 2009; Shaifai, 2019; Peterkova vd., 2022). Gergek is
hayatin1 simiile ederek pratik bir yaklasim sunan simiilasyonlar, risksiz bir sekilde deneyim
kazandirmanin bir yolu olarak degerlendirilmektedir (Blazic ve Arh, 2013; Buil vd., 2019;
Beranic ve Hericko, 2022). Yiiksekogretimde simiilasyon uygulamalar1 giderek daha popiiler
bir 6gretim yontemi haline gelmektedir (Lohmann vd., 2019). Isletme simiilasyon oyunlari,
Isletme Yo6netimi dgrencilerinin gergek bir is ortaminda pratik yaparak olaylar1 analiz etme ve
karar verme yeteneklerini gelistirmekte, boylece onlara is hayatinin beklentilerine uygun
beceriler kazandirmaktadir (Pratikto vd., 2019; Grijalvo vd., 2022). Egitimde simiilasyon
oyunlarinin kullanimina yonelik literatiirde birgok arastirma yapilmistir. Bu ¢alismalarda elde
edilen sonuglar genel olarak olumlu olup, simiilasyon kullaniminin faydali sonuglar verdigini
gostermektedir. Ayrica, simiilasyon oyunlarmin farkli egitim alanlarinda da kullanilabilecegi
goriilmiistiir. Vos (2014), pazarlama egitiminde simiilasyon kullaniminin 6grenci ve egitmen
perspektiflerinden etkilerini degerlendirmistir. Ogrenciler, simiilasyon oyunlarmin etkili ve
eglenceli bir 6grenme yontemi oldugunu ifade ederken, egitmenler bu siirecin zorlugunu ve
ogrenme c¢iktilartyla uyumlu bir simiilasyon oyunu bulmanin giigliigiinii dile getirmistir.
Benzer sekilde, Williams’in (2022) yaptigi bir caligma, simiilasyon destekli egitimin
ogrencilerin ilgisini artirdigin1 ve 6grenmeyi tesvik ettiini ortaya koymustur. Simiilasyon
oyunlarmin, 6grencilere gergek kararlar verme, analiz becerilerini gelistirme ve olaylara aktif
katilim saglama gibi faydalar sundugu anlasilmigtir. Seethamraju (2011) ise simiilasyon
destekli egitimin derin 6grenmeye katkida bulundugunu ve beceri gelisimini olumlu yonde
etkiledigini belirtmistir.

Yontem: Bu c¢alismada kullamlan veriler, Cag Universitesi Iktisadi ve Idari Bilimler
Fakiiltesi’ne bagli ii¢ boliimiin lisans dgrencilerine verilen 'Isletme Simiilasyonu' adli dersten
elde edilmistir. Isletme Simiilasyonu dersi, Uluslararasi Isletme Yonetimi, Uluslararasi Finans
ve Bankacilik, Uluslararasi Ticaret ve Lojistik boliimlerindeki son sinif 6grencilerine zorunlu
ders olarak sunulmaktadir. 2020 yilindan itibaren {i¢ boliimden toplamda 371 6grenci bu dersi
almistir ve ¢alismada bu 6grencilerin degerlendirme sonuglarina iligkin veriler kullanilmistir.
Ders kapsaminda Capitalism Lab simiilasyon oyunu kullanilmaktadir. Capitalism Lab, bir
isletmenin tiim fonksiyonlarin1 (pazarlama, finans, insan kaynaklari, liretim ve yonetim gibi)
entegre bir sekilde sunan bir isletme simiilasyonudur. Simiilasyon, bu fonksiyonlar1 ayr1 ayri
aciklayan ve oyundaki meniilerin yani sira isletme fonksiyonlarinin nasil kullanilacagim
detaylandiran 8 Ogretici kilavuz igermektedir. Isletme Simiilasyonu dersi 14 haftalik bir
donemi kapsamaktadir ve bu kilavuzlar dersin ilk 8 haftasinda teorik bilgilerle birlikte
ogretilmektedir. Geri kalan haftalarda ise egitmenler tarafindan belirlenen senaryolar
cercevesinde uygulamalar yapilmaktadir.
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Uygulamalarin bir kismi, takim ¢aligsmasi becerilerini gelistirmek amaciyla 3-4 kisilik 6grenci
takimlar1 tarafindan gergeklestirilmektedir. Bu takimlar, 6grenciler tarafindan olusturulmakta
ve takim performansi sonrasinda 6grencilerden bir deneyim raporu yazmalar1 istenmektedir.
Diger uygulamalar ise bireysel olarak yiiriitilmekte ve tim Ogrencilere ayni senaryo
sunulmaktadir. Simiilasyonda 6grenciler birbiriyle rakip degildir; bunun yerine, yapay zeka
tarafindan olusturulan rakiplerle rekabet etmektedirler. Ancak, simiilasyondan alinan puan bir
degerlendirme kriteri oldugu icin 6grenciler yiiksek puan almak adina bireysel bir rekabet
ortami olusturmaktadir. Simiilasyon, egitmenlere zorluk seviyesini ayarlama firsati
sunmaktadir. Boylece egitmenler, cesitli zorluk seviyelerinde senaryolar olusturabilmektedir.
Bu ders kapsaminda Ogrencilere klasik bir sinav verilmemektedir. Bunun yerine, 9 farkl
program ¢iktisina karsilik gelecek sekilde 9 degerlendirme kriteri olusturulmustur. Bu sekilde,
basar1 diizeyleri Olciilmekte ve yapilan degerlendirmede Ogrencilerin program ¢iktilarindaki
basar1 diizeylerine iliskin veriler elde edilmektedir. Program c¢iktilari, her béliimden mezun
olan Ogrencilerin 4 yillik egitim sonucunda kazanmalar1 beklenen temel yetkinlikleri ifade
etmektedir. Dersin final raporu kapsaminda 6grencilerden isletmenin temel kavramlarini
teorik olarak agiklamalar1 ve bu agiklamalar1 belirledikleri stratejilerle entegre etmeleri
beklenmektedir. Boylece, Ogrencilerin teorik bilgilerle pratik uygulamalar1 birlestirerek
ogrendiklerini hayata gegirmeleri amaglanmaktadir. Simiilasyon uygulamalarinin en 6nemli
faydalarindan biri de burada ortaya g¢ikmaktadir. Bu fayda, teorik bilgilerin is hayatina
entegrasyonu olarak agiklanabilir ve 6grencilerin is diinyasina daha iyi hazirlanmasina katki
saglamaktadir.

Bulgular: iktisadi ve Idari Bilimler Fakiiltesi'nin ii¢ boliimiinde, dérdiincii smif lisans
ogrencilerinden toplam 371 &grenci Is Simiilasyonu dersini almistir. Program ¢iktilarmin
Ol¢iilmesinde kullanilan degerlendirme kriterleri incelenmis ve 2022 yilinda bu kriterlerde
degisiklikler yapilmistir. Bu degisikliklerin amaci, onceki kriterlerden elde edilen sonuglara
dayanarak program c¢iktilarinin daha etkili bir sekilde 6lgiilmesini saglamaktir. Ozellikle
simiilasyon puanlarinin toplam degerlendirmedeki agirliginin yiiksek oldugu gézlemlenmis ve
bu durumun program c¢iktilarinin diger alanlardaki 6l¢limiinii tam anlamiyla desteklemedigi
anlasilmistir. Bu nedenle, degerlendirme kriterlerinde gerekli diizenlemeler yapilmis ve
degisikliklerin sonucunda program ¢iktilarmin daha net ve kolay bir sekilde olgiildiigii
goriilmiistiir. Yapilan degisikliklerin etkisi, simiilasyon puanlarinda bir artis olarak kendini
gostermistir. 45 puan iizerinden yapilan degerlendirmede, simiilasyon puani ortalamasi
28,17'den 30,27'ye yiikselmistir. COVID-19 pandemisi nedeniyle uzaktan egitime gegilmis ve
simiilasyon uygulamalar1 Ogrencilerin kisisel bilgisayarlarina yiiklenerek c¢evrimigi bir
ortamda gergeklestirilmistir. Ayrica, ¢evrimigi derslerin kayitlarinin 6grencilere sunulmasi,
dersleri tekrar dinleyerek Ogrenmelerini pekistirme firsatt yaratmistir. Bu uygulamalar
sonucunda, 2021 yilinda simiilasyon puanlarinin ortalamalarinda bir artis gézlemlenmistir.
Bir diger 6nemli degerlendirme kriteri olan sosyal sorumluluk ortalama puanlarinda da 2021
yilinda artig kaydedilmistir. Isletmeler icin giderek daha 6nemli hale gelen sosyal sorumluluk
kavrami, ozellikle simiilasyon dersinde ve diger derslerde vurgulanmis, bu vurgunun etkisiyle
ogrencilerin bu kriterdeki basarilarinin arttig1 goriilmiistiir. Bununla birlikte, 2021 yilinda, bir
onceki yila gore ortalamalarin diistiigli bir kriter olarak, ogrencilerin final raporlarinda
akademik yazim kurallarina uyum diizeyi dikkat ¢ekmistir. Bu durumun iyilestirilmesi i¢in
akademik yazim kurallarmin 6grencilere daha kapsamli bir sekilde aciklanmasi ve diger
derslerde 6dev uygulamalarinin artirilmasi gibi onlemler alinmistir. Bdylece, 0grencilerin
akademik yazim becerilerinin gelistirilmesi hedeflenmistir.

Sonug¢: Teknolojik gelismeler ve dijital ¢ag, is hayatinda oldugu gibi egitim alaninda da
yenilik¢i yaklagimlar: zorunlu kilmaktadir (Kim ve Watson, 2017; Loffler vd., 2019; Beranic
ve Hericko, 2022). Yiiksekogretim kurumlari, yenilik¢i teknolojiler ve 6gretim tekniklerini
egitim siireglerine entegre etmektedir. Bu calisma, Cag Universitesi’nde verilen Isletme
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Simiilasyonu dersi kapsaminda simiilasyon destekli egitimin program ciktilarinin ulasilma
diizeyini 6lgmedeki etkinligini incelemektedir. Simiilasyon destekli egitimden elde edilen
veriler, program ¢iktilarinin hangi alanlarda basartyla karsilandigini veya hangi alanlarda
gelistirilmesi gerektigini belirlemede onemli bir ara¢ olarak kullanilmaktadir. Elde edilen
sonuclar, programlarin yeniden diizenlenmesi ve gelistirilmesi i¢in bir temel saglamaktadir.
Yapilan diizenlemeler, programlarin genel kalite standartlarini artirmayi1 hedeflemekte ve
ogrenci ciktilarinda daha yiiksek basari oranlarna ulasilmasina katkida bulunmaktadir. Bu
caligmada, literatiirde vurgulanan simiilasyonun Ogrenme ¢iktilar1 iizerindeki olumlu
etkilerine ek olarak, simiilasyonun egitim kalitesini artirmaya yonelik veri saglayict bir arag
olarak da etkili bir sekilde kullanilabilecegi goriilmiistiir. Ayrica, simiilasyon destekli
egitimin, siirdiiriilebilir kalkinma amaclarindan biri olan kaliteli egitimi (4. Madde)
destekleyebilecegi ve bu baglamda yenilik¢i bir 6gretim araci olarak énemli bir potansiyele
sahip oldugu sonucuna ulasilmistir.
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