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Teaching topics in Business can often be complex and difficult for the students to 
comprehend due to the dense nature of the material being presented and a lack 
of experience in the sector. In particular, the introduction of technical subjects 
such as Management of Information Systems can be perceived as abstract and 
difficult to integrate with the other topics taught on the course. This research 
presents a pilot project designed with a view to integrating subjects across 
modules in order to provide the student with deeper understanding. 
 
An online e-Business simulation was designed and deployed with second year 
business students studying for a Batchelor of Business in Entrepreneurship. It is 
regarded that simulations, as teaching tools, may offer some significant 
advantages over the traditional model of lectures, especially through encouraging 
higher thinking skills in students and integrating projects across subjects that 
encourage a deeper understanding of a taught course. The aim was to provide 
‘real world’ experience in a ‘safe’ environment where there is little personal risk 
for students and they are encouraged to embrace and to learn from success and 
failure. 
 
The simulation required that groups of students applied for seed funding for their 
online business, sourced items to sell and subsequently listed the items on 
eBay.ie. They were required to deliver assessments to various subjects 
throughout the project. The pilot version of the project involved input and 
assessment from the following subjects: Management of Information Systems, 
Accounting, Communications and Organisational Behaviour. 
 
Experiential learning (Kolb, 1984) (Kolb and Kolb, 2005) provides a method and 
framework towards understanding how the use of simulations and gaming in a 
classroom could increase a student’s understanding of a subject or entire course. 
This research was put into practice during the academic year 2007/2008, the 
andragogical model of Knowles, Holton & Swanson (2005) was used to engage 
third level students in second year of the undergraduate Business degree from 
the perspective of encouraging self-directed learning. 
 
Reasons for using the selected games and simulations in the Business 
undergraduate degree course will be discussed from the perspective of Ludlow 
and Wheeler (1986) giving advantages and disadvantages of the approach. 
Business simulations have been in use over the last 30 years and longer but lack 
recognition with regard to their contribution towards education due to the lack of 
measurement of improvement on learning. Therefore, the learning improvements 
relating to participation, engagement and student feedback regarding the online 
simulation will be discussed with some commentary as to potential future 
improvements. The Virtual Trading project is currently in the first year of 
implementation, therefore there are only anecdotal results so far. However there 
will be a discussion on the learning processes based upon questionnaires given to 
the class on assessment approaches and their learning experience of the 
simulations. Suggestions will be solicited as to the utility, or otherwise, of 
possible assessment approaches. The first year is regarded as a pilot approach for 
a longer term programme of assessment. 


