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Multiplayer 
game for 
strategic 
management 
and decision 
making
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Every year, thousands of UG and PG students in SMU 
have learned courses by playing this game.

The game perform well in both large sized and small sized 
classes

The game is a useful teaching tool for various concepts 
and topics
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Alignment 
to Learning 
Objectives

Well-
organised

Deliver in a 
Clear 

Manner

Allow 
Building of 
Knowledge

Enhance 
Making 

Connections to 
Real-life Issues

Make 
Meaningful 
Connections 
to Concepts 

Taught

Make 
Sense to 
Student

Provide 
Timely 

Feedback

Enhance 
Student 
Learning

N Valid 311 311 311 311 311 311 311 305 305

Missing 0 0 0 0 0 0 0 6 6

Mean 5.44 5.36 5.37 5.27 5.32 5.34 5.47 5.28 5.58
Median 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00

Percentiles 25 5.00 5.00 5.00 5.00 5.00 5.00 5.00 5.00 5.00

50 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00

75 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00

Knowledge Improvement

Generally speaking:  Medium= 6 IQR= 5 – 6

The Cronbach’s Alpha reliability coefficient for 9 items was 0.934 (α≥ 0.9). Internal consistency is Excellent.

1 – Strongly agree  2 – Disagree  3 – Slightly disagree  4 – Neutral  5 – Slightly agree  6 – Agree  7 – Strongly agree
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Ø It provided a real-time simulation that encouraged me to draw on certain key VUCA concepts such as 
time pacing and organisational learning. (S159)

Ø I could apply VUCA concepts via the game e.g. developing a portfolio of options. (S189)

Ø it is interesting to explore the VUCA concepts that were utilized here in strategic decision making 
and considering VUCA-discussed threats such as absorption agility mindset. (S194)

Ø Illustrates VUCA concepts like managing your portfolio, uncertainty quite effectively through its 
features (random income multiplier, building and tearing down buildings) (S261)

8

Concepts about VUCA
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Ø It creates a simplistic way to implement the strategies that we understand and provides a 
platform where otherwise would be unavailable to use these strategies (S6) 

Ø It shows the importance of prioritising decisions and goals, as well as strategise on how to use 
resources effectively and efficiently (S11)

Ø It is an interesting way to engaged me in understanding the concepts and strategy (S17)
 
Ø It allows us to strategise where to build our "factory" and make smart investment decisions. (S42)

Ø it allows me to think about how to strategise effectively to reach the end goal (S305)

9

Strategy
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Engagement

Generally speaking:  Medium= 6 IQR= 5 – 6

The Cronbach’s Alpha reliability coefficient for 9 items was 0.909 (α≥ 0.9). Internal consistency is Excellent.

1 – Strongly agree  2 – Disagree  3 – Slightly disagree  4 – Neutral  5 – Slightly agree  6 – Agree  7 – Strongly agree

Work on 
Co-

Founders 
until it is 

Completed

Stimulate 
Curiosity in 
the Topic

Motivate 
Student to 

Explore 
Further

Co-Founders 
is 

Challenging

Focused 
when 

Working on 
Co-Founders

Forgot 
about 

Everything 
Else During 

Co-Founders

Enjoy Co-
Founders for 

Learning

Feel 
Energised 
Using Co-
Founders

Feel Good 
using Co-
Founders

N
Valid 311 311 311 311 311 311 311 311 311

Missing 0 0 0 0 0 0 0 0 0

Mean 5.58 5.57 5.46 5.45 5.60 4.73 5.60 5.50 5.52

Median 6.00 6.00 6.00 6.00 6.00 5.00 6.00 6.00 6.00

Percentiles
25 5.00 5.00 5.00 5.00 5.00 4.00 5.00 5.00 5.00

50 6.00 6.00 6.00 6.00 6.00 5.00 6.00 6.00 6.00

75 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00 6.00
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Ø It is very interactive and I like how it is a between group challenge (S16)

Ø It is very interactive and I am able to discuss my strategies with my groupmates. (S43)

Ø Interactive way to test strategy concepts. (S112)
 
Ø I think the game is interactive, which helped us to gain interest in the topic on hand. (S160)

Ø The interactive and complex part of the resource definitely intrigued me and kept me 
entertained and interested. (S302)

11

Interactive
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Ø I was able to actually experience the concepts taught to me in the class applied on my screen 
every moment. That way my clarity of the concepts increased (S16)

Ø The theories of options and trade-offs were applied in the game (S287)

Ø See how your decisions affect the future outcomes (S79)

Ø Acquiring capabilities. When we are not sure, we ask groups that seem to know what they 
are doing. (S286) 

Ø Interest me to explore. (SS299)

12

Inspired to Learn
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Game Development Methodology

Inspiration

Problems or opportunities 
that motivates the project

Ideation

Generating, developing, 
testing, and refining ideas

Implementation

Projects management and 
monitored processes to 
make ideas alive and 
useable
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Inspiration

CONCEPTS THAT ARE 
“EASIER SAID THAN DONE”

INSPIRED TO LEARN OR 
MOTIVATED TO LEARN?

LEARNING SHOULD BE FUN EXPERIENTIAL LEARNING + 
COLLABORATIVE LEARNING
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Ideation

START WITH THE PAIN 
POINTS

ENGAGE WITH STUDENTS 
FEEDBACK AND 

INSTRUCTORS FEEDBACK

BALANCE BETWEEN THE 
IDEAL AND PRACTICAL 

CONSTRAINTS

PRIORITIZE GOALS



SMU Classification: Restricted

Implementation

MVP methodology Map game elements 
to learning 
objectives

Structured but 
open-minded

Assemble a capable 
team

Document 
everything
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Newest 
Build!
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