Journal of Hospitality, Leisure,
Sport & Tourism Education

Vol. 6, No. 1.
ISSN: 1473-8376
www.hlst.heacademy.ac.uk/johlste

ACADEMIC PAPER

Effective Use of Simulations in Hospitality Managerant
Education — a Case Study

Johan Edelheim (edelhei@scu.edu.a)
Southern Cross University, Hogbin Drive
Coffs Harbour, NSW 2450, Australia

Daisuke Ueda (luedaOl@icthm.ne)
International College of Management Sydney
151 Darley Road, Manly, NSW 2095, Australia

DOI:10.3794/johlste.61.104
© Journal of Hospitality, Leisure, Sport and Tourism Education

Abstract

Simulations are widely used tools today, not ordyaaalytical applications to support decisions but
also for instructional applications in managemethication. This case illustrates how a subiject,
based on a computer simulation, has evolved froingb&a waste of time’ — according to most
stakeholders — to becoming a model that other stdhjere benchmarked against. The case will
outline how a specific simulation is used and alsow why a simulation cannot be taken ‘straight off
the shelf’ and become the tool it has the potertiabe, but rather how a continuing process of
lecturer and student evaluation and enhancemeneeided.
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Introduction

The Hotel Operation Training System (HOTS) is a paotar-based simulation suite developed and
marketed by The Total Simulator Company, a Britisised company, for the service industry. The
version used and referred to mostly in this casdysts the HOTS 2001 version, though a newer and
enhanced version is being introduced as this dasg & written.

Simulations have most commonly been used as todsalyse what sort of effects may be expected
from actions taken in uncertain situations, sucindhe launch of a space shuttle. However, iitas
only for the analysis of such a complex environnthiat simulations are used. They are now also
widely used for educational purposes. A surveW8fbusiness school education reported that some
sorts of simulations were used in 97.5 percenthef American Assembly of Collegiate Schools of
Business in 1998 (Faria, 1998).

Since the previously mentioned survey, the use imfulations — particularly those which are
computer-based — is generadlgsumed to have increased because of the advaneasliavailability

of, more sophisticated simulation systems (Feinséeid Parks, 2002a). Simulation-based business
education has been studied for more than 40 ye@mnsequently there are many research projects,
reports, and articles written about it (e.g. Walfel Crookall, 1998). The purpose of this papdo is
explain why simulations can be useful as educatitwtds and how simulation-based teaching can be
delivered most effectively in hospitality managemeducation. This is based on the analysis of a
case study, earlier studies, and the learning peotteat takes place within simulation-based legtnin

The first part of this paper reviews past studiesrder to give the reader a good understandinigeof
topic. The definitions of simulations are reviewen studies on the benefits of simulation-based
learning, as well as its constraints, are consitler® case from an institution that uses simulatitn
subsequently presented. Analysis of the simuldtimsed learning process is informed by Kolb’s
(1984) experiential learning model. The last pafitthe paper suggests the way to structure
simulation-based learning courses, and how sinaratican be applied in hospitality management
education.

Simulation-based learning

SAGSET (Society for Advancement of Games and Sitiaula in Education and Training) defines a
simulation as “a working representation of realityynay be an abstracted, simplified or accelerated
model of a process” (SAGSET, cited in Ruohomaki98:913). Feinstein and Parks (2002b)
categorise simulations into four groups accordmghe design and applications. In terms of design,
there areiconic simulations andsymbolic simulations. Iconic simulations are “visual, aody or
kinaesthetic representations of real systems” @tein and Parks, 2000b: 398), such as flight
simulators and even some video games. Symbolialatians, on the other hand, replicate systems
through mathematical process. This type of sinmtatan be conducted with only numeric variables
on a spreadsheet.

Simulations can be further divided into two typescading to their application. Analytical
simulations are used to simulate a certain phenomeamd allow the user to carefully analyse it to
support decision-making. An example of this wobklone that simulates the flow of hotel guests
when they check in and out. This simulation waalldw front office managers to analyse the level
of business so that they can implement effectigff sbstering. In contrasinstructionalsimulations
are used for education and training purposes.

The type of simulation this paper mainly discusisean instructional-symbolic business simulation.
This type of simulation often has elements of gamirSAGSET (cited in Ruohomaki, 1995: 14)
further defines simulation games thus:

“A simulation game combines the features of a gajm@mpetition, cooperation, rules,
participants and roles) with those of a simulatiocorporation of a critical feature of reality).”
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Benefits of Simulation-Based Learning

One of the benefits of using instructional simdatigames is the development of decision-making
skills (Fawecett, 2002; Fripp, 1993). By its defion, a simulation provides a certain level of ityal
but it still remains just a representation of teality. Thus participants can make difficult démis
and develop decision-making skills without the risksevere failure that could have damaged the
business if practiced in the real world (Ferrelt®97). To be module specific, Fripp (1993) stated
that marketing knowledge and skills can be devealopignificantly through business simulation
games and Toomegt al.’s research (1998) supported this idea. They alsorteg that the
participants’ applied computing skills, such as agéicrosoft Excel, were dramatically developed
through the analysis process of the simulation.t didy spreadsheet skills, but also other skills to
deal with quantitative data, can be developedhag often require the handling of numeric variable
inputs and analysis of calculation outputs.

Fawcett (2002) states that simulations can givéigiaants better understanding of financial reports
such as profit-and-loss statements and balancetsshbecause participants can see the clear
relationship between their decisions and the fir@mesults. He also reached a similar conclugion
his previous study with Lockwood (2000) and stathdt a business simulation game benefits
participants in developing their capability and fidence with practical accounting skills, skills
which are difficult to develop through traditior@lurse structures.

Fawcett and Lockwood (2000) also highlighted teankwas another skill that is difficult to develop
in a normal classroom situation. They argue thist possible for lecturers to teach group worliski

in a classroom situation, but to gain a true urtdeding of group dynamics students must experience
a role in a real working group. Simulation gamas often provide ideal circumstances for this.
Through group work, communication skills in partamucan be developed further (Gopinath and
Sawyer, 1999), including: conflict-resolution s&il(Ruohomaki, 1995); the ability to cope with
diverse personalities (Roberts, 1999); and changing behaviour (Jennings, 2002), because the
participants have to work closely together andrattto progress in the simulation.

To create practical group work circumstances, Rskbs&iggested that participants not be allowed to
choose team mates themselves, but should be pladedms randomly, “just as new employees do
not select peers” (1999: 43). However, it is dlem that by allowing participants to form a group
with somebody whom they feel comfortable with, thm’ element of the simulation-based learning
can be encouraged. It is worth noting the impawtaof the ‘fun’ element, because this is a major
differentiator of the simulation game from othermis of learning tools. Simulation games give
participants enthusiasm and motivation (Feinsetial, 2002), resulting in their active involvement
and leading to a deep learning process (Biggs,)1999

At the International College of Tourism and HoteduhMdgement (ICTHM), in Sydney Australia, where
the case study is based, a maximum of 30 studesrtsclpss is admitted per session, which in
trimesters of a larger intake means that up toettseparate sessions are conducted. The student
teams vary from three to five persons, with foungehe optimal size. An interactive activity is
organised in week one of the term in order to erdla¢ teams. In this activity, students are as&ed
take a place along a wall of the classroom to sprewhere their response to each of a number of
questions fits on a continuum. For example, sttgdare asked when they like to submit assignments
- from long before submission date to last minutensissions — or what grade they are expecting to
achieve — from a high distinction to a pass. O#imilar questions are asked and the students are
asked to observe which peers they are standing ¢toat the lines of the continuum, as those peers
would appear to have similar aspirations for thejesct.

When a comprehensive management simulation is edilation-based learning can integrate a
wide range of knowledge and skills. A manageméntigtion game such as HOTS often requires
participants to employ knowledge gained from ottaurses in the simulation. Thus the simulation
develops integrative decision-making skills. Tisi®s opposed to the traditional modular or subject
based courses, where “students tend to treat esehdd study as a separate entity that has little
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relation to the others, and file the knowledge gdiimto separate conceptual pigeonholes” (Fawcett
and Lockwood, 2000: 264). Depending on participaatiucation levels, the type of simulation and
its complexity, the area covered can include teenehts of marketing, finance, human resources, and
any other modules as appropriate. This aspedstsisked again later in this paper.

Constraints of Simulation-Based Learning

The major weakness that has often been reportesiraflations is its reality and validity. Wolfe
(1976) stated that the simulated environment migitt duplicate a real business situation and so
could lack validity. In such a case, simulatiorem amislead the participants, causing them to
misunderstand incorrect habits as the reality. aA®lution, Burgesset al. (cited in Hely and Jarvis,
1999) suggested increasing the simulation compldxt adjusting factors such as the number of
decisions to be made. In contrast with this, F(f03: 31) argues:

“No simulation can ever be totalhgalistic, no matter how complex it is. Complexity
is not a substitute for reality. The most impottaining is the extent to which
participants believe the simulation to beadid activity.”

The complexity of the simulation can actually beoastraint, since such complexity makes it difficul
for participants to conceptualise the relationdbgpween cause and effect. Complexity can also be a
demotivating factor for participants’ active invelment and voluntary learning. The appropriatelleve
of complexity should depend on participants’ algiitto understand the system or situation. For
instance, in undergraduate studies, a particulsinkas simulation game may be quite appropriate for
third-year students but too complex for first-yestudents. Green (2002) reported that when
participants are confident with the mechanics ofvhbe simulation is played, the likely learning
outcome will be more favourable, with participagtsning an understanding of the concept that the
simulation is designed to deliver. Thus the leagnvould be most effective using simulations simple
enough for participants to easily understand bgsitesn and concept.

The role of the simulation administrator is critiga simulation-based learning. Like lecturers for
traditional classroom teaching, the administrateeds to be familiar with the education tool being
used. If the simulation is tailor-made for the tjzadar organisation where the simulation-based
learning is implemented, or if the administratoriso the simulation designer, their understanding
the simulated environment should be adequate. r®the, the administrator needs to invest a fair
amount of time to become totally familiar with tk@nulation. As discussed above, despite the
definition, simulations may not represent the tmadiness environment. In such cases, it is esgenti
for the administrator to clearly communicate to geeticipants which areas within the simulation
might not be realistic. At that stage, a classulision could be generated to examine the valafity
the simulated environment and this can further kbgveparticipants’ insights on the simulated
environment.

Another constraint with using simulations in a @ulum is the assessment method. Many
researchers concluded that performing best in alation game does not necessarily mean achieving
the best learning outcome and, in fact, there isigoificant correlation between the performance in
the simulation and learning (Anderson and Lawt®92t Gopinath and Sawyer, 1999; Thorngate and
Carroll, 1987). According to Gilgeous and D'Cruidtéd in Doyle and Brown, 2000: 332), those
participants who played best in the simulation gamight have just “hit on the correct strategy”
without considering the consequences of their dmtésmade in the simulation. Gopinath and
Sawyer (1999) also reported that it is still pokstio achieve a satisfactory level of performand w

a random decision-making method. This is partityldrue with the use of scenario-based
simulations, where the input often takes the fofrmaltiple-choice. This form of input narrows the
freedom of decisions that a participant can makes it is more likely that the participant couldt™h
the correct answer. In addition, the right decisianight not result in the best performance in the
simulated environment if there are doubts abousitmeilation’s validity, as discussed above.
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HOTS Evolution at ICTHM

HOTS is offered in the sixth trimester of studie$GI'HM, in the second year of a Bachelors degree
(course). The module has been offered since thmmiag of the College’s operations and is a part o
the Swiss syllabus that the studies are basedudrinl2000, after two years of operation, it was at
risk of being removed from the course offeringsisicase study examines what has been done to the
module, without changing the infrastructure of gimulation or changing the syllabus of the course,
to transform the module from one about to be diseds to its becoming a showcase for the
institution while, at the same time, functioningaalsenchmark for new programme developments.

A range of lecturers had taught HOTS in its earktages at ICTHM, coming from different
backgrounds, and each bringing their specific eigmto the course. In August 2000, propositions
were finally laid for evaluating the utility of themodule. Students that had taken the module had
complained about wasting time and money going thinaihe simulation. They felt nothing new had
been learned, and constant problems with the carpuinning the simulation additionally increased
the frustration.

A large IT equipment upgrade was made in early 260@ two new lecturers were appointed for the
term starting in October of that year. The leatsirehosen came from two different backgrounds.
One was a former Food and Beverage Manager, wittrnational experience from Europe and
Australia, and experience in cost control. Theepthecturer came from a rooms-division perspective,
with experience of working in both hotel front amdck office in Europe and America, and
additionally working in a time-share business. Séh&ecturers’ strengths in different fields made th
division of assignment marking easy. The formarcemtrated on numerical assignments such as the
forecasting sections, annual reporting and budgetihe latter took on the marketing and human
resources aspects of the business plan and fommithgonsulting with groups in the module.

The value of team teaching is that lecturers carceotrate on making the subject a more valuable
experience for the students. There is no sep&eather/tutor system at ICTHM — each lecturer is
responsible for marking all assessments set i tdject. A minimum of three assessments are
undertaken in each subject. This results in ayhetaff assessment load. In order to reduce this,
lecturers sometimes choose group assignments diphlatthoice questions (MCQ), where they may

not be appropriate and MCQs have an inherent daoigeromoting a surface learning approach

(Paxton, 2000).

Some aspects of the simulation are not compatibith the module objectives, because it was

originally built for an American environment. They to make the simulation a relevant learning

tool is, however, through the fact that gradesraresolely dependent on success in the simulation.
The students are assessed through the reportdaraithbey produce, based on the simulation but set
up by the lecturer, who also assesses them. Werkedturer not to mark any assignments, but rather
rely on success in the simulation as proof of legynthen the simulation might actually conflicttivi

the teaching in class. The students would be saafiand either the lecturer or the simulation could
lose credibility.

After becoming accustomed to the simulation over tearms, and fighting the large number of ‘bugs’
and ‘glitches’ in the programme, a positive devatept was the release of a new version. After
another term of getting to know the new simulafieatures, attempts were made at reconfiguring the
simulation. The simulation can be set up to opeimeither UK or USA modes, each being useful to
the international students from those areas. Hewadhis fights the logic of the majority of leangi

at ICTHM, as well as the fact of its being situatedhe Southern Hemisphere. The seasons in the
simulation are obviously the wrong way around, wlgfices, and staffing requirements, are not as the
students have experienced them in the Australiatezt

The lecturers took up the challenge of changing dimeulation parameters on their own, as the
company providing the software did not have anyyesolutions to the problem. Now, some years
down the track, six different settings have beeeatmd. This gives the students a different
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background document each term, places their prpjrerdifferent parts of the Australian continent,
and has seasons, market research, and menus deeatédiocal standards.

It was seen as a logical decision to offer a sitimlamodule to integrate practical elements of Swis
hotel education (provided in the initial year oéthrogramme) with contemporary higher education
subjects that are, at times, abstract in the lggars of the programme. The reason why the
simulations were not successful initially was uaclantil the assessment scheme moved away from
assessing the product to assessing the learniragierpe or process. It was then that the valubeof
subject became apparent.

Experiential learning process and assessment method

To assess patrticipants’ learning progress, or c¢iitite their learning, it is necessary to unceenst
the learning process occurring within the simulafi@sed learning. A simulation-based learning
process is best described by Kolb’s experientiakieg model (Fawcett, 2002; Gopinath and
Sawyer, 1999; Kolb, 1984). Experiential learnirgeg through a cycle that consists of four steps —
experimentation experience observation and conceptualisation In applying this model to
simulation-based learning, the four steps are éxgdbbelow.

The experimentatiorstage is where participants plan for the nextoa¢tby individual thinking or
group discussion, for example. At this stage,ip@dnts analyse the current situation and look for
the possible best decisions for the next phasee ekperiencestage is the action stage. All the
decisions are put together for data processing.computer-based simulations, it is usually the
computer, not the participants or the administratbat takes the action (calculations for data
processing). In contrast, with non-computer-basigdilations, such as those conducted mainly with
the use of cards and role-play, the interactiomwben participants is explained as the action.

At the next stage, the cause (data input) andteffieta output) relationship abservedmmediately
after the data processing through the computeinothe case of non-computer-based simulations,
observation may occur through the action. Thigkjualmost simultaneous feedback is one of the
advantages of simulations over other experiergi@tiing tools, such as case studies and consultancy
projects.

Without having to wait for the lecturer to give fdmack, participants can start analysing the output
data andconceptualisethe cause-effect relationship. Characteristicadiynulation-based learning
again differs from other education tools in its thonity. Simulations allow the users to plan fhet
next action after the conceptualisation stage, idiog opportunities to achieve better results amnd t
enhance their decision-making skills at each round.

Of those four stages, the assessment of partiagpdearning progress should focus on the
experimentation and conceptualisation stages —they plan for the action, what conclusions they
draw and, most importantly, how they plan for thextnaction based on the conclusion from the
previous round. To assess participants at themmitg stages, it would be most appropriate to
require participants to produce reports. Idedhg, report should justify their decisions at edelys,
before participants take each action. This shbeldollowed by another report, after the analy$is o
the output, to show the participants’ understandihthe cause-effect relationship. If the simwati
consists of many phases to be completed withidagively short time, making it difficult to geneeat
many reports, analysis of some phases may be hiitmtjether. When a comprehensive management
simulation is used, these reports can take the fifrbusiness plans or annual reports to mimic the
real business situation. This approach also gipedicipants opportunities to practise their
understanding of how different areas of the busirmes interrelated (Fripp, 1993).

Course structure

In addition toassessmenthe administrator plays a significant role whatructuring a course that
includes simulation-based learning. Basically,r¢he@re three components required to run a
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simulation-based sessiobriefing at the beginning of the session; the actogllementatiorof the
simulation; and thé&eedbackpart.

At the stage of briefing, the learning objectivesl assessment criteria must be communicated as in
other conventional lectures. Additionally, the adistrator should explain any concerns about the
reality of the simulation so that participants a@ misled by unrealistic decisions made for the
unrealistic situations. Another point to be emjdes at the briefing stage is the importance of
familiarising the participants with the mechanid¢gste simulation and helping them understand how
the simulation is played. According to Green (20Qfrticipants tend to put more effort into the
simulation when they understand how it works ané emnfident with the mechanics of it. It
increases the likelihood of their better playing imulation and understanding what it is desigoed
teach. Understanding the mechanics is also impiirieorder to avoid potential technical failures.

The actuaimplementatiorof the simulation is the major part of the simigatcourse. The role of
the administrator at this stage need not be adtivelvement because, by this time, participants
should be able to run the simulation themselved, smthe experiential learning takes place. The
involvement of the simulation administrator, theref is to ensure the smooth operation of the
simulation.

In simulation-based learninfeedbackon decisions is automatically and continuouslyegito the
participants as the simulation proceeds; thus tifpgse of having feedback sessions is mainly to
facilitate participants’ conceptualisation of thamslated environment and consolidation of the
learning experience. If the simulation is playedhie game context, where participants are comgpetin
against each other, their performances may be cmupa stimulate their interest and motivation.
Ferreira (1997) reported that participants’ decisitaking skills improved when they were informed
of their competitors’ performance. Participantsgentations about the business results are probabl
the most accepted way to conclude the course, liadidting participants reflect on the overall
simulation experience.

Applications of Simulations in a Curriculum

It can be assumed that the use of simulations &as imcreasing as the infrastructure for theirfase
educational purposes has improved considerablfénldst six years. Past studies on simulations
have proved their effectiveness and have explowgthdr improvements in their application.
Advances in computer technology have made highopmdnce computer hardware widely available
at relatively low cost for educational institutiorsd there is more sophisticated simulation softwa
to be found in the market. Even though it is ghat simulations are most effective when tailor-mad
(Fripp, 1993), off-the-shelf simulations still hameuch potential to contribute more to hospitality
management education. In fact, the increasingetaof simulations has made it possible to utilise
them at several stages in a hospitality manageowritulum.

In his book, Fripp (1993) introduced some approadbaising simulations in a curriculum. Of those,
the most significant three approaches areittioductory approach, practical example approauid
integrating approach Theintroductory approactcan be taken at the initial part of a curriculuon f
team building, as simulations are often effectimedevelopment of group skills. For this purpase,
simulation that has an element of entertainmemeé®mmended in order to stimulate participants’
motivation. This approach can also be used foraitmuisition of knowledge, such as basic ideas
about business dynamics, and understanding thentgogies used in that simulated environment.
At this point, Whiteley and Faria (198@rgue that simulations are effective only in impngv
quantitative skills, but not in the acquisition agplied or theoretical knowledge. This statement i
valid if the simulation requires its participantsdeal with numeric data to a large extent. Howgte

is possible to use simulations to develop theaaktimowledge, depending on the design of the
simulation.

Scenario-based simulations would be one type diilsition effective in the acquisition of knowledge.
A scenario-based simulation consists of a largeustnof qualitative information that needs to be
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analysed for each scenario in order to make a codecision for the given situation. The unique
point with such scenario-based simulations is #aath scenario is usually gone through only once,
and then the participant moves to the next scenariich represents a different situation. This
means that the participant cannot plan for the aetibn based on the conclusions drawn the previous
action. Thus the automatic experiential learniogsinot take place between the conceptualisation
stage and the experiment stage. Therefore, thgrgorone has to give the feedback for that particular
scenario, to explain whether the decision for gw#nario was successful or unsuccessful, and what
decision should have been made. This feedback guast as a knowledge base from which the
participant can gain theoretical knowledge. Inemse, these scenario-based simulations work
similarly to the reading of textbooks, and answgiih questions at the end of each chapter, with the
lecturer explaining whether the answers were cooecorrect.

The practical example approads probably a more common way to utilise simulagiin educational
contexts. This approach is taken to complementeational classroom lectures by allowing students
to put into practice what they have learned in phevious classes. In order to develop students’
specialised skills, module-specific simulations Vdobe most effective because of the depth and the
detail of the environment that module specific dations can deliver. A good example of those ad
hoc simulations would be Hotel Front Office Simidat(2003), through which students can carry out
reservation handling, guest portfolio managemeamiperty management systems, and night auditing.

The integrating approachis similar to the practical example approach butiges cross-modular
simulations, such as management-simulation gamesfotus particularly on comprehensive
understanding of concepts of the simulated industnd on development of integrative decision-
making skills. HOTS is one such management-sinmriagame for the hospitality industry. It
simulates the operation of a mid-sized hotel; pgrdints are required to make decisions for a number
of fields such as room rate, yield management,epsetting for food and beverage products,
advertisements, and capital investments for theliasion/expansion of the facility. Participarie
also required to analyse the market situation basdtie market information given by the programme
or the administrator. The results of the actiome shown on financial statements, thus the
participants can develop their practical accountasidlls. To achieve the most desirable learning
outcome through such comprehensive simulationsrntegrating approach expects participants to
have a certain level of understanding of the coreptsof the simulated environment. Therefore this
approach is ideally taken towards the end of theaum, after students have completed the related
courses. Management simulation games often arethdéiy nature, more complex than module
specific simulations, hence it can be time consgmprarticularly at the briefing stage, to familsei

the participants with the simulation system. lb@d be noted that whichever approach is used, the
type of simulation and the learning objective néednatch, and the administrator must know the
strengths and limitations of the simulation so tbamventional classroom learning can offset such
limitations, or can be complemented by the simatas strengths.

Assessments used for the HOTS course at ICTHM

The assessments that are currently used in HOTS§pagad over twelve of the fourteen weeks of the
term. This leaves only Week 1 for introductions] aveek 14 (student exam week) without any
assessable item. The negative aspect of thisaistile assessments are time-consuming, both for
students to prepare, and for the lecturers to cbened give feedback on. There is almost no bireak
the term, and a common comment on the course fekdbem has been students asking the College
to add credits for the module, as it is more cingfileg than other modules in the same term. Itis a
positive sign that the students are not, as a asldng for less work within the unit, but ratherkeep

the current content, whilst at the same time rgigis value in credit terms. All assessable itemes
returned within seven days of submission in clasd general feedback is given to the whole class
initially. Each team is then given between ten amehty minutes of consultation time with the staff
member who marked that assignment and written cortsrere also made in the assignments. The
positive aspect of the high number of assessmentsat the students are getting lots of formative
assessment feedback during the term. They capwfdheir own progress in the subject, learn and
correct themselves in preparation for later, m@l@able assessments.
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The positive aspect from the lecturers’ point awiis that the simulation the subject is basedratou
becomes more of a facilitating factor — not so mighend as a means — of the subject. A simulation
is only realistic in terms of how the decisions maeuld work out in the real world. It is, theredp
satisfying that students who are achieving goodltgsn the simulation, as well as those achieving
poorer results, are all learning equal amountshefactual aims of the course, e.g. to forecast, to
manage budgets, and to report on a timely basis.

Before students get involved in the computer-sitimtaenvironment of HOTS they need to become
familiar with the business they will run, includiitg historical data, and do a small quiz which ek
up 10 percent of the final marks for the coursehe Tquiz is constructed to elicit lots of the
information provided in the background documenthe Tquestions are written to force students to
reflect on what the data means in a wider contattier than simply be descriptive. For example,
“your head chef and reservations clerk have regdett the company. Name two factors why this
might be detrimental to your future success, and factors why it might be beneficial to the
company”. By taking students out of the normal mad testing right from the beginning and,
instead, into a reflective mode, the scene is@et flifferent learning environment.

The subsequent assignment that the participantsisigoa draft business plan in Week 4. Lectures
on what business plans should contain, as welhasoa to integrate knowledge from the simulation
background and from the business world the studametsabout to enter, are held in Weeks 2 and 3.
The draft is corrected and handed back in Weektb lots of constructive feedback written both in
the draft and on a separate marking sheet. A finainess plan, worth 20 percent of the final misrk,
then due in Week 6. The fast tempo forces patitip through the whole Kolb learning cycle where
they experiment with a draft business plan, expesgethe actual application of it, observe the
feedback from the lecturer and finally, conceptgtheir understanding of it when comparing lecture
notes, textbook suggestions, and their own workyder to produce a final plan.

Participants are involved in the running of the \dation from Week 4, and by Week 6 they have
experienced a full year, twelve months of decisiwaiking, in the simulation. They are at this stage
given a lesson on how to create an annual repgurtyding financial reporting for the past year, a
forecast for the following year, and a comparisbased on seven key indicators, between their
property and those of their peers, which are postetthe College’s instructional internet site. raft
annual report is due in Week 7. This is handedck baith a similar amount of feedback as the
business plan in Week 8. The assessed annualtseqrar then due in Weeks 9, 11, and 13, with
feedback given on each the following week. Théulers always return assignments with both verbal
and written feedback, and at times up to twentyuteis are spent with separate groups in order to
explain how they could improve their reports fog tollowing round.

Assignments within the course are all built to testv well the students can apply theoretical
concepts, and analyse decisions and situatiortbeisimulated environment. The actual success of
the property is less important. The reason f& thithat students who understand what the desision
they are making mean in a larger context mostlg &sow how to correct possible mistakes in the
process. If they continue to write excellent répan intentions and expectations, while at theesam
time are not succeeding in the simulation, they mat be penalised for the outcome — this is ncaitwh
the learning is about.

A common complaint with learning based on groupknisrthat some individuals do not do their fair
share of the work. It was also found that soméigpants did not understand the rationale behind
experiential learning and felt that the only ‘trwvedy of learning comes through lectures and exams.
In order to counter these perceptions, two finaleasment tasks have been added. For the first
assessment, participants write their own reflegtivgnal throughout the duration of the course.eOn
of the lecturers randomly collects journals eackekvand hands them back the following week, with
constructive feedback as needed. A final versiothe journal is submitted in Week 13 and is then
marked and weighted at 10 percent of the final marke journal gives the lecturers a chance to see
the reality of the learning experience from a ggvtint point of view. If necessary, it also gias
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opportunity for the lecturers to intervene in nairesive groups, or explain to the participant the
rationale for some features that have appeardtkijournal text.

The final assessment task is, like the previous mvidual, and consists of an oral interviewheTl
interview is held in Week 12 and conducted by the tourse lecturers (and taped for re-confirmation
purposes). It consists essentially of five questirom any part of the course (except for thadhit
background document). The questions are formeotapel the participants to know each part of the
business plan, the annual reports, and the rurofitige simulation. The structure of the questisns
again aimed at determining if the participants hawaceptualised the material rather than simply
having memorised information without understanding

Conclusions

Simulations are widely used tools in today’'s mamaga education. Advances in computer
technology have made a variety of sophisticatedilsitions available to academic institutions. There
are many benefits of simulation-based learning tirat difficult to deliver through conventional
classroom lectures. Simulation-based learning dstiqularly effective in the development of
decision-making skills. In addition, when the slation is conducted in a gaming situation with
group work involved, the ‘fun’ element of the siratibn game motivates and enthuses the
participants, and the ability to work in a teamwsll developed. The major constraints often
discussed of simulations are their reality, vajidiand complexity. In addition, assessment of
participants’ learning progress is difficult becauparticipants’ performance in the simulated
environment does not always correlate to theirniegr outcomes. Therefore, it is essential to
understand the principles of the experiential leayrprocess that occurs within simulation-based
learning in order to correctly assess the partitigdearning progress. There are many possibieswa
to implement simulations in the hospitality managamcurriculum, but it is always important to
structure the course in ways that facilitate th@esedential learning processes, to have sufficient
briefing sessions to maximise participants’ underding of the system, and to choose suitable
simulation programmes to achieve the most desilehlming outcomes.
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