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ABSTRACT

The effectiveness of lectures, case studies, laboratories, and role
playing experiential simulation in teaching 41 key business
management skills was analyzed based on survey results from a
class of junior and senior agribusiness students. Role playing
simulation was found to be clearly the most effective teaching
method. In addition, role-playing simulation was found to be the
most complementary teaching method to lectures. The managerial
skills that role-playing simulation was rated best at teaching were
found to more likely be skills that lectures were weakest at
teaching.

INTRODUCTION

Traditional teaching evaluations of university classes do not ask
students how effective the course was in teaching them skills they
will use in their career. This is probably the case for several
reasons. First, the bureaucracy of the university often favors using
one standardized evaluation form for all classes. Thus, forms
cannot be made career specific since they must span curriculums
that prepare students for many diverse careers. Second, in many
cases no functional definition of what skills are the most needed by
a given career field exists.

The objective of evaluating courses from the perspective of what
relevant career skills are learned from the course seems to have
merit, in spite of the problems just cited. This paper presents
evaluations, not of specific courses, but of four teaching methods
(lectures, case studies, laboratories and role playing simulation) for
teaching business managerial skills.

EVALUATION METHOD

The study by Teach and Govahi published in the 1993 December
issue of Simulation & Gaming provided the evaluation model used.
Teach and Govahi surveyed 602 graduates from 36 business
schools in order to prioritize a list of 41 managerial skills according
to usefulness. Individuals surveyed were business school graduates
with three to five years of employment experience. They were

asked to divide the list of 41 skills into five groups, with seven to
nine skills in each group, and to give a rating of one to the most
critical group, followed by a two for the second most critical group
and so on. The ratings were then aggregated to prioritize the 41
skills. A listing of skills according to the rating found is given in
the left-hand column of Table 1.

Teach and Govahi also asked the respondents to rate each of four
teaching methods from one to nine with regard to which teaching
method was most effective in teaching a given skill. The four
teaching methods considered by Teach and Govahi were lectures,
case studies, experiential exercises (internships and role playing
simulators), and simulations (computerized simulations involving
competition by individuals or teams against the computer or other
individuals/teams simultaneously submitting information into the
computerized simulation). Teach and Govahi found in general that
simulations were judged by the respondents to have been the most
effective teaching technique followed by experiential learning, case
studies and lectures. However, they also found that each of the
different techniques taught different skills more effectively.
Lectures were most effective in teaching “reflective listening”.
Case studies were the most effective in teaching how to “analyze
problems”, “analyze data”, “gather pertinent information”, “write
effectively”, etc. Case studies were rated the most effective in
teaching 8 of the 41 skills considered. Experiential exercises were
rated as being most effective for teaching how to “solve problems
creatively”, “resolve conflict”, “conduct interviews”, “speak in
public”, “lead”, “exert influence”, etc. Experiential exercises were
rated as the most effective in teaching 12 of the 41 skills
considered. Simulation was rated as being the most effective in
teaching how to “make decisions”, “forecast”, “assess a situation
quickly”, “adapt to a new task”, “solve problems systematically”,
“develop people/teams”, “organize”, etc. Simulations were rated as
the most effective in teaching 20 of the 41 skills.

Teach and Govahi’s skills list and one through nine rating system
were used to rate four agribusiness teaching methods used at
Oklahoma State University (OSU) in the Agricultural Economics
Department.
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TABLE 1.
AVERAGE RATING OF
MANAGERIAL SKILLS LEARNED BY TEACHING METHOD

Rale Total
Case Playing Currie-

Managerial Skill Lectuwres Studies Labs Simuleation  wlum
Adapt 1o New Tasks 4. 68 5. 56 5.80 7.63 2.83
Make Deacisions 5.00 589 548 7.55 2. 80
Organire 6. 683 5.88° 580 690 2.90
AfteEs 8 Situation

Ouickly 4.70 5.33 588 743 263
Gathar Pertinent

Information 6,50 5.78* b5.38 6.90 2.70
See the "Big Picture™ 5.65 5.33 5.85 7.23 2.78
Analyze Problems 5.78 6.78* 6.53* 7.20 3.00
Prioritize Tasks 5.65 5.72* 6.08" 6.55 2.B0
Analyze Data 6.03 624" 655 7.38 2.90
Manags Tima 5.83 5.78* G.EB 6.83 2,90
Write Effectively 573+ 617+ 470 4.55 2.53
Think Creatively 5.48 6.33° 583" 6.73 .85
Reflactive Listening 6.10°" 5.83* 5.18 G.48 2.58
Flanning 6.03 G.06° 5.98 7.10 2.83
Set Objectives 5.B8 6.00* 588 708 2.98
Motivate Others 465 4. 89 473 6.83 2.60
Solve Problems

Creatively 543 661 605" G.89 270
Schedule and Coordinate .00 6.28" 533 6.94 2.70
Set Goals 5.85* 6.00* 5.683 6.7 303
Lead 5.00 5683 503 7.35 2.48
Conceptualize 548 511" 5.38 B8.65 2.68
Solve Problems

Systamatically 6.06" 6.78* 578" 6.73 2.83
Exart Influence 5.35 5. 72* 518 7.10 258
Make Presentations G868 4.94% 475% 5.25 2.55
Persuade 513 544 4. 80 7.33 2.60
Manage People 4.80 4. 67 4.63 6.GEB 2.35
Manage Stress 453 400 453 568 2056
Dalegate Responsibility 5.05 494 520 6.60 260
Appraise Performance 5.50 5.44 538 .88 2.48
Resolve Conflict 5.25 4.72 5.03 G643 2.30
Put Structure to

Ungtructured Problems 5.45 567" 5.33 6.50 2.40
Develop People/ Taams 4.90 5.72 573 7.80 263
Forecast 4.85 539 435 7.38 2,73
Direct the Waork

of Others 4.63 5.22* b.08 675 2.33
Measure Objective 5.33 561 520 5.78 2.63
Speak in Public 5,16+ 4.44% 4.82° 5.73 253
Supervite 4.85 517 5.28B 6.54 2.33
Enforce Rules 6.26° 4.29 5.5 6.18 2.28
Develop Consensus 4 95 506" 4,956 6.43 2.40
Conduct Interviews 4.68* 481" 442" 4.a7 2.08
Form Coalitions 4.56 4. 4.92 .63 2.50
Averags 5,32 6.55 5.39 6.72 262
Standard Deviation 0.47 0.70 054 0.67 0.24
Mumber of Observations 40 18 40 40 40

* Mot significantly differant st a 5% lavel of signiticance from the rating for
Robs Playing Simulation

+ Significantly greater at & 5% lavel of significance than the rating for Role
Paying Simulation.
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Two fundamental differences exist between this study and that of
Teach and Govahi’s. First, evaluations were conducted with junior
and senior students. Second, because of the mix of teaching
methods students in the Agricultural Economics Department and
Oklahoma State University are exposed to, two of the teaching
methods evaluated in this study were defined differently. The four
teaching methods lectures, case studies,
laboratories, and role playing simulation. Laboratories are used in
the OSU Agricultural Economics curriculum to teach computer
skills, to work managerial economics and accounting problem sets,
and to teach technical agricultural production science. Students in

evaluated were

this survey had been exposed to only one role playing experiential
learning class. That class was a one credit hour semester long class
that used a fed cattle market simulator in an experiential learning
format, i.e., students in the class role played as meat processing
plant managers and cattle feedlot managers. Within the simulated
environment, players bought or sold cattle to fulfill the objectives
of their firm. All transactions and negotiations in the simulation
occur face-to-face between individuals, rather than between

individuals and a computer (see Koontz et al.).

Several additional points should be noted regarding the students
surveyed. Because students surveyed in this study had been
exposed to only one role playing simulation class, the role playing
simulation evaluations presented here are for a class as much as for
a teaching technique in general. In addition to rating the
effectiveness of four different teaching methods, the students
surveyed were asked to rate the total curriculum with respect to its
effectiveness in teaching each of 41 different managerial skills.
Students were asked to rate the total curriculum’s effectiveness
with a letter grade of “A” through “F” rather than using a one to
nine scale. Finally, the students surveyed did not know that any of
the managerial skills listed were deemed to be more critical than
others.

SURVEY RESULTS

Role Playing Simulation was clearly rated as the most effective
teaching method of the four, followed by case studies, laboratories
and lectures (see Table 1). At the 5 percent level of statistical
significance, no significant difference was found for the over-all
average ratings given to case studies, laboratories and lectures.

When a statistical significance level of 5 percent is considered, role
playing simulation received significantly greater ratings than any of
the other teaching technique for 1 7 of the 41 skills. The only skill
for which a teaching method other that role playing simulation was
rated as significantly more effective was the skill “write
effectively”. Both case studies
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and lectures were rated as significantly better in teaching writing
skills. In 24 out of the 41 skills at least one other teaching method
was rated as equally effective to role playing simulation.

Teach and Govahi state that, “When individuals fill out rating
scales, some tend to be ‘yea’ sayers and others are ‘nay’ sayers.
Thus some individuals use only the upper end of the allowable
responses, some use only the lower end, and still others use the
entire range.” Because of this, and because the measures of interest
are primarily the relative effectiveness of different teaching
methods, they argue (and we concur) that the data should be
normalized before it is analyzed. To this end a mean score and
standard deviation was found for each respondent. These means
and standard deviations were then used to derive a normalized “z-
score” for each response according to the following formula:

The normalized ratings were then averaged to form Table 2. The z-

scores reported in Table 2 essentially indicate how many standard

deviations above or below the mean response the typical student

rated the effectiveness of a given teaching method. Thus all scores
{Actual Rating - Mean Rating)

Z-SCOME 5= =resevsswesssmsscesessesessrsresssssnns

Standard Deviation

in table 2 are directly comparable, including the total curriculum
evaluation scores that were rated using a grading scale instead of a
one through nine scale.

In comparing Table 2 and Table 1, a few changes in ratings and
significant differences can be seen, but by enlarge the results are
very comparable. Indeed, it appears that normalization slightly
strengthened the ratings for role playing simulation relative to other
methods. In Table 2, role playing simulation has statistically
significant higher ratings for 21 of the 41 cases versus only 1 7 of
the 41 cases in Table 1.

EVALUATION OF THE SURVEY RESULTS

Role playing simulation seemed in general to have been given
superior ratings by the students surveyed. However, questions
remain as to whether one or more of the methods focuses more
heavily on the skills rated most critical by Teach and Govahi’s
study and/or whether certain teaching methods complement each
other by teaching skills that others do not.

TABLE 2.
AVERAGE Z-5CORES FOR
MANAGERIAL SKILLS LEARNED BY TEACHING METHOD

Raole Total
Case Playing Curric-
Managerial Skill Lectures Studies Labs Simulation wlum
Adapt to Mew Tasks -0.68 -0 19 0.08 0.96 0,30
Make Decisions -0.45 0.01 -0.18 0.84 023
Organize -0.08 <003 -0.03 057 035
Azzess a Situation
Quilekly -0.58 -0.16 0.07 0. B4 -0.02
Gather Pertinent
Information -0.25 am* on 065 0.06
See the "Big Picture” 07 -0.22 -0.0B Q.76 015
Analyze Problems -0.03 0,65 0.35 0,75 049
Frigritiza Tasks 017 -0.08* 0.13° 0.35 015
Analyze Data 0,08 0.65* 0.4 0.B3 0.27
Manage Time 0.01 0.1 0.03 0.57 0.34
Write Effectively 010 0.12+ -0.64"° -0.58 -0.10
Think Creatively -0.22 0.34* 0.06 0.56 0.27
Reflective Listening Q.20 007" -0.34 0.42 -0.14
Planning 016 017 013 066 0.40
Set Objectives 0.08 012 0M 054 0.4
Motivate Others -0.67 -0.56 -0.61 0.561 0.02
Solve Problems
Creatively Q.25 0.48* 0.12° 0.52 -0.01
Schedule and Coordinate 0.11 0.14* 0.07 0.57 0.03
Sel Goals 0.07 0.06* -0.09 045 048
Lead 047 002 -0.34 0.72 021
Conceptuslize -0021 0,06 -0.22 048 0,09
Solve Problems
Systematically 011 046" 0.05 0.49 0,23
Exert Influence -0.22 Q.02 -0.28 0.70 -0.07
Makes Pracantations Q.04* 067 -0.62* -0.35 -0,04
Parsuade -0.38 -0.13 -0 0,81 -0,08
Manage Feople -0.44 -0.47 -0.5% 0.44 0,12
Manage Stress -0.70 -0.85 0,71 -0.02 0,40
Dalegate Responsibility  -0.42 -0.46 -0.32 0,34 -1
Appraise Performance -0.08 014 0022 0.62 -0.07
Resolve Conflict -0.m -0,4% -0.35 0.34 -0.27
Put Structure to
Unstructurad
Problems -0.18 o.o08* -0.18 0,38 -0.16
Develop People) Teams -0.47 012 004 1.11 013
Forecast -0.62 -0.21  -0.38 0.88 0,25
Diract the Work
of Othars -0.62 026  -0.33 0.45 -0.24
Measure Objective -0.33 014 -0.25 0582 0.10
Speak in Publc -0.33 * 062 -0.2B* 0.07 0.02
Supervisn -0.45 036 -8 0.44 017
Enfarce Rules -0.25 *  -0.67 -0.29 Q.20 -0.18
Develap Congansus -0.44 -0.28 -0.39 0 .38 -0.09
Conduct Interviews -0.66" -0.556* -0.61* -0,32 -0.47
Form Coalitions -0.52 040  -0.33 0.63 0.03
Average -0, 28 -0.1 -01B 0,49 0,05
Standard Dewviation 0.25 0.38 027 Q.34 Q.23
Number of Observations 40 18 40 40 40

Mot significantly differant at & 5% level of significanca from the rating
tor Acle Flaying Simulation.

+ Significantly greaterata 5% level of significance than the rating for Roie
Paying Simulation,

Z-Score Ratings
A basic sense of the focus of each teaching method can be gleaned
by rating the skills for each teaching
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method according to their z-scores. Tables 3 through 7 do this for
each of the four teaching methods considered and for the total
curriculum. Column #1 reports the teaching effectiveness rank as
determined by ordering the skills by z-scores listed in column #4.
Column #2 reports the skill’s rank as determined by Teach and
Govahi.

TABLE 3.

MAMNAGERIAL SKILLS LEARNED FROM LECTURES
{Ranked in Deceanding Ordar by Z-Scomes)

Lecture Average
Teaching Shill Normalized
Rank Rank Managerial Skil FRating
Col. #1 Col. #2 Col. #3 Col ¥4
1 13 FReflective Listaning 020
2 14 Flanning Q.16
3 22 Solve Problams Systematically Q.11
4 18 Schadule and Coordinata .1
1 185 Set Objectives 0,09
[+ 9 Analyze Data 0.08
7 14 Set Goals 0.07
] 24 Make Precentations 0.04
] 10 Manage Tima .01
10 7 Analyze Problams <003
m 3 Org anize -0.08
12 28 Appraiss Performance -0,08
13 1 Write Effectively -0,10
14 B Prioritize Tasks 07
15 <] Ses the "Big Picture” 017
16 a1 Put Struture to Unstructed Problems -0.18
17 Fil Conceptualize -0
18 12 Think Creatively -0.22
19 23 Exart Influsnce -0.22
20 17 Solve Probleme Creatively -0.26
M ki Enforce Aules -0, 25
22 5 Gather Pertinent Information -0, 25
23 30 Resolve Conflict -0.31
24 as Measure Objective -0.33
25 5 Persusde -0.38
26 36 Speak in Public -0.39
27 20 Lead -0.42
8 28 Delagate Responsibility -0.42
29 3a Davelop Consansus -0.44
30 26 Manage People 0,44
n ar Suparsise 0,45
az 2 Make Decisions -0.46
33 32 Develop Pople/ Teams -0.47
34 33 Forecast -0.52
a5 41 Farm Coalitions -0.52
36 40 Conduct Intariews -0.56
ar 16 Motivate Othears -0.57
1.} 4 Assess 8 Situation Quickly -0.59
ful:} 34 Diract tha Work of Others -0.82
40 7 Adapt to New Tasks -0.68
41 27 Manage Stross -0.70

Table 8 summarizes how many of Teach and Govahi’s top ten rated
skills are contained within the top quarter (top 10) and top half (top
20) of the ratings found here for each teaching method. Based on
the counts reported in Table 8, laboratories and role-playing
simulation seem to be most consistently focused towards
effectively teaching the skills Teach and Govahi’s study rate as
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most important. Lectures and case studies appear to be equally less
effective.
TABLE 4,

MANAGERIAL SKILLS LEARMED FROM CASE STUDIES
[Ranked in Dacending Crder by Z-5cores)

Case Study Average
Tesching Skilt Mermalized
Rank Rank Managerial Skill Rating
Caol. #1 Col. #2 Caol. #3 Col. #4
1 9 Analyze Data 065
2 T Analyzre Problems 0.56
3 17 Solve Problems Creatively 048
4 22 Solve Problems Systematically 0.46
5 12 Think Creatively 034
1 14 Flanning 017
7 8 Schedule and Coordinate 0.14
B 32 Dewvelop People/Teams 012
] 11 Wiite Effectively oz
1 15 Set Dbjectives Q.12
11 19 Set Goals Q.06
12 21 Concaptualize 0.06
13 a1 Put Structure to Unstructed Problems 0.06
14 20 Load 0.02
15 23 Exart influence 0.02
16 10 Manage Time 0.0
17 5 Gather Pertinant Information 0.0
18 13 RAaflactive Listening -0.01
19 2 Make Decisions 0.01
20 3 Organize -0.03
21 B Prigritize Tasks -0.06
22 25 Parsuada 013
23 29 Appraise Performance -0.14
24 35 Measure Objective -0.14
25 a Azgess a Situation Quickly -0.15
26 1 Adapt to Mew Tasks -0.19
27 33 Forecast -0,
28 1 Sae the “Big Picture” -0.22
ra: | 34 Direct the Work of Others -0 26
n a3 Develop Consensus 0.29
n a7 Suparviss -0.36
32 41 Form Coalihighs -0, 40
33 8 Delegate Responsibility -0, 48
34 26 Manage Peopla -0.47
35 30 Resclve Conflict -0 43
k1 A0 Conduct Interviews -0.55
ar 16 Motivate Others -0.56
38 36 Speak in Public -0.62
39 38 Enforce Rules Q.67
40 24 Make Presentations 0.67
a1 27 Manage Stress -0.95

Correlations Between Skill Ratings and Teaching Effectiveness

A more comprehensive look at the focus of each teaching technique
can be derived by considering the correlation between Teach and
Govahi’s skill ratings to the teaching effectiveness ratings for each
teaching method, i.e., the correlations between columns #1 and #2
in Tables 3 through 7. Two forms of correlation will be calculated,
simple linear correlation (), and Spearman’s Rank-Difference
Correlation
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(SRDC). SRDC is specifically designed to consider correlations
between ranks. It is capable of ranging from -1 to + 1 and is
calculated as follows:

TABLE &.
MANAGERIAL SKILLS LEARNED FROM LABORATORIES
(Rankad in Dacending Order by I-Scores)

Laboratory Average

Teaching Skl MNormalized
Rank Rank Managarial Skill Rating

Col. #1 Col. #2 Col. #3 Col. #4
1 a8 Analyze Data 0.41
2 T Analyze Problems 0.35
3 14 Flanning 013
4 B Prioritize Tasks 013
5 17 Solve Problems Creatively a1z
[ =] =1 Gather Pertinent Information o1
T 1 Adapt to Mew Tasks .08
B 4 Asgess a Situstion Quickly 0.07
a8 18 Schadule and Coordinate 0.07
10 12 Think Creatively 0.06
1 22 Solve Problems Systematically 0,05
12 32 Davalop People/ Teams 0.04
13 10 Manage Time 0.03
14 16 Sat Dbjectives a.m
15 3 Organize -0.03
16 & Sea the “Big Pictuwre” -0.08
17 19 Set Goals -0.09
18 a7 Supervies -0.18
19 n Put Structure to Unstructured Problems -0.18
20 2 Make Decieions -0.189
21 2 Conceptualize 0,27
22 29 Appraise Ferformance -0.22
23 a5 Measure Objective -0.25
24 23 Exart Influsnce <0.28
25 36 Speak in Public -0.28
26 38 Enfarce Rulss -0.29
27 28 Dwelegate Responsibility -0.32
28 34 Direct the Work of Others -0.33
29 41 Form Coalitions -0.33
30 20 Lead -0.34
n 13 Reflective Listening -0.34
32 30 FRezolve Conflict -0.35
33 a3 Forecast -0.36
34 33 Devalop Consensus 0.35
35 16 Motivate Others -0.51
36 25 Parsuade -0.51
a7 28 Manage Paople -0.59
a8 40 Conduct Intarviaws -0.61
39 24 Make Presentations -0.62
a0 11 Wiite Effactivaly -0.64
41 27 Manage Stress 0.

A third method of measuring the focus of each teaching method
toward the most critical managerial skills is to determine the linear
correlation between the skill ranks determined by Teach and

6° ¥ (Rank, - Rank)
nn® - 1

SEDC =1

Govahi and the z-scores found in this study, i.e., the linear

Teach and Govahi’s skill ranks, i.e., the function for which linear
correlations are reported in column #3 of Table 9. All of the

TABLE &,
MANAGERIAL SKILLS LEARNED FROM ROLL PLAYING SIMULATION
(Ranked in Decending Order by Z-Scores)

Simulation Average
Teaching Skill Nomalized
Rank Rank Managerial Skill Rating

Col. #1 Col, #2 Col. #3 Col. #4
1 a2 Develop People/ Teams .1
2 1 Adapt to New Tasks 0.96
3 2 Maka Decisions 0.84
4 4 Aszess & Shuation Quickly a.fa
1 33 Forecast 0.88
8 a Annlyze Data 0.83
7 25 Persuade a.81
B -3 See the "Big Ploture™ 0.76
-] 7 Analyre Froblems 0.7%
10 20 Lend 0.72
" 23 Exart influence .70
12 14 Planning 0.66
13 16 Set Objectives 0,64
14 41 Form Coalitions 0.63
15 29 Appraise Performance 0.62
16 18 Schedule and Coordinate a.67
17 3 Organize 0.57
18 10 Manage Time .57
13 12 Think Creatively 0.56
20 =1 Gather Pertinent Information 0,55
21 17 Solve Froblems Creatively Q.52
22 a5 Measure Objective 0.52
23 16 Motivate Others 0.51
24 19 Sat Goals 0.49
26 22 Sglve Problems Systematically 0,49
26 21 Conceptualize 0.48
27 34 Diract tha Work of Others 0.45
28 a7 Suparviae 044
29 26 Manage People 0,44
30 13 Reflactive Listening 0.42
n AN Put Strecture to Unstructed Problems 0.38
3z 33 Davelop Consensus 0.38
33 a8 Prigritize Tasks Q.35
34 28 Dalegate Responsibility 0.34
36 30 Resolve Conflict 0.34
36 38 Enforce Rules 0.20
a7 A6 Speak in Public 0.07
a8 27 Manage Stress -0.02
a9 40 Conduct Inteniews -0.32
40 24 Make Presantations 0,35
41 11 Wiite Elfactivaly 0.59

correlation between columns #2 and #4 in Tables 3
through 7. These three forms of correlation are reported in Table 9.

The correlation measures presented in Table 9 indicate that case
studies and laboratories are focused most effectively on teaching
the skills rated as most important by Teach and Govahi’s survey.
The total curriculum seems to be well focused on teaching the skills
rated as most critical.

Figure 1 provides additional insight into the strengths and focus of
each teaching method and the curriculum in general. This figure
plots the ordinary least squares estimates of the functional
relationship between z-scores for each teaching method and

estimated relations have a negative and significant slope indicating
that all of the approaches do relatively better at teaching the more
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IABLE 7.
MANAGERIAL SKILLS LEARNED FROM THE TOTAL CURRICULUM
|Rankad In Decending Order by Z-Scores]

Cusrriculum Averaga

Teaching Skill Normalized
Rank Rank Managerial Skill Rating

Col. 1 Cal. #2 Cal. #3 Col. #4
1 7 Analyze Problems 0.49
2 19 Set Goale 046
3 18 Set Objectives 0.41
4 14 Planning 0.40
5 3 Organize 0,35
& 10 Manags Time 0,34
7 1 Adapt to New Taske 0.30
] 12 Think Creativeby 0.27
g9 g9 Analyre Data 0.27
10 a3 Forecast 0.25
1 2 Make Decisions 0.23
12 22 Solve Problems Systematically 0.23
13 32 Develop People/Teams 0.19
14 a8 Prigritize Tasks 01%
15 & See the "Hig Picture” 0.15%
16 a5 Mezasure Objactive 0.10
17 n Conceprualize 0.09
18 B Gather Partinent Information 0.05
19 4 Form Coalitions 0.03
20 18 Scheadule and Coordinate 0.03
n 16 Motivate Others 0.02
27 36 Speak in Public 0.02
23 17 Solve Problems Creatively -0.01
24 4 Ansons a Situation Quickly -0.02
ol 24 Maks Presentations <004
26 25 Persuades Q.05
27 23 Exart Influsnce -0.07
28 29 Appraise Parformance -0.07
29 39 Develop Consansus -0.09
0 1 Write Effectivaly -0.0
3| 8 Dalegate Responsibility 011
32 26 Manage Paople 012
33 13 Reflective Listening -0.14
34 an Put Structure to Unstructured Problams 016
35 37 Superviss 017
as as Enlorce Rulss 018
a7 20 Lead -0.21
38 34 Diract the Work of Others -0.24
as 30 HAesclve Conflict -0.27
40 27 Manage Stress -0.40
41 40 Conduct Interviaws -0.47

important skills versus the less important skills as rated by Teach
an Govahi. The clear superiority of role playing simulation in
teaching nearly all skills, irrespective of their rating, is seen by the
height of the role-playing simulation plot relative to other plots.
The lecture method of teaching is shown to be the weakest teaching
methods, but it is also shown to be the most consistent over the
entire range of skills, i.e., its slope is the least of any of the
functions.

121

TABLE B.
NUMEBER OF TOP TEN RATED MAMAGERIAL SKILLS CONTAINED IM THE
TOP QUARTER AND TOP HALF OF EACH TEACHING METHOD'S LIST OF
SKILL'S TAUGHT MOST EFFECTIVELY.

Top Quarter Top Hal
(Top 101 {Top 20)
Lectures 2 13
Case Studies 2 &
Laboratones [ 10
Role Playing Simulation [ g
Total Curriculum 4 g
TABLE 9.

SELECTED MEASURES OF CORRELATION BETWEEN THE TEACHING
EFFECTIVEMESS RATING OF FOUR DIFFERENT TEACHING METHODS
AND A PRIORITIZED RATING OF 41 MANAGERIAL SKILLS.

Linmar Spearman’s Carralation

Caorrelation Caorralation of

Batween 1SRDC] Z-Score = fiRank]

Ranks ir

Column #1 Column #2 Caolumn #3
Lectures 012 0.35 0.35
Casea Studies 0.23 048 0.50
Laboratories 0.3 056 0.54
Role Playing
Simulations 0.19 0.43 0.3z
Total Curriculum 0.3 058 0.58

TABLE 10.

CORRELATION COEFFICIENTS BETWEEMN Z-SCORES FOR ALTERNATIVE
TEACHING METHODS,

Casa Role Playing
Lectures Studies  Laboratories Simulations
Lactures 1.00
Cace Studies 052 1.00
Laboratories 0.42 0.75 1.00
Rola Playing
Simulations -0.06 0.44 0.59 1.00

Complementarity and Competitiveness of Alternative Teaching
Methods

The strength of a total curriculum in effectively teaching key
managerial skills, as well as a wide range of management skills,
may rely upon using a portfolio of teaching methods. Teach and
Govabhi use discriminant analysis and conclude that lectures, case
studies, experiential exercises and simulations teach different skills.
More specifically their discriminant
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FIGURE 1.
Z-SCORE AS A FUNCTION OF SKILL RANK
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analysis allows them to conclude that their four sets of z-scores for
the four teaching methods considered do not come from the same
population. However, Teach and Govahi do not provide any
analysis of which teaching methods complement each other best,
i.e., which methods teach to the skills that others do not. The most
pertinent question in this regard would seem to be “Which methods
of teaching complement lectures the best?”” This is because lectures
are hypothesized to be the primary teaching method used in most
classes, and therefore the method most in need of being
complemented by other methods.

Portfolio theory suggests a method for considering the question of
teaching method complementarily. That method is to determine the
correlations between z-scores for each of the teaching methods.
Highly complementary teaching methods should have large
negative correlations, while competitive methods will have large
positive correlations. Table 10 presents the correlation coefficients
between the z-scores of the four teaching methods studied here.

No significant negative correlations were found at the 5% level of
confidence. All correlation, except the correlation between role
playing simulation and lectures, were found to be positive and
significant. This implies the interaction between all teaching
methods except lectures and role playing simulation are
competitive. That is they tend to focus on the same skills. This is
especially true for laboratories and case studies, which exhibit a
correlation coefficient of 0.75. Thus, of the three alternative
teaching methods to traditional lectures, role-playing simulation
appears to be the only method that functions independently and
perhaps in a slightly complementary manner to lectures in teaching.

SUMMARY AND CONCLUSIONS

This study used the survey and teaching method evaluation system
of Teach and Govahi to analyze the effectiveness of four teaching
methods used in
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the Oklahoma State University Agricultural Economics curriculum.
Specifically, the effectiveness of lectures, case studies, laboratories,
and role playing experiential simulation in teaching 41 key business
management skills was analyzed. Role playing simulation was
found to be clearly the most effective teaching method. In addition,
role-playing simulation was found to be the most complementary
teaching method to lectures, i.e., the managerial skills that role-
playing simulation was rated best at teaching were found to more
likely be skills that lectures were weakest teaching.
Complementarily with lectures is deemed to be an important

in

feature of a teaching method since lectures undoubtedly will
continue to comprise the bulk of university teaching efforts for
some time to come, and because lectures are generally needed to
teach the introductory material and basic theory necessary to
conduct role playing simulations and other teaching approaches
such as case studies and laboratories.

The objective of this study was to evaluate teaching methods and
courses from a perspective of their effectiveness in teaching
relevant career skills. The conclusions of this study may be limited
because the survey used was for only one set of students at one
institution. However, the basic results seem statistically robust and
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it is believed they will endure the test of expanded samples.

A second, and perhaps more significant contribution of this study is
to have extended Teach and Govahi’s work into a procedure for
individual programs and departments to evaluate their teaching
methods, courses, and curriculum. It is believe that the approach
used here can be helpful to all business and economics departments
in learning more about their own teaching methods, courses, and
curriculum. More specifically, it is believed that this approach to
course and teaching evaluation can greatly enhance and extend
what can be learned from more traditional teaching and course
evaluations that do not pose questions about career skills learned.
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