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ABSTRACT

The first edition of The Business Strategy and Policy Game (I) appeared in
1980. A second edition was published in 1984. A third edition (this time
authored by David Eldridge and James Marshall) will be published in 1992.
We will demonstrate and discuss an advanced draft of this new game, and
provide an opportunity for conference participants to suggest changes,
which may be incorporated into the new edition.

INTRODUCTION

The Business Strate 2v and Policy Game is, without question, one of the
key games which established the use of simulation in policy and strategic
planning courses. A number of innovations are included in the new version
(e.g. the capacity to simulate the dynamics of any organization by simply
modifying the variables presented in the organizational dynamics menu). In
a further attempt to optimize the usefulness of the new version, the authors
are asking ABSEL members how it can be made more useful to them
professionally, at a time when even major changes in the basic model can
be considered.

THE BUSINESS STRATEGY AND POLICY GAME

The Business Strategy and Policy Game is a general-purpose simulation
which places equal emphasis on marketing, production, finance and human
resource considerations. Thus it is an ideal vehicle for a capstone
Policy/Strategic Planning course. In order to begin play, all students must
become familiar with twenty pages and functional specialists must master
specialized chapters of about four pages. Thus, students can begin making
trial decisions after minimum preparation.

As originally conceived and later modified, the game is sufficiently
complex that students feel overwhelmed by the task facing them as they
begin trying to manage the process. It continues to be a major challenge
during a trial period and the first two years of play. In the present version,
most students master the dynamics of the simulation by the end of the third
year.

In the game, each class is its own industry. Industries are made up of 3 to 7
companies. Although teams can be formed with 2-5 players, 4 seems to
provide the best learning experience. Team results are partially dependent
on the decisions of the other teams.

STRENGTHS OF THE PRESENT GAME

Certainly one of the game’s greatest strengths is the way it simulates the
major theories of each discipline, so students are constantly reviewing
information gained in other core courses. For example, in order to improve
productivity, companies make investments which improve the production
technology (process R&D), the skill of the workers (training), and
motivation (profit sharing). Increasing wages on the other hand does not
improve motivation since (as we all know) higher wages are not a
motivator.

Other strengths of the present game include:

1. The way it heightens competition, which enhances the negative
payoff of making mistakes.
2. Its’ presentation of two years of history preceding the beginning of

play to provide a sense of continuity and to afford students an
opportunity to discover cause-effect relationships before play
begins.

3. The very sensitive balance it strikes between simplifying the
complexities of the real world of business while retaining enough of the
complexity so students feel absolutely overwhelmed at the beginning.

In addition to the learning it provides in relation to marketing, production,
human resources, and finance, the game has proved to be an ideal vehicle
for demonstrating more complex concepts such as how to tease out the
relationships which exist between actions of managers and the results which
the actions cause and measuring the alternative uses of investment capital.

PROBLEMS WITH THE GAME

The Business Strategy and Policy Game (as it presently exists) is not
perfect:

1. Unless it has been modified locally it is still a punched card, batch-
process operation.
2. The trend line of the growth of demand for the product is actually

an exponential function which is predicted rather accurately by a
linear function during the first two years of play but an
increasingly positive acceleration starts in year five. This proves
an excellent vehicle for demonstrating the problems inherent in
using a linear model to predict a curve linear process. On the other
hand it creates an opportunity for undeserved gain for those
companies who learn the true shape of the demand curve from
those who have played the game previously.

3. The effect of many of the most important variables (e.g.
advertising, price, R&D, training, etc.) is lagged one or two
quarters so that it becomes very difficult for students to learn
quickly the effect of their investments.

THE NEW EDITION

In the new edition these and similar criticisms are being remedied:

L The game is being made completely interactive from the
viewpoint of the students and the administrators. Students input
their decisions directly into the host computer and can get their
output reports at their convenience once the game has been run.
Administrators have a complete menu of options including the
potential to back the game up one or two quarters and rerun
particular quarters’ results with new data.

2. The new game can be run on any computer compiler and a
microcomputer version is also being made available.
3. A complete setup menu has been developed which will allow

game administrators to tailor the game to fit the dynamics of any
organization. Defaults establish the original model.

4. New companies can be started and old companies can be deleted
at any time during the play to simulate acquisitions and mergers.

SESSION ACTIVITIES
In our session we will:
1. Provide a draft copy of the new game manual.
2. Discuss the game, as it will become when the third edition is
published.
3. Describe a companion volume to the new game, which describes

planning, and implementing programs through which missions,

strategies, and tactics are connected to form a coherent
management plan.
4. Form discussion groups, discuss the experience, and collect

written suggestions for improving the learning experience, which
may be incorporated into the new edition.

BIBLIOGRAPHY
1. Eldridge, David L and Bates, D. L.; The Business Strategy and
Policy Game; Second Edition; Win. C Brown, Dubuque, 1980,
1984
2. Smith, Garry D, Arnold, Danny R.; Strategy and Business Policy;

Houghton Mifflin Co. Boston; 1985

142



	Table of Contents
	Volume 18, 1991
	Personality Types and Total Enterprise Simulation Performance
	Using DIS 'n DAT as a Decision Support System for a Marketing Simulation Game
	Theoretical Derivation of a Market Demand Function for Business Simulators
	The Ethnographic Case Study: An Experiential Approach to Teaching Retail Management
	Electronic Bulletin Board Systems (BBS): Support Software for Computer Simulations
	The New Budget Game
	Negame: A Cross-Cultural Role-Play to Introduce Students to the Familiarization Stage of Negotiations
	Modeling Short-Run Cost and Production Functions Using Sheppard's Lemma in Computerized Business Simulations
	Increasing Simulation Realism through the Modeling of Step Costs
	Predicting Simulation Performance: Differences Between Groups and Individuals
	A Facility Location Case to Stimulate Classroom Interaction
	Educational Effectiveness of Business Simulation Gaming: A Comparative Study of Students and Practitioner Perspective
	Ethical Dilemmas in Experiential Learning: Issues and Strategies
	A Critical Review and Assessment of ABSEL's Award-Winning Procedures and Protocols
	Political Risk: A Simulation for Business Practitioners
	Upside Down: A Cross-Cultural Game in Experiential Learning
	Gorby's Dilemma: From Communism to Free Enterprise in Two Hours
	Strategic Market: Planning with the COMPLETE Product Portfolio Analysis Package:  A Marketing Decision Support System
	Career Concepts and Total Enterprise Simulation Performance
	Experiential Learning in Human Resources: A Performance Appraisal Application
	Managerial Motivation and Realism Among MBA Student as Viewed through The Looking Glass, Inc. Simulation
	An Experiential Approach to Teaching Data Analysis Using MYSTAT: Rationale, Procedures and Results
	Practicing What Was Preached: A Sequential Learning Model put to the Test
	Student Attitudes about Policy Course Simulations
	An Investigation of the Relationship Between Simulation Play, Performance Level and Recency of Play on Exam Scores
	The Effect of Leadership and Cognitive Processing Styles upon Peer Performance Evaluation: Implication for the Utilization of Simulations in Business Pedagogy
	On the Transfer of Market Oriented Business Games to Socialist Cultures
	An Application of Financial Analysis of the Business Firm in a Simulated Competitive Environment
	Collective Bargaining Simulation: An Exercise based on a Familiar Theme
	Making Business Policy a Strategic Management Experience
	A Student Exercise for Intergrating the Concepts of Power and Motivation
	The Boundaries Extended: An Experiment Comparing Dialectical Inquiry, Devil's Advocacy and Consensus Using the Executive Game
	Using a Simulation Package to Develop a Simulation Exercise in Cost Accounting
	Success Factors in Experiential Training for Creative Problem-Solving Teams
	An Experiential Approach for teaching Quality management
	Critical Success Ratios: A Comparison of Two Business Simulations in a Multi-Year Environment
	Stocklogs: A Classroom Exercise for Teaching the Logistical Relationship of Location and Inventory
	The Organizational Leadership Program
	Simulating Business Decision-Making: Using Statistical Cases for Classroom Exercises
	Scripting for the Classroom
	Upgrading the Business Strategy and Policy Game
	Developing Student Team-Building and Leadership Skills Using Computer-Aided Experiential learning Strategies
	Organizing and Outward Bound Field Trip
	An Architecture for Extensible Simulation Games
	Performance in the Capstone Business Course: What is the effect of Pedagogy, Learning Styles, and Student Motivation?
	Operational Strategy with Participant-Modifiable Parameters
	An Example of a Personal Selling Case Transformed into a Role Play Scenario
	Instructional Software: It's Evolution and Current State of the Art in the Business Curriculum
	Ascertaining Performance Variables for use in Determining Student's Grades in Courses Employing a Business Simulation
	Designing Management Seminars Using Business Simulations
	The Accounting Information Systems Course: Bridging the Gap between the Classroom and the Real World
	The Good Cooks Guide to Training
	Excellence: Working with Passion
	A Demonstration on Multiple Data Collection Methods: Seeing Strategic Issues Through the Looking Glass Simulation
	Systems Analysis and Design: Why Undergraduate Education gets a Failing Grade
	Accommodating Organizational Culture: An Evaluation of Management Development Delivery Modes in Varying Organizational Cultures
	Modeling Total Quality into Business Simulations
	The Political Futures Game
	Meeting Meeting Objectives


