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ABSTRACT 
In this paper we discuss the development of an 
electronic class room discussion facility to train 
students in the use of electronic meeting rooms for 
decision-making and problem-solving. This system 
can be used for other experiential learning exercises 
such as role playing and negotiation exercises. The 
paper focuses on the development of a discussion 
facility for meetings held in the same room. Other 
types of similar online systems are discussed and 
their implications reviewed. We also discuss the 
application of such tools for distance learning 
systems. 
 

INTRODUCTION 
 
Peter Drucker, in “The Coming of the New 
Organization1”, states that organizations will be 
“flatter” consisting mainly of knowledge workers, 
who work out of geographically dispersed operating 
units. The work will be done mainly in task-focused 
teams, where specialists from various functions 
work together as a team for the duration of a project. 
Teams may not even be comprised of people who 
are in close proximity geographically. Modem 
technology is providing ways such that people from 
around the globe collaborate for the duration of a 
task and then proceed to other tasks or projects. 
 
Such a trend is evidenced in the recent 
reorganization of Chrysler Corporation where the 
traditional “chimney stack” based organization was 
forsaken for platform based teams built around 
classification of automobiles such as small-car team, 
mid-sized car team. Several other companies, most 
notably IBM, Boeing and others have also adopted 
this form of management. The interested reader is 
may refer to the article by Drucker for further 
references. 

                                                 

                                                
1 This article became the most reprinted HBR article 
in its first year. 
 

Keeping this prediction in mind, we try to develop 
an experiential training tool to help students conduct 
discussions, make decisions and hold virtual 
meetings in the organizations of the future. 
 
One can identify two classes of goal-based activities 
performed by people in-groups: Communication 
and/or Interaction among people and decision 
making/problem solving. Communication involves 
sending information of some kind from one member 
set (one or more) to another. Interaction on the other 
hand may be thought of consisting of one or more 
(in fact several) such communications over time. 
The communication and interaction between groups 
in an organization is a vehicle to assist the group in 
some higher-order activity such as decision-making 
or problem solving. However the nature and form of 
communication and interaction among groups in the 
process of decision-making is more specialized than 
the general form of electronic communication. 
Group Decision Support Systems (GDSS) is the 
term coined for such systems and is the subject of 
ongoing research in many institutions, particularly, 
the University of Arizona and the University of 
Minnesota. Several software products were spun off 
from this research, most notably from Lotus 
Corporation and Ventana Corporation. 
 
Group Decision Support Systems (GDSS) combine 
communication, computer and decision technologies 
to support problem formulation and group decision-
making electronically. A GDSS aims to improve the 
process of group decision making by removing 
common communication barriers among members 
of a team, providing techniques for structuring 
decision analysis, and systematically directing the 
pattern, timing and content of discussion2. A large 
body of research is available in this large and

 
2 DeSanctis and Gallupe (1987). 
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rapidly growing field3 and one may refer to 
Nunamaker et al. (1989) for a review of the research 
issues in this field and experiences with such a 
system at IBM. 
 
It is imperative that students during the course of 
their education in business, be trained in the art and 
science of making decisions, communicating and 
interacting electronically. It is conjectured that by 
removing such communication barriers within an 
online class discussion facility, we will enhance 
group interaction and help students focus on the task 
at hand: problem solving and decision making. By 
altering the communication process, a greater degree 
of change is imposed by the technology on the 
process of communication and interaction and 
hopefully on the decision itself. Similarly, 
negotiation is a powerful paradigm which can be 
successfully applied to model decisions; resolve 
conflict, focus on future outcomes and other related 
matters, which may be incorporated into such a 
system. 
 
It is now a well known fact that retention of learned 
material may be improved considerably by drawing 
the student into discussions in the learning process. 
As a result several instructors have incorporated this 
idea into their lectures and have moved away from 
the traditional lecture delivery format by breaking a 
class down into small discussions groups, which are 
then facilitated by the instructor. The methodology 
for conducting a group discussion in a classroom is 
universal, and much the same across disciplines. As 
most instructors will attest to the difficulty of 
forming and composing of the discussion teams in 
each classroom and that it determines the success of 
the method. Team incorporation is thus an essential 
component of modem learning and business 
practice. The online-moderated classroom facility 
looks to supply a rich distance learning environment 
in an affordable way. 
 
Finally by restructuring the team interaction 
environment it is conjectured that: 
1. More effective team formulation by basing 

selection on some pre-determined criteria. 
2. Instructors will remain better informed on the 

status of the group discussions and negotiations. 
3. Richer learning experiences gained through the 

removal and/or lessening of the sampling bias. 
In this paper, we will focus on the issues that are 
raised in designing such an environment for students 

at Mankato State, our experience with moderating 
such a system, functionality’s that are pertinent to 
the system and the future course of development. 

                                                                                                 
3 Nunamaker et. al. (1987) 

 
The next section raises some issues relating to the 
design of such a discussion facility and discusses the 
framework for the development of such systems. Ins 
the section labeled system description, we briefly 
describe how the system works, discuss some of the 
design issues, method for selecting teams, the 
communication flows in the system. As of today, 
stage 1 of the project is complete, which is 
described in the said section. We also discuss the 
future plans for improving the system to address all 
the different types of GDSS systems referred to in 
the discussion in the framework section. Lastly, we 
conclude this paper by reiterating some of the tenets 
on which we base the validity and usefulness of this 
project. 
 
Framework 
DeSanctis and Galluppe (1987) developed an early 
framework for the study of GDSS. They classify 
group support into three levels. Level-I GDSS, 
provides features to remove communication barriers 
in the group. Examples are large screens, voting 
management, anonymous input and message 
exchange. Level II GDSS provides decision 
modeling and group decision techniques such as 
multi-attribute utility methods, risk analysis, 
automated Delphi and negotiation support. Level 3 
GDSS, provides machine-induced communication 
patterns such as automated parliamentary 
procedures. These levels are not necessarily 
cumulative; a GDSS can provide machine-induced 
communication patterns (level Ill) without 
necessarily having any level II decision modeling 
techniques. Robert Johansen of IFTF4 further 
extended the framework for GDSS proposed by 
DeSanctis and Galluppe as shown in Figure 1. 

 
4 Institute For The Future, Menlo Park, CA 
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From this figure we see that one dimension deals 
with time and other with the place. Thus we have 
Face-to-Face meetings where group member 
congregate in an electronic meeting room. Face-to-
Face meetings are the most common place and 
support in-class discussions in our context. In 
providing the participant’s opportunities to speed 
up, introduce or change content in a named or an 
anonymous manner, this technology aims to 
improve the outcomes of the discussion. By 
removing barriers to communications, all voices in a 
class are equal and thus the discussion becomes 
more goal-oriented and task-centered. The Northeast 
quadrant, Teams in Place, occurs when members 
use a common facility at different periods in time. 
The asynchronous nature of this dialogue enables 
members to participate on their own timetables. In 
the context of a classroom, this is particularly useful 
for moderating help sessions in projects and other 
assignments. In this system members in each team 
can leave messages for others as to the progress 
made and answer’s to questions posed. Such teams 
can be characterized as closed membership, tightly 
coupled groups. 
 
The next two quadrants of the box pertain to 
discussions occurring across a certain distance 
among group-members. Clearly the last two types of 
group systems are applicable in case of distance 
learning. 

Central to most GDSS is an electronic board for 
displaying a subset of the messages exchanged by 
members. A problem that multimedia distance 
learning systems thus far have had, is that these 
systems have not been interactive. Most multimedia 
systems integrate audio, text and video into lectures, 
which are then broadcast as a television signal. 
However such systems cannot integrate student 
input/interaction into the system. The Internet and 
the worldwide-web offer the opportunity for 
developing truly interactive systems. The Internet 
abounds with instances of real-time broadcast of 
text and audio signals and active web pages. 
However, the “bandwidth” associated with this 
computer network does allow the transmission of 
large segments of real-time video. 
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Figure 1: A Framework for the development of GDSS (DeSanctis and Gallupe)
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In this paper, we discuss ways and means by which 
we can deliver a multimedia lecture across 
distances, while at the same time keeping the 
experience truly interactive. In the paper we 
propose, students at remote stations are provided 
with input via two different channels. By providing 
dynamically refreshed screens in an internet 
browser, coupled to real time audio stream we can 
integrate audio conferencing with screen based 
interaction. Given the distance learning initiative in 
Minnesota and ITV, producing a television signal 
for a class is relatively straightforward. Thus, the 
instructor-moderated information destined for the 
live screen at the center of a room may be broadcast
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as a television signal. This television signal may be 
received by a student on his television set which 
serves the function of an electronic whiteboard, 
thereby enhancing the meeting presence .for each 
individual. 
 

SYSTEM DESCRIPTION 
The proposed system provides location (and in some 
situations) time independence. This is critical to the 
distance learning environment, which many 
institutions are actively pursuing. Also, location 
independence is important to those institutions, 
which are severely constrained by the physical 
resources available. Discussions may occur during 
class time-either within or without the physical 
classroom at distributed locations if facilities are not 
available or in a distributed learning environment. 
Additionally a rich discussion can occur outside of 
the prescribed class time, allowing more effective 
use of office hours or training/help sessions. This 
facility is also useful to instructors/students who are 
traveling during the prescribed session. In short 
these systems help to ease scheduling problems. 
 
The instructor originates the process through a 
traditional server based application. The actual 
discussions are facilitated through a series of client 
server applications and/or applets. This application 
is used during the discussion setup and team 
formulation stage of the discussion. Server--based 
databases are queried to assist in the team building 
process: i.e. queries on grades, previous team 
membership, location of team members, etc. 
Students sign in and their identity is checked against 
the stored class rosters. This validation process is 
completely automated. Upon successful validation 
the student is assigned to a team and is given an 
individual number. 
 
The student based view of the systems is fairly 
straight forward: a text field for message entry, a 
scrollable text area for incoming and outgoing 
messages, radio button to choose message 
destination (either team or instructor), and a team-
shared whiteboard for display of all messages. 
Students may modify the shared whiteboard as 
desired. The instructor can also modify, as well as 
introduce images to the whiteboard. The whiteboard 
image, is mixed with video images by the television 
mixing/editing crew. 

The instructor view of the system is comprised 
of a series of frames. 
• Frame 1: Team selection (with member ID) 
• Frame 2: Log of selected team activity 
• Frame 3: Message text field to send out & radio 

button of destination 
• Frame 4: Video Image of himself and the class. 
 
Design Issues 
The following are some of the issues that are raised 
in the study and implementation of such a system. 
1. The facility must accommodate a wide variety 

of discussion and information exchanges. We 
intend this electronic meeting place to be an all 
purpose forum where: 
Discussions are held online to help with 
students in the distance learning program. 

2. It must be a teaching tool to introduce students 
to the methodology of electronic group 
discussions and familiarize them with concepts 
such as GDSS, Negotiation Support Systems, 
etc. 

3. The system should serve as an electronic 
meeting room where students can conduct a 
discussion based class with adequate support 
from the instructor and communication systems. 

4. Since we have multiple groups within each 
facility, tools for tracking information exchange 
within and between groups must be incorporated 
into system administration tools. 

5. From a research perspective to study the 
effectiveness of the facility as a 
Communication! Interaction tool, we need to 
track each thread of conversation both within a 
group as well as between groups. Since classes 
are medium sized groups the volume of 
messages is high and such tracking has to be 
executed by an electronic support tool built into 
the system. 

6. Since multiple groups are involved here, the 
task of facilitating discussions takes on a new 
dimension. It becomes a superhuman feat to 
simultaneously manage each discussion if there 
are three or more groups. Given that each 
discussion will undergo a divergent and then a 
convergent phase, the task of facilitating will 
also require electronic support. 
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7. As a distance learning tool, the facility needs to 
support both the social needs of the students as 
well as information delivery and course content 
delivery. The student needs to belong to the 
class and feel the presence of the other students 
in the same learning environment. The student 
should be able to communicate real-time with 
the instructors and/or classmates. 

8. Other features of electronic meeting rooms and 
GDSS, such as agenda setting tools, problem 
formulation tools, Online analytical tools etc., 
are to be incorporated into the system. 

 
System Description-Stage 1 
We propose to implement the system in stages. In 
the first stage we envision an online, real time, 
dynamic, moderated classroom team discussion 
facility. This facility is geared towards the type of 
facility in quadrant I of the framework for GDSS 
described above. 
 
Many instructional environments revolve around 
interactive team-based discussions. Traditionally 
such discussion environments have been plagued 
with a variety of difficulties that limit their 
usefulness. The primary goal of Stage 1 of this 
system is to help address some of these problems: 
• Location dependence — teams are limited by 

physical proximity. It is very difficult to 
facilitate effective distributed/distant team 
discussions. Hence, to begin with we address 
the design and implementation of a facility that 
is location dependent 

• Random/non-random team formulation —
frequently teams are formulated based on 
random chance or based on previous team 
involvement. Such team formulation criteria 
limit diversity and foster group-think. 
Previously team formulation, based on 
individual performance characteristics have 
been unmanageable in most environments. 

• Introvert vs. extrovert-personality differences 
limit productivity on team and/or individuals on 
team. 

• Monitoring is difficult-during the 
discussion/negotiation it is difficult for the 
instructor to monitor and direct the focus of the 
discussions which threatens the quality of the 
learning experience. It is difficult to discover, 
monitor, and react to free-riding within the 
teams. 

Currently only a small sample of the team 
discussions and findings are selected. Cross-team 
learning from the discussion is weak at best. It is 
unclear if this sample accurately reflects the 
discussions that occurred. This small sampling also 
causes lack of motivation for students in the 
learning environment since the likelihood of being 
selected is low. 
 
Team Selection 
 
Since student performance information is privately 
available to the instructor, more flexible/better team 
selection mechanisms are possible. Thus: 
1. Teams may be (truly) randomly formed. 
2. Fixed teams may be chosen based on criteria 

decided by the instructor. 
3. Teams may be formed in either an anonymous 

or a named manner. 
4. Team composition based on class standing or 

past performance on class assignments and test. 
If physical proximity is desired by the instructor this 
can be allowed. If physical proximity is not relevant 
to the discussion or negotiation, the system can span 
distances trivially. In addition, while forming the 
teams the instructor may (optionally) set a 
prescribed discussion duration that can be strictly 
enforced. The instructor would also typically 
broadcast to all teams the topic of discussion as well 
as the chosen team environment (open discussion, 
negotiation, beer drinking, etc.) This is 
accomplished through the mechanism described 
below. As students are added to their teams they are 
informed of their team number as well as their 
individual number on the team (i.e. a student is 
informed that they are person number 2 on team 7.) 
 
At this point the student teams are formed and the 
online, moderated discussions begin. All 
interactions are done in real time: real time 
discussions occur, real time monitoring occurs, real 
time direction occurs, real time evaluation occurs, 
etc. Contributions originate from each team member 
as well as the instructor. Each person’s discussion 
window and view of the shared team whiteboard 
dynamically changes: no refreshing of screens is 
necessary. The screens are automatically refreshed. 
This is accomplished through a combination of 
Internet, Intranet, and client-server technologies. 
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Communication Flows 
 
One of the most important contributions of 
Teamware is the flexibility and controllability of 
communication flows within the team environment 
provided. 
Instructor to Student 
1. Complete Broadcast: An instructor may send 

message to entire class. For example the 
instructor may simultaneously inform all teams 
the topic of the discussion. 

2. Team Broadcast: An instructor may send 
messages to an entire team. For example an 
instructor may refocus a particular team which 
has misunderstood the instructions or has gone 
off track. 

3. Individual Number Broadcast: Instructor sends 
message to all individuals sharing the same 
individual number. For example an instructor 
may sends a message to the individual number 2 
on each team across the class informing them of 
a negotiation tactic to be used. 

4. Individual  Communication: Instructor sends 
message to a single individual on a particular 
team. For example an instructor may send a 
message to a single individual urging them to 
take a more active goal in their team’s 
discussion. 

Student to instructor 
1. Team Question/Comment/Finding to Instructor: 

Such messages that originate at the team level 
are delivered to the instructor. 

2. Private Question/Comment/Finding to 
Instructor: Such messages that originate at the 
individual level are delivered to the instructor 
without the knowledge of the rest of the team. 

3. Intra-team Monitoring/Communication: The 
instructor monitors Intra-team communication 
with or without the knowledge of the team. 

Student to Student 
1. Inter-team Communication: Student messages 

are broadcast across the teams automatically. 
Source of message may either be identified by 
Individual number (i.e. Receiving from #1…...) 
by name (i.e. Receiving from John Doe:……) 

 
FUTURE DEVELOPMENT 

 
In this section, we shall outlay the projected future 
development of this project. The project described 
above is already underway (starting October 1997). 
All efforts described within are being developed in-
house under the supervision of Dr. Paul A. 

Mullaseril and Dr. John A. Kaliski, aided by 
students from the Management Information Systems 
program. The first project is being implemented 
using Java as the programming platform. The 
program is being developed on a Windows NT 
platform. The phase 1 development is devoted 
primarily to building the real time text-based 
framework of the moderated team discussion 
facility. 
 
Stage 2 
 
In the next stage of development we focus on the 
design of a system that falls within the purview of 
quadrant 3 of the framework for GDSS. In other 
words a system that is geared to enable discussions 
by students at remote locations. To enable such a 
system, we need to incorporate video and audio 
components into the electronic whiteboard. We have 
two alternatives to pursue: 
1. Using the Internet to broadcast video clips of the 

classroom to the students. The technology for 
broadcasting video clip on the Internet is still 
evolving. However, success has been noted 
particularly in the area of streaming video. 
Application of this technology presently limits 
us to a postcard-sized window on the user 
computer screen. However, the costs are 
minimal and the students will have the video 
clips in their line of vision. It is predicted that in 
the near future, when video compression 
technologies are mature, the broadcast of video 
signals over the Internet should be relatively 
straightforward and common place. 

2. Using television signals to broadcast video clips 
of the classroom and whiteboard. This method 
can be implemented with today’s 
technology. However, this method is more 
expensive and labor intensive. However, most 
university systems have some sort of agency 
within it that is concerned with the 
documentation and production of television 
programs based on course offered by the 
university system. 

The agency on campus that is responsible for 
producing television footage of classroom activity in 
Mankato State University is ITV. This agency is 
involved in the broadcast of classroom television 
content for both the university system in Minnesota 
and the high school system. They have considerable 
experience in the production and broadcast of such 
programs. Our initial interaction indicates that it is 
feasible 
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to produce a signal that contains the electronic 
whiteboard and video clips of the classroom and 
instructor. This method does not burden the 
computer network resources and provides 
appropriately sized images of the classroom and the 
whiteboard. 
 
Introduction of decision making tools, In this stage 
we will develop appropriate tools for decision 
making. In addition to tools mentioned above such 
as problem formulation and modeling, negotiation 
support system, etc., we will incorporate Online 
Analytical Processing (OLAF) tools for accessing 
and processing information. OLAP is a front end 
tools for data warehouses, which help managers 
slice data in ways that were not envisioned when 
designing the database it accesses. Most OLAF 
systems have graphical user interfaces that allow 
users to see data both numerically and in a variety of 
graphical representations. OLAF tools also contain 
statistical tools to summarize data, perform 
advanced analysis on the data. This allows the 
decision-makers to immediately test various 
hypothesis and hunches that may be thrown up 
during the discussions. In addition to these tools we 
will investigate the use of expert systems that train 
users on the methodology and process of negotiation 
and decision making. 
 
Stage 3 
This stage will deal with those systems that are time 
independent. In other words we will develop 
systems that will deal with “Teams in place” and 
“On Going Discussion” groups that belong to 
quadrant two and four of the framework for GDSS. 
Since these discussions are not “live”, we cannot 
easily adapt systems developed for face-to-face 
meetings and meetings occurring at remote locations 
at the same time, for this purpose. Research in these 
areas is scant and we have very little results to go 
by. Hence this is an area that needs to be thoroughly 
researched. 
 
We feel these systems are important to investigate 
as in teaching, a whole lot of learning happens 
outside the classroom and outside class hours. By 
providing these tools we will afford students a 
forum for discussion, tools to enrich the discussions 
and a moderator to set the structure for these 
discussions, which is very important especially 
when dealing with undergraduate students. 

CONCLUSIONS 
 

Installing a group discussion facility is fraught with 
obstacles. If the audience or target group for which 
it was designed does not perceive the tool as user 
friendly, the product will fall into disuse. 
 
According to Orlikowski5, the two main 
determinants for the success in the use of groupware 
are: Corporate Culture and people’s perception of 
the product. Thus according to her, if the unwritten 
rules of behavior, the reward structure and the tenets 
of getting ahead in a firm does not support 
cooperation, the effective use of group-ware is 
diluted. This result may be safely extended to the 
academic world. In the classroom, students will 
generally gravitate towards group assignments 
because of its inherent labor saving rewards. 
However, students are naïve when it comes to 
understanding group dynamics and making effective 
use of it. 
This causes friction among students if they perceive 
that all members of the group are not contributing 
equally. Similarly, if students are graded according 
to their individual worth, their goal then becomes to 
stand out personally and cooperation though 
verbally promoted is not practiced. 
 
In conclusion, we may state that this system 
promises to an effective tool for Business education 
in the future. The systems described above are based 
on the tenet that by removing communication 
barriers within a group by an online class discussion 
facility, we will enhance group interaction and help 
students focus on the task at hand: problem 
solving/decision making. By altering the 
communication process, a greater degree of change 
is imposed by the technology on the process of 
communication and interaction and hopefully on the 
decision itself. By restructuring the team interaction 
environment we have more effective team 
formulation, Instructors will remain better informed 
on the status of the group discussions/negotiations 
and overall it results in a richer learning experience. 
 

REFERENCES 
 
Available from the authors. 
 

                                                 
5 “The Duality of Technology: Rethinking the 
Concept of Technology in Organizations” 
 

 137 


	Table of Contents
	Volume 25, 1998
	Marketing Goes to the Movies
	Bringing Experiential Learning to a Principles of Marketing Course
	Investment Analysis Application Using In-house Spreadsheet Models
	SugarCoated Statistics: An Exercise for the First Day of Class
	Improving Undergraduate Student Involvement in Management Science and Business Writing Courses Using the Seven Principles in Action
	Establishment and Funding for Interuniversity / Multidisciplinary Student experiences
	The Prospects of Creative Teaching: A Discussion with Patricia Sanders
	The Simulation and Classroom Assessment Techniques
	Developments of Management Skill Assessment
	Games as Instruments of Assessment: A Framework for Evaluation
	The Role of Artificial Intelligence in Business Curricula
	Threshold Solo Competitor: A Management Simulation (V1.0) a Windows-Based. Play Alone, Total Enterprise Simulation and Assessment Instrument
	Toward An Understanding of One's self-concept
	Total Enterprise Simulations and the Internet: Improving Student Perceptions and Simplifying Administrative Workloads
	The Expatriate an Assignment Orientation Game
	An Expatriate's Nightmare: An Experiential Exercise in Coping with Overseas Assignments
	Analyzing Experiential Exercise: Using the Scientific Method for Problem Solving
	The Second Component to Experiential Learning: A Look Back at How ABSEL has handled the Conceptual and Operational Definitions of Learning
	Predictive Models of Learning: Participant Satisfaction of Experiential Exercises in Business Education
	Accelerating Moral Development through Use of Experiential Ethical Dilemmas
	Ethical Dilemmas to use with Business Simulations to Teach Ethics
	The Class Approach in Behavioral Simulation in a Business Policy/Strategic Management course: A Progression toward Greater Realism
	An Exploration of the Emergence of Process Prototypes in a Management Course Utilizing a Total Enterprise Simulation
	How Organizations Are Improving Their Performance Utilizing Electronic Commerce: Examples From The Internet
	The Market Access Planning System (Maps): A Computer-Based Decision Support System For Facilitating Experiential Learning In International Business
	An Excel Workbook For Student Planning And Interface With A Simulation Game
	Design Of Multi-Media Based Pedagogy For Leadership Training
	Panel Discussion On Using The Internet For Courses
	Valuing And Enhancing Teaching: Sharing Tips Via The Web
	The Buddy Project: A Semester Long Project Aimed At Developing An Appreciation For Diversity
	Enhancing The Excitement And Learning Retention In The Classroom: The Power Of Magic
	The Supervised Management Internship: A Job Or Learning Experience
	Team Ware™ An Online Moderated Class Discussion Facility And Beyond
	A Neophyte Distance Educator's Experience
	Learning Management By Practicing Management: A Report Of Significant Student Service In 1997
	Integration Of Academic And Service Learning: Students' Perceptions About Its Effects And Outcomes
	The Value Of Incorporating A Service Learning Component Into Course Content: A Presentation And Roundtable Discussion
	Business Games Teach: Thoughts on the Sources of Conflicting Conclusions on their Effectiveness
	Antecedents Of Learning In The Simulation: A Replication
	Using Student Journals To Enhance Learning From Simulations
	Technological Change And Intertemporal Movements In Consumer Preferences In The Design Of Computerized Business Simulations With Market Segmentation
	Integrating The Marketing Curriculum Using Collaborative Learning
	Teaching Time Management In A Sales Program: The Application Of A Computer Simulation Game
	Adapting Interactive Computer Simulations For Content Based Esl Instruction
	Multimedia And Student Expectations
	Synthesizing Data For Media Simulations
	Composing A Team
	Health Promoting Behaviors-A Decision Making Exercise
	Does it really Work? An Application of the Group Interaction Framework
	Administering the MIT Beer Game: Lessons Learned 
	A Paperless Economy? Instructing Students on the Aspects of Successful Electronic Commerce
	Maximizing Learning Gains in Simulations: Lessons from the Training Literature
	Observing General Ability in a Total Enterprise Gaming Simulation
	FReach Teach: A Computer-Based System for Teaching Advertising Media Planning 
	An Integrated Business Instruction System
	An Experiential Exercise you can Tinker With
	Experiential Exercises or Computer Simulations?
	Cash Flow Statements: Are They Important in Business Simulations?
	Holistic Cognitive Strategy in a Computer-Based Marketing Simulation Game: An Investigation of Attitudes Towards the Decision-Making Process
	Barnga: A Game on Cultural Clashes
	The Many Faces of Culture: Understanding Country and Corporate Culture
	Students' View of the Use of Business Gaming in Hong Kong
	Assessing General Management Interest
	What is the Future of Business Gaming?
	Starting a Small Music Trivia Business Exercise and Other Innovative Icebreakers
	An Integrated Approach to Behavioral Skill Development
	Career Focus: A Student and Business Learning Experience
	The Use of Concept Mapping in Teaching Strategic Management
	An Experiential Approach to Developing Mission Statements
	Business Games in Brazil-Learning or Satisfaction
	A Simulation within a Simulation: Job Layoff's and Emotional Reactions


