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ABSTRACT 

 
Internet computer networks are described. These networks 

are valuable for communication, file transfer and remote computer 
usage. There are benefits for both simulation and experiential 
exercise oriented individuals. Internets provide a great way to 
provide help for simulation and experiential exercise users. 
 

INTERNETS 
 

Computer networks connecting on-campus mainframes 
and/or microcomputers have been available for some time. In 
recent years, internetworks or internets linking universities and 
other research organizations have become commonplace. Most 
faculty members have access to an internet of some type although 
many are unfamiliar with its use. Surprisingly many ABSEL 
members are not network users if the number of Bitnet addresses 
included in the “Participant List 1991” sent to members is any 
indication of network usage. 
 

The generic term for an Internet among non-computer 
science faculty appears to be ‘Bitnet. ‘ Many faculty members 
include their Bitnet address on their business cards. However, there 
are a number of other inter-nets in addition to Bitnet. Bitnet (an 
acronym for Because It’s Time Network) was developed at City 
University of New York and is a low cost, slow speed network 
which transmits messages by passing them from computer node to 
computer node until the message reaches its destination (Comer, 
1988) 
 

A much more powerful internet known as Internet (with a 
capital I) connects many universities, government research labs and 
military installations (Comer, 1988). Internet provides direct point-
to-point E-mail and high speed file transfer. It is linked to many 
other networks via gateways. Internet addresses end in .edu for 
educational institutions while Bitnet addresses (if they include the 
extension) end in .bitnet. 
 

This paper will attempt to familiarize the ABSEL 
community with some of the benefits that internets can provide. 
Benefits are available to those oriented toward experiential 
exercises as well as to simulation-orientated individuals. The 
discussion will use Internet as a representative of internets. The 
reader’s internet may or may not have the full range of capabilities 
of Internet. However, the internet that may be available is sure to 
be of some value to the reader. 
 

There are three internet applications which should be of 

most interest to ABSEL members. All members can take advantage 
of the significant benefits of electronic mail (E-mail). Most 
members may want to utilize the file transfer capability of an 
internet. And some members may want to use the Internet remote 
login feature, if available. 
 

ELECTRONIC MAIL 
 

Electronic mail is not something that only the computer 
techies use. It is being used on a daily basis by academics, 
government, and business people across the country. E-mail is 
somewhat of a cross between the telephone and the letter. It shares 
the relative speed of a telephone message with the accuracy of a 
letter document. The sender creates a written message on a 
mainframe computer using a software program (editor) similar to a 
word processor. The capabilities and friendliness of the software 
varies from installation to installation, but the trend is toward 
increasing both in capability and in user friendliness. Alternatively, 
the message may be composed on a personal computer, using a 
familiar editor or word processor. Then it is uploaded in text format 
to the mainframe for transmission to the recipient. 
 

After the message is composed, it is sent via the internet to 
its recipient. This generally takes only one or two keystrokes to 
accomplish. The transmission may be almost instantaneous or it 
may take several hours, depending upon the internet used, gateways 
required to other nets, and the location of the recipient. If the 
transmission uses Bitnet, a message is relayed from node to node 
until it reaches its destination. Internet sends the message directly 
to the destination computer. E-mail messages even may be sent via 
internet and its gateways to subscribers of commercial services 
such as Compuserve. 
 

While E-mail does not provide for actual two-way 
communication, some internets provide a chat mode where two 
users can type messages back and forth to each other. Of course, 
the second person must wait for the first person to finish the 
message before responding. But this is necessary for telephone 
conversations, too. How much communication takes place when 
two people talk at the same time, even if they are face to face? 
 

The E-mail recipient is notified that mail has been received 
via a message such as ‘New mail is available.’ The message may be 
read immediately if the recipient is logged on at the time of receipt. 
Alternatively it may be read at the time of login during the next 
session on the mainframe computer. A sender may never know 
when (or if) a message is received. However, E-mail eliminates
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playing telephone tag. When one wants to communicate, one 
simply creates a message and sends it. The message is delivered to 
the recipient’s computer, where it waits until read by the recipient. 
 

Internets tend to promote communication as it is easier and 
faster to type an E-mail message and send it than it is to write a 
comparable letter. And there is no envelope to address and no 
delivery to a mail drop. Most internets have gateways which enable 
the user to send messages to individuals operating on many other 
networks. Tie key is to know a recipient’s address. The address is 
best obtained from the recipient as it has very difficult to guess the 
correct address of most recipients. Even if you know the correct 
university, you are not likely to know the specific computer the 
individual uses for E-mail. 
 

E-mail works just as well to communicate with a colleague 
in a foreign country as it does to communicate with someone within 
the United States. The transmission time will generally run! from a 
couple of minutes to a couple of hours. There are no additional 
mailing fees. Thus ond can easily keep up with the activities of 
both national and international colleagues all year around rather 
than just at annual meetings. In fact, E-mail can help 
internationalize the thinking of business school faculty. 
 

USER HELP 
 

E-mail can be particularly useful for providing information 
about the availability of simulations and experiential exercises and 
for solving technical problems users are having with either type of 
pedagogical device. The user can specify the exact nature of the 
problem in writing so that the author has a clear understanding of 
what may be happening. The message will be complete instead of 
consisting of hasty fragmentary notes scribbled out during a 
telephone call. 
 

From an author’s perspective, E-mail provides an excellent 
way of communicating with users. Multiple messages can be 
exchanged with a user who is having a problem, even it located 
many miles away, without significant telephone charges being 
incurred. Changes, cautions, and alterations can be explained with 
one message being sent to all known users at once. It also provides 
a good communication channel for users to relate their experiences 
and wish lists for future revisions. A major problem for authors is 
to discover who one’s users are. Providing an internet address in 
written documentation or in a README file may entice users to 
establish contact with the developer. 
 

FILE TRANSFER 
 

Internets normally have file-transferring capabilities of 
some type. This may range from slow speed transfer (which may 
require large files to be broken into smaller parts for transmission) 
to high speed trans 

-fers capable of moving very large files in a matter of seconds. File 
transfers can be very useful when working on manuscripts where 
more than one author is involved. One author may write a rough 
draft and send it to another author for polishing. Alternatively, 
portions of a manuscript may be written by each author with the 
portions being sent to the other author(s) for integration and pol-
ishing. 
 

File transfers may be used to send experiential exercises 
and updates to potential users when the exercises are needed 
quickly. This is particularly useful when the recipient is located in 
another country. The exercise may be provided on the same day 
instead of the week or two required by airmail. 
 

File transfers are also extremely useful for simulation 
authors. A user can upload a program that is malfunctioning along 
with the relevant data files to the mainframe computer. Then the 
files can be sent to the author. (An alternative is to send the pro-
grains and files via an author’s bulletin board if one is available. 
See Fritzsche and Cotter, 1991. However, this can get expensive if 
significant long distance charges are involved.) With the program 
in hand, the author can replicate the problem, which is likely to 
save significant time in locating the offending code. The revised 
program file can then be sent back to the user to minimize down 
time. The user then may download the program to a microcomputer 
and is ready to go. This is especially useful when a problem 
originates in another country. An updated program can be sent to 
Europe, Australia, etc. in a few minutes or at most a couple of 
hours. 
 

A file may be sent to a public subdirectory on the recipients 
mainframe or it may be sent directly to the recipient’s account. To 
send a file to the recipient’s account, the recipient’s account name 
and password must be known. (It may be a good idea for the 
recipient to change passwords prior to receiving the file and then 
change passwords again after the file is transferred in order to 
maintain security.) A file sent to the public subdirectory on the 
recipient’s mainframe may be downloaded directly to the user’s 
microcomputer. 
 

It is also possible for an author to obtain files directly from 
the user’s account or the user’s mainframe public directory. This is 
advantageous if the user is unfamiliar with internet procedure. Thus 
the user only needs to know how to load the offending files and 
data onto a mainframe computer. If the developer and user both are 
on Internet, the developer can simply use FTP (file transfer 
protocol) to go into the user’s account or the user’s mainframe 
public directory and obtain a copy of the files. The problem can 
then be located and an updated version placed back into the users 
account or public directory in the manner discussed above. 
 

While most business educational simulations run on 
microcomputers, internets are mainframe based. Thus to use 
internet for the transfer of program and data files, one must upload 
the files to or download the 
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files from a mainframe. There are essentially two ways to do this. 
The slower method is to communicate with a mainframe via 
modem and upload or download the files. The faster method is to 
locate a microcomputer which is connected to a mainframe via a 
local network such as Ethernet. The file transfer then becomes very 
simple and quite fast. Even the most novice user, with a little help, 
could move files back and forth with little trouble. 
 

A second possible use of internet tile transfers is to make 
current versions of programs available to all users. The most recent 
versions of programs can be placed in a public directory on a 
mainframe. Users could then periodically check the dates of the 
programs in the public directory, possibly at the beginning of each 
new term, to make sure they are using the most recent version. 
Alternatively, the program could be placed in a subdirectory, which 
is password protected and all known users could be given the 
password. This use of the network would require more 
sophistication on the part of the user. He or she must be familiar 
enough with networks to be able to access files on another 
computer after logging on to a mainframe computer. They then 
must know how to transfer files from the foreign computer to their 
machine. This is not difficult, but may get a little technical, 
especially for individuals who are not comfortable with computers. 
 

REFERENCES 
 
Comer, Douglas, Internetworking with TCP/IP. Englewood Cliffs, 

NJ: Prentice Hall, 1988. 
 
Fritzsche, David J and Richard V. Cotter, “Electronic Bulletin 

Board Systems (BBS): Support Software for Computer 
Simulations.” Developments in Business Simulation & 
Experiential Exercises, The Proceedings of the Eighteenth 
Annual Conference of ABSEL, 1991, pp. 19-21. 


	Table of Contents
	Volume 19, 1992
	The Pedagogical Utility of a Management Simulation Game in a Business Policy Course
	Modeling Economic Environments in Business Simulations: Some Comparisons and Recommendations
	Experiential Learning and TQM Principles: Teaching Behavioral Science in a Business School
	The Use of Poster Presentations as a Final Project in the Business Policy Course
	The Device Business: A Management Simulation for Strategy Formulation
	The Advantages of Experiential learning in the Auditing curriculum
	A Framework for the Identification of Moderated and Mediated Performance consequences of Pedagogical Alternatives
	Simulating Qualitative Research Relating to Values and Lifestyle Segmentation
	A New Market Demand Model for Business Simulators
	Interactive Optimization Using the Method of Relative Improvement Preferences: Methodology and Empirical Evaluation
	The Service Trainer Simulation
	Benefits of Internet Computer Networks for ABSEL Members
	How Should We Measure Experiential Learning?
	An Assessment of Simulation Usage in Management Accounting Courses
	The Influence of Myers-Briggs Type and Group Dynamics on Simulation Performance
	Effective Leadership Behavior in the Desert Storm Arena: An Application of the Vroom-Yetton-Jago Model
	Installing and Consolidating Work-Team Values: The Effects of a Multicultural Outdoors Experiential Program
	Key Determinants and Decision performance in a Business Simulations and Experiential Learning environment
	Multi-Cultural Experiential Learning: A Computer Simulation in Indonesia
	Attitudes Toward and Emotions Related to Women as Managers: A Replication and Beyond
	Scenario Approach to Simulating Consumer Expenditures: A Cross-Cultural Analysis
	Insights into Ethical Decision making Activities and Organizational Performance: A Management Simulation Analysis of College Students and Managers
	Evaluating a Business Simulation Program for Joint Venture Negotiation and Management
	Teaching Business Interviewing Strategies with an Experiential Approach
	Cooperative Learning Across the Business Curriculum
	Modeling Total Quality Elements into a Strategy-Oriented Simulation
	Teaching Business Decision making using a Simulator 
	Extending the Educational Utility of a Simulated Competition within the Confines of an Established Undergraduate Marketing Curriculum
	Expert Systems Versus Traditional Methods for Teaching Accounting Issues
	Confidence Extremes Diminish Quality Performance in a Total Enterprise Simulation
	Can Ethics Be Taught? A Simulation Tests a Traditional Ethics Pedagogy
	Through The Looking Glass, Inc.: Organizational Climate Research as Experiential Pedagogy
	The use of Cluster Analysis for Business Game Performance Analysis
	Power and Ethnicity: An Experiential Learning Exercise (How to Sensitize Students to Diversity)
	Directed Development of Critical and Creative Thinking Skills for Case Analysis
	Implementing Total Quality Management in a Computerized Business Simulation
	Product Quality in Business Simulations
	Use of Simulation for Ethics Education in Management
	Satisfying the University's Customers through Total Quality Management Instruction: A Case Study
	Personality Characteristics and Group Performance in Total Enterprise Simulations
	Concepts of Interval Estimation and Quality Control Charts via Computer Simulated Sampling
	An Examination of the Effect of Team Cohesion, Player Attitude, and Performance Expectations on Simulation Performance Results
	The Effectiveness of Inventory Management and Production Scheduling Training in a Total Quality Management Environment
	Peer Group Indicators of the External Validity of Business Games: A five-year Longitudinal Study
	Political Strategies and Personal Actions
	Does Practice make Perfect? Observations on Simulation Trial
	The Use of A Non-Business Computer Simulation to Teach Marketing Management
	BankPro Commercial Bank Simulation
	The Production Game
	Pursuing Excellence: Work Strengths, Assets and relevant Values (An Exercise)
	Test of a Short Outward Bound Experience for College Students
	What is it that we want Student To Learn?
	Using Two TQM Philosophies when Playing Blackjack
	The Lagged Effects of Decision Variables on Financial Performance Measures Used in Two business Simulations
	The Development of an Experiential Exercise for Career Planning and Effective Job search Performance
	Measuring Quality in Management of Business Pedagogy
	Exploring Quality and Productivity Improvement: Using and Experiential Process
	Toward a Generalized Architecture for Intelligent Reactive Management Systems
	The Quality Game
	TQX: Using Expert Systems to Improve Training in Total Quality Management
	A Simulation of the Effect of the Medicaid Payment Lag on the Financial Position of Community Pharmacies
	The Use of a Board of Directors to Evaluate and Validate Decisions in a Competitive Graduate Management Simulation Course
	The Impact of Academic Dishonesty on Business Simulations and Experiential Learning Activities
	Picture Project: An Experience of Icebreaking and/or Decision-Making
	An Effective Role-playing Exercise for Teaching Requisite TQM Supervisory Attitudes/Behavior
	Computerized Management Simulations and Some Correlates of Students' Satisfaction
	The Timing and Stability of Reactions to Market Structure in a Single Player Simulation Environment
	A Graphics Application Extension for a Simulated Decision Support System Environment
	Aspects of a Group Project Utilizing Actual Business data and a Computerized Accounting System
	The Role of Universities' Extended Learning Department in Assisting Organizations Implement Total Quality Management
	A three-dimensional Learning Experience to Develop Total Quality Management Skills
	Estimating Quality Costs by Computer Simulation
	Applications and Examples of Quality Control Software
	Assessing Business Pedagogy
	A Demonstration of an Experiential Process for Exploring Quality and Productivity Improvement Processes
	An Action-Ethics Dilemma: A Demonstration
	Org Sim Jr.: A 2-3 Hour Version of the 2-Day Blanchard/Murrell Organization Simulation
	Building Buildings: An Experiential Exercise in Organizational Structure, Communication, Leadership and Group Dynamics
	Expert Systems for Organization Design: A Demonstration
	A Demonstration of Product Quality in a Business Simulation: Version 2 of CEO
	Two Revolutions, Total Quality Leadership, and the Baldy: The Story of Milliken
	Total Quality after the Award - The Xerox Story
	Building a Competitive Advantage through Customer Satisfaction and Reengineering
	Human Resource Planning: Managing the Only Renewable Resource for a Competitive Advantage
	Using Simulations to Teach International Issues: An analysis of the Multinational Management Game's Learning Environment
	Quality Function Deployment: A Tutorial
	Care and Nurturing of Teams
	Making a Good Thing Better: Adding TQM to Participative management
	Empowering Organizations to Redesign and Transform Themselves - Eastman Chemical
	Using Simulations in Field Management Development of an International Life Insurance Company
	Reinforcing the TQ Environment via Simulation
	Transforming a Business College into a Total Quality College


