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Learning Failures through Case Studies
and Business Gaming

KENJI NAKANOTL2 and TaAkAo TERANOT!

This paper presents a novel learning method for business management do-
mains. The method is integrated with case studies from text materials and
business gaming with computer assisted environments. The objectives of the
integration are that 1) using computer assisted business games, we virtually re-
construct past management examples from written cases, 2) playing the game,
learners experience the reality of management decisions among dynamic envi-
ronments, and 3) the learners deeply understand the principles of the targeted
cases. In this study, we focus on the issue whether they learn failures through a
case and a game. We have implemented a business game based on the famous
case of market competitions of Japanese representative four brewery companies
between mid-1980’s and 2002. Using the game, we have carried out intensive
experiments to evaluate the effectiveness of the method. The conclusion is that
our integrated method is useful when they play a game to learn typical cases.
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Fig.1 Change of quantity share of each company.
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Fig.2 Decision-making items of each company.
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Fig.3 System configuration of business gaming.
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Fig.5 Framework of function convert block.
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Fig.7 Brand share of brewery market.
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Fig.8 Company share of brewery market.
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Fig.11 Decision-making of experimental playing.
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Fig.12 Result 1: Decision-making of kirin player.
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Fig.13 Result 2: Company share of all categories.
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