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THE APPLICATION AND LEARNING EFFECTIVENESS OF
DIGITAL GAME-BASED LEARNING IN BUSINESS AND
MANAGEMENT COURSES
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ABSTRACT

The theme of this research is to apply the Digital Game-based Learning (DGBL)
method, with existing problem-based learning (PBL) teaching materials, combined
with physical and virtual methods, to simulate the information and operation
processes between real enterprises, so as to enhance the fun and teamwork of course
learning, through a highly real-time online operation platform. Let students
understand the specific impact of enterprise processes and ERP and other
information systems on enterprise profitability and cost control, and guide students
to think about how to improve profits and reduce costs from the implementation
and strategy aspects, so as to improve operational performance and obtain better
competition results, and achieve the effect of edutainment. MonsoonSIM Company,
located in Australia, follows experiential learning and business process teaching,
develops a business operation simulation platform, and experiences real-time
operation online, including enterprise processes and decision-making in thirteen
functional modules. This research is applied to two courses, and uses the
questionnaire to evaluate the effectiveness of three dimensions: self-confidence

assessment, knowledge assessment, and simulated situation satisfaction evaluation.
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