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Abstract: South African education system needs reformaitingrder to produce employable graduates. By intoaty
educational gaming into the formal learning progmaes, the nature and quality of learning can be me#tho create the
innovative professionals need for the new knowleglgenomy

Background

in action, players learn to work and think as iretoxe
professionals.

Ellington (1998) captured the need for learnersbéo

The new knowledge economy requires the developmesile to adapt their knowledge to diverse experigncehe

of innovative professionals across all fields ire thvork
place. This requirement is necessary, as Scha#ed5)
points, out that all professional and manufactur
employment is exportable learning , and the only w@
retain the employment is by creating innovative g
productive professionals in all occupations.

In South Africa the education system, according
Schaffer et al. (2005), needs to move away fromfHuoe
fetish to ways of stimulating thought. In a similaain, Gee
et al. (2005) state that “traditional academic igigees -
were derived from medieval scholarship and cortstitu
within schools developed in the industrial revalati- a
new model of learning through meaningful activigeded
to be developed”.

If Shaffer is correct, then we need to use Epigte
games to equip learners as professionals to conapetde
employable in the new knowledge economy.

Educational gaming

The use of educational gaming in economics could
the key to “the longstanding goal in education ofvhto
promote situations where a person is motivatedaon, is
engaged in the learning act, is willing to go teajrlengths
to ensure learning will occur, and at the same fimds the
learning process (not just the outcomes) to befgaty and
rewarding” (Rieber et al., 1998, p. 5).

The traditional lecture has led “students coméniokt of
knowledge as a packet of content waiting to bestratied”
(Venter, 2001, p. 89). The lecture becomes thevesli
vehicle of factual subject knowledge to the studeiitis
minimalist learning environment encourages passiue
rote learning, leaving little room for problem-siy or
exploration of facts (Wilson, 1995).

Under this system of learning “ we are forced trieby
rote that is in no way connected to anything imgatrtin
our lives ... being alien to our own life experieamutside
the academic setting, they slip easily off our $tiexs ...
and vanishes” (Gruender, 1996, p. 21).

This drive to create a new model of learning, tigtou
meaningful activity led Gee et al. and Shaffer @0 the
promotion of Epistemic games as a solution. In ¢h

following quote: “We live in a complicated and mgss
world in which work for most of our graduates is a
N@ontinuous stream of ‘problems’ that have no simpte
unique solutions” (p.1).

nd Therefore, our students need to think creativelgdlve
problems and this can only occur in active learning
tenvironments which could be created by utilisingiga and
simulations. This is supported by Amory and Seagram
(2003) who suggest that games can provide a laarnin
environment which:

affects cognitive functions and motivations;
stimulates curiosity through challenges;
provides novelty and complexity;

promotes goal formation and competition;
intrinsically motivates learners to be active.

Games provide an ideal educational opportunity to
engage students actively thereby enhancing thenifenr
process at academic institutions.

m

be As such the re-introduction of games into formal
academic tuition is built on sound educational ggles.
For instance, the Game Achievement Model develdped
Amory and Seagram (2003) aims at designing edutatio
games that simultaneously challenge learners tivedhgt
participate in the learning process while achiepagicular
educational outcomes.

Therefore, part of the diversification process nbance
the learning process could be found in introducing
educational games into formal learning time.

Review of gamesin usein economics
and business education

The use of games to provide interactive learning
environments occurs across a wide variety of disep
and educational contexts. The aim of this sectoto ishow
the relevance of games as a platform for effedtéagning
in different disciplines as well as the disciplinef
economics.

The words “game” and “simulation”, in the context o
pghis argument, are interchangeable as they tendeo

games, which are not just about knowledge but kedgs
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merged into one concept when being used to cr
interactive learning environments.

Cooper and Kagel (2003), in looking at lessonsniedr
from games applied in economics, based their exymsis
on an entry limit-pricing game. They noted two impot
features: firstly, the growth in “sophisticated neers” who
are able to correctly anticipate the impact of rth
opponents’ decisions; and secondly, the growth Ha
number of these thinkers with experience.

They stated that these results “provide clear ewide
that can facilitate the positive transfer betweetated
games” (lbid, 2003, p.205). Further they note thad
meaningful context not only speeds up learning, dan
change the nature of the subject’s reasoning psoces

Pratt (2004), in implementing the use of macroeatno
simulations in the teaching and learning process
economics, found that these increased student aiimiiy
engagement and performance. He also aligned
simulation with the required outcomes of the couasel
then introduced a rubric to measure the performafdae
students during the games.

Woltjer (2005) developed an interactive game t
shows the relationship between company decisiorts
macroeconomic dynamics. In this real-time compy
simulation players get to see the short-term amd-term
macroeconomic consequences of their decisions.

Davis (2009) in examining the results from t
guestionnaire of the students’ perceptions towtlrdsggame

being used as method of teaching in economics,dfcun

response to the literature reviewed (Motahar, 19
Gremmen and Potters, 1997; Mason and Fabritus, ;2
Woltjier 2005) which concluded that students resfeah
positively to this teaching intervention and beédvit
assisted their learning. The majority of the stuslesiated
that the game: “emphasizes the theory in a prdcticy
that made it easier to understand / an easy way
understand the Law of Diminishing Returns”.

Not only can games and simulations improve theityug
of learning, but when blended with real world teclogy
used in the workplace it can equip students witplegable
skills. An example of this comes from the accoumtiield
where students use SAP (Systems, Applications
Products) as part of a simulation to analyse a sasgy.
According to Ragan et al. (2009) “These case studie of
significant importance as it integrates and reicdsr
accounting concepts, SAP, and has the look anddieal
student working in the real world”.

Ragan, J. et al. (2009) commented that from theirey
results and comments by students that the studéimsed
the outlook for SAP and enterprise resource syste
validating that they are an integral part of thecamting
curriculum along with an invaluable learning expede,
which they can use to their advantage after gramluat

Games and simulations combined with real wo
technology have the potential not only to improves
quality of learning, but also to narrow the gapwmesn
academic study and real world application.

Conclusion

bate Baer (2005), in calling for a new model of learnisgys
this will require collaboration between educatonsl game
designers to research how games are best aligrtedtive
targeted learning environment and needs.

The incorporation of games will require
assessment of the current structure of educatiorthab
ei‘students’ ability to participate in complex socfaictices;
t learn new knowledge and perform well in novel, diag

situations needs to be considered valuable ledriBguire
and Jenkins, 2004, p. 31).

All of these attractive features of learning apgiions
from games require us, as educators, to seriousigider
games as part of the solution to the puzzle ofniegrand
need to be incorporated into the formal academnacniag
time of students.

of The Summit on Educational
summarises what educational games could teach;

the higher-order thinking skills (strategic thinking,

trade-off);

practical training skills;

high performance situations;
developing expertise;

team building.

e In conclusion then, perhaps it is time to integigdenes
and simulations into the formal lecturing processanly as
a method of teaching but also evaluation, whetthéngame
é%al world features are included (i.e. economic efiot,

hat
an
ter

g ta analysis and interpretation) so as to nartoavdap

dynamic world.
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