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The entrepreneurial spirit of students needs to be cultivated as it can help them to
open various opportunities, explore self-potential and earn maximum income, and
help the society to create new jobs. Entrepreneurial activities must be well planned
and analyzed, and outlined in a business plan to increase the chance of success and
minimize the risk. It is difficult to provide real entrepreneurial experiences in courses.
Therefore, supporting media is needed. The aim of this research was to produce a
simulation game application which provides students with a virtual entrepreneurial
experience, in a form of e-commerce. The ADDIE development model method
was used, which divided the development stages into five steps: Analysis, Design,
Development, Implementation and Evaluation. The final product was a simulation game
application that requires the player to carry out 5 stages. The player must create a
business plan by deciding and modifying the values of the various variables provided
in each stage. Validation by an expert in the content showed that the game was
categorized as very good as they obtained an average score of 4.36 (on a scale of
0-5). Meanwhile, the expert in media obtained an average score of 4.47, which showed
the game as very good. Moreover, this game application was well received by the
users and their average score was 4.53.
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1. Introduction

Committee.

Entrepreneurship is the ability to make something unique, novel, and useful [1]. An
entrepreneur should be able to organize, manage, and should be brave enough to take
risks. An entrepreneurial spirit needs to be cultivated, as it can open up opportunities
to achieve the goals, explore self potential, earn maximum income, and invent new jobs
[2]. To increase the chances of success and minimize risks, entrepreneurial activities
must be well planned and analyzed, and also outlined in a business plan [3]. The
business plan includes the analysis of the marketing, production, and human resource,
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also business development plans, financial analysis, as well as the business risk and
impact analysis.
It is difficult to provide the students real experience of entrepreneurial activities in
the classroom course because it requires capital and supporting equipment, takes a
long process and time, requires several areas of expertise that must work together
under a system, and also has the risk of losing capital due to the business failure.
Therefore, a supporting media that can provide the students with virtual experience of
entrepreneurial activities is needed.
In this study, a learning media in the form of a simulation game application has
been developed. Game is chosen as the medium because it is attractive and most
of the time, it is used for entertaining. Moreover, simulation genre is chosen because
simulation game depicts many things in real life with various factors in details. Thus,
it is expected that a simulation game application can provide the students a virtual
experience of entrepreneurial activity, especially e-commerce will be obtained.

2. E-commerce
E-commerce (electronic commerce) is a business activity which consists of the process of
selling, buying, or marketing goods and services that carried out electronically through
the internet network [4]. E-commerce began to be known in 1994, when the electronic
banner was first used for promotional and advertising purposes on a website. In its
development, there are several forms or models of e-commerce including B2B (Business
to Business), B2C (Business to Consumer), B2G (Business to Government), and C2C
(Consumer to Consumer). B2B is an e-commerce model that is carried out between
an organization or company and another organization or company, on the other hand,
B2C is an e-commerce model that is carried out between an organization or company
and the consumers directly [5]. B2G is another e-commerce model that is carried out
between an organization or company and a government agency. Meanwhile, C2C is an
e-commerce model that is carried out individually between a consumer and another
consumer(s).
The main media that is used to run e-commerce is a website equipped with the
required applications. Some of the application systems are email, instant messenger,
content management, accounting and financial, delivery, electronic payment, and various applications.
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3. Game
Game is an application that is played with certain rules to achieve a certain goal, and
generally run in a non-serious context or just for fun. However, in its development, game
is also widely used for learning purpose which is called educational games. Games can
be categorized into its genre, including:
1. Action Shooting [6], is a type of game that its contents are in a form of shooting,
hitting, or stabbing, depends on the story and characters; for example, Point Blank,
Counter Strike, Crysis.
2. Adventure [7], is a type of game that undertakes an exploration such as climbing,
exploring forest, jumping on a cliff, swinging from one tree to another, fighting
against wild plants or animals, etc; for example: Kings Quest, Space Quest.
3. Strategy [8, 9], is a type of game that gives the players control to plan various things
to achieve certain goals, depends on the theme of the story. Example: Warcraft,
Red Alert.
4. RPG (Role Playing Game) [10], is a type of game that emphasizes on the characters
in the game and as the time goes by, it may change and develop as the player
wants in various parameters and usually it is determined by levelling up, such as
intelligence status, speed and strength, weapon strength, and number of friends.
For example: Final Fantasy, Dungeon Hunter, Ragnarok.
5. Sport Game, is a type of game that is adapted from a real life sports games; for
example: PES (Pro Evolution Soccer), Mario Kart, Tenis.
6. Simulation Game [11], is a type of game which depicts real-world life and pays
attention to the details of various factors such as looking for a job, building a city,
setting income tax, or building a city and solving problems, with limited fund. Based
on those characteristics, simulation games can be used as supporting media in a
learning activity [12]; for example: The Sims, Metropolis Mania, Zoo Tycoon

4. Method
This study used the ADDIE development model, which divides the development stages
into five steps, including Analysis, Design, Development, Implementation, and Evaluation [13]. The ADDIE development model is a development model that produces an
effective product since it includes a revision or evaluation in every step, so that the
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product obtained is good and effective. Moreover, this development model is also
considered as sequential and interactive, as well as easy to be implemented.

Figure 1: The ADDIE Development Model Diagram

5. Results and Discussion
The final product is a game simulation application that aims to provide students a virtual
experience of entrepreneurial activity, especially e-commerce. The main framework of
this simulation game is adopted from the marketing principle proposed by Stanton,
which is a business system aims at planning, pricing, promoting, and distributing goods
or services to satisfy both the existing and potential buyers’ need [14].
Five main stages must be done by the players to carry out the e-commerce business.
In each stage, the players must create a business plan that is done by setting the values
of the various variables provided. The stages are:
1. Stage 1: determining the product type and specification. The variables that must be
set by the players are the product type and material that is going to be produced.
2. Stage 2: determining the target market geographically. The variable that must be
set by the player is the geographic location of the target market.
3. Stage 3: determining the product price including the Cost of Goods Sold (COGS),
Margin, and Selling Price. The variables that must be set by the players are the
Cost of Goods Sold (COGS), Margin Percentage, and Selling Price.
4. Stage 4: determining the strategy and promotional media that will be used. The
variable that must be set by the players is the type of promotional media that is
going to be used.
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5. Stage 5: distributing the product to the consumers. The variable that must be set
by the player is the type of courier that will distribute the product to the consumers.
After the product was developed, validation from expert of media and experts of
material was carried out. The average score obtained from expert of material was 4.36
(on a scale of 1-5). It showed that the game simulation’s material could be categorized
as very good. On the other hand, the average score obtained from the expert of media
was 4.47 (on a scale of 1-5), and it showed that the game simulation’s media quality
could be categorized as very good.
The last stage was the product try out on a limited scale which was done to fifty
students who were taking entrepreneurship course. The average score obtained from
the try out was 4.53 (on a scale of 1-5), which showed that game simulation was very
well received by the users. Further try out results are presented in table 1 below.
TABLE 1: The results of the tryout
No

Aspek

Penilaian

1

Design

I am interested in the game

4,4

I like the colours in the game

4,5

I can read the text in the game

4,7

The pictures on the game are easy
to understand

4,7

I understand the purpose of the
game

4,1

The game is easy to play

4,9

The text in the game is easy to
understand

4,6

2

3

Presentation

Learning Process I can learn from the game
I feel happy playing the game

Average Score
Assessment Criteria

Rerata Skor
(skala 0-5)

4,4
4,5
4,53
Very Good

6. Conclusions and Suggestions
This research generated a simulation game application to provide the students virtual
entrepreneurial experience, especially e-commerce. The main framework of the game
simulation was adopted from the marketing principle proposed by Stanton. The average
score obtained from the expert of material was 4.36 (on a scale of 0-5) and categorized
as very good. On the other hand, the average score obtained from the expert of media
was 4.47 (on a scale of 0-5) and categorized as very good. Based on the try out results,
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it showed that this game application is very well received by the users, shown by the
average score of 4,53 (on a scale of 0-5).

References
[1] Rusdiana, A. (2018). KEWIRAUSAHAAN: Teori dan praktik. Pustaka Setia.
[2] Alfiyan, A. R., Qomar, M. Q., & Alamsyah, D. P. (2019). Pengaruh pendidikan
kewirausahaan dan dukungan akademik terhadap niat kewirausahaan mahasiswa.
Jurnal Kajian Ilmiah, 19(2), 175–181.
[3] Suprapto, H. A. (2019). Pengaruh pembuatan proposal rencana bisnis (business plan)
terhadap kemampuan berwirausaha di SMK Bhakti Husada. Jurnal Ilmiah Wahana
Pendidikan, 5(2), 19–23.
[4] Ullah, S. E., Alauddin, T., & Zaman, H. U. (2016). Developing an e-commerce
website. 2016 International Conference on Microelectronics, Computing and
Communications (MicroCom), 1–4. doi: 10.1109/MicroCom.2016.7522526
[5] Saleem, H., Uddin, M. K. S., Habib-ur-Rehman, S., Saleem, S., & Aslam, A. M. (2019).
Strategic data driven approach to improve conversion rates and sales performance
of e-commerce websites. International Journal of Scientific & Engineering Research,
10(4) 588–593.
[6] Daneels, R., Malliet, S., Koeman, J., & Ribbens, W. (2018). The enjoyment of shooting
games: Exploring the role of perceived realism. Computers in Human Behavior, 86,
330–336. doi: 10.1016/j.chb.2018.04.053.
[7] Raguman, R., Santhakumar, M., Thomas, X. P., & Revathi, M. (2019). 3D adventure
game using unity. Bonfring International Journal of Software Engineering and Soft
Computing, 9(2), 16–20. doi: 10.9756/BIJSESC.9015.
[8] Vitasari, R. N., & Anistyasari, Y. (2019). Pengembangan game strategi pada
engembangan game strategi pada mata pelajaran keamanan jaringan. Jurnal
Information Technology and Education, 3(2).
[9] Hormasnyah, D. S., Apriani, M. E., & Ramadhan, S. B. W. (2019). Perancangan game
strategi wirausaha ‘meatball tycoon’ menggunakan metode finite-state machine.
Jurnal Informatika Polinema, 6(1), 41–48. doi: 10.33795/jip.v6i1.323.
[10] Glimmerveen, L., & Nies, H. (2018). Role playing game: The challenges of
citizen engagement. International Journal of Integrated Care, 18(s2), 112. doi:
10.5334/ijic.s2112.
DOI 10.18502/kss.v5i6.9191

Page 168

ICADECS

[11] Wingerter, J., McCorkle, M., Jalali, F., DeVarney, A., & Aqlan, F. (2018). Development
of a simulation game for the craft production paradigm. International Conference on
Industrial Engineering and Operations Management, 1432–1442.
[12] Dankbaar, M. E. W., Alsma, J., Jansen, E. E. H., van Merrienboer, J. J. G., van Saase,
J. L. C. M., & Schuit, S. C. E. (2016). An experimental study on the effects of a
simulation game on students’ clinical cognitive skills and motivation. Advances in
Health Sciences Education, 21(3), 505–521. doi: 10.1007/s10459-015-9641-x.
[13] Branch, R. M. (2009). Instructional design: The ADDIE approach. Springer.
[14] Stanton, W. J. (2001). Prinsip Pemasaran (7th ed.). Erlangga.

DOI 10.18502/kss.v5i6.9191

Page 169

