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The COVID-19 pandemic has a very broad impact. This pandemic not only affects
health, but also education. This is because measures to prevent the spread of the
virus require the application of physical distancing. With the application of physical
distancing, conventional learning in the classroom cannot be implemented, so distance
learning media is needed to continue the teaching and learning process. Learning
media in an educational context is a very strategic instrument that helps determine the
success of the teaching and learning process. This is because with their limitations,
humans are often less able to capture and respond to things that are abstract or that
have never been recorded in their memory. Media can support learning by providing
a deeper understanding of the material being discussed. This study aimed to design,
build and test a business simulator application integration system (SIMBIZ-Integrated)
as a distance-learning medium that could help the learning process which has been
disrupted due to the COVID-19 outbreak. In addition, this research examines the
current conditions of media utilization in distance learning and the effectiveness of the
use of business application media in introductory business courses.
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1. Introduction
The COVID-19 pandemic has a very broad impact. This pandemic affects not only the
health aspect, but also the education aspect (Ting et al., 2020). With the application
of physical distancing, conventional learning in the classroom cannot be implemented,
so distance learning media is needed to be able to continue the teaching and learning
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process (Chatterjee et al., 2020). Therefore, the key word is that teaching staff must be
able to compile distance learning media that do not reduce the quality of learning.
The condition of distance learning using online media is not new for the UM campus.
However, the challenge in distance learning for business management students is an
emphasis on a limited understanding of business on business theories and a lack of
practice (Cross et al., 2019). A learning process like this only emphasizes students to
master an understanding of business theories. In the end, students can get trapped in
the understanding that what they understand is the right thing and can be done in the
real world. Therefore, a learning media is needed that brings business facts in the field
closer to business cases in classroom learning (Prestridge et al., 2019).
Learning media can support the success of learning because it has various advantages in learning. (Kirkwood and Price, 2014) explains the advantages of learning media,
including providing a deeper understanding of the learning material being discussed,
explaining abstract learning material to be concrete, presenting learning material to be
easier and faster, so that students can easily understand, attract and evoke. attention,
interest, motivation, learning activities and creativity of students.
In learning, various types of media can be used, namely visual, auditory, and direct
physical activities (Danielsson and Wiberg, 2006). An effective media that students are
interested in is games. Likewise, in learning for managerial economics courses. Learning
can be assisted using a business simulator application media developed by Heri Pratikto
and the research team in 2018, namely SIMBIZ - Business Simulator Application (Pratikto
et. Al, 2018). By applying game-based managerial economic learning with a business
simulator application, students can experience first-hand the conditions of a business
steps.
After implementing the SIMBIZ application which was created in 2018 by Heri Pratikto
and the team, it was found that there was an increase in achievement in the form of
an increase in the value of understanding from students who have used the SIMBIZ
application (Pratikto et. Al., 2018). However, in practice, specifically for monitoring and
evaluation, classroom instructors, namely lecturers, have obstacles in carrying out
monitoring and evaluation activities in these applications. This is because the SIMBIZ
application is still a stand-alone application.
SIMBIZ is said to be a stand-alone application because SIMBIZ is installed on the
smartphone of each student as a student. But each application that is installed is not
connected between students and the instructor. So that the lecturer uses individual
reports from each student which are then submitted to the lecturer in the class. This
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becomes an obstacle by the lecturer as instructor in conducting direct supervision and
evaluation of students (Nagro et al., 2019).
Based on the constraints described above, the solution that can solve these problems
is to create a dashboard for instructors with an integrated system between students
and instructors. Therefore, this study aims to design, build and test a business simulator
application integration system (SIMBIZ-Integrated) which functions as a distance learning
medium to support the learning process of students affected by the COVID-19 pandemic.

2. Research Method
2.1. Research Approach
In accordance with the research objectives, this study uses a development approach
(Research and Development). Borg and Gall contains a systematic guide to the steps
taken by researchers so that the products they design have a standard of feasibility
(Cavendish et al., 2020). In this study, the product in question is an application system
integration based on the Business Simulator application (SIMBIZ-Integrated) between
applications for students and instructors. The following are the stages of research that
will be applied to this research.

2.2. Data Sources
The type of data in this development uses qualitative descriptive data. Qualitative data
is generated from the responses of media experts, material experts and user responses,
namely lecturers and students about the products produced. Large-scale trials involving
selected students and lecturers will be able to represent and produce outputs that can
be used in this research. Overall, this study took a sample of 300 consisting of various
state universities in East Java.

2.3. Data Analysis
Research on the design and development of a business simulator application integration system is carried out in several stages of analysis,
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Figure 1: Research and Development Approach Method

2.3.1. Analysis of Preliminary Studies and Data Collection Stages
At this stage what is done is gathering information and preliminary studies from previous
research or related disciplines. Then perform an analysis of what needs will be included
in the media integration system that will be created.

2.3.2. Analysis of Planning and Compilating of Business Simulator
Media Integration System Stages
At this stage, what is done is starting from planning a business simulator application
integration system framework then carrying out the preparation of an application-based
business simulator media integration system as the initial form of the product.

2.3.3. Analysis of Expert & Limited Scale Trail and Improvement of Business Simulator Media Integration System Stages
At this stage what is done is starting from the first trial by experts to validate the
material, media, and applications. Then made improvements from the input provided
DOI 10.18502/kss.v5i8.9350
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by the expert. After that, it was continued with trials on a limited scale which then made
improvements from the limited scale trial.

3. Result and Discussion
The following are some of the results obtained from the research conducted. The results
will be described based on the stages of analysis that have been determined in the
research method.

3.1. Analysis of Preliminary Studies and Data Collection Stages
In the preliminary study stage and data collection, 2 activities were carried out, namely
a preliminary study of distance learning media and data collection used in designing
the Integrated Business Simulator (SIMBIZ-Integrated) application. The results of the
preliminary study found that games are the most effective learning media. This is
because the game will spur someone to continue to try and learn all the obstacles
faced, as well as hone the ability to make decisions based on theoretical knowledge
gained in lessons in the classroom. In addition, a game in the form of an application on
a smartphone is easier for students to use because a smartphone is one of the things
that users always carry. So that by utilizing games on smartphones it can be an effective
learning media used in lecture learning.

3.2. Analysis of Planning and Compilating of Business Simulator
Media Integration System Stages
The data that has been collected in the previous stage will be used at this stage in
the planning and preparation of the Integrated Business Simulator (SIMBIZ-Integrated)
application. The SIMBIZ-Integrated application is designed to have several features that
support the distance learning process. Here are some design features of the SIMBIZ
Integrated application
• Student Account Login Feature
This feature contains a login page for student accounts that will use the SIMBIZIntegrated application. On this page students need to enter their NIM (Student Identification Number) and full name which will be the database in this application. After
DOI 10.18502/kss.v5i8.9350
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Figure 2: Homepage of Business Simulator Integrated (SIMBIZ-Integrated)

Figure 3: (a) Login Page and (b) Main Menu for Student Account in SIMBIZ-Integrated

students enter their NIM and full name correctly, they will be directed to the main menu
page which contains materials and cases in the SIMBIZ-Integrated application.
• Lecturer Account Login Feature
This feature contains a login page for a lecturer or class administration account that
will use the SIMBIZ-Integrated application. On this page, Lecturers need to enter a
special code for the Lecturer they have and the full name that has been determined
in this application. After the Lecturer enters the special code and full name correctly,
the Lecturer will be directed to the main menu page which lists student names, student
performance charts, lecturer comments, and the leader board in the SIMBIZ-Integrated
application.
DOI 10.18502/kss.v5i8.9350
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Figure 4: Main Menu for Lecturer Account in SIMBIZ-Integrated

• Explanation of Lecture Materials Feature

Figure 5: (a) (b) Explanation of Lecture Material and (c) Explanation using video in SIMBIZ-Integrated

This feature contains an explanation of the material that will be found on the student
page. Explanation of the material is given in accordance with the sequence of course
meetings using the SIMBIZ-Integrated application. The explanation of the material will
be explained using 2 media, namely presentation slides and video presentations.
Presentation slides can be used for self-study systems, while video presentations can
be used for guided learning systems. So that with these 2 media, students can make
use of it according to their individual needs.
• Leaderboard Features
DOI 10.18502/kss.v5i8.9350
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Figure 6: Leaderboard Features in SIMBIZ-Integrated

This feature contains a leader board page. The leader board page is a page designed
to show the performance rating of students working on cases according to the lecture
meeting stage. A leader board will be created in each case and the entire performance
is up to the end of the case. This page is expected to provide an overview of the position
of a student’s performance in his class.
• Lecturer Comment Feature

Figure 7: Lecturer Comment Features in SIMBIZ-Integrated

This feature contains a page for commenting by lecturers. This page is designed
for lecturers to provide feedback and suggestions for improving student performance.
This feature makes this application able to communicate in two directions between
students and lecturers. With this feature, it is hoped that 2-way communication will
DOI 10.18502/kss.v5i8.9350
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occur between lecturers and students to enrich the distance learning system created
in the SIMBIZ-Integrated application.

3.3. Analysis of Expert & Limited Scale Trail and Improvement of
Business Simulator Media Integration System Stages
There are several analysis which we done for data that we have collected from previous
• Questionnaire Validity and Reliability Test
The reliability test used is Alpha Cronbach. Reliability test results show that the
variables in the questionnaire have a Cronbach Alpha coefficient greater than 0.6 so
that it can be said that the question instruments used in users and expert questionnaires
for Business Simulator Integrated (SIMBIZ-Integrated) are reliable.
• Result of Expert Judgement
The assessment of Business Simulator Integrated (SIMBIZ-Integrated) application
is carried out by experts or practitioners through assessment instruments based on
existing theories and then used as indicators in expert judgment.
TABLE 1: Result of Expert Judgement Score
Variable

Expert Score

Conclusion

Programming

85,6%

Proper

Content

87,3%

Proper

Based on table 1, it can be seen that the acceptance score is above 80%, so it
is stated that based on two elements of assessment, aspects of programming and
content. The Business Simulator Integrated (SIMBIZ-Integrated) application that is made
is considered good as a distance learning media and business simulator. Thus, the
experts in this study agreed to accept the application Business Simulator Integrated
(SIMBIZ-Integrated) which had been made to function as a distance learning media.
• Result of User Acceptance
An assessment of the level of acceptance of The Business Simulator Integrated
(SIMBIZ-Integrated) application by the lecturer and students was conducted to find
out whether the lecturer and students was satisfied and helped in distance learning
with the help of the Business Simulator Integrated (SIMBIZ-Integrated) application as a
learning media. The results of the lecturers’ and student’s assessment of the Business
DOI 10.18502/kss.v5i8.9350
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Simulator Integrated (SIMBIZ-Integrated) application as a distance learning media are
explained in the following table.
TABLE 2: Result of User Acceptance Score
Variable

Expert Score

Conclusion

Display

84,3%

Accepted

Content

87,3%

Accepted

Benefit

85,1%

Accepted

The table above shows that the acceptance score of thinkgather.com application as
a networking platform is more than 80% which means that based on the appearance,
material aspects, and also the benefits of the Business Simulator Integrated (SIMBIZIntegrated) application that is made is very well assessed by lecturers and students can
attract their interest in using the SIMBIZ-Integrated application.

4. Conclusion and Suggestion
4.1. Conclusion
The conclusion of this research is that the Integrated Business Simulator (SIMBIZ Integrated) application can increase the desire to learn and the results obtained by students
at the end of using the application. This is indicated by the high score of measurements
made on the users of this application which is equal to 84,3% (Display), 87,3% (Content),
and 85,1% (Benefit). Those parameters are above 80% in all parameters. This shows that
the Integrated Business Simulator (SIMBIZ Integrated) application has been designed
and built properly to achieve the goals of making the application based on existing
problems.

4.2. Suggestion
There are several suggestions that can be given in this research. From the application
side, further application development is expected to be used separately between
classes in the lecture. From the research side, further research can also measure the
level of user acceptance of new technology. Not only direct users, but also secondary
users such as parents, fellow lecturers, and campus administrators.
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