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RSCS Purpose and Learning Objectives

Leadership 
skills and 
understand 
leadership 
styles

Appropriate business 
strategies to maximize 
customer, employee, 
and shareholder 
satisfaction

Purpose of this study was to use an already existing Team-Based Online Simulation 
(marketed for MBA students) and determine if it could be applied towards teambuilding and 

leadership development. 



RSCS Purpose and Learning Objectives

Leadership 
skills and 
team 
cohesion

Appropriate business 
strategies to maximize 
customer, employee, 
and shareholder 
satisfaction

Purpose of this study was to use an already existing Team-Based Online Simulation 
(marketed for MBA students) and determine if it could be applied towards teambuilding and 

leadership development. 



• Groups formed based on answers 
to short questionnaire designed by 
course instructor

• Groups stay together all semester 
• In-class activities = cohesion
• Lectures on teamwork (based on 2 

required text sources)
• Individual reflections 
• Group projects

Class Structure



What is the RSCS



• Student exercises
1. Managing Crisis

a) Labor strike
b) Plane crash
c) Fuel shortage
d) Hostile takeover

2. Budget allocations
3. Support projects

• Time control

Online Gameplay



Reviewing Student Decisions



Tracking Performance



Experiential 
Gaming Model

Kiili, K. (2005). Digital game-based learning: Towards an experiential gaming model. The Internet and higher education, 8(1), 13-24.
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Student Perceptions of the RSCS – Fall 2018 and Spring 2019

Questions
1=Strongly Disagree, 2=Disagree, 3=undecided, 4=Agree, 5=Strongly Agree

Fall 2018 
Post Test

N=24

Spring 
2019 Pre 

test
N=33

Spring 
2019 Post 

Test
N=35

I wish that more of my classes used simulations like the 
RSCS 75.0% 34.4% 54.3%

RSCS provided me insights into the challenges of working in 
teams 79.2% 87.9% 77.1%

RSCS strengthened the ability of my team to work together 
to solve problems 79.2% 87.9% 74.3%

I enjoyed participating in the RSCS 83.3% 78.9% 80.0%

RSCS helped me understand concepts discussed in AEC 4434 75.0% 66.7% 51.4%



Cumulative Student Ranking Based on Perceived 
Importance of Task to Learning Outcomes in 

AEC 4434 Spring 2019
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• Further evaluation is needed to improve our understanding of RSCS impact
• Student feedback indicates that:

• RSCS may contribute to building team cohesion
• RSCS may help practice effective teamwork
• Students self-report satisfaction with the RSCS experience

• Must connect material from class to RSCS – reflections, discussions, etc.
• Cost impacts student satisfaction
• Beware prior participants – reduces challenge

Conclusions
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• “The RSCS was a fun and unique program, different from anything else I have experienced in my four 
years of undergrad. It helped by more easily put into practice the things that I was learning in class!”

• “Very fun and good I really enjoyed The Recurrence Signature Case Study. It allowed our team to 
develop closer relationships and put the class concepts we learned during lectures into play. I got to 
know my teammates on a more personal level and enjoyed making decisions with them!”

• “I don't feel like I learned much from the case study itself, but I certainly learned things trying to get 
it done.”

• “Personally, I don't feel like I gained anything besides a good letter grade from playing this game. The 
best part was getting together to hang out with my teammates.”

• “I really enjoyed this class, but the case study seemed unnecessary at times. Not everything was clear 
how it connected to what we are learning, Because of this, it seemed silly and to lack relevance. It 
did bring me closer to my team and helped us grow so it was beneficial in that aspect.”

• “My honest opinion on the Recurrence Case study was that it was extremely expensive for not 
helping at all. I felt that I learned way more in class doing unique activities compared to the case 
study. With very little effort, our group was able to achieve the highest scores in the class, yet we 
have all agreed that it did not make us a better team, or better communicators.”

Spring 2019 Student Feedback


