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Obstacles to Using Simulation 
Games 

Using 
Simulation 
Games (%) 

Not Uusing 
Simulation 
Games (%) 

Lack of funds 

Perceived as 
obstacle 28 72 
Not perceived 
as obstacle 20 80 

Lack of 
understanding 
from the 
administration 

Perceived as 
obstacle 20 80 
Not perceived 
as obstacle 25 75 

Considered 
necessary in 
education 

Perceived as 
obstacle 0 100 
Not perceived 
as obstacle 25 75 

Instructions on 
ways of usage   

Perceived as 
obstacle 0 100 
Not perceived 
as obstacle 27 73 

Difficulty in 
adapting to new 
technologies 

Perceived as 
obstacle 19 81 
Not perceived 
as obstacle 30 70 

Difficulty in 
changing 
classical teaching 
methods 
 

Perceived as 
obstacle 21 79 

Not perceived 
as obstacle 25 75 

Organizational 
limits 

Perceived as 
obstacle 33 67 
Not perceived 
as obstacle 23 77 

Tab. 2. Obstacles to using simulation games 
 
Table 2 shows obstacles to using simulation games in class. 
Divided by usage of simulation games, the respondents were 
supposed to state what according to their point of view 
represents an obstacle and what does not. Most of respondents 
that use simulation games stated that the organizational limits 
(30%) and lack of funds (28%) are the biggest obstacles, 
whereas the respondents that do not use simulation games 
stated that the difficulty in adapting to new technologies (81%) 
is the biggest obstacle. Starting to use simulation games during 
class would mean changing the way a lecture is classically 
performed as well as adapting to new technologies. 
In order to further clarify the listed obstacles in using 
simulation games, the logistic regression model was designed 
where the usage of simulation games at the faculties of 
economics is the dependent variable.  
 

 B Sig. 
Academic rank (assistants)  0,097919* 
Academic rank (assistant 
professors) 2,34783 0,035404** 
Academic rank (professors) 2,247493 0,10552 
Gender (male) -1,7835 0,078441* 
Lack of funds 0,921471 0,455602 
Lack of understanding from the 
administration 2,155657 0,127865 
Considered necessary in education 24,60943 0,999202 
Instructions on ways of usage   23,73563 0,998671 
Difficulty in adapting to new 
technologies 2,600595 0,039171* 
Difficulty in changing classical 
teaching methods -0,09734 0,921967 
Organizational limits 2,426559 0,187432 
Constant -2,58674 0,115458 

Tab. 3. Results of logistic regression model (usage of 
simulation games – dependent variable) 
 
** statistically significant at 1% level  
* statistically significant at 5% level 
 
Results are presented in the Table 3, where estimated values for 

logistic regression parameters are presented with p-values in the 
parenthesis. The data fit the model rather well and parameter 
(difficulty in adapting to new technologies) is significant at 5% 
level. Also, gender (male) and academic rank (assistants and 
assistant professors) are significant at 5% and 1% respectively.  
 
4. DISCUSSION 
 
The results showed that most respondents (76%) do not use 
simulation games in class. The biggest obstacle for the 
respondents who do not use simulation games is the lack of 
knowledge of how to use them, and because of that they believe 
that simulation games are not necessary in education.   
Another major obstacle stated by both the respondents that use 
the simulation games and those who do not is the lack of 
understanding by the university administration as well as the 
lack of funding. Such findings support our first hypothesis that 
few professors in Croatian business education use simulation 
games (less than 50%). 
The research also indicates difficulties in changing classical 
teaching methods and in adapting to new technologies. This can 
be explained within the Technology Acceptance Model (TAM) 
that specifies the user’s attitude towards simplicity and 
usefulness in applying new technologies. Consequently it 
confirms the other hypothesis according to which Technology 
Acceptance Model can be used for explaining application of 
simulation games in business education. Other factors, 
measured according to percentages of professors that use 
simulation games in business education, were not identified as 
relevant. 
Results of this research confirm the results obtained in 
previously conducted researches (Lean et al, 2006) where 
obstacles to applying simulation games were also tackled and 
are the following: the time necessary for lecturers to prepare for 
a simulation game, a wrong choice of a simulation game, or a 
choice of topic that does not suit the interest of participants, 
lack of knowledge about the possibility to use simulation 
games, financial and technical problems.  
Further studies are planned in the future to highlight the 
benefits of using simulation games. Furthermore, in-depth 
interviews with professors that use simulation games result in a 
choice of possible routes that may increase awareness of the 
advantages in using simulation games at the faculties of 
economics in Croatia. 
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