OABFGLRET (UNE—BRTT PNHBETTT HIET  Splppelk’
CRORTERTT ANESSHTT Hilbeks ™)

Measure the player's business skills in the game
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abstract—

In this research, we use a specific business game to evaluate business skills through their

records. The members of each team have roles on management, marketing, and development. They must
cooperate each other to get higher performances over the other teams. The problems are twofold: (1) to define
the measures of their skills; and (2) to develop a method to evaluate the move records during the game. For the
purposes, first, we develop a both qualitative and quantitative model to evaluate business skills from the game
records, then, we design an experimental method to evaluate the moves and decisions. In the experimental plays
of'the targeted game, combined with the personnel data of the subjects in a real company, we validate the proposed
model and method from the plural data of behavioral and decision records.
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