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Annex 3a – Simulations and Interactive Digital Case Studies 

 

Sample 1 - Simulation 

 

We have acquired this simulation from Harvard Business Publishing. The simulation can work 

in two versions: “against computer” or “against peers”. It is designed for students taking a 

Marketing course and the scenario begins when  students start up a new marketing division to 

sell 3D printed, carbon fiber bikes for a large, international bike company. Starting with 

customer needs and wants, price points, and market potential, students formulate an initial 

marketing strategy and then make brand, price, advertising, and distribution decisions. They 

have a budget to work with in addition to whatever profits they earn. Customer feedback, 

competitor data, and profitability reports challenge students to adjust their strategy in a dynamic 

and highly competitive environment. The competition also creates rivalry that fuels excitement 

and the drive to win. Students learn to apply marketing concepts, principles, and ways of 

thinking through adaptive learning. There are 6 decision rounds of 30-60 minutes. Students 

compete against computer-generated competitors. Students often play individually or in teams 

of 2 or 3. The work is usually done outside of class in asynchronous fashion, typically one 

decision round per week. Below, some screenshots of the simulations are presented:  
 

 

 



 

2 
 

 

 

 

 



 

3 
 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

4 
 

Sample 2 - Interactive Digital Case Study 

 

We have acquired this simulation from Harvard Business Publishing. The interactive case study 

in the form of online simulation is designed to complement lectures on product mix, profit 

margin, or cost-volume-profit analysis. "Maketto" is a digital exercise that demonstrates the 

challenges associated with determining the optimal product mix. In this simulation, the student 

plays the role of a restaurant consultant. The student is tasked with establishing the seasonal 

menu for a popular seafood restaurant. To help them determine which items to include that 

season's menu, students are presented information regarding each product. The goal of the 

exercise is to maximize their restaurant's performance, which students must do by managing 

the tension between product margins and the dynamics of consumer demand. Once a student 

has submitted a complete menu in each of the four seasons, the simulation tabulates their 

performance and creates visualizations for the instructor debrief. These charts allow the 

instructor to highlight the key learning objectives and facilitate discussions about the experience 

of specific students. "Maketto" is a single-player exercise. It can be played synchronously or 

asynchronously. 
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