
Simulation 

According to the board of studies, Simulation can be defined as “a situation where 

students can assume the roles of others in a simulated environment. Students act 

according to specified rules and procedures which give the illusion of reality, without the 

consequences of actions that are inherent in real life situations”(Board of Studies, 1998, 

p:204). Simulations also involve “creating a reality in which the player has to make 

decisions and use a variety of thinking skills” (Webb, C and Wynne R, 1995, p: 99). 

When defining simulation, it is important to know that simulations do not always involve 

the use of computers, as they can be learning games /computer games or role-plays. For 

the purpose of this essay we will be focusing on computer based simulation games, which 

involves the integration of technology in the classroom. 

When researching computer based simulations, it became evident that they are 

supported by many well known academic scholars, who encourage their use in the 

classroom.  Snowman (2006) suggests that computer based technology such as simulation 

games can aid learning and help teachers shape new capabilities in students. Furthermore, 

Webb and Wynne (1995) suggest that computer simulation games can actually enhance 

students self efficacy and self-esteem. It is believed that the foremost reason for the 

enhanced self-esteem and self efficacy is due to the way that simulation games are set 

out. They are designed to include a reward or token system or levels where the players’ 

progress to higher stages, the idea of progressing to the next level aids students in 

becoming motivated. 

The above theories were supported in a practical setting of a classroom. One 

particularly significant experience occurred in a stage three classroom which consisted of 

a high ratio of disruptive boys. This class refused to participate in mathematics as they 

believed mathematics was boring. There was a sense of a lack of self efficacy evident 

amongst the students. A simulation game was introduced to the class tilted “fish market”. 

This involved students to be in charge of a fish market and trade and buy fish in order to 

buy the ultimate winning fish which was the most expensive fish. As soon as the 

simulation game was introduced, there was a transition in the atmosphere of the class. 

Students began to think mathematically and became enthusiastic about adding and 

subtracting numbers. There was evidence of high self-esteem and self efficacy, brought 

about by integrating ICT in the Key Learning Area (KLA) of mathematics. It is made 

clear by both academic scholars and practical experience, that simulation games are 

useful in an educational setting as they have the capability to   enhance learning. 

Simulation games are becoming increasingly popular in schools, particularly with 

the development of interactive whiteboards which allow teachers to store games, 

databases and software. Hence there has been an increase in software and websites for 

teachers which include a range of simulation games. Snowman, (2006) suggests 

examples of good software for simulation games which include: Scholastic, an example 

of software which includes a variety of educational games. One interesting game 

obtainable from this software is Operation Frog, which is a simulation game that can be 

effectively used with stage 3 students in science. It allows students to simulate the 

dissection of a frog. The learning company is another software program which includes 

a variety of simulation games that involve students placing themselves in the footsteps of 

various characters and roles which include the following: pioneers, caseworkers, social 

workers and many more roles which can be incorporated effectively into the KLA 



‘Human Society and its environment. Electronic Arts is a further example of popular 

software containing simulation games. Electronic Arts are the creators of SimCity 

SimCoaster and Sims Theme park, which are examples of well-known simulation games 

that offer complex situations which can be incorporated in a range of Key learning areas. 

Software developers spend an enormous amount of time developing simulation 

games; therefore there are security codes and copyright protection. This means that the 

software needs to be brought by schools and teachers, in order to obtain the games that 

need to be installed. This becomes quite costly, as some software applications range up to 

hundreds of dollars. However, in the twenty First Century, there are a range of databases 

which contain free trial games that can be easily downloaded for free. This is an effective 

way for teachers to construct a test run with their students. Some popular databases 

include: 

Family fun- www.familyfun.go.com .This website includes a variety of online simulation 

games which can simply be clicked on and started or a free trial can be downloaded. This 

is convenient for schools that are on strict budgets, as you do not have to buy the games 

on this website. 

A further website includes ‘The learning Federation’ www.thelearningfederation.edu.au 

.This database is an educational website for teachers which categorises content in terms 

of KLA’S and students age. There is a link titled ‘”teachers favourites” which has a list of 

free, easily accessed education enhancing simulation games. The games on this database, 

involve a variety of problem solving techniques to be used in a simulated environment. 

‘Shambles’- www.shambles.net  and ‘Primary school’- www.primaryschool.com  are 

additional example of databases with a free range of easily downloadable simulation 

games which develop computer skills, problem solving techniques and enhance student’s 

creativity. As you can see there is a vast range of databases and software which is 

available for teachers and students. 

 Many of the above software programs and database have technical requirements 

that need to be considered by the teacher before programming. Of course, it is obvious 

that computer based simulation games need to either be installed or downloaded to 

computers. Also, if you want a free trial to download from databases, internet access is a 

technical requirement. If this is not the case, then the computer software would need to be 

purchased and installed. Furthermore, demonstration or trail downloaded versions are not 

saved to the computer as students play. Therefore each time the students’ logg off they 

start from the beginning. To eradicate this, the software needs to be installed. Theses 

technical requirements are part of an educator’s responsibility when incorporating 

simulation in the classroom. 

  

Simulation computer games can be integrated in the classroom by either having 

students play as a whole class utilising a projector or interactive whiteboard, or 

individually. Simulation can be used in the classroom as a mini unit, or simply integrated 

throughout all KLA’s. Many Computer based Simulation games available today, are 

designed to fit into the K-6 KLA’s. When selecting the simulation games for classrooms, 

one should pay close attention at whether or not they can be integrated into at least one of 

the six KLA’s to enhance learning and whether or not the game best suits the individual 

learning needs of students in the class. Many Simulation games have endless 

opportunities to be linked very closely with HSIE.  As simulation games allow  players to 



take on the roles of individuals from countries besides their own, look at other  cultures 

and their way of  living, the games fit neatly into the strand  of  ‘cultural diversity’ and 

‘roles rights and responsibility’. Furthermore, simulations themselves, offer students the 

opportunity to go back in time or in history and then back again. This closely links with 

the HSIE strand “Time and change”. Simulation games can also involve students looking 

at different environments and how people can have a major impact on it, which addresses 

the outcomes in the strand “relationships with places”. Finally, there are many available 

games that require players to offer goods and services, trade and export; which is 

integrating simulation with the strand “resource systems. 

Other ways that simulation games can be used in the classroom is by integrating it 

into Mathematics and literacy. English outcomes and indicators are constantly being 

addressed in a variety of simulation games. The K-6 English Syllabus states:  

“In recognition of developments in multimedia and electronic communication, the 

syllabus outcomes also address the literacy demands of viewing and using computers” 

(Board of Studies, 1998, p: 5). 

 There are words and icons or even case studies in some instances which need to be read 

by students. Some games may have various technical terms which should be explained 

and defined as a class, prior to students commencing the game.  Simulation games are 

easily linked with mathematics, as many of them require students to use mental 

computation skills whilst playing. Mathematical problem solving skills can also be 

enhanced, as well as the working mathematically outcomes of questioning, applying 

strategies, communicating, reasoning and reflecting. 

 Finally, different types of computer simulation games can be incorporated into 

PDHPE, Science and Creative Arts. There are certain games which require students to 

investigate health issues and fitness regimes and make decisions in regards to healthy 

lifestyle choices. Science is a further popular subject in many simulation games, where 

students look at lifecycles of plants and animals and take part biological strands. Creative 

art is also a great way for students to reflect on their simulation experiences, where they 

can illustrate and re-design a scene from the game. So as you can see, simulation 

computer games can easily be incorporated into the classroom by linking them up with 

the KLA’s, either as mini units or simply as separate lessons. 

 It is made evident that simulation games can enhance students learning, as they 

are interactive and require an array of thinking skills. Simulation games can be analysed 

for their educational purpose in the classroom as opposed to simply defining them as 

"time filling games”.  Students learn to take on roles and responsibilities in a monitored 

and simulated environment which aids students in achieving goals in a shorter period of 

time, and in turn build students confidence and self-esteem. In the twenty First Century, 

simulation games are educational, easily accessible and creative. 
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