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Development of a Business Game to Encourage ”Efficient Growth” of SMEs

Abstract

Value added per employee in small- and medium-sized enterprises (SMEs) in Japan is
almost half of that of large enterprises. The cause is that they SMEs are reluctant to conduct
corporate transformation to achieve “Efficient Growth”, such as to investing in research and
development, human resources, outsourcing and IT.

The objectives of this study is to develop a business game to make the managers of SMEs
realize the importance of utilizing IT and corporate transformation. It also aims to urge
them to achieve “Efficient Growth.”

In the phase of requirement definition, I make clear the scenario of the game and limiting
conditions by interviewing supporters for SMEs and the managers of SMEs. In the phase of
development, I provide some options which show clear investment effect to minimize
disadvantages of existing supply chain games which have complex rules and require long
play times and a large number of participants. For validation, I use the methods of
questionnaire research, data analysis and interviews.

This business game I developed has the following game message. It is important for the
managers to achieve “Efficient Growth” to make corporate transformation in the mid- and
long-term perspective, with good communication and based on the mindset of total
optimization. I name the game “Total Optimization Game” or “TO game.”

I made 86 managers in 7 venues in 5 cities play the game. All 79 of them who answered my
questionnaire indicate that they learn and notice a lot from the game. Furthermore, the
questionnaire research shows that the priority of three basic ideas to achieve “Efficient
growth” is raised after they play the game. This “TO game” is proven beneficial to some
extent to make the managers of SMEs realize the importance of utilizing IT and corporate
transformation.
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