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Abstract. The economy is often tedious and complicated for the majority of teenagers from age 13
to 18. The old-fashioned way of using lectures and books to teach could be challenging since the
students are only studying an abstract concept and trying to understand pieces of knowledge from
graphs and phenomena. After a series of investigations and research, we found that economics
teaching and game-based teaching can be very well combined to help the students to learn better.
In terms of making the subject more appealing to the students, giving students a platform to apply
their knowledge to simulations, and having a deeper understanding of the concepts in the market
economy by playing an educational game. A well-designed economic simulation game can
stimulate students' interest, reduce the difficulty of teaching, and help them better understand the
tedious content within their textbooks. Thus, we composed an 8 questions survey and collected data
from 30 Chinese teenagers that come from different educational backgrounds. However, the survey
was only given to Chinese students from different provinces. The total amount of samples may not
be conclusive and cohesive. Meanwhile, future studies could give out surveys to students who come
from different ethnic backgrounds to better understand how teenagers prefer to study around the
globe.
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1. Introduction

With the development of the economy, the economic industry needs more fresh blood influx.  In
response to this demand, more and more people are beginning to study economy-related subjects. But
economics is a hard subject to learn. People need to memorize a lot of definitions or understand how
changes to one variable affect other variables. For example, when you study the economic system of
a country, you will talk about "market economy”, "mixed economy" and "planned economy". Many
people who study economics will find that they spend a lot of time trying to analyze a complex
situation, but always miss the application of one or two economic laws, resulting in inaccurate final
results. To improve the efficiency of teaching, new effective teaching means are urgently needed.
One way to improve the problem is game teaching.

Instructional games are also called "game teaching methods". A teaching method that combines
learning with fun games according to teaching needs. In 2006, Auslin and Mitchell published a review
of the Playcentric Approach (GCASs) teaching and coaching literature, highlighting several core
concepts that justify the use of GCAs, including its developmental prospects for enhancing user
motivation and diverting attention, and developing decision-making skills and effective decision
makers. Oslin and Mitchell also offered additional ideas for future GCA research to help develop [1].
Learning based on games requires a certain psychological foundation. This paper argues that games
are a complex type of learning environment that is difficult to understand from a single perspective.
An important concept in the context of games, such as "motivation”, is often related to a different
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theoretical basis, which may be cognitive, emotional, motivational, and socio-cultural. We believe
that in order for a game to reach its learning potential, all possibilities must be considered, where the
focus may need to be determined according to the intent and design of the learning game [2].

Up to now, far too little attention has been paid to encouraging students to apply their economic
knowledge to practical usage or taking a step deeper into the area. research in educational games,
pointing out the challenges of conducting a game-based curriculum and illustrating the foundation of
game-based learning. Meanwhile, barely any games are been designed to help the students in the area
of the economy. Teachers want students to learn, and games are a way to help them learn by
promoting motivation, engagement, and ultimately learning, so it seems necessary to use games as
much as possible because they are an effective way to promote learning. She suggests that games
could be used for academic purposes. Furthermore, there are only a few games that are related to the
subject of economy, and the two academic-beneficial games mentioned in the essay ‘Beat the Market:
An Interactive Microeconomics Simulation | Request PDF (researchgate.net)’ and ‘A video game to
supplement hybrid principles of microeconomics course: The Journal of Economic’ are both no
longer can be played on their main research engines, which are Google and Bing. Thus, teachers need
more games are in urgent need that can make students want to learn more about the subject of the
Economy. To achieve the goal, the game itself needs to be open to everyone that wants to learn about
it, and the game needs to be enjoyable since the essential idea of the game is to help people interested
in economic education.

At present, there are few studies on the application of game teaching to economics teaching, there
are few studies on this aspect, which is an emerging teaching direction, so this article decided to
design a game teaching--design a simulation game. Users just need to enter the corresponding
country's economic model and market policies to choose their character to start the simulation game.
The current article will discuss this issue in the following 5 parts: 1. Definition of the Market economy
and why it is hard to learn 2. Using the method of the survey to investigate the target users — the
students aged 13-18 3. Games as a medium to promote students' understanding of complex concepts
4. The specialty of market economy and how it adapts to the media of game 5. The specific use of
simulation games in the primary teaching of market economy and its use as a tool among advanced
scholars who already have enough knowledge.

2. An analysis of game-based market economy learning

2.1. Definition of the Market economy and why it is hard to learn

The market economy is an economic system that reasources are all be allocated by what and how
much people buy, not by the government.  This means the reasources can be allocated very effitiency.
This means all resources are being used to only make more profit and all resources will move to the
high-profit side. Therefore, no firm will use the resource to produce public goods which cannot
produce profit—that’s why this article adds government part to make it become mix economy instead.
In this economic system, every part plays an important role. Each change will influence differently
for government, households, and so on. For example, the state already seems to be everywhere in the
economy. It creates markets as well as regulates them. It not only protects the property but defines it.
It has neither its enterprises nor are it privately owned away from them, but it is also a partnership [3]
It is not difficult to see that the economic change is extremely difficult for students to learn.
Furthermore, the market economy is troubling for high school students because their teachers are
trying to lecture them knowledge regardless of their basic knowledge. Whenever the students try to
perform well on research projects or any intellectual activities besides tests that have a standard
answer. They would be lost in tons of specific nouns and concepts that they have never touched upon.
The teachers are preaching the different phenomena that are been categorized by the author without
explaining why is the phenomenon happening. Which could lead to confusion or understanding of an
only part of the knowledge.
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2.2. An investigation of the student aged 13 to 18

We have composed an 8-question survey of teenagers in China that ranged from 13-18 years old.
The survey is about how much the students want a new means of studying serious academic courses.
As for the survey, we sent the survey to 30 students in four different cities of Shanxi, Shanghai,
Beijing, and Suzhou that do not know each other. Of the 30 teenagers, 13 of them finished the Chinese
public high school curriculum, and 4 of them are currently enrolling in the international high school
program. The rest of the 3 other kids are currently enrolling in the Chinese public middle school
program.

Number of
students

m Students in Chinese high school.
m Students in international high school

Students in Chinese middle school.

Graph 2.2.1 The number of students involved

We used Tengxunwenjuan to compose 30 copies of our survey, and we sent the 30 copies on
Chinese social media called Wechat. Then we received the answers from each online and analyzed
their answers. Based on the answers we received there are 22 students based on our investigation
want to change the way they are currently studying to game-based learning.

The number of
students

m students want to change their way of
study

m students do not want to change their way
of study

Graph 2.2.2 The number of students who changed their preference to study.

Furthermore, based on our survey investigation, all 30 students liked the video game. There are
only 3 students from our investigation who showed their interest in the subject of economy. However,
there are 18 students out of the 27 students who would like to study the subject of the economy if
they are using the means of the videogame.
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Number of
students

4

m Students who wanted to study economy
without game

Students who want to study economy with
game

Students do not want to study economy but
likes the game.

Graph 2.2.3 The number of students who want to study an economy with the media of games.

According to these data, we think that the approach of game-based learning is appropriate for our
study. And to the attitude toward studying the subject of the economy shifts of the thirty Chinese
teenagers. We think that game-based education about the economy is feasible and acceptable to
teenagers.

2.3. Games as a medium to promote students' understanding of complex concepts

Video games have become are an $18 billion industry. More than 60 percent of households have
at least one person who is a regular gamer. Video games are more interesting because they transcend
many traditional forms of media. When people play video games, they make decisions in the game.
For example, they decide what type of item to take, and which road to take. From a reader-response
theory perspective, this kind of decision adds a whole new dimension to video games. At the same
time, video games can be a book-free learning experience in which people interpret abstract concepts,
experiment with otherwise difficult knowledge, and then learn from their experiences to guide future
actions in the game. These processes can help students quickly adapt to the learning environment and
find human thinking patterns, symbolic interpretations and actions in a particular environment [4].
Games are a good way for students to learn. If teachers want to connect education and learning, they
need gamification. According to the Oxford English Dictionary, the term "gamification” refers to "the
application of typical game elements (e.g., scoring points, competing with others, rules of the game)
to other areas of activity, usually as an online marketing technique to encourage user engagement
with a product or service". Similar concepts can be expressed through expressions such as “"game-
based learning™ and "gamification of learning”. From a merely theoretical point of view, these
methods can be grouped under the umbrella of active learning, an emerging educational trend that
aims to engage learners and focuses on knowledge application rather than knowledge acquisition. It
indicates a shift from the traditional teacher-centered approach, in which experts impart before
teaching activities, to a learner-centered approach. [5] Cognitive, motivational, emotional, and socio-
cultural perspectives on game design and game research can fully capture what games must offer to
learn. These ideas show what enhances the potential of games in education. Such an integrated
approach allows us to go beyond simply learning goals and prepare for future learning. This requires
the incorporation of playful learning principles into the design, rather than being an add-on to an
existing structure, which is called gamification. Look at games and playful learning as a series of
activity levels (cognitive, emotional, behavioral, and socio-cultural) in which different learners
engage, viewing game design elements as strategies [6]
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2.4. The specialty of market economy and how it adapts to the media of the game

Games as a form of entertainment have been widely applied in the academic area for a good reason.
"Games as educational games are such content: they can be defined as video games or interactive
applications whose primary purpose is not only to provide entertainment but also to provide training
in the field of education.” [7]. Video games can be used for academic purposes and encourage students
to learn more complex knowledge. For example, in the area of economic learning, the game shows
you whether your economic strategy is sound in a visual and digital form (how much money you
make). At the same time, a simple game diagram can help students quickly distinguish the differences
between different economic forms. For example, the market economy focuses more on the allocation
of resources, and there is no government intervention. The planned economy is directly under the
overall control of the government. Video games have complex situations which need users to
understand the concept for them to be able to be successful video games. The characteristic of
changeable situations in video games could be an appropriate tool for helping the students to
understand complex concepts of the economy. ‘With the help of games, learning efficiency and
engagement of students and staff can be greatly improved. Because they embrace learning instead of
Seeing it as a burden that takes a lot of time and still requires a lot of stress’ [8]. Meanwhile, the
appliance of game-based education has been proven with successful examples. ‘They concluded that
because of their more reflective and metacognitive subject matter, students who participated in
computer simulations were more likely to learn useful knowledge and hand in meaningful learning
outcomes than students who attended lectures.’ [9]. With the given example from previous research,
this article thinks game-based learning would facilitate students’ understanding of complex concepts.
The market economy is a type of economy that is independent of the intervention of government. ‘In
such a market economy, economic decisions and pricing of goods and services are influenced by the
interaction of a country's citizens and businesses. There is no guarantee that there will not be some
government intervention or central planning, but for the most part the term refers to a more market-
oriented economy.” [10]. ‘The concept of a competitive market has much in common with a
democratic society in that no individual or firm is allowed to exercise power over another individual
or firm. The general principles of freedom must be protected in the face of repeated attempts by
individuals or groups to expand their influence and gain power, whether through lawful means or
actions that are not permitted by law. Competition benefits almost everyone, and although few people
like to compete with rivals in their field of activity, they still have to acceptit.” Therefore, combing
the subject of market economy and videogame together made it an opportunity for students to learn
and compete in a virtual world without having to risk any consequences that they might be concerned
about in the real world. Similarly, successful videogame and the market economy all share the core
value of competition. For examples, Player Unknown Battle Ground from the blue hole company,
League of Legends from the Riot company, World of Warcraft, Overwatch, Starcraft from Blizzard,
and Counter-Strike: Global Offense from VALVE and Hidden Path Entertainment. All of these games
are attractive to gamers because they allow gamers to compete with each other. Therefore, the
competitive market economy should adapt to the platform of videogame without major issues or lack
of information because of their similarity. Thus, using the mean of the videogame to lecture teenagers
on the subject of the market economy should be successful.

3. Conclusions

Many students are unsatisfied with how they are been taught by their teachers or their school. They
think the traditional way of teaching cannot meet their needs for economic learning. To improve
students' interest in learning, we hope to design a simulation game to help students better study the
economy. Game teaching has many characteristics, for example, it can improve students' interest in
learning and use auditory, visual, and other senses to present. So that students can understand some
complex concepts more simply. The ability to play you also gives them a more intuitive way to
measure their economic strategy using data and other tools. In the corresponding economic
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environment, whether their economic strategy can be achieved expectedly. This gives them a chance
to practice at a low cost. The article thinks that game teaching has a very big development space in
the economy. But it is a pity that the survey conducted in this article is very limited. Only a few dozen
Chinese students were surveyed. This is bound to skew the results a little. In the future, studies should
collect students from different ethnic backgrounds and increase the randomness when they are
selecting the experimentees to increase their data accuracy.
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