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ABSTRACT Simulation is an effective tool that can be used in Management Studies to help students in the field of
Marketing learn and apply important concepts and theories. Through Marketing Simulation using
Artificial Intelligence students can research Marketing Trends, develop Product Strategies, analyze company performance and
make informed decisions based on real-world data. The present study is directed to review the benefits and impact of marketing
simulations by using Artificial Intelligence on future Marketers.
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INTRODUCTION:

Simulation consists of Tools, Templates and resources that
will help design and implement simulation as an experiential
learning activity. It promotes academic learning inputs,
advanced career development for students, enhances
connections within the workplace and promotes critical
thinking. It helps students to enhance their knowledge levels,
additional skills and values. It facilitates knowledge sharing
in developing programs. It can be used among multiple
disciplines.

Simulation based experiential learning has many
advantages. It provides a platform for the participants to
practically enhance the skills (Lateef, 2010). Gives a hands-on
experience for the participants (Lateef,2010). Enhances
collaboration among the student community. Facilitates
learners to prepare the contents (Shaw & Switky, 2018). Help
Learners to develop professional work skills (Lateef,2010),
Provides exciting & Fun based Learning to the learners.(Shaw

& Switky, 2018).

Kolb's Experiential Learning Cycle: Kolb & Fry (1984)

KOLB'S EXPERIENTIAL LEARNING CYCLE: Kolb & Fry (1984)

STAGE 1

CONCRETE EXPERIENCE REFLECTIVE OBSERVATION
(Doing/ Having an Experience) (Reviewing/ Reflecting on the Experience)

STAGE 2

ACTIVE EXPERIMENTAT IUN' |
STAGE 4 ABSTRACT CONCEPTUALISATION

(Concluding / Learning from the Experience)

STAGE 3

Stage 1: Students having a Simulation Exercise

Stage 2: Students encouraged to showcase their experience
Stage 3: Synthesis of learning by the students from the
Simulation Exercise

Stage 4: Identification of ways in which theory, Framework,
Hypothesis or model can be tested by the students

Simulation based Learning is a Experiential based learning
that gives learners opportunity in the real world to enhance the
knowledge and skills. Opportunities are created to students to
develop values and skills to select their career path.

Areas Of Applications Of Simulation Based Learning:

1. Generating awareness about Hard to surface issues

2. Toenhance skills

3. To analyze the differences among a variety of
Stakeholders. (White et.al., 2004)

4. SBL is used to address emergency situations and
preparing for the same.

SBLis used in the decision-making process
SBLis used in enhancing Negotiation skills.

SBLis used inresolving the conflicts

SBL is used in the area of Technical Training, (Shaw &
Switky, 2018)

O NP

Advantages Of Simulation Based Learning:

1. Gives opportunity for learners for enhancing practical
skills in an environment of Simulation based learning
(Lateef,2010)

2. Gives participants a Hands-on Experience without
making any mistakes in the real world. (Lateef,2010)

3. Gives an opportunity for the learners to use the contents in
an appropriate manner. (Shaw & Switky, 2018)

4. Increases Knowledge Retention level among the users.
(Shaw & Switky, 2018)

5. Encourages Learners to enhance Non-Technical Skills.
(Levin- Banchik L,2018)

6. Facilitates Teamwork and Work place Collaboration.

7. Gives an opportunity for the users to analyze and scan all
the opportunities in the decision-making Process.
(Lateef,2010)

8. SBL is a fun-based learning for the users and Learners.
(Shaw & Switky, 2018)

Deal Model For Critical Reflection:

The DEAL Model was developed by Dr. Sarah.L. Ash of North
Carolina State University and Dr. Patti.H. Clayton of PHC
Ventures/Indiana University Indianapolis. Their work on
reflective practice in the context of applied and experiential
learning has been widely used among North America.

DEALS MODEL is defined in a three step process: a.

Description, b. Examination and c. Articulation of Learning.

A. Description:

Description of learning Experience in an objective and

comprehensive manner.

Questions framed in lines of following parameters.

e Whattook place?

e When and where did the experience in question take
place?

*  Who was and was not present?

*  What did you and other do/notdo?

+  Whatdid yousee, hearetc?

B. Examination:

Examination of learning opportunities in light of previously

identified goals or expected outcomes of Learning.

Questions framed in lines of following parameters

* Inwhatways did you succeed and dowell?

* Inwhatways were you challenged?

« Howdid this experience make you feel?

» How are your perspectives/ thoughts in light of your
experience?
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C. Articulation Of Learning:

Acknowledges the learning experience that occurred and
establishes goals for future action in the learning process.
Questions framed in lines of following parameters

+  Whatdidyoulearn?

+ Howdidyoulearnit/

»  Whydoesit matter?

+  Whatwillldoinlight of it?

Develop The Simulation Storyline:

» Describe the Scenario

» Identify Critical Events

e Outline the information that the facilitator will provide at
different points during the stimulation.

» Make sure the critical events and overall storyline support
the determined training objectives of the course and the
simulation based activity.

» Consider

» Doesyourstoryline flow?

» Is this simulation representative of a realistic event that
would happen.

» Wil this simulation provides students with a authentic

learning opportunity.

» Is the simulation designed to ensure participation of all
learners?

Deal Model:

The DEAL Model was developed by Dr. Sorato L. Ash of North
Carolina State University and Dr. Patti H. Clayton of PHC
Ventures/ Indiana University Indianapolis. Their work on
reflective practice in the context of applied and experiential
learning has been widely used across North American
Secondary institutions as a guiding framework for critical
reelection.

Deal Model For Critical Reflection:

Deal Model for Critical Reflection Framework describes
reflection as a three-step process. Description, Examination &
Articulation of Learning.

Description:

Describing Learning Experience in a comprehensive manner.
Guiding Questions:

*  Whattook place?

»  When & where did the experience in question take place?
»  Whowas and was not present?

»  Whatdid you and another do/notdo?

*  Whatdidyousee, hearetc.?

Examination:

Examining opportunities for Learning on basis of Expected

Learning Outcomes.

Guiding Questions:

» Inwhatways did you succeed and dowell?

» Inwhat ways were you challenged?

» Howdid this experience make you feel?

» How were your perspectives/ thoughts in light of your
experience?

Articulation Of Learning:
Acknowledges and Establishes learning experience and
future actions in the process of Learning.

Guiding Questions:

+  Whatdidyoulearn?

+ Howdidyoulearnit?

»  Whydoesit matter?

+  Whatwillldoinlight of it?

The chart below includes examples of Learning objectives/
outcomes in different contexts.

Sl [Context Objectives/
No. Outcomes

Sample Source

1 |Teaching To enhance Andrew, J., &

Pedagogies student Meligrana, J.
Involvement (2012)

2 |Focusing on To understand the |Botelho, W.,
various areas of |practical Marietto, M.,
Experiential dimensions. Ferreirq, J., &
Learning Pimentel, E.

(2016).
3 |To include Artificial Shaw, Hughes,

teaching Intelligence based |PG and Hughes,
pedagogies teaching KE. (2020) C. &
taking into pedagogy. Switky, B (2018)
consideration
Artificial
Intelligence

4 |Framework for Artificial Hughes, PG and

inclusion of Intelligence based |Hughes, KE.

Artificial curricula. (2020).
Intelligence

5 |Learning through |Higher Levin-Banchik L.
Experiential involvement of (2018)
Approaches students in

learning process.

Technology Merideth, R &
focused Learning. |Yaseen, R.
(2000)

6 |Evaluating new
patterns to
analyze trends in
Experiential
Learning

CONCLUSION:

There is no rapid change in learning theory in accordance
with the changes in Technology. Al has to be incorporated in
the Learning Theory. Al enabled Management curriculum has
to be developed. Continuous Improvement has to be given
utmost importance in Artificial Intelligence based Learning.
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