
BOARD SIMULATIONS IN 
LEADERSHIP TRAINING: 
Exploring Participant Preferences, Perceptions, and 
Comparative Effectiveness



TA B L E  OF 
CO N TE N TS

Executive Summary

Objectives Of The Study

Introduction

Methodology Of The Study

Primary Data Analysis And 

Interpretation Of Results

Study Of Secondary Data

Consolidated Findings

Conclusion

References

01

01

02

03

04

12

15

15

16



E XE CU T I V E 
SU MMA RY

Effec�ve leadership is paramount for organiza�onal 

success, and leadership competencies need to be 

developed through mul�ple means. Tradi�onal 

training methods, while informa�ve, o�en lack the 

engagement required for deep learning and prac�cal 

applica�on. This is par�cularly true in today's digitally 

saturated world, where leaders grapple with digital 

fa�gue.

This study inves�gated the effec�veness of board 

simula�ons in leadership development programs, 

comparing them to other experien�al learning 

techniques such as case studies, role-playing, and 

digital simula�ons. Our primary objec�ves were to 

analyse par�cipant preferences, percep�ons, and the 

compara�ve effec�veness of these methods in 

fostering essen�al leadership skills.

Par�cipants reported that these simula�ons 

contributed to developing transferable skills like 

problem-solving, decision-making, and cri�cal 

thinking, all highly relevant to real-world leadership 

situa�ons. In fact, board simula�ons scored the highest 

among all evaluated methods in perceived real-world 

applicability (around 39% on a 5-point scale). 

The findings of the study suggest that while board 

simula�ons offer a valuable non-digital learning 

experience with high perceived real-world relevance, 

incorpora�ng elements to enhance engagement and 

s p ec ifi ca l l y  ad d res s  st rateg ic  th in k in g  an d 

communica�on skills could further op�mize their 

effec�veness.

In comparison to case studies, board simula�ons 

scored higher in overall effec�veness, par�cularly in 

terms of engagement and skill development. 

Importantly, all methods evaluated, including board 

simula�ons, scored rela�vely high in developing and 

applying leadership skills. This highlights the 

importance of a mul�faceted approach to leadership 

development training.

This study provides valuable insights for organiza�ons 

seeking to enhance their leadership development 

programs. By considering par�cipant preferences, skill 

development focus, and engagement levels of various 

techniques, organiza�ons can design training programs 

that cater to diverse learning styles and op�mize 

leadership development outcomes. 

O B JE CT I V E S
O F  THE  S TU DY

Ÿ To assess par�cipant preferences and percep�ons 

of board simula�ons in leadership training, 

compared to other experien�al learning tools.

Ÿ To explore the factors influencing par�cipant 

preferences for board simula�ons and its unique 

value in developing leadership skills.

Ÿ To examine the transferability of skills acquired 

through board simula�ons to real-world leadership 

situa�ons.

Ÿ To compare the effec�veness of board simula�ons 

with other learning tools in developing leadership 

skills.
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I N TRO D U CT I O N

In today's dynamic business environment, effec�ve 

leadership development is cri�cal to organiza�onal 

success. Leadership training not only equips individuals 

with essen�al people management skills but also 

fosters innova�on, strategic thinking, and the ability to 

navigate complex challenges. Various methodologies 

are employed to disseminate learning and ensure that 

it translates into prac�cal, impac�ul leadership. Among 

these methods, experien�al learning tools like board 

simula�ons, case studies, role play, and digital 

simula�ons stand out for their poten�al to enhance 

engagement, reten�on, and applica�on of knowledge.

At a �me when digital fa�gue is o�en being complained 

of, board simula�ons/ games, in par�cular, have 

emerged as a powerful tool in leadership development. 

Board simula�ons in leadership training offer a unique 

way to develop leadership skills in a non-digital se�ng. 

These games provide opportuni�es for face-to-face 

interac�on, fostering social connec�on, cri�cal 

thinking, and strategic decision-making. The tac�le and 

interac�ve nature of board simula�ons fosters deeper 

cogni�ve engagement and facilitates a more nuanced 

u n d e rsta n d i n g  o f  l e a d e rs h i p  d y n a m i c s .  By 

incorpora�ng board simula�ons into leadership 

development programs, organiza�ons can combat 

digital fa�gue, promote a healthy work-life balance, 

and enhance the overall engagement of their leaders.

The importance of leadership development cannot be 

understated. Strong leaders drive organiza�onal 

success by inspiring teams, fostering a posi�ve culture, 

and steering companies through change and 

uncertainty. Developing leadership competence is not 

just about theore�cal knowledge; it requires the 

prac�cal applica�on of learning. This applica�on 

ensures that leaders can effec�vely translate classroom 

insights into real-world ac�ons, making them more 

adept at handling the mul�faceted challenges of 

modern business.

To enhance learning reten�on and ensure the 

applica�on of knowledge, it is crucial to employ 

engaging and varied learning techniques. Reten�on is 

directly l inked to the enjoyment and ac�ve 

par�cipa�on in the learning process. Techniques that 

cap�vate learners' interest and involve them in ac�ve 

problem-solving lead to be�er reten�on and 

applica�on of skills.

However, board simula�ons are just one piece of the 

puzzle. This study aims to analyse and compare the 

effec�veness of various experien�al learning 

techniques in leadership development. The four 

primary methods under considera�on are:

Ÿ Board Simula�ons

Ÿ Case Studies

Ÿ Role-Playing

Ÿ Digital Simula�ons

This study evaluates each method across the following 

key indices:

Ÿ Engagement and Par�cipa�on: How effec�vely 

does this method engage learners and encourage 

ac�ve par�cipa�on?

Ÿ Skill Development and Applica�on: Does this 

method effec�vely develop leadership skills, and 

can par�cipants apply these skills in real-world 

scenarios?

Ÿ Real-World Relevance: How applicable are the skills 

learned through this method to real-world 

leadership situa�ons?

Ÿ Learning Enjoyment: How enjoyable do learners 

find the learning experience with this method?

Ÿ Overall Effec�veness: Considering all aspects in 

totality, how effec�ve is this method in developing 

leadership competence?

Specifically, the study seeks to assess par�cipant 

preferences and percep�ons of board simula�ons in 

leadership training, compared to other experien�al
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learning tools. It also explores the factors influencing 

these preferences and the unique value board 

simula�ons offer in developing leadership skills. 

Addi�onally, the study examines how well the skills 

acquired through board simula�ons transfer to real-

world leadership situa�ons.

By comparing the effec�veness of board simula�ons 

with other learning tools, the research aims to provide 

insights into the most effec�ve approaches to 

leadership training, ensuring that the learning is 

engaging, relevant, and prac�cally applicable.

ME THO D O LO GY 
O F  THE  S TU DY

Ÿ T h e  r e s e a r c h  s t u d y  e m p l o y e d  a  s u r v e y 

ques�onnaire methodology to collect data on the 

preferences and percep�ons of mid to senior-level 

management professionals regarding the use of 

various experien�al learning tools with a focus on 

board simula�ons in leadership training programs.

Ÿ The structured survey was done by the market 

research  organ iza�on named Cfore .  The 

ques�onnaire was distributed to more than 600 

par�cipants through two primary channels, namely 

WhatsApp and email. This allowed for convenient 

and efficient data collec�on while ensuring a wide 

reach among the target audience.

Ÿ The sample for this study consisted of 400 mid to 

senior-level management professionals who had 

firsthand experience with board simula�ons in 

leadership training programs. The respondents 

were based in the metropolitan ci�es of India & 

South East Asia, working in SMEs, domes�c 

corpora�ons and large MNCs. This deliberate 

sample selec�on aimed to gather insights from 

individuals who could provide valuable perspec�ves 

on the effec�veness and benefits of this experien�al 

learning tool in their specific context.

Ÿ To ensure the data collected reflected the 

experiences of individuals who have ac�vely

par�cipated in board simula�ons, the study 

targeted mid-to-senior level management 

professionals from 33 to 50 years of age with a work 

experience of 10 to 27 years and a minimum 

educa�on of bachelor's degree. The role profiles of 

the par�cipants were People Managers and 

Managers of Managers. The survey ques�onnaires 

were distributed to professionals working across a 

diverse range of industries in India & South East 

Asia, including Construc�on & Engineering, 

Manufacturing, Professional services, Avia�on, Agri 

& Food Processing as well as Retail industry.
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Ÿ The survey ques�onnaire method served as a 

systema�c approach to collect quan�ta�ve and 

qualita�ve data. It included structured mul�ple-

choice  ques�ons  to  measure  par�c ipant 

preferences, percep�ons, and sa�sfac�on levels, 

providing a comprehensive understanding of their 

experiences with board simula�ons. The last 

ques�on of the survey was an open-ended ques�on 

allowing for respondents to share their insights on 

experien�al learning tools.

Ÿ By using the survey ques�onnaire method and 

targe�ng a specific group of professionals, the 

research study aimed to gain meaningful insights 

into the role of board simula�ons in leadership 

training programs and its impact on par�cipant 

learning outcomes and development.

P R I MA RY  DATA  AN A LYS I S  AN D 
I N TE RP RE TAT I O N  OF  R E SU LTS

Chart 1

Note: Percentages indicate the percentage of respondents.

Ÿ Case studies appear to be the most familiar 

experien�al learning tool for the respondents, with 

40% indica�ng a high level of familiarity.

Ÿ The results show that a significant por�on of the 

respondents (36% and 24%) indicated a high level of 

familiarity with board simula�ons. This suggests 

that board simula�ons are a well-established tool

 within the target audience.

Ÿ Role-playing exercises and digital simula�ons seem 

to be less familiar to the respondents, with only 36% 

and 20% repor�ng high familiarity, respec�vely.

Ÿ Case studies and role-playing exercises appear to be 

equally familiar to the par�cipants, with both 

showing a distribu�on across the en�re Likert scale,
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 with a slight mode at "moderately familiar".

Ÿ Digital simula�ons seem to be the least familiar tool 

among the respondents. Over half (56%) indicated 

either no familiarity or only some familiarity.

Chart 2

Note: Percentages indicate the percentage of respondents.

Ÿ For board simula�ons, the results show a total of 

60% of the respondents have significant experience 

with board simula�ons, with 34% indica�ng "Quite 

Experienced" and 26% indica�ng "Highly 

Experienced".

Ÿ Case studies and role-playing exercises both show 

similar levels of experience among the par�cipants. 

For both, a total of 72% of the respondents have a 

significant experience respec�vely across the 

“Quite Experienced” and “Highly Experienced” 

categories.

Ÿ Digital simula�ons seem to be the least experienced 

tool among the respondents. Over half (50%) 

indicated either no experience or only some 

experience.

Ÿ These findings support the idea that board 

simula�ons are a well-established tool within the 

target audience. Though there is a higher level of 

experience with both case studies and role-playing 

exercises as compared to board simula�ons, owing 

to them being tradi�onal tools, board simula�ons 

are quite a well-established and well-received tool. 

Digital simula�ons appear to be the least familiar 

tool.
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Chart 3

Note: Percentages indicate the percentage of respondents.

Ÿ Board Simula�ons: A plurality of respondents (33%) 

indicated a moderate preference for board 

simula�ons. However, a significant por�on (26%) 

also rated them as highly preferred. Overall, 59% of 

respondents expressed some level of preference for 

board simula�ons.

Ÿ Case Studies: Case studies appear to be the 2nd 

most preferred choice among the respondents. A 

total of 70% with 34% saying quite preferred and 

36% saying highly preferred for this tool.

Ÿ Role-Playing Exercises: Role-playing exercises are 

the top most preferred tool, with 33% indica�ng 

moderate preference and a significant por�on 

(39%) indica�ng quite preferred, which totals to 

72%.

Ÿ Digital Simula�ons: Digital simula�ons show a 

s imi lar  preference  d ist r ibu�on to  board 

simula�ons. 28% of respondents indicated 

moderate, 22% and 18% indicated as quite 

preferred and moderately preferred.
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Ÿ Board games (4.4) and digital simula�ons (4.3) score 

the highest in promo�ng engagement and 

par�cipa�on among learners. Case studies (3.8) and 

role-playing (3.5) score somewhat lower.

Ÿ All four methods score rela�vely high in skill 

development and applica�on, with board games 

(4.2) and digital simula�ons (4.2) again at the top. 

Case studies (4.0) and role-playing (3.4) follow 

closely.

Ÿ Board games (4.3) have the highest perceived real-

world relevance whereas Digital simula�ons (4.2) 

score slightly lower. Case studies (4.0) are the next in 

line while role-playing (3.4) is seen as least 

applicable to real-world situa�ons.

Ÿ Board games (4.4) score the highest in terms of 

enjoyment, followed by digital simula�ons (4.0). 

Case studies (2.5) are seen as considerably less 

enjoyable, and role-playing (3.0) falls somewhere in 

between.

Ÿ Board games (4.4) emerge as the most effec�ve 

overall method, followed closely by digital 

simula�ons (4.1). Case studies (3.6) and role-playing 

(3.3) score lower in overall effec�veness.

Chart 4

1= Not at all Effec�ve,  2= Somewhat Effec�ve,  3= Moderately Effec�ve,  4= Quite Effec�ve,  5=Highly Effec�ve
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Note: Percentages indicate the percentage of respondents.

Ÿ In Skill Development and Applica�on, the highest 

score (36%) is also aligned to the highest score of 

overall effec�veness (36%), indica�ng that board 

simula�ons are effec�ve in helping par�cipants 

develop and apply new skills.

Ÿ Real-World Relevance (39%), scores the highest 

among the five indices. This means par�cipants 

perceive the skills and knowledge learned through 

board simula�ons to be directly applicable to real-

world work situa�ons.

Ÿ The “Quite Effec�ve” score of 22%, the “Highly 

Effec�ve” score of 18% and the “Moderately 

Effec�ve” score of 28% in Learning Enjoyment 

indicates that while board simula�ons are high on 

Skill Development and Applica�on with a Real-

World Relevance, they also are fairly enjoyable 

leading to high engagement and par�cipa�on along 

with overall effec�veness.

Ÿ This is further validated by the overall scores of 59% 

across “Quite Effec�ve” and “Highly Effec�ve” 

categories for Engagement and Par�cipa�on (33% & 

26%) along with the total scores of 68% across the 

same categories for Overall Effec�veness (32% & 

36%). This suggests that par�cipants find board 

simula�ons to be involving and contribute ac�vely, 

and that these simula�ons lead to successful 

learning outcomes.

Chart 5
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Note: Percentages indicate the percentage of respondents.

Ÿ There seems to be an agreement among 

respondents that both board simula�ons (30%) and 

digital simula�ons (28%) have similar effec�veness. 

This suggests par�cipants view both as an effec�ve 

way to gain knowledge and skills in the area of 

leadership development. 

Ÿ The data shows that case study with 32% emerges 

as the tool with highest effec�veness for leadership 

development. 

Chart 6

Note: Percentages indicate the percentage of respondents.

Ÿ With 24% of respondents indica�ng extreme 

confidence and 36% of respondents indica�ng 

reasonable confidence, board simula�ons emerge as a 

strong tool for experien�al learning. 

Chart 7
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Note: Percentages indicate the percentage of respondents.

Ÿ 64% of respondents (“extremely well” + “quite 

well”) agreed that board simula�ons help achieve 

des ired learning outcomes in  leadership 

development programs. This suggests a strong 

posi�ve percep�on of their effec�veness in 

promo�ng knowledge and skill  acquisi�on 

applica�on to real world leadership situa�ons.

Ÿ Notably, 0% of respondents indicated that the skill 

and knowledge acquired through board simula�ons 

cannot be transferred and applied to real-world 

leadership situa�ons.

Ÿ The data suggests that board simula�ons are 

perceived as a valuable tool for leadership 

development, par�cularly for achieving desired 

learning outcomes, developing cri�cal thinking 

and decision-making abili�es, and promo�ng 

effec�ve communica�on. There seems to be a 

strong connec�on between board simula�ons 

p a r � c i p a � o n  a n d  p o s i � v e  l e a d e rs h i p 

development outcomes.

Chart 8
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Note: Percentages indicate the percentage of respondents.

Ÿ The chart reveals that more than half of the 

respondents indicate that board simula�ons deliver 

all the outcomes desired through experien�al 

learning.

Chart 9

Note: Percentages indicate the percentage of respondents.

Ÿ A high percentage (48%) of respondents gave a 

strong ra�ng of 4 star to their level of sa�sfac�on in 

using board simula�ons. This suggests a strong

posi�ve percep�on of their effec�veness in 

experien�al learning.

Chart 10
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STU DY OF 
SE CO N DA RY DATA

1.Role of Game-Based Teaching in 

Leadership Skills Development
This paper explores the benefits of game-based 

teaching for developing leadership skills. They 

argue that games, when designed with clear 

learning objec�ves, can enhance the effec�veness 

and enjoyment of the learning experience (Tariq & 

Abonamah, 2021).

Ÿ Increased Engagement and Interac�on: Games 

are seen as a�rac�ve and engaging, promo�ng 

ac�ve par�cipa�on and interac�on among 

learners (Tariq & Abonamah, 2021). This 

collabora�ve environment allows par�cipants to 

share feedback and develop confidence, 

fostering essen�al leadership skills.

Ÿ Bridging Theory and Prac�ce: Games can bridge 

the gap between theore�cal knowledge and 

prac�cal applica�on. By simula�ng real-world 

leadersh ip  scenar ios ,  par�c ipants  can 

experience the challenges and dynamics of 

leadership first-hand, allowing them to test their 

knowledge in a safe environment (refer to 

McClellan, 2013, for similar findings on role-

playing).

Ÿ Developing Transferable Skills: The paper 

highlights the poten�al of games to develop a 

wide range of transferable skills applicable to 

leadersh ip  ro les .  These  inc lude soc ia l 

communica�on,  confl ic t  management , 

nego�a�on, and problem-solving (Tariq & 

Abonamah, 2021).

2. Flow, Leadership and Serious Games - A 

Pedagogical Perspec�ve
This paper explores the link between game-based 

learning and leadership development, focusing on 

the concept of "flow." Flow refers to a state of 

complete absorp�on in an ac�vity, characterized by 

high challenge and high skill (Buzady, 2017).

Ÿ Mo�va�on and Engagement: Buzady (2017) 

argues that well-designed games can create a 

flow state, leading to increased mo�va�on and 

engagement in the learning process. This 

heightened engagement can be par�cularly 

beneficial for developing leadership skills.

Ÿ Intrinsic Learning: Flow experiences can foster 

intrinsic learning mo�va�on, where individuals 

are driven by the enjoyment of the ac�vity itself, 

rather than external rewards (Buzady, 2017). This 

intrinsic mo�va�on can lead to deeper learning 

and a stronger desire to develop leadership skills.

Ÿ Experien�al Learning: Serious games, which are 

games designed for educa�onal purposes, can 

provide a safe and immersive environment for 

prac�cing leadership skills. By experiencing the 

challenges and rewards of leadership within the 

game, par�cipants can develop their abili�es in a 

way that complements theore�cal learning 

(Buzady, 2017).

3.Business Game-Based learning in 

Management Educa�on 
  Baldissin et al. (2013) explore the use of business 

games as a learning tool in management educa�on. 

They argue that business games offer several 

advantages for developing leadership skills.

Ÿ Ac�ve Learning and Decision-Making: Business 

games require par�cipants to ac�vely engage 

with the material, making decisions, and facing 

consequences in a simulated environment 

(Baldissin et al., 2013). This ac�ve learning 

approach can be par�cularly effec�ve for 

developing cri�cal thinking and decision-making 

skills, essen�al for leadership roles.

Ÿ Developing Strategic Thinking: Business games 

can promote strategic thinking by requiring 

par�cipants to analyze complex situa�ons, plan 

for the future, and adapt their strategies based 

on changing circumstances (Baldissin et al.,
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2013). This focus on strategic planning helps 

prepare future leaders for the challenges of the 

real world.

Ÿ Risk Management and Teamwork: Business 

games o�en involve elements of risk and require 

collabora�on with others. Through gameplay, 

par�c ipants  can  deve lop  sk i l l s  in  r i sk 

management, nego�a�on, and teamwork, all of 

which are crucial for effec�ve leadership 

(Baldissin et al., 2013).

4.Gamifica�on and Serious Games 

Methodologies in Educa�on 
This paper explores gamifica�on and serious games 

as methodologies in educa�on. Their findings can 

be  appl ied  to  the  context  of  leadersh ip 

development.

Ÿ Increased Mo�va�on and Engagement: 

Gamifica�on techniques, like points, badges, and 

leaderboards, can be incorporated into learning 

experiences to increase mo�va�on and 

engagement (Zadeja & Busha�, n.d.). This can be 

p a r � c u l a r l y  b e n e fi c i a l  fo r  l e a d e rs h i p 

development, where intrinsic mo�va�on is 

crucial for fostering con�nuous learning.

Ÿ Ac�ve Par�cipa�on and Feedback: Serious 

games, designed for educa�onal purposes, can 

provide opportuni�es for ac�ve par�cipa�on 

and immediate feedback (Zadeja & Busha�, n.d.). 

This allows learners to experiment with different 

approaches, receive feedback on their decisions, 

and refine their leadership skills in a safe 

environment.

Ÿ D e v e l o p i n g  Tra n s fe ra b l e  S k i l l s :  B o t h 

gamifica�on and serious games can promote the 

development of transferable skills valuable for 

leadership roles. These skills can include 

problem-solving, cri�cal thinking, collabora�on, 

and communica�on (Zadeja & Busha�, n.d.). By 

incorpora�ng game elements and simula�ons,

leadership training can become more engaging 

and effec�ve in developing well-rounded 

leaders.

5. Using Case Studies to Develop Cri�cal 

Thinking and Problem-Solving Skills in 

Business Leadership 
McClellan (2013) emphasizes the importance of 

experien�al learning in leadership development. 

This approach goes beyond tradi�onal lectures and 

fo c u s e s  o n  p r o v i d i n g  p a r � c i p a n t s  w i t h 

opportuni�es to ac�vely engage with the material.

Ÿ Bridging the Theory-Prac�ce Gap: Experien�al 

learning methods, such as role-playing and 

simula�ons, allow par�cipants to prac�ce 

leadership ski l ls  in a safe environment 

(McClellan, 2013). This helps bridge the gap 

between theore�cal knowledge of leadership 

concepts and the prac�cal applica�on of those 

concepts in real-world situa�ons.

Ÿ Developing Essen�al Skills: Through experien�al 

learning ac�vi�es, par�cipants can develop 

e s s e n � a l  l e a d e r s h i p  s k i l l s  s u c h  a s 

communica�on, nego�a�on, conflict resolu�on, 

and decision-making (McClellan, 2013). By 

experiencing the challenges and dynamics of 

leadership first-hand, they can refine their 

abili�es and gain confidence in their leadership 

poten�al.

Ÿ Promo�ng Self-Reflec�on and Adapta�on: 

Experien�al learning encourages self-reflec�on 

and adapta�on. Par�cipants can reflect on their 

performance in simula�ons and exercises, 

iden�fy areas for improvement, and adjust their 

leadership approaches for future situa�ons 

(McClellan, 2013). This fosters a growth mindset 

and con�nuous learning, which are crucial for 

effec�ve leadership development.
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6. The Role of Experien�al Learning in 

Leadership Development
Smith & Jones (2020) advocate for using case 

studies as a valuable tool for developing cri�cal 

thinking and problem-solving skills in business 

leadership educa�on.

Ÿ Ac�ve Learning and Analysis: Case studies 

require par�cipants to ac�vely engage with 

complex business scenarios (Smith & Jones, 

2020). By analysing real-world situa�ons, 

par�cipants grapple with diverse perspec�ves, 

iden�fy key issues, and recommend solu�ons. 

This ac�ve learning process fosters cri�cal 

thinking and decision-making abili�es essen�al 

for effec�ve business leaders.

Ÿ Fostering Discussion and Debate: Case studies 

promote interac�ve learning through discussion 

and debate (Smith & Jones, 2020). Par�cipants 

can analyse cases from different viewpoints, 

challenge assump�ons, and defend their 

solu�ons. This collabora�ve environment allows 

them to learn from each other and refine their 

leadership decision-making abili�es.

Ÿ Developing Transferable Skills: Analysing case 

studies helps par�cipants develop transferable 

skills applicable to business leadership contexts 

(Smith & Jones, 2020). These skills include cri�cal 

thinking, problem-solving, communica�on, and 

the ability to analyse complex informa�on and 

make sound judgments under pressure.
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CO N SO L I DATE D 
F I N D I N G S

Ÿ Preferences: Board simula�ons have moderate to 

high preference as an experien�al learning tool as 

indicated by 83% of respondents. 

Ÿ Transferable Skills: Respondents reported that 

board simula�ons contribute to transferable skills 

like communica�on, cri�cal thinking, and problem-

solving, applicable to real-world leadership 

contexts.

Ÿ Real-World Relevance: Board simula�ons scored 

the highest (around 4.3 on a 5-point scale) among 

evaluated methods in perceived real-world 

relevance of the skills learned. This suggests 

par�cipants feel the skills translate well to real-life 

leadership situa�ons.  

Ÿ Overall Effec�veness: Board simula�ons, scored 

rela�vely high in all aspects of different experien�al 

learning methods with the overall effec�veness 

score being 4.4 out of 5. This suggests all aspects 

have value in leadership training programs.

Ÿ Outperforming Other Methods: Board simula�ons 

scored higher than case studies, role plays and 

digital simula�ons in almost all aspects. 

CO N CLU S I O N
This study inves�gated the effec�veness of board 

simula�ons in leadership development programs, 

par�cularly in the context of digital fa�gue and the 

need for engaging learning methods. Our objec�ves 

were to analyze par�cipant preferences, percep�ons, 

and the compara�ve effec�veness of board simula�ons 

rela�ve to other experien�al learning techniques in 

developing essen�al leadership skills.

The findings support the value of board simula�ons in 

leadership training. Par�cipants reported that these 

simula�ons fostered transferable skills like problem-

solving, decision-making, and cri�cal thinking, all 

crucial for effec�ve leadership. Furthermore, board 

simula�ons achieved a high ra�ng for perceived real-

world relevance, surpassing other methods in this 

aspect. This suggests that board simula�ons effec�vely 

bridge the gap between theore�cal learning and 

prac�cal applica�on, addressing the need for engaging 

and relevant leadership training in a digitally saturated 

world.

However,  the study also revealed areas for 

improvement. While board simula�ons were 

moderately effec�ve overall, they held a moderate 

preference compared to digital  s imula�ons. 

Addi�onally, engagement scores were lower for board 

simula�ons, and there might be room to enhance their 

a b i l i t y  t o  p ro m o t e  s t ra t e g i c  t h i n k i n g  a n d 

communica�on skills. These findings suggest that 

incorpora�ng elements of gamifica�on or game design 

principles could enhance engagement in board 

simula�ons.

In conclusion, board simula�ons offer a valuable and 

complementary tool for leadership development 

programs, par�cularly when combined with other 

experien�al learning techniques. Understanding 

par�cipant preferences and the unique strengths and 

weaknesses of various methods allows organiza�ons to 

design engaging and effec�ve training programs that 

cater to diverse learning styles and promote the 

development of well-rounded leaders. Further 

research exploring ways to op�mize board simula�on 

design for specific skill development and inves�ga�ng 

par�cipant preferences in more detail could provide 

even r icher insights for leadership program 

improvement.
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