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Abstract: From the 1990s onwards, disciplines 
involving the theme of entrepreneurship 
became an important reflection for the 
innovation of the curricular matrix of several 
undergraduate courses in Brazil. In view of 
the importance of learning in management 
and entrepreneurship for higher education 
careers, this work sought to analyze the 
effectiveness of active methodologies based 
on “business games” in the teaching-learning 
process for students of undergraduate courses 
at FZEA/USP. This activity was carried out in 
mandatory entrepreneurship courses, from 
2003 to 2018, and a qualitative database was 
analyzed in dynamics applied in 38 different 
classes during this period. The system used 
in the dynamics of “business games” was 
developed by SEBRAE-SP, the official body to 
support micro and small entrepreneurs in the 
country. Through the analysis of speeches and 
testimonies, the potential for results in the 
teaching-learning process and the students’ 
perception regarding the effectiveness of the 
method for the retention of theoretical and 
practical knowledge in the area in question 
were identified. The results showed that the use 
of the active methodology used was effective 
to stimulate learning in 90% of the students, 
with 98% suggesting the reapplication of 
the method for future classes. The method 
also induced the exercise of leadership and 
pro-activity in the teams that participated, 
contributing to a change in posture, at the 
same time that it stimulated the process of 
entrepreneurial formation for the students.
Keywords: Entrepreneurship, business games, 
active methodologies, business simulation.

INTRODUCTION
The teaching of entrepreneurship and 

business management has been growing 
recently in Brazil, as a requirement in the 
training of graduates. Salim and Silva (2010) 
indicate that Brazilian universities, before 

1990, practically did not offer entrepreneurship 
courses in their undergraduate curricula.

The education of the future must prepare 
people for changes in the world of work 
(SANTOS, 2000). Despite this, the vast 
majority of educational institutions still use a 
formal education system based on traditional 
and not always effective techniques and 
procedures, still training employees as a 
priority for a world that increasingly needs 
entrepreneurs or at least intra- entrepreneurs 
(ROSS et al., 2016).

Considering the possibility of creating a 
university practice that is more prepared for the 
current training demands, there is a growing 
need to adopt methodological procedures 
aimed at entrepreneurial education, in which 
active methodologies with the simulation of 
business games play a prominent role in the 
formation of future students. professionals.

“The ideal profile required by this market 
is professionals who know techniques and 
technologies, capable of increasing the 
production and productivity of companies, 
as well as enabling the commercialization 
of products and services, while meeting the 
main trends of the target audience, with an 
increasingly demanded market view. Due to 
major economic, scientific and technological 
changes, Higher Education Institutions 
(HEIs) are being forced to undergo internal 
reformulations in their Political Pedagogical 
Projects (PPP), so that trained professionals 
increasingly meet the demand for quality. 
demanded by the current job market” 
(OLIVEIRA, 2018, p.20).

The proposed theme has a relevant 
importance for higher education students 
of various careers, since in Brazil many 
companies close their doors for lack of basic 
knowledge in business management.

In view of the importance of learning in 
management and entrepreneurship for higher 
education careers, this work sought to analyze 
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the effectiveness of active methodologies based 
on “business games” in the teaching-learning 
process for students of undergraduate courses 
at FZEA/USP.

This activity was carried out in mandatory 
entrepreneurship courses, from 2003 to 2018, 
and a qualitative database was analyzed in 
dynamics applied in 38 different classes 
during this period.

The system used in the dynamics of 
“business games” was developed by SEBRAE-
SP, the official body to support micro and 
small entrepreneurs in the country. Through 
the analysis of speeches and testimonies, 
the potential for results in the teaching-
learning process and the students’ perception 
regarding the effectiveness of the method 
for the retention of theoretical and practical 
knowledge in the area of   knowledge in 
question were identified.

LITERATURE REVIEW
Economic growth, as described by Dolabela 

(2008a), is directly and proportionally 
related to the degree of entrepreneurship 
of a community. Environmental conditions 
favorable to development need entrepreneurs 
who take advantage of them and who, through 
their leadership, capacity and profile, trigger 
and coordinate the development process, in 
which the roots are in cultural values and in 
the way of seeing the world.

“In Brazil, from 1970 onwards, in addition 
to the university being responsible for 
teaching and research, it began to serve 
the community. This way, HEIs must adopt 
a model in which research and teaching 
are more focused on the application of 
knowledge in solving social, economic, 
industrial problems, etc. This way, a new 
mission of economic and social development 
begins, in addition to teaching and research, 
which is explained by the act of extending 
knowledge (university extension). There is 
a need to work on the ability to transform 
knowledge into economic activity, that is, 

it is necessary to reinforce the premise of 
teaching entrepreneurship” (ROSS et al., 
2016, p.17).

This way, the entrepreneur must act as 
an agent of social transformation, since he 
creates and distributes values for individuals 
and society, that is, he is the protagonist of the 
resulting economic growth.

The Global Entrepreneurship Monitor 
(GEM, 2014) has indicated that the more 
formal education an entrepreneur has, the 
more chance he or she will have to create a 
business based on a real opportunity.

According to Ross et al. (2016), both 
formal education and entrepreneurial 
education are important to strengthen beliefs, 
attitudes, skills and knowledge, which will be 
fundamental to the individual’s performance. 
The earlier this entrepreneurial education 
process begins, the more chances there are of 
favoring the development of a series of skills 
that will make graduates better prepared for 
the challenges of postmodern society.

“Entrepreneurial education plays an 
important role in the educational training 
of post-modern professionals, especially 
in courses in areas more related to new 
technologies. It is believed that, because of 
the rapid changes that have taken place in 
the job market – which affect all segments 
– and the increase in the perception of 
the importance of small businesses in the 
global scenario, more and more courses 
perceive the urgency of including the topic 
of entrepreneurship in training. of their 
students (LOPES et al., 2010, p.81)”.

Therefore, the importance of 
entrepreneurship in education is clear. 
According to Oliveira (2012), the entrepreneur 
is one who knows how to identify business 
opportunities, organize actions to conquer the 
market and contribute to the evolution of the 
environment in which he is inserted. However, 
it must be recognized that the student spends 
years, from elementary school to university, 
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without contact with a more business-
oriented approach and of extreme importance 
in the future of his career. Nowadays, more 
and more undergraduate students have 
considered new criteria for self-realization, 
in which the priorities are no longer just the 
search for a job, but also the opportunity to 
open their own business.

For Dolabela (2008a), it is not enough for 
the entrepreneur to be very prepared in a 
given specific technical knowledge, without 
knowing areas such as finance, marketing, 
organization and other contents of the 
business area. As a result, some authors, 
such as Saes and Pita (2007), argue that 
higher education institutions (HEIs) must 
think of a way to implement the teaching of 
entrepreneurship and management in higher 
education courses, so that this knowledge can 
contribute to generation of a new business 
profile in the future.

“It is the beginning of a revolution... 
the teaching of entrepreneurship as an 
instrument for economic growth and 
social development, by stimulating people’s 
creativity and autonomy. the most important 
tomake sure that in all courses [...] there 
is always content on entrepreneurship 
(DOLABELA, 2008a, p.187, this stretch was 
highlighted by the author)”.

In turn, teaching entrepreneurship requires 
a certain innovation in working methods. In 
this sense, the traditional school, which teaches 
and evaluates using methods with predictable 
results, seems to ignore that the knowledge 
society is based on cognitive, personal and 
social skills, which are not acquired in the 
conventional way and which increasingly 
require, of proactivity, collaboration, 
personalization and entrepreneurial vision on 
the part of students (MORÁN, 2015).

Traditional methods, which are centered on 
the role of teachers as radiators of knowledge, 
made sense when access to information was 
more difficult. With the advent of the World 

Wide Web and the socialization of many 
courses and teaching materials, one can learn 
in a much more practical and accessible way 
(ALMEIDA, 2010; VALENTE, 2014).

“The biggest challenge of the professor in 
Higher Education is to make the academic 
to have an effective participation in 
the classroom discussions. Pedagogical 
practice in Higher Education must be taken 
very seriously. It requires postures and 
commitments to a process that educates for 
the autonomy of the academic, mediated 
by the teacher. Only an education that has 
freedom as its principle can help to build a 
more humanized society” (DEBALD, 2003, 
p.1)

Thus, and also according to Debald (2003), 
it is clear that the difficulty for a teaching-
learning process to become successful is 
not, normally, in the content to be offered, 
but in the methodological aspect that is 
used. Contributing to the evolution of this 
new learning method, the so-called “Active 
Methodologies” focus on developing the 
learning process, using real or simulated 
experiences in different contexts (BERBEL, 
2011).

Since the second half of the 20th century, 
when higher education institutions are called 
upon to propose their teaching methods, 
techniques and conceptions in different areas 
of knowledge, the standard training that 
adopts an organized teaching centered on 
the teacher and with practical activities in an 
eminently predictable scenario and marked 
by unidirectionality in the teacher-student 
relationship. This “model” is responsible for 
training professionals who master the most 
varied types of technologies, but who are 
incapable of dealing with the subjective, social 
and cultural dimensions of people in our 
country (BRANT, 2005).

Meanwhile, other institutions have 
proposed more innovative, disruptive models, 
even without disciplines, that redesign the 
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teaching-learning project, the physical spaces, 
the methodologies, to focus on activities, 
challenges, problems, games in which each 
student learns in the your own pace and need. 
In addition, they also start to learn from others 
(teaching by peers) in groups and projects, 
under the supervision of mentor teachers. 
In this sense, methodologies that seek more 
proactive students need to adopt techniques 
in which students are involved in increasingly 
complex activities, which have to make 
decisions and evaluate the results. All this with 
the support of relevant materials, that is, they 
need to try out countless and new possibilities 
to try out their initiatives (MORÁN, 2015). 
According to the same author (p.18):

“Some components are fundamental for 
the success of learning: the creation of 
challenges, activities, games that really bring 
the necessary competences for each stage, 
that request pertinent information, that offer 
stimulating rewards, that combine personal 
paths with meaningful participation in 
groups, that insert into adaptive platforms, 
which recognize each student and at the 
same time learn from interaction, all 
using the appropriate technologies. Games 
and classes scripted with the language of 
games are increasingly present in everyday 
school life. For generations used to playing 
games, the language of challenges, rewards, 
competition and cooperation is attractive 
and easy to understand. Collaborative and 
individual, competition and collaboration, 
strategy games, with well-defined stages and 
skills, are increasingly present in different 
areas of knowledge and levels of education. 
The articulator of the individual and group 
stages is the teaching team (teacher/tutor) 
with its ability to monitor, mediate, to 
analyze the processes, results, gaps and 
needs, based on the paths taken by students 
individually and in groups”.

According to Miter et al. (2008) 
problematization, used by active 
methodologies as a teaching-learning didactic 
resource, always aims to interact in a different 

and stimulating way with the student, because 
only then will he re-signify his discoveries. The 
author concludes that active methodologies, 
this way, can significantly and effectively favor 
the teaching-learning process.

Morán (2015) proposes the following 
segmentation in formal education: 1) The 
blended, blended, blended model, in which 
tactics – physical and virtual – come together 
in different groups and times, according to 
need, with a lot of flexibility, without rigid 
schedules and rigid planning; 2) Active 
methodologies: in which techniques based on 
practices, activities, games, relevant projects 
are applied than in the conventional way, 
combining collaboration (learning together) 
and personalization (encouraging and 
managing individual paths) and, finally, 3) 
The model online with a mix of collaboration 
and personalization. In this last model, each 
student develops a more individual path and 
participates in certain moments of group 
activities.

Regardless of the alternative model 
to be followed, students must always be 
communicated, from the beginning, that 
they need to take the lead in the teaching-
learning process, developing in order to 
satisfy their individual needs and professional 
perspectives. Ribeiro et. al. (2003) and 
Barrows (2001) believe that delegating 
responsibility for learning teaches students to 
learn throughout their working lives.

Taking responsibility for one’s own learning 
implies, according to Woods (2000), quoted 
by Borges and Alencar (2014):

“that students perform the following 
eight tasks: (1) explore the problem, raise 
hypotheses, identify and elaborate research 
questions; (2) try to solve the problem with 
what is known, observing the relevance 
of your current knowledge; (3) identify 
what you don’t know and what you need to 
know to solve the problem; (4) prioritizing 
learning needs, setting learning goals and 
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objectives, and allocating resources so as to 
know what, how much, and when is expected 
and, for the team, determine what tasks each 
will do; (5) plan, delegate responsibilities for 
the team’s autonomous study; (6) share new 
knowledge effectively so that all members 
learn the knowledge researched by the team; 
(7) apply knowledge to solve the problem; 
and (8) evaluate new knowledge, problem 
solving and the effectiveness of the process 
used and reflect on the process”.

According to Oliveira and Sauaia (2011), 
among the different active methodologies 
mentioned, with the technique of “business 
games” it is possible to visualize the result 
of decisions and modify them in different 
simulated periods of time. This difference 
illustrates the main advantages of using 
business games in the teaching-learning 
process in management and entrepreneurship: 
the ability to observe the consequences of 
decisions made by students and the possibility 
that they will learn from the successes and, 
perhaps, mainly with errors (KEYS; WOLFE, 
1990; SAUAIA, 1995; OLIVEIRA, 2009). Li 
and Baillie (1993) reinforce the great stimulus 
to student participation as another advantage 
of the application of business games, as it is 
a competition, normally stimulating for the 
initiative process to search for solutions. 
There are some studies, such as those by Wolfe 
and Guth (1975), Tompson and Dass, (2000), 
Nakano and Terano (2004), Sauaia (2006) and 
Motta and Armond-de-Melo (2008), which 
try to integrate cases and business games, as 
well as others that deal with the combination 
of the technique of “problem-based learning” 
(PBL) with business games (MAXWELL; 
MERGENDOLLER; BELLISIMO, 2004; 
ANDERSON; LAWTON, 2009).

As for the exact origin of business games, 
Sauaia (1997) points out that, even today, there 
is some controversy on the subject. According 
to the author, the first use of business games 
was attributed to Top Management Decision 

Simulation, developed for the American 
Management Association, which would have 
applied, for the first time, at the University 
of Washington, in 1957, a game for a student 
audience. As the author reinforces, in a 
business game, participants exercise analysis 
of business problems and practice decision 
making in simulated organizations, described 
in operational and financial reports.

With this, the technique of the business 
game allows the exercise of strategies, without 
taking the risks of a real company. Business 
games are based on a simulation model in 
which the characteristics of a particular 
company and the environment that surrounds 
it are portrayed in an approximate way to real 
situations so that decisions are made (KEYS; 
WOLFE, 1990). Also according to Sauaia 
(1997), since this first attempt, debates have 
taken place about the definitions of simulation 
and games and how they must be defined and 
differentiated.

MATERIAL AND METHODS
In order to better understand the material 

and methods used, the techniques that 
generated the collection and analysis of 
the information that make up the present 
investigation are presented below.

A case study is a history of a past or current 
phenomenon, drawn from multiple sources of 
evidence, which may include data from direct 
observation, testimonials and systematic 
interviews, as well as research in public and 
private archives (VOSS; TSIKRIKTSIS; 
FROHLICH)., 2002). It is supported by a 
theoretical framework, which guides the 
questions and propositions of the study, brings 
together a range of information obtained 
through various data and evidence collection 
techniques (MARTINS, 2008).

For the application of the dynamics of the 
business game, the system developed by the 
Brazilian Service of Support to Micro and 
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Small Enterprises (SEBRAE) was used, which 
assumes the role of an autonomous Brazilian 
social service and which aims to assist the 
development of micro and small companies., 
stimulating entrepreneurship in the country. 
SEBRAE is a non-profit private entity 
created in 1972. It also works with a focus 
on the process of formalizing the economy 
through partnerships with the public and 
private sectors, qualification programs and 
specific training in the areas of management 
and entrepreneurship, fairs and rounds of 
business. Part of this effort gained visibility 
with the approval of the General Law for Micro 
and Small Enterprises, in December 2006. In 
addition to consulting business with regard 
to various issues such as Starting a Business, 
Setting Sales Prices, Financial Administration, 
Resources Humans, among others, SEBRAE 
also has several special projects. Among 
them is the Credit Orientation Project where, 
through courses given by instructors who 
undergo rigorous selection, entrepreneurs 
learn how to best use credit or microcredit. 
EMPRETEC, a course aimed at developing 
entrepreneurial principles in entrepreneurs, 
is also very successful. More details on the 
performance of this body can be seen on the 
SEBRAE website: http://www.sebrae.com.br/
sites/PortalSebrae.

The business game applied to FZEA/USP 
undergraduate students is called “Simulated 
Management” (GS) and was specifically 
developed for use in staff training with the 
application of the “Young Entrepreneurs” 
module, offered by SEBRAE and in which 
the person responsible for the disciplines was 
trained to act as an agent for disseminating 
the technique.

Initially, this active methodology is 
presented in an introductory way, showing its 
importance in planning the teaching-learning 
process. As a fundamental reading for the 
understanding of the entrepreneurial process 

and its concepts, the book “The secret of 
Luísa” by Fernando Dolabela (2008a) is used. 
By reading the first chapter of the book, the 
motivation and profile of the entrepreneur is 
shown, in chapters 2 to 3, the validation of the 
idea and in chapters 4 to 6, the elaboration of 
a business plan.

The application of the dynamics of the 
business game is preceded, then, by reading 
and clarifying the rules and theory that prepare 
the dynamics contained in the “Manual 
of Business Simulation (GS)” that is made 
available to students at least 60 days before the 
start of the activity. practice. When starting the 
rounds (maximum 10) of the business game, 
students are divided into teams (maximum 
9) according to the number of students in 
each class and get in touch with a newsletter 
for each round with market conditions and a 
spreadsheet for data entry with the decisions 
to be taken (hiring personnel, pricing and 
marketing policy, acquisition of inputs and 
machinery, loans, among others). Each round 
takes place with an established deadline, so 
that teams are trained to work under time 
pressure and in the practice of leadership and 
group work with delegation of tasks in the 
main departments of a company.

After the decisions made by each team, the 
data are input by the teacher-advisor of the 
dynamics and the system presents four groups 
of managerial reports at each round of the 
game, called: a) Confidential Report - which 
each company receives separately (instructs 
the company’s situation regarding the 
management of inventories of inputs, finished 
products, operating results and cash flow); 
b) Balance Sheet; c) Evaluation Report (with 
performance calculation in four variables – 
see figure 1) and d) Economic and Financial 
Indicators (Figure 2).

http://www.sebrae.com.br/sites/PortalSebrae
http://www.sebrae.com.br/sites/PortalSebrae
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Figure 1 - SEBRAE Simulated Management System Evaluation Report
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Figure 2 - Report of Economic and Financial Indicators of the Simulated Management system of SEBRAE

Course Offered subject Offered period Work load

1 - Animal husbandry ZEB 0426 – Entrepreneurship and 
Projects in Agribusiness 8º semester 60h

2 - Veterinary 
Medicine

ZEB 1348 – Fundamentals of 
Entrepreneurship and Project 
Planning

9º semester 60h

3 - Biosystems 
Engineering

ZEB 1052 - Management,
Innovation and Entrepreneurship 7º semester 30h

Table 1 - Hours and semester of offering entrepreneurship courses at FZEA/USP
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Regarding the determination of research 
sampling, Trivinõs (2009) states that in 
qualitative research random resources can 
be used to set the sample. In the case of 
the research in question, all subjects who 
experienced this practice between 2003 and 
2018 were considered, totaling 38 classes 
during the period, with 1,272 participating 
students.

At each round of the game (10 in 
total), operational aspects and difficulties 
encountered in decision-making are discussed 
separately with each team. In the tenth round, 
a general assembly is held in which each team 
summarizes its strategies, presenting and 
justifying its results to all participants. At the 
end, all students answered a questionnaire to 
record the main perceptions regarding the 
applied method (difficulties, main learnings, 
explanation of the strategy used by each team, 
effectiveness of content assimilation, among 
others). Part of the statements that summarize 
this general perception are presented in the 
results and discussions section of this work.

The technique of business games in 
the entrepreneurial education of students 
was applied within the syllabus of the 
curriculum of disciplines at FZEA/USP, 
involving the teaching of entrepreneurship 
in the undergraduate courses in Animal 
Science, Veterinary Medicine and Biosystems 
Engineering, respectively: Entrepreneurship 
and Projects in Agribusiness (ZEB0426), 
Fundamentals of Entrepreneurship and 
Project Planning (ZEB1348) and Management, 
Innovation and Entrepreneurship (ZEB1052).

Regarding the workload and the semesters 
of offering the subjects involving the theme of 
entrepreneurship at FZEA/USP, the following 
details can be observed in Table 1.

In all the undergraduate courses analyzed, 
the words entrepreneur and entrepreneurship 
are accompanied by terms such as innovation, 
managerial practices, creativity, capturing 

opportunities, managerial strategy and project 
design. This way, the association of other 
concepts to the theme, such as innovation, 
management, financial analysis, marketing, 
among others, is done in order to meet specific 
demands for each course, aiming at the most 
adequate qualification of its students.

RESULTS AND DISCUSSIONS
The disciplines listed are or were under the 

responsibility of Professor Dr. Celso da Costa 
Carrer, responsible for the Coordination of 
the Center for Innovation, Entrepreneurship 
and University Extension (UNICETEX), 
teaching laboratory of the Department of 
Biosystems Engineering (ZEB) at FZEA/USP, 
in the thematic area of   Business Management 
and Entrepreneurship, during the period 
analyzed.

The active methodology used by the teacher 
in charge is based on the pedagogical theory 
focused on entrepreneurship suggested in the 
books “O Segredo de Luísa” (Dolabela, 2008a), 
“Oficina do Empreendedor” (Dolabela, 2008b) 
and “Pedagogia Empreendedora” (Dolabela, 
2003), which show, according to Carrer (2011), 
that entrepreneurship must be expressed as 
a fundamental element in the construction 
of the collective well-being, contributing 
as a path to the construction of freedom. 
Entrepreneurship cannot be considered as the 
only objective of income concentration, but 
as a priority tactic to fight poverty and social 
inequality, assuming, therefore, a strong bias 
towards the development of ethical and social 
aspects with its students.

According to the same author, the main 
objectives of the methodology of teaching 
entrepreneurship are:

1. Stimulate the student’s ability to choose 
without influencing their decisions;

2. Prepare the student to follow his own 
path as a citizen;
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3. Treat entrepreneurship as a way of being 
and not just doing;

4. Develop students’ potential to be 
entrepreneurs in any professional activity;

5. Prepare the individual to actively 
participate in the construction of social 
development.
For the teaching of entrepreneurship to be 

developed in an efficient way, both the teacher 
and the students must jointly build knowledge 
from real situations, solving problems that 
may arise in the elaboration of the business 
plan.

This methodology, which aims to develop 
an entrepreneurial vision in students, must be 
focused on the long term, making students, 
during the undergraduate course, acquire a 
proactive attitude in their future professional 
careers.

“The methodology developed equips 
students, in fact, with essential knowledge for 
professional practice through the simulation 
of business games and the determination of 
the previously simulated economic viability 
(CARRER, 2011, p.13)”.

A general analysis of the data allows us to 
say that the subjects fulfilled their objectives 
(without significant difference in relation to 
the class/year and undergraduate course) 
satisfactorily. The results showed that the use 
of the active methodology used was effective 
to stimulate learning in 90% of the students, 
with 98% suggesting the reapplication of the 
method for future classes. Below are some 
of the answered statements, considered 
syntheses of the result of the teaching-learning 
process. The identification of the class and the 
respondent (when named) will be preserved, 
as many testimonies assume the same general 
line of responses summarized for now.

“...We understand that the method must 
continue to be used for future classes 
because, even with all the difficulties faced, 
in the end, everything comes true in the 

absolute certainty that we managed to evolve 
a lot during the methodology, since the 
beginning of our studies... ”

The general line contained in the students’ 
answers indicated that the method also 
induced the exercise of leadership and 
pro-activity in the teams that participated, 
contributing to a postural change, at the 
same time that it stimulated the process 
of entrepreneurial formation focused on 
autonomy and initiative.. This finding is 
consistent with Santos (2000) and Ross et al. 
(2016) who advocated that the education of 
the future must prepare people for changes in 
the world of work 

“....The business game (GS-SEBRAE) is a 
competition that simulates and practices 
concepts of corporate life through a model 
that considers the main variables of the 
business environment in which it works. 
The foundation of the game is to make us 
put ourselves ahead of the routine decisions 
of a company, taking into account the need 
to live with uncertainty, management tools 
and an elaborate planning of activities...”

“...The discipline and the game helped to 
develop skills such as market observation 
and analysis, planning, understanding, 
capacity for synthesis, leadership and 
teamwork, initiative, pro-activity, ability 
to respond to challenges and work under 
pressure, group coexistence, tolerance, 
knowing how to listen, that is, it was an 
excellent moment of maturation at the end 
of our academic trajectory...”

The evaluation of the method used indicates 
that the discipline was considered satisfactory 
by 83.3% of the students, with emphasis on 
the following aspects:

“...The business game was very useful for 
learning a subject that we were almost 
completely unaware of until then. In our 
technicist priority training, the discipline 
was able to provide, in a short time, a vision 
and learning in the management area that 
we did not believe we would be able to. 
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The game’s methodology also stimulates 
the search for theoretical knowledge in 
the matter and stimulated critical and 
questioning development by demanding 
our involvement with reality from studies 
of simulated situations with problems very 
close to what we will find in our future 
professional life... ”

The interaction of theoretical and practical 
aspects was satisfactory for 80% of students:

“... Excellent method to learn and put 
into practice management tools, such as: 
production and inventory controls, cash 
flow, production cost calculation, etc...”

The recognition, on the part of the students, 
that the discipline has worked on skills that are 
important to training – already discussed and 
explained by numerous authors, such as Brant 
(2005), Perrenoud (2002) and Alarcão (2005) 
– indicates that the way in which the discipline 
was organized in line with the proposals for 
curricular reformulation and changes in the 
graduation of the professions that received 
this methodology. The testimonies were in 
line with the findings that indicate the ability 
to observe the consequences of decisions 
made by students and the possibility that they 
will learn from successes and mistakes (KEYS; 
WOLFE, 1990; SAUAIA, 1995; OLIVEIRA, 
2009).

“...Group work also helps to develop 
characteristics such as cooperation, 
responsibility and interaction among the 
members. In addition, people who had more 
difficulty understanding something about 
the game had an easier time understanding 
when colleagues tried to explain and with 
that, doubts were clarified and everyone’s 
performance was improved. The main 
advantages of group decisions were: 
increased commitment and interest in 
learning the subject. We felt that we were 
really waiting for the results, wanting to 
understand our successes and our mistakes. 
In the end, we realized that we can effectively 
learn from the mistakes and solutions that 
we tried to give to the problems...”

Regarding their own performance in the 
course, 85% of the students assume that they 
have actively participated in the learning 
environments and that this has contributed to 
the acquisition of new content on the subject 
of entrepreneurship and management. In 
another aspect, 92% of students say they feel 
more prepared to enter the job market after 
finishing the course.

“...First of all, the business game served to 
review our paradigms and worldview, in 
the end with a strong impact to encourage 
us to leave our comfort zone and our beliefs, 
serving to rebuild our behavior towards 
colleagues and the teacher.. We will surely 
be more prepared to face our professional 
problems that will come soon...”

What can be concluded, based on these 
data, is that, unlike the eminently theoretical 
disciplines, the experience of these students in 
the practice scenarios made all the difference 
in the development of the necessary skills to 
work with a more mature view of the market, 
which is, according to our understanding, a 
merit of the discipline. 

“...At the end of our journey in the business 
game, it is possible to notice a greater 
understanding of the subject studied and a 
maturation experienced in the organization 
of tasks and the routine of making 
decisions based on real market problems. 
The knowledge acquired through the 
dynamics enabled greater critical thinking 
and experience, helping to make us more 
prepared people to face the job market. 
In addition, the group learned to divide 
and delegate tasks so that we can take this 
experience into our lives...”

“...The main lessons learned were: in the 
development of communication, the ability 
to deal with difficulties, the possibility of 
having had an experience in the area of 
business management and very similar 
to what happens in practice. It was very 
important to know how to listen and discuss 
other opinions, sometimes totally different 
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from what we were used to...”

CONCLUSIONS
This preliminary study seems to confirm 

the need to transform the hegemonic teaching 
practices, which today legitimize traditional 
conceptions, centered on the protagonism of 
the teacher and the passivity of the student.

With the implementation increasingly 
resulting from disciplines involving 
entrepreneurship and innovation in 
undergraduate courses at our universities, it 
is necessary that new learning measurement 
methodologies be implemented, stimulating 
the development of innovative ideas in 
undergraduates and enabling better conditions 
for achieving a best innovative potential in the 
new reality of the business world.

The results obtained in the entrepreneurship 
disciplines of the Zootechnics, Veterinary 
Medicine and Biosystems Engineering 
courses at FZEA/USP proved that active 
methodologies, even when encountering some 
resistance from students at the beginning, are 
efficient in the teaching-learning process for 
the business world, being able to help in the 
training of future professionals.

According to the results obtained in 
this study, which is still preliminary, it is 
encouraged to explore the large amount of 
qualitative information to be tabulated to better 
understand the impact of the methodology on 
the teaching-learning process and to serve as 
a basis for the continuous improvement of 
learning results in the area of   entrepreneurship 
and management for the new undergraduate 
and graduate classes at FZEA/USP.
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