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Abstract. This paper aims to present a method for Systematic Literature Review
(SLR). SLR is a method for examining the scientific literature that develops
insights, critical reflection, future research paths, and research questions. SLRs
are common in disciplines dominated by quantitative approaches, but they can be
adapted in studies of generally accepted quantitative and qualitative approaches.
Approach: literature review, as a written work used for academic purposes, must
have a logical, clear, and planned structure. In addition, this SLR also requires
research that has been carried out using qualitative, quantitative and mixed
methods.

These findings provide evidence that from the management of research arti-
cles, research clusters were found that were developed, namely: Entrepreneurs
Education, Small Business Development, Business Games simulations, Creativity
and innovation, Start-Ups, Entrepreneurial support organizations. From the clus-
ters that have been obtained, the researchers conclude that each cluster becomes a
game learning solution in improving entrepreneurial skills. In addition, it is hoped
that from the Vosviwer data that has been processethe into a research agenda find-
ing, the researchers suggest that the future research agenda is contextual agility.
So that future researchers will discuss more deeply about how contextual agility
in improving entrepreneurial skills.

Keywords: Structured literature review · Games learning method ·
entrepreneurial ability · entrepreneurship education

1 Introduction

The development of entrepreneurship is very influential for economic growth in every
country. Entrepreneurship can also contribute to improving the standard of social life,
by creating jobs, economic rewards and job satisfaction [1]. So that there are significant
changes, including changes in the field of education. The main purpose of the education
system is to equip students with basic skills that will lead them to knowledge and
provide information directly to students. One of the targeted abilities to be obtained is
entrepreneurial ability [2]. In a narrow sense, entrepreneurial ability is the ability to start
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a business [3]. Entrepreneurial skills cover the entire process from basic ability to engage
in all aspects of business activities to comprehensive management and entrepreneurial
skills to self-employment skills [4]. Some of them mention that entrepreneurship is a
factor that positively affects the growth and development of the national economy and
the welfare of the community. It is also defined as a multifaceted phenomenon due
to participation in job creation, introduction of innovation, support of competition and
improvement of economic efficiency [5].

However, entrepreneurship education is still relatively immature and is rarely ade-
quately addressed at the strategic level by universities or national policy [6]. This is
especially true in technical colleges, which is very important, especially considering the
potential for innovation that comes from studying and utilizing technology to improve
skills [7]. This issue involves content and teaching methodologies and tools, because
problem solving and multidisciplinary are important for the development of students’
entrepreneurial attributes in scientific and technical fields. According to Dale’s experi-
ence cone theory proposed by Edgar Dale explains that students can only remember 10%
of what they read, but almost 90%, if they are involved in work, even if the simulation
is in a job/game [8]. So a game-based learning method is needed so that students can
apply it. One of the learning methods that will be discussed in this study is using the
games learning method.

In improving entrepreneurial sills, a learning process is needed through the Games
learning method. Games Learning is learning that is applied by adopting a game system
to motivate students’ abilities. Games Learning is a system that is applied in learning,
where educators can adopt a game for cognitive needs and learning motivation so as to
stimulate students’ critical thinking skills [9]. Games are a fun activity, trying to find
solutions and problems faced. Games have been used as a tool in facilitating effective
learning [10]. With Games Learning, students will provide direct feedback (which is
efficient for procedural learning) and assessment and enable personalized learning [11].
Furthermore, students place learning that has an active, stimulating role in increasing
abilities in entrepreneurship [12].

Previous researchers have argued that games can improve teaching and learning that
using games in the classroom can motivate students to help students with knowledge
construction. Games Learning can make it easier to start a business idea until the idea
develops [13]. In this context, the notion of game-based learning has been approached
through the cognitive learning dimension [14]. A review of previous researchers explains
that in theUS in 1994more than 200 business gameswere used by 1,700 colleges offering
business programs [15]. The current state of the art shows the increasing use of such tools
at US Universities in the progressive adoption of cutting-edge technologies (eg virtual
reality, artificial intelligence) [15]. Some elements of the Games Learning method are
challenges, rules, interactions, goals, results and feedback. The elements of challenges
that exist in the gamewith all the provisions thatmust be obeyed, are able to train students
in responding to problems to be able to solve them using the abilities they already have.
As is Games learning is expected to be able to increase entrepreneurship.

This article will be used on PICEEBA 9 which aims to provide a forum for partic-
ipants to disseminate their ideas and research results and develop their networks. With
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the contribution to Piceeba 9, it is hoped that this conference can provide a deeper under-
standing of the issue of Economic Education in the games learning literature in universi-
ties. This year’s PICEEBA theme is “Leap to the imminent future: Seizing Opportunities
in Education, Economics, and Business”. In this conference, we invite experts, practi-
tioners and observers from around the world to sit together to explore various issues and
debates about economics, economics, business and management education, accounting,
and entrepreneurship.

The literature review of this article on Games learning aims to improve
entrepreneurial skills. So that it is hoped that later it will be used in theworld of education
to foster creativity and innovation in improving entrepreneurial abilities. In addition, the
goal is that students are able to start a new business (start-up) with various literature
studies that will be carried out. Thus, the purpose of this article will be to discuss in
more depth the game learning method in improving entrepreneurial skills. How is the
platform used in entrepreneurship learning by using a platform that can build creative
and innovative students. In practitioners of the global economy, entrepreneurship will
have a major impact on the welfare of society, especially in Indonesia. With these learn-
ing games, they will be able to seize opportunities in the economy and business. It is
hoped that this learning game will be useful to other parties and be a consideration in
reading it.

Games learning literature regarding the effect on increasing entrepreneurial skills.
So this article will discuss the synthesis of the previous literature on this topic. Therefore,
we conducted a systematic literature review (SLR) of the existing literature on games
learning. The SLR method is known to produce robust, reliable and replicable findings
[16]. Our study contributes to the existing literature by systematically reviewing findings
from 81 articles onGames learning in the journal ScienceDirect and searches on Google
Scholar. We first identify and collect literature on games learning relevant to our topic of
interest. So, the researchers raised the title of the Games. Method Learning to improve
entrepreneurial skills a literature review study The systematic literature review (SLR)
“aims to provide a complete, detailed and fair picture” [17]. The purpose of this study is
to understand the concept of the Games Learning method to determine future research
agendas, so that systematic literature review is a suitable methodology to create a fair
synthesis of related evidence to improve entrepreneurial abilities.

1.1 Entrepreneurship

Entrepreneurship is defined as the process of creating value, building a new business
from a profit-oriented business, or creating a new business or creating new goods or
services [18]. According to [19] Entrepreneurship is a kind of behavioral feature, and this
characteristic may not be present in every individual. Entrepreneurship has been defined
as a term by many theorists [20]. Defining entrepreneurship education as a targeted
intervention carried out by an educator in the lives of students through entrepreneurial
qualities and teaching skills, which will enable students to survive the dynamics of the
business world [21].

In other words, entrepreneurship is the creation of new and unknown information,
including opportunities to see existing opportunities or create opportunities [18]. The
concept of entrepreneurship as “a process in which several opportunities are sought
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to create value and different resources are brought together to benefit from these
opportunities [22]”.

Entrepreneurship is a dynamic decision process. Based on the available information,
knowledge, talent and experience, the entrepreneur decides to explore the previously
identified opportunities. All creative processes for corporate courage starting from the
culture, leadership and mindset of entrepreneurs, applying their creativity and develop-
ing innovative ideas, trying to gain some competitive advantage from strategic creations
in the medium or long term will lead to wealth creation [23]. Strategic planning enables
entrepreneurs to explore possible future growth and business development scenarios,
understanding when is the right time to build your resources (for example, trained per-
sonal destructuring, ed customer portfolio development, etc.) that will enable the com-
pany to move towards healthy development. The growth of this company can also be
analyzed externally, consider environmental trends and determine the value of what the
company has to offer, according to the characteristics of current and potential market
demand. The better the entrepreneur understands the structure and functioning of the
systems (his company and environment) in which you operate, the greater your chances
of success. Therefore, companies need to be in continuous learning, as a prerequisite for
their healthy development [24].

1.2 Entrepreneurship Ability

Entrepreneurial ability is the key to the skills and tacit knowledge possessed by
entrepreneurs. Entrepreneurial ability This is the intellectual capital owned by indi-
viduals. Abilities include high-level features, personality, skills, and knowledge [25].
Entrepreneurial ability is the ability to organize various sources or factors of production
effectively and efficiently so that the business is successful and develops and can provide
goods and services for the community [26]. In addition, the entrepreneurial abilities pos-
sessed by an entrepreneur include technical abilities, abilities in business management,
and personality abilities in entrepreneurship. The ability in entrepreneurship is a busi-
ness, especially business leaders who are able to manage existing resources including
managing their workers in achieving their business goals. This ability in entrepreneur-
ship is the driving force to achieve business goals (achieving goals through others) which
is the basis for the success or failure of the business [27].

Entrepreneurial ability refers to the ability to manage and manage a company in
the process of starting a business. In addition, entrepreneurial ability includes innova-
tion, ability to use knowledge and comprehensive ability [28]. The author believes that
entrepreneurial ability is the acquisition of knowledge by students, and the combination
of acquired knowledge, information and practical activities to create a product or service
in the process of creating social value. In achieving the goals of an organization requires
a skill or art (art). A manager in carrying out the management function should utilize
the management elements he has [29]. Furthermore, in forming competencies, it needs
to be managed properly so that it is more efficient in business activities.
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1.3 Games Learning

Games Learning is a system used in the educational process that allows users to use
games to meet the cognitive interests and motivational needs of students’ learning [35].
In this learning, students need to learn, but they need a fun approach. Games This is
one model that is applied to train the brain’s ability to overcome conflicts and problems
contained in a game.

The problems and conflicts that arise in the Games are taken from real life and
combined with imaginary aspects. Learnig Games are used to resolve conflicts and
problems in a more interesting way. Game -based learning model is a way to present
learning material in the form of games. The potential of the game as a learning model
can be used as a model of student motivation. This is because the game has the ability to
affect the cognitive and emotional aspects of students simultaneously [36]. This method
is used to make resolving conflicts and problems more interesting and varied.

Game -based learning model is a way to present learning material in the form of
games. The potential of the game as a learning model can be used as a model of student
motivation. Games have the ability to influence the cognitive and emotional aspects of
students simultaneously [37]. In games, students learn to consider and correlate cause
and effect, focus and recognize problems in games, and find solutions to problems in
games. How to present material through various forms of play activities and create a
fun, serious but relaxed atmosphere for students to learn happily [38]. Therefore, it can
be concluded that learning that utilizes games can provide an interesting, challenging,
innovative learning environment and increase the creativity of students. [39] stated that
these games have been referred to by various terminology, such as educational games,
digital learning games, GBL, edutainment games, persuasive games, epistemic games,
instructional games, and serious games.

2 Methods of Research

The current study conducted a systematic literature review study that focused on the rela-
tionship between game learning applications in improving entrepreneurial skills [40].
Literature review is a literature search, both international and national, which is car-
ried out using the Google Scholar database [41].The main reason for conducting this
review is to explore the current impact of the Games application learning in improving
entrepreneurial skills. Notably, despite decades of growing research on games learning
in enhancing entrepreneurial skills attempts to translate existing findings into a system-
atic review [42]. Literature review is a literature search, both international and national,
which is carried out using the Google Scholar and ScienceDirect databases [41].

This writing uses secondary data. The purpose of this SLR method according to
[43] is to be able to identify, assess, interpret the findings of a research topic. In this
paper, the author uses data from various previous research results sourced from journals
relevant to the research theme. This writing uses descriptive analysis, the analysis of
the data can be obtained by analyzing and analyzing in depth systematically, critically,
so that it is described in a narrative so that it becomes easy to understand by stating an
accurate and up-to-date information on the phenomenon that occurs. To get maximum
results Research Questions (research questions) are arranged to focus more on a review
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Table 1. Research Question

ID Research Question Games Learning

RQ 1 What research has developed in Games
learning

Identify research that has developed in
Games learning

RQ 2 What are the themes that develop with
existing research

What are the themes that develop with
existing research

RQ 3 What are the research gaps and research
opportunities that can be done by further
research.

What are the research gaps and research
opportunities that can be done by further
research.

Source:Data Processed 2022

Table 2. Inclusion Criteria In This Literature

Inclusion Criteria The research was conducted in the field of education on entrepreneurship
learning using the findings of previous research related to the topic of the
problem. This study discusses and compares

Exclusion Criteria Articles that are not open access and articles that only include abstracts.

Source:Data Processed 2022

of a literature study and can make it easier for researchers to find related data. Research
Questions (RQ) in this study are (Table 1).

The articles used in the literature review are articles used on Google Scholar and
ScienceDirect using the keyword “Games Learning”. The articles taken from these sites
are open access articles that are relevant in this study. The articles were then sorted
according to the research topic so that the relevant articles collected were as many as
81 articles. The article is considered to be representative of the entire research article on
“Game Learning Methods in improving entrepreneurial skills”. The article was taken
within the last 10 years. In the selection of articles used in literature writing, inclusion
and inclusion criteria are needed to select the main research. The results of the search
for data with these criteria will be used by the author to review articles. The inclusion
criteria in this literature are shown in Table 2.

After determining the inclusion and exclusion criteria, the selection of articles to be
reviewed is followed by a chart of the article selection process (Fig. 1).

3 Research Results

3.1 Research Profile

Research profile regarding descriptive statistics in the research that has been done. The
profiles taken in the research that has been carried out are as follows: from the articles
that have been reviewed, there is a profile of research that has been traced based on
geographical conditions as shown in Fig. 2. Furthermore, it is traced based on the year
published by taking the years 2012–2022 in Figs. 2 and 3. Then the research profile is



Games Learning Method in Improving Entrepreneurial Skills 271

Fig. 1. Selection process

traced based on the publication source shown in Fig. 4. Furthermore, the profile to be
taken is seen from the research methodology used. It is in Fig. 5.

In the first step, we read and analyze studies from several published research results,
there are 81 articles to understand learning game learning applications in improving
entrepreneurial skills. Research on games learning and entrepreneurship began in 2012
to 2022. With the largest number of studies published in 2021. This upgrade reflects
the increasing role of the Games larning app in enhancing capabilities. A traced review
of published sources revealed that most of the studies appeared in the journal Procedia
Computer Science (Fig. 2).

Games learning research has used research methods consisting of 43 quantitative
approaches, while research methods using a qualitative approach are 26 methods and
a mixed method methodology is 12 methods. Quantitative methods in several stud-
ies explain that the analysis concerns quality [44]. Next on the mix methods feasible
decision-making model that will be used by future entrepreneurs to determine which
type of project category the entrepreneur can choose to host and project outcomes [45].
The qualitative research provides a collection of various data on respondents in higher
education around the world part of the research literature that is traced. The research
method in this model is a type of quasi-experimental design research in the evaluation
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Fig. 2. Context by geography

Fig. 3. Research Methods used by the research

instrument. The focus in this article is on methodologies and datasets to build a sound
foundation for future publications on empirical results [46]. Further research using a
case study by [47] explains that the Case Study outlines how these ideas were tested at
Bournemouth, a south coast resort in England, in a study that was ultimately intended to
be adopted nationally and with wider implications for global development of the visitor
economy. Local changes ascribed to the study are assessed and their wider potential
evaluated.

3.2 Thematic Results

Thematic analysis is a popular measurement method in the SLR methodology to see
trends in the existing literature and understand the intellectual structure of the field [48].
As a component of a systematic review, thematic analysis allows for a unified review of
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Fig. 4. Cluster Networking Visualization. Source: Processed articles

the main research topic. By using thematic analysis, researchers can intentionally extract
information from the text, draw conclusions, and gain deeper insights. We performed a
two-step method with open coding in the first step, followed by axial coding to uncover
existing literature themes. The way to do this is to sort through several studies using a
mandelay which functions to make it easier to process article profile data.

We reread the article to understand the research problem, conclusions and results,
gain deeper insight and select an appropriate theme. Then from the 81 articles obtained
in determining the cluster, the researchers used the Vosviwer software to make it easier
to classify several clusters from the articles that had been obtained. We apply thematic
analysis to identify clusters and subclusters. Similar subclusters were associated with
the research theme. The following processed articles using vosviwer are as follows:

From the processed articles, the 7 themes found in vosviwer were obtained, from
these seven themes there were several sub-themes that were generated. To find out the
seven research themes and the resulting sub-themes, the researchers classify as Table 3.

The phases contained in the summary of the research presentation discuss some of
the problems in the research. The next section shows how categories are derived in the
resulting cluster. On the other hand, the time of the update of the article with the duration
of the article is 2012–2022.

3.3 Discussion

Based on the 7 clusters that have been obtained, it is necessary to analyze the results
of each cluster to see the effect of developing the Games learning method in improving
entrepreneurial abilities. The results obtained from the cluster are as follows:

The Role of Entrepreneurs Education on Games Learning
Research conducted by [49] on “Entrepreneurship and Education: Creating Business
Awareness for Students in East Java Indonesia” explains that the entrepreneurship edu-
cation program outlines the needs of students to participate in business and commerce.
The existence of entrepreneurship education students learn various scientific competen-
cies that can create opportunities from the conditions in the surrounding environment.
So entrepreneurship education can not only provide cognitive knowledge but can also
create entrepreneurial abilities through learning methods using digital such as learning
games. In addition, from several studies conducted by [13, 20, 50] it can be concluded
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Table 3. Processed Results from the 2022 Vosviwer Cluster.

Cluster Keywords

1 Scenario Analysis

Balanced scorecard

Desarrollo de recursos

Entrepreneurs

executive flight simulator

resource development

system dynamic

2 Analytics

Small business development

business analytics

business intelligence

deep neural networks

fourth industrial revolution

machine learning

managerial implications

Research agenda

3 adaptive tourism recommendations

Business Games simulations

Serious Games

Co-design

4 Business awareness.

Creativity and innovation

Education

Enterprise

5 Capabilities

Culture

Digital innovation

Growth

Mixed methods

Start-up

6 Contextual agility

Coworking spaces

(continued)
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Table 3. (continued)

Cluster Keywords

Entrepreneurial support organizations

Market representations

market shaping

Contextual agility

Coworking spaces

7 Family resemblance concept

Philosophy of science

Wittgenstein

Fig. 5. Overlay Visualization

that with entrepreneurship education, every individual has the abilities and skills needed
to start a business, they see opportunities. To do business every individual dares to face
a business challenge [23]. So that the abilities and skills of every entrepreneur will be
obtained from an entrepreneurship education using more varied learning methods such
as the games learning method in improving students’ entrepreneurial abilities.

So it can be concluded from this cluster that the role of entrepreneurship education is
very significant in improving entrepreneurial abilities, accompanied by the development
of digital technology, which has changed so as to allow all learning media to be trans-
ferred using technology. The digital role is very supportive in the current entrepreneur-
ship education learning process to facilitate the achievement of the ability to manage a
business using a simulation in the game. One form of learning media that uses digital is
the Games application learning. Therefore, digital learning methods are very relevant in
improving entrepreneurial skills through entrepreneurship education. The existence of
games learning applications can lead students’ habits in a positive direction [51]. With
the support of supporting equipment and adequate facilities in entrepreneurship learning,
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students will be able to absorb the information obtained so that the information will be
able to create their abilities. Games-based learning media as an alternative that aims to
provide a more interesting entrepreneurship learning [52]. In games learning, there are
skills in learning including the ability to perform and complete a task efficiently, quickly
and accurately.

The Role of Small Business Development on Games Learning
Research conducted by [53] entitled “Case study: Wellness, tourism and small business
development in aUKcoastal resort: Public engagement in practice” explains that tourism
and its potential as a tool for small business development businesses, especially oppor-
tunities for tourism entrepreneurs in beach resorts. Knowledge with these businesses
to assist in business development by adapting many existing features of tourist resorts
and expanding their offerings to a wider market. So that in creating opportunities in
the development of coastal businesses, it is necessary to have an education that is more
direct in improving abilities and skills. So we need a digital-based education, namely
games learning to increase understanding in beach resorts and create opportunities. In
addition, several studies conducted by [1, 4, 54] concluded that the development of small
businesses has a potential impact in creating new market opportunities. The existence of
small businesses will have a significant effect on entrepreneurial growth accompanied
by fairly extensive digital developments. So that the community will be able to reach
small businesses.

The positive effect of this small business is to build a network of independent busi-
nesses that are able to innovate, with proven industry leadership through best practice
examples in improving entrepreneurial skills. In addition, the creation of small busi-
nesses is a dynamic process, where entrepreneurs evaluate their strategies according
to the results they have as their projects develop, taking into account that the strategy
with game-based learning methods to be applied to their companies will depend on
internal factors, such as resource development. Them, and external factors, such as the
characteristics and tendencies of their environment and target market [23].

From this cluster, it can be concluded that the role of the games learning method in
the expansion of small businesses requires a games-based simulation learning method.
The existence of a game will be able to create the ability to expand in the development of
this business. The existence of these small businesses will further package the business
using supporting applications so that they will be able to restore the current economic
conditions. Small business development can be applied through digital applications in
managing the business. In this study, the role of games will be able to change our mindset
in managing our business well based on our respective abilities and skills. The role of
the games learning method in the development of digital small businesses will be able to
create new market opportunities in entrepreneurship. So that learning games become a
medium in managing entrepreneurial abilities to build a business and create new market
opportunities. The game which aims to develop an entrepreneurial mindset introduces
players to the main issues of small business. The game deals with identifying business
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opportunities starting from problems or events identifying user needs Planning. Solve
problems after innovative or conservative strategies Make decisions for the business.

The Role of Business Games Simulations on Games Learning
Research conducted by [55] with the title “ Education and training of manufacturing
and supply chain processes using business simulation Games “ explains that the use
of games in education increases business knowledge, leads to a better understanding
of business processes, improves decision making, problem solving., and interpersonal
communication skills. Common business simulation games with included manufactur-
ing functions are briefly described. Twenty-two specialized manufacturing and supply
chain simulations are discussed in detail showing the features and decision-making
possibilities.

Research conducted by [56, 57] explains that the main concepts discussed (how to
finance a business, marketing issues, etc.) are well integrated in the game. It provides
step-by-step feedback on various aspects of the business (price, customer satisfaction,
etc.). Simulation games cover the main functions related to sales, product marketing,
and small company management. A detailed business simulation that allows the man-
agement of computer assembly and small sales companies. The game covers several
aspects in detail, grouped into 4 main functional groups: sales and market, administra-
tive organization, operations (design and production), finance Configurable web-based
quiz manager which can be used to test the knowledge and skills acquired in several
areas. Differ through dyad collaboration and competition among students in the same
course.

So it can be concluded that games can be used as a medium that can entertain and
please students. Games can reduce anxiety about making mistakes or wrong decisions,
because they avoid taking the risk of complex decisions and their eventual negative
influence in real life. They apply and validate their knowledge, gained in lectures, and
strengthen the link between theory and practice. Games present an additional approach
to lectures in developing problem solving skills in higher education programs [58]. This
new approach is based on the application of knowledge in practical activities without
replacing traditional educational approaches [15]. In this case, a game -based simula-
tion will start a business from scratch, from seeing market opportunities to generating
new businesses. So that with this simulation game, it will be able to create the ability
of students to manage their business. Games This learning process was created as an
ideal method for assessing students’ understanding of knowledge. The reason is that the
process of self-engagement promotes responsibility, that is, self-motivation to improve
(go to the next level) and succeed. Games allow students to go beyond fun and develop
their learning skills namely knowledge acquisition, critical thinking and association.

The Role of Creativity and Innovation in Games Learning
Research conducted by [59] entitled “New transverse proposals for entrepreneurship
and innovation for educational programs at the third level of education” explains that
positive emotions can increase entrepreneurial success. The success of the entrepreneur
is seen from the level of creativity and innovation. Creativity and innovation can be
obtained from an entrepreneurial education with a games method that will later be able
to create the abilities of students. Entrepreneurs who are passionate about their work
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tend to be more successful than others. Success in business ventures lies not solely in
the entrepreneur but also from the people around the entrepreneur, namely employees
and customers. In addition, several studies conducted by [18, 58, 61] explain that the
ability to manage these people plays an important role in the success of a business
venture. Emotions influence people’s perceptions and attitudes at work. Skills Learning
is taken from the term skilled, which includes the ability to perform and complete a
task efficiently, quickly and accurately. The word efficient includes the perception of a
problem faced from various angles such as the nature, form, system, and behavior of
the perceived object. In it lies the element of creativity and tenacity to turn failures and
difficulties into victory, as well as the ability to overcome a problem comprehensively
“core competencies” and “dynamic capabilities” denote a firm’s ability to conserve and
renew its capabilities effectively and competitively [57].

At the same time, organizational capabilities directly affect its effectiveness [54],
involving repetitive organized activities and explaining and filling the gap between inten-
tions and outcomes [20]. However, capabilities need to be contextualized appropriately
to be a source of sustainable competitive advantage [59]. Therefore, building on its cul-
ture, the company needs to develop and cultivate distinct capabilities, which will enable
it to succeed and fully develop in its area of application. So that creative and innovative
skills create a more optimal education.

So in this cluster it can be concluded that the ability will be created from a variety of
digital entrepreneurship learning methods. Entrepreneurship education through games
requires the ability to create businesses both in terms of students’ abilities and creative
and innovative students. The capacity to be creative and innovative is the basis for the
survival of the organization. Entrepreneurs need to be creative and innovative to ensure
that they have an extra competitive advantage over others. The existence of learning
games can create creativity and innovation by simulating the game. So that creativity
will be able to create a student’s ability to grow ideas through creative thinking with
the help of hard work and perseverance in it. In addition to creativity, innovation in
entrepreneurship is needed, innovation creates the ability tomanage the resources owned.
So that the innovation that has been developed through the simulation of a games learning
method will result in the ability to create a more productive business.

The Role of Start-Ups in Game Learning
Research conducted by [11] with the title “Examining the effect of radical innovation
and incremental innovation on leading e-commerce startups by using expectation confir-
mation model” explains that developing digital startups show a series of characteristics
which include: culture agile that combines clans with adhocracy of ability to effectively
nurture their absorptive, innovative and adaptive abilities; and human resources with
adequate entrepreneurial skills, emotional attachment and fitness with start-ups. In addi-
tion, several studies conducted by [65–67] explain that digital entrepreneurship is one
of the most important forms of entrepreneurship and has a positive impact on start-up
businesses.

However, most digital startups fail to thrive, even though they have the potential
to achieve growth. In addition, what constitutes growth is very different for startups
compared to established companies: they have limited financial performance, and their
growth cannot be accurately measured with metrics such as customers, revenue, profits,
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and turnover in the early stages of a new business. Therefore, the first objective of this
study is to contribute to the definition of growth by examining the less tangible dimen-
sions of growth. In addition, the second objective is to identify the characteristics of
early-stage digital start-ups that are experiencing growth. Startups have the same edu-
cational background, after graduating from Business School, and both startups operate.
They have participated in and benefited from the services of the same start-up incubator
and received mentoring and training. In addition, they both successfully secured venture
capital funding. However, they also show some differences. The main one among them
is how they use technology.

So the solution in creating a business that will be able to achieve its entire market
share is by using digital. To understand and manage digital well, digital-based learning
is needed using the Games learning method in creating the entrepreneurial abilities of
participants in managing start-up businesses. Games learning will be able to change the
mindset of students in building a business. In games there are several kinds of learning
projects that will be applied in real life so that they will be able to build a new business.

The Role of Entrepreneurial Support Organizations in Games Learning
Research conducted by [68] with the title “Coworking spaces: An overview and research
agenda” explains that within an entrepreneurial organization the study of the movement
of coworkers, the conditions under which it can improve entrepreneurial outcomes,
and the various streams of research that can be enriched. In particular, it shows that
one of the most fundamental aspects of coworking, which distinguishes it from other
entrepreneurship support organizations (e.g., accelerators, incubators, creator spaces)
is the community aspect. Colleagues will be able to create more effective coordination
with the development of an education-based digital media, namely games. So with a
co-worker game, it will be simulated to increase the ability to organize a company.

Then from several studies conducted by [67, 68] explained that this reactive
entrepreneurship inscription is at the core of understanding themarket as an open process.
This promises in particular to be of significant value in light of indeterminate ontologies
as they relate to the market in form. Alertness means spontaneously spotting a market
opportunity that has gone unnoticed by others due to ignorance and incompetence. In
creating an ability as an organization consisting of various characteristics of co-workers,
it is necessary to have a game -based simulation education. So that with games learning
will be able to create agility in the organization. Each level of contextual agility results
in market representation. Low agility means that conventional market conceptualiza-
tions are shared by many, whereas substantial contextual agility results in creative and
unorthodox representations that are shared by few. All subsequent companies would not
be in a contextually agile position. The entrepreneurial element relates to generic skills
that are not accessible to everyone.

So from this cluster it can be concluded that there is an organization within the
company that aims as a forum that creates the entrepreneurial resource capabilities of
an organization or company. Ability and skills in an organization will be obtained in an
entrepreneurial learning. This learning requires technology that supports the achieve-
ment of organizational goals. Supporting technology can be in the form of learning
applications, namely the games learning method is simulated as a forum for practicing
the activities that exist in the organization or company. The adaptation of games to an
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organization provides changes in an organization that will later create new opportunities.
So games will create an ability in every organization, both skills and innovation abilities.
In addition, the purpose of the games learning application method is how companies are
able to carry out management functions more effectively, which is implemented with a
business simulation that is implemented through games.

Role of Family Resemblance Concept to Games Learning
Research conducted by [20] entitled “Entrepreneurship as a family resemblance concept:
A Wittgensteinian approach to the problem of defining entrepreneurship” explains that
family enterprises represent a unique intersection of family and business logic where
kinship, loyalty and social ties influence how resources are obtained and used. Since
a positive reputation can serve as social insurance that protects families and family
enterprises during a crisis, family companies strive to project a positive image and build
their entrepreneurial spirit among stakeholders. So that family companies are considered
to have good reputations because trustworthy relationships with their stakeholders can
create capabilities.

So it can be concluded that strong identification of family members with family
business motivates families to pursue business goals. Family businesses can be created
through the process of entrepreneurship education. So that a family business education
process can be created because of the emergence of opportunities and behaviors that
arise in the community. In addition, family businesses can also be implemented through
various applications, both in terms of business applications and games. The main deter-
minant of the success of many family business startups is due to the financial support and
capabilities they have [71]. The Games method is applied to family businesses aiming to
train more creative abilities and later will create new business opportunities. So that the
research has a goal in the application of family business applications. Businesses that
exist in the family will be created and last a long time with the method of entrepreneur-
ship education. Entrepreneurship education can be obtained anywhere using technology.
Technology in the form of learning games will be able to create the ability of families
to manage businesses. So that the family business will be able to run for a long time
according to the skills possessed.

Future research should give special consideration to the selection of games learning
application methods. From the article management that has been carried out using 81
articles that are relevant to the keywords “games learning” and “entrepreneur” it is
obtained that the research agenda that will be developed in the future is about contextual
agility. So that future research will examine more deeply about contextual agility in
entrepreneurship.

4 Conclusion

Based on the literature review that has been carried out using 81 articles, 7 clusters
were obtained that were filtered with several predetermined criteria by obtaining the
conclusion that the application of gemes learning in improving entrepreneurial skills
required innovation and creativity in building a business. In addition, entrepreneurial
organizations are very supportive in organizing buying and selling activities. So that in
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creating entrepreneurial abilities, learning games are needed that create innovation and
creativity in business development.
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