
ENGINUITY 

©Virtual Management Simulations (VMS) 

RUNNING A COMPETITION ON AN 

 UNDER/POST GRADUATE MODULE 
 



STEP 1: Introduction To Enginuity 

The course tutor introduces Enginuity to the students using a powerpoint slideshow prepared 
by Virtual Management Simulations, and adjusted as the tutor sees fit. 

DURING WEEK 1:  At the Start of the Module 



STEP 2: Team Registration 

Teams need to be formed of between 3 and 6 team members. 
 
The teams can either be formed by the course tutor, or self-formed by the students. 
 
 
To register for the Competition each team selects a team leader, who then emails the 
Competition Controller the team’s details :- 
 
 Team name 
 List of team members 
 Email addresses for each team member 
 
 
Once registered the Competition Controller emails all team members :- 
 
 Instructions for installing the Enginuity software, and getting up and running 
 The team’s company database to use for the Competition 
 
 
Each team’s company database is of the form ccc_t?p#.dat where :- 

 

 ‘ccc’ is a Competition Id 

 ‘?’ is a team’s unique number 

 ‘#’ is the current period number (initially 5) 
 

DURING WEEK 1:  After the Introduction 



STEP 3: Installing The Software 

The software can be downloaded from the Participants Area of the Enginuity website at 
www.enginuitycomp.co.uk, and can be installed in just a few minutes. 
 
Each team member should install the software.  

DURING WEEK 1:  After Team Registration 

http://www.enginuitycomp.co.uk/


STEP 4: Learning How to Play 

The software comes with a detailed powerpoint tutorial that helps the students get up and running 
with Enginuity, guiding them through :- 
 
 Making effective decisions 
 Measuring company performance 
 

DURING WEEKS 2-4 



STEP 4: Practising Making Decisions (Trialling) 

Having read the tutorial, and made some decisions in the company database, the students will 
want to known how good the decisions are. This is known as TRIALLING. 
 
Trialling involves playing period 5 (the first round) over and over, and the iterative approach 
enables them to learn quickly, and only a few trials should be needed to get up to speed. 

REVIEW RESULTS FOR PERIOD 5 

The feedback is used to adjust the decisions made, and another trial can 
then be submitted. 

FEEDBACK RETURNED 

Decisions are processed, and feedback is returned, including hints and tips to 
target areas that need improving. 

SUBMIT DECISIONS FOR PROCESSING 

E-mail the company database to the competition controller. 

MAKE DECISIONS FOR PERIOD 5 

Use the Enginuity software to enter decisions into the company database.  

Keep 
trialling 
period 5 

DURING WEEKS 2-4 



STEP 4: Monitoring Trialling Process 

Team members should start by trialling individually, to gain a good understanding of all areas 
of the decision making. Group trials can then be submitted towards the end of trialling. 
 
During trialling the course tutor is sent a trial log at regular intervals to show the progress of 
the students. 

DURING WEEKS 2-4 



STEP 5: The Competition Itself 

 The Competition is played over 6 weekly rounds 
 A team’s first submission in the Competition is their best set of trial decisions, based upon 

their overall KPI score 
 A team can only make one group submission each round i.e., no more trialling 

 
An example schedule is shown below. 

DURING WEEKS 5-10 



STEP 5: Feedback During The Competition 

During the Competition a league table is published at the end of each round showing the 
overall KPI score of each team, and their ranking. 

DURING WEEKS 5-10 



Post Competition Student Assessment 

There are normally 3 ways the students’ performance is assessed. 
 
 
GROUP Performance in the Competition (ALWAYS) 
 
Marks are awarded for :- 
 
 A team’s overall ranking in the Competition 
 A team achieving at least a benchmark KPI score demonstrating a good overall performance, 

which every team should be able to achieve 
 
 
INDIVIDUAL Report (OFTEN) 
 
Each team member writes a report about one specific area of the decision making during the 
Competition. 
 
 
GROUP Presentation (SOMETIMES) 
 
Each teams makes a 10-15 minute group presentation about their company performance, 
strengths and weaknesses etc. 
 

DURING WEEK 11 



Post Competition Feedback 

VMS provide the following Post Competition feedback. 
 
 
FINAL League Table 
 
A detailed league table showing the ranking and KPIs of all the teams. 
 
 
Graphical Analysis of Performance 
 
A set of graphs comparing the performance of all the teams in the key business areas. 
 
 
On Site Feedback Session 
 
Where appropriate VMS can deliver a 1-2 hour feedback on site feedback session (for UK 
universities only). 

DURING WEEK 11 


