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Introduction 

Dear Player!  

In the TechCo simulation, your team takes over the management of a virtual game software developer 
company, as a management team who is responsible for strategic planning. You and your team need to 
analyze data, make decisions, and optimize during the simulation. The goal is to increase the corporate 
value. 

In general, companies, and especially startups, are characterized by the fact that the company’s assets, 
shown in the financial statements, do not reflect the true value of the company. To the book value, 
owners and investors add “intangible” assets that represent the fair value of the company. In the TechCo 
simulation, the value of a company is the sum of its own resources, customer capital, organizational 
capital, and human capital, the composition of that is detailed later. 

Green IT, which is an effective and efficient practice of using IT systems, tools and software with a 
minimal impact on the environment, will also appear in the simulation. In our case, for example, energy 
efficiency, the use of environmentally friendly raw materials and technical solutions. During the 
simulation, we want to shed light on the opportunities and advantages (disadvantages?) of the Green 
IT strategy at a software game development company. 

TechCo simulation is a strategy game divided into decision rounds, each decision round (period) 
represents a one-year period. For each decision deadline, decisions must be made for the following year 
and displayed in the decision fields on the game interface. Based on the decisions made, the simulation 
model generates analyses and statistics. The statements can be found under the Simulation menu, 
about the operation, market and economy of the company. You should read this manual in parallel with 
the online simulation interface. 
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Structure of the simulation interface   

During the simulation, decisions have to be made on time: this requires internal organization, teamwork, 
collaboration, and delegation of tasks. 

On the left side of the online interface is the simulation panel, where you can navigate between the 
different statements. Important! It’s worth reviewing each panel during a decision round, as there are 
decisions or useful information about the company everywhere. 

To the left of the top bar is the information panel. Here you can see the selected round, your team name, 
the current deadline and the period. It is a good idea to submit your decisions 10 minutes before the 
current deadline, as the system will close automatically. In the case of periods, you can use the arrows 
to choose which one you want to view, but we can always make decision only on the current one. The 
game is usually 1-10 periods, so we have to make decision 1-10 times (filling in all the decision fields). 

After filling in the decision fields of the given panel, we can save the decisions by clicking the Save button, 
and we must do so. No matter how many times we can save our decision, the new one will always 
overwrite the previous one. The save button indicates in green if no new data entry or change has been 
detected since the last save. If the team is playing on more than one machine, this principle still applies 
so that the latest decisions overwrite the previous ones. Regardless, you can change decisions on 
multiple machines at once, but you need to talk about who will save the final version or who is 
responsible for which panel’s decisions. 
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The image above shows a typical website image. In tables and other statements, we either periodically 
display data for your team or compare data from indirect competitors in the given period. You can switch 
between the two views by clicking the pie chart icon in the upper-right corner of the table. 

There is an actual and a target period (column) during the periodic representation. The actual period 
shows the past, while the target is the next period (future) (like we are on January 1 of 2018, then the 
actual period would be 2017 and the target period would be the whole year of 2018.) We cannot change 
the actual data, however, we have an impact on the target period. When the deadline expires, there 
will be a round changing, which means that the actual period will be with one more and the previous 
target period will be the actual fact. Of course, lots of actual data will not match with the previous 
targeted data, because we cannot predict the future. 

In the Decision fields, it is possible to change certain parameters in the operation of the company. These 
decisions always apply to the next period (although they may not be effective until later). The plan period 
is automatically recalculated if we change a decision. 

There is usually a Product panel at the top left where you can choose from the different products or 
other types available in your area. Each product has different properties (see later), so the statements 
will be different in terms of content, but not structurally! 

Forecasts are usually charts that show actual or future information about a particular product. In this 
case, it is Customer Preferences or Demand Values. Exactly how this can be interpreted will be detailed 
later. 

When planning next year, feel free to rewrite the decisions and try out the different strategies, as the 
decisions will only be saved if you click the Save button, the system will only serve as a kind of planning 
interface. 
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Decisions can be changed by overwriting the number by clicking in the input field or changing the value 
using the arrows. It is possible to deviate from the initial decisions, but there are recommended and 
mandatory limits for all decisions. You may notice, for example, that by moving the arrows to increase 
a decision, you may reach a level where you can no longer increase with this method. We do not 
recommend you to make a decision outside the specified limits, as this will usually lead to an 
unfavourable result. Beyond the mandatory limits, it is not even possible to input data, for example, the 
price cannot be negative. 

The game usually involves 4-6 teams per market, managing 1-1 companies. Depending on the number 
of teams in the game, teams will be drawn into more pools (markets). During the simulation, the 
decisions of the direct market competitors also affect to your company! 

Competitors in the game are companies with a similar size and product portfolio, founded a few years 
ago, in a similar market position. At the beginning of the simulation, all companies start from the exact 
same situation. 

The numbers in this manual are for reference only and are provided as an example. The actual data are 
always on the surface of the simulation or can be calculated from them. 

The company 

TechCo simulation models the operation of a company that develops and sells game software. The 
company was founded a few years ago by private professional investors. The country where it operates 
is an economically developed country. The company has products that have already entered the 
international market and have a large user audience. The global economy and major national markets 
are booming at the beginning of the game, the gaming software market generally evolving but with 
different dynamics by game type. 

 

The 3 software game products 

1. MOBA, so Multiplayer Online Battle Arena. This is a multiplayer battlefield. In the game, two teams 
fight against each other. The goal is to destroy the central base of the opposing team. Each player 
controls a character on the team with different abilities. Using the abilities of different characters, 
several effective team strategies can be created. 

2. MMORPG, Massively Multiplayer Online Role-Playing Game - a very multiplayer online role-playing 
game. In this type of game, a very large number of players are able to connect with each other in a 
virtual world. It is a very common form of play today. The name suggests that many thousands, millions 
of people play at once. There is always a lot of life in the virtual world, so maintaining and continuously 
improving requires serious resources. 

3. CompSim, i.e. company simulation. Companies simulated in a strategy game are each other’s 
opponents fighting for customers in a global marketplace as they evolve and grow. The special feature 
of the game is that the market works with an unlimited number of players and after a period of 
protection, new players will be sufficiently strong to enter the “live” market (as successful, invested 
start-ups). Companies can go public and even buy each other. 
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The company can be said to be successful, but the competition is fierce and although the market is 
growing, customers also expect quality and innovation. Therefore, providing the resources needed to 
support and develop the game is paramount. 

The founders (initial investors) of the company are interested in increasing the value of the company, 
as they plan to sell the company to an industry professional or financial investor in the not too distant 
future. 

Evaluation 

The goal of the game is to have greater corporate value at the end of the last period than our direct 
market competitors. There is no sure way to achieve this, as different strategies can be used and the 
actions of competitors have an impact on your company, including your strategy. 

A tech company is typically worth more than the value of its assets, as its existing relationships and 
knowledge also represent value. We display this so-called goodwill value divided and quantified into 
three parts: Customer Capital, Organizational Capital and Human Capital. In the simulation, these values 
can be reinforced by efficient operation, good management and development projects. 

Customer Capital represents the value that comes from a company’s external relationships and 
capabilities. This includes the number of users, the rate and opportunity for growth, and the corporate 
image. 

The value of Corporate Capital are the industrial knowledge, best practices, processes, corporate system 
and gaming software products in the possession of the company. 

Finally, Human Capital is about the experience and knowledge and the added value of employees within 
the company. Beside the number of employees, the salary and the fluctuation rate are also important. 

The value of a company is therefore the sum of its own equity, customer capital, corporate capital and 
human capital. The table on the next page shows the components of and the business processes that 
affect them (beside the equity, on which the profit has effect directly only). 
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 Component Description Business elements and 
processes that has an 

effect on the component 

Projects 
CU

ST
O

M
ER

 C
AP

IT
AL

 

Users Number of the customers of the 
games 

Sales factors: price, 
promotion, image,  

sales & IT colleagues 

3, 5, 6, 7 

Growth Increase in the number of users 
(new users out of all users) 

Sales factors: price, 
promotion, image,  

sales & IT colleagues 

3, 5, 6, 7 

Image How the users, the market, the 
professional media and the 

outside world sees the company 

Promotion 

Developer & designer 
colleagues (overtime 
decreases the image) 

3-13 

CO
RP

O
RA

TE
 C

AP
IT

AL
 

Products The quality and attractiveness of 
the products 

Product version, 
developer & designer 
colleagues (overtime 
decreases the image) 

5, 6, 7, 10, 
11, 12, 13 

IT systems The quality, standard and 
efficiency of the company's IT 

infrastructure 

Value of IT infrastructure, 
occupancy (negative 
effect above 100%), 

developer colleagues 

3, 4, 8, 9, 
10 

Organization The process of development and 
maintenance of the products, the 
characteristics of the company's 

operation 

Effective utility (optimal 
occupancy is between 

75% and 100%), 
Management 

colleagues 

3-13 

H
U

M
AN

 C
AP

IT
AL

 

Moral The main value of the company is 
the team of colleagues, their 

attitude, motivation and cohesion. 

Corporate image („I have 
a good employer”) 

Colleagues 

Wage level (compared to 
the market average) 

1, 2, 8, 9, 
10 

Knowledge The expertise and experience of 
our colleagues is one of the 

greatest corporate values, as it 
can only be developed with time 

and work. 

Colleagues 1, 2, 3, 6, 
7, 10, 11, 

12, 13 

Connections The employee relations system, 
the internal "social atmosphere" 

of the company 

Occupancy (negative 
effect above 100%), 
fluctuation (negative 

effect if it is increasing) 

6, 7, 10 
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The decisions 

In the TechCo simulation, corporate decisions are divided into two main categories. One type 
of the decisions to be made in each period, such as pricing and HR or financial decisions. The 
other group of decisions is about the projects, which and when to be launch. 

Sales 

In the gaming market, users tend to become loyal. And your new potential customers decide 
whose product they buy based on different customer preferences. Customers are affected by 
4 different factors that determine how many new users a company gains: price, promotion, 
image, salespeople.  

Pricing 

There are no fixed selling prices for different products. Each company can make its own price 
strategy by analysing the costs in relation to demand and / or competitors.  

Promotion 

Promotion is one of the most important ways to increase sales and retain stakes. The company 
can promote each type of product separately: impressions, product promotions and actions 
that reach the gamer community in various ways (game testing, articles, blogs, content 
appearing on online video shares, etc.). The more money a company spends, the better known 
the product will be and the higher sales expected. On the other hand, the principle of 
decreasing returns applies to promotion, i.e. after a certain amount there are no more new 
customers who would compensate for the increase in promotional expenses. 

New users (only plan) 

In sales planning, you need to estimate how many new users are planned to win for each game. 
This is a plan number on which the simulation system builds during the calculation of the plan 
column, but it will not be fulfilled exactly. It is important that the number of plans should be 
based on the realities (demand forecast, market situation), as unrealistic planning can be 
misleading (for example, overcapacity for too high sales plans). 

IT infrastructure  

Workstations for colleagues are needed for the design & development, and server machines 
are also necessary for the operation. The IT infrastructure capacity is calculated in money. IT 
equipment is considered an investment asset and is depreciated both technically and 
financially, which means an equal decrease in value and capacity (this is quite high, you can 
calculate the exact value on the simulation interface). Depreciation always starts from the value 
of the opening stock, so it is a special rolled-up depreciation, which results in a significant 
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reduction in capacity, although it never reaches an absolute 0. New machines do not suffer 
from a reduction in value and capacity. The maximum machine capacity that can be used in the 
period is the average of the opening value and the amount of new investments, depreciation 
and the closing value. 

The arrival of the new IT capacity does not take place in the current period, but one period later 
(the IT device ordered in period 1 arrives only in period 2). Therefore, it is also possible to rent 
capacity, which is immediately available but more costly than own equipment. 

The utilization of the equipment is shown as a percentage, the utilization above 100% means 
that there was not enough IT equipment, so a forced rent was made, which is much more 
expensive than the normal rent. 

HR 

The company has a number of colleagues working in different positions, we have grouped them 
into 4 main groups for which you can implement a different HR strategy. 

In addition to hiring, hiring, and firing colleagues, you can also decide on their training. 

There is also fluctuation, so people quit during the period according to their own decision. How 
many people will quit during the plan period can only be estimated, but depends largely on the 
wage offered. The higher the wage, the lower the fluctuation, but it cannot be reduced below 
a certain level. There is a minimum wage for each colleague type, a smaller number cannot be 
entered as a decision. Fluctuation is not automatically replaced! 

Personal occupancy indicates how overwhelmed employees are. This value is calculated as an 
average headcount (average of the headcounts at the beginning and end of the period), 
compared to a different one for each type of person. (Detailed in the description below.) If 
occupancy is greater than 100%, you will be charged an overtime fee, which is much more than 
the normal wage, so it’s worth avoid the overtime. 

In addition to the above, you can also see the costs of the given personnel type. Personnel costs 
include wages, temporary staff and overtime, while administrative costs are payable after 
hiring, firing and leaving (fluctuation). The HR administration cost includes the costs of hiring, 
firing, and fluctuating, summed up. 

Salespeople / consultants 

The company's sales team as a publisher is responsible for product distribution, managing sales 
channels, and conducting promotional campaigns. In the simulation, a salesperson can only 
effectively handle a certain amount of revenue. Of course, properly trained and highly 
motivated salespeople work more efficiently and successfully. Staff shortages, on the other 
hand, not only have a negative effect on your finances due to overtime, but also decrease the 
sales. 
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Developers 

The role of programming colleagues is decisive in game development. They develop the 
software as well as responsible for the maintenance of the products. Thus, development 
engineers, programmers and consulting colleagues make continuous improvements, correct 
bugs, and support vendors and customers. The need for developers is also related to the 
increase in the number of customers. 

In addition, some projects may reduce developer needs. 

If we “overload” the development capacity, we have to pay extra costs (similar to what we have 
seen in the sales force), and the resulting deterioration in quality affects the image, which is a 
factor in sales success and corporate value. 

Designers 

In the case of games, the mechanism and attractive appearance are of paramount importance, 
which determine the user experience. The company also employs talented game designers and 
artists who work to improve the games. Their work is also reflected in the value and image of 
the products. Their number is tied to the developers. 

If we employ fewer designers then necessary, we will have to pay extra for overtime, and the 
resulting deterioration in quality will affect the image, which is a factor in sales success and 
corporate value. 

Management 

In addition to company management, we also include here functions that cannot be classified 
in other areas (finance, HR). The required number of employees depends on the number of 
other colleagues, so the change in the total number of employees must also be monitored in 
the field of management. 

Financing 

As the company grows, it is natural that external financing is needed. In addition to financing 
growth, projects can also involve significant costs and investment (money requirements). 

Loan 

The loan that can be taken out in the simulation is revolving in nature, so it can be taken out 
and repaid based on the decision of the company management. 

Should the company run out of cash, the bank will provide an automatic overdraft to maintain 
the required minimum, which will have a higher interest rate than the loan that can be taken 
out. 
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Investments 

The company can invest the accumulated money, bond and equity funds are available. Different 
yields and exchange rate changes are expected in each period, but the forecast only provides 
information on the first. The value of investments is revalued in accordance with the current 
exchange rate in each period, which may result in an exchange gain or loss. 

Customers and suppliers 

There is no decision for buyers and suppliers, but they are related to financing. In the case of 
the Accounts receivable item on the Assets side of the Balance Sheet, a certain percentage of 
the revenue turnover must always be considered as receivables, in the event of an increase in 
revenue, this account receivable increases proportionately. 

As the company gives its customers a deferral of payment, “he” also gets it from suppliers. This 
will appear on the Liabilities page of the Balance Sheet, under the line of suppliers, suppliers 
will “credit” your company with this amount. 

Project decisions 

Project decisions play a key role, as they significantly affect the value of the company with their 
effects, but they also require financing. There are projects can be launched only one time, the 
effects of which last until the end of the simulation, such as Green IT; or there are projects that 
can be launched more than once, the effect of which occurs only in the given year, but can be 
repeated, such as the developer conference project. 

Being a tech company, technological developments have always an important weight beyond 
products. The IT capabilities of the developers and other colleagues are good, with a wide range 
of system applications in every day usage. There was a good first-generation internal Intranet 
system, a mail system, and a well-structured website that primarily showcased products and 
promoted commerce. 

The company does not currently have a Green IT strategy. There were own initiatives from the 
employees, but as these were not coordinated and there was no decision by the top 
management, they were practically unsuccessful. In general, an environmentally conscious 
approach is spreading among both users and in the industry. 

At the beginning of the simulation, you can choose from a number of project options. There is 
only a limited number of projects that can be started in each period, so it is worth making a 
strategic plan for the order in which we want to start them. Once a project is started, the 
investment-capacity effects will only be in the year of launch, whereas the demand effects will 
be valid every year and cannot be stopped. 

You can find a detailed description of the projects in the simulation interface. 
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Costs 

In addition to the costs incurred on the basis of the decisions (e.g.: Promotions), other costs 
are included in the income statement, which are described below. The formula for calculating 
the costs is intentionally not detailed, as figuring them out is also part of the simulation. 

Commercial commission 

The games can be purchased by customers through various sales channels who receive a 
commission from the revenue. 

Direct cost of sales 

Costs incurred during the sale (e.g. bank charges, admin costs, travel). 

Wage costs 

The salaries of the colleagues, in case of over 100% occupancy, also go here for overtime. 
Overtime is always higher than normal wages. 

Rental costs 

Cost of renting IT infrastructure. Forced rent due to lack of capacity is also included here, which 
is always higher than normal rent. 

Amortization 

Depreciation cost of IT infrastructure. 

Operating costs 

Costs related to the maintenance of the company's offices and IT infrastructure. It also has a 
fixed part and a number-dependent part. 

Cost of energy consumption 

The cost of energy used by the company and the IT infrastructure. 

Project costs 

Project launch and maintenance costs. The start-up cost will only be charged in the first period, 
the maintenance cost in all periods while the project is running (even in the first!). 

Exchange rate change +/- 

Gain (+) or loss (-) on changes in the exchange rate of investments 


