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Abstract— if we talk about games, there is 

not foreign to us. Playing games can 

entertain the players, refreshing the mind, 

and eliminate boredom. The games are 

played not only entertain, but also give 

knowledge for the players. For example 

Monopoly games, this game can give 

knowledge and learn business strategic.   
Monopoly is a simple board game and 

this game can be played with 2 - 4. In the 

development of technology, many games 

developers adapt this simple game into a 

digital game, both online and offline, from 
a variety of platforms. As well as monopoly 

game, we can find monopoly game in the 

online games both web-based game or 
applied game.   

With monopoly, players not only can 

sharpen the brain when they arrange the 

business strategy, but also can gain a little 

knowledge about the countries in the world, 

both the icons of the countries, such as the 

flags, tourist places, islands, buildings, 

public areas (airport, station, port), etc.   
On this paper, we can know with 

monopoly game, how does people can learn 

about business strategic. How does effective  

people learn with monopoly game and how 

does people have many knowledge.   

Keywords— Business Strategy, effective 

learn, Monopoly game, Playing Game.  

  

I. INTRODUCTION  
Nowadays, the game is already familiar to 

us. Playing games can be entertaining, 
eliminate boredom, and refreshing the minds 
of the players. But it would be a good and wise 
when playing games is not only just for fun, 
but also can provide education value. For the 
example of a game that can be used as a 
medium of education is a monopoly game.  

Monopoly is a simple board game that can 
be played by 2 until 4 players. But along with 
the development of technology, many of the 
game developers try to adapt this board game 
into a digital game, both online and offline, 

from a variety of platforms.  

  
Fig. 1 Example of monopoly boards 

http://en.wikipedia.org/wiki/File:Historic_U.S._Mono 
poly_game_boards.png  
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The history of Monopoly can be traced 
back to 1903, when an American woman 
named Elizabeth (Lizzie) J. Magie Phillips 
created a game through which she hoped to be 
able to explain the single tax theory of Henry 
George (it was intended as an educational tool 
to illustrate the negative aspects of 
concentrating land in private monopolies). Her 
game, The Landlord's Game, was self-
published, beginning in 1906. A series of 
variant board games based on her concept 
were developed from 1906 through the 1930s 
that involved the buying and selling of land 

and the development of that land [1].  
By 1933, a board game called Monopoly 

had been created which formed the basis of the 
game sold by Parker Brothers, beginning in 
1935. Several people, mostly in the 
Midwestern United States and near the East 
Coast, contributed to the game's design and 
evolution, and this is when the game's design 
took on the 4 x 10 space-to-a-side layout and 
familiar cards were produced. By the 1970s, 
the idea that the game had been created solely 
by Charles Darrow had become popular 
folklore: it was printed in the game's 
instructions and even in the 1974 book The 

Monopoly Book: Strategy and Tactics of the  
World's Most Popular Game by Maxine  
Brady [2].  

  

II. MONOPOLY AS AN EDUCATION 

MEDIA  
Beside as a game, monopoly can also be 

used as a medium of learning. By playing 
monopoly game, players can sharpen their 
minds in arrange strategy to winning the game. 
In monopoly game, the players asked to be 
able to develop and manage their money. Buy, 
sell, take over propeties is the most common 
thing that happens in this rectangular game 
board. Through this, the players need to earn 
income from their property and predict the 
money needed to be able to owning the game, 
including owning opponent’s properties. 
Moreover, by playing monopoly, players can 
also gain knowledge of the countries in the 
world, such as: tourist destination, flags, 

islands, public area, etc.  

  

III. BUSINESS STRATEGIC  

LEARNING  

In the monopoly board, there are various 
properties with varying prices. The properties 
can be owned by the player by buying them. 
The properties which has been owned also be 
built to raise the rent price. Players are also 
allowed to take over the properties of another 

player.  

  
Fig. 2 Various of chance cards 

http://forum.detik.com/official-modoo-
marbleindonesia-t588229p2.html  

  
In the monopoly game, players have to 

survive so that they are not bankrupt. Of 
course, this requires a strategy that players can 
survive and win the game. Build a strategy to 
collect income as much as possible that can be 
obtained from the properties, managing 
money, and predict opponent s’ financial 

condition and defeat them.  

  

IV. GAINING KNOWLEDGE  
In addition, players can also gain a lot of 

knowledge about the countries or regions in 
the world, such as the icon of a country, flags, 
islands , tourist destination, buildings, public 
areas (airports, stations, ports), and many 
more. It is quite effective because the players 

inadvertently memorize all of it when they are 

playing.  

Special Issue of the International Journal of the Computer, the Internet and Management, Vol.19 No. SP2, February, 2012  



  
Fig. 3 The example of property card, Japan  

  
But there are still parents who believe that 

children who play too much will make the 
children become lazy and stupid to work or 
study. This opinion is not completely true, as 
some psychologists say that a game is very big 
influence on the mental development of the 
child, including the child's level of intelligence 

[3].  
Influence of play for children's 

development, such as: can affect the physical 
development of children, can be used as a 
therapy, can affect and increase the knowledge 
of the child, can affect the development of 
children's creativity, to develop a child's social 
behavior, and can affect the child's moral 

values [3].  

  

V. CONCLUSION  
The conclusion of this paper, not all of 

games have a negative impact, there are still 
some games that have a positive impact, and 
can be used as a medium of learning, such as 
monopoly game. By playing monopoly, 

players can sharpen their minds in arrange 
business strategy, this means players learn 
business strategic indirectly. Moreover, by 
playing monopoly players can also gain a little 
knowledge of the countries in the world, such 
as icons, tourist places, islands, buildings, 

public places, etc.  
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