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• is an airline business simulation 
game powered by up-to-date software.

• includes a mix of operational as 
well as strategic decision making in a 
competitive airline environment.

• It is team-oriented, addictive, fun to play, but 
with serious learning objectives.

• It is suitable for anyone from non-specialist to 
C-level executive.

• is a registered trade mark owned 
by Through The Looking Glass Ltd, a UK-
based training and consultancy company.



• Participants play in teams of around 7 persons, 
each representing an airline.

• The game consists of up to 8 sets of decisions, 
each representing a quarterly period.

• Key decision areas are:
Marketing strategy
Fleet and capacity development
Scheduling
Pricing
Route selection



• can be played either as a stand-
alone exercise, or integrated into a broader 
learning programme.

• There are three levels of the game:
– Club Level (a one-day taster)

– International Master Level (two days)

– Grandmaster Level (three days)

• Customisation to an organisation’s particular 
needs is possible.



• After the simulation, the Gamemaster will 
review team performance, summarise the 
market evolution and present a series of 
charts that reveal the achievements – or 
otherwise – of the airlines.

• Team goals will be critically analysed against 
actual performance.

• The best performing airline will be 
announced.

• There is a prize for members of the winning 
team.



• Each team, or airline, must organise 
themselves so that decisions can be efficient 
and timely. They must elect a CEO. 

• Teams must set goals.

• Decisions are submitted to the Gamemaster. 
These cover marketing, pricing, a capacity 
plan and scheduling.

• Teams must be creative. This means they 
should manage their cash, seek out ways to 
reduce cost, negotiate with suppliers and 
anticipate actions of their competitors.

Goals

•Market share 80%
by Q4/16

•Margin: 7%



• At the end of each Quarter, the following 
information is provided to each airline for 
that Quarter:

Traffic results by route
Market share
Load factor by flight number
Aircraft order status for all airlines
Competitor pricing and scheduling
Profit and Loss statement
Cash flow statement

• Data are transmitted to each team wirelessly 
and are accessible on any portable electronic 
device or computer.



• If an airline needs capacity quickly they can 
ask a leasing company for short-term 
capacity. Negotiation of terms is a challenging 
task, as the supply of leased aircraft is 
deliberately limited.

• The cost of fuel varies constantly during the 
game, but airlines may embark on a fuel 
hedging strategy as a way of controlling cost. 
They need to negotiate favourable terms and 
control risk. 

White Knight Leasing



• The Gamemaster may decide to introduce a 
crisis to test the teams’ abilities to adjust 
their strategies.

• A crisis may involve the collapse of demand, a 
rise in the price of oil, or perhaps a problem 
with a particular route or type of aircraft.

• Teams may have difficult decisions to make, 
such as whether to return leased aircraft, 
ground capacity, or cut prices.

• Either way, if an airline does not understand 
their break-even point, they may be in 
trouble.



• Airlines should constantly review their costs 
and seek ways of implementing cost 
reduction.

• Teams must make their case to the 
Gamemaster, who must be convinced in 
order to allow the plan to go ahead.

• Typical strategies could involve refinancing, 
maintenance outsourcing, salary control, 
improved crew duty hours, or new ground 
handling contracts.



• Airlines can invest in a variety of marketing 
tools, each contributing to the stimulation of 
demand.

• Some tools may generate ancillary revenues.

• The teams must ensure that they only invest 
in marketing activities that can be supported 
by cash flow.

• Each investment decision should be 
consistent with the declared business 
strategy. If not, the airlines may incur 
penalties.



• is powered by a dedicated 
software called the                     Solver. The 
Solver includes functionality consistent with 
common airline planning practice such as:

Time of day curves
Variable demand elasticity curves
Spill modelling
A demand transfer model
Quality of Service Index
A fuel hedging model
A schedule emulator
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