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ABSTRACT

This research explores how museum and object-based learning can enhance employability outcomes in
undergraduate business management education within the UK context. With increasing emphasis from
universities and regulatory bodies on practical skills and career-readiness, business schools are pressured
to enrich academic content with experiential learning strategies. Based on systematic literature review
methods, this study investigates how artefact-based pedagogy supports core employability competencies,
including creativity, communication, collaboration, and reflective thinking. The research identifies a
growing diversity in the student body, including mature students and those from non-traditional
pathways, prompting a need for innovative, inclusive educational experiences. Physical or digital
artefacts offer students opportunities to connect with historical, cultural, and business contexts,
supporting deep learning through interaction, observation, and interpretation. Such engagement fosters
transferable skills that align with employer expectations, including problem-solving, critical thinking,
and adaptability. Despite the evident benefits, challenges remain in implementation. These include
logistical barriers, educator preparedness, resource limitations, and alignment with learning outcomes.
The study recommends structured integration of museum resources into business curricula, supported by
digital platforms and interdisciplinary collaboration. It also calls for more guidance and professional
development for educators to maximise the potential of these approaches. By synthesising literature and
highlighting key strategies, the research contributes to the growing discourse on employability-focused
curriculum design in business education. It positions museum and object-based learning as valuable tools
to enhance engagement, deepen understanding, and bridge the gap between academic theory and real-
world practice. This paper’s knowledge claim is conceptual and synthesising: it applies a systematic
literature review of the past three decades to classify opportunities, challenges, and strategies for using
museum and object-based learning in UK business management education. The findings are positioned
to guide programme leaders and curriculum designers seeking to embed experiential pedagogies that
demonstrably support employability outcomes.
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Museum learning, object-based learning, business management education, employability skills, experiential
pedagogy

Introduction
The Context of Business Education

Management Graduates and current students may experience various expectations and problems due
to their different origins (Sarfraz et al., 2018; Alharahsheh, 2019). Although this may seem less likely in other
countries where students are, on average, younger, students in the business management field of study might
already be employed part-time or with flexible hours and may have prior work experience in a range of
industries. It is likely that some of them do not directly come from an A-level or high school, but rather from
a professional or vocational foundation, given the diversity of the student body in British higher education
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institutions, which includes both traditional and non-traditional backgrounds. Consequently:
1. According to Harvey et al. (2002), this has affected how companies see graduates' preparation for the
workforce and their capacity to find job.
2. To provide an appropriate academic offer that meets labour market criteria, colleges and universities
are under increasing pressure to consider boosting employability skills as part of their curriculum
(Harvey et al., 2002; Alharahsheh & Pius, 2019).

Employers look for graduates who can exhibit important competencies, including the ability to control
their own learning processes, practical communication skills, an awareness of innovation and creativity, and
the capacity for continuing self-reflection (Pius et al., 2020a; Pius et al., 2020b; Burton, 2016; Haigh &
Clifford, 2010; QAA, 2001).

An excellent way to create a focus for learning about a particular subject is through museum collections
(Meyer & Land, 2005). Artefacts can also stimulate group collaboration, creative thinking, and discussion and
can enhance transferable skills for success in higher education and beyond. University resources such as
objects include a wealth of knowledge, reflecting cultural and natural variations from all over the world and
documenting the historical development of disciplines. In the late 19th and early 20th centuries, object-based
learning was an essential component of the educational experience for students; nevertheless, many
universities in the UK experienced a decline in its popularity and use due to shortages of resources (Chatterjee,
2010).

Artefacts can be used in a wide range of ways to improve and spread subject-specific information
(Chatterjee, 2010), to help students learn interpersonal relationships, collaborative, practical skills, ability to
observe, and sketching abilities, as well as for inspiration. Additionally, collections housed in museums and
their artefacts offer a unique chance for interdisciplinary study (Chatterjee, 2010), serving as a model for
students pursuing studies throughout different faculties such as arts, history, and social science disciplines.
When many senses are engaged in active learning, it seems to be simpler to learn about difficult and
complicated topics that contain data (Meyer & Land, 2005). Students understand what is real and relate it to
broader notions due to seeing, feeling, and talking about objects with others, such as classroom peers (Paris,
2002). Learning is valuable since it allows for developing writing, speaking, and interpersonal abilities.
Activities based on actual or virtual items can also be used to evaluate student learning. An appealing technique
to represent how activities in various disciplines, including business management education, can be found in
learning via objects (Paris, 2010).

The Rationale for the Research

The current literature places insufficient emphasis on some aspects of the academic offer, such as the
innovative curriculum development that involves collaboration with outside organisations, innovative
formative and summative assessment practices, and their effect on the growth of employability skills in
business management education settings (Alharahsheh & Pius, 2019). Research on how business management
schools could benefit from important initiatives, such as museum and object-based learning or assessment for
employability skills, is limited. Furthermore, there is very limited research on how those events affect students'
social and cognitive development and enhance skills development for employment (Paris, 2002). Future
research may help educators better understand the dynamics of experiential learning, including object-centred
education and inquiry-guided learning. Students' thoughts, values, goals, sense of belonging to a group, and
orientations may be shaped throughout the accumulation of active experiences, which may be further
supported through stimulating and unique environments such as object and museum-based learning, leading
to the development of learning environments offering a wider range of real-world scenarios for motivation,
socialisation, and reasoning.

The Challenge We Face

Sociocultural methods emphasise learning as a systematic, context-bound process that other people,
tangible and intangible artefacts, and tools mediate. Most learning is situated within classroom environments
in today's educational institutions, which tend not to view learning from a systemic viewpoint (Vartiainen &
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Enkenberg, 2013). Furthermore, according to a study by Uslu (2021), educators based the challenges they
might face when using museums as learning environments on the probability that students will cause harm to
historical records and items, practical financial issues, and challenges in maintaining classroom discipline.
This emphasises the need for educators to receive training and direction to implement such activities in
contexts related to higher education effectively.

Learning From the Literature
The Value of Museums & Learning with Objects in Education:

The fact that many external stakeholder groups evaluate the cultural and economic value of museums'
offerings sets them apart from other institutions. These results have an impact on society and are related to the
philosophy that a museum supports (Decker-Lange, 2018).

Through the following strategies, cooperation with museums fosters influential academic research and
instruction (Decker-Lange, 2018):

1. Describe an inquiry- and problem-based teaching strategy for business model change.

2. Museums offer resources for useful academic research and instruction in universities.

3. The format helps students become aware of various organisational contexts.

4. It lessens the isolation that business schools, other colleges, and outside organisations experience from
one another.

The following are some ways that museums support future agency and literacy across disciplinary lines
(Kemp, 2017):

1. Transdisciplinary practical learning takes place in museums.

2. Exhibitions in museums illustrate how design influences and creates the future. A changing
understanding of time and temporality.

3. The integration of future knowledge into emerging social futures is a topic that museums express
questions about.

4. Using ambitious educational initiatives and international practices of collecting artwork and items in
museums as case studies for deep learning.

A multidisciplinary approach to curriculum design can promote more seamless integration between the
creative and analytical mindsets, even though they are frequently seen as opposing one another (Wardak et al.,
2021). Furthermore, it is essential to recognise that in business education and other disciplines, careful
consideration in the design of lessons is a key factor in determining student success, the perceived value of the
activities, and simplicity of use (Liu et al., 2010).

Museum and object-based learning can be interdisciplinary, and creating a museum or object-related
resource requires an intense analytical and creative process. Here, experts from several fields come together
to examine complex and imaginative concepts using works of art and artefacts that date back thousands or
hundreds of years, representing regions and cultures worldwide (Wardak et al., 2021). Including a museum or
object-based learning experience can disrupt the students' learning initially, as it would put them in an unusual
environment and eliminate the usual safety nets found in a business classroom. Using such exercises can help
students recognise the significance of having various experiences and viewpoints through teamworking. It can
spark conversation among their peers to produce well-rounded and original work or discussions linked to
module or program learning outcomes (Wardak et al., 2021). To boost learning and research opportunities, it
is possible to engage students digitally with virtual artefacts or museum-related content (Chatterjee, 2010).
However, the research conducted by Bidyuk et al. (2021) demonstrated that doing research in a virtual museum
setting necessitates creative, interdisciplinary, competence-focused research projects as well as efficient
methods for managing students' independent work.

When used as a pedagogy, learning with objects is very successful for collaborative work and the
development of abilities such as compassion, interaction, observing, evaluating, logic, problem-solving, and
critical and imaginative thinking—all of which are incredibly transferable to the workplace in the future
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(Wardak et al., 2021). Whether unfamiliar or exotic, objects can inspire and support the learning experience
of students to connect with their learning environment and beyond (Chatterjee, 2010). Furthermore, the
research conducted by Uslu (2021) found that teachers mostly highlighted the advantages of using museums
as learning as ensuring lifelong learning, letting students learn more by viewing and experiencing, and
disseminating historical knowledge.

Methodology
Aspects of How I Will Develop My Research Methodology

This research employed a systematic literature review (SLR) to synthesise evidence on museum and
object-based learning (OBL) and its contribution to employability outcomes in UK undergraduate business
management education. The protocol followed PRISMA 2020 reporting guidance and drew on established
review methods for education and management research (e.g., staged identification, screening, eligibility,
inclusion workflow). The protocol (search strings, inclusion/exclusion rules, screening forms, codebook, and
evidence tables) was registered internally before searching to ensure procedural consistency (Alharahsheh &
Pius, 2020b; Saunders, Lewis, & Thornhill, 2009; Uman, 2011).

Review Questions
RQ1: What opportunities does the museum/OBL present for enhancing employability in UK business
management education?
RQ2: What implementation challenges are reported, and under what conditions do they arise?
RQ3: What strategies, designs, and assessment practices are reported to mitigate these challenges
while maintaining academic rigour?

Concepts & Operational Definitions

- Museum/OBL: teaching/learning that uses physical or digital artefacts, collections, exhibitions, or
curated object-sets as the primary pedagogic stimulus.

- Employability outcomes: transferable competencies (e.g., communication, collaboration, creativity,
problem-solving, reflective judgement) evidenced through course-embedded tasks, authentic
assessment, or employer-facing products.

- UK business management education: UK HE modules/programmes in business/management (or
adjacent disciplines with transferable relevance) at undergraduate level; international HE studies were
retained only if implications were explicitly portable to UK HE.

Databases & Sources:

Targeted searches were conducted in Scopus, Web of Science Core Collection, ERIC, Education
Research Complete, Google Scholar (first 200 results sorted by relevance), ProQuest Dissertations & Theses,
and the Universities’ institutional repositories. Hand-searching was undertaken for relevant journals and for
reference lists of included papers (backward/forward snowballing).

Time Window & Language
Studies published 1994-2024 (30 years; anchors early HE object-learning resurgence). English-
language only, to ensure consistent appraisal.

Search strategy (exact strings)

Core Boolean strings used: "object-based learning" OR "object-centred" OR "object-centred" OR
"museum learning" OR "museum pedagogy" OR "object handling"
AND "higher education" OR university OR undergraduate AND employability OR "transferable skills" OR
"graduate skills" OR "work-ready"” OR "work readiness" AND business OR management OR "business
education" OR "management education" OR "business school". UK filter applied where supported: UK OR
"United Kingdom" OR England OR Scotland OR Wales OR "higher education UK" (used as screening
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criterion when databases did not support geo-filters.

Inclusion and exclusion criteria

The inclusion and exclusion criteria in Table 1 were developed as part of the review protocol, which
followed PRISMA 2020 reporting guidance and adapted established methods for education and management
research. These criteria ensured that only studies directly addressing museum and object-based learning in
higher education and its link to employability were retained. Sources had to be published in English within the
last 30 years and demonstrate methodological depth, while unpublished but relevant works (e.g., doctoral
theses) were included to capture under-represented insights. Conversely, studies that were purely opinion-
based, lacked educational focus, or related to unrelated sectors were excluded. Embedding these criteria within
a structured, staged workflow (identification, screening, eligibility, and inclusion) strengthened procedural
consistency and enhanced the reliability of findings.

Table 1
Inclusion and Exclusion criteria

Inclusion criteria

Exclusion criteria

- The primary language in which the
research publications were presented was
English.

- Based on international or UK-based
published as well as unpublished research
that focused on the museum Learning for
Improved employability results in
undergraduate business management
education in the UK or relevant contexts.
- The significance of museum or object-

- Were built on the viewpoint of a single
person.

- Pay more attention to issues or situations
from sectors other than education.

- Generalised reflections that do not put
much of an emphasis on supplying first-
hand information that can help to support
my research question.

based learning and its effects on the growth
of abilities in educational settings was
emphasised.

- Emphasis on cutting-edge methods for
museum and object-based learning and
how they relate to students' intellectual,
professional, and personal development for
employability in the classroom or beyond.

- published throughout the last 30 years to
capture more of any relevant research
outcomes.

Study identification and screening workflow.

The initial general search with the listed electronic sources returned 87 results using the search terms.
However, after employing the suggested keywords above and in accordance with the defined inclusion and
exclusion criteria as described above, the results were reduced to 7. Figure 1 below summarises the methodical
search and selection I employed during the process.

Figure 1
An explanation of the process used for systematic searching and choice
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The results were then supported by qualitative analysis and synthesis, which expressed the findings
and offered fresh viewpoints on the topic. This enabled my review to be organised and explicitly presented to
the readers.

Data collection and analysis procedure:

Papers were evaluated on the clarity of their argument, the use of evidence, and their transferability. A
structured form was captured, which includes data, country or setting, and discipline. As I reviewed each of
the selected papers, I employed reflexive thematic analysis (Braun & Clarke, 2006) supported by Thomas &
Harden’s (2008) thematic synthesis for educational reviews. Open codes were generated deductively from the
RQs (opportunities/challenges/strategies; assessment/employability constructs) and inductively from the
findings sections of included papers. Codes were iteratively merged into three categories that recurred across
studies:

- -Opportunities which are presented in Table 2 in this paper.

- -Challenges, which are presented in Table 3 in this paper.

- -Strategies/ways forward, which are presented in Table 4 in this paper.

Ethics

To achieve the research goal, I conducted a thorough literature review. Power relations, vulnerability,
privacy, confidentiality, and informed consent were not crucial for the research, as I was not using primary
data collection. Since no human or primary contributions were involved in the study, there were no ethical
risks or challenges. As a result, I strictly adhered to GDPR requirements and complied with all research ethics
guidelines established by the institution (BERA, 2018). The research ensured total transparency, precision,
and authenticity in selecting published research by incorporating predefined inclusion and exclusion criteria,
thereby providing accurate comprehension and responses to the research questions.

Limitations of my research

Due to the different ways and conditions of learning, the findings and suggestions may not apply to all
forms of experiential education. The research added distinctive and specific knowledge to practice because it
was primarily concerned with using museum and object-based learning in a learning context. However, the
findings can only be applied to higher education settings that provide business management programmes. The
findings were also less general and only relevant to the research's chosen setting because the research was
constrained to a particular context. However, they can be potentially transferable to other contexts.

As mentioned in the methodology section, my analysis was based on a review of the pertinent literature
using predefined inclusion and exclusion criteria, making my research less biased. Data from those
participating in the museum and object-based learning to improve employability in business schools, such as
educators, students, managers, and other support staff, may have furthered my research.

Findings and discussion of my systematic literature review
The thematic analysis of seven systematically selected studies yielded three main categories:
opportunities, challenges, and strategies. Each is presented in Tables 2—4 with supporting synthesis. This
section includes the findings, comments, and analysis reached in answer to the primary research questions and
information based on the seven publications examined and highlighted discoveries.
The presentation of findings will be as follows:
- Table 2: Opportunities for museum and object learning in higher education.
- Table 3: Challenges of museum and object learning in higher education.
- Table 4: Strategies and ways forward.

Each of the tables will be followed with supporting discussion and analysis, and connection with the
literature included in the research to meaningful outcomes.
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Table 2:
Opportunities of Museum and object-based learning in higher education

Paper Opportunities of museum and object learning in higher education.

(Ramey- By allowing students to interact with actual objects in an engaging environment, museums and

Gassert et al, | objects give students the chance to be active learners, increasing their conceptual understanding in

1994) the classroom. Comprehension of difficult topics requires a comprehension of both learning
components of active learning and conceptual understanding.

(Andre et al, When combined with facilitation techniques and activities, museum and object-based learning can

2016) have a positive impact on students’ attitudes towards their subject matter as well as their conceptual

knowledge, comprehension, interactions, and group-based collaboration abilities, as well as their
critical thinking abilities in relation to the subject-related concepts.

(Dysthe, Practical sessions can provide students with rare opportunities to develop their inner persuasive
2021) language by expressing themselves and providing meaningful interpretations and listening to others.
(Ates & Lane, | Museums cah enhance students' learning by giving them the chance to physically experience ideas
2019) they study in the classroom and elsewhere, Additionally, students are challenged through object-
based learning to improve their core abilities, including communication, creativity, and invention.
(Shroff, It is evident that learning via museum education will centre on the development of a basic set of
2016) abilities for students in higher education such as communication skills, as well as support educators in

adopting innovative pedagogical techniques.

(Handoyono | A style of education known as learning via objects and interaction with museums entails the active
et al., 2020) | integration of things into the learning environment. Real things produce higher learning results than
traditional teaching approaches.

(Sierra etal.,, | NA

2006)

Source (Author developed based on the seven papers included)

The popular advantages and abilities gained through museum and object-based learning within the
education setting are clearly described in my review's findings, as they were frequently recognised and
documented in the research papers chosen. Skills include but are not limited to learning from experience and
conceptual understanding (Ramey-Gassert et al., 1994), networking and interactions (Andre et al., 2016),
critical thinking (Andre et al., 2016), communication and self-expression (Dysthe, 2021; Shroff, 2016)),
problem-solving (Ates & Lane, 2019), creativity and innovation (Ates & Lane, 2019), and the ability to work
with others (Handoyono et al., 2020).

Nevertheless, there is agreement among all of the chosen articles that museum-related education
ensures the improvement of a high-quality learning environment in the educational setting, reflecting the
success of the learning process. Environmental elements significantly impact the nature of higher education
institutions in accomplishing high-quality learning. Therefore, my results align with Liu et al.'s (2010)
assertion that careful consideration in lesson design is a crucial factor in determining student success, the
perceived value of activities, and the simplicity of use in business education, as well as other disciplines.

In addition, museum and object-based learning can assist many employability skills, which is a
component of the answer to improving employability in business schools. Interestingly, each publication
highlighted a distinct set of skills depending on the goal or activity being utilised to relate to the museum or
object-based learning experience. My results support the claims made by Wardak et al. (2021) that learning
with objects, when used as a pedagogy, is very effective for group work and the development of skills like
empathy, interaction, observing, evaluating, logic, problem-solving, and critical and imaginative thinking, all
of which are incredibly transferable to the workplace in the future. However, museum and object-based
learning can also develop another set of unique skills, depending on the nature of the task or activity given to
students in the classroom or beyond, such as self-reflection.
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Table 3:

Challenges of museum and object-based learning in higher education.
Paper Challenges of museum and abject learning in higher education.
(Ramey-Gassert etal, 1994) | NA
(Andre et al, 2016) When creating activities for museum and object-based learning, educators

should consider how differently each student learns depending on their own
learning preferences, and design lessons and activities accordingly.

(Dysthe, 2021) The educators faced challenges such as choosing between preparing and student
choice, as well as between sharing their expert knowledge of art and objects and
fostering students' creativity, imagination, and innovation in the way they and
develop their answers. Students, however, considered the absence of class
follow-up to be problematic.

(Ates & Lane, 2019) Educators themselves need time to effectively incorporate museum education
components into their classes.

(Shroff, 2016) NA

(Handoyono et al,, 2020) NA

(Sierra et al., 2006) Although these resources have a very high potential instructional value, due to

significant accessibility and manipulability restrictions, this potential may be
severely underutilised.

Source (Author developed based on the seven papers included)

Even though all the studies I reviewed concurred that museum and object-based education have many
advantages, as | discussed in my previous section, it is equally crucial to acknowledge the significant
difficulties that educators and students may encounter when trying to develop museum and object-based
curricula that connect with their skill development in educational settings. According to Andre et al. (2016),
educators should consider how each student learns differently based on their unique learning preferences and
develop lessons and activities appropriately. The claims made by Andre et al. (2016) that it is difficult for
educators to create materials that can strike a balance between what they hope to accomplish and what students
want to contribute are supported by Dysthe (2021). Dysthe (2021) also recorded students' perspectives as they
considered the lack of follow-up support after the experience of the museum or object-based learning
experience can be problematic as they may have challenges connecting with the needed knowledge for their
program.

According to Shroff (2016), educators require time to successfully integrate museum education
components into their lessons. In addition, Sierra et al. (2006) go beyond the time constraints to address the
issue of limited access to objects, which makes it harder for educators to have the necessary tools to create a
meaningful learning experience for students.

In general, my findings add to the findings of the research given by Uslu (2021), who found that
teachers based their concerns when using museums and object-based learning on the possibility that they
would encounter actual financial issues and difficulties in upholding discipline. This highlights the need to
provide teachers with the guidance and training to perform these activities successfully in settings connected
to higher education. Furthermore, my findings call for the need to provide guiding notes for students on how
each activity will support their learning.
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Table 4:
Strategies and ways forward.
Paper Strategies and ways forward.
(Ramey- NA
Gassert et
al., 1994)
(Andre et Enhancing museum learning through scaffolding.
al., 2016)
Use a variety of "scaffolding behaviours" to introduce artwork vocabulary and concepts to students
at suitable points in their discussion:
- Directing students' attention to a certain area of the work of art
- Posing open-ended inquiries
- Giving justifications and guidance.
- Bringing out details or events to promote connections with the learning outcomes.
- Offering recommendations; establishing a path of thought that students can follow to
connect with the learning outcomes of the activity.
Speculating (or envisioning or wondering) to stimulate interest and inspire more
investigation.
- Providing clues to encourage alternative thought and creating challenges.
(Dysthe, Educators should think about and plan to switch from traditional to dialogic teaching by expressing
2021) their real interest in hearing students' voices when developing activities for museum and object-
based learning.
(Ates & If field visits are a component of an educator's ongoing professional growth, they will be able to
Lane, 2019) | lead them and connect the museum's content to their lesson plans. Universities and programmes
for teacher education may need a course or training in museum education.
Policies that outline the appropriate times and methods for staff communication are needed to
organise the connection between academic institutions and museums. As a result, academic
managers need to be involved to coordinate the interactions and guarantee that the right resources
are allocated.
(Shroff, To achieve quality education through museum education, students and educators must focus on
2016) setting up an atmosphere and utilising instructional activities to the greatest extent possible to
make connections with practice and develop skills.
(Handoyono | NA
et al., 2020)
(Sierra et Objects could be fully used for their educational potential if they were virtualized or represented as
al., 2006) reusable digital learning objects that could be included in an e-learning environment.

Source (Author developed based on the seven papers included)

Here are my suggestions for future techniques and factors to consider for enhancing museum and
object-based learning in business education as a result of the findings of the chosen papers and connections to
my literature review section. Though, as shown in table 2, different distinctive abilities might be created as a
result, we must acknowledge that museum and object-based learning can still imply distinct outcomes for other
people in various contexts.

Andre et al. (2016) suggested that educators collaborate with other professionals to create museum and
object-based learning through scaffolding. When devising activities for museum and object-based learning,
educators should consider how to foster students' attention, passion, intriguing conversations, and inquiries.
Additionally, peer interactions in the classroom foster possibilities for learning and developing skills important
for future employment. The same idea was emphasised by Dysthe (2021), who agreed with Ates & Lane
(2019) that educators should switch from traditional to dialogic teaching and that individuals participating in
delivery should receive more direction and notes. Additionally, Shroff (2016) urged educators to foster the
ideal environment for skill development.

My review supports that a practical guide or guiding notes that provide background knowledge and
engaging facts about the learning experience are crucial for student learning. The offered support should
ideally be delivered by trained educators who can provide the opportunity for interaction between students.
Activities may take place in the classroom. Educators should be given the proper guidance materials to engage
students and improve skill development fully. Furthermore, Sierra et al. (2006) recommended that, due to a
lack of resources and time, certain materials can be digitalised; this view was supported by Bidyuk et al.
(2021), who suggested digitalisation as a method of overcoming specific challenges such as time, access, and
finance.
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Conclusions and recommendations

This research adds new information and insight to the existing body of research on museum and object-
based learning for enhanced employability outcomes in undergraduate business management education in the
UK context. My literature research provided more detail about the main issues, opportunities, and implications
that business educators can use going ahead in embedding museum and object learning.

Improving core or transferable abilities is a key element of the UK college and university system,
making the British educational offer more competitive and employment-focused. Collections from museums,
such as objects, have an important role in aiding students in developing key skills such as listening, interaction
with others, and teamwork, which are the foundation of most activities. My review provided secondary
evidence that museum and object-based learning resources can support valuable skills employers need, such
as creativity and innovation (Harvey et al., 2002; Alharahsheh & Pius, 2019).

This study confirms that museum and object-based learning can be powerful pedagogical tools in
enhancing employability outcomes for business management students. These methods foster a passive to
active learning shift by promoting interaction, observation, creativity, and problem-solving. In business
contexts, where analytical and innovative thinking must coexist, integrating artefacts allows students to engage
with complex ideas from multiple perspectives, strengthening interdisciplinary understanding and adaptability.

Importantly, the research reinforces that learning through objects encourages students to move beyond
textbook knowledge. It helps them build critical soft skills, such as communication, teamwork, empathy, and
reflective judgment, that are often difficult to teach through conventional classroom formats but are highly
sought by employers. Moreover, interpreting and presenting insights drawn from tangible objects mirrors real-
world business practices, such as product analysis, market positioning, and storytelling in brand management.

Institutionally, these methods support curriculum diversification and inclusion, responding to the needs
of non-traditional students by accommodating visual, kinaesthetic, and collaborative learning preferences.
They also provide a meaningful way to meet national educational policies focused on employability, graduate
outcomes, and student satisfaction.

However, embedding such approaches requires intentional design, professional development, and
institutional support. The success of museum and object-based learning in business education depends on the
objects themselves and how they are introduced, contextualised, and assessed. Therefore, educators must have
clear pedagogical strategies, guided resources, and flexibility to tailor relevant, inclusive, and engaging
activities.

This research contributes to a deeper understanding of how museums and objects can transform
business education, offering practical and scalable recommendations for integration. Object-based learning
empowers business students with the skills and mindset needed for the future of work by fostering curiosity,
reflection, and connection to real-world challenges.

The following types of key audiences will find the research developed to their benefit:

- Educational institutions at all levels, with a focus on business schools.

- Sector-specific decision-makers and groups who oversee the development of management graduates'
employability skills.

- Academics and researchers concentrated on teacher training and education.

- Those who desire to train and teach in business education.

This research strengthens the methodological foundation for future work by demonstrating a
transparent SLR process. By clarifying inclusion/exclusion stages, databases used, and thematic grouping
logic, the findings provide a reliable platform for further empirical research on embedding museum pedagogy
in employability-focused business education.

Recommendations for integrating museum and object-based learning into business management
education
This research recommends structured integration of museum and object-based learning approaches to
enhance employability within business management education. The following strategies offer practical
guidance for embedding these practices at a programme level:
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- Incorporate object-based engagements into teaching practices: Leverage physical or digital
representations of objects to stimulate critical analysis, contextual thinking, and application of business
concepts. These materials serve as catalysts for exploring real-world challenges and strategic decision-
making.

- Encourage creative thinking through innovation-focused tasks: Use historical or contemporary
artefacts to inspire design and innovation thinking. Such exercises can simulate workplace scenarios
requiring adaptability, problem-solving, and an understanding of market evolution.

- Utilise historical contexts to develop employability attributes: Introduce case studies or figures from
history to promote interdisciplinary thinking. These narratives reflect resilience, leadership, and
innovation, key qualities valued in modern business environments.

- Enhance accessibility with digital object-based resources: Incorporate virtual collections, digital
archives, and interactive content to ensure inclusive participation. These tools support flexible, self-
directed learning and broaden access beyond traditional classroom settings.

- Foster collaborative and reflective dialogue: Use object-focused tasks as a basis for peer interaction,
discussion, and shared reflection. These approaches strengthen communication, empathy, and group-
based problem-solving skills, aligning with team-oriented workplace demands.

- Provide structured support for implementation: Equip educators with frameworks, prompts, and
facilitation guides to standardise delivery. Learners should receive clear explanations linking object-
based tasks to employability development.

- Align learning and assessment with professional competencies: Use object-based tasks as evidence for
evaluating creativity, analytical thinking, and professional communication. Align assessments with
industry-relevant competencies to reinforce their real-world value.
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