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An erratum on

How to Use Artificial Intelligence to Improve Entrepreneurial Attitude in Business Simulation

Games: Implications From a Quasi-Experiment

by Chen, J., Chen, Y., Ou, R., Wang, J., and Chen, Q. (2022). Front. Psychol. 13:856085.
doi: 10.3389/fpsyg.2022.856085

Due to a production error, the article was published in the wrong journal. It is now published in the
correct journal, Frontiers in Psychology. The publisher apologizes for this mistake.

The original version of this article has been updated.
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