	WSB University

	Field of study:  Management

	Course: Project management in practice - simulation game

	Educational profile: general

	Education level:  II - cycle studies

	CLASS LANGUAGE
	English

	FORM 
	Classes

	COURSE OBJECTIVES 
	The purpose of the course is to equip students with knowledge and practical managerial skills by simulating business situations in the project, its environment and management practice.

	COURSE CONTENT

(Division into contact hours and e-learning))


	Content implemented in direct form: 

On the basis of the project of launching a new business entity / enterprise, in the form of simulations and games (also co-created by class participants) taking into account typical areas of knowledge and groups of processes in project management.
- Identification of the area of activity of the enterprise, replicable and scalable business model, choice of legal form, name, graphic elements constituting visual identity. Working in groups, presentation of partial results
- Analysis of the company's environment using PEST, SWOT analysis, analysis of competitors and competitive profiles, customer analysis. Working in groups, presentation of partial results
- Analysis of the product portfolio (or MVP for the corresponding case), analysis of product fit with the market and in relation to competitors. Work in groups, presentation of partial results
- Optional analysis of other marketing-mix instruments (4P, 5P, 7P, 4C). Work in groups, presentation of sub-results
- Identification of market trends related to the operation of the simulated organization, analysis of foreign market potential and possible threats. Working in groups, presentation of partial results
- Overall presentation of the business concept and key managerial decisions in the form of a simplified project plan, observing the limitations typical of this form of enterprise. Evaluation of activities, discussion.

Content implemented in the form of e-learning: N/A

	LITERATURE

(compulsory reading)
	· Tkaczyk P., Grywalizacja : jak zastosować mechanizmy gier w działaniach marketingowych, Onepress 2012.
· Zichermann, G., & Linder, J. (2013). The gamification revolution. McGraw-Hill Books

	OPTIONAL LITERATURE (including at least two items in English, either books or articles)
	·  Mruk H., Marketing : satysfakcja klienta i rozwój przedsiębiorstwa Wydawnictwo Naukowe PWN 2020.
· A Guide to the Project Management Body of Knowledge, Sixth Edition, Project Management Institute, Newtown Square 2017.
· Kaźmierczak K., Grywalizacja - od rutyny do zabawy dającej efekty (ebook), Wiedza i Praktyka 2016.
· Zichermann G., Cunningham C., Grywalizacja. Mechanika gry na stronach WWW i w aplikacjach mobilnych, Helion 2012.


