	WSB University

	Field of study: Management

	Course: Business Game

	Educational profile: practical

	Education level:  I-cycle studies

	Number of hours per semester
	1
	2
	3

	
	I
	II
	III
	IV
	V
	VI

	Full -time studies

(L/C/lab/pr/e)*
	
	
	
	
	
	

	Part-time studies

(L/C/lab/pr/e)
	
	16
	
	
	
	

	CLASS LANGUAGE
	English

	LECTURER


	Michal Dziekonski, MBA

	FORM 


	Excercise

	COURSE OBJECTIVES
	- getting knowledge of managerial decisions in practice

- active experiencing of managerial decision making (managerial empathy, multicultural management,
   general management)


	Reference to learning outcomes
	Description of learning outcomes  
	Verification of learning outcomes  

	Field-related learning outcome
	PQF
	
	

	Knowledge

	Z2_W12
	X
	She/he knows the advanced methods and systems of supporting the decision making process in risk conditions, decision team working and complex decisions
	· theory of managerial decision making in practice

	Z2_W11
	X
	She/he knows the advanced research methods in managerial function (connected with the study specialization)

	· knowlege about information systems in management 

	Skills

	Z2_W12
	X
	She/he knows the advanced methods and systems of supporting the decision making process in risk conditions, decision team working and complex decisions
	· skills of usage the decision making methods in business games


	Social competences

	Z2_K02
	X
	Jest przygotowany do inicjowania 
i aktywnego uczestniczenia w pracy zespołów interdyscyplinarnych 
w środowisku pracy i poza nim
	· observation of teamwork decision in business games


	Students’ own workload  (in didactic hours 1h=45 minutes)** 

	Full- time

Participation in lectures = 

Participation in classes = 

Preparation to classes = 

Preparation to lectures = 

Preparation to an examination = 

Project tasks =

e-learning =

Credit/examination =

others  (indicate which) = 

TOTAL:

ECTS points:

Including practical classes:
	Part-time

Participation in lectures = 

Participation in classes = 14h
Preparation to classes = 

Preparation to lectures = 

Preparation to an examination = 

Project tasks = 1h
e-learning = 1h
Credit/examination =

others  (indicate which) = 

TOTAL: 16h
ECTS points: 2
Including practical classes: 2


	PREREQUISITES
	Theoretical knowledge of general management

	COURSE CONTENT

(Division into contact hours and e-learning)
	Contact hours: 15
Introduction for business games – Team Ideas interpersonal game (4h)
Multicultural Game – in the scope of Geert Hofstede model (3h)

Conclusions i reflection from games – DATA model (2h)

Company Management Game – compex game in the scope of financial management, sales, logistics and project management (6h)

E-learning: 1
Own work by students (in groups) in preparation DATA model presentation (1h)

	LITERATURE

(compulsory reading)
	· "Educational Games: Enhancing Learning Through Interactive Experiences" (Nova Publishers, marzec 2025) 

· "Simulation-Based Education: A Practical Approach for Health and Care Educators" (Elsevier, sierpień 2024) 

· "Game On: A Developmental Approach to UNSW Cyber Escape Room for Cybersecurity Governance and Policy Education" (MDPI, 2025/2026) 

	· OPTIONAL LITERATURE (including at least two items in English, either books or articles)
	· - "Gamified Education – Innovating Learning Through Play and Technology" (Springer Nature, 2025)
- "Enhancing Engagement With Gamification: Education, Business, and Healthcare Perspectives" - ed. Ricardo Marcão, Vasco Ribeiro Santos, (AGI Global, 2025)

	SCHOLARLY PUBLICATIONS BY PERSONS WHO CONDUCT CLASSES, WHICH ARE RELATED TO THE MODULE SUBJECT 
	Dziekoński M., “Strategic metrics”, w: Kozielski R. (ed.), „Mastering Market Analytics: Business Metrics - Practice and Application” Emerald UK 2018 (as sub-author)



	TEACHING METHODS

(Division into contact hours and e-learning)

	Contact hours: 16
· team ideas game (4h)

· multi-cultural management game (4h)

· company management game (6h)
         -  DATA project (2h), 

Alternative form (for Students who are not attending in participation in class):

-preparation of the presentation (10-30 slides) about the usage of simulation games in management:
A) Business Games definition and classification (2-5 slides)

B) Way of learning due to Business Games usage / gamifiaction (2-5 slides)

C) Examples of Business Games (2-5 slides)

D) Transfer of knowledge from 

E) Conculsions due to Business Games usage in business and education (2-5 slides)

Obligatory: literature / bibliography – not only informal websites, but additionally scientific articles and books.
E-learning: 1
- preparation of DATA project by Students

	TEACHING AIDS
	Computer + projector, accessories for the business games (instructions, reports)

	PROJECT

(if implemented in the framework of a classes module)
	Project goal: implentation of: description, analysis, transfer and application into practical skills – after business game
Topic of the project: DATA model – experience after the business game
Project form: presentation (5 slides)

	FORM AND CONDITIONS OF ASSESSMENT
(Division into contact hours and e-learning)
	Obtainig the positive evaluation of the all assessment form in General System of Student Evaluation in WSB University.


* L-lecture, C- classes lab- laboratory,  pro- project, e- e-learning
