
card of course
	Subject name
	Decision-making games (simulations)


1.  Location of the subject in the system of studies
	1.1. Programme
	Computer science

	1.2. Mode of study
	Full time studies

	1.3. Level of degree
	Bachelor degree

	1.4. Profile
	Practical


	1.5. Speciality
	-

	1.6. Lecturer responsible for the subject 
	Monika Kłos


2. General characteristic of the subject
	2.1. Connection with a subject group
	Directional/practical

	2.2. Total credits (ECTS)
	2

	2.3. Language of instruction
	English

	2.4. Semesters in which the subject is carried out
	V

	2.5. Criterion for selection of listeners
	


3. Learning outcomes and method of conducting classes
3.1.  Aim of the subject
	Lp.
	Aim of the subject

	
	

	C1
	The aim of the course is to familiarize students with the issues of decision analysis, game theory and simulation and their role in the processes of analysing and forecasting socio-political phenomena

	C2
	The aim of the course is to prepare students to make decisions in times of information scarcity, crisis, security threats, etc.

	C3
	Students learn to optimize their decisions, e.g. during group cooperation, team management.


3.1. Learning outcomes, divided into KNOWLEDGE, SKILLS AND COMPETENCIES, with reference to learning outcomes for an area(s) and a field of study
	Lp.
	Description of learing outcomes
	Reference to the 
learning outcomes (symbols)
	Form of teaching (Mark with a „X”)

	
	
	
	ST
	NST

	
	
	
	Classes at the University
	Classes 
on a platform
	Classes at the University
	Classes 
on a platform

	After completing the subject, student in the range of KNOWLEDGE, know and understand

	W1
	has knowledge of the structures, processes and phenomena occurring in organizations and their environment and the relations between them, as well as the causes, course, scale and consequences of their changes in the scope of decision making
	Z1_W04


	x
	x
	
	

	W2
	sees and explains the role of leadership and negotiation in the processes of changing structures and organizations in the scope of decision making
	Z1_W06
	x
	x
	
	

	After completing the subject, student in the range of SKILLS, can

	U1
	can manage and cooperate in projects introducing specific changes in the organization, as well as conduct their assessment, using professional and ethical norms, standards and rules in the scope of decision making, what was exercised during decision-making games
	Z1_U03
	x
	x
	
	

	After completing the subject, student in the field of SOCIAL COMPETENCES, is able to

	K1
	can define priorities as well as identify and resolve dilemmas related to the implementation of a task defined by himself or others what was exercised during decision-making games
	Z1_K03
	x
	x
	
	


3.3. Type of classes and number of hours - full time studies (ST), part time studies (NST) 
	Mode 
of study
	Lecture
	Exercises
	Project
	Workshops
	Lab
	Seminar
	Lectorate
	Using distan-ce learning methods and techniques in the form of uploading tasks to the platform.
	Others
	ECTS

	ST
	
	
	30
	
	
	
	
	2,5
	
	2

	NST
	
	
	
	
	
	
	
	
	
	


3.4. Curriculum content (separately for each type of classes). Mark (X) how the content will be implemented (classes at the university or classes on the platform conducted using distance learning methods and techniques)
TYPE OF CLASSES: PROJECT
	Lp.
	Treść zajęć/Classes content 
	Reference to the subject 
learning outcomes 
	Sposób realizacji (zaznaczyć „X”)

	
	
	
	ST
	NST

	
	
	
	Classes at the University
	Classes 
on a platform
	Classes at the University
	Classes 
on a platform

	1.
	Business strategies - introduction to the game Eurobusiness, 
	W1, U1, K1
	x
	x
	
	

	2.
	Important and urgent tasks in human life - introduction to reflex time games
	W1, U1, K1
	x
	x
	
	

	3.
	Responsibility for common goods - introduction

to the game Fish business or Motherload
	W1, U1, K1
	x
	x
	
	

	4.
	Luck or probability? Bingo game 
Effective communication in pun game
	W1, U1, K1
	x
	x
	
	

	5
	Do the business: Building a tower game. The process of making effective decisions
	W1, W2, U1, K1
	x
	x
	
	

	6
	Preparation of final project, summary of the classes 
	W1, W2, U1, K1
	x
	x
	
	


3.5. Methods of evaluation of learning outcomes (describe the methods of teaching and verification of learning outcomes and methods of documentation)
	Learning outcomes
	Methods of teaching
	Methods of verification of learning outcomes
	Methods of documentation

	KNOWLEDGE

	W1-W2
	Problem lecture/discussion/ games simulations and gaming 
	Tests checking the knowledge
Test 1 – will check the knowledge about definitions (1st classes)

Test 2 – will check the math/logical skills of probability (4th classes)


	Tests placed on the platform (2 x 10 points = 20)

	SKILLS

	U1
	Case studies, group work, activity during classes, discussion, completing tasks and sending them to the platform
	Activity, team working, task
Task 1 (the list of actions/indicators/tips which can help in reflection tasks – 2 with description of students method what helps them to win the game) (2nd classes)
Task 2 (the list of actions/indicators/tips which can help in strategic games –description of students method what helps them to win the game) (3rd classes)

Task 3 – the scorecard of game results (5th classes)

Task 4 – final project – the best strategy to win the tower game (with different condition of starting rules) (6th classes)

	Posts to the forum: “Attendance list” [6 x 5 points = 30 points], Tasks placed on the platform
Task 1-3 (each 10 points)

Task 4 – 20 points

	SOCIAL COMPETENCES

	K1
	Activity during classes, group work, creativity, speed of processing data taken from Internet resources
	Activity, team working, task 


	Posts to the forum: “Attendance list”, [6 x 5 points = 30 points] Tasks placed on the platform


3.6. Criteria for assessing the achieved learning outcomes
	Learning outcome
	For a grade of 3 student knows and understands/can/is able to:
	For a grade of 4 student knows and understands/can/is able to:
	For a grade of 5 student knows and understands/can/is able to:

	W
	60-75% of the knowledge indicated in the learning outcomes
	76-90% of the knowledge indicated in the learning outcomes
	91-100% of the knowledge indicated in the learning outcomes

	U
	60-75% of the skills indicated in the learning outcomes
	76-90% of the skills indicated in the learning outcomes
	91-100% of the skills indicated in the learning outcomes

	K
	60-75% of the skills indicated in the learning outcomes
	76-90% of the skills indicated in the learning outcomes
	91-100% of the skills indicated in the learning outcomes


3.7. Literature
· Basic:
· Długosz Mirosław, Gry decyzyjne w badaniu i doskonaleniu organizacji, Warszawa 1990

· Piotrowski Włodzimierz, Gry i interesy w teorii organizacji i zarządzania, Warszawa 1990

· Turner, Victor Witter, Gry społeczne, pola i metafory, Kraków 2005
Supplementary:
J. Z. Pietraś, Decydowanie polityczne, Warszawa-Kraków 1998, Roz II. Proces decydowania politycznego w

ujęciu systemowym.

• G. Rydlewski, Decydowanie, w: Decydowanie publiczne, G. Rydlewski (red.) Warszawa 2011.

• H. Komornicki, Decyzje polityczne i proces decyzyjny, w: Wprowadzenie do nauki o państwie i polityce, B. Szmulik, M. Żmigrodzki (red.), Lublin 2000, Roz. XII.

• R. P. Kostecki, Wprowadzenie do teorii gier, http://www.fuw.edu.pl/~kostecki/teoria_gier.pdf

• Straffin P.D., Teoria gier, Scholar, 2004
4. Student’s workload – balance of credits (ects)
	Student’s activity
	Student’s workload 

	
	ST
	NST

	CONTACT HOURS (activities that require direct participation of an academic teacher)
	30
	

	Classes provided by the study plan
	30
	

	Consultation (min. 10% of  hours provided for any form of classes)
	3
	

	STUDENT’S OWN WORK
	20
	

	Preparation for class, preparation of project work/presentations/etc
	10
	

	Preparation for passing the classes
	10
	

	TOTAL STUDENT WORKLOAD
	50
	

	Credits (ECTS) for a subject
	2
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