
 
 

SYLLABUS 
 

1. Data about the program  
 

1.1 Higher Education 
Institution 

Babeș-Bolyai University 

1.2 Faculty Psychology and Educational Sciences 
1.3 Departament Psychology 
1.4 Field of study Psychology 
1.5 Study cicle Master 2022-2024 
1.6 Study program / 
Qualification 

Master's Degree in Human Resource Psychology and Organizational 
Health 

 

2. Course information  
 

2.1 Name of the course Gaming and Simulation/ Simulări și metoda jocurilor 
2.2 The holder of the course activities Lect. Dr. Cătălina Oțoiu 
2.3 The holder of the seminar activities Lect. Dr. Cătălina Oțoiu 
2.4 Year of study 2 2.5 Semestre 3 2.6. Type of 

evaluation 
E 2.7 Course regime opt 

 

3. Estimated total time (hours per semester of teaching activities)  
 

3.1 Number of hours per week 2 Of which: 3.2 course 1 3.3 seminar/laboratory 1 
3.4 Total hours in the curriculum 28 Of which: 3.5 course  14 3.6 seminar/laboratory 14 
Distribution of estimated time:  hours 
Studying textbooks, course support, bibliography, and notes: 20 
Additional documentation in the library, on specialized electronic platforms and in the field: 13 
Preparation of seminars / laboratories, papers, portfolios, and essays: 14 
Tutorship: 5 
Evaluations: 4 
Other activities:  
3.7 Total hours of individual study 47 
3.8 Total hours per semester 75  
3.9 Number of ECTS credits 3 
 

4. Prerequisites (where applicable)  
 

4.1 curriculum • Advanced Organizational Psychology  
4.2 compentencies • Knowledge of the fundamental theories in Organizational 

Psychology 
 

5. Conditions (where applicable)  
 



 
6. Specific competences acquired 
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• The ability to diagnose and evaluate individual, group, organizational, and situational 
characteristics (PC 1) 

• The ability to use the results of the organizational diagnosis in order to inform and 
establish interventions addressed to multiple levels of the organization (PC 2.2) 

• The ability to develop and differentiate between specific intervention methods specific to 
multiple levels of the organization in order to increase performance and innovation (PC 
2.1) 

• The ability to design appropriate interventions in accordance with a specific 
organizational level (individual, group, organizational, multi-level) and the interrelated 
dynamics between multiple organizational levels in order to support performance (PC 
3.2) 

• The ability to describe and understand different types of organizational diversity, as well 
as the impact of diversity on organizational dynamics in order to improve the 
performance and innovation of multiple organizational levels (PC 3.4) 

• The ability to design and apply specific strategies in order to improve and support 
decision making (PC 4.5) 

• The ability to design specific instruments in order to measure relevant concepts for the 
occupational and organizational health of an organization (PC 5.3) 

• The ability to design courses of actions and solutions for organizational knowledge 
management in order to enhance organizational efficiency and innovation (PC 6.3) 

• The ability to understand the organizational business model and requirements in order to 
facilitate organizational efficiency and innovation (PC 8.5) 
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• The ability to communicate in contexts of inter-organizational and intra-organizational 
collaboration (TC 1) 

• The development of critical thinking, analytical ability and information inference in order 
to ensure objective decisions and recommendations within organizations (TC 2) 

• The ability to initiate and maintain efficient work collaborations and professional work 
relations (TC 3) 

• Interorganizational and intraorganizational project management (TC 4) 
 

7. The objectives of the discipline (based on the grid of acquired competencies)  
 

5.1  Course conduct • Room with at least 50 seats, computer and video projector  
• Online, MsTeams 

5.2   Conducting the 
seminar 

• Room with at least 50 seats, computer and video projector  
• Online, MsTeams 

7.1 General course 
objective 

• Understanding the main theories and models related to the 
development and practice of organizational simulations and 
acquiring competencies in designing an organizational simulation. 

7.2 Specific course 
objectives 
 
 
 
 

• Understanding the relevant conceptual delimitations for the field of 
simulations and games. 

• Theoretical understanding of designing a simulation from the 
perspective of complex systems. 



 

8. Content 
 

8.1 Course Teaching methods Observations: 
Perspectives on play, games, and simulations - an 
integration of current theories and practices. 
 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Gaming simulation - an independent science or a 
boundary field? 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Gaming simulation - an approach from the 
perspective of complex systems. 
 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Gaming simulation - elements and stages of design 
(1). 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Gaming simulation - elements and stages of design 
(2). 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Case studies: gaming simulation as a learning tool in 
organizations. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Case studies: gaming simulation as an intervention 
tool for organizational development. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Case studies: gaming simulation as a research method 
in organizational psychology. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Case studies: gaming simulation as an intervention 
method for sustainable development. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Simulation design - computational modeling. exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Facilitating organizational simulations - briefing and 
debriefing. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Evaluation in the field of organizational simulations. exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Validation of organizational simulations as a method 
for learning, intervention, and research. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Summary and conclusions  
 

Knowledge synthesis  
 

 

 
 

• Learning and understanding the steps of designing a game-type 
simulation. 

• Complete development of a simulation starting from a set of 
specific objectives and for a real organizational context. 

• Validating and evaluating an organizational simulation. 
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8.2 Seminar / laboratory Teaching methods Observations 
Learning as acquisition versus learning as interaction. exposition, demonstrative 

example, guided discovery, 
experiential learning, game play 

 

Collaborative aspects in the development of 
organizational simulations. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Design thinking - design methods and techniques for 
innovation. 

exposition, demonstrative 
example, guided discovery, 
experiential learning, game play 

 

Designing an organizational simulation. group activity  

Designing an organizational simulation. group activity  

Designing an organizational simulation. group activity  

Designing an organizational simulation. group activity  

Designing an organizational simulation. group activity  

Designing an organizational simulation. group activity  

Designing an organizational simulation. group activity  

Organizational simulation testing  Game play, group activity  



Organizational simulation testing  Game play, group activity  

Organizational simulation testing  Game play, group activity  

Organizational simulation testing  Game play, group activity  
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9. Corroborating the contents of the discipline with the expectations of the representatives of the 
epistemic community, professional associations and representative employers in the field 
related to the program  
 

 
The content of the discipline is in line with what is taught in other university centers in the country and 
abroad. Organizational simulations are widely used internationally as intervention and research methods. 
Throughout this course, students have the opportunity to practice constructing and implementing an 
organizational simulation.  
 

10. Evaluation 
 

Type of activity 10.1 Evaluation criteria 10.2 Evaluation method 10.3 Weight in the 
final grade 

10.4 Course  Group project 100% 
  The project grade is 

weighted by 30% 
intragroup peer-
evaluation  

10.5 Seminar/laboratory  -  
   

10.6 Minimal performance requirements 
The final assessment will be based on a group semester project.  

The final grade consists of the evaluation of the semester project in a percentage of 100% and weighted by 
peer-evaluation.  

Recognition of one's own contribution by group colleagues - obtaining a score of 0 in the intragroup 
evaluation results in the loss of the entire score. 

 

Date  Signature of the course holder  Signature of the seminar holder 

14.09.2023                                  Lect. Dr. Cătălina Oțoiu               Lect. Dr. Cătălina Oțoiu 



                                                                                     
                         

             

Date of approval in the department                               Signature of the department chair/director 

          14.09.2023                                                                                                      ...............................                                                                        


