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Abstract:

User training for operation on decision making systems support means facing the problem in education form,
that could be solved by using management games. The paper presents model and methodoelogical basis of
DSS management games type and elaborates effects which could be achieved through it in the field of
education and training of future and e ing management personnel.
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Introduction

Why DSS as a management game?
Basic reason for attempt of conceptualization of DSS as a management game is a real need f{or good
decision-making in complex dynamic environment.

The idea of creating DSS as a part of complex management game seems natural, if we consider DSS essence
and its results on one hand and management game characteristics on the other.

Obvious quality of DSS management games type application is also possibility of complex systems dynamic
analysis; by DSS basis model involving, a management game is fulfilled and its compicxity which is nearer
to a real system is achieved. Consideration can encompass iarge number of variables and parameters.
System complexity can be controllable extended as much as needed, i.c. as much as user team is able to
accept. DSS models enable rafined controtlability multi-level games, greater number of autonomy levels
gives user an impression of considered system realistic representation. Combination of DSS management
game, greatest effect is obtained in the field of users interactive acting, where they can simultaneously
meke decisions and monitor its evaluation, in interaction with other participants in the game. There were
some attempts in the field (Ambrosiadou, Singh, 1985) aithough they present isolated applicative realiza-
tion of a similar concept. The idea is formalized in a sense of the model conceptualization, which is a basis
for any particular DSS of management game type application.

DSS is by its essence prediction oriented, so it can implicate simulation concept as a logical instance in
process of preparation for decision making. Even mere use of simulation concept places DSS domain in
mar  *ment-game environment. In fact, is particular DSS going to be management game in the same time
or nwy, depends not on the DSS essence, but on environment in which is used. This thesis can be described
through the following conceptual model.

Design of Conceptual Model of DSS/MG Type
The model description

Figure 1. represents graphical interpretation of conceptual model intended ether for training or education.
So, goal of the model function can be as follows:

® forming of a game that is to increase level of participants knowledge and experience, or
® forming of a game whose purpose is creation of conditions for real decision making.
The model layers

The model consists of three layers, each of which has its characteristics in structure, relations with other
layers and environment, layer of i impact on the whole modelincase of chi s, as well as position on DSS
anagement game creation time axis. 17









® ‘hard’ data (uncbanged): production programmes and middle-term goals of the current system;

® ‘hard’ data (after aggregation): total realised income from the production programmes, t I mater
expences for the production programmes,

© ‘soft’ data about the expected compr  ors and expected market and environment movements, about
the production programmes investments as an estimate of quantitatively unmeasurable investments
(knowledges, experiences...);

* Available resources

The game goal and chosen modeis demand minimuem of the available resources: a site, at least one PC with
a printer, coppier, overhead projector.

Layer: Modeling

Rough game outlines are designed and its scenario is elaborated in details, The game modular structure
is presented in Fig, 2.

Several scenaria are possible in conducting the game from Fig. 2
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Figure. 2. Modular structure of a management game for strazegic decision making support

Layer: Generation

In the actual case of the management game for strategic decision making support, the game generation
means writing a programm - an user interface to connect the module anc the user communication.

The output from the model for DSS management game type generation is an global management gt
an organized set of models connected by the managemeng game scenario, thus enabling the attendar
obtain some experiences in the field of strategic decision making.

Conducting the management game
The complete game flow is assumed in the followng way:

All the necessary imputs for the first game module are defined and the programs and goals are analysed
by scenario model. Data obtained by scenario model are forwarded to the Po model, for
analysis from standpoint of production programmes structure control. By runt first mody

the beginning to the end, analysis of the program and goals is finished and programs that are attra

future development are highlited. The second game module (M2) is testing the decision to procure new
technology for programme of primary importance. After this testing, the third module (M3) choses the
opti  alternative for the mentioned procurement. The game is finished at thee D3
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