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Programme overview — Day 1 - rhus, 25 march, 2010

Abstracts for the sessions will be found starting on patie unaasia - Abstracts

08h00 Registration & setting up of posters
09h00 Opening ceremony (40m)
ggmg' Panijpan. Gaming and simulation for science education —p1. =» All keynotesin theconference hall
10h20 Break (20m)
10h40- _ .
11h55 Crookall. Games for all seasons: Hands on basic principlesp 22
12h00 Lunch (60m)
Room 1 Room 2 Room 3 Room 4 Room 5
Business & building Methods & learning  Language Medical & language Skills training
13h00 Sankaseam & Asaisart.  Soranastaporret al.  YukongUsing Tirataradol Effects of Nuttapong & Jitgarun.
to Using simulation for sellingUsing simulation for games to teach storyline and role-playing Games-based learning
13h25 and buying cellular training young pronunciation  instructional methods on in the development of
telephones in earketing  researchersto collect Chinesestudents' critical thinkingskills:
classroom qualitative data speaking ability A case study of
television repair
13h30 Perkhiaa Using games andSuriyant The Thongsa-ard  NitisakunwutLearning  Rungrueng & Jitgarun
to simulations to teach cost effectiveness of BINGO for thevocabulary of spatial Games—based learning
13h55 accounting simulations in the learning relationships through a  for the development of
development ofocus  English social interaction game decision making and
of control in creative thinkingskills
university students in electronics
14h00 Kerdwannachai & Thanathiti How Soranastaporn WattakiecharoenHome Pomjalee & Jitgarun
to Jitgarun Games-based games and simulationsA game for training scenarios for Games-based learning
14h25 learning for researching  help in the studentwriting  post-strokepatients for the development of
house building regulations: development of in English creative thinking and
A case study in creative  studentcompetence problem solvingskills:
thinking skills A case study of air
conditioning
14h30 Break (20m)
E'Egg Levin. 3-D realms and the immersive Internet of serious gaes and virtual worlds — p 22
Room 1 Room 2 Room 3 Room 4
Computers Business Emergency :_angpage
earning
15h30 Chan et al Assessment of Indrangkura Na AyudthyaChen Using internet SomsamaiUsing
to multimedia material for teaching & Yamchuti Using games platforms (eg, 2nd Life) to a treasure hunt
16h05 | EGO MINDSTORMS NXT and simulations for conduct strategiemergency for English
robotics: An example of cable capersonality development simulations (eg, major flood language
robot of MBA students disaster) learning
16h10 Apperley New geographies of  Hallinger et al Learning Chen et alExercise Atlantis: EngchuanUsing
to real-time gaming to leadorganizational Evaluation of a strategic scenarios in the
16h45 changein Thailand emergencyresponse trainingteaching of
using simulation reading
16h50 Break (55m)
17h45 Dinner (55m)— PIs finish on time if you wish to participate iretgames evening (see below).
19h15  Games evening120m): Everyone is welcome to run a game and to partieipis post your game
—21h15 description and sign-up sheet on the notice bo8ek p25 for more information.
Posterswill be on show throughout the conference.
ada0
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Programme overview — Day 2 i 26 arcn, 2010

Abstracts for the sessions will be found starting on patie- unsatia - Abstracts

08h00 -  Games morning(95m): Everyone is welcome to run a game and to partieipRis post your game
09n35 description and sign-up sheet on the notice bo&ek p25 for more information.

9h40- Samawathdana . Challenges and rewards of conducting action reseanmn simulation in secondary

10h15 schools- p 23 =» All keynotesin theconference hall

10h20 Break (20m)
Room 1 Room 2 Room 3 Room 4
Science Business Ressources B e
Language
10h40 Luealamai A Building Block ~ Dumbelkar.Performance Pipitkul. Learning through Hu et al
to Set: A new hands-on game for assessment in a softwarewvirtual reality : Using Second :
11h15  enhancing students’ perceptionbased business strategy Life for library and information L€arming
of geometry game science education English
11h20 Petpradap Thin Layer Upadhyay Alternative Phonpro et alCultivating solid vr?cabtﬁllary
to Chromatography Simulation: A media (eg, music) for waste disposahabits among - royg
11h55  guiding tool for separation experiential management community stakeholders througl Playing games
scienceunderstanding training role-play game simulation (RPC
12h00 Lunch (60m)
igﬂgg LePage. Participatory simulation and gaming for natural resources management: State of the art — p 23
Language & culture Conflict resolution Disasters Language
13h40 Wortley Virtual Oman: An OppenheimerA model  Trijit et al. Reinforcing Chen.Games
to international collaboration to  for effectively initiating  vulnerability awareness helpvocabulary
14h15 develop local skills and promotehe resolution oflisputes through adisasterimagination gains
cultural heritage game (DIG)
14h20 Break (20m)
igmg' Martin. Increasing the level of interest increases thevel of learning — p 24
. Workshop: Workshop:
Medical Technology Change Language
15h20 Klangsuk Interactive simulation for Piirainen. Developing game
to crisis management training in the education angame engine Ean(tjamara. Sh_ang & Cf:hlsn
15h55  intensive careunit setting technology €ading a ~ -sing scafolding
16h00  Nimitarnun & Thichai Simulation ~ Tuammee et aRouting with  successful change: board games to
to and computer-assisted instruction ithermal field approach in grid Problem-based learn English
18h35  nursing education: Some research like structure overlay network learning through a  sentence structure
findings simulation
16h40 Break (20m)

17h00  Conference dinner : You will be taken by bus directly from the confecervenue to the
restaurant; therefore, no time to go to the hdtéi@end of the afternoon sessions. Pls be
ready to leave by bus &7hOOsharp. Return by 21h00.
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Using a designed BINGO game to help students aeqicabulary.................ooooiiiiiiiiiiiccesee e 26

Maria Hou, Wenzao Urusuline College of Languagesydia & Margaret Chen, Wenzao Urusuline College of
Languages, Taiwan

Leading a successful change: Problem-based leatimiaggh a simulation .................uveeiiicmcccceeee e 26
Pornkasem Kantamara - Mahidol University, Thailand

Paper sessions
New geographies Of real-time gaming .........ccccca i et e e e e e e e e e aaaaaaeaeas 27
Thomas Apperley - University of New England, Aub&ra
MyNaYAaNMWINANIIMANgATUSHITFI NN T AR Iﬂﬂ“l%mmm:amummﬁmmzﬁamsﬁauffj | Using games and
simulations for the personality development of MBIAENES ..........coooiiiiiiiicce e 27
Uguws Bunsugs o o951 & 9lssal uduyd —wwiInndosuns | Pathomporn Indrangkura Na Ayudth§dJrairat
Yamchuti - Thonburi University, Thailand

Assessment of multimedia material for teaching LEBDIDSTORMS NXT robotics: An example of cable car

Chan Hsin Kuo, Chun Hung Lin, & Eric Zhi Feng Liu afibnal Central University, Taiwan

Exercise Atlantis: an evaluation of a strategic eyaecy response training at OLIVE platform......................... 29
Yung-Fang Chen, El Parker & James Townsend - Covéhtiyersity, England

Learning to lead organizational change in Thailand.................ooo e 29

Philip Hallinger - Hong Kong Institute of Educatidharinya Showanasai - Prince of Songkla Unive&ifjypichai
Somboonpakorn - Mahidol University

Performance assessment in a software-based DUSINBETY JAME ..........ooieiiiiiiiiieen i e 30
Vinod Dumblekar - MANTIS, India

msl¥aaunsaisiasslumsdndidmsinind | Using simulation in business accounting ..............cccceeeeveveeevennnn. 30
nys Lﬁﬂﬁqa —Tsu5oumaluladwyiiung | Mayuree Guesakul - Moobankru Technology School.......................... 30

Using scenarios in the teaching Of rEAUING . .eeeeeecveiiiiee e a e e e e e 31

Karansupamas Engchuan - Mahidol University, Tinaila

nsisouilfnuiuglumsSouditorfunsdunudsidesmss Sesmsatiatn : nsdinuiinuzmsaaadnassd | Game-based
learning for finding requirements for building ause: A case study of creative thinking skills........................ 31
a o @ a2 a J o a @ G Y = .
anawby Hssade & dandl Jaamgud - uiInnauna lulagnszaeund1sus | Saponchet Kerdwannachai &
Kalayanee Jitgarun - King Mongkut's University @chnology Thonburi, Thailand

Interactive simulation for crisis management tnagnin the intensive care unit setting ........cccccevveeeeeeiiiiieennnn. 32
Nongchana Klangsuk, Oratai Hoondi & Laddawan Tegkah- Rajavithi Hospital, Thailand

A Building Block Set: A new hands-on game for endiag students’ perception of geometry.......ceeevreeeen. 32
Sutha Luealamai - Mahidol University, Thailand

Learning the vocabulary of spatial relationshipetigh a social interaction game.............coceeeeiieniiiees 33
Panicha Nitisakunwut - Mahidol University, Thailand

HaveIMsi3ouidioaueaveindnuneamansuliuda uiInndoasaRou aelilsunsuneuiinnessivasy 1509 wAnITY

weneimstiniasnewesdihe | Simulation and computer-assisted instructionrsing education: Some research

11100 11T 1= PP U PR URPP 33
waiua diaenius & qiias1 3% —umInedenImAou | Nongpimol Nimitarnun & Supattra Thichai - Ghian
University of Thailand

nﬁﬁauﬁ“l%'mmﬂugm“l.umsﬁﬂui’aﬁﬂuﬁuﬂmﬂ?ﬂmﬁw Foa msgeu sl nsdifnuminuensAnedeidneuanu | Games-

based learning for comparing repairing televisidrcase study of critical thinking skills...... .., 34
aigwad 1909 uaz faoal Indamgad —wInodemalulagnszaenndisuy3 | Nuttapong Nitkit & Kalayanee Jitgarun -

King Mongkut's University of Technology Thonburi
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Robert J. Oppenheimer - Concordia University, Canada
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@ A o S a o o a @ ~ Y .
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Yaan\

=>» http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/

ThaiSim



ThaiSim 2010 — sanauaaumMsalinaasuaziny — 2 Conference — RMUTSV, Trang, Thailand p ’/

g1@ 0359190 —uMIIMedeuiiaa | Yuwadee Tirataradol - Mahidol University, Tiaaid
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Iednyal nesden —uImedesus | Walailuck Thongsaard - Thonburi University ailand

Poster sessions

Companion modelling to mitigate land use conflietizeen herders and foresters in Northern Thailand.......... 49

Pongchai Dumrongrojwatthana - Chulalongkorn Unigr8angkok, Thailand, Guy Trébui &Christophe Le Pag
CIRAD, UPR GREEN, Montpellier, France & Nantana Gajaséhulalongkorn University, Bangkok, Thailand

Management game for SOftWare ENGINEEIS ... et e e e e e e aaaaaaaeaaeas 9.4

Ryoju Hamada - Tohoku University, Japan, Masahiijp-HHitachi East Japan Solutions, Ltd., Japan &omi
Kaneko - Hokkaido Automotive Engineering Collegeala
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Notes to help presenters do their sessions (PEPGIEKSNOPS).......ccciuiiiiiiiiiiiiii e 50
ACKNOWIEAGEIMEINTS ...ttt ettt ettt ettt et e et e e e e et e e e e e e e e e e e e e e e e e e e e e e e e e aaaaaeaaaaaaaaas 52
sreumdarivayumsUszan — CONFErENCE SUPPOIETS .....c.oviviriiierieeeeaeeee sttt sese s ese e es 52
AMENTTUMITAMITUTEYN — Organizing COMIMITIEE .......oiiuie e ieeee ettt et ee e sae e e e eneeeeneas 52
ADOUE TRAISIM . ..t ettt e e e e st e e e e e e et e et e e e e e eennn s 54
1T 0] 0= £ P PPPPPTRRT 54
(O] o] 1=Tot 1YL PP EEPTUUTT 54
ThaiSim seeks to anSWer qUESLIONS SUCK @S .....ccciiiiiiiiiiiiiiiiiiee e e e e e e e e sees e e e e e e e eaeaeeeeaeessesanannnns 54
ThaiSim understakes the folloWINg ACtVItIES: oo 54
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REIBVANT TEIMIS ...ttt ettt et e s m e e e st e e e s n et e e b et e s se e e e st et e e nn e e e amreeesnreas 56

A few reminders for the benefit of everyone:

* Timesandrooms are indicated on the programme plans at the atdinis book.

* Presenters Please start arehd your sessiomn time. Please arrive at your room five minutes early,
immediately at the end of the previous sessioead$dl check your room and equipment well before
your session. More notes to help you will be foond50.

» Participants: Please arrive at your session in good timehabit can start on time. If you really must
be late, please avoid entering the room at thd {roaar the speaker), but rather through a dothreat
back.

* Mobile phones PlIs switcloff your mobile phones before you go to any session.

* No smokingnear the session rooms; pls go outside of theibgil
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SWIYE SUdA - Thanayus Thanathitissningasuiaa - Mahidol University
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Vinod Dumblekar MANTIS
David Crookall - Université de Nice Sophia Antigoli
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The second Thailand educational reform (2552-256%)the overall objective of encouraging a high
standard of life-long learning, both in and beydowinal education, through the development of
academic excellence, good behaviour, and good ityordlo achieve these goals, the Ministry of
Education in Thailand established a policy calldel, 4-New”. Three-D refers to democracy,
decency and drug-free. Four-new refers to (1n#he era of new generations, (2) teachers, (3)
learning sources and educational institutionsa®) new administration systems. Junrin
Laksanawisit, the Minister of Education, has empeakthat teachers are at the heart of the second

=>» http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/
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educational reform. Teachers need to develop montisly to increase their capability, and high-
potential graduates need to be employed in ordsapport teachers.

To further the development of teaching and leariminghailand, we founded ThaiSim - the Thai
Simulation and Gaming Association. ThaiSim islaffed with ISAGA — the International Simulation
and Gaming Association (registered in the Netheldan ThaiSim organizes an annual conference; the
theme for our second conference, ThaiSim 201@aing from experience through games and
simulations. Thus, from 25 to 27 March, 2010, etgyeesearchers and scholars from Thailand and
twelve other countries around the world will prazidcademic debates, research presentations and
teaching techniques about using games and simogatidlence, the conference will provide
significant opportunities for participants to leamd exchange knowledge and ideas. The
implementation of games and simulations is an dppdy for curriculum development at every
education level, especially for higher educatitusing simulations of working environments to teach
about specific fields of study helps learners iadtogether theory and practice in meaningful and
relevant ways.As a consequence, our association, ThaiSim, pates that this conference will
contribute to the second Thailand educational refor

In the name of the association, my gratitude goedl professionals, researchers and participants
from educational institutes and companies who leheed and are helping ThaiSim to achieve its
goals, including this conference. Our associatvonld like to thank every participant, presented an
staff for making this conference a memorable andiwdhile event. We invite you to work hard and
play hard!

___Dr. Urairat Yamchuti
Vice PresidentThonburi University Thailand
President, ThaiSim

http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/ €
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“Learning from Experience through Games and Simulations”
On March 25th 2010 from 9.00t0 9.15 am
At Chalermprakeit Building, Rajamangala University of Technology Srivijaya
Trang Campus, Sikao district, Trang 92150

Distinguished President of the Thai Simulation &aiming Association (ThaiSim), the committee
and all participants:

| am most honoured and gratified to be the chasqueof this opening ceremony for 2nd ThaiSim
Conference, 2010 on the topic: “Learning from Eigrerethrough Games and Simulations” being
held today.

This 2nd ThaiSim Conference on the topic “Learrnogn Experiencghrough Games and

Simulations” recognizes the importance of resegrelentations, idea sharing, and recommendations
on topics related to the implementation of simolagi and gaming in learning, evaluation, and
research. Not only do we gain knowledge of new petslfrom this academic conference, but also we
attempt to promote the advancement of Thai educébianternational standards.

To achieve this goal, if every educational insétahd organization collaborates to develop teaching
and learning, evaluation, and research, Thailaedigation can progress and hence improve the Thai
economy, society, and quality of life of all ThaiSocial problems such as crime, violence, andasoci
disputes could decrease and thus influence natavadibility in terms of people’s standard of ligin

and economic investments.

As a result, economic growth, social harmony, dredcultural strengths of Thailand will be based on
education which everyone can take part in devetppmd determining. | truly hope that this
conference is going to be a great success anc\echvery intended goal.

Finally | am grateful to every single participaiittiois conference for dedicating your valuable titne
share knowledge and experience in order to devEhap education collaboratively. Your

participation in this conference is going to pravisknefits for yourself and your organizationshia t
integration of teaching and learning, evaluatiord eesearch. | hope the achievement of this academi
conference will offer the means to gain real practind other opportunities.

| am confident this conference will achieve allgdbgoals. Now is the auspicious time for me to
declare open the 2nd ThaiSim Conference, 2010niegfrom Experiencéhrough Games and
Simulations.

http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/ €

aany
ThaiSim



p 14 ThaiSim 2010 -sunauaaumsnidiaasuazing — 2 Conference — RMUTSV, Trang, Thailanc

ﬁ1nth:15ma1umsﬂizqu‘immﬁamﬂuamumsn‘ii‘haaauazmu gﬁamaﬁwi’uﬁaﬂﬁzmﬁ"lm
Conference Speech for 2nd ThaiSim Conference, 2010
msmamwwamumsm'{ﬁmaauazmmﬁamSLgyuj’LMailszmMny | The President of the Thai
Simulation and Gaming Association
ﬁ'ma"ns'lsjmumiﬂimgufimmi a3si 2 ThaiSim 2010:
309 Learning from Experiencethrough Games and Simulations
TwSungiauan 25 fwiaa 25531081 9.00—9.15%.

o D1AIRANNIZALIA NWIINTATINAlnla g TNIAAASIRY

INBNVAATI 2.8101 2.059 92150

a a = a g = -
I 81N1ILa N%’]’J‘Y]ﬂ’]ﬂf;lL‘YlﬂIuIaEli’]ﬁ&ldﬂﬂﬂTJ“ﬁﬂ

dau luwnvesgiamydszgaiznnns a3en 2 ThaiSim 20101584 Learning from Experienctarough
Games and Simulatiorfﬁmﬂw,ﬁmaLLa:ﬁmmﬁuﬁLﬂuama@aﬁmua%miuﬁ VAINLNN LN L 8 E T
:uaﬂaﬂ%ﬁ"ﬁﬂ"lﬁaammé’uﬁ@hmLi’luﬂszmuluﬁ%'lﬂﬂmsmsﬂszqﬁﬂmmi A397 2 ThaiSim 2010584

Learning from experiencéirough games and simulationsii

HARIIRES EVick iR A397 2 ThaiSim 20101384 Learning from experiencirough games and simulations
& X « o a & A A Ao & A o 2 Y @ A
A3 lwnmvalsegainmInssi 2989801089 SININQUsTRIALNDIILEUANANIANBIAUAT UANLURDYL

anufaAnLazdalanaunluiidaisas msldaanunmsnidiaasuazinaulunaSounmssan UssluKa Laz A3

o

a o a ' dq'o [ o ¥ 6 g =2 a o
O] Lwa*mu*maJNamsﬂi:"qummmmimmum‘muuﬁvlﬂlﬁﬂsziﬂ“ﬁumiwwmmmﬂmmaam@ma‘lﬂ

[%
[

lumsdzguasedt Sfidriwdszgunanigu 280au utnidu didhiindszgu 218 au uaz fiiauanadnm
3113 62 an tuaalng 260auusziduriadnemd 34 au Mdunmannanyssnedn g 1w A1 uamen

WalByy anIFaLNINI BuA aINnH PaFLAILAY

’Lumiﬂizquﬂ%'dﬁ FU1ANY "lﬁ%'umw11mgl,mw:ﬁl,l,a:aﬁfumgumnmmsﬁ PANTANEN WRZFDNUWNNTANERAY
W9 NANAB

Aa o

VAINNFUINA LR T TNIARAIITY TNV WVANTI 0.7001 2.959

. wﬁwmé’muq‘%
o UMINLABUNAAR
a s a U a
. EJ‘W]’JYILl'mEILY]ﬂIuIﬂEIWR%aNLﬂm‘E%‘LqIS
o IssSoussrannalulad 399Iaasvan
o ladswitlafinm luwszngudnsdy Sswiaanys

» Université de Nice Sophia Antipglisrance
» Association thailandaise des professeurs de frau@aiPF - Thai Association of Teachers of French),

under the patronage of HRIPfincesse Galyani Vadhana Krom Luang Naradhiwas
< lllinois State University Alumni Association, Thaild Chapter

VAV =>» http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/

ThaiSim



ThaiSim 2010 — sanauaaumMsalinaasuaziny — 2 Conference — RMUTSV, Trang, Thailand p 15

« Simulation & Gaming: An Interdisciplinary Journgbage Publications)as David Crookalffiiilu
a191381/3241  University de Nice Sophia Antipolis (UNS), Franceiduussaninisnses ﬁLﬂuQ’Lﬁ

LmedLLa:i'wﬁNmashmumLLa:LﬁﬂaaziﬁLLﬁauﬂﬂu% 289NN

laiawz wnineaoinaluladnruinaaiite Inoureass lag sasmaanansd a3 gl SYyI uaz
a a A Ay 6 Lo v ] ' R & [ a
N Anenausuys Nlienuaweziuazsiuayuludud1g adann sanauy Jananudilaadiebiuas

mamauqmamamnm 323 Ii’]ﬂ’]ﬁﬁ

vak ldnansusuaiudd aaw 1aisowdyvinuaimiud aniinessnealuladnmasdiite lanarndans
Uszguimms a39M 2 ThaiSim 20101389 Learning from experiencéarough games and simulations
NIVITLULTY AL

Conference Speech for 2nd ThaiSim Conference, 2010
“Learning from Experience through Games and Simulations”
On March 25th 2010 from 9.00t0 9.15 am
At Chalermprakeit Building, Rajamangala University of Technology Srivijaya Technology,
Trang Campus, Sikoa district, Trang 92150

Distinguished colleague President of Rajamangaladysity of Technology Srivijaya.

In the name of the organizers of the 2nd ThaiSimf@ence, 2010: Learning from Experience
through Games and Simulations, | am deeply honotinadlthe president of Rajamangala University
of Technology Srivijaya has agreed to be the cleasgn to open the 2nd ThaiSim Conference, 2010:
Learning from Experiencérough Games and Simulations.

This Conference is the 2nd conference that ourceetsaon has organized.

It aims at providing an academic arena for theisgaof research, ideas and recommendations on the
topic “Learning from Experiencéhrough Games and Simulations” and gathering netpidducts
from this conference for further national developine

In this conference, there are 280 participantsiticiide 218 general participants and 62 reseascher
who will present their studies. This number caissig 260 Thai participants and 34 participantsnifro
12 foreign countries including:

Australia Japan France Singapore
Canada England Germany Taiwan
India Finland Hong Kong  USA

To organize this conference, our association hasved considerable support from faculty members,
educators and educational institutions, as follows.

» Rajamangala University of Technology Srivijaya

e Thonburi University

* Mabhidol University

* King Mongkut's University of Technology Thonburi

» Songkla School of Technology

*  Winitsuksa Lopburi School under Royal Patronage

* Université de Nice Sophia Antipolis (UNS), France

» Association thailandaise des professeurs de frau(@aiPF) (Thai Association of Teachers of French),

under the patronage of HRH Princesse Galyani Vaalkaom Luang Naradhiwas
» lllinois State University Alumni Association, Thaild Chapter
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* Simulation & Gaming: An Interdisciplinary JourngSage Publicationspf which David Crookalls
the editor andvho provides stimulating collaborative effort aretiaation in his work for the
association.

Particularly our gratitude goes to Rajamangala ®rsity of Technology Srivijaya, Trang Campus,
under Associate Professor Dr. Suwat Tanyaros, @aiithénburi University, which have greatly
assisted ThaiSim and the conference in innumeraa|s.

Now is the time | would like to invite the Presideh Rajamangala University of Technology
Srivijaya to give the opening speech for the 2ndi$hm Conference, 2010: Learning from
Experienceghrough Games and Simulations. Thank you.

ThaiSim 2010
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Theme Learning from experience through games and sitiomis. Date: 25-27 March, 2010
(Thursday-Friday-Saturday).

Pre-conference Workshop Using, debriefing and designing games and sitiwls: A hands-on,
creative workshop for teachers and trainers. [Zte24 March, 2010 (Sunday-Monday-Tuesday-
Wednesday).

Objectives:
e To encourage scholars and practitioners to shaiedRpertise, research, and experience on siroulati
and gaming for learning.
e To collect papers and research results to devehap dducation.
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Participants:

» Graduate students, teachers, educators, facultypemsmeducators, practitioners, trainers, and
interested persons

Areas. All areas that use simulation and games fomieay, training, teaching, evaluation,
development, assessment and research are welcome.

Venue Rajamangala University of Technology SrivijafgMUTSYV), 1 Rajadumneannok Road,
Boyang District, Amphur Maung, Trang Province, THAND

Co-organizers:
e Thai Simulation & Gaming Association: ThaiSim
* Rajamangala University of Technology Srivijaya (RW&YV), Trang, Thailand
* Thonburi University, Bangklok, Thailand
» Mabhidol University, Thailand
« KMUTT, Bangkok, Thailand
» Université de Nice Sophia Antipolis, France
» Songkha Technology School
*  Winit School

Supporter:
* “Simulation & Gaming: An Interdisciplinary Jourria[Sage Publications)

Submissionmethods: A+P = Abstract + paper; AnP = Abstraotpaper
AnP = Abstract, no paper

A+P = Abstract + paper If you do NOT intend to write a
If you intend to write a paper for the CD paper; only the abstract to be
proceedings. Deadline included in the CD proceedings. Deadline
Submission of abstracts 30 Nov 2009
Notification of selected abstracts 10 Dec 2009
Submission of abstracts 20 Dec 2009

Notification of accepted abstracts 31 Dec 2009
(with no paper)
Submission of papers (based on accepted abstracf) Jari2010

Submission of revised full paper 10 Feb 2014
Announcement of selected paper submission 16 F&b 20
Deadline for pre-registration 16 Feb 2010 Deadiorepre-registration 16 Feb 2010
Program book available on ThaiSim web 15 March 2p10
Fees
Registration fees: Pre- registration: before Regular registration: during IHebruary &
February 16, 2010 15 March, 2010
Workshop 4,000.-Baht 4,500.-Baht
Conference 3,000.-Baht 3,500.-Baht

Both workshop and conference registration incluefbllowing: Proceedings & Final Program ;
Refreshment (6) ; Lunch (3) ; Dinner (3) ; Exgian ; Pre-conf workshop outline

Workshop: Using, debriefing and designing games and sitimuls: A hands-on, creative workshop
for teachers and trainers.

This workshop will provide participants with fireand experience of using and debriefing a number
of games and simulations for learning and traigpogposes. Participants will also have the
opportunity of designing and testing their own gam&he best games will then be showcased at the
ThaiSim conference, and perhaps published in aagur

morning - Participation in a number of games and simulations.

Day 1
y afternoon - Participation continued; plus analysis of games played.
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evening - Design groups established; brainstorming ideas for design.

Morning - Design of game structure and flow.
Day 2 afternoon - Design of draft participant materials (roles, instructions, etc.).
evening - Playing and testing the games.

Morning - Revision and final participant materials; plus writing facilitator's materials.
Day 3 afternoon - Testing the whole package; plus small tweaks.
evening - Workshop evaluation; plus party.

Notes:

Yaan
ThaiSim

The games will be showcased at ThaiSim 2010 comfere
If the games designed during this workshop areufficeent quality, they may be selected for
publication in the journal Simulation & Gaming: Amterdisciplinary Journahttp://sg.sagepub.com/

English will be used as a means to communicatibasT participants must be very good in using all
four English skills.
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unaaga - Abstracts

Sessions are of several typKsynote; Workshop; Paper, Poster; Games evening & morning

Abstracts are listed alphabetically by the English surnarni@st author, except for keynotes, which
are listed in chronological order. Most sessioilsprobably be in English (maybe with some Thai);
however, if the abstract is written in Thai, the session is likely to be in Thai (maybe with some
English).

Thegames evening and morning session® not have abstracts, but please see the workshop
section, below ¢ 25.

A few reminders for the benefit of everyone:

» Timesandrooms are indicated on the programme plans at the gt#nis book.

* Presenters Please start arehd your sessiomn time. Please arrive at your room five
minutes early, immediately at the end of the presisession. Please check your room and
equipment well before your session. More notdselp you will be found on pO0.

» Participants: Please arrive at your session in good timehabit can start on time. If you
really must be late, please avoid entering the rabthe front (near the speaker), but rather
through a door at the back.

* Mobile phones Pls switchoff your mobile phones before you go to any session.

* No smokingnear the session rooms; pls go outside of thelibgjl

Keynote sessions
Chronological order of presentation. Keynotes i@lheld in the main conference hall.

Gaming and simulation for science education
Bhinyo Panijpan - Mahidol University, Thailand

In trying to pass science and mathematics examimatit the secondary and early tertiary level,
students usually select the most economical wégeatim the subject matter at the expense of true
understanding or grasping reality, e.g., rote l@@or using tutoring algorithms etc. However the
retain and create mental images and/or ways oflaxting their knowledge concretely into action and
vice versa. This results in life-long learning.

Here we provide some examples from our educati@s&larch using simulation and games to help
students achieve better learning.

Simulation in terms of physical and mathematicatleiling or electronic animation of mechanisms
and processes, especially those involving largebmusnof objects and/or steps, has facilitated
learning better than mere static and 2-D presemisiti Students can be assessed on their
understanding when they create their own simulatioanswer multiple-choice simulation problems
with additional elaboration on their selected answe

Students love games and the emotions involvedayimdy them. A well-designed game can be based
on comprehensive mastery of knowledge and the esecof that knowledge. The rules of the game
must be easily understood. Criteria for winningsiroe easily understood. Playing the game has to
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be easy enough for everyone with a reasonable é\agility and experience to be able to handle
time pressure, hand-eye coordination, and physicalements.

In designing interactive simulation and games neay objectives should be clear and achievements
(action, knowledge) should be assessed accorditigetobjectives. Debriefing for reflection and
evaluation should always be done by the instructgether with students at the end of the learning
session to ensure a certain level of comprehensitre participants.

Keywords: assessment; comprehension; criteriajefely; electronic animation; mathematical
modelling; games; reflection

Games for all seasons: Hands on basic principles
David Crookall, Université de Nice Sophia Antipglisrance

The two main objectives of this session are:
» To give participants a taste of participation ire dype of simulation/game application; and
* To emphasize the necessity of debriefing for leayno take place.

In this session | will attempt to do several thinfige which | need your full cooperation and
concentration. As we will not have much time, k geu to focus well and to be prompt in doing
things.

Together, we will do three main things. Each thmgery different:

» Participate in a moderately free-form, social iat#ion simulation; it can be used for a wide raofe
topics, such as teamwork, negotiation, model bongdfollowing instructions. In this session, | wil
use it to illustrate some basic principles of léagrthe simulation/game experience. When you
participate, just be yourself, let yourself gebinble quickly, and act according to the rules amaitext
of the game. Enjoy the play.

e Debrief the simulation and learn about communicatimblems. Here you will work in small groups
to discuss your experience in the game. This isre/lgour real learning starts.

« Examine some basic elements of learning from sitimnaespecially the importance of debriefing.
Here | will do a short talk.

Keywords: communication; debriefing; experientedining; hands on; learning; model building;
simulation; social interaction; teamwork;

3-D realms and the immersive Internet of serious ga  mes and virtual worlds
Mervyn Levin - Levering Ltd, Asia-UK Partnership&lK

3D applications including social worlds, games, aedous games are the next phase of the Internet
revolution and likely to have the same impact asfifst web explosion. These converging, more
immersive technologies are changing the way we i@k, play and learn because of their powerful
capacity to engage people in new ways. The keynitelescribe the reasons for the uptake in these
new capabilities, the huge potential of the appilbices and the impact of innovation in these

areas. For example, the implications for new apgines to collaborative learning and working in
education, business, health, culture, e-Governiarethtenhanced visualisation of the ‘Internet of
Things'. Society and the economy as a whole heaa gotential to benefit from these applications
beyond pure leisure and this will require policykeis, the research community and industry to
embrace the wide range of challenges and oppaeaniit this highly cross-disciplinary/cross-sectora
area.

A
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Keywords: 3D applications; collaborative learniegucation; Internet; serious games; simulation;
virtual worlds.

Challenges and rewards of conducting action researc h on simulation in secondary
schools

Rungrawee Samawathdana - Winitsksa School, Lopbuihailand

It is a widely held belief that most teachers hawsense of being good researchers because one of
their responsibilities is to find better ways adi¢bing and solving problems for their students.
However, one thing that they may overlook is regcaydield notes of their observations, analysis of
their data, and publishing their research to stie® innovations or findings with their peersthey
practiced these steps, their observations woulgulaéified as action research. According to Li and
others (1999), action research has gained recognitithe field of education, gradually becoming
incorporated into multiple educational programshas analyzed the barriers and factors in
conducting action research, some of which may Ipdicgble to other areas, within the heritage of
Confucian culture in Asia. Using simulations ic@edary classrooms is one of the best ways to not
only to gain the students’ motivation, but alseiallenge the teacher to create innovations for a
better teaching methodology (Kim, 1995; Oxford &6Gkall, 1990.) Conducting action research on
simulations would be a good idea to prove the iation effective, and have it recognized and
published.

Keywords: action research; barriers; factors; hgat games; innovations; learning development;
responsibilities; research--simulation methodsyiagl problems; teaching

Participatory simulation and gaming for natural res ources management: State of the
art

Christophe Le Page - CIRAD, UPR Green, Montpelli€érance

In the field of natural resources management (NRM) mainstream perception of simulation tools
specifies them as decision-support systems devoteetect “optimal”’ solutions and to eventually
deliver recommendations to policy makers. Simutataols are also very efficient at stimulating
learning through understanding why they may exhdsults not straightforwardly obvious to any
human mind exposed to them. When a group of ppaints is involved, interactions among
themselves take place within a setting framed kyttlol. The process is expected to progressively
clarify communication and facilitate discussionnttuting to the collective understanding of
problems. By sparking participants’ creativityaiso enables the identification of potential sans.
The simulation tools have to be flexible and adegp$io they can be easily modified to accommodate
unforeseen situations and new ideas suggesteclpatiicipants. Being used individually or
collectively, the simulation tools related to NRpically include two modules: (i) a dynamic
representation of the physical world relevant wittentified issue and (ii) a behavioural module to
portray the way in which people behave in differgtuations. Role-playing games (RPG) represent
one particular way to organize the simulation:easit of a computerized behavioural module, the
participants are interactively requested to makedcisions themselves. Some role-playing games
are still supported by a computer program, leating large variety of tools that can be referredso
“interactive experiential simulation”.

http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/ €

ThaiSim



p 24 ThaiSim 2010 -sunauaaumsnidiaasuazing — 2 Conference — RMUTSV, Trang, Thailanc

There are two main purposes in using interactiyeeggntial simulation for NRM. The first one is to
produce knowledge by gaining insights when exp@pamulation scenarios that mimic real life
challenges. Typically participants are scholarsl, e purpose is educational. The ganseiBANKS
developed by Meadows to expose students to thgetipof the commons” is an emblematic
representative of this first category. The secype bf purpose seeks at fostering mutual
understanding, negotiation, and ultimately jointid®n-making among participants who are the
stakeholders represented in the model. To illustitsis category, the case study of the conflict
between two ethnic communities and a newly proposgidnal park in Northern Thailand is
described. Deforestation, biodiversity conservatiad the livelihoods of the villagers were key &ssu
discussed during RPG sessions with small groupswticipants, and subsequently represented in
computer agent-based simulator used with a langgieace. It also exists simulation tools that can b
used either with scholars for educational purpasesith stakeholders to nurture co-operation. The
SvLvoPAST RPG developed by Etienne is described to illustiiais hybrid category.

Keywords: experiential learning; interactive expatial simulation; FishBanks; natural resource
management; participatory simulation; role-playgagnes; SLVOPAST

Increasing the level of interest increases the leve | of learning
William Martin - Mahidol University, Thailand

Different students have different reasons for béinifpe EFL classroom: genuine interest in English-
speaking countries, their customs and their languig need for practical English for work or study
parental pressure; school or university requiresiefiven for highly motivated students, lecture
periods of 2-3 hours can become demotivating. fBatanotivation, in the form of games or
simulations can help increase students' leveltefést.

Numerous studies have been conducted over the gbkars the effectiveness of different language
teaching methodologies (Larsen-Freeman, 1994). r@dts have been, to say the least,
inconclusive. One finding, however, does stand iogteasing students' motivation to focus on the
language has been reliably shown to increase medince (Sharwood Smith, 1989). Language
games, simulations, puzzles, and riddles have in@ented to help create that interest and foster
learning.

This paper first briefly summarizes the theoretfcamework for the discussion, and then presents a
detailed view of one attempt to transform a potdiytboring Business Correspondence course into an
interesting and challenging semester-length sinaatStudents are “appointed” to a committee by

an international company and given the task ohgithe director for a new factory. This “committee
assignment” provides a new reason every week filingra typical piece of business correspondence,
e.g., a letter of complaint, a letter of enquiryeter of application.

Keywords: business correspondence; committee amsigin EFL classroom; external motivation;
simulation; teaching methodologies.
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Workshop sessions

Games evening & morning
Anyone who would like to run a simulation or gameTaiSim University

The evening of Day 1 and early morning of Day 2d®eoted to playing games. Anyone, primary
school teacher, university professor, Thai, forergpresenter, participant, staff, anyone at all ca
offer to run a game or simulation after dinner ay dne (2 hours starting at 19h15) or first thing o
day two (1% hours starting at 08h00). This iseagppportunity to get to know games and people.

The purposes of these sessions can include aimg ddlowing:
* Have fun and meet new people;
* Try out a new game or prototype;
* Getideas from colleagues for adapting a game;
* Running well-known or classic games (such as th&Ngame, STARPOWER).
* Learn more about games and simulations — and dielgriespecially in the best way possible, by
playing or testing them.
»  Write your own purpose here!

If you wish torun a game or simulation, pls do the following:

» Write a short description on an A4 size sheet pepa About half a page is fine. You do not need t
do an academic abstract, but a short descriptiafdame useful.

e Tell us thename of the game, minimum andaximum number ofparticipants, its mainpurposg(s),
why youlike it, and any other things that you consider impurta that would attract people to come
to your game session.

* Indicate approximate length time needed: 2 hoursis best for theveningof Day 1 and

1% hoursis best for thenorning of Day 2

» Give the description as soon as possible on Dayalconference staff member, who will post it om th
appropriate notice board, along with a sign-up sh&eu can, of course make your own sign-up sheet
too — this will avoid mistakes, especially in maxim numbers.

* We may have enough slots for only 6 or 7 gameg,isamportant to give your description and sign-
up sheet as soon as possible to a member of &affe we run out of rooms, no more can be accepted.

If you would like totake part in a game or simulation, pls look at the postestdptions and decide
which one to attend and write your name on the-gighist. A few basic rules will help this work
well:
« if you sign up, you must go to the session;
» if you start to participate, pls do not leave ia thiddle;
» do not scratch out your name at the last minute;
» once a sign-up list is full, it is full, so pleadl®oose another list; do not add your name beyoad th
maximum number indicated on the list;
* you may go to a session without signing up befardhbut then you may only be able to observe; if
the presenter says that you are able to particiffada you should stay until the end of the gante an
debriefing, and not leave in the middle.

Using scaffolding board game to learn English sente nce structure

Charles C. Chang, Wenzao Urusuline College of Larmges, Taiwan & Margaret Chen, Wenzao
Urusuline College of Languages, Taiwan

Writing well-constructed sentences is much moréatilft and challenging to EFL young learners in
comparison to other language skills. Games argditractive and believed to be motivating in
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significant level according to numerous studies. ehhance the learning motivation and
effectiveness, the presented board game was dedgigmeerge the content of sentence structures as
fundamental framework together with game elememtis game comprises two sets of chess pieces,
Black and White, and each set has 120 chess petms-imprinted vocabulary words. Through
assembling these chess pieces on the scaffoldegsbbard, players are able to master five basic
English sentence patterns. Three objectives doe tchieved through playing this game: First, to
motivate and help students to acquire sentencdroohskills through the competition and
cooperation; Second, to increase students’ awaseidle structure of the compound and complex
sentences; Third, to empower the learners’ knovdesfghe basic five fundamental English
sentences. An actual research will be conducted afore evaluation on the design of the game is
received.

Keywords: board game, game-based learning

Using a designed BINGO game to help students acquir e vocabulary

Maria Hou, Wenzao Urusuline College of LanguagesaiWvan & Margaret Chen, Wenzao
Urusuline College of Languages, Taiwan

For most EFL learners, vocabulary learning is thmdmpring and difficult when they have to
memorize those unfamiliar words and the spellin@se of the useful strategies to enhance students’
language learning motivation and to encourageahguage acquisition is using language games.

The bingo game presented was designed to develdpras’ interests and enhance students learning
effectiveness in memorizing vocabulary. The matsrchosen were from the basic 1200 vocabulary
list for elementary and junior high school leveligthwas stated by the Ministry of Education in
Taiwan (http://teach.eje.edu.tw/9CC/index_new.php).

The researcher chose three different categorie®muafs to compose the BINGO game. The first
category was vocabulary about Place which inclddewords, and was made into 30 BINGO cards.
The second category was words related to Sportshwheludes 27 words with 30 BINGO cards.

And the third category was Occupation and Jobs hwimcludes 35 words and contains 30 cards. The
sum of the target vocabulary is 103 words in toE&lery bingo card contains 25 blanks with the
target vocabulary and its Chinese meaning on it.

When the teacher spoke out the word that was ¢adlirt from the bingo cage, all participants had to
also speak out the words. Whoever called “Bindnatl to speak out each word with the help of the
teacher if he or she could not recognize or pronedhe word correctly. Every participant got the
different bingo card for each round. The teaclaer decide when to use this game for specific
vocabulary instruction.

Keywords: bingo game, vocabulary learning

Leading a successful change: Problem-based learning through a simulation
Pornkasem Kantamara - Mahidol University, Thailand

“Making Change Happen” is the name of the gamethi;wworkshop, the participants actively play
the role of a change agent assigned to lead charayeorganization within three years. Through
playing this computer simulation, the participdetsn how to plan and develop effective stratetpes
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implement the change and to overcome common chalvgiacles in an organization, such as staff
resistance, lack of management support, differerégnality types, and limited resources. The
debriefing, which is a significant aspect of leamthrough simulations, is conducted by the
presenter. In addition to participating in the giation, learners also complete selected accompgnyi
in-class activities. At the end, there is a corpresive discussion on 1) how to apply the problem-
based learning approach to develop a simulatiash 2xamow to modify the simulation to better suit
the Thai context. The workshop can be conductiiein Thai or English depending on the
participants.

Keywords: change management; experiential learm@agners’ participation and interaction; learning
development; problem-based learning; research anel@poment; strategies; simulation methods

Paper sessions

In alphabetical order by surname of first authbo. know the time and room of each session, look at
the day plans at the start of this programme bddadok for first author’'s surname and English title.

New geographies of real-time gaming
Thomas Apperley - University of New England, Audiea

Drawing on ethnographic fieldwork conducted in Mmline, Australia, this paper explores the
cultural re-mappings which occur through transmatiovideogame networks. While the emergence of
global gaming networks—Xbox Live, PlayStation Netlyosarious MMOs—in the past decade
suggests the possibility of multiplayer games poialy globally scaled synchroniety, this paper
argues that global networks produce predominaatiglized, but transnational, networks that are
sorted by time zones. Focusing primarily on GunlgdoWdorld Champion, as a free Internet-based
digital game that is made by the Korean companyn$ef that was popular at the fieldwork site, this
paper argues that transnational games produce tahlyparganised networks around common
everyday rhythms. This paper explores the stakéiseofiorizontal realignment of geographies
through play in the Australian context, arguingt tmaltiplayer games indicate that real-time media
cultures produce, and emphasize, high stakes soritit connections aligning Australian real-time
gaming cultures with Asia.

Keywords: digital games; gaming networks; globdi@® Gunbound: World Champion; learning
development;MMO; networks; real-time; rhythm; syrartous; simulation methods; transcultural;
transnational
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The purposes of this paper were: (1) to develog#rsonality of MBA students, (2) to build up self
confidence in terms of the personality of MBA staotdeso they can live and work in this society
confidently, and (3) to help students to realizsrtpersonality development together with their kvor
The population and sample for this study were 57AMBiIdents who were going to complete their
program in the 2009 academic year. Research veers: (1) a pre-test and post-test, (2) personality
development tool kits which comprised four how-keneents: dressing, manners, communication, and
eating; and (3) interviewskirst, participants took the pre-test. Secondy there divided into four
groups and each group studied personality developtoel kits. Then they practiced what they
learned from the tool kits while the four trainprevided recommendations and suggestions. Next,
representatives from each group summarized and mignated how to develop their personalities.
Finally, participants took the post-test. The reseaesults reveal that MBA students gained
knowledge and experience in developing their peaistyn They agreed that they should give priority
to their personality development.

Keywords: games;interviews; learning developmeatspnality development; research, self-
confidence; simulation methods; tool kits

Assessment of multimedia material for teaching LEGO MINDSTORMS NXT robotics:
An example of cable car robot

Chan Hsin Kuo, Chun Hung Lin, & Eric Zhi Feng Liu -National Central University, Taiwan

These years, robotics has become a hot topic.stiny focused on the design and development of
multimedia material for teaching LEGO MINDSTORMS NXobotics. The multimedia material
would guide the learners how to build a cable olpt, and how to control the robot to work on a
rope via a sound sensor. In this study, experuatian, performance assessment and usability gestin
were used to examine the usability of this mateDalring the expert evaluation, the material was
revised 34 times. The result of performance assasissmowed that the users could follow the
material to achieve the performance tasks. Fromeselt of usability testing questionnaire, it skeow
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that all the 15 participants considered this matdrad high necessity, importance and felt satisfie
with the multimedia material. Moreover, in the reggion analysis, it showed that the necessity could
significantly predict learners’ satisfaction withetmultimedia material.

Keywords: games; learning development; expert e@n; LEGO MINDSTORMS NXT,;
multimedia materials; performance assessment; ationl methods; usability testing

Exercise Atlantis: an evaluation of a strategic eme  rgency response training at OLIVE
platform

Yung-Fang Chen, El Parker & James Townsend - Couwsgntniversity, England

Virtual worlds provide a new methodological framekwéor conducting emergency response
exercises. This research attempts to evaluate whathonline virtual learning environment avoids
recognised weaknesses of traditional emergencynsspexercises and facilitates further learning
outcomes. The objectives of the research includs, fo develop a strategic flood exercise inuaft
environments for the core category one respondéis.includes the establishment of a simulated
area—Willsdon Town in Silverdale County. A majavdtl disaster is created as the story line to
facilitate learning outcomes. Secondly, the redet@am chooses Foterra's OLIVETM platform to
conduct the exercise. Thirdly, an evaluation methagly is proposed to measure the effectiveness of
the exercise. Lastly, the research attempts tdhegige preliminary findings of our prototype exgeci
and consider how simulations and Serious Gamesl dadailitate flood management for populations
at risk.

Keywords: emergency response; games; learning af@velnt; learning outcomes; populations at
risk; strategic flood exercise; simulation methddsining; virtual learning environment

Learning to lead organizational change in Thailand

Philip Hallinger - Hong Kong Institute of EducationParinya Showanasai - Prince of Songkla
University & Apichai Somboonpakorn - Mahidol Univsity

This research was carried out at the College ofdgament, Mahidol University in Bangkok
Thailand. The College offers the Master of Managandegree in a variety of specialization areas
(e.g., General Management, Entrepreneurship, HiResources, Innovation in Management, and
Marketing and Management) in a two-year prograrhn#terials and instruction and assessments
were conducted with English as the medium of ircsion.

Problem-based learning is incorporated into thdggels Master of Management program in a variety
of ways. However, the most significant implemeotabccurs in the Capstone portion of the Master
degree program. Students have several Capstojecfoptions, one of which is a PBL Track. The
PBL track involves completion of four six-week IoR8L projects. The MAKING CHANGE

HAPPEN simulation is incorporated into one of thets eight PBL projects from which students

may choose.

In conducting this research, we examined data emsle of this project on Leading Organizational
Change in the PBL Capstone. This Capstone modiypisally offered to several “sections” of
students during each trimester. During the sevan yeriod over which this research was conducted,
the course was taught a total of 74 times, byal titthree different instructors.
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The analysis of data collected from students ovaaven-year period yielded the following findings.
The PBL module, which was taught a total of 74 srhetween 2001 and 2007, achieved a
consistently high evaluation from the Master degteeents on overall course effectiveness over the
entire five-year period. The module received a mraéing on overall course effectiveness that was
significantly higher than the mean of other Non-P&id other PBL courses in the Master degree
curriculum at a statistical level of less than .ODlAere was less variance in the rating of this med
when compared with other Non-PBL and other PBL sesiin the Master degree curriculum. Student
open-ended feedback on the module was similarlgistant in a positive direction.

Keywords: leading organizational change; problemsebldearning; College of Management, Mahidol
University

Performance assessment in a software-based business strategy game
Vinod Dumblekar - MANTIS, India

This project paper examines an assessment motkt performance indicators used in a software-
based business strategy game. These indicatorghereollapsed into four dimensions of business
strategy, viz., operating efficiencies, cash maneagd, leadership, and competitive growth.

The indicators are reviewed in the context of conmerary business practices. The scoring procedure
and outputs are discussed in terms of their utiditglayers during the game. Its scores were aedlys
across 19 games, and the results are discussexria 6f team learning across indicators and stages.

The model has the capacity to show gaps in leamiimyery stage of every game. It could be used at
the primary level by the player teams to correcakveecisions. It could also be used at the meta-
analytic level to determine benchmarks for prudksgision making. Three areas of potential research
have been recommended.

Keywords: assessment; cash management; compefibvweh; games; learning development;
leadership; operating efficiencies; performancedaimrs; scoring procedure

a wAa

Y d o = o w A - . . . . .
mslFaeumsaisnaeslumsiinlfiidmsshiiad | Using simulation in business accounting

wg5 inaana — suSewnaluladnsitaiuay | Mayuree Guesakul - Moobankru Technology School

u

a a o L IS

unanuiiiauamafiansseunsvhiyfssia lasfiiagdszasdidie (1) Wfisoulianudilaydnydssha (2)
A v va 8 o @ A A 6 A A YA A < vV o v A o
Waliisouiinmah i flesidouuuuaniunsniads (3) Weldiieuauninduwuuradugvidydiunsy
a a U { v va o 1 s 1 L A Q =) L a a lé v
WA gIiamMIm (4) e liiisouiinmavhauiiniu lasseunguinGeuszaudmaisdaindn Saizen
LLﬂaLﬂuﬁﬂﬁﬂuaamﬂumjwziasﬂajmzﬂizmm 5-6 au @‘hLﬁumiﬁwﬁﬁmm‘[@slm‘sﬁ’mu@an'mmsmﬁlﬁ@%'w
wanzaudsduuuuvaLludyinUninunsuiamginiamad duiunieaszluuussiaiiassdmivaanny
FUAN LazdLinMITUAaUDK g NUNIIaeIsNana1Idznay awsztisuesnomy ua 6 lhaunan
ldsuanmuaunuwud (1) fisoulianudilarmdnydse (2) gesulianuaynlunsidydsm uaz (3).

AT lwNIINIIUIINAG

a)‘.‘e
[0
2
22D
)

fdnany: 1nw; TT130e; snumsalitagd

A
&

=>» http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/

/"“f‘*"’aan'w
ThaiSim



ThaiSim 2010 — sanauaaumMsalinaasuaziny — 2 Conference — RMUTSV, Trang, Thailand p 31

This research was aimed to present the teachihgitpees in creating a business account. The
objectives of this research were (1) to have thdesits understand how to create a business account,
(2) to have the students practice creating a basiaecount by using simulations, (3) to have the
students be able to request for the permission thenDepartment of Commercial Development, and
(4) to have the students work cooperatively. Théigpants were the vocational students. To do the
activity, the students were divided into subgroopS-6 students. Each group was assigned to create
the business model for buying and selling produntisiding preparing any related documents
according to the government regulations. Afterrasbnths, it was found that (1) the students
understood how to make a business account, (Zttigents enjoyed using a business account, and (3)
the students became more cooperative.

Keywords: business account; cooperative; documeatsgs; learning development; regulations;
practice; simulation methods; vocational students

Using scenarios in the teaching of reading
Karansupamas Engchuan - Mahidol University, Thaiid

Scenarios aim to facilitate things in various feelthd are effective when used in the pedagogical
dimension. In teaching reading in English, it haerbproven that it can be utilized in facilitatesg

well as mentoring students to read with completem@hension. Besides improving their
understanding when reading, students feel moreusiatstic and more motivated to learn English.
When two groups of students were compared, therempstal group of students who used scenarios
had significantly higher results in thorough conty@esion than the control group.

Key words: English reading, games; learning develeqt; pedagogical; reading comprehension;
scenarios; simulation methods
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The objective of this research was to develop anleg material to develop creative thinking skftbs
finding requirements through game-based learnifigat&Building a House”. The scope of the
contents in this game consisted of a roof, a,walpillar, a floor, a beam, a window, and ardo
The learning theory used in developing this game thva theory of “Finding Requirements” which
consists of the three following steps: “Do Alyili players have to identify components necessary
build a house; “Intrinsic Utility”: players have specify all the interior design inside of the keu

and thirdly “Ecological Validity”: players must chsee “Do” or “Don’t” when selecting land or a
space to build a house. Players must use all ffexeht components from the three steps mentioned
within the specified duration of the game. If plesyean complete all three levels, they will become
“the Winner”. The learning advantages that playans get are the development of creative thinking
skills along with direct experience in practicewituilding a house, as well as enjoyment from tgkin
part in the activity. Finally, the researchers dastmate the developed game and discuss the results
from using this game.

Keywords: Game-Based Learning/ Finding Requirenidugding a House

Interactive simulation for crisis management traini ng in the intensive care unit setting
Nongchana Klangsuk, Oratai Hoondi & Laddawan Techgkul - Rajavithi Hospital, Thailand

Patient safety is a concern in medical practicéeR& have suffered injuries and even death due to
management error and lack of best practices andatds of care and proper training. Rajavithi
Hospital collaborated with Edwards Lifkciences (Thailand) Ltd, and Parkway Nursing Celjeg
Singapore, to set up a training program on crissagement. Nurses were trained by means of an
interactive simulation, and crisis scenarios inititensive care unit (ICU) setting were createce Th
purposes of the training program were (1) to redbeenumber of adverse effects on the patient and
also (2) to improve the ability to react prudentiyan unexpected situation such as a crisis sttoati
which is one of the most critical factors. The peog improved the proficiency of the nursing staff
and their team, and promoted self-efficacy and cgeiy, including the ability to recognize signs
and symptoms of hemodynamically unstable patiefitse process of the training will be explained
and demonstrated. The results will be discussed.

Key words: best practices; crisis management;actare simulation; crisis scenarios; games; learnin
development; patient safety; crisis situation;-gdflicacy; simulation methods

A Building Block Set: A new hands-on game for enhan cing students’ perception of
geometry

Sutha Luealamai - Mahidol University, Thailand

A Building Block Set (BBS), an innovative mathensatlearning media game on the “Geometric
relation between two and three dimension objectss developed. The BBS has 64 cubic blocks
which can stick to each other on any side. Stidean use the BBS to easily build any 3D object.
The BBS helps in showing the relationship betwerg2ometric objects and 3D objects. In the
learning process, students were given a set ofieidrps, from the easiest to the most difficult, on
their worksheet. Each 2D object consists of thieriges giving top, front, and side views. Students
also received the BBS for building a 3D object t@tresponded to the 2D object on the worksheet.
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The completed 3D object can be rotated freely foltiple views. Students were able to examine their
3D objects by themselves. Competitive activitidslevlearning both individually and in groups
promote a constructionist learning environment.

Keywords: 2D geometric objects; 3D object; BuildiBipck Set; constructionist; cubic block;
mathematics learning; multiple views; learning depenent; simulation methods

Learning the vocabulary of spatial relationships th rough a social interaction game
Panicha Nitisakunwut - Mahidol University, Thailand

To write a good paragraph describing a place, thikers or students should plan where to put each
object in a word picture; that is using spatialesrth organize their ideas (Oshima & Hogue, 62).
Spatial order is the arrangement of items in obyespace, for example, back to front, top to bottom
right to left. Also, using spatial order signalsck as in the centre of, next to, and in the bdand
prepositional phrases, such as in front of the,saifthe top of the refrigerator, and inside the
wardrobe are useful for the descriptive paragraph.

The purposes of the “Drawing Pictures from Wordaing are to encourage the students to use spatial
order to organize a description and to use spatidr signals and prepositional phrases in order to
write a good paragraph describing a place, tolgestudents to brainstorm and organize their ideas
before writing a paragraph, and to encourage taesits to work as a team.

“Drawing Pictures from Words” is a game in whicigraup A student draws a picture following
description by a group B student. The group Bvegia picture of a place, for example, a pictura of
living room or a bedroom. Then the students withiagroup brainstorm and decide what kind of
spatial order they will use in order to describe picture. Next group B tries to describe the petu
orally using spatial order signals and prepositipiaases for each sentence, while group A drawss th
picture and puts things into the right positionteivard, group B checks how well group A has
drawn the picture. Finally, both groups help eatttento write a paragraph describing that picture.

Keywords: brainstorm; description; games; learrdagelopment; paragraph writing; pictures;
prepositional phrases; spatial order; signals; word
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As CAl use has increasing during the past decattsereducators have expressed concern regarding
its effectiveness. The Internet's World Wide Weterd educators a unique opportunity to introduce
CAl programs into nursing school curriculum. Uséd@Al was studied as a strategy to evaluate
knowledge about the health — seeking behavior arsmhgpeople topic. A non- probability and
convenience 24 Master nursing students were asbignbe experimental group. The nurse educator
and educational technician who were the reseateher, developed an attractive and exciting CAl
program that was validated by experts. Statista@iniques used in data analysis were percentage,
mean, SD., and t — test. The results revealedteféaess of the program significantly. The presente
indicate that CAl is an effective as other teachimgthods in term of knowledge gain and adult
learners’ satisfaction.This paper begins by briedyiewing the research project which was funded by
Christian University of Thailand. Next, the presenwill describe the program, and then explain how
simulation be implemented. Finally, examples wdlgrovided.

Key words: Computer — Assisted Instrument Progr@ail), games; learning development;
simulation methods; Nursing program, Health-SeeBrbavior
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The objective of this research was to develop iegrmaterials to develop critical thinking skillach
comparison skills through a game-based learning_{GBproach titled “Repairing Televisions”. The
game materials consisted of television receivergmments such as: 1) antenna section, 2) tuner and
tuning section, 3) VIF section, 4) SIF sections¥)chronizing section, 6) horizontal section, 7)
vertical section, 8) luminance section, 9) chromoesection, 10) RGB Output, 11) CRT section, and
12) power supply. The activity required studentssfmair the television in a simulated situationeTh
learning theory used to develop this game wash&ery of “Comparing” which is comprised of the
four following steps: selecting a problem situatimentifying the elements to be compared in the
problem situation; finding the attributes of conipan of the elements; and finding the similarities
and differences of the attributes of the elemehitshe end of the study, the results showed that th
satisfaction of most respondents with GBL was \egh especially on general status, the
specification, and critical thinking skills of coming . The least satisfaction of GBL was ‘the
direction’ of GBL.

Keywords: comparison; critical thinking; game-bateatning; learning theory; materials; problem
situation; repair; skills; television receiver

A model for effectively initiating the resolution o f disputes
Robert J. Oppenheimer - Concordia University, Camad

The paper describes a model and an experientiatisgdor initiating a discussion to enlist theeth
person’s support in resolving a dispute. An exangpprovided as to how to apply the first part of
the model. Prior to describing the model and howde it in an experiential exercise, the concéptua
bases for the model are explained. This includegptinciples from Getting to yes: Negotiating
without giving in, 2nd edition, by Fisher, Ury aRatton and the concepts for creating supportive
rather than defensive communication responses

Keywords: communication responses; discussionutiesgexperiential exercise; model; games;
learning development; simulation methods

Cultivating solid waste disposal habits among commu nity stakeholders through role-
play game simulation (RPG)

Warapan Phonpro & Chaweewan Denpaiboon - Thammasatversity
Hidehiko Kanegae - Ristumeikan University

The purpose of this paper is to reinforce the hatbsieparating solid waste released by citizerteen
local community. The separation can help alleviageserious problems of global warming and
climate change. The investigation discusses thbl@m of solid waste pollution under the
management of the city and proposes a solutiomugfra role-playing game which can lead to a new
garbage disposal approach by analyzing the waylpean be encouraged through participating in a
game simulation. Participants assume the roléscaf citizens in the game and utilize various
methods to dispose of solid waste. During the garasicipants discuss, share opinions and attempt
to arrive at the proper solution.

The study is divided into three aspects; 1) toythd management policy for solid waste disposal
before it is actually recycled in urban and ruraless of Ban Bueng Municipality; 2) to study the
application of the Clean Development Method to oedsolid waste in Ban Bueng Municipality, and
3) to design a tool to train citizens about envin@ntal conservation using a role play game and
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simulation. The expected results are the partimpadf individual citizens and groups in disposofg
the solid waste. The gathering together of varloaal citizen groups will strengthen the settingafip

a Solid Waste Bank in that neighbourhood and pewiditual benefits and mutual understanding.
Consequently the role- play game simulation is még@ as a form of strategic orientation that can
lead to community cooperation in creating a suatalmenvironment that lives up to the expectations
of every local stakeholder concerned.

Keywords: clean development method; climate chaegeironmental conservation; games; global
warming; local community; learning developmentgrplay game; solid waste; simulation methods

Reinforcing vulnerability awareness through a disas ter imagination game (DIG)

Akaphon Trijit & Chaweewan Denpaiboon - Thammasanlversity
Hidehiko Kanegae - Ristumeikan University

The study aims to raise awareness of vulneralah@as in certain communities to guard against
potential disaster. Napralan Community was a skesidence improvement project of CODI and was
developed through the endeavors of a communityebdeeelopment group. as . The 150 family
households live in areas vulnerable to landslidet, dust pollution and urban poverty. The
objectives of the study were: (1) to study riskdas in a particular community and examine the

attitudes of residents living in that vulnerablear(2 to reinforce awareness of the residents,

especially the younger generation, and to give tadratter understanding of living in vulnerable
areas through the use Disaster Imagination Gam@)([2ahd (3) to recommend hygienic safety factors
that will create a cleaner community. The reseanethod comprised a field survey, observation,
interviews and questionnaires, which were conduai#itl a sample size of 60 inhabitants and 10
experts. An Analytic Hierarchy Process (AHP) Toalswitilized to achieve the gaming simulation
task, focusing on four considerations; namely, piaysattributes, economic attributes, social
attributes and environmental attributes. This ptagsesses three stakeholder groups—Ilocal resjidents
a government agency, and an environmental orgamizdhat will collaborate to mitigate a disaster i
the community by establishing a safety stationsk-free area in the foreseeable future. Results
revealed that local residents believe positive etspe vulnerable areas will outweigh the negative
aspects. However, stakeholder groups view CBM wdiffdy; economic gain takes precedence over
the benefits of good physical health, suggestinged for better quality of life or improved well-
being, while employment is at risk. The contexthef game demonstrates (1) the significance of the
game in contributing to the knowledge of reside(®¥the environmental measures for coping with
disaster, especially concerning air pollution, Wil proposed in slum communities for improved
health safety.

Keywords: air pollution; attributes; disaster m#tion; employment; games; learning development;
risk factors; simulation methods; vulnerable areas;

Developing game education and game engine technolog vy
Veli-Pekka Piirainen - Kajaani University of Apple Sciences, Finland

Kajaani University of Applied Sciences has providgane programming education since 2006. A
three year project for developing game technologygame education started in 2008. The aim of the
project is to establish a new curriculum for gamegelopment, including game programming, game
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graphics, game design and game production. Anaiiheof the project is to develop a portable smart
phone game engine (Kajak3D) for educational andegamnsiness purposes.

In the new curriculum learning by doing is the keyd: Students form production teams of six to
eight people to carry out their own commercial gayméhich will be digitally distributed to the
market (AppStore, etc.). Student teams also subatrfor different game studios. Besides working
in the game lab developing games, students getetieal lessons which fully support their game
project development phases.

Keywords: game business; game engine; game develdpgames education; Kajak3D; learning by
doing; smart phone

Thin Layer Chromatography: A tool for understanding Separation Science

Pachara Pedpradab & Wanlapha Molex - Rajamangala idersity of Technology Srivijaya, Trang
Campus, Thailand

Separation is a prevailing technique used to pudiypounds from natural mixtures. In order to
understand these techniques and their theoretistifi¢ation therefore, thin layer chromatography
(TLC) was evaluated as a tool for providing a tleéical and application learning guide. After
exposure to the various situations of the separatichniques by using TLC guidance, 90 % of
students showed high efficiency in recognizinggsbience of separation.

Key words: Thin layer Chromatography; Separatioei&@® (leaning)

nsiFaudiiulaniaiauasel n1sld SECOND LIFE tWansi5aumssauussansnuaansuas

#sduAANEns | Learning through virtual reality: Using SECOND LIFE for library and
information science education

Wy Alana — aurdngraeaswasunsilse | | Patchara Pipitkul - Srinakharinwirot Univesity,
Thailand

Nwispitansmsle Second Lifeftams3aumssauussaninumanfuasmsawnacans uaznsls
wasayaiaiionlu Second Lifa%auimaﬁuLLmﬁ@muu‘%msmsaumﬂqﬂlmiLﬁﬂ.l“ﬂ’a%mﬁaa%‘ﬁmﬂ%aqmmwﬁu
AFAFULITINITNBAFASUAZRIIFUNARIRAS WA INEIRUAIUATUNTI L@ $1%93% 32 A1 HaMTANBIWLN
SL smansaanlflumsioumssauneussmninemaasuasssswnamans Wumogefiaiiontums
JamIuaziimedryaialen laslawizuinsaaudniuuaztismaduail mws’auﬁaﬁaaﬁaaagmaﬁau
waasliFuismanutiuianiminussaninganmlan snsuisaaaidunasousioutuiaula Al
sansasaiiomsantu lesuanuwaamdwmiieumstaunuaawlal ﬁamiﬁugﬂ“ﬁﬂﬁ uazlwaug
fenfumasouluwsnzidoniu

The author was interested in using Second Life {8L)ibrary and information science education and
used Second Life Library (SLL) to connect stude¢atsew trends in library services. Using
gualitative methods with 32 undergraduate librargt nformation science studeras

Srinakharinwirot University. For library and infoation science education, SL can be used to provide
a good example of how to clarify concepts of viHiu@ary administration and services, especidtig t
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reference service in SLL which offers rich informatand complex interaction with multiple facets.

It has also proven a valuable professional devedsyirtool as librarians and information professisnal
continue to create innovative and user-focusedsEsvWhen students think the virtual environment
of SL is interesting, they can create content togietsuch as gaming plus e-Learning, which they can
access online 24/7, and communicate with otheasa@lto their studies. It should be underlined that
information literacy skills are important. SLL igyaod learning resource even though most of the
collections/contents are in English. Students fotlmat this is a good way to improve their English.

Keywords : databases, library and information smeeigames; information literacy; learning
development; qualitative method; reference seryiSesond Life; virtual environment; simulation
methods
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The objective of this research was to measuregtiming achievement of students who were taught
cost accounting by using games and simulationsniywsecond/ear accounting students comprised
the sample. Research tools consisted of (1) thiewatment test and (2) cost accounting games and
simulations. Data were analyzed by frequency, peacge, mean, standard deviation, &bekst. To do
this activity, students took the achievement tesvte they were taught cost accounting by using
games and simulation. Students were divided intio $onall groups. Students of each group selected
products and considered the process of producfitiise products. They also prepared components
of the products they selected. Students preseheadproducts by using games and simulations.
Students took the achievement test after theyhfadgheir course. The research result showed that
students who were taught cost accounting by usamgeg and simulations had higher mean scores in
their achievement test than before their partigjpeih the games and simulations. .
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Keywords: cost accounting; games; learning devataq; simulation methods
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The objective of this research was to design legrmaterials to develop creative thinking skill and
seeing problems through game-based learning (GB&J t Air-conditioner”. The learning theory
used to develop this game was theory of “SeeinglBnes” which consisted of three following steps:
1: Identifying a situation to see problems, thabisontrol the operation of cooling machine; 2:
Players must identify components of cooling macluiokeectly, so that they see problems when the
components of cooling machine are in wrong arrareggrar order. If the most important component
is selected within the specified duration, playeilsget high score and can play next games. Step 3
Players must identify errors in controlling air-ctioner within the specified duration. At the eoid
the study, the results showed that the satisfadionost respondents with GBL was very high. From
the questionnaire, it was found that the resporsderte generally satisfied with GBL, especiallg th
image, the sound effects, and the size and stylettefs while the specification of GBL and creativ
thinking skills of seeing problems saw satisfactizas at higher levels.

Keywords : creative thinking skill; learning matdrdevelopment; games; learning development;
seeing problems; simulation methods
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SF6: n3giAnuinyzmMsnaadIaassn | Game-based learning in SF6 load break switches : A
case study of creative thinking skills
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The objective of this research was to produce legrmaterials to develop creative thinking skiths f
decision making by using games-based learning (G&tysed on “Controlling SF6 load break
switches”. The learning theory used to develop ghisie was the theory of Decision Making, which
consisted of three steps: 1) Identifying a situatequiring decision making, that is to say, caltitrg
operation of SF load break switches. 2) Identifyting elements of the situation, where the player
would choose from the most necessary elementette#ist necessary one of the switches. 3)
Identifying the possible causes of abnormalityontecolling operation of the switches within the
specified duration. At the end of the study, theuhes showed that most respondents were generally
satisfied with the GBL .From the questionnaireyas found that the respondents were generally
satisfied with GBL, while the specification of GBand creative thinking skills of decision making
was at higher levels.

Keywords : controlling SF6 load break switchesatine thinking skills ; decision making; learning
material development; games; learning developnssaing problems; simulation methods
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Sales and purchase patterns are complex issuesiéostiand. These lead to difficulty in practice
especially for persons with little experience inrkeding. This paper describes the use of simulahon
sales and purchase mobiles for students of matketifhe objective of the students was to make
sales and purchase patterns by using critical hgngkills and teamwork. The steps of teaching were
as follows: 1) the students were informed aboubtbjectives and ways to simulate the sales and
purchases of mobiles. 2) Thirteen students weeetsl, who acted as mobile salesmen and mobile
users in True, DTAC and AIS mobile network. The agmng students acted as observers. 3) The
salesperson made the marketing plan. 4) The puechablose products, and explained their reasons
for doing s0.6) The observers summarised the outsand offered feedback on this simulation.

Keywords: critical thinking skills; games; learnidgvelopment; mobile network; observers;
purchase; patterns; sales; simulation methods;vieakn
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This research aims to study the impact of usinggdmae “Treasure hunt” to teach the lesson in giving
and following directions antbcating places to 30 first year students at SuasitiRajabhat

University. The instruments used in this study wéj)elreasure Hunt game, 2) expressions used in
giving and following directions anidcating places, 3) questionnaire, and 4) debmefirhe result

from the questionnaire revealed that the studerjts/ed playing the gam(eX =4.7). The game
enriches language learning € 4.6). The students acquired the language frolyimiahe gameX =

4.5), used the knowledge studied in the class(4.5) respectively. From the debriefing, the stud
understood the instructions of giving and followatigections and locating places so they reached the
destination and discover the treasure easily. Euribre, the students learned more vocabulary about
things and places by guessing meanings from theigi®ns.

Keywords: debriefing; following directions; gamésarning development; language learning; locating
places; questionnaire; simulation methods; vocaipula

A game for students writing in English
Songsri Soranastaporn - Mahidol University, Thailan

Of the four English communicative skills, writingconsidered the most difficult because students
need to have knowledge of English grammar andmwgitonventions, organize their information for
writing, and make use of thinking processes. Maaghers may find that students have knowledge
and information but cannot classify and organizeatthey cannot write. To help them think
creatively, games play an essential role. To begfin, students work in small groups of 3-5. One
member from each group reads a question assigreattogroup. Students are asked to brainstorm
and discuss the topic provided in order to anstveiquestion. Then they write their answers on a
piece of paper. After all groups have finisheditla@swers, they read their answers to the class. On
or two students are asked to volunteer to summatizbe answers which then become a story
created by the whole class. The class writes thry stey listened to in their own words. To con@ud
the teacher randomly selects one or two writinggseo display and discuss.

Keywords: games; learning development; simulati@thods; writing

Using simulations for training young researchers to collect qualitative data

Songsri Soranastaporn - Mahidol University, Thailan& Boontip Siritarungsri & Malee Surachej
- Sukhothai Thammathirat Open University, Thailand

To conduct a good and effective research projestarchers need to be skillful, full of research
knowledge, and to use these skills in accomplisthieg work. Qualitative data collection and

analysis are examples of skills in which noviceeegshers need to be well trained so they can gain
knowledge and skills, learn from each other, and/iieng to work hard. The presenters used a
simulation to train young researchers to colledt analyze qualitative data. These young researchers
played the roles of both researcher and subjdtieisimulation with the purpose of gaining
understanding between the research teams and ®ylgetbracing the whole research process, and
being able to work independently in their fields.
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This paper begins by briefly reviewing the resegmnaject which was funded by the Thai Research
Fund. Next, the presenters describe the trainingram. Then the presenters explain how the
simulation was implemented. Finally, examples acipled.

Keywords: data analysis; knowledge; qualitativeadatesearch process; simulation; skills; training
simulation methods
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Nvaanaaniina | Effects of simulations in the development of | ocus of control for
university students

szqa g5dusl —uu1Ing1againa | Prarudar Suriyant - Mahidol University, Thailad
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simulation methods, ThaiSim

This study aimed to test the efficiency of simwas created to develop locus of control in Mahidol
University students enrolled in the course Persgn@kvelopment in the second semester of 2009 at
the Karnchanaburi campus. The study design wagpaé-gxperimental type with a sample of 243
undergraduate students studying in the above colingeresearch tools comprised simulation
activities created by the researcher and a questiolnon locus of control. In conducting the
experiment, the subjects were given a questionha&iere and after the use of 10 in-class simulation
A T-test was employed to compare the studentslisdevielocus of control before and after the
simulations.

The study has demonstrated that such simulatiorisrpeed in class had a significant impact on the
development of students’ locus of control with f5-.

Keywords: efficiency, games; impact, learning depetent; locus of control; personality
development; simulation activities; simulation nozth
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INNAULASADTUNTIANADY unumlunsWaIAMNEINNTaN R Ty 1aiFaw | How
games and simulations help in the development of st udent intelligence quotient

sW1d 535A —un1Ingraeaiiaa | Thanayus Thanathiti - Mahidol University, Thiind
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The purpose of this study was to develop studdaliigence quotient by using games and simulations
as tools. For the study, games and simulations desgned and applied based on the learner-
centered learning theory, developed by E. L. ThiendThe population was 200 first year Mahidol
University students who registered to take the setirhinking and Analyzing” in the second
semester of the 2009 academic year. All of themewabjects in this study. There were five steps in
conducting this experiment. Five games and fivauations were used to develop student
competence. Students took both a pre-test andt@sistA T-test was used to compare the competence
of students before and after the study. The rebeasults show that student competence was
significantly higher after they were trained byngsgames and simulations. Therefore, teachers may
use games and simulations to develop student cemgetto help students enjoy their learning, and
to create a fun-filled classroom climate.

Keywords: games; intelligence quotient, learningadlepment; learner-centred learning theory, games
and simulations; simulation methods
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meauaasunAnsn | Effects of storyline and role-playing instruct ional methods on
Chinese students’ speaking ability

g9 A35719a —an1IngIasina | Yuwadee Tirataradol - Mahidol University, THand
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This quasi-experimental research aims: 1) to sthdyChinese speaking ability of students
learning through the Storyline Approach and RokeyRlg instructional method, and 2) to compare the
Chinese speaking ability of students between gréegrsing through the Storyline Approach and
Role Playing instructional method and the convergideaching method. The sample population
consisted of two classrooms of Mahidol Universitylargraduate students studying Chinese | as an
elective subject in the second semester of theemaimdyear 2009. They were assigned to an
experimental group of 30 students learning thrainghStoryline Approach and Role Playing
instructional method and a control group of 19 shid learning through the conventional teaching
method. The research instrument was a Chinese isgeathility test. The data were analyzed by
arithmetic mean, mean of percentage, standardtit@vjand t-test. The research findings are 1) the
students’ learning through the Storyline Approact Role Playing instructional method had a

Chinese speaking ability mean of percentage saghehthan 8&, which was the criterion score for
this research, and 2) the students’ learning thrdbg Storyline Approach and Role Playing

instructional method had a higher Chinese speaknildy mean score than the learning through the
conventional teaching method (at the .05 leveigiificance).

Keywords: games; learning development; quasi-erpantal research; role playing instruction;
speaking ability test; storyline approach; simaatmethods

Routing with thermal field approach in grid-like st ructure overlay network

Sopida Tuammee - King Mongkut's University of Teablogy North Bangkok, Thailand, Lada-On
Lertsuwanakul & Herwig Unger - Fern Universitat iHagen, Germany & Athakorn Kengpol -
King Mongkut's University of Technology North Banglk, Thailand

Some research has discussed improving the Qualgmwice (QoS) Routing on the Internet;
however, a few studies have considered the bufdges This paper introduces an adaptive routing
algorithm running in a grid-like structure overlagtwork on an unstructured P2P network. The idea

A
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extends the Thermal Field approach for represetiiadevel of buffer usage by temperature in
physics, as well as using a coordinated grid td fire optimal route. The path selection process
considers the minimum weights, and is a functioteofperature and the shortest path. The results of
the experiment were tested in P2P Network Simulafiools and also tested theoretically with the
Bellman-Ford algorithm to substantiate our approach

Keywords: buffer usage; Bellman-Ford algorithmgdgdike structure network; games; learning
development; p2p overlay network; routing algoritfeimulation methods

Alternative mediums in experiential learning
Anand Upadhyay - CEO Xperentia Training Systemsdia.

This audio-visual presentation is aimed at buildimgareness about the potential of mediums like
music, art, dance, theatre and film making, as pfulivkarning tools for creating experiential
simulations.

The presenter will establish a theoretical backgdoat the outset, before proceeding to providing
insights into how flexible these mediums are—batkerms of designing simulations, and in terms of
delivering on specific client objectives.

A case study will be presented, supported by at $irmr The case study will describe how ‘Music’
was used as a medium to design and execute anentmdrworkshop for the management team of a
multinational corporation.

The presentation will conclude by sharing the feetttreceived from participants of the music
workshop, with specific comments made by them abmtearning experience.

Q & A session to follow.

Keywords: experiential simulations; feedback; ganmesghts; learning; learning development;
mediums; music workshop

Home training scenarios for post-stroke patients
Jeuajan Wattakiecharoen - Christian University, THand

Stroke is the leading causes of death and long-tiesability in the world, including Thailand. After
stroke, the motor function of the extremities iteafimpaired, leading to restrictions in functional
mobility that impact the activities of daily livingADLs). Rehabilitation in post-stroke helps
individuals overcome disabilities that result frgtroke damage. Rehabilitation for the majorityhod t
patients is not appropriate in the hospital settaspecially for handicapped patients who find it
difficult and expensive to travel. Most stroke pats regain their ability to maintain ability dugin
rehabilitation. Rehabilitation can be done bothaspital and at home. It is important that the
environment support continuing recovery and sdi@tyhe survivor. Competencies of patients and
caregivers are essential. It is feasible for @inpétients to gain such competencies in their own
communities by using their own natural resourceglwhre subject to home modification. A stiff
shoulder joint often occurs in stroke patients. Bther joint exercise promotes range of motion and
reduces pain.
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Thus rehabilitation such as using an overhead pwli help these patients to exercise and live
independently, competently and with dignity. Theread pulley is used in the hospital. It is
expensive and patients frequently cannot afford soen overhead pulley has been designed and
developed by the authors. To develop , an overpaliely, bamboo, nylon rope, a pulley, and an S-
shaped hanger are needed. These devices can bebkstseasily.

Keywords: caregivers; damage; devices; disabijames; learning development; motor function;
overhead pulley; rehabilitation; stroke; simulatrorthods

Virtual Oman: An international collaboration to dev elop local skills and promote
cultural heritage

David Wortley - Serious Games Institute, United lgishom

The Serious Games Institute (SGI) at Coventry Usitaein the UK researches and promotes the
serious application of immersive technologies useddeo games, virtual worlds and social

networks and collaborates internationally on prig@chich advance the use of these applications. The
virtual Oman project is such a collaboration betwtee SGI, Knowledge Oasis Muscat, and the
Middle East College of Information Technology. Thgb a series of 3 separate projects to cover a
spectrum of immersive technologies, the SGI isitrgg Omani developers to create 3D visualisations
of a new Business Incubation Building and a UNES@@itage site, the Bahla Fort.

The presentation will describe how this model eéinational collaboration between Education,
Industry and regional development could be apdheduture projects across the world.

Keywords: collaboration; games; learning developin®man; Second Life; SGI; UNESCO;
virtualisation

wnadealuas ? | Using games to teach pronunciation
lasen agao - lsasamnaluladuaiiauay | Soraya Yukong - Moobankru Techonology School
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This research presented teaching techniques ihitepEnglish pronunciation. The objectives of this
research were (1) to have students pronounce Bregisnds correctly, (2) to help students be able to
identify differences in English sounds correctB) {0 have students enjoy practicing English
pronunciation, and (4) to have students increaséipe attitude in learning English. The particigan
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were the vocational students. The teachers marthgeattivity as these following steps: (1) the
teacher had the students to pronounce English vaagisining with r-, |-, ch-, and sh- sounds and
ending with —r, -, -ch, and —sh sounds, (2) tleelter assigned the students to practice those spund
(3) the teacher divided the students into 4-5 gsafi8-5 students, and assigned them to practice
those sounds again, and (4) the teacher showesdtttiecards and asked the students to pronounce
each word. The research results showed that (ISttigents pronounced words correctly, (2) the
students enjoyed practicing the pronunciation, @dhe students liked to learn English.

Keywords: English pronunciation; games; learningali@pment; simulation methods sounds;
vocational students; ;word cards

nsldina BINGOlunisaauinsenisWananuainge | BINGO Game for English
speaking and listening skills

Jaganwal navae1n —uwrIngragsnwy3 | Walailuck Thongsaard - Thonburi University, Hiland
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This paper will present the vocabulary teachindgmégue. The objective was to increase ability of
listening and speaking English by means of BING@gaT hirty six Certificate | level-students were
selected from Village School Technology Teachendkak. These students were divided into four
groups, and played the BINGO game. Each of therwenesl questions during the game process. The
results showed that students enjoyed the Bingo g&hesr ability of English speaking and listening
had increased. They were satisfied with Englistabee they played the BINGO game.

Keywords: BINGO; English speaking; games; learrdegelopment; listening; speaking; vocabulary
teaching technique
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Companion modelling to mitigate land use conflict b etween herders and foresters in
Northern Thailand

Pongchai Dumrongrojwatthana - Chulalongkorn Univeity, Bangkok, Thailand, Guy Trébui
&Christophe Le Page - CIRAD, UPR GREEN, Montpeltigcrance & Nantana Gajaseni -
Chulalongkorn University, Bangkok, Thailand

In the remote highland forest-farm land interfat®oi Tiew, a Hmong village in Tha Wang Pha
District of Nan province, a land use conflict wakihg place between the local herders and two
government forest conservation agencies havingrdifit interests, objectives and perceptions on land
use. To facilitate collective learning and co-maeragnt plan setting up in this site, an innovative
Companion Modelling approach, based on the joiataigole-playing game and agent-based
simulation, was implemented. Two gaming and sinnatield workshops using computer-assisted
role-playing game were carried out with local staMders. We found that the gaming and simulation
sessions were not difficult for local stakeholdespecially Hmong herders who have low formal
education level. Moreover, the game improved comoation, supported negotiation and created
trust between herders and foresters. They agreestablish pilot plot of Ruzi (Brachiaria ruziziés)s
pasture in reality.

Keywords: companion modelling; agent-based modemanagement; games; learning development;
northern Thailand; role-playing game; simulationtimoels

Management game for software engineers

Ryoju Hamada - Tohoku University, Japan, MasahiroijH Hitachi East Japan Solutions, Ltd.,
Japan & Tomomi Kaneko - Hokkaido Automotive Engingeg College, Japan

Universities have various curriculums to train stoid as software specialists and engineers. At
present most courses are focused on topics of itsdhkmowledge and skills in developing software
rather than on skills in manage a company. Coresgtyy when students move up the career ladder in
the software industry, they are confronted with yneimallenges as managers for which they were
never prepared. To solve this problem, we devel@lusiness simulation game named Tohoku
Software Developing Management Game (TSDMG). Ia ¢fame, students become CEOs of a
company to learn project management and the conéepaish flow. To verify the effectiveness of
TSDMG, we conducted a survey in Sendai, Japanctoli@r 2009 with thirteen university students
and seven businesspersons. The results showegb#tadf trainees were very interested in our
method and that they are more strongly motivatddam business than before.

Keywords: business simulation game; career laddesth flow; curriculums; games; learning
development; project management; simulation methedsnical knowledge

Making games cooperative: theory and practice
George Jacobs - Broward College, Singapore

Games can make learning more engaging and mofivdurthermore, games offer a venue for
communication and collaboration. One controveiisgle in the use of games involves whether
players should be encouraged to compete againstotiaer. Some educators believe that such
competition accelerates student interest and ineetd excel. However, other educators worry that
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any form of competition may lead to ill will amosgudents, discouraging sharing and demotivating
low achievers.

This paper begins by briefly reviewing theoretigatl practical benefits of cooperative games. Next,
the presenter describes cooperative learning, direduts theoretical underpinnings. The bulk of the
paper utilizes cooperative learning principles arglains ways to take games that might otherwise be
competitive and modify them so that they are mikedyt to promote cooperation. Examples will
illustrate each of these ways of making games aadipe.

Keywords: competition; cooperative learning; engaget; games; interest; low achievers; learning
development; simulation methods; theoretical uni@rpgs.

Notes to help presenters do their sessions (papers & workshops)

Paper presentations — 35m.

* These are the standard session at ThaiSim. Th®sdangth is 35 minutes. Your actual paper shoul
be about 20 minutes (25 minutes maximum). Thisallbw the audience opportunity for commentary
and questions in the remaining 15 minutes.

« Always avoid reading a text. Much better to sp@adn impromptu fashion, following your
PowerPoint slides.

« Aims/ contents: Paper presentations may havehthe following aims and/or content

« Provide a brief summary of a piece of researchpmogect, either completed or still in progress.

« Research papers should, if possible, include (jBctiies of the study, (2) perspective(s) or thécae
framework, (3) methods of inquiry (including paipiants, contexts, data collection and analysis),etc
(4) results, and (5) discussion and/or conclusidifee methods section for research presentations
should be short, and take no more than five minatéstal. Further references, literature revieang
details about your methodology should be put inry@ndout. People are mostly interested in the
results of your research, your discussion of tlselte, and the way in which your work fits in with
contributes to simulation/gaming practice (and ppgitheory).

« Project papers can tell about the origins of thegaat, difficulties you encountered, successesythat
had, results that you obtained, lessons that yannéal, plans for future development. Projects can
include designing a game, implementing a simul&j@me curriculum, integrating simulations and
games into an existing curriculum. Projects cao aiclude just plans for a new project in the feifu
about which you would like audience feedback, sagh new research project or a publication.

e Qutline a game or simulation or some aspect of gapiial learning activity (such as debriefing), or
describe its design, use, results, debriefing mhoee etc.; preferably with photos or even a véigrs
film, to illustrate. Describe how you used andrniEfied a simulation/game in your classroom.

< Allow a short hands-on demonstration by some oftidience, preferably with short introduction and
commentary by you. Show or demonstrate (parta oBw game, and ask the audience for feedback
and ideas on how o improve it.

» Outline concepts. New ideas, concepts, theonyedhesis, etc. This is usually a difficult sortpzfper
to do. It should include some practical thingd thastrate the ideas discussed, and perhapsdeclu
some audience discussion.

e Handouts: Itis usual for presenters to have diemtiouts available (one to two pages is suggested)
an audience member wishes to have a longer docuthentyou can send it later (after the conference)
by email.

Short workshops (hands-on) sessions — 80m (1hr).20m
* These are important sessions in a conference oagamulations, experiential and hands-on
learning. Please note the following:
¢ These sessions must be activity-based and invaseipation from the audience. The session must
not be used simply to allow yourself a long paper.
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* These sessions must contain a substantial portibarals-on, participation in a simulation, game or
experiential exercise, followed by debriefing ahdrt discussion of the simulation/game. Workshop
presenters should also have all necessary gameiastesailable.

* The typical structure of your session should follkbwg format (maximum total = 80 minutes):

* Introduction — short talk on rationale, aims, usgaur game, simulation or exercise — 5 to 10 mesut

* Hands-on participation (including setup) — 20 tadi@utes.

» Debriefing — 20 to 40 minutes. Do not neglect #spect; it is an essential part of the simulagame
procedure. This is the debriefing of the gamemukation, as you might do it in class, for example
This is not to be confused with the discussion wiihir conference audience (below).

» Discussion, commentary or questions by the audiehoet aspects of the game, simulation,
debriefing, adaptation, new ideas, difficultiesumning or debriefing, previous results, etc. 4d.Q0
minutes.

» If you need more than 80 minutes for a participag@ssion, please be in touch with the conference
chair. It might be possible to provide a slot$pecial sessions of 120 minutes.

http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/ €
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About ThaiSim

ThaiSim is a professional association for teacheasers, researchers, practitioners and other
professionals. Its aim is to enable and promagestiaring of expertise in the field of simulation,
gaming, role-play, serious games and experientethouds for teaching, learning, development and
assessment. ThaiSim was established by both &hdisoreigners, in August 2008.

Members

ThaiSim members afgractitioners, researchersandtheorists, and are interested in improving their
skills and knowledge so as to make learning mdexgve. ThaiSim members explore and develop
experiential learning ideas and practice in ordentprove Thai education and society.

Objectives

The principal objective of the association is ‘tomote the effective and responsible use of sirariat
games and experiential learning activities in Tdradl, particularly in education, training, research,
assessment and development'.

ThaiSim seeks to answer questions such as:

* What roles can simulation and gaming play in leagnteaching, development and assessment?

* How and why are some simulations and games beiftedshan others?

* What are the most effective ways of using simutaiad gaming, including proper debriefing to help
participants turn experience into learning?

* Inwhat ways do simulations and games lead to reffeetive learning, teaching, development and
assessment?

ThaiSim understakes the following activities:

* has a website http://www.thaisim.org/

* holds an annual conference,

* publishes thdournal of Simulation and Gaming for Education anBevelopment This is an
interdisciplinary, academic journal focusing onaaspects of simulations, games, role-play, sergauses
and experiential methods. The journal is partidyleoncerned with applications to learning, teadhi
research. development and assessment. The maioseunf JSG-ED is to contribute to and disseminate
practice, knowledge, research and theory in thigydesse, debriefing assessment of simulationsegam
and related experiential methods. All levels areeted, from primary schools, through secondary
schools and universities to professional usesdnstry. Articles from both Thailand and abroad are
welcome.

* maintains a professional news & discussion grdopsfay in touch please join us here — it is free :

http://www.linkedin.com/groups?gid=2376328&trk
* runs occasional seminars for teachers. and
* has adopte@imulation & Gaming: An Interdisciplinary Joush

ISAGA
ThaiSim is an affiliate of the International Simiisa and Gaming Association - http://www.isaga.info
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Learning and development

Education, learning, development, sustainabili§fisiency, balance, responsibility, respect and
moderation, peace, humanitarian values, and Butidhliges are at the heart of ThaiSim.

"Developing education and closing the knowledge ldnglaps will allow Asian economies to sustain
future high growth rates."
Joseph Stiglitz, 2001 Nobel laureate, profess@cohomics, Columbia University, USA, speaking atAb&: Road to a New
Recoveryseminar, 21 August, 2009, organized by Nation hdtia Group, Plaza Athénée Hotel, Bangkok, ThailaReported
in The Nation 22 August, 2009, Vol. 34, No 52332.
"Education is a most worthwhile investment and bauyear fee-education initiative will help Thailand
build a long-tem sustainable economy."
Abhisit Vejjajiva, Prime Minister of Thailand, sgéag at theAsia: Road to a New Recovesgminar, 21 August, 2009,
organized by Nation Multimedia Group, Plaza Athéré¢el, Bangkok, Thailand. ReportedTihe Nation 22 August, 2009,
Vol. 34, No 52332.
"Peace and survival of life on Earth as we knoard threatened by human activities that lack a
commitment to humanitarian values. Destructionatfire and natural resources results from ignorance
greed, and a lack of respect for the Earth's livinggs... . It is not difficult to forgive destrtion in the
past, which resulted from ignorance.

Today, however, we have access to more informadiod,it is essential that we re-examine ethically
what we have inherited, what we are responsibleaiod what we will pass on to coming

generations. Clearly this is a pivotal generatianOur marvels of science and technology areieat

if not outweighed by many current tragedies, inglgchuman starvation in some parts of the worldi, an
extinction of other life forms... . We have th@ahility and responsibility. We must act beforesitoo
late."

Tenzin Gyatso, the fourteenth Dalai Lama.

"Consumption of resources is rising rapidly, biasity is plummeting and just about every measure
shows humans affecting Earth on a vast scale A growing band of experts are looking at figulike
these and arguing that personal carbon virtue alective environmentalism are futile as long as ou
economic system is built on the assumption of gnowithe science tells us that if we are seriousiabo
saving Earth, we must reshape our economy.lt has taken all of human history for the econdmy
reach its current size. On current form it wikégust two decades to double.”

New Scientist. (2008). The folly of growth: How $top the economy killing the planddew Scientistvol 200, No 2678.

"... from the early Club of Rome report on the LintibssGrowth (Meadows et al. 1972) to its sequels
Beyond the Limits (Meadows et al. 1992) and theythjear update (Meadows et al. 2004), the message
has become ever more pressing and the impact dicglohnd economic processes just as
marginal. Only recently has the recent evidencacotlerating climate change, and the imminent
threats of energy, health, water and food crisgsibvéo produce significant reactions, at leasbime
forward-looking countries. However the major ceatof power and population have perspectives that
are too short term to take any notice. Public atian on these issues has either fallen behindewer
begun.”

Dahl, A. L. (2006). Paper presented at the pletF Symposium Consumer Citizenship Network. TIG@N International

Conference. Hedmark University College, Hamar, Ngrwh5-16 May 2006.

Meadows, D. H., Meadows, D. L., & Randers, J. (3982yond the limits: Global collapse or a susthleduture. London: Earthscan.

Meadows, D. H., Randers, J., & Meadows, D. L. ()9T8e limits to growth: A report for the Club &@ome’s project on the
predicament of mankind. London: Earthscan.
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Meadows, D. H., Randers, J., & Meadows, D. L. (3004e limits to growth: The 30-year update. WHgiger Junction, VT: Chelsea
Green.
"The most persistent sound which reverberates ¢irouan's history is the beating of war
drums. ... Man can leave the earth and land on the modrgdnnot cross from East to West
Berlin. Prometheus reaches for the stars witmaarie grin on his face and a totem-symbol in his
hand."

Koestler, A. (1978). Janus: A summing up. Londduatchinson.

We look forward to the time when the Power of Laik replace the Love of Power. Then will our
world know the blessings of peace.

William E. Gladstone

When the power of love overcomes the love of potter world will know peace.

Jimi Hendrix

When we feel love and kindness toward others, tiondy makes others feel loved and cared for, but i
helps us also to develop inner happiness and peace.

HH the Dalai Lama

Do not believe in anything simply because you Haeard it.

Do not believe in traditions because they have he@aded down for many generations.

Do not believe anything because it is spoken antbtued by many.

Do not believe in anything because it is writteryaur religious books.

Do not believe in anything merely on the authooityour teachers and elders.

But after observation and analysis, when you firat inything agrees with reason and is conducive to
the good and the benefit of one and all, then d@atepd live up to it.

Siddhartha Gautama (The Buddha), 563-483 BC

Relevant terms

Simulation/gaming is to be taken in its broadesamiggy, to encompass such areas as simulation, d¢erigad
simulation, internet simulation, gaming, simulafigaming, serious games, educational games, tragantgs, e-
games, internet games, video games, policy exsrqid@nning exercises, debriefing, analytic disicusgpost-
experience analysis, modeling, virtual reality, gatmeory, role-play, role-playing, play, activerlgag,
experiential learning, learning from experiencgst@augmented reality, playthings, structured dges;
education games, alternative purpose games, ethgaindigital game-based learning, immersive |eayribrain
games, social impact games, games for change, gamgsod, synthetic learning environments, synthitsk
environments.

Fields include: sociology, political science, ecmics, education, cognition, psychology, social-psjogy,
social psychology, management, business, markegmgrnment, entrepreneurship, environmental isswessth,
medicine, nursing, research methodology, commuinicagnvironment, policy, planning, energy, utdii natural
resources, educational, technology, computing, iggadyy, climate change, multi-culturalism, multitcuwhl,
intercultural, culture, organization studies, négg@n, mediation, history, peace studies, busirgssistics,
decision making, conflict management, cognitiormomunication, political science, language learningdia,
video games, learning theory, international stydigsiculture, educational technology, informatienohnology.

Add your own here:

=>» http://www.linkedin.com/groups?gid=2376328&trk — http://www.thaisim.org/
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