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Programme overview – Day 1 - Thurs, 25 March, 2010 

Abstracts for the sessions will be found starting on page 21 – "���#�$� - Abstracts 
08h00 Registration  & setting up of posters  
09h00 Opening  ceremony  (40m) 
09h40 - 
10h15 Panijpan.  Gaming and simulation for science education – p 21.  ���� All keynotes in the conference hall. 

10h20 Break (20m) 
10h40 - 
11h55 Crookall.  Games for all seasons: Hands on basic principles – p 22 

12h00 Lunch (60m) 
 Room 1 Room 2 Room 3 Room 4 Room 5 
 Business & building Methods & learning Language  Medical & language Skills training 
13h00 
to 
13h25 

Sankaseam & Asaisart. 
Using simulation for selling 
and buying cellular 
telephones in a marketing 
classroom 

Soranastaporn et al. 
Using simulation for 
training young 
researchers to collect 
qualitative data 

Yukong. Using 
games to teach 
pronunciation 

Tirataradol. Effects of 
storyline and role-playing 
instructional methods on 
Chinese students' 
speaking ability 

Nuttapong & Jitgarun. 
Games-based learning 
in the development of 
critical thinking skills: 
A case study of 
television repair 

13h30 
to 
13h55 

Perkhiao. Using games and 
simulations to teach cost 
accounting 

Suriyant. The 
effectiveness of 
simulations in the 
development of locus 
of control in 
university students 

Thongsa-ard. 
BINGO for 
learning 
English 

Nitisakunwut. Learning 
the vocabulary of spatial 
relationships through a 
social interaction game 

Rungrueng & Jitgarun. 
Games–based learning 
for the development of 
decision making and 
creative thinking skills 
in electronics 

14h00 
to 
14h25 

Kerdwannachai & 
Jitgarun. Games-based 
learning for researching 
house building regulations: 
A case study in creative 
thinking skills 

Thanathiti. How 
games and simulations 
help in the 
development of 
student competence 

Soranastaporn. 
A game for 
student writing  
in English 

Wattakiecharoen. Home 
training scenarios for 
post-stroke patients 

Pomjalee & Jitgarun. 
Games-based learning 
for the development of 
creative thinking and 
problem solving skills: 
A case study of air 
conditioning 

14h30 Break (20m) 
14h50 -
15h25 Levin.  3-D realms and the immersive Internet of serious games and virtual worlds – p 22 

 Room 1 Room 2 Room 3 Room 4 
 Computers Business Emergency 

Language 
learning 

15h30 
to 
16h05 

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

Indrangkura Na Ayudthya 
& Yamchuti. Using games 
and simulations for 
personality development 
of MBA  students 

Chen. Using internet 
platforms (eg, 2nd Life) to 
conduct strategic emergency 
simulations (eg, major flood 
disaster) 

Somsamai. Using 
a treasure hunt 
for English 
language 
learning 

16h10 
to 
16h45 

Apperley. New geographies of 
real-time gaming 

Hallinger et al. Learning 
to lead organizational 
change in Thailand 

Chen et al. Exercise Atlantis: 
Evaluation of a strategic 
emergency response training 
using simulation 

Engchuan. Using 
scenarios in the 
teaching of 
reading 

16h50 Break (55m) 
17h45 Dinner (55m) – Pls finish on time if you wish to participate in the games evening (see below). 
19h15 
– 21h15 

Games evening (120m):  Everyone is welcome to run a game and to participate.  Pls post your game 
description and sign-up sheet on the notice board.  See p. 25 for more information. 

Posters will be on show throughout the conference. 
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Programme overview – Day 2 - Fri, 26 March, 2010  
Abstracts for the sessions will be found starting on page 21 – "���#�$� - Abstracts 
08h00 - 
09h35 

Games morning (95m):  Everyone is welcome to run a game and to participate.  Pls post your game 
description and sign-up sheet on the notice board.  See p. 25 for more information. 

9h40 - 
10h15 

Samawathdana .  Challenges and rewards of conducting action research on simulation in secondary 
schools – p 23  ���� All keynotes in the conference hall. 

10h20 Break (20m) 
 Room 1 Room 2 Room 3 Room 4 

 Science Business Ressources Workshop: 
Language 

10h40 
to 
11h15 

Luealamai. A Building Block 
Set: A new hands-on game for 
enhancing students’ perception 
of geometry 

Dumbelkar. Performance 
assessment in a software-
based business strategy 
game 

Pipitkul. Learning through 
virtual reality : Using Second 
Life for library  and information 
science education 

11h20 
to 
11h55 

Petpradap. Thin Layer 
Chromatography Simulation: A 
guiding tool for separation 
science understanding 

Upadhyay. Alternative 
media (eg, music) for 
experiential management 
training 

Phonpro et al. Cultivating solid 
waste disposal habits among 
community stakeholders through 
role-play game simulation (RPG) 

Hu et al. 
Learning 
English 
vocabulary 
through 
playing games 

12h00 Lunch (60m) 
13h00 - 
13h35 LePage.  Participatory simulation and gaming for natural resources management: State of the art – p 23 

 Language & culture Conflict resolution Disasters Language 
13h40 
to 
14h15 

Wortley. Virtual Oman: An 
international collaboration to 
develop local skills and promote 
cultural heritage 

Oppenheimer. A model 
for effectively initiating 
the resolution of disputes 

Trijit et al. Reinforcing 
vulnerability awareness 
through a disaster imagination 
game (DIG) 

Chen. Games 
help vocabulary 
gains 

14h20 Break (20m) 
14h40 - 
15h15 Martin .  Increasing the level of interest increases the level of learning – p 24 

 Medical Technology Workshop: 
Change 

Workshop: 
Language 

15h20 
to 
15h55 

Klangsuk. Interactive simulation for 
crisis management training in the 
intensive care unit setting 

Piirainen. Developing game 
education and game engine 
technology 

16h00 
to 
18h35 

Nimitarnun & Thichai. Simulation 
and computer-assisted instruction in 
nursing education: Some research 
findings 

Tuammee et al. Routing with 
thermal field approach in grid-
like structure overlay network 

Kantamara. 
Leading a 
successful change: 
Problem-based 
learning through a 
simulation 

Chang & Chen. 
Using scafolding 
board games to 
learn English 
sentence structure  

16h40 Break (20m) 
17h00 Conference dinner :  You will be taken by bus directly from the conference venue to the 

restaurant; therefore, no time to go to the hotel at the end of the afternoon sessions.  Pls be 
ready to leave by bus at 17h00 sharp.  Return by 21h00. 
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A few reminders for the benefit of everyone: 
• Times and rooms are indicated on the programme plans at the start of this book. 
• Presenters:  Please start and end your session on time.  Please arrive at your room five minutes early, 

immediately at the end of the previous session.  Please check your room and equipment well before 
your session.  More notes to help you will be found on p 50. 

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

• Mobile phones.  Pls switch off your mobile phones before you go to any session. 
• No smoking near the session rooms; pls go outside of the building. 
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��� 2 �
�:�(C(D��'"�������B ��#ก��(��,'���,�ก�������� Learning from experience through games and 

simulations :�������  25 -27 ������ 2553 ���2#0��#:%0��ก���+�(��� �������;
���������
�������ก����������ก��:,0
����ก��	
���
���
��ก���ก;70�,����,�/;70��� ��ก����� �
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���ก����.
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���#����������2#0��ก���
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__ &� .��#��$'�� ������'
 
   ���ก�����B 

The second Thailand educational reform (2552-2561) has the overall objective of encouraging a high 
standard of life-long learning, both in and beyond formal education, through the development of 
academic excellence, good behaviour, and good morality.  To achieve these goals, the Ministry of 
Education in Thailand established a policy called “3-D, 4-New”.  Three-D refers to democracy, 
decency and drug-free.  Four-new refers to (1) the new era of new generations, (2) teachers, (3) 
learning sources and educational institutions, (4) and new administration systems.  Junrin 
Laksanawisit, the Minister of Education, has emphasized that teachers are at the heart of the second 
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educational reform.  Teachers need to develop continuously to increase their capability, and high-
potential graduates need to be employed in order to support teachers. 

To further the development of teaching and learning in Thailand, we founded ThaiSim - the Thai 
Simulation and Gaming Association.  ThaiSim is affiliated with ISAGA – the International Simulation 
and Gaming Association (registered in the Netherlands).  ThaiSim organizes an annual conference; the 
theme for our second conference, ThaiSim 2010, is learning from experience through games and 
simulations.  Thus, from 25 to 27 March, 2010, experts, researchers and scholars from Thailand and 
twelve other countries around the world will provide academic debates, research presentations and 
teaching techniques about using games and simulations.  Hence, the conference will provide 
significant opportunities for participants to learn and exchange knowledge and ideas.  The 
implementation of games and simulations is an opportunity for curriculum development at every 
education level, especially for higher education.  Using simulations of working environments to teach 
about specific fields of study helps learners to bring together theory and practice in meaningful and 
relevant ways.  As a consequence, our association, ThaiSim, anticipates that this conference will 
contribute to the second Thailand educational reform. 

In the name of the association, my gratitude goes to all professionals, researchers and participants 
from educational institutes and companies who have helped and are helping ThaiSim to achieve its 
goals, including this conference.  Our association would like to thank every participant, presenter and 
staff for making this conference a memorable and worthwhile event.  We invite you to work hard and 
play hard! 

__ Dr. Urairat Yamchuti  
Vice President, Thonburi University, Thailand 

President, ThaiSim 
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����������
0� ก��;� !�
�(I#ก��(��,'���,�ก�� �������� 2 ThaiSim 2010: ������ Learning from experience through games and 

simulations 	 "�#��� 
“Learning from Experience through Games and Simulations” 

On March 25th 2010 from 9.00 to 9.15 am 
At Chalermprakeit Building, Rajamangala University of Technology Srivijaya 

Trang Campus, Sikao district, Trang 92150 

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

I am most honoured and gratified to be the chairperson of this opening ceremony for 2nd  ThaiSim 
Conference, 2010 on the topic: “Learning from Experience through Games and Simulations” being 
held today.  

This 2nd ThaiSim Conference on the topic “Learning from Experience through Games and 
Simulations” recognizes the importance of research presentations, idea sharing, and recommendations 
on topics related to the implementation of simulations and gaming in learning, evaluation, and 
research. Not only do we gain knowledge of new products from this academic conference, but also we 
attempt to promote the advancement of Thai education to international standards. 

To achieve this goal, if every educational institute and organization collaborates to develop teaching 
and learning, evaluation, and research, Thailand’s education can progress and hence improve the Thai 
economy, society, and quality of life of all Thais.  Social problems such as crime, violence, and social 
disputes could decrease and thus influence national credibility in terms of people’s standard of living 
and economic investments. 

As a result, economic growth, social harmony, and the cultural strengths of Thailand will be based on 
education which everyone can take part in developing and determining. I truly hope that this 
conference is going to be a great success and  achieve every intended goal.  

Finally I am grateful to every single participant of this conference for dedicating your valuable time to 
share knowledge and experience in order to develop Thai education collaboratively. Your 
participation in this conference is going to provide benefits for yourself and your organizations in the 
integration of teaching and learning, evaluation, and research. I hope the achievement of this academic 
conference will offer the means to gain real practice and other opportunities. 

I am confident this conference will achieve all these goals. Now is the auspicious time for me to 
declare open the 2nd ThaiSim Conference, 2010: Learning from Experience through Games and 
Simulations. 
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Conference Speech for 2nd  ThaiSim Conference, 2010 
“Learning from Experience through Games and Simulations” 

On March 25th 2010 from 9.00 to 9.15 am 
At Chalermprakeit Building, Rajamangala University of Technology Srivijaya Technology, 

Trang Campus, Sikoa district, Trang 92150 

Distinguished colleague President of Rajamangala University of Technology Srivijaya. 

In the name of the organizers of the 2nd ThaiSim Conference, 2010: Learning from Experience 
through Games and Simulations, I am deeply honoured  that the president of Rajamangala University 
of Technology Srivijaya has agreed to be the chairperson to open the 2nd ThaiSim Conference, 2010: 
Learning from Experience through Games and Simulations.  

This Conference is the 2nd conference that our association has organized. 

It aims at providing an academic arena for the sharing of research, ideas and recommendations on the 
topic “Learning from Experience through Games and Simulations” and gathering notable products 
from this conference for further national development. 

In this conference, there are 280 participants that include 218 general participants and 62 researchers 
who will present their studies.  This number consists of 260 Thai participants and 34 participants from 
12 foreign countries including: 

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

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

• Rajamangala University of Technology Srivijaya 
• Thonburi University 
• Mahidol 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 thaïlandaise des professeurs de français (ATPF) (Thai Association of Teachers of French), 

under the patronage of HRH Princesse Galyani Vadhana Krom Luang Naradhiwas 
• Illinois State University Alumni Association, Thailand Chapter 
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• Simulation & Gaming: An Interdisciplinary Journal  (Sage Publications), of which David Crookall is 
the editor and who provides stimulating collaborative effort and dedication in his work for the 
association. 

Particularly our gratitude goes to Rajamangala University of Technology Srivijaya, Trang Campus, 
under Associate Professor Dr. Suwat Tanyaros, and to Thonburi University, which have greatly 
assisted ThaiSim and the conference in innumerable ways. 

Now is the time I would like to invite the President of Rajamangala University of Technology 
Srivijaya to give the opening speech for the 2nd ThaiSim Conference, 2010: Learning from 
Experience through Games and Simulations.  Thank you. 

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

Pre-conference Workshop:  Using, debriefing and designing games and simulations: A hands-on, 
creative workshop for teachers and trainers.  Date: 21-24 March, 2010 (Sunday-Monday-Tuesday-
Wednesday). 

Objectives: 
• To encourage scholars and practitioners to share their expertise, research, and experience on simulation 

and gaming for learning. 
• To collect papers and research results to develop Thai education. 
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Participants: 
• Graduate students, teachers, educators, faculty members, educators, practitioners, trainers, and 

interested persons 

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

Venue:  Rajamangala University of Technology Srivijaya (RMUTSV), 1 Rajadumneannok Road, 
Boyang District, Amphur Maung, Trang Province, THAILAND 

Co-organizers: 
• Thai Simulation & Gaming Association: ThaiSim 
• Rajamangala University of Technology Srivijaya (RMUTSV), Trang, Thailand 
• Thonburi University, Bangklok, Thailand 
• Mahidol University, Thailand 
• KMUTT, Bangkok, Thailand 
• Université de Nice Sophia Antipolis, France 
• Songkha Technology School  
• Winit School 

Supporter: 
• “Simulation & Gaming: An Interdisciplinary Journal”  (Sage Publications) 

Submission methods:  A+P = Abstract + paper;  AnP = Abstract, no paper 

A+P = Abstract + paper 
If you intend to write a paper for the CD 
proceedings. Deadline 

AnP = Abstract, no paper 
If you do NOT intend to write a 
paper; only the abstract to be 
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 

(with no paper) 
31 Dec 2009 

Submission of papers (based on accepted abstract) 10 Jan 2010   
Submission of revised full paper  10 Feb 2010   
Announcement of selected paper submission 16 Feb 2010   
Deadline for pre-registration 16 Feb 2010 Deadline for pre-registration 16 Feb 2010 
Program book available on ThaiSim web 15 March 2010   

Fees 
Registration fees: Pre- registration: before 

February 16, 2010 
Regular registration: during 17 February &  
15  March, 2010 

Workshop 4,000.-Baht 4,500.-Baht 
Conference 3,000.-Baht 3,500.-Baht 

Both workshop and conference registration include the following:  Proceedings & Final Program ;  
Refreshment (6) ;  Lunch (3) ;  Dinner (3) ;  Excursion ;  Pre-conf workshop outline 

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

This workshop will provide participants with first-hand experience of using and debriefing a number 
of games and simulations for learning and training purposes.  Participants will also have the 
opportunity of designing and testing their own games.  The best games will then be showcased at the 
ThaiSim conference, and perhaps published in a journal. 

Day 1 
morning - Participation in a number of games and simulations. 

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

Day 2 

Morning - Design of game structure and flow. 

afternoon - Design of draft participant materials (roles, instructions, etc.). 

evening - Playing and testing the games. 

Day 3 

Morning - Revision and final participant materials; plus writing facilitator's materials. 

afternoon - Testing the whole package; plus small tweaks. 

evening - Workshop evaluation; plus party. 

Notes: 
• The games will be showcased at ThaiSim 2010 conference. 
• If the games designed during this workshop are of sufficient quality, they may be selected for 

publication in the journal Simulation & Gaming: An Interdisciplinary Journal  http://sg.sagepub.com/ 
• English will be used as a means to communication. Thus, participants must be very good in using all 

four English skills. 
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(!�$&� � - Abstracts 

Sessions are of several types: Keynote; Workshop; Paper; Poster; Games evening & morning 

Abstracts are listed alphabetically by the English surname of first author, except for keynotes, which 
are listed in chronological order.  Most sessions will probably be in English (maybe with some Thai); 
however, if the abstract is written in Thai, then the session is likely to be in Thai (maybe with some 
English). 

The games evening and morning sessions do not have abstracts, but please see the workshops 
section, below – p 25. 

A few reminders for the benefit of everyone: 
• Times and rooms are indicated on the programme plans at the start of this book. 
• Presenters:  Please start and end your session on time.  Please arrive at your room five 

minutes early, immediately at the end of the previous session.  Please check your room and 
equipment well before your session.  More notes to help you will be found on p 50. 

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

• Mobile phones.  Pls switch off your mobile phones before you go to any session. 
• No smoking near the session rooms; pls go outside of the building. 

Keynote sessions 
Chronological order of presentation.  Keynotes will be held in the main conference hall. 

Gaming and simulation for science education 

Bhinyo Panijpan - Mahidol University, Thailand 

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

Here we provide some examples from our educational research using simulation and games to help 
students achieve better learning. 

Simulation in terms of physical and mathematical modelling or electronic animation of mechanisms 
and processes, especially those involving large numbers of objects and/or steps, has facilitated 
learning better than mere static and 2-D presentations.  Students can be assessed on their 
understanding when they create their own simulation or answer multiple-choice simulation problems 
with additional elaboration on their selected answers. 

Students love games and the emotions involved in playing them.  A well-designed game can be based 
on comprehensive mastery of knowledge and the exercise of that knowledge.  The rules of the game 
must be easily understood.  Criteria for winning must be easily understood.  Playing the game has to 
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be easy enough for everyone with a reasonable level of agility and experience to be able to handle 
time pressure, hand-eye coordination, and physical movements. 

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

Keywords: assessment; comprehension; criteria; debriefing; electronic animation; mathematical 
modelling; games; reflection 

Games for all seasons: Hands on basic principles 

David Crookall, Université de Nice Sophia Antipolis, France 

The two main objectives of this session are: 
• To give participants a taste of participation in one type of simulation/game application; and 
• To emphasize the necessity of debriefing for learning to take place. 

In this session I will attempt to do several things, for which I need your full cooperation and 
concentration.  As we will not have much time, I ask you to focus well and to be prompt in doing 
things. 

Together, we will do three main things.  Each thing is very different: 
• Participate in a moderately free-form, social interaction simulation; it can be used for a wide range of 

topics, such as teamwork, negotiation, model building, following instructions.  In this session, I will 
use it to illustrate some basic principles of learning the simulation/game experience.  When you 
participate, just be yourself, let yourself get into role quickly, and act according to the rules and context 
of the game.  Enjoy the play. 

• Debrief the simulation and learn about communication problems.  Here you will work in small groups 
to discuss your experience in the game.  This is where your real learning starts. 

• Examine some basic elements of learning from simulation, especially the importance of debriefing.  
Here I will do a short talk. 

Keywords: communication; debriefing; experiential learning; 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 Partnerships, UK 

3D applications including social worlds, games, and serious games are the next phase of the Internet 
revolution and likely to have the same impact as the first web explosion.  These converging, more 
immersive technologies are changing the way we live, work, play and learn because of their powerful 
capacity to engage people in new ways.  The keynote will describe the reasons for the uptake in these 
new capabilities, the huge potential of the applications and the impact of innovation in these 
areas.  For example, the implications for new approaches to collaborative learning and working in 
education, business, health, culture, e-Government and enhanced visualisation of the 'Internet of 
Things'.  Society and the economy as a whole have great potential to benefit from these applications 
beyond pure leisure and this will require policy makers, the research community and industry to 
embrace the wide range of challenges and opportunities in this highly cross-disciplinary/cross-sectoral 
area. 
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Keywords: 3D applications; collaborative learning; education; Internet; serious games; simulation; 
virtual worlds.  

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

Rungrawee Samawathdana - Winitsksa School, Lopburi, Thailand 

It is a widely held belief that most teachers have a sense of being good researchers because one of 
their responsibilities is to find better ways of teaching and solving problems for their students.  
However, one thing that they may overlook is recording field notes of their observations, analysis of 
their data, and publishing their research to share their innovations or findings with their peers. If they 
practiced these steps, their observations would be qualified as action research.  According to Li and 
others (1999), action research has gained recognition in the field of education, gradually becoming 
incorporated into multiple educational programs. Li has analyzed the barriers and factors in 
conducting action research, some of which may be applicable to other areas, within the heritage of 
Confucian culture in Asia.  Using simulations in secondary classrooms is one of the best ways to not 
only to gain the students’ motivation, but also to challenge the teacher to create innovations for a 
better teaching methodology (Kim, 1995; Oxford & Crookall, 1990.)  Conducting action research on 
simulations would be a good idea to prove the innovation effective, and have it recognized and 
published. 

Keywords: action research; barriers; factors; heritage; games; innovations; learning development; 
responsibilities; research--simulation methods; solving problems; teaching  

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

Christophe Le Page - CIRAD, UPR Green, Montpellier, France 

In the field of natural resources management (NRM), the mainstream perception of simulation tools 
specifies them as decision-support systems devoted to detect “optimal” solutions and to eventually 
deliver recommendations to policy makers. Simulation tools are also very efficient at stimulating 
learning through understanding why they may exhibit results not straightforwardly obvious to any 
human mind exposed to them. When a group of participants is involved, interactions among 
themselves take place within a setting framed by the tool. The process is expected to progressively 
clarify communication and facilitate discussion, contributing to the collective understanding of 
problems. By sparking participants’ creativity, it also enables the identification of potential solutions. 
The simulation tools have to be flexible and adaptive so they can be easily modified to accommodate 
unforeseen situations and new ideas suggested by the participants. Being used individually or 
collectively, the simulation tools related to NRM typically include two modules: (i) a dynamic 
representation of the physical world relevant to the identified issue and (ii) a behavioural module to 
portray the way in which people behave in different situations. Role-playing games (RPG) represent 
one particular way to organize the simulation: instead of a computerized behavioural module, the 
participants are interactively requested to make the decisions themselves. Some role-playing games 
are still supported by a computer program, leading to a large variety of tools that can be referred to as 
“interactive experiential simulation”.  
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There are two main purposes in using interactive experiential simulation for NRM. The first one is to 
produce knowledge by gaining insights when exploring simulation scenarios that mimic real life 
challenges. Typically participants are scholars, and the purpose is educational. The game FISHBANKS 
developed by Meadows to expose students to the “tragedy of the commons” is an emblematic 
representative of this first category. The second type of purpose seeks at fostering mutual 
understanding, negotiation, and ultimately joint decision-making among participants who are the 
stakeholders represented in the model. To illustrate this category, the case study of the conflict 
between two ethnic communities and a newly proposed national park in Northern Thailand is 
described. Deforestation, biodiversity conservation and the livelihoods of the villagers were key issues 
discussed during RPG sessions with small groups of participants, and subsequently represented in 
computer agent-based simulator used with a larger audience. It also exists simulation tools that can be 
used either with scholars for educational purposes or with stakeholders to nurture co-operation. The 
SYLVOPAST RPG developed by Etienne is described to illustrate this hybrid category. 

Keywords: experiential learning; interactive experiential simulation; FishBanks; natural resource 
management; participatory simulation; role-playing games; SYLVOPAST 

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

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

Numerous studies have been conducted over the years about the effectiveness of different language 
teaching methodologies (Larsen-Freeman, 1994).  The results have been, to say the least, 
inconclusive.  One finding, however, does stand out: increasing students' motivation to focus on the 
language has been reliably shown to increase performance (Sharwood Smith, 1989).  Language 
games, simulations, puzzles, and riddles have been invented to help create that interest and foster 
learning. 

This paper first briefly summarizes the theoretical framework for the discussion, and then presents a 
detailed view of one attempt to transform a potentially boring Business Correspondence course into an 
interesting and challenging semester-length simulation.  Students are “appointed” to a committee by 
an international company and given the task of hiring the director for a new factory.  This “committee 
assignment” provides a new reason every week for writing a typical piece of business correspondence, 
e.g., a letter of complaint, a letter of enquiry, a letter of application. 
Keywords: business correspondence; committee assignment; 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 game – ThaiSim University 

The evening of Day 1 and early morning of Day 2 are devoted to playing games.  Anyone, primary 
school teacher, university professor, Thai, foreigner, presenter, participant, staff, anyone at all can 
offer to run a game or simulation after dinner on day one (2 hours starting at 19h15) or first thing on 
day two (1½ hours starting at 08h00).  This is a great opportunity to get to know games and people. 

The purposes of these sessions can include any of the following: 
• Have fun and meet new people; 
• Try out a new game or prototype; 
• Get ideas from colleagues for adapting a game; 
• Running well-known or classic games (such as the NASA game, STARPOWER). 
• Learn more about games and simulations – and debriefing, especially in the best way possible, by 

playing or testing them. 
• Write your own purpose here! ___________________________________________________ 

If you wish to run  a game or simulation, pls do the following: 
• Write a short description on an A4 size sheet of paper.  About half a page is fine.  You do not need to 

do an academic abstract, but a short description would be useful. 
• Tell us the name of the game, minimum and maximum number of participants, its main purpose(s), 

why you like it, and any other things that you consider important or that would attract people to come 
to your game session. 

• Indicate approximate length of time needed:   2 hours is best for the evening of Day 1 and 
1½ hours is best for the morning of Day 2. 

• Give the description as soon as possible on Day 1 to a conference staff member, who will post it on the 
appropriate notice board, along with a sign-up sheet.  You can, of course make your own sign-up sheet 
too – this will avoid mistakes, especially in maximum numbers. 

• We may have enough slots for only 6 or 7 games, so it is important to give your description and sign-
up sheet as soon as possible to a member of staff.  Once we run out of rooms, no more can be accepted. 

If you would like to take part in a game or simulation, pls look at the posted descriptions and decide 
which one to attend and write your name on the sign-up list.  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 in the middle; 
• do not scratch out your name at the last minute; 
• once a sign-up list is full, it is full, so please choose another list; do not add your name beyond the 

maximum number indicated on the list; 
• you may go to a session without signing up beforehand, but then you may only be able to observe; if 

the presenter says that you are able to participate, then you should stay until the end of the game and 
debriefing, and not leave in the middle. 

Using scaffolding board game to learn English sente nce structure  

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

Writing well-constructed sentences is much more difficult and challenging to EFL young learners in 
comparison to other language skills.  Games are fun, attractive and believed to be motivating in 
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significant level according to numerous studies.  To enhance the learning motivation and 
effectiveness, the presented board game was designed to merge the content of sentence structures as 
fundamental framework together with game elements.  This game comprises two sets of chess pieces, 
Black and White, and each set has 120 chess pieces colour-imprinted vocabulary words. Through 
assembling these chess pieces on the scaffolding chessboard, players are able to master five basic 
English sentence patterns. Three objectives are to be achieved through playing this game: First, to 
motivate and help students to acquire sentence construct skills through the competition and 
cooperation; Second, to increase students’ awareness of the structure of the compound and complex 
sentences; Third, to empower the learners’ knowledge of the basic five fundamental English 
sentences. An actual research will be conducted after more 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 Languages, Taiwan & Margaret Chen, Wenzao 
Urusuline College of Languages, Taiwan 

For most EFL learners, vocabulary learning is thought boring and difficult when they have to 
memorize those unfamiliar words and the spellings.  One of the useful strategies to enhance students’ 
language learning motivation and to encourage the language acquisition is using language games.   

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

The researcher chose three different categories of words to compose the BINGO game.  The first 
category was vocabulary about Place which includes 41 words, and was made into 30 BINGO cards.  
The second category was words related to Sports which includes 27 words with 30 BINGO cards.  
And the third category was Occupation and Jobs which includes 35 words and contains 30 cards.  The 
sum of the target vocabulary is 103 words in total.  Every bingo card contains 25 blanks with the 
target vocabulary and its Chinese meaning on it.   

When the teacher spoke out the word that was falling out from the bingo cage, all participants had to 
also speak out the words.  Whoever called “Bingo!” had to speak out each word with the help of the 
teacher if he or she could not recognize or pronounce the word correctly.  Every participant got the 
different bingo card for each round.  The teacher can 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 game.  In this workshop, the participants actively play 
the role of a change agent assigned to lead change in an organization within three years.  Through 
playing this computer simulation, the participants learn how to plan and develop effective strategies to 
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implement the change and to overcome common change obstacles in an organization, such as staff 
resistance, lack of management support, different personality types, and limited resources.  The 
debriefing, which is a significant aspect of learning through simulations, is conducted by the 
presenter.  In addition to participating in the simulation, learners also complete selected accompanying 
in-class activities.  At the end, there is a comprehensive discussion on 1) how to apply the problem-
based learning approach to develop a simulation, and 2) how to modify the simulation to better suit 
the Thai context.  The workshop can be conducted either in Thai or English depending on the 
participants.  

Keywords: change management; experiential learning; learners’ participation and interaction; learning 
development; problem-based learning; research and development; strategies; simulation methods 

Paper sessions 
In alphabetical order by surname of first author.  To know the time and room of each session, look at 
the day plans at the start of this programme book.  Look for first author’s surname and English title. 

New geographies of real-time gaming 

Thomas Apperley - University of New England, Australia 

Drawing on ethnographic fieldwork conducted in Melbourne, Australia, this paper explores the 
cultural re-mappings which occur through transnational videogame networks. While the emergence of 
global gaming networks—Xbox Live, PlayStation Network, various MMOs—in the past decade 
suggests the possibility of multiplayer games producing globally scaled synchroniety, this paper 
argues that global networks produce predominantly localized, but transnational, networks that are 
sorted by time zones. Focusing primarily on Gunbound: World Champion, as a free Internet-based 
digital game that is made by the Korean company Softnyx, that was popular at the fieldwork site, this 
paper argues that transnational games produce temporally organised networks around common 
everyday rhythms. This paper explores the stakes of the horizontal realignment of geographies 
through play in the Australian context, arguing that multiplayer games indicate that real-time media 
cultures produce, and emphasize, high stakes north-south connections aligning Australian real-time 
gaming cultures with Asia. 

Keywords: digital games; gaming networks; globalization; Gunbound: World Champion; learning 
development;MMO; networks; real-time; rhythm; synchronous; simulation methods; transcultural; 
transnational 
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The purposes of this paper were: (1) to develop the personality of MBA students, (2) to build up self 
confidence in terms of the personality of MBA students so they can live and work in this society 
confidently, and (3) to help students to realize their personality development together with their work. 
The population and sample for this study were 57 MBA students who were going to complete their 
program in the 2009 academic year.  Research tools were: (1) a pre-test and post-test, (2) personality 
development tool kits which comprised four how-to elements: dressing, manners, communication, and 
eating; and (3) interviews.  First, participants took the pre-test. Second, they were divided into four 
groups and each group studied personality development tool kits. Then they practiced what they 
learned from the tool kits while the four trainers provided recommendations and suggestions. Next, 
representatives from each group summarized and demonstrated how to develop their personalities. 
Finally, participants took the post-test. The research results reveal that MBA students gained 
knowledge and experience in developing their personality. They agreed that they should give priority 
to their personality development. 

Keywords: games;interviews; learning development; personality 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. This study focused on the design and development of 
multimedia material for teaching LEGO MINDSTORMS NXT robotics. The multimedia material 
would guide the learners how to build a cable car robot, and how to control the robot to work on a 
rope via a sound sensor. In this study, expert evaluation, performance assessment and usability testing 
were used to examine the usability of this material. During the expert evaluation, the material was 
revised 34 times. The result of performance assessment showed that the users could follow the 
material to achieve the performance tasks. From the result of usability testing questionnaire, it showed 
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that all the 15 participants considered this material had high necessity, importance and felt satisfied 
with the multimedia material. Moreover, in the regression analysis, it showed that the necessity could 
significantly predict learners’ satisfaction with the multimedia material. 

Keywords: games; learning development; expert evaluation; LEGO MINDSTORMS NXT; 
multimedia materials; performance assessment; simulation methods; usability testing 

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

Yung-Fang Chen, El Parker & James Townsend - Coventry University, England 

Virtual worlds provide a new methodological framework for conducting emergency response 
exercises. This research attempts to evaluate whether an online virtual learning environment avoids 
recognised weaknesses of traditional emergency response exercises and facilitates further learning 
outcomes. The objectives of the research include, first, to develop a strategic flood exercise in virtual 
environments for the core category one responders. This includes the establishment of a simulated 
area—Willsdon Town in Silverdale County. A major flood disaster is created as the story line to 
facilitate learning outcomes. Secondly, the research team chooses Foterra's OLIVETM platform to 
conduct the exercise. Thirdly, an evaluation methodology is proposed to measure the effectiveness of 
the exercise. Lastly, the research attempts to synthesise preliminary findings of our prototype exercise 
and consider how simulations and Serious Games could facilitate flood management for populations 
at risk. 

Keywords: emergency response; games; learning development; learning outcomes; populations at 
risk; strategic flood exercise; simulation methods; training; virtual learning environment 

Learning to lead organizational change in Thailand 

Philip Hallinger - Hong Kong Institute of Education, Parinya Showanasai - Prince of Songkla 
University & Apichai Somboonpakorn - Mahidol University 

This research was carried out at the College of Management, Mahidol University in Bangkok 
Thailand. The College offers the Master of Management degree in a variety of specialization areas 
(e.g., General Management, Entrepreneurship, Human Resources, Innovation in Management, and 
Marketing and Management) in a two-year program. All materials and instruction and assessments 
were conducted with English as the medium of instruction. 

Problem-based learning is incorporated into the College’s Master of Management program in a variety 
of ways.  However, the most significant implementation occurs in the Capstone portion of the Master 
degree program.  Students have several Capstone Project options, one of which is a PBL Track. The 
PBL track involves completion of four six-week long PBL projects. The MAKING CHANGE 
HAPPEN simulation is incorporated into one of the six to eight PBL projects from which students 
may choose. 

In conducting this research, we examined data on the use of this project on Leading Organizational 
Change in the PBL Capstone. This Capstone module is typically offered to several “sections” of 
students during each trimester. During the seven year period over which this research was conducted, 
the course was taught a total of 74 times, by a total of three different instructors. 
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The analysis of data collected from students over a seven-year period yielded the following findings. 
The PBL module, which was taught a total of 74 times between 2001 and 2007, achieved a 
consistently high evaluation from the Master degree students on overall course effectiveness over the 
entire five-year period. The module received a mean rating on overall course effectiveness that was 
significantly higher than the mean of other Non-PBL and other PBL courses in the Master degree 
curriculum at a statistical level of less than .001. There was less variance in the rating of this module 
when compared with other Non-PBL and other PBL courses in the Master degree curriculum. Student 
open-ended feedback on the module was similarly consistent in a positive direction. 

Keywords: leading organizational change; problem-based learning; College of Management, Mahidol 
University 

Performance assessment in a software-based business  strategy game 

Vinod Dumblekar -  MANTIS, India 

This project paper examines an assessment model of ten performance indicators used in a software-
based business strategy game. These indicators were then collapsed into four dimensions of business 
strategy, viz., operating efficiencies, cash management, leadership, and competitive growth.  

The indicators are reviewed in the context of contemporary business practices. The scoring procedure 
and outputs are discussed in terms of their utility to players during the game. Its scores were analysed 
across 19 games, and the results are discussed in terms of team learning across indicators and stages.  

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

Keywords: assessment; cash management; competitive growth; games; learning development; 
leadership; operating efficiencies; performance indicators; scoring procedure 
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This research was aimed to present the teaching techniques in creating a business account. The 
objectives of this research were (1) to have the students understand how to create a business account, 
(2) to have the students practice creating a business account by using simulations, (3) to have the 
students be able to request for the permission from the Department of Commercial Development, and 
(4) to have the students work cooperatively. The participants were the vocational students. To do the 
activity, the students were divided into subgroups of 5-6 students. Each group was assigned to create 
the business model for buying and selling products including preparing any related documents 
according to the government regulations. After six months, it was found that (1) the students 
understood how to make a business account, (2) the students enjoyed using a business account, and (3) 
the students became more cooperative.  

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

Using scenarios in the teaching of reading 

Karansupamas  Engchuan - Mahidol University, Thailand 

Scenarios aim to facilitate things in various fields and are effective when used in the pedagogical 
dimension. In teaching reading in English, it has been proven that it can be utilized in facilitating as 
well as mentoring students to read with complete comprehension. Besides improving their 
understanding when reading, students feel more enthusiastic and more motivated to learn English. 
When two groups of students were compared, the experimental group of students who used scenarios 
had significantly higher results in thorough comprehension than the control group. 

Key words: English reading, games; learning development; pedagogical; reading comprehension; 
scenarios; simulation methods 
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The objective of this research was to develop a learning material to develop creative thinking skills for 
finding requirements through game-based learning called “Building a House”. The scope of the 
contents in this game consisted of  a roof,  a wall,  a pillar,  a floor,  a beam, a window, and  a door. 
The learning theory used in developing this game was the theory of  “Finding Requirements” which 
consists of  the  three following steps:  “Do Ability”: players have to identify components necessary to 
build a house;  “Intrinsic Utility”: players have to specify all the interior design inside of the house; 
and thirdly “Ecological Validity”: players must choose “Do” or “Don’t” when selecting  land or a 
space to build a house. Players must use all the different components from the three steps mentioned 
within the specified duration of the game. If players can complete all three levels, they will become 
“the Winner”. The learning advantages that players can get are the development of creative thinking 
skills along with direct experience in practice with building a house, as well as enjoyment from taking 
part in the activity. Finally, the researchers demonstrate the developed game and discuss the results 
from using this game. 

Keywords: Game-Based Learning/ Finding Requirements/ Building a House 

Interactive simulation for crisis management traini ng in the intensive care unit setting 

Nongchana Klangsuk, Oratai Hoondi & Laddawan Techangkul - Rajavithi Hospital, Thailand 

Patient safety is a concern in medical practice. Patients have suffered injuries and even death due to 
management error and lack of best practices and standards of care and proper training. Rajavithi 
Hospital collaborated with Edwards Life Sciences (Thailand) Ltd, and Parkway Nursing College, 
Singapore, to set up a training program on crisis management. Nurses were trained by means of an 
interactive simulation, and crisis scenarios in the intensive care unit (ICU) setting were created. The 
purposes of the training program were (1) to reduce the number of adverse effects on the patient and 
also (2) to improve the ability to react prudently in an unexpected situation such as a crisis situation, 
which is one of the most critical factors. The program improved the proficiency of the nursing staff 
and their team, and promoted self-efficacy and competency, including the ability to recognize signs 
and symptoms of hemodynamically unstable patients.  The process of the training will be explained 
and demonstrated. The results will be discussed. 

Key words: best practices; crisis management; interactive simulation; crisis scenarios; games; learning 
development; patient safety; crisis situation; self-efficacy; 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 mathematics learning media game on the “Geometric 
relation between two and three dimension objects” was developed. The BBS has 64 cubic blocks 
which can stick to each other on any side.  Students can use the BBS to easily build any 3D object.  
The BBS helps in showing the relationship between 2D geometric objects and 3D objects.  In the 
learning process, students were given a set of 2D pictures, from the easiest to the most difficult, on 
their worksheet. Each 2D object consists of three pictures giving top, front, and side views. Students 
also received the BBS for building a 3D object that corresponded to the 2D object on the worksheet.  
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The completed 3D object can be rotated freely for multiple views. Students were able to examine their 
3D objects by themselves.  Competitive activities while learning both individually and in groups 
promote a constructionist learning environment. 

Keywords: 2D geometric objects; 3D object; Building Block Set; constructionist; cubic block; 
mathematics learning; multiple views; learning development; 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, the writers or students should plan where to put each 
object in a word picture; that is using spatial order to organize their ideas (Oshima & Hogue, 62). 
Spatial order is the arrangement of items in order by space, for example, back to front, top to bottom, 
right to left. Also, using spatial order signals, such as in the centre of, next to, and in the back of and 
prepositional phrases, such as in front of the sofa, at the top of the refrigerator, and inside the 
wardrobe are useful for the descriptive paragraph.   

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

“Drawing Pictures from Words” is a game in which a group A student draws a picture following 
description by a group B student. The group B is given a picture of a place, for example, a picture of a 
living room or a bedroom. Then the students within the group brainstorm and decide what kind of 
spatial order they will use in order to describe the picture. Next group B tries to describe the picture 
orally using spatial order signals and prepositional phrases for each sentence, while group A draws the 
picture and puts things into the right position. Afterward, group B checks how well group A has 
drawn the picture. Finally, both groups help each other to write a paragraph describing that picture.  

Keywords: brainstorm; description;  games; learning development; paragraph writing; pictures; 
prepositional phrases; spatial order; signals; words  
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As CAI use has increasing during the past decade, nurse educators have expressed concern regarding 
its effectiveness. The Internet’s World Wide Web offers educators a unique opportunity to introduce 
CAI programs into nursing school curriculum. Used of CAI was studied as a strategy to evaluate 
knowledge about the health – seeking behavior among sick people topic. A non- probability and 
convenience 24 Master nursing students were assigned to the experimental group. The nurse educator 
and educational technician who were the researcher team, developed an attractive and exciting CAI 
program that was validated by experts. Statistical techniques used in data analysis were percentage, 
mean, SD., and t – test. The results revealed effectiveness of the program significantly. The presenter 
indicate that CAI is an effective as other teaching methods in term of knowledge gain and adult 
learners’ satisfaction.This paper begins by briefly reviewing the research project which was funded by 
Christian University of Thailand. Next, the presenter will describe the program, and then explain how 
simulation be implemented. Finally, examples will be provided. 

Key words: Computer – Assisted Instrument Program (CAI), games; learning development; 
simulation methods; Nursing program, Health-Seeking Behavior 

ก�������#��1�!�ก��	6�7��1�ก�������� !�ก����ก&(ก���	���(�#��( ������ ก��<���0#�#&$��: ก���$*ก+�#&ก+
ก�����
�������������5��  |  Games-based learning for comparing repairing t elevision: A case 

study of critical thinking skills  
��( ��� ���ก�� ��� ก�����	 ��++�ก��*��� – 
����
������
������	 ����
�ก�$����*�	  |  Nuttapong Nitkit 
&  Kalayanee Jitgarun - King Mongkut’s University of Technology Thonburi 

�� �'(�����
!��������������������0���������%��"��-����ก9�ก����#��$���������	/�	�
�ก���(���"����" #0��ก��:,0
�ก��(<�?��:�ก��������70 ������ ก��@$��.������
 !�"�! !�������%����:,0:��ก� (��ก�"#0�� (ก) �$��(��ก�"!��
+����".������
 �,$� 1) +���������� 2) +���7�����
�
��7������@�,�� 3) +����2���Q 4) +�����2���Q 5) +��
@��.��
2�  6) +��3���@�
��
 7) +������
 ���
 8) +��
7�����@
 (9) +��.�������@
 (10) +�����
��"���� 
�'  

(11) +��@����
���@�,��� (12) +���%
$��$�� �
� (!) ก��@$��.������
:�����ก��	
���
��  �$���)9U�ก��������70���
:,0:�ก����-���ก���� ��� �)9U�!��ก���(���"����" @8��(��ก�"#0�� 4 !��� ��#�����  !������ 1: �
��ก����ก��	
(D/%�
��������ก���(���"����" !������ 2: ��"'���
(��ก�"��������ก���(���"����"��ก����ก��	
(D/%� @8��:������� ����ก��	

(D/%�  ���%����8� "'��
 ����!�� %��� (��ก6ก��	
 กH2#0 !������ 3: %��'	
�ก9	�!�����
(��ก�"��������ก��
�(���"����" �,$� :,0�'	
�ก9	�%����'	��"� ������:� ก���(���"����"����!�� %��� :,0
�ก9	�����������:�ก��
�(���"����"������,���  �(<� 0� �
� !������ 4: %������%�����
����� $��!���'	��"� �!�����
(��ก�"���2#0ก��%�#2�0 
�$��;
ก����"��������8���:��ก����ก�"ก����������:,0�ก��(<�?�� ������ ก��@$��.������
: ก�	��8ก9���ก9�ก����#

��$���������	/�	 �"�$� ��ก������$����ก�������8���:���#��7$:���#�"��ก����'#) 66.4=X , 78.0.. =DS   (�'ก E 
#0��) 



ThaiSim 2010 – ���������ก��	
���
���
��ก� – 2nd Conference – RMUTSV,Trang, Thailand p 35 

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

 

The objective of this research was to develop learning materials to develop critical thinking skills and 
comparison skills through a game-based learning (GBL) approach titled “Repairing Televisions”. The 
game materials consisted of television receiver components such as: 1) antenna section, 2) tuner and 
tuning section, 3) VIF section, 4) SIF section, 5) synchronizing section, 6) horizontal section, 7) 
vertical section, 8) luminance section, 9) chrominance section, 10) RGB Output, 11) CRT section, and 
12) power supply. The activity required students to repair the television in a simulated situation. The 
learning theory used to develop this game was the theory of “Comparing” which is comprised of the 
four following steps: selecting a problem situation; identifying the elements to be compared in the 
problem situation; finding the attributes of comparison of the elements; and finding the similarities 
and differences of the attributes of the elements. At the end of the study, the results showed that the 
satisfaction of most respondents with GBL was very high especially on general status, the 
specification, and critical thinking skills of comparing . The least satisfaction of GBL was ‘the 
direction’ of GBL. 

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

A model for effectively initiating the resolution o f disputes 

Robert J. Oppenheimer - Concordia University, Canada 

The paper describes a model and an experiential exercise for initiating a discussion to enlist the other 
person’s support in resolving a dispute.   An example is provided as to how to apply the first part of 
the model.  Prior to describing the model and how to use it in an experiential exercise, the conceptual 
bases for the model are explained.  This includes the principles from Getting to yes: Negotiating 
without giving in, 2nd edition, by Fisher, Ury and Patton and the concepts for creating supportive 
rather than defensive communication responses 

Keywords: communication responses; discussion; dispute; experiential 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 - Thammasat University 
Hidehiko Kanegae - Ristumeikan University 

The purpose of this paper is to reinforce the habit of separating solid waste released by citizens in the 
local community. The separation can help alleviate the serious problems of global warming and 
climate change.  The investigation discusses the problem of solid waste pollution under the 
management of the city and proposes a solution through a role-playing game which can lead to a new 
garbage disposal approach by analyzing the way people can be encouraged through participating in a 
game simulation.  Participants assume the roles of local citizens in the game and utilize various 
methods to dispose of solid waste. During the game, participants discuss, share opinions and attempt 
to arrive at the proper solution. 

The study is divided into three aspects; 1) to study the management policy for solid waste disposal 
before it is actually recycled in urban and rural areas of Ban Bueng Municipality; 2) to study the 
application of the Clean Development Method to reduce solid waste in Ban Bueng Municipality, and 
3) to design a tool to train citizens about environmental conservation using a role play game and 
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simulation. The expected results are the participation of individual citizens and groups in disposing of 
the solid waste. The gathering together of various local citizen groups will strengthen the setting up of 
a Solid Waste Bank in that neighbourhood and provide mutual benefits and mutual understanding. 
Consequently the role- play game simulation is regarded as a form of strategic orientation that can 
lead to community cooperation in creating a sustainable environment that lives up to the expectations 
of every local stakeholder concerned. 

Keywords:  clean development method; climate change; environmental conservation; games; global 
warming; local community; learning development; role play game; solid waste; simulation methods 

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

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

The study aims to raise awareness of vulnerability areas in certain communities to guard against 
potential disaster. Napralan Community was a slum residence improvement project of CODI  and was 
developed through the endeavors of a community-based development group. as . The 150 family 
households live in areas vulnerable to landslides, with dust pollution and urban poverty. The 
objectives of the study were: (1) to study risk factors in a particular community and examine the 

attitudes of residents living in that vulnerable area; (2( to reinforce awareness of the residents, 

especially the younger generation, and to give them a better understanding of living in vulnerable 
areas through the use Disaster Imagination Game (DIG); and (3) to recommend hygienic safety factors 
that will create a cleaner community. The research method comprised a field survey, observation, 
interviews and questionnaires, which were conducted with a sample size of 60 inhabitants and 10 
experts. An Analytic Hierarchy Process (AHP) Tool was utilized to achieve the gaming simulation 
task, focusing on four considerations; namely, physical attributes, economic attributes, social 
attributes and environmental attributes.  This study assesses three stakeholder groups—local residents, 
a government agency, and an environmental organization, that will collaborate to mitigate a disaster in 
the community by establishing a safety station or risk-free area in the foreseeable future. Results 
revealed that local residents believe positive aspects in vulnerable areas will outweigh the negative 
aspects. However, stakeholder groups view CBM differently; economic gain takes precedence over 
the benefits of good physical health, suggesting a need for better quality of life or improved well-
being, while employment is at risk. The context of the game demonstrates (1) the significance of the 
game in contributing to the knowledge of residents; (2) the environmental measures for coping with 
disaster, especially concerning air pollution, will be proposed in slum communities for improved 
health safety. 

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

Developing game education and game engine technolog y 

Veli-Pekka Piirainen - Kajaani University of Applied Sciences, Finland 

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

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

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

Thin Layer Chromatography: A tool for understanding  Separation Science 

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

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

Key words: Thin layer Chromatography; Separation Science (leaning) 
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The author was interested in using Second Life (SL) for library and information science education and 
used Second Life Library (SLL) to connect students to new trends in library services. Using 
qualitative methods with 32 undergraduate library and information science students at 
Srinakharinwirot University. For library and information science education, SL can be used to provide 
a good example of how to clarify concepts of virtual library administration and services, especially the 
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reference service in SLL which offers rich information and complex interaction with multiple facets. 
It has also proven a valuable professional development tool as librarians and information professionals 
continue to create innovative and user-focused services. When students think the virtual environment 
of SL is interesting, they can create content together, such as gaming plus e-Learning, which they can 
access online 24/7, and communicate with others related to their studies. It should be underlined that 
information literacy skills are important. SLL is a good learning resource even though most of the 
collections/contents are in English.  Students found that this is a good way to improve their English. 

Keywords : databases, library and information science; games; information literacy; learning 
development; qualitative method; reference services; Second Life; virtual environment; simulation 
methods  
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The objective of this research was to measure the learning achievement of students who were taught 
cost accounting by using games and simulations. Twenty second year accounting students comprised 
the sample. Research tools consisted of (1) the achievement test and (2) cost accounting games and 
simulations. Data were analyzed by frequency, percentage, mean, standard deviation, and t-test. To do 
this activity, students took the achievement test before they were taught cost accounting by using 
games and simulation. Students were divided into four small groups. Students of each group selected 
products and considered the process of production of those products. They also prepared components 
of the products they selected. Students presented their products by using games and simulations. 
Students took the achievement test after they finished their course. The research result showed that 
students who were taught cost accounting by using games and simulations had higher mean scores in 
their achievement test than before their participation in the games and simulations. . 
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Keywords:  cost accounting; games; learning development; simulation methods 
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The objective of this research was to design learning materials to develop creative thinking skill and 
seeing problems through game-based learning (GBL) titled “Air-conditioner”. The learning theory 
used to develop this game was theory of “Seeing Problems” which consisted of three following steps: 
1: Identifying a situation to see problems, that is to control the operation of cooling machine; 2: 
Players must identify components of cooling machine correctly, so that they see problems when the 
components of cooling machine are in wrong arrangement or order. If the most important component 
is selected within the specified duration, players will get high score and can play next games. Step 3: 
Players must identify errors in controlling air-conditioner within the specified duration. At the end of 
the study, the results showed that the satisfaction of most respondents with GBL was very high. From 
the questionnaire, it was found that the respondents were generally satisfied with GBL,  especially the 
image, the sound effects, and the size and style of letters while the specification of GBL and creative 
thinking skills of seeing problems saw satisfaction was at higher levels.  

Keywords : creative thinking skill; learning material development; games; learning development; 
seeing problems; simulation methods 
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The objective of this research was to produce learning materials to develop creative thinking skills for 
decision making by using games-based learning (GBL) focused on “Controlling SF6 load break 
switches”. The learning theory used to develop this game was the theory of Decision Making, which 
consisted of three steps: 1) Identifying a situation requiring decision making, that is to say, controlling 
operation of SF load break switches. 2) Identifying the elements of the situation, where the player 
would choose from the most necessary elements to the least necessary one of the switches. 3) 
Identifying the possible causes of abnormality in controlling operation of the switches within the 
specified duration. At the end of the study, the results showed that most respondents were generally 
satisfied with the GBL .From the questionnaire, it was found that the respondents were generally 
satisfied with GBL, while the specification of GBL, and creative thinking skills of decision making 
was at higher levels. 

Keywords : controlling SF6 load break switches; creative thinking skills ; decision making; learning 
material development; games; learning development; seeing problems; simulation methods 
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Sales and purchase patterns are complex issues to understand. These lead to difficulty in practice 
especially for persons with little experience in marketing. This paper describes the use of simulation in 
sales and purchase mobiles for students of marketing. . The objective of the students was to make 
sales and purchase patterns by using critical thinking skills and teamwork. The steps of teaching were 
as follows: 1) the students were informed about the objectives and ways to simulate the sales and 
purchases of mobiles. 2) Thirteen students were selected, who acted as mobile salesmen and mobile 
users in True, DTAC and AIS mobile network. The remaining students acted as observers. 3) The 
salesperson made the marketing plan. 4) The purchasers chose products, and explained their reasons 
for doing so.6) The observers summarised the outcomes and offered feedback on this simulation. 

Keywords: critical thinking skills; games; learning development; mobile network; observers; 
purchase; patterns; sales; simulation methods; teamwork 
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This research aims to study the impact of using the game “Treasure hunt” to teach the lesson in giving 
and following directions and locating places to 30 first year students at Suan Dusit Rajabhat 
University. The instruments used in this study were: 1) Treasure Hunt game, 2) expressions used in 
giving and following directions and locating places, 3) questionnaire, and 4) debriefing. The result 

from the questionnaire revealed that the students enjoyed playing the game ( X = 4.7). The game 
enriches language learning (X = 4.6). The students acquired the language from playing the game (X  = 
4.5), used the knowledge studied in the class (X  = 4.5) respectively. From the debriefing, the students 
understood the instructions of giving and following directions and locating places so they reached the 
destination and discover the treasure easily. Furthermore, the students learned more vocabulary about 
things and places by guessing meanings from the instructions. 

Keywords: debriefing; following directions; games; learning development; language learning; locating 
places; questionnaire; simulation methods; vocabulary. 

A game for students writing in English 

Songsri Soranastaporn - Mahidol University, Thailand 

Of the four English communicative skills, writing is considered the most difficult because students 
need to have knowledge of English grammar and writing conventions, organize their information for 
writing, and make use of thinking processes. Many teachers may find that students have knowledge 
and information but cannot classify and organize it, so they cannot write. To help them think 
creatively, games play an essential role. To begin with, students work in small groups of 3-5. One 
member from each group reads a question assigned to each group. Students are asked to brainstorm 
and discuss the topic provided in order to answer the question.  Then they write their answers on a 
piece of paper. After all groups have finished their answers, they read their answers to the class. One 
or two students are asked to volunteer to summarize all the answers which then become a story 
created by the whole class. The class writes the story they listened to in their own words. To conclude, 
the teacher randomly selects one or two writing pieces to display and discuss. 

Keywords: games; learning development; simulation methods; writing  

Using simulations for training young researchers to  collect qualitative data 

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

To conduct a good and effective research project, researchers need to be skillful, full of research 
knowledge, and to use these skills in accomplishing their work. Qualitative data collection and 
analysis are examples of skills in which novice researchers need to be well trained so they can gain 
knowledge and skills, learn from each other, and be willing to work hard. The presenters used a 
simulation to train young researchers to collect and analyze qualitative data. These young researchers 
played the roles of both researcher and subject in the simulation with the purpose of gaining 
understanding between the research teams and subjects, embracing the whole research process, and 
being able to work independently in their fields. 
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This paper begins by briefly reviewing the research project which was funded by the Thai Research 
Fund. Next, the presenters describe the training program. Then the presenters explain how the 
simulation was implemented. Finally, examples are provided. 

Keywords: data analysis; knowledge; qualitative data, , research process; simulation; skills; training; 
simulation methods 
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This study aimed to test the efficiency of simulations created to develop locus of control in Mahidol 
University students enrolled in the course Personality Development in the second semester of 2009 at 
the Karnchanaburi campus. The study design was of a pre-experimental type with a sample of 243 
undergraduate students studying in the above course. The research tools comprised simulation 
activities created by the researcher and a questionnaire on locus of control. In conducting the 
experiment, the subjects were given a questionnaire before and after the use of 10 in-class simulations. 
A T-test was employed to compare the students’ levels of locus of control before and after the 
simulations.  

The study has demonstrated that such simulations performed in class had a significant impact on the 
development of students’ locus of control with p =.05. 

Keywords: efficiency, games; impact, learning development; locus of control; personality 
development; simulation activities; simulation methods 
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�	�����  |  How 
games and simulations help in the development of st udent intelligence quotient 

����*� ����+� – 
����
�����
����  |  Thanayus Thanathiti - Mahidol University, Thailand 
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The purpose of this study was to develop student intelligence quotient by using games and simulations 
as tools. For the study, games and simulations were designed and applied based on the learner-
centered learning theory, developed by E. L. Thorndike.  The population was 200 first year Mahidol 
University students who registered to take the course “Thinking and Analyzing” in the second 
semester of the 2009 academic year. All of them were subjects in this study. There were five steps in 
conducting this experiment. Five games and five simulations were used to develop student 
competence. Students took both a pre-test and post-test. A T-test was used to compare the competence 
of students before and after the study. The research results show that student competence was 
significantly higher after they were trained by using games and simulations. Therefore, teachers may 
use games and simulations to develop student competence, to help students enjoy their learning, and 
to create a fun-filled classroom climate.  

Keywords: games; intelligence quotient, learning development; learner-centred learning theory, games 
and simulations; simulation methods 
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Chinese students’ speaking ability 
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����  |  Yuwadee Tirataradol - Mahidol University, Thailand 
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 This quasi-experimental research aims: 1) to study the Chinese speaking ability of students 
learning through the Storyline Approach and Role Playing instructional method, and 2) to compare the 
Chinese speaking ability of students between groups learning through the Storyline Approach and 
Role Playing instructional method and the conventional teaching method. The sample population 
consisted of two classrooms of Mahidol University undergraduate students studying Chinese I as an 
elective subject in the second semester of the academic year 2009. They were assigned to an 
experimental group of 30 students learning through the Storyline Approach and Role Playing 
instructional method and a control group of 19 students learning through the conventional teaching 
method. The research instrument was a Chinese speaking ability test. The data were analyzed by 
arithmetic mean, mean of percentage, standard deviation, and t-test. The research findings are 1) the 
students’ learning through the Storyline Approach and Role Playing instructional method had a 

Chinese speaking ability mean of percentage score higher than 80%, which was the criterion score for 

this research, and 2) the students’ learning through the Storyline Approach and Role Playing 
instructional method had a higher Chinese speaking ability mean score than the learning through the 
conventional teaching method (at the .05 level of significance). 

Keywords: games; learning development; quasi-experimental research; role playing instruction; 
speaking ability test; storyline approach; simulation methods 

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

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

Some research has discussed improving the Quality of Service (QoS) Routing on the Internet; 
however, a few studies have considered the buffer stage. This paper introduces an adaptive routing 
algorithm running in a grid-like structure overlay network on an unstructured P2P network. The idea 
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extends the Thermal Field approach for representing the level of buffer usage by temperature in 
physics, as well as using a coordinated grid to find the optimal route. The path selection process 
considers the minimum weights, and is a function of temperature and the shortest path. The results of 
the experiment were tested in P2P Network Simulation Tools and also tested theoretically with the 
Bellman-Ford algorithm to substantiate our approach.   

Keywords:  buffer usage; Bellman-Ford algorithm; grid-like structure network; games; learning 
development; p2p overlay network; routing algorithm; simulation methods 

Alternative mediums in experiential learning 

Anand Upadhyay - CEO Xperentia Training Systems, India. 

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

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

A case study will be presented, supported by a short film.  The case study will describe how ‘Music’ 
was used as a medium to design and execute an experiential workshop for the management team of a 
multinational corporation.  

The presentation will conclude by sharing the feedback received from participants of the music 
workshop, with specific comments made by them about the learning experience. 

Q & A session to follow. 

Keywords: experiential simulations; feedback; games; insights; learning; learning development; 
mediums; music workshop 

Home training scenarios for post-stroke patients 

Jeuajan Wattakiecharoen - Christian University, Thailand 

Stroke is the leading causes of death and long-term disability in the world, including Thailand. After a 
stroke, the motor function of the extremities is often impaired, leading to restrictions in functional 
mobility that impact the activities of daily living (ADLs). Rehabilitation in post-stroke helps 
individuals overcome disabilities that result from stroke damage. Rehabilitation for the majority of the 
patients is not appropriate in the hospital setting, especially for handicapped patients who find it 
difficult and expensive to travel. Most stroke patients regain their ability to maintain ability during 
rehabilitation.  Rehabilitation can be done both in hospital and at home. It is important that the 
environment support continuing recovery and safety for the survivor. Competencies of patients and 
caregivers are essential.  It is feasible for stroke patients to gain such competencies in their own 
communities by using their own natural resources which are subject to home modification.  A stiff 
shoulder joint often occurs in stroke patients. Shoulder joint exercise promotes range of motion and 
reduces pain. 
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Thus rehabilitation such as using an overhead pulley will help these patients to exercise and live 
independently, competently and with dignity. The overhead pulley is used in the hospital.  It is 
expensive and patients frequently cannot afford one, so an overhead pulley has been designed and 
developed by the authors. To develop , an overhead pulley, bamboo, nylon rope, a pulley, and an S-
shaped hanger are needed. These devices can be assembled easily. 

Keywords: caregivers; damage; devices; disability; games; learning development; motor function; 
overhead pulley; rehabilitation; stroke; simulation methods 

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

David Wortley - Serious Games Institute, United Kingdom 

The Serious Games Institute (SGI) at Coventry University in the UK researches and promotes the 
serious application of  immersive technologies used in video games, virtual worlds and social 
networks and collaborates internationally on projects which advance the use of these applications. The 
virtual Oman project is such a collaboration between the SGI, Knowledge Oasis Muscat, and the 
Middle East College of Information Technology. Through a series of 3 separate projects to cover a 
spectrum of immersive technologies, the SGI is training Omani developers to create 3D visualisations 
of a new Business Incubation Building and a UNESCO Heritage site, the Bahla Fort. 

The presentation will describe how this model of international collaboration between Education, 
Industry and regional development could be applied for future projects across the world. 

Keywords:  collaboration; games; learning development; Oman; Second Life; SGI;  UNESCO; 
virtualisation 

�ก������4)����� ?  |  Using games to teach pronunciation 
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#%�$����#  |  Soraya Yukong - Moobankru Techonology School 
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This research presented teaching techniques in teaching English pronunciation. The objectives of this 
research were (1) to have students pronounce English sounds correctly, (2) to help students be able to 
identify differences in English sounds correctly, (3) to have students enjoy practicing English 
pronunciation, and (4) to have students increase positive attitude in learning English. The participants 
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were the vocational students. The teachers managed the activity as these following steps: (1) the 
teacher had the students to pronounce English words beginning with r-, l-, ch-, and sh- sounds and 
ending with –r, -l, -ch, and –sh sounds, (2) the teacher assigned the students to practice those sounds, 
(3) the teacher divided the students into 4-5 groups of 3-5 students, and assigned them to practice 
those sounds again, and (4) the teacher showed the word cards and asked the students to pronounce 
each word. The research results showed that (1) the students pronounced words correctly, (2) the 
students enjoyed practicing the pronunciation, and (3) the students liked to learn English.   

Keywords: English pronunciation; games; learning development; simulation methods  sounds; 
vocational students;  ;word cards 

ก����	�ก�  BINGO��ก�����"�ก�!ก��52���*-������ก6�  |  BINGO Game for English 
speaking and listening skills 

������ก-�� 
������ – 
����
��������*�	  |  Walailuck Thongsaard - Thonburi University, Thailand 
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This paper will present the vocabulary teaching technique. The objective was to increase ability of 
listening and speaking English by means of BINGO game. Thirty six Certificate I level-students were 
selected from Village School Technology Teacher, Bangkok. These students were divided into four 
groups, and played the BINGO game. Each of them answered questions during the game process. The 
results showed that students enjoyed the Bingo game. Their ability of English speaking and listening 
had increased. They were satisfied with English because they played the BINGO game.  

Keywords: BINGO; English speaking; games; learning development; 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 University, Bangkok, Thailand, Guy Trébui 
&Christophe Le Page -  CIRAD, UPR GREEN, Montpellier, France & Nantana  Gajaseni - 
Chulalongkorn University, Bangkok, Thailand 

In the remote highland forest-farm land interface of Doi Tiew, a Hmong village in Tha Wang Pha 
District of Nan province, a land use conflict was taking place between the local herders and two 
government forest conservation agencies having different interests, objectives and perceptions on land 
use. To facilitate collective learning and co-management plan setting up in this site, an innovative 
Companion Modelling approach, based on the joint use of role-playing game and agent-based 
simulation, was implemented. Two gaming and simulation field workshops using computer-assisted 
role-playing game were carried out with local stakeholders. We found that the gaming and simulation 
sessions were not difficult for local stakeholders, especially Hmong herders who have low formal 
education level. Moreover, the game improved communication, supported negotiation and created 
trust between herders and foresters. They agreed to establish pilot plot of Ruzi (Brachiaria ruziziensis) 
pasture in reality. 

Keywords: companion modelling; agent-based model; co-management; games; learning development; 
northern Thailand; role-playing game; simulation methods 

Management game for software engineers 

Ryoju Hamada - Tohoku University, Japan, Masahiro Hiji - Hitachi East Japan Solutions, Ltd., 
Japan & Tomomi Kaneko - Hokkaido Automotive Engineering College, Japan 

Universities have various curriculums to train students as software specialists and engineers.  At 
present most courses are focused on topics of technical knowledge and skills in developing software 
rather than on skills in manage a company.  Consequently, when students move up the career ladder in 
the software industry, they are confronted with many challenges as managers for which they were 
never prepared.  To solve this problem, we developed a business simulation game named Tohoku 
Software Developing Management Game (TSDMG). In this game, students become CEOs of a 
company to learn project management and the concept of cash flow.  To verify the effectiveness of 
TSDMG, we conducted a survey in Sendai, Japan, in October 2009 with thirteen university students 
and seven businesspersons.  The results showed that 85% of trainees were very interested in our 
method and that they are more strongly motivated to learn business than before. 

Keywords: business simulation game; career ladder; cash flow; curriculums;  games; learning 
development; project management; simulation methods; technical knowledge  

Making games cooperative: theory and practice 

George Jacobs - Broward College, Singapore 

Games can make learning more engaging and motivating. Furthermore, games offer a venue for 
communication and collaboration. One controversial issue in the use of games involves whether 
players should be encouraged to compete against each other. Some educators believe that such 
competition accelerates student interest and incentive to excel. However, other educators worry that 
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any form of competition may lead to ill will among students, discouraging sharing and demotivating 
low achievers.  

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

Keywords: competition; cooperative learning; engagement; games; interest; low achievers; learning 
development; simulation methods; theoretical underpinnings. 

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

Paper presentations – 35m. 
• These are the standard session at ThaiSim.  The session length is 35 minutes.  Your actual paper should 

be about 20 minutes (25 minutes maximum).  This will allow the audience opportunity for commentary 
and questions in the remaining 15 minutes. 

• Always avoid reading a text.  Much better to speak in an impromptu fashion, following your 
PowerPoint slides. 

• Aims / contents:  Paper presentations may have any of the following aims and/or content 
• Provide a brief summary of a piece of research or a project, either completed or still in progress. 
• Research papers should, if possible, include (1) objectives of the study, (2) perspective(s) or theoretical 

framework, (3) methods of inquiry (including participants, contexts, data collection and analysis, etc.), 
(4) results, and (5) discussion and/or conclusions.  The methods section for research presentations 
should be short, and take no more than five minutes in total.  Further references, literature reviews and 
details about your methodology should be put in your handout.  People are mostly interested in the 
results of your research, your discussion of the results, and the way in which your work fits in with or 
contributes to simulation/gaming practice (and perhaps theory). 

• Project papers can tell about the origins of the project, difficulties you encountered, successes that you 
had, results that you obtained, lessons that you learned, plans for future development.  Projects can 
include designing a game, implementing a simulation/game curriculum, integrating simulations and 
games into an existing curriculum.  Projects can also include just plans for a new project in the future, 
about which you would like audience feedback, such as a new research project or a publication. 

• Outline a game or simulation or some aspect of experiential learning activity (such as debriefing), or 
describe its design, use, results, debriefing procedure, etc.; preferably with photos or even a very short 
film, to illustrate.  Describe how you used and debriefed a simulation/game in your classroom. 

• Allow a short hands-on demonstration by some of the audience, preferably with short introduction and 
commentary by you.  Show or demonstrate (parts of) a new game, and ask the audience for feedback 
and ideas on how o improve it. 

• Outline concepts.  New ideas, concepts, theories, synthesis, etc.  This is usually a difficult sort of paper 
to do.  It should include some practical things that illustrate the ideas discussed, and perhaps include 
some audience discussion. 

• Handouts:  It is usual for presenters to have short handouts available (one to two pages is suggested).  If 
an audience member wishes to have a longer document, then you can send it later (after the conference) 
by email. 

Short workshops (hands-on) sessions – 80m (1hr, 20m). 
• These are important sessions in a conference on games, simulations, experiential and hands-on 

learning.  Please note the following: 
• These sessions must be activity-based and involve participation 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 portion of hands-on, participation in a simulation, game or 
experiential exercise, followed by debriefing and then discussion of the simulation/game.  Workshop 
presenters should also have all necessary game materials available. 

• The typical structure of your session should follow this format (maximum total = 80 minutes): 
• Introduction – short talk on rationale, aims, use of your game, simulation or exercise – 5 to 10 minutes. 
• Hands-on participation (including setup) – 20 to 40 minutes. 
• Debriefing – 20 to 40 minutes.  Do not neglect this aspect; it is an essential part of the simulation/game 

procedure.  This is the debriefing of the game or simulation, as you might do it in class, for example.  
This is not to be confused with the discussion with your conference audience (below). 

• Discussion, commentary or questions by the audience about aspects of the game, simulation, 
debriefing, adaptation, new ideas, difficulties in running or debriefing, previous results, etc. – 10 to 20 
minutes. 

• If you need more than 80 minutes for a participatory session, please be in touch with the conference 
chair.  It might be possible to provide a slot for special sessions of 120 minutes. 
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About ThaiSim 
ThaiSim is a professional association for teachers, trainers, researchers, practitioners and other 
professionals.  Its aim is to enable and promote the sharing of expertise in the field of simulation, 
gaming, role-play, serious games and experiential methods for teaching, learning, development and 
assessment.  ThaiSim was established by both Thais and foreigners, in August 2008. 

Members 

ThaiSim members are practitioners, researchers and theorists, and are interested in improving their 
skills and knowledge so as to make learning more effective.  ThaiSim members explore and develop 
experiential learning ideas and practice in order to improve Thai education and society. 

Objectives 

The principal objective of the association is ‘to promote the effective and responsible use of simulation, 
games and experiential learning activities in Thailand, particularly in education, training, research, 
assessment and development’. 

ThaiSim seeks to answer questions such as: 
• What roles can simulation and gaming play in learning, teaching, development and assessment? 
• How and why are some simulations and games better suited than others? 
• What are the most effective ways of using simulation and gaming, including proper debriefing to help 

participants turn experience into learning? 
• In what ways do simulations and games lead to more effective learning, teaching, development and 

assessment? 

ThaiSim understakes the following activities: 
• has a website http://www.thaisim.org/ 
• holds an annual conference, 
• publishes the Journal of Simulation and Gaming for Education and Development.  This is an 

interdisciplinary, academic journal focusing on all aspects of simulations, games, role-play, serious games 
and experiential methods.  The journal is particularly concerned with applications to learning, teaching, 
research. development and assessment.  The main purpose of JSG-ED is to contribute to and disseminate 
practice, knowledge, research and theory in the design, use, debriefing assessment of simulations, games 
and related experiential methods.  All levels are covered, from primary schools, through secondary 
schools and universities to professional uses in industry.  Articles from both Thailand and abroad are 
welcome. 

• maintains a professional news & discussion group ; to stay in touch please join us here – it is free : 

http://www.linkedin.com/groups?gid=2376328&trk 
• runs occasional seminars for teachers. and 
• has adopted Simulation & Gaming: An Interdisciplinary Journal. 

ISAGA 

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

Education, learning, development, sustainability, sufficiency, balance, responsibility, respect and 
moderation, peace, humanitarian values, and Buddhist values are at the heart of ThaiSim. 

"Developing education and closing the knowledge and IT gaps will allow Asian economies to sustain 
future high growth rates." 

Joseph Stiglitz, 2001 Nobel laureate, professor of economics, Columbia University, USA, speaking at the Asia: Road to a New 
Recovery seminar, 21 August, 2009, organized by Nation Multimedia Group, Plaza Athénée Hotel, Bangkok, Thailand.  Reported 
in The Nation, 22 August, 2009, Vol. 34, No 52332. 

"Education is a most worthwhile investment and our 15-year fee-education initiative will help Thailand 
build a long-tem sustainable economy." 

Abhisit Vejjajiva, Prime Minister of Thailand, speaking at the Asia: Road to a New Recovery seminar, 21 August, 2009, 
organized by Nation Multimedia Group, Plaza Athénée Hotel, Bangkok, Thailand.  Reported in The Nation, 22 August, 2009, 
Vol. 34, No 52332. 

"Peace and survival of life on Earth as we know it are threatened by human activities that lack a 
commitment to humanitarian values.  Destruction of nature and natural resources results from ignorance, 
greed, and a lack of respect for the Earth's living things... .  It is not difficult to forgive destruction in the 
past, which resulted from ignorance. 

Today, however, we have access to more information, and it is essential that we re-examine ethically 
what we have inherited, what we are responsible for, and what we will pass on to coming 
generations.  Clearly this is a pivotal generation... .  Our marvels of science and technology are matched 
if not outweighed by many current tragedies, including human starvation in some parts of the world, and 
extinction of other life forms... .  We have the capability and responsibility.  We must act before it is too 
late." 

Tenzin Gyatso, the fourteenth Dalai Lama. 

"Consumption of resources is rising rapidly, biodiversity is plummeting and just about every measure 
shows humans affecting Earth on a vast scale.  …  A growing band of experts are looking at figures like 
these and arguing that personal carbon virtue and collective environmentalism are futile as long as our 
economic system is built on the assumption of growth.  The science tells us that if we are serious about 
saving Earth, we must reshape our economy.  …  It has taken all of human history for the economy to 
reach its current size.  On current form it will take just two decades to double." 

New Scientist.  (2008).  The folly of growth: How to stop the economy killing the planet.  New Scientist, Vol 200, No 2678. 

"… from the early Club of Rome report on the Limits to Growth (Meadows et al. 1972) to its sequels 
Beyond the Limits (Meadows et al. 1992) and the thirty year update (Meadows et al. 2004), the message 
has become ever more pressing and the impact on political and economic processes just as 
marginal.  Only recently has the recent evidence of accelerating climate change, and the imminent 
threats of energy, health, water and food crises begun to produce significant reactions, at least in some 
forward-looking countries.  However the major centres of power and population have perspectives that 
are too short term to take any notice.  Public education on these issues has either fallen behind, or never 
begun." 

Dahl, A. L.  (2006).  Paper presented at the plenary IEF Symposium Consumer Citizenship Network.  Third CCN International 
Conference.  Hedmark University College, Hamar, Norway.  15-16 May 2006. 

Meadows, D. H., Meadows, D. L., & Randers, J. (1992). Beyond the limits: Global collapse or a sustainable future. London: Earthscan. 

Meadows, D. H., Randers, J., & Meadows, D. L. (1972). The limits to growth: A report for the Club of  Rome’s project on the 
predicament of mankind.  London: Earthscan. 
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Meadows, D. H., Randers, J., & Meadows, D. L. (2004). The limits to growth: The 30-year update.  White River Junction, VT: Chelsea 
Green. 

"The most persistent sound which reverberates through man's history is the beating of war 
drums.  …   Man can leave the earth and land on the moon, but cannot cross from East to West 
Berlin.  Prometheus reaches for the stars with an insane grin on his face and a totem-symbol in his 
hand." 

Koestler, A.  (1978).  Janus: A summing up.  London: Hutchinson. 

We look forward to the time when the Power of Love will 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 power, the world will know peace. 

Jimi Hendrix 

When we feel love and kindness toward others, it not only makes others feel loved and cared for, but it 
helps us also to develop inner happiness and peace. 

HH the Dalai Lama 

Do not believe in anything simply because you have heard it. 
Do not believe in traditions because they have been handed down for many generations. 
Do not believe anything because it is spoken and rumoured by many. 
Do not believe in anything because it is written in your religious books. 
Do not believe in anything merely on the authority of your teachers and elders. 
But after observation and analysis, when you find that anything agrees with reason and is conducive to 
the good and the benefit of one and all, then accept it and live up to it. 

Siddhartha Gautama (The Buddha), 563-483 BC  

Relevant terms 

Simulation/gaming is to be taken in its broadest meaning, to encompass such areas as simulation, computerized 
simulation, internet simulation, gaming, simulation/gaming, serious games, educational games, training games, e-
games, internet games, video games, policy exercises, planning exercises, debriefing, analytic discussion, post-
experience analysis, modeling, virtual reality, game theory, role-play, role-playing, play, active learning, 
experiential learning, learning from experience, toys, augmented reality, playthings, structured exercises, 
education games, alternative purpose games, edutainment, digital game-based learning, immersive learning, brain 
games, social impact games, games for change, games for good, synthetic learning environments, synthetic task 
environments.  

Fields include: sociology, political science, economics, education, cognition, psychology, social-psychology, 
social psychology, management, business, marketing, government, entrepreneurship, environmental issues, health, 
medicine, nursing, research methodology, communication, environment, policy, planning, energy, utilities, natural 
resources, educational, technology, computing, geography, climate change, multi-culturalism, multi-cultural, 
intercultural, culture, organization studies, negotiation, mediation, history, peace studies, business, statistics, 
decision making, conflict management, cognition, communication, political science, language learning, media, 
video games, learning theory, international studies, agriculture, educational technology, information technology. 

Add your own here: __ 


