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In the present study, | compared two different methods of game design. One is based on systems
thinking or for teaching systems thinking, which deals with multiple variables in a game. The other
deals with one or a few variables in a game (I hereafter referred to 'modular game'). Although
games based systems thinking can give a whole picture of the systems, they need a longer time
than modular games. Considering class periods of the Japanese university classes, modular
games are more desirable. Therefore, | tried to design new games that can be used in university
classes. The analyses of the educational effects of them are ongoing.
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Comparison between systems—thinking—based game design and modular game design
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In the present study, I compared two different methods of game design. One is based on systems thinking or for teaching systems
thinking, which deals with multiple variables in a game. The other deals with one or a few variables in a game (I hereafter referred to
‘modular game’ ). Although games based systems thinking can give a whole picture of the systems, they need a longer time than
modular games. Considering class periods of the Japanese university classes, modular games are more desirable. Therefore, I tried to
design new games that can be used in university classes. The analyses of the educational effects of them are ongoing.

3. ABFEREICET DHE

FREKA RRREL RERFWSESL FINGERAITEH
GE# - BEE) (FE4 - B1E) (FERTPT - BEER) (FERTHEA - BEEA)

Toshiko Kikkawa and |“Hidden Goals”: A game teaching |The Liberal Arts Journal Faculty of [2019.1
Junkichi Sugiura conflict resolution Liberal Arts, Mahidol University




