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! ! (Gagne,
1985)

(Conditions of learning) ? !
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(A Basic Model of Learning and Memory)

Driscoll, 1988) 31

31

term memory)

(internal rehearsal)
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(Contemporary learning theories)
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Analysis)
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(Instructional Goals)
(Instructional Analysis)
(Entry Behaviors and Learner Characteristics)
(Performance Objectives)
(Criterion-Referenced Test Items)
(Instructional Strategy)
(Instructional Materials)
(Formative Evaluation)

(Summative Evaluation)

(Gagne, 1977)

(Task Analysis) (Learning-task
(Task Classification) (Procedural Analysis)
? ?

(Information-processing Analysis) I
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(Goals)
(Sequence) (Completeness)
(requirements of prerequisite skills)
5:



(Lesson Plan)
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(Trainee)



3.5

1)

2)

3)

4)

1)

2)

3)

3.6

1)
2)
3)
4)

5)

19

(Loveluck)

Functional game is one that cover only one(or possibly two or three) functions
performed within simulated company.
Company game is one where most of the functions of a comoany are simulated
but the participants are only concern with the internal operation and
consequences of competing and interacting companies.
Business game is one that involves the simulation of competing and interacting
companies
Environment game is one which concerns itself with the interaction between a
business and its socio-economic environment.
(Elgood, 1976)
Loveluck
(Solomon,1984) '3
(Trading game) ?

(Business game)

(Economic game)

(Causing enjoyment)
(Releasing knowledge )
(Present new knowledge)
(Encouraging the practice of sk lIs)

? ? (Development decision Making)



6) (Provoking behavior)
7 ( timulating thought)
?
1
3.6.1 (Causing Enjoyment)
?
3.6.2 (Releasing Knowledge)
?
(Case study) (Group discussion)

?
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?
?
?
?
Power
station Robert Gordon Institute of Technology
. 1 '
?
3.6.3 ! (Present New Knowledge)
?
?



(Marginal

costing)

3.6.4 (Encouraging The Practice of skills)



3.6.5

1)
2)
3)
4)

5)

(Develops Decision Making)



3.6.6

1)
2)
3)
4)

5)

(Provoking Behavior)

2)

1)

(Authority)

(Behavior game)

(Function)
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3.4.7

1)

2)

3)

4)

5)
6)
7)

8)

( timulating thought)



9)
10)
11)

12)

3.7

3.3



3.7.1
3.6
3.7.2
1) (Real-time)
3.7.3

The Power Station Games

The Bradford Games

2) ? (Turn)
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3.8

2)

3)

(human error)

(Heuristic decision making)
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3.9

391

3911

1)
2)
3)
4)

5)

1)
2)
3)
4)

5)

(Knowledge Diagram)
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3.9.1.2

3.9.13

3.9.14

3.9.15

0
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3.9.2 '
?

1)

2)

3)
3.9.3 (Knowledge Diagram)!

?
(static aspect) (dynamic
aspect) 1) ?
?
2)

(decision set)

(algorithm)
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3.4

: Solomon, E Games programming, Cambridge University press, 1984. pp. 13.

3.4 R GO

30 100
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3.5

GO

G, GO, R

3.6
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1)

2)

3.6

: Solomon, E Games programming. Cambridge University press, 1984. pp. 14.

(Manual)

/]

GO G
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3.9.4

3941

(Computer as moderator)

3.7

3.7

: Solomon, E Games programming. Cambridge University press, 1984. pp. 22.
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3.95
(Time
Series)
(External Time Series)
(Internal Time Series)
?
?
2
2 ?
2 (Additive models)

(Multiplicative models)
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(Trend component : T)

(Periodic component : P) (Random component : R)
(M)
t ?
3.6
(t)
31 1981 t . 1982
t 2
2000 T‘ T DEMAND TIME SERIES

1500 —
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115

100
0-85
105 p—
NOISE -"\
1-00 \/\J\/\/\/\_
0-95 i L A A A A A A A A - i I A A A A

|4 1982 D‘I-d 1983 —

717 3.8 fatinguuLTaayNTININaIHN

: Solomon, E Games programming. Cambridge University press, 1&84. pp. 191.
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3
1) (The trend function)
T(t) =20t + 1000
t
2
2) (The periodic function)
P(t)=1.0+0.15 (27Ct/ 24)
sin 1 24
P(t) 1.0
(amplitude) 0.15
t
3) (The random function) (ncise)
1.0
0.03 ?
T, P, R
3.951
(Amplitude) (Noise)
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