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This thesis presents a computer -  based game on inventory control in product distribution 
system. The game aims to enhance skill and understanding of people who are studying or 
practicing inventory control in distribution systems. It involves various optional situations so that 
players can put together for suitable complexities or realistic settings. Complexities that are 
available as options are : number of levels in multi-echelon distribution system, number of 
inventory items, limited-shelf-life inventory, quantity discount, limited warehouse capacities, 
fluctuation of purchase price, holidays, patterned demands, and backlogging. The game may be 
played in groups so that results from various decisions can be compared. The program also 
provides results, which are produced by playing the game with theoretical approach , so that 
individual player can compare with his or her performance.

The game program consists of four major parts : player data management, scenario 
building, game processing, and theoretical calculation for decision makings.

The game was tested with a target group, which is a group of รณdents who are studying 
inventory control in product distribution system. It was concluded that the group were interested 
and benefited by game. They agreed that the game was realistic and enabled them to know better 
how to apply theories into practice.
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