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Analysis of the process of social division and integration using gaming
simulations

Sugiura, Junkichi
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We systematized social conflict as a division of society and its resolution
process from two models based on gaming simulation. In the persuasion model, we examined the process
of inclusion of diversified social needs by presenting the intention of the persuader and
predicting the intention of the persuaded through a new variation of the persuasion game (SN Game).
In the consensus model, we developed a new interest adjustment game that examines the process of
group decision-making with the help of the multi-attribute attitude model and revealed that social
conflicts can be mitigated depending on the method of visualizing the expression of opinions.



(Sherif et al. 1961)

(Noelle-Neumann1984)

Schelling(1961)

( S&G
S&G 1)
2)
3) S&G
2 (1)
S&G @)

S&G

(1)
S&6G
@) 3 S&G 1 S&G
2
3

S&G



(©)) S&G

S&G
( )
O
®)
@
S&G
CoVID-19 2020 11 2021 9
( ,2023)
@
2003, 2006) 2
(Sugiura, 2022)
ESG ( 2022)
EFG
( 2022, 2023) MSH Medical School Hamburg
(Sugiura2022)
(2021)
®
S&G
Sugiura 2014) S&G S&G

2022)



16
D
S&G
2
¢ 2e2py D
(o5 3 e o
() o)
? (oo
Fishbein & Ajzen 1975) (s <D
( “cra e, \
2019) YRS
@:player (E:; :citizen’ s profile
(Sugiura, et al.2021)
D
2)
3) 3
2023) 65
*
2006
2021,2023)
Leibniz Hannover University Renz,
F. 2021 8 2023 11
S&G

(Sugiura,



in preparation) S&G
S&G

S&G

(2023) -
- , 33, 1-9.
Fishbein, M. & Ajzen, I. (1975) Belief, Intention, and Behavior: An Introduction to Theory and Research.
Addison-Wesley.
(2021)
31(1) 50-59.
(2022)
- - 32(1) 12-23
Noelle-Neumann, E. 1993  The spiral of silence: Public opinion, our social skin. 2nd ed. University
of Chicago Press.
(2019)
. , 9, 89-101.
Schelling, T. C. (1960) The Strategy of Conflict. Cambridge, MA: Harvard University Press.
Sherif, M., Harvey, O. J., & White, J. 1961 Intergroup conflict and cooperation: The Robbers Cave
experiment. Wesleyan University Press.

(2003)
13(1) 3-13
(2023) . 2020-21 2022
(2006) “|CHIBA” , 16(2), 105-115.

Sugiura, J. (2014) Using the “Stakeholders” Simulation Game to Understand Social Problem: An
Application of a Frame Game to Assess Environmental and Health Conflict Resolution. Kriz, W. C.
(Ed) The Shift from Teaching to Learning: Individual, Collective and Organizational Learning through
Gaming Simulation. Pp.357-364. W. Bertelsmann Verlag.

Sugiura, J. (2022) Bringing Gaming into Education: Cultural Context and Ethical Issues in the Case of
SN Games. In Kikkawa, T. Kriz, W.C., & Sugiura, J. Eds Gaming as a Cultural Commons. Chapter 7,
Springer.

Sugiura, J. Relationship Among Social Psychological Theory, the Real World, and Gaming Experiments.
In Kikkawa, T. Kriz, W.C., & Sugiura, J. Eds Transferring Gaming and Simulation Experience to the
Real World, Springer. (In preparation)

(2022).
2022 , Pp.14-15.
(2006) SNG( )
, 16(1), 37-49.
(2023)
64 p.182.
(2018)
, 27(2), 87-99.
(2022)
33
(2021)
, 31(1), 27-37

Sugiura, J. Ohnuma, S., & Hirose, Y. (2021) Learning consensus building in conflicting situations using
gaming simulation. The 32" International Congress of Psychology PRAGUE2020, Czech Republic.
(2021)
2021 , Pp.76-77.
(2023)
2023 , Pp.16-17.



10 7

32
2022
12-23
DOI
10.32165/jasag.32.1_12
Schijven, M. P. & Kikkawa, T. 53
Games for Peace and Welfare, Simulation & Gaming 2022
Simulation & Gaming 219-220
DOI
10.1177/10468781221089058
Schijven, M. P. & Kikkawa, T. 54
When do games end? 2023
Simulation & Gaming 3-4
DOI
10.1177/10468781221139530
31
2021
27-37

DOl
10.32165/jasag.31.1_27




31

2021
50-59
DOI
10.32165/jasag.31.1 50
30
2020
45-54
DOI
10.5926/arepj .58.248
90
2020
869-876
DOI
Kikkawa, T., Kriz, W., and Sugiura, J. 1
Differences Between Facilitator-Guided and Self-guided Debriefing on the Attitudes of 2021
University Students.
Simulation Gaming Through Times and Disciplines 14-22

DOl
10.1007/978-3-030-72132-9




58
2019
248-257
DOI
10.5926/arepj .58.248
Ando, K, Sugiura, J. Ohnuma, S, Kim-Pong Tam, Huebner, G, Adachi, N 50
Persuasion Game: Cross Cultural Comparison, Persuasion Game: Cross Cultural Comparison 2019
Simulation & Gaming 532-555
DOI
10.1177/1046878119880236

15 2 4

2022

2022




BECC JAPAN

2022

Sugiura, J. Ohnuma, S., & Hirose, Y.

Learning consensus building in conflicting situations using gaming simulation.

The 32nd International Congress of Psychology

2021

Nishida, K.

Leaving violent extremism: A social psychological qualitative analysis of religious cult terrorists.

The 32nd International Congress of Psychology

2021

Kikkawa, T.

Simulation & Gaming: Past, Present, and Future

the 52nd Annual International Conference of the International Simulation and Gaming Association

2021




2021

2021

2020

2020

2019




2019

Gundula Huebner Kim-Pong Tam

2019

Kikkawa, T., Kriz, W., and Sugiura, J.

Differences between Facilitator-guided and Self-guided Debriefing on the Attitudes of University Students.

Conference of International Association of Simulation and Gaming

2019

2019




2023

4

Kikkawa, T. Kriz, W.C., & Sugiura, J. 2022

Springer. 199

Gaming as a Cultural Commons

2022

344

2019

224




Jsugiura®s website Environment & Gaming

https://sites.google.com/view/environment-gaming

(Kikkawa Toshiko)

(70214830) (32612)
(Nishida Kimiaki)
(10237703) (32687)




