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Development of gaming-based modeling methodology
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As a measure against the problem of verification and validation in gaming simulati
on modeling, a new method, called surrogate data simulation method, were proposed. In this method, modeler
use existing game model and log data of actual %ameplay for verifying and/or validating model being built
. The method was evaluated through development of mathematical epistemological framework of simulation gam
e, design and implementation of simulator, construction of evaluation model, and experiments in actual bus
iness game classes. The data analysis suggested that the proposed method could be effective in modeling si

mulation game, supporting decision-making during gameplay, and developing players” deeper understanding by
using this method as what-if analysis.
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