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Abstract

This research aimed to analyze five board games related to conflict management,
namely Stop, Relax and Resolve, The Social Conflict Game, Peacetown, Conflict Resolution
Bingo Game, and StarStruck, using qualitative content analysis. The study was grounded in the
conceptual frameworks of game design by Tinsman (2008), Silverman (2013), Barrett (2020),
and The Revised Bloom’s Taxonomy by Anderson et al. (2001). The findings led to the synthesis
of eight key components for developing effective educational board games for conflict
management: (1) learning objectives, (2) game mechanics, (3) rules and flow, (4) player experience,
(5) interaction and reflection, (6) content and scenario design, (7) rewards and consequences,
and (8) challenge and scalability. The analysis revealed that board games can serve as
powerful learning tools for fostering conflict management skills in organizational contexts.
Well - designed games can simulate complex situations and offer players opportunities to
practice decision - making, negotiation, and understanding diverse perspectives. However,
a limitation of this study is that it focused solely on the content analysis of existing games,
which may not fully align with specific cultural or contextual needs. Hence, this study
recommended that the design principles identified should be applied to develop prototype
board games tailored to the Thai educational context.

Keywords: board games; conflict management; game design; skills development;
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(Challenge & Scalability)

sonuuulvisivangseiu

(flugnu —uge) aunsausuldiy
naustvnesnede W in Jegu
Hlvey Tneldsuanududouves

a@01uN15ad

HUATIEANINYULNUAULUUINI
5 A3 11U Peacetown, The Social

Conflict Game

HANITIASIZANANT19T 4 wanslififiudn nseenuuununIEaufidussansamluuiun
289n159AN15AUTARE Y T udoud aules Wviunen1siseus (Learning Objectives)
Ay @anunisalsiaes (Simulated Conflict Scenarios) fidenndasfuseduaIuAnRINNTOU
984 The Revised Bloom’s Taxonomy 484 Anderson et al. (2001) FausziUang ) (Remember)
waziv1la (Understand) luaudsussyne (Apply) 7LA3189 (Analyze) Uszifiu (Evaluate)
uara¥19assA (Create) Msponuuuiduiidisliinunsgauannsaimuinuznsouvosiau
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Igeghaduddiudusiotios annnisiseuiiugiudnisAndedn waznsasranuimdllunisuitym
ANNTAKEY dawaliiseurseidnsunisineusuldiiesusidilaaniunisel uidaunsadingies

Y

fnaula waras1eassnionswitulnegreiusz@ansanluusunass

nalnvedny (Game Mechanics) AINaNNEWBIAYTENBUYRY “l¥A” WU gniinvsaniingy
AU “NAgNS” LU N1TIUKNY N1TASAINIL 130N15La5 950 Litalalenialviiauladnfin
a L4 Y a ! < Yy o o A A
Answkazdndulasgralusruunigladediiniuasundas

nAnuarlasIasianIsiay (Rules & Flow) Hunumddglunismvuanginssunisiseus
lagnAn1daau 1Wiladny wasnisiaundaduiuazdielvdiaunsendniwaveinisdndula

| 3 ¥ 1 <3 = [ [} a 5 o a .
wiazAstlaog1udusUsssy eaenndeeiuLIAANITAIAIAILTITEUUYEY Silverman (2013)
dnesAdsznaudAny Ae Ussaunisalveuiau (Player Experience) Fealsgneanuuulinseiu
v Y 4 1 3 3 v Yt A 1 1

mM3suineensual Wy anuwivenwiula msazviounues wavauidnildiusiu lny Barrett (2020)
FinUszaunmsalvanidutaded Agyiiduaiunisisousngstu

wenaIndl NMsduasuufduiusuaznisazyiounnudn (Interaction & Reflection) sty
drunilavainszuiunsauny Wunskanidsunnufaiiu nsefusengu wsensideuduiin
Hadzyiau (Learning Journal) FataglviEiauanunsauszuitananienudn wazersualsiuiudmiu
aeAUsENaUAIULL NI (Content) vaunuAlsgnaeniuulidiuaniunisalaudaudsinulu
FIn3an3elueddAns 1wy Anudakdaniuunum n1sdeans viewmunefliaenndes Weasna
ANUTEN“ T AUNY wAENTEAUNISITEUSINANIUNTILTIUTUN

TupnuszuuTeianazuansznu (Rewards & Consequences) NUARUIEANSAMNAITHTZUU
ALVOUNAVBINGANTT LYW NITIAALLUTDLEBNIUININITARATTIATINATIA UTYNARLAY
‘:1' a A a & v Y] . .«.:4' v v v ¢
Wevdnideelym lnguwiAnilaennneaiu Tinsman (2008) Miaualinanauunuluinufeduius
fungANssUaY

o o s v = v

dmsussAUsznougnrnelul 99999AUMAINYA18LAEAIIUY MY (Challenge &
Scalability) {uesrusznauidgdgivinlinuausai llgldiudiausingue Tnemseanuuuli
nufsgAuauInaInate 1y Juilugiudmsuin nisaaunisaldudeunindudmiuisu
wawilng AsiIeE1991nnY Peacetown anunsaususeaumMsiseuslasg1adaneuy

lagasu NMINRILILANNTEAIU 8N15TRN1TANTALEsAdseantuuliATaUARUilA

NeruANg AnuAa nagns wazersuallasilidmunglunisaiivaninuindesuuranisiseus

1 IS L7 o sa

Pfiaumng iunsiaundyegdunewasiufduiusinszdunisieussuiuegradussuy

9 9

6. @3uNan1sIBuazanUsIena (Conclusion and Discussion)
6.1 d@5UNaN5IY
nsfnuiffaguszasdii olinszdiinunsgauiiA sadestunsdanisaudauds
lngUszendldnspunuIAnved Tinsman (2008), Silverman (2013), Promsri (2016), Barrett (2020)

WazlUIAA The Revised Bloom’s Taxonomy 984 Anderson et al. (2001) LW aUsziiudnan1n
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vaunulunisdauasuinueniunisdanisanudaudatudifang 9 3nnseuIunsguLasAndonny
NSLATY F7UIU 5 LAY bAwA Stop, Relax & Resolve, The Social Conflict Game, Peacetown,
Conflict Resolution Bingo Game Wag StarStruck Wuin insusazinufigaiuLazdodiAafiuansing
Aulusungudinue Saquszsasdnisioud uaznalnveainy lnginunszauiduszansam

v A

USRI BEN1TTANITANNTALG T NI A NYUENITDONRUUN HATUTENT1INAY NS

wageudaneulumsindula viedl nalnveainu (Game Mechanics) fidmIsanusadaeduliiidy
AnnsSeusidaiase msdoas uasnsdanile

uaﬂmmf N15UsELURIUNTOU The Revised Bloom’s Taxonomy U84 Anderson et al. (2001)
wansliiuInudmsuen 1w Stop, Relax & Resolve way Peacetown tiun1siseuiluszauidile
wazh 1Y Tuvaed inudwiuTesuuazding 19y StarStruck wag The Social Conflict Game
satfunginssuseiufigandn Tiud Siesedt Useidiu uazainaassd

6.2 aAUs1ENa

e sAnw1d LAuT1 n1seanuUUINEN TR oAU YEN 15T AN AT AL
msfinnsasluduion nalnveany wagdsraunisaivesiau Inslanizeg1eds nalauna
finaunauszning “lon” uag “nagnd” arunsadaadusinuenisAnideiingiesi nsuseidiu
anunsal wazmsdadulanieldusinadu eaonadesiudelaueues Tinsman (2008) fiuliiing
annsnasensiidussedunsgiesefukulasiadeiiauganazinaula venandd nsdasiny
LB900NKUUAINLUIAAYBY Silverman (2013) MlYLANAINITONTLH UNANTIUNITAOUAUDY
fnannmane lidasdunisldneudedsan nsasadeses viensdnnisersual dsaeasuiuuinin
94 Barrett (2020) Afulsifiaulduszaunisaimaotsual amnudlanuies uagmsiieuisiuiy
TuuSunvesanunsaiinass

1ua'3u%a\‘1izﬂuumiﬁaufmm Bloom’s Revised Taxonomy (Anderson et al.,, 2001)
wu3 inuf eenuuusndmiunguiiduiideny Yeestny aunmswaminuzsedudu Wy nmsandd
(Rernember) wazAaidla (Understand) paanau n1suseend (Apply) mmiﬁugm VIRV
AlvagviseriinSunsiineusudngaduinueseaugs loun Mlnest (Analyze) nsuseidiu (Evaluate)
LATN13A39AIIA (Create) Fetrpduaiul S ouannsofmiuanumsainnudaudsuasindulald
08198nT Juarseus1y ogslsAn nuUnsUsEan W Conflict Resolution Bingo uifaxillassadng
38Ud1Y WAAEINNT0ELETNN15IATT (Remember) wazn151411a (Understand) K14U55810#A
M93BuImiu MIaunut uaznsuanild suanuAniiuszninadiauldog1sfiuszAnsan
TnslanizegaddunisdafanssunguvuiaidnuienisiFouslunaiiisidnanaanisidotnediu

aunsaazuladn tnunseaunlasunisesniuueglinagnsuuiugiunge] nsiseuswaznalnny
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Mnzanyislunisduasurinvensianmsanudaudslunainvateuiun laganizlusunisiseus

HuUsgaunsalvaznisasenunsentininedennlundudmanesig q

v

7. msUszandlinanisideiieisSuainendnuanansanianisudsiuraasdns

namsidefiAnuniseeniuuuarinTsinunssauiionisdanisanudaudsd lsifiudn
mslfinanduiiesdledaaiunsiseuiansoonsedulnmiuamnsavesesdnslunsuimsdnnis
ningnsuyed Tnstanesuinueililisumaidn (Soft Skills) W sinwgnisieas nsAniAT Iz
waznsui Ynndeasisassd dudussdusznevdidglunismausauiunisluesdng
ﬁﬁmwwmmmaqﬂ (Radzi et al., 2020) uaﬂmﬂﬁmiﬁwwamﬁa‘ﬁ’alﬂﬂﬁsqﬂm“mugﬂquﬁaﬂiﬁm
N1SHNOUIUMILINNNTEATUAINNTIYILAATEAUAILANATEANE LN nseduliiAnadla
AulLAzaY uazwuinuelun1ssanisautaudaog198edu (Ganeshkumar et al, 2021)
ﬁﬁma’wﬁé’amﬁuﬁaﬁ’aﬁlﬁmmﬁlummaﬂﬂ’umaqwﬁ’ﬂmu (Employee Engagement) tagaLaTal
Usgansamnisvhanlaesy fadussdussnevddguesnsiasuadieanuaninsalunisuyadu
Y8409ANTLUTEEE1 (Chauhan, 2022) wazluszaulsene nan1533egsaunsailuvensna
TumsWannszuunsi3oudnasa@ins1uuuinis Game - based Learning daidunuimefiaduanyy
gnsAtans Useinalng 4.0 Tun1siasuas1amuuu ey (Human Capita) Iiwsausudadu
n51Ud sundasveslangaddva Tnstanizluniswamunsinueurasuian (Future Skills)
917 Mavhawmfugduseeiuszansnm msuimseisual uazmsdanmisanudanddduuiunves

AURaINKane (Vorecol Editorial Team, 2024; Pappas, 2025)

8. daldausluznN13Id8 (Research Suggestions)

=

1) msineusulussdnmsesiinsiiennunseaululfidued esdlondnudetasuiiiovas
Tumswamninwgnsinnisaudauds WesandiensedunsiSeuifiaynauty wWhunsidmsu
LAZNITAUNITANILATILYRE AT 1ETIA

2) mswaunnunszaulndluiunine arsdsainnsevesdUszney 8 Usensildsey
Wussswumsmsianinunszanunsdanisaadaudaiieliaenadesfutmunensiious
ngutvang wazuunneTausssy wasd edniseenuuuinuiFeduLuud 8991nuuIng
nseenuuuinunszaud Iidununsgaulunaasdldfungudivangluainnaisednig
uananil msfinsianadsssdndvessadndnisldinunseaudevinuenisdnnisanudauds Tneld
WUUUsEEUNDU — NaINToUTUmIY

3) mAdeadsrelumanTlinTeiinunseanuTeuiisusenineTaus st eAnw
ANUUANENILNITIONUUY AIUMLNETBIANNTALES KAETTNITINNITINUTUNTBIUARZUTENA

MuAdeivhnsduangiinunszaunsansaadaudsiuuianen 5 g aauuAn

Y v

ddgueiniynisiiieitesiuniseaniuuiny wagtilugnisivuanseuiuimislunseaniuy
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