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Disaster
Education

Disaster education might have gained useful knowledge and skill 
through qualified education are much better prepared to contribute 
to process of rebuilding their own live and even others lives around 
them (Faupel, Kelley, & Petee, 1992)



Disaster Education

Most is Knowledge.

Lack of Skill.
Lack of Attitude.



Lack of “ the Active learning tool”
- Survival skill , Clearly Key message to survive.
- Risk Cognition , Characteristic of Disaster
- Communication , Coordination, Protocol 

Weakness of Thai Disaster Education

Lack of Content Mapping 
It must have knowledge mapping such as  Task and role of actors in
individual  community sub district provincial national

Lack of local context 
Agent & Structure Relation,  Scenario planning and experience 
linking in local context not often applied to the course.  



FloodQuest

• Knowledge : risk management
• Attitude : sharing

• Practice : monitor water situation

• Level : community level

It inspire me, to made  disaster game as in-class activity



Scenario card for 
Disaster Management Cycle Learning



AlarmSlide
• Knowledge : Science of landslide / risk 

perception /evacuation
• Attitude : safety first 

• Practice : monitor Geological hazard

• Level : Individual level



GAMIFICATION IS ABOUT ENGAGEMENT

Gamification is the process of taking 
something that already exists example 
science knowledge, skill to survive, 
disaster risk reduction, community 
based disaster management  – and 
integrating game mechanics into it to 
motivate participation and engagement 
among the learner.

-Share resource
-command system

Risk reduction-Provincial -Subditrict
- 3phase of disaster

-The important of Preparedness
-Situation understanding

Capacity
Can Reduce Risk point

45 min
3 Phase of Disaster cycle

Calculate risk point
Role-playing game (RPG)



KAP model had been used to transfer disaster risk reduction 
knowledge, the understanding, and the attitudes of coordination"

Rogers, E. M. (1995). Diffusion of innovations. New York: Free Press. 

Knowledge
Attitude
Practice

KAP model is the relation 

among the construct as

GAMIFICATION
Disaster 

Education
KAP model 

Not game game



Game Concept
Disaster is Emergent and complex.
It always gradually increases the complexity 
follow variably situation



Knowledge

AttitudePractice

Coordination and Sharing 

disaster characteristic 

Resource allocation

Risk formula / Risk calculation



Knowledge



Knowledge The players may know 

risk = hazard x vulnerability 
capacity

1

2 Characteristic of disaster

3
Scenario and Actions in each 
Phase of Disaster management 
cycle

Emergency

Recovery Preparedness



Scenario card in Emergency phase



Scenario card in Recovery phase



Scenario card in Mitigation & Preparedness Phase



Attitude



Attitude
• Context empathy
• Sharing and altruism
• Collaboration 

Role play Game (RPG)
- Game master as Provincial governor
- Player as Chief Executive SAO 

inter-organizational
Sharing & altruism
When give something to 
someone. Reciprocal altruism 
might start automatically.



Practice



Practice
Resource allocation
• Manage the Budget 
• Prepared resource before disaster
• Contingency plan

Sharing
• Decision Making
• Trade / Alturism



Practice
- Risk Reduction 
- command system

skill
- Risk Calculation
- Resource allocation & sharing



Summary & Finding
• The player are willing tool of learning and develop their resource allocation skill.

• Facilitator had an important role to drive the play present their competencies.

• The risk assessment were transferred. The collaboration were emphasized.

Player behavior
- Some team didn't shared resource because if allow other SAO borrow the  

resource, It mean they loss their resource in their turn.
- The trust among each other , The alliance led resource exchange flow.
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