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WATCH OUT FOR: 

THOUGHT 

EXPERIMENT    
What do you think about the 

ethics of virtual interactions? 

Is it morally wrong to defeat a 

computer character in Pong? 

What about jumping on a 

Goomba in Mario? Killing a 

pedestrian in Grand Theft 

Auto? If there were a man-

made robot that acted inde-

pendently of human input, 

would it be wrong to stop it 

from things it tried to do? Do 

ethics apply only within a 

videogame setting, or do they 

affect our broader morals as 

people? 

BY SHAKIL AHMED  

 

A bout 4 million years ago, in 

the barren African savannah, we 

find a hairy prehistoric man won-

dering what to do with the bone in 

his hand.  This is the opening scene 

ÖÍɯ ÙÛÏÜÙɯ"ȭɯ"ÓÈÙÒÌɀÚɯ2001: A Space 

Odyssey through the eyes of 

Stanley Kubrick. Amidst the grad-

ÜÈÓɯËÌÝÌÓÖ×ÐÕÎɯÛÖÕÌÚɯÖÍɯ2ÛÙÈÜÚÚɀÚɯ

Thus Spoke Zarathustra, the beast 

picks up the bone and uses it to 

shatter the skeleton beside it, first 

hesitantly and eventually with 

vigor and confidence. The sound-

track eventually explodes into its 

games as morally wrong because 

they encourage bad behavior not 

only in the game, but they may 

encourage similar behavior in the 

real world as well.   

 However, there are those who 

agree that it matters when the artifi-

cial agent becomes a moral agent. 

For example, most people agreed 

that it would be wrong to harm 

Optimus Prime from Transformers if 

he were real (and not just because 

he would smash you if you tried to 

harm him). It seems that he is a 

moral agent because he can make  

Analytical Thinking Skills through the ages 
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§ Spying at the Essen Spiel, 

the largest board games 

convention in the world  

§ The Tales from the Thinkery 

§ The Arabian Nights Review  

BY ERIC FETHE  

 

Philosophy on Tap is part of 

+ÖÎÐÊ,ÐÓÓÚɀɯÖÕÎÖÐÕÎɯÌÍÍÖÙÛɯÛÖɯÐÔ×ÙÖÝÌɯ

the state of philosophy. The goal is to 

provide a public forum for open debate 

on various topics in philosophy. It is 

meant to be thought provoking and 

accessible to those without philosophi-

cal experience. 

 

N ÖÈÏɯÈÚÒÌËȮɯɁ6ÏÌÕɯȹÐÍɯÌÝÌÙȺɯ
ÐÚɯ ÐÛɯ ÞÙÖÕÎɯ ÍÖÙɯ ÜÚɯ ÛÖɯ ȿÏÈÙÔɀɯ ÈÕɯ

ÈÙÛÐÍÐÊÐÈÓɯ ÈÎÌÕÛȳɂɯ 'Ìɯ ÞÌÕÛɯ ÖÕɯ ÛÖɯ

ÊÓÈÙÐÍàɯȿÈÙÛÐÍÐÊÐÈÓɯÈÎÌÕÛɀɯÉàɯÛÏÐÕÒÐÕÎɯ

of it as being computer controlled 

 Analytical Thinking Skills TM is 

the science of analyzing and im-

proving reasoning ability, with a 

motivation to improve decision 

making. However, what should the 

student of Analytical Thinking 

SkillsTM be like? A rumored anec-

dote of an 8 year old student mak-

ing use of analytical thinking can 

be seen through the story of Carl in 

18th century Germany.  

 His teacher, J.G. Buttner, 

asked the class the sum of all the 

numbers listed from 1 to 100, hop-

ing that such a rigorous exercise 

will keep the students occupied. 

ecstatic climax.   

 This epic scene in cinematic 

history is representative of man or 

Homo sapiens discovering the func-

tion of bone as a weapon and a tool.  

 Homo sapiens is Latin for 

ɁÒÕÖÞÐÕÎɯÔÈÕɂɯÈÕËɯÈÊÊÖÙËÐÕÎɯÛÖɯ

research by the Homo sapiens spe-

cies itself, this species has highly 

developed brains capable of ab-

stract reasoning, language, decision 

making and problem solving. These 

mental capabilities that involve 

analytical thinking, along with 

various physiological advantages, 

have allowed humans to make far 

greater use of tools than any other 

species. 

videogame characters. It eventu-

ally became clear through discus-

sion that there are more factors in 

play.  

 

Agents of morality  

 

One agent to study would be the 

realism of the situation. For exam-

ple, defeating the AI character in 

Pong does not have much in com-

mon with the real world. How-

ever, there are games that encour-

age  players to create havoc in a 

virtual city by  beating up or kill-

ing civilians.  

 Some people condemn these Continued on page 3 

Continued on page 2 
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Virtual Interaction, Second Life.   



introduced the notion of teaching thinking 

skills. What drove his research was the 

large immigrant groups of young people in 

Israel that scored so poorly in IQ tests that 

it appeared to be impossible to educate 

them at all.  

 Feuerstein studied the way an individ-

ual learned and through observing the 

corresponding intellectual change, devised 

techniques to help these learners score bet-

ter in subsequent psychometric tests and 

actually helped them to change the way in 

which they used to learn. Groups or classes 

were generally preferred as it provided an 

opportunity for open discussion and a 

chance for one to learn through observing 

ÖÛÏÌÙÚɀɯÓÌÈÙÕÐÕÎɯ×ÙÖÊÌÚÚÌÚȭɯ 

 %ÌÜÌÙÚÛÌÐÕɀÚɯÐËÌÈÚɯÏÈÝÌɯÛÙÌÔÌÕËÖÜÚÓàɯ

influenced work on thinking skills in edu-

cation, but another important figure to 

mention is the American philosopher, Mat-

thew Lipman, who is known for spurring 

the critical thinking movement in the US  

and the UK.  

 Lipman, who used to be a university 

philosophy professor, was unhappy with  

 

 

 

the way his students used to think and he 

ÉÓÈÔÌËɯÞÏÈÛɯÏÌɯÛÏÖÜÎÏÛɯÞÈÚɯɁ×ÖÖÙɯÛÏÐÕÒɪ

ÐÕÎɂɯÖÕɯÛÏÌɯÞÈàɯÛÏÌÚÌɯÚÛÜËÌÕÛÚɯÏÈÝÌɯÉÌÌÕɯ

taught in school previously. It seemed as if 

their school education system encouraged 

them to memorise facts and not really think 

for themselves. He eventually founded the 

Institute for the Advancement of Philoso-

phy for Children at Montclair State College, 

New Jersey.  

 Lipman believed that levels of sophis-

tication in thinking are arrived at by prac-

tice in appropriate forms of thinking skills 

and not because of biological development. 

According to him, as soon as children can 

speak, they are reasoning.  

 Both Feuerstein and Lipman consid-

ered that through thinking exercises and 

activities, learners can exceed the predicted 

level of competence which psychometric or 

school-based tests may have suggested is 

their limit. Where Feuerstein takes the 

ɁÊÖÎÕÐÛÐÝÌɂɯ È××ÙÖÈÊÏȮɯ +Ð×ÔÈÕɯ ÛÈÒÌÚɯ ÛÏÌɯ

Ɂ×ÏÐÓÖÚÖ×ÏÐÊÈÓɂɯÈ××ÙÖÈÊÏȭɯ 

 As educational systems in Singapore 

and across the world move towards a more 

holistic education, nurturing critical and 

independent thinkers are essential in pre-

paring students for the future.     

 3ÖɯÛÏÌɯÛÌÈÊÏÌÙɀÚɯÈÔÈáÌÔÌÕÛȮɯ"ÈÙÓɯÊÈÔÌɯ

up with an answer in mere seconds. The 

young boy realized that pairwise addition of 

terms from opposite ends of the list pro-

duced identical intermediate sums: 

1+100=101, 2+99=101, 3+98 = 101, and so on, 

for a total sum of 50X101=5050.   

 This young boy turned out to be Carl 

Friedrich Gauss, arguably one of the most 

significant mathematicians the world has 

ever known.   

 There is no doubt that throughout his-

tory, famous mathematicians, scientists, 

philosophers, writers and other intellectuals 

have made better use of their prowess in 

analytical thinking in order to address the 

varying concerns in the search for knowl-

edge. However, such skills are actually use-

ful for anyone who needs to make decisions 

or solve problems.   

 Historically, Analytical Thinking 

SkillsTM was not treated as a separate educa-

tional discipline. It was thought to be implic-

itly involved in the various learning proc-

esses of separate subjects, such as mathemat-

ics, science, language, history, arts, etc.  

 It was only recently in the post -war 

scenario of World War II that Reueven 

Feuerstein, an Israeli cognitive psychologist, 
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S tudents who successfully complete the 

ATS® program have the option of joining our 

Thinkery program. Currently there are two 

batches of Thinkery students who gather 

once a week on Saturdays.  

In the Thinkery, new and engaging 

games are covered during every session. 

These games are generally more complex 

than the ones used in the ATS® lessons. 

Thinkery games require players to maintain a 

high level of flexibility in their approach  

when solving complex problems.  

Thus, the lessons create an ideal platform 

for the children to practise the various skills 

and learning points which are taught in the 

ATS® curriculum. These skills include but 

are not limited to sequential planning, re-

source management, cost-benefit analysis, 

complex negotiation, and teamwork.   

At Thinkery classes, teachers primarily 

play the role of facilitators. The objective is 

to help students investigate the game 

mechanisms from their own perspective 

and, in the process, consider relevant real-

world applications. These lessons are de-

signed to be rich in discussion and driven 

largely by the students. The students will be 

encouraged to think critically about situa-

tions that arise in the game in a way that is 

both fun and instructive.  

A key skill practiced by students in 

these lessons is the ability to voice their 

own opinions without reservation while 

also adopting a constructive approach to-

wards the opinions of others. Each student 

is encouraged to develop his or her own 

perspective towards a given set of circum-

stances and to express that perspective 

clearly and concisely.  

When a variety of views have been 

expressed, students can then work together 

in order to find and implement solutions 

which are both logically valid and practi-

cally sound.  

These lessons seek to promote a vibrant 

and energetic intellectual environment 

capable of producing results that are sur-

prising and meaningful for both students 

and teachers alike. Thinkery teachers func-

tion as intellectual mentors, helping stu-

dents to develop their own ideasɭnot just 

about games but also about life!  

Modern development of thinking skills 

Tales from the Thinkery  
What is the Thinkery?  
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Would anyone in this scenarios have acted 

morally or ethically wrong?   

 Further discussion revealed that this 

depends on perception. To be morally 

wrong might require an attachment to your 

virtual avatar such that it feels like what 

happens to your character feels likes what 

is happening to you in the real world, 

whereas someone who sees the game as just 

a game will think that it is alright.   

 

 

 

 

 

 

 

 

independent decisions.  

 The second agent Noah talked about 

was the use of technology as a medium of 

communication. He used several examples 

to distinguish between virtual reality and 

real life situations, and what our moral 

intuition is in these situations.  

 A situation that was posedɭif you are 

playing Second Life (an online game where 

you create an avatar and experience various 

situationsɭsome life-like, some not) and 

your virtual character gets married to an-

ÖÛÏÌÙɯÝÐÙÛÜÈÓɯÊÏÈÙÈÊÛÌÙȭɯ3ÏÌÕȮɯàÖÜÙɯɁÝÐÙÛÜÈÓɯ

Ú×ÖÜÚÌɂɯ ×ÏÐÓÈÕËÌÙÚɯ ÈÕËɯ ÉÓÈÊÒÔÈÐÓÚɯ àÖÜȭɯ

BY SHAKIL AHMED  

 

ɁO oh, bon-ÉÖÕÚȵɂɯÈɯÚÔÐÓÐÕÎɯÉÌÈÙËÌËɯ

dwarf exclaims as he scurries off towards 

the gastronomic delicacies. A furry wolf -

man accidentally collides into an armored 

orc and they apologize to each other for the 

mishap.  A salesman is auctioning off axes 

and swords off to a merry brigand of vari-

ous peculiar creatures besides orcs, wolf-

men and dwarves.  

 Was this blasphesmy? No, not at all. 

Was this madness? Yes, maybe. This was 

definitely not Sparta. This was SPIEL 2009!    

 What is SPIEL 2009? SPIEL is the big-

gest board games and RPG convention in 

the world held at Essen, where hundreds of 

designers and publishers demonstrate their 

new games, retailers sell games at a dis-

count and there is a large flea market for 

both new and used games. Taken straight 

from the website, SPIEL in Essen signifies 

this: Four days of fun, meeting friends, 

playing and testing thousands of games 

and novelties together with gamers from all 

over the world. Since LogicMills teaches 

Analytical Thinking Skills TM primarily 

through board games, what better way to 

get exposed than to be at the heart of the 

board games industry itself?  

 Two adventurers from LogicMills, Dr. 

Mark Nowacki and Abhishek Radhakrish-

nan, embarked on a journey from Singapore 

to the Mecca of board games at the Messe 

Essen exhibition center in Essen, Germany, 

to discover what all this fuss was about. 

This games convention is so important for  

 

 

 

the board games industry that even the 

creators of the best-selling board game 

Pandemic do not put Berlin or Munich to 

represent Germany on the map of the 

world, but they put Essen instead.  

Held from October 22-25, 2009, our 

adventurers were fortunate enough to be 

there all four days of the convention. How-

ever, it was not just the convention that 

seemed to be a part of Essen, it was how 

deeply entrenched the whole idea of Spiel 

was in German culture, where Spiel actu-

ÈÓÓàɯÔÌÈÕÚɯɁ×ÓÈàɂɯÖÙɯɁÎÈÔÌɂɯÐÕɯ&ÌÙÔÈÕȭɯ(Ûɯ

was not just a niche of their society that was 

engrossed in board games, but it actually 

seemed to be an organic part of life to any 

social person and it was not restricted to 

any age at all.  

Even the hotels in Essen had permanent 

Spiel rooms, just meant particularly for 

people to play board games in. Germany 

itself wins by a landslide majority when it 

comes to producing board games. Most of 

their designers are around 40-50 years old, 

which goes to say how long Spiel has ex-

isted in their culture as compared to other 

countries.  

The surprising thing though is that 

these games are actually very global in 

theme ɬ ranging from kingdoms in India to 

jungles in Africa.  

The convention itself was jam-packed 

with games from companies such as Amigo, 

Haba, Mayfair, Rio Grande, Z-man, etc. and of 

course, there was a whole section of RPG 

memorabilia, in which you will be able to 

find normal people dressed as orcs, 

dwarves, monsters and other creatures 

nonchalantly walking about.  

Our two adventurers were really glad 

to meet some of the most famous board 

game designers from around the world, 

notably Reiner Knizia, Rosenberg and 

Friedemann Friese.  

Retailers and designers felt extremely 

interested and pleased to know that their 

games can actually be used for educational 

means.   

Mark and Abhishek were able to dis-

cover and experience a number of new 

games and even spot some that could even-

tually be helpful for teaching lessons in 

thinking skills at Logic Mills. Some of these 

games from Essen were even played at our 

last board games night in Singapore.  

Would our dynamic duo be interested 

ÛÖɯ ÙÌÛÜÙÕɯ ÛÖɯ $ÚÚÌÕɀÚɯ 2×ÐÌÓɯ ÕÌßÛɯ àÌÈÙȳɯ -Öɯ

doubt they will.  

          

Being moral with your avatar  

Essens of spiel 
Venturing into the biggest board games convention in the world  
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An orc interacting with a human at 

SPIEL 2009 

Second Life Wedding 



the situation is, they are directed 

to the Reaction Matrix.  

When they choose their reac-

tion, they are directed to a differ-

ent passage in the Book of Tales. 

These passages are always enter-

taining, and even more so when 

the players read them with gusto.  

This game requires some time 

to get used to the different me-

chanics and what things must 

happen each turn.  

After about 30 minutes of 

playing, most people get used to it 

and can save the drama for the 

narration. The theme hangs to-

ÎÌÛÏÌÙɯ ÕÐÊÌÓàȰɯ ÛÏÖÚÌɯ ÞÏÖɯ ÈÙÌÕɀÛɯ

familiar with the 1,001 Tales story 

ÞÐÓÓɯÓÐÒÌÓàɯÓÌÈÙÕɯÈÉÖÜÛɯȿ$ÍÙÌÌÛÌÏȮɯ

Dendan and the like. The true 

appeal of this game lies in the 

narrations and their conse-

quences. Players really get a 

chance to ham it up and this 

makes the game a lot of fun. 

 

Email news@logicmills.com if 

you want to contribute articles or 

puzzles or if you have any ques-

tions or general feedback.  

etc) and they start their adven-

tures in ancient Baghdad. 

Players accumulate points in 

two waysɭStory Points and 

Destiny Points. These may be 

accumulated after encounters or 

completing quests. Players 

choose what combination of Story 

and Destiny points they want to 

be their winning condition, but it 

must always add up to 20. 

.Õɯ ÌÈÊÏɯ ×ÓÈàÌÙɀÚɯ ÛÜÙÕȮɯ ÛÏÌàɯ

can choose to move around the 

board or not, but on each turn 

they are given an Encounter card. 

This is where the real fun begins!  

The person to the left of the 

active player gets this ridicu-

lously heavy Book of Tales. En-

counter cards tell the player what 

passage to look at in the Story 

Book. When players know what 

Shady Puzzle® # 1 
BY SANDRA HO  

Game Review: Tales of the Arabian Night s  
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A t the beginning of each 

month, we invite the general 

public to join us for a night of 

free games and snacks. People 

are encouraged to play any 

game that looks fun, and our 

capable teachers will teach 

ÛÏÌÔɯ ÐÍɯ ÛÏÌàɯËÖÕɀÛɯ ÒÕÖÞɯ ÛÏÌɯ

rules.   

 Tales of the Arabian Nights 

got played in the last games 

night. This is an epic game that 

is all about player narration. 

The primary focus is the deci-

sions that players make and 

their various consequences.  

Players choose their char-

acters, which are taken from 

the stories of the 1,001 Tales. 

(Aladdin, Sindbad, Scheherezade, 

Perils of affirmation  
BY TERENCE SELVARAJ  

 

Parent Tip # 1 
Fun activities for parents of 

young children, ages 4-7.  
 

Imagine a scenario where you 

and your child are astronauts in 

space. Pretend your audio sys-

tems are not functioning properly 

and the only way to communi-

cate is through actions and ges-

tures. While communicating, 

ensure that the actions are simple 

enough for both you and your 

child to understand.  

Guide your child in coming 

up with clear actions that can be 

used instead of words. You can 

also pretend to be in a quiet place 

such as the library or a very noisy 

place like the shopping mall, 

where it is difficult to communi-

cate solely through verbal means. 

 

Logic Puzzle 
  

In a certain bank the position 

of cashier, manager and teller 

are held by Allen, Barry and 

Simon, though not respec-

tively. The teller, who was an 

only child, earns the least. 

2ÐÔÖÕȮɯ ÞÏÖɯ ÔÈÙÙÐÌËɯ  ÓÈÕɀÚɯ

sister, earns more than the 

manager. 

What are the positions that  

Allen, Barry and Simon fill?  
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Events in February 

§ February 6: Experiential 

Learning Seminar for Teach-

ers, Concorde Hotel  

§ February 27: Analytical 

Thinking Skills (ATS) Trial 

Class,  12.00 pm,  LogicMills 

Bugis Village 

§ For more information, please 

visit www.logicmills.com 

Playability  ***** 

Theme ***** 

Interactivity  ***** 

Fun factor ***** 

Overall  ***** 

Tales of the Arabian Nights 

 

Created by: Eric Goldberg  

 
Published by: Z-man Games 

 

Number of Players: 2-6 players 
 

Age: 12+ 

 
Duration of Play: 120 minutes  

FACTBOX 

Board Games Night at LogicMills 


