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# # 5886805235 : MAJOR COMMON

KEYWORD: CULTURAL TOURISM, GAMIFICATION, NAN PROVINCE
NATTAKAMOL TOONGSUWAN : THE DEVELOPMENT OF GAME FOR CULTURAL
TOURISM BY USING GAMIFICATION CONCEPT. ADVISOR: ASSOC. PROF. SUPPAKORN
DISATAPUNDHU, PH.D.

The objectives of the research work entitled ‘The Development of Game Cultural
Tourism by using Gamification Concept’ are 1) to study on the concept and design of
gamification that enhance the awareness of contents and stories of Thai culture that are
related to the area of cultural tourism; 2) to study on and present the direction for designing
game with the concept of gamification for cultural tourism; and 3) to present the game
prototype with the concept of gamification. From the study, it is discovered that the key
concept of gamification is to design a system that can attract players with it by using game to
create participation that can be developed into engagement, with the purpose of influencing
players to have desirable behaviors as stipulated in the predetermined objectives. The
contents in the game are from cultural tourism area in Nan Province that consists of diverse
stories of arts and culture but has not been much promoted or considered by tourists. The
methodology of this research project is the mixed one that includes the study on the concept
of gamification, the designing of game and graphics in the game, together with the interview
with experts in the fields of gamification and game designing, and the collection of data from
consumers who prefer playing mobile phone games and tourism in order to study on
behaviors and motives for game playing, patterns of game playing and styles of preferable
graphics in the games. The attained information and data are applied to the designing and
development of prototype game, with the style and mechanism of playing concurrent with the
behaviors of players, or in the ‘Open World’ style, which is based on the main behavior of the
target group of the Explorers. The contents of art and cultural aspects of the tourism area of
Nan Province are used for designing the stories and missions in the game. The results from the
test play indicate that a game that is designed with the concept of gamification can be used as
a tool to promote and enhance the awareness of the contents. In addition, games can be
integrated with cultural tourism as an appropriate medium to promote the synergy between

digital content industry and tourism industry in the digital era.

Field of Study: Common Student's Signature ..o,

Academic Year: 2019 Advisor's Signature .........ccceeeeeeiienes
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Target Group
- Player Type

Game Design

Gamification Theory
Concept Cultural
- - Game Play Tourism [ Game for Cultural Tourism
- Motivation - Game Content
- Engagement Aesthetics

Game Art Style

- Graphic in Game

AT 1.2 Conceptual Framework

'
=

3: {338

1.7 VaULIANISIY

[
P=1

1. Anwianudesnisvesnguidmmne Tunuddedasdunguiianundenleaiuly
L%wquaﬂﬁsumﬂﬁz’fﬁmuamémﬂwuqﬂﬂiﬂiLﬂﬁauﬁLLazwqaﬂﬁmaamiﬁaaLﬁm
LﬁamsﬁmumﬂumjuLﬂ’mmwé’ﬂﬁm%’umnﬁu%’agaLﬁaL‘TJuLLu'M’]ﬂumiaaﬂLLUU

2. AnwlunguinisesnuuuinuuaziinAnveuniiivdu saudunisdunvalifudeys
Lmemﬁmu,azsﬁaﬁmLﬁumaa@%mm@uﬁqaaaﬁm L‘ﬁa"3meﬁuazaqﬂLﬁwé’ﬂmﬂm
msvhaulunmsiandduiuimaresnseenuuukay L nLLa N TIATY

3. ANYIANYULIANIE LazUoYATDIUTANNINIRIUTTTY aufiufivesnisvieaiion
Bevausssy Tnoldiudinmsvieadiondeimussaludminuy Wonsihulddudomlunns
WALIAULUUIUAS 1985 5A

4. NansANEIRTINa LAY 1lglunsWaILNAULUY (Game Prototype)

1.8 A5AIUNI5IAY

TURBUN 1 - FITWLIYA IINNMINUNIUITIUNTTA UazMITunual

1. MINUMILLAETATIZITIINTSY 13T uagnarufikuanfiAeides ifefnw
foya o oud ndnnmsuazuudediiendos saufenisdunivalfeamgluduaes
ANTENLUUNLT LA TUUB s UUaZA NS TIRLLNY waziuaRnnTlad

2. AnwianufeinIsvesngudinuieg Wioduwumsdunisesnwuurishuguves

ANSDDALUULNY WNILATULALIT 98U NNS I NMNNS AN TN Tnenislawuudauny



3. AnwdnuaizianiziarlayarewsanneiausITl Youuvawisune e TnusIy
Jandau ieniseeniuutaya (Information Design) wagn1508NkUUNIITNNBNTILELD
“i’f@ga (Graphics in Information Design) M1&L@31n155U51309917 (Story) wazAnAT (Value)

Y

Y8ausANN 9 TRUsTTUlUNUT Men1Td15IaNuneEe WaReaeun1u duntvaliedn lngly
wuuduNwaliuuRalATeasne (Semi-Structured Interview) UagAagkuuaBUANAUNIEIYEY
NAULIANNITRUSTIY N5 nTITuusssy Tuliunvedwmindiu Weasldeya

MImulaaziunltdmsuniseanwuUn ANATURazNSIANTWLNL

Jumauil 2 - MIvaNUUVLATIALIRIILUY

1. absuvuasunuandeyaiildannsinuilutuseud 1 Weifufeyarnudaiiy
nnguithvng dmsuluswamislunisesnuuuiny infifleduiasnsinuninnsfinluny

2. asluaziinnpidenaildanuuuasuniy Wethuldidunumalunisesnuuy
i wagsrUUNEdY Safuidomvesmavieailenddansssuvenindiosianldluny

3. 9RNLUULAzASLUUT eI N Tinteeldnavainisiiudeyaarnngudnung
Tngldidosrmanituiase ieldifuniestiolumsids lnorumsAndiuresidemgyile
thinufu udluwaslfnuesnuuunniindusuuiiudiofuieyarnureuannguitwanslagld
RRTGEITARH

4. et uazasusalusuresgUuuens indias 1Ty

5. as19dunuy nnsAnwilunismaassnsianldanulrsmsianinuduloy it
NAINNsANYINITERnLUUTlFaInmMsIselunszuIunsinedu dunseenuuunsiin ns

ganuuuNy wazauilen wldlunmsianmanunasmiiienageuausfigiu

Yunauil 3 - Ussliunanuuasasunasuiy

1. A NaFUVEVRINITRDNLUY UATHAILIIINNANUAULUY UseiduNan5eanuy

¢ v a

wazn1sldau Inglduuuasuauiednanuianeladunguidmany msdunualdideinsy

Y

LY 3

MIAUMSATUAI R umUAN 1IN Wiianunqudwisneuazileivgy Wedsziiung
U UNAUAULUY (Game Prototype)
2. fnw ApsgikasUseliunailaannnismaseddaudusuuluduneun 2 Weagy

NAIUA AT HAIUAS 19ATSAAULUU



10

1.9 Uszlewifianadnasléisu

1. If5Uuuu Bnsvesmstiauedeya fduadunsidiusulunssud fevdnnis
vounfifliadu 1nifon Fossnvesiausssuine fideulssfulufiufinesnisviesiies
BIUETIN

2. lsUuuvresnseeniuudoussaming Alfidovnanniseadondemussay

3. ansadufunuulumamsunidoyametausssulusdasiufivessznalne
WieunasisassAliinne uazyariiselrsugie uasdsnslusnudu q vievnluvenena

U o‘d‘ Y
AUABLLIUADU 9 IR

1.10 A1NAANUN Y IUIUIIY

=

1. MavieailondeTamsssa nnella mavieuilen evudeiuansannuduiansss
W Usiam wserwls Slunaeniu Tunadng Ussind 3nsduiutin Aauzuasdsing o
fuansisnnnaiyiases Mnmsianlinzanivanminaden msfiiuiinvesyaaaly
uiazgaasTy frioafienaglaiunsulseiamidu anude yumes mnudn awasns
arufisavesynnalusinidnenensniveuiutiaguiuaanant undsleaflemmeinusssd
Idnaneguiuy eiiuuvasaniuoguasdidin wdsanssuvssnd lnegUuuuvesnis
veaflendeimusssy InsviondivudeuseiRman (Historical Tourism) nisviaaifie
fusssuuazUsznal (Cultural and Traditional Tourism) n15vieigv3dTAnvuUN

(Rural Tourism / Village Tourism) t{Jufu

2. AWUSIIN U809 IDNITANRUTIN ANUAR AULTD ATTHEN NIRUSENEA] WoNTTU

o

wazniUaa Bangususasdenulasiuiuaineassd deau Ugnils dunen Sous UTuus uas

wWaguuwdas iveliinanuasyenauislunudnlanmiuinliuae ngegwduiguwasdau

'
a

Jausssu Jmunefamndmnegenuyudasntu Mamidususssy wasuINsTIy wazdmue

TRV UUHUUTENG AT MLAYDIFIANTEUNBAUNTUATIABAR HIUNTSISEUS AnA AauUAS
WioaueInNABINTS wazimuTInauluey lnedifmunsdunenduunduvenseiuun
pg9luuuLNy WalAnAuRsyTusesazauliuasluday (hsuduasuinusssy

ATTNTIIRIUSTTY, 2559)



11

[ =2 a = < [ & v
3. 4sANMITRIUsTIH N8 @an1u Fudulusradaniulutnasiduauniu

andnenssu UseRannssd 39Ny viTeunaduTuAfNIEITIYIR WU 81 MIenguan1ui

o w [y

neas e envisaidouneny sullnuluendnual videunasdaundAyduoadunanuilile

L4 =] [ ! L ! a o s O A dd ' a = a
Wy vivouNaNUTINAUTENINSTTUIRAULYEE Sumsiunniduuvadusiung dwanui
wiantdulauAANNaNdAnUsEIRmans Aals uyudinen vseineimans Snnsesnaug
Vinweiignananense o furugaieangugiy waadbiviuirnuduim anuvainvane

TSI WagANUAnasassAvayed (Jokilehto, 2006).

4. infiledu mneds msldmadelusunuvveanilaglildimun Weludivielu
msnszduauaule ad1sanugniu arduadalididrsnianssuinnginssale q aad
HeBNLUURBINIS (Simoes, 2013) Wumaienalnvesnuinadesmnuiaulalunisieus
Wearaazamhusilumaious liAnduan minadennsiSeusin dnszuimunsd
fesematnlaludsidudou TneltmmnsalluTisussdrivluandueis sndadufansslu

anwaugvaany (Teodorescu, 2018)

a s a . & o & a P a a
5. 9UWasaAn (Interactive) A® N15NIENINIDNTUTLNBUNINTTUTEIINIEIEDIEY

Aaa

sedwmaeduielilau@amadns ldmadnsunazeanuilunieiaivselov vieeenin
lumsnneliiienaidesedmmdnseyi viieneuldegiy wu nmsufduiusvesneuiinmes
Feaou NsUfduiussenineseuudugly Ineujduiusandnminyssasnlilaunds

t-:l = ~

UsgdnSnmnanedinisfnwinginuainuden1sves liniseszuu vIeselusunsy
ADNTILMDTUU 9 NU FIBENTL NMMSANYIALIAY Human-computer interaction (HCI), user
interface, Graphical User Interface (GUI) wia1iiludu Interactive o1aaziluinumsofanssy

¥
aaa 1Y Y

#19 q Anedlvdldeanusslunisuiay wagyiuisenduinuty q uaesigldeeuunauiung
WIAUNS1#ANAINNTVEY Interactive WanHlAansianansaviliawayn ianuiuag
as1aufduiuseng q dugduilan LaudeaunsaeuiuANABINITYOR M NAULAY

movaussnuaulavesiaulaluaLfeiy

6. 11U (Game) WudnwvuzvesfanssuvewywdiioUszloviegslnogrmils wu e
anuaunaw i dWelniinweuasiionsieus Wiy uarluveassendldiieusslovl
mansAnulel inuusznaumetving ngunaet n1sudsdunazUfdunus tnusinaziduns

LUITUNI9INLANIBAIUTINIY NIBNIEDIDYNITINNY FIFINA N ANMUINITUDIVIN W 1


https://th.m.wikipedia.org/wiki/%E0%B8%84%E0%B8%AD%E0%B8%A1%E0%B8%9E%E0%B8%B4%E0%B8%A7%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.m.wikipedia.org/wiki/%E0%B8%84%E0%B8%AD%E0%B8%A1%E0%B8%9E%E0%B8%B4%E0%B8%A7%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.m.wikipedia.org/wiki/%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B8%A8%E0%B8%B6%E0%B8%81%E0%B8%A9%E0%B8%B2

12

Jugvwuuveanseenmdinie wien1siinw unumanyduazinmans Wudu GAfde,
2558) luduveanuiilunisiauuugunsalldiinsiaunugpaiouazmalulagvesgunsal
WwNEAe 9 Sdanuuulnsdniietefvinlinisuanswanslusuuesnisiaunianulwasu

LAZANNTIANNTNDTANUALLDEAA LN



Ui 2

L

a = a = A v
BUIAN NEWSHASITUIIYNINYIVDY
Tuuntazidunisiiaueuunfn vgud] waskanuiIdefineites Aunisiaudumes
=~ - ] = a o v a aa o a Ao o A
woATINLAZINY WBNSYeLNE T Inusssu TnglduwiAnniinduy wudfn gufdiAyd

[

thufuuamslunsimuavouanisvhnuide Sinsed wasialfiduiiugnlunis
WaLWaY Fal
1. mM3vioafisndaimusssy enaus 4.0 funisviondien
. AYVTaABUUA
- quiieaifunisiug (Perception Theory)

. NudInen (Semiology Theory)

2

3

q

5. V1B AUN1TORNHUULNY
6. pafUsynavvaIenLuUUldlung

7. sdnuunafaugvesnnluiny (Art Style)
8. tnifAtu (Gamification)

9. Motivation in Gamification

10. Ussanvoagiau (Player type)

2.1 Mmsviaafisndsimusssu neuaus 4.0 funisiaaiien

Uszimalnadunissemalunguenfoufiiaumainuatsvesiauiuy uas
Aanssunsvieadien ifeiduansunazdoldiusuanuasysema iwu viuadiss
WAINUANBVEINTNINTTIIUYIR AauTaussen Ussmalsuduendnvalveswd Wusy v
Tinsiosisanaedunalnddglunistuindounssgiavessemne \Jugnamnssuiil
unumdAglusruuiasugharessema (angnssunsulouignsvionileluniesnd, 2560,
uth 8) Beguuuvresnseailendsianssuiuansausnlfidu 5 suuu Ao

1. nsvieailendsusziAmans (Historical Tourism) - nsvieaiigaludaunas
lusuAR wazUsyifeans

2. MavieaiieIvaTuusssuuazUsemdl (Cultural Tourism & Traditional Tourism)

1 Q‘ a1 dl ¥ ¥ Q‘ o d’{
— NNINBWNYIVUINUUTELWEUANY 9 W?JW?UWUIUV]@QOU‘\]WUU



14

3. ArsvieugvuInlusuun (Rural Tourism & Village Tourism) — ASLAUNS

Aa o Na o s

vioseluvtnu uunnlanuasdin wasnanuaswassAniienanyal Ianulanisiu

4. MsvinaetvufaUzhasn1shand (Arts & Performance Tourism) — 11518347187
AUTMERANINENITNYITINUASUL DD UUIZLANIAN & TINDITUNITUEAWIOINU BrAT
UNANTA

5. N3 wNYNTIaI19aT5A (Creative Tourism) - N13viewngInaduaywlv
Unvisunedldwanidsuiseuiivavanudlalunudaimiedeny Twusssy was

v LA = - | ¢ ] o v & A

annundeuvesiuiviesietogednddasniulseaunsaln s AUV I U D

LNV IRIUTTTY

JMeEUnsnalingsANNeITeIBY 9 fotlasdnuINUIety AULTTUNNN

'
v a

1% v A = v a dll | ~ & A a 2
IMUDINT ITUVBINTEAN ﬂ’]{[,VFUiﬂ"Iilﬁ@\iﬂqu]@\umﬂ'g ATANUIAULTUAU FINLNARIUUAD

'
[ Y4 a

AAN15aeu 113919970 kagn1snseanesielddiiesdu nszdundiivarenatedaymii

Y

geamnssuvienngfiussavey sunildutdufeUgyniieiuiseswesoyaviaisily
FALUNEIND §a91AN15YIUINITIINAY Wagn1slduseleviegeliusenSnavestoyaniu
nsvieaiiyd uazdeyanudu 9 wewinnganssdlusunisvisaineilunmsiu dnvieaiien
IS v o 14 Aaa o Y = Y a ' A dy
fwwlduiagldmalulagfidvialunisidnfuuvasoyauaz usnmvie e wnniu
lngdeniislunsaunsduasuiasygiandvaniunisvieaiied dnsduasuluiseses

AvviarawmuUA (Digital Content) Fevangfsnisatiunisieliiinsdaasuiavaiuayulv

a v (3

AUsENEUNSAATIansUURInIINERRauAuANAue lElunsAlunsduasuluises

[ a

damu Laswgie waslddudoiugiuddglunismeunsiausssy denu wazuiniedle

o w ] Y

drAgwmewnsteyaniassululselenivesUsewmelng laon1siuguszneun1sidna

Y 1

v 2/ ¢ X aa a [ PN o v v 4
Aouwuslng Tuianuauisalunisasreassallamndvanauduiioeusu wavuanaul

Y (3

Uszinalneilugudnanslunisinuanuidvareumudssauaina Jauwnfntnliduwuimia

'
P

ngnianegasieilies warlagiuildgnduasulifumilaensensiidvadiorsugioay
=

danu Alasinsnandulininlaseniseng 9 Wedunisduasugaainssunisvieniiennae

o o A ] 1 ]

welulagddvialiaviadely mnuuliuddgfiavdiwaiegnamnssurionieveslanly
ounaignyedslunnuiTaINsYioTiouisnd atiudl 2 (e, 2560-2564) daunilidolios
yosnslimeluladseninamsvieaiisrnnnslddedsauesulativievomisesulay ions
dudutoya uasiiumnuazmnauiglunsifiuns ndiuvilsieFowostinviouiienisjaiu

Uszaunisal waznistinnudAyiuausidednvesunasvioniiednn 9 ieenseauns



15

THuinsdeyasunsvieniisvestsema wazifindanuausanienisuvsiueeisdsdy
ypamsvieuiioalng viliniasgiiulouiofgndndulsinsiaunlunsldaumnalulad
Adviaduunisvieadivnnndu itessgnaidiunisveaiion 4.0 vie Tourism 4.0 uasiie
mMsysannsiiaenadesiugavesnnufulnenaud 4.0 fufuzeswosnswamuiuinngsy
waznsthlldfugpanunssusng o Wlelugimsugianduindeusneuinnss nieufuduaia
msfaiumelulad uazafuayudosanuanaiiassd ieaidliiAnyad sl
AudsaUsITl 9

dunasunisnaialugalneuaud 4.0 Fainsuiuusaimunlusuvenislide
LazAuAnassasIAlunsdeam nitenainuazifinysraunisaimssudvesiuilaa s

1 v

Wndunumdeans Ussmduiuslusewesteyanazilonvesnisvesiiedldegadaay

o oA

wazRealanniy peuwmudnildlunsieansidAyenisiiidsinvieanenddnenn
a & o 9 Y 9 v = &

AotlleviweulesiunamnuRauimusssy mszmeanuiiszmalngiineanuvainvang
wagfanuangdilusendeinusssy vnbrimusssulnedunivensulussaulan Jsgnuans
gonunlunateguuuy wuan1dnenssy AaUnssu n1suans finanssy 013 Wusu dae

Y]

ANUUANENY wazANlanLYDTIRuETIUlNg Sauden1sdeanslugandviandanulaseuly

o A

r-ﬂl' < o ! Aaa - ! ! ! a Y o
Sewesmnunadidulrumalulagfdviaiienisdeanstuguuuusin q sxtvdaasulin
] ] = P ) ' Y ¢ ax [ ' o O ¥ a
viewisuiigalaiuisamdl wazienanwal Ianululnelundyuvainuaiy virlviianis
nszgulumuaaula wasihlrinnsindulafumsasietegalinnninanniu
INAHUN BT IUBENSANG dnas §INTsnsviesiieIwislsemnalng 31013
] a v & =i 4 a ] % 1Y '
viouerdnilugnavinssuiineulang 4.0 Nan Tuidvaanisasienelagausaiunsanssane
Mo wailudindrdgyndnfe wilazdigiasuauinminieasygiauadinisnugaiauves
Ussinannuauusssuiiey Ussnd Tausssuy dnanvalanululng aasnaulinuaiiv
daanasusssuyAlila vndniswieunnudadassasiefulionisiulalidaue Jull
(NJUMNEINa, 2560) MsvieuiiedTeneaiinisusudiielviinswaunegedidu Tngnalnusn
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Y I o . < < o a Ao v A (Y = 1 v
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FIN332YMIBMNUATOUIATIIATEUARUIUAINSHERADUINUAYTE T TN lad
Favau ArderunladinisdnindulagdtnanuanuenIsunIsHaIuINISATEgRakasdIAy
WA (2545) LauslinaianaunuaUsznaume wadwudy (Animation) 1y (Game) @o
a & A & A = o . a & 1 .
dlannsedndiianisiious (E-Leamning) ABNMB3YI8@8U (Computer Assisted
Instruction: CAI) 1lanans § vulnsdwidliedis (Mobile Content) Wazn15enLUULIU (Web

Design) (ADMIN, 2559)
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4. nsAaeulnl (Movement) nsadsuluivesdusiazyinliinanuaulanagsuslu
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duiunnTunhdsindanvaevents Wunukeilwdu (Animation)
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2. Ausmely
2.1 Anudeans euywdiinanudoiniseslatnaselalaludeiu q ogave uay
naneLduganiureInssuy
2.2 quAazanuaule yaraszauladvanimiomenisufidaual uazdl
ATVINERENUIDY UASanelinaudosnisuageun aitar susludedy 4
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3. AudNYUEYesANE
3.1 daiillassaing sideuvunnn Teun Fasndaoudususssy
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3.2 Au59luilasease viSonuuLky town Ausntdnuwaeiiniy ludaau

2.4 nyufdyInen (Semiology Theory)

I Al o a [ a (% . o I v a .

WUNY¥YNANEINITNIIULAYINULTDIVBSEY YL (Sign) A1 INen (Semiology)
Usgnauluniem1i1 Semio Ao Sign way Logy A® Science A9t Semiology F9Uu884

s 1w N a = | = 1w ¢ L. = v a =~ A

FNERNSLINEY YT I0138NdNae1miledn dymians (Semiotics) Badunaniynisuuanilan
ANBINTEUIUNITADANUNLNY TANANTUITITUYIRVDINUIFDAIIUNNY LazTUADUNIT
Mauvesiu Wevhanudilaiienunanegndeainunuigeenuilaegials (Reruunna
AAUGUNS, 2556)

A o =% oA & = A A v a . = i a

dntenily Astlun1sAnINNeIRUFILMUAIIY (Representation) 184YDINITNBLAN
Aanune LWunseviunsiiaglinnumnesedsla o saudenszuiunisiagyinlismsu
D9AMUNLILTU 9 TUADITDIT8IALALRUSIENINAIAU AUFILNUANLTIEANY Lazn1h

a [ ¢ o (Y < 1o & PN v = Y
aunsafiansaun dyaansieindunele 9 Anulidnlunazdesdinunngle o lusves
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o
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Fuily

[

Saussure a3UTERBRIRNENTUSTENINUE Y wazauEnevedyge Ty

<
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[

AUAR (Concept) Aty Tudyayzuils o Fsuensenluassdiuans Gsgns yeydl, 2558,
U1 64-65)
Ine Saussure lanenuazuszian uazszauosnununeiogludyys eanidu 2

Uszbnmn Gsgns yaudl, 2558, i 111-112) leiun
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- UsELAAMNRLIEATS (Denotative Meaning) unefsaaunineilavaiulg
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wauyNsu endaegadu sennuanulugudyazuiveninduenliiztianil
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w3alalieng o Mad19lu nsaensiadedndudeserdenisioudsiuiuveyldy
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913a3UdaU 9 1011 dyeansiillonanseNinmiesssuyid wavninfveaniw

(SAUNAMALINUAIBININ) AL INNYLIDIVDINTZUIUNITASIE BALLIEAAIUKUY NS
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AATIEANFUAFNTATENUNDIADUE (Position) 138UNUM (Role) UoIkAaLAY 1813911
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a
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WqﬁﬂﬁqﬂﬁﬂmﬁqﬁﬂiﬂG]QWQNWQWNMMWHWqQWQ NIDULNINUIAMUNUNY NIBUANUNLELUU
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a v

ana uagsiemnail 8n3dy (Subjectivity) M3ayuNes AUAATILTBILAAZAY NTTNALIAIN

AUge ANudn nieAudents suidudsiunaiusafigaills geunslifanatn wse

[

nshivgaila In15WAsULUaNaDALIAVEIANUNINEVRININ YSDTNg N15ATENTInINE
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PEIUNT FIAY TAUFTITY NI
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2.5 NORYAIUNITIDNUUULAY
MDA Framework

MDA 1y framework w3e33Anluni1sesnuuunariinsizinuegtmis Tnaduy
NUITYIINAUTEUINEIUNU AB Robin Hunicke, Mark LeBlanc kag Robert Zubek lag
Taseadna MDA diwenenuazeSuisauduiussewing Mechanics videngniinis 4 veany
fu Aesthetics vi3oauaynuaany Inefidl Dynamics Aodsiliinduszuinsnisiduiiudy
Fudey TnofideindndnlanssuunmsmaniudafiavilinisesnuuutasMsias e inui
14584Tu (Tuangd, 2557) ansnsnaguaumeva MDA sl

Game Mechanics nalnuaany ABNHNANIEWN 9 eonwuUIMUATUNN LAY

1y 9 saudsguuuuvenisnisufduius swiuwisnsigaulddmiunistdneuiulanves

Y

14

11l (Sicart, 2008) ABANUVAINVANBTBINTTATLIN NOANTTULALILUUNITAIUANANG o T1E]
EUITAIUNTAV LA MU UNUBILNY (Hunicke, Zubek, LeBlanc, 2004)
Game Dynamic waanssuiindulusswinanisidy Aodsiintuile Audy fu
Antu q wnaedu udilufnieneenin wWusruumaEuiFiazasasansslanld nadlay
dnsrundndaazanidu Dynamic Mziintuffodiduazdossdmmeiagnaundnnisland
Andnlvign
Game Aesthetic guns3esilazldarnnisiau Wuarwayn o1susivosdiaudiin
970 Dynamic MinTu Tnendn 9 91n9113481599 MDA: A Formal Approach to Game
Design and Game Research (Hunicke, LeBlanc, Zubek, 2004) ‘1@,@5@ Game Aesthetic 913
8 ¢ el
1. Sensation: Game as sense-pleasure ﬁammamﬁlﬁ%’umuﬂﬁzmwé’mﬁaé’m
#1949 NN MTaeY FeaTii1ensue] Jumuidneing q Plasuseninms
LA
2. Challenge: Game as obstacle course AUINNE ﬁammayﬂmﬂmmﬁﬂ
e sied Miulvifiauladuiannuidnvosnisiiuguassasine q seinvruas

AMuaursannneuu FelilanuigfanueInua U908 LReIN L VNl
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a YV v 1 a 1 d‘d % Qll
LARANFANNINIYIINNTLEY mﬁ]mmmﬂgULLUWaamiLawm'ﬁﬂiULﬂaaulﬂ
AINTEAUVBLLNN 1ULN Candy Crush 38 Angry Bird (Observer, 2558)
3. Fellowship: Game as social framework AaaauaynaNNIsddenu Wukwa
dl % Ly} P22 % < o a o 1y 6
YaaunuiazeanulsEiulaveswidustgnsiluguuuuvesnsinau Uduus
= (Y] v Y o = A a | [ | .
viseudau Auiauaudy 9 MsenIndunisiduluu Multiplayer
4. Fantasy: Game as make-believe ABAINAYNTIAAIINTUAUINGT A1NNTAA
Judausnaldladuvesdiau nldamnsanseldlasainisaziduniosyinluiin
a & % a 1 Y I~ < v a
3¢ nsen1sadsunumanyluing Wwunsiaaudunms 1Ouddanisiy
Whuoa
5. Discovery: Game as uncharted territory N15l0id1533 Aun1 Aomauaynain
nstanuaslug Towuluy Aukaulml

Yo =

6. Narrative: Game as drama tnufgatiululuaiunisdasessiludediau Ae

Y

'
Yo YA

ANNAYNAINNTTIATUITE931 Nsailsiinnu azas HuTessinmsdduauay §

Y

v ' '
Y 1A ¥ A

UnagUvedzessniAniu sanfensauiiiauiiduanadessnvesiiazasing
9 uan

7. Expression: Game as self-discovery ﬁammayﬂmﬂmiﬁlﬁtﬂmwaﬁmu Ju
sUnuvvennufisiszuulgiduanansaisfnuvosiduies nienslauansds
auanange nistiamesiiluieme nsldaiazasiiluondnuainnied

8. Submission: Game as pastime ApAuAYNAINATldvhozlssamieufide
wiloudimsiiaunuiuiululnglifosAnunsewinsnnsiay vilden q mau
AU aU1e 9 Wulnuwuvide v3e Candy Crush Alviduldlawianduing

a U
wuulddanunasy

Tuvagdiaulasuanuaunindanduainnisiduinunds Aesthetic nieaunsegly

1 1% =3 $% €Y 1 v 1 [y 1 =3 )
LLﬁ]ﬁSQWUﬂﬁ’]QJ’]iﬂﬁi’N‘Ui%ﬂ‘Uﬂ’]ﬁiuﬁ‘\]lLaUIWLL@]ﬂ@’Nﬂu@@ﬂlﬂ Tagluuraginunagiaue

a

Aesthetic Toavratssuluseduiunnanaiy wuwny The Sim Adunutieafunisadiadiag
o a aa a o [y 1 [y . ] [ a
N3 UTIARAENITUSAUNUSTENI197Y Aesthetic ¥a1nUUAD1998LT U090
Discovery, Fantasy, Expression LlLag Narrative 130Ny Final Fantasy Fadunuauniy
UNU MBI UAEATHenAgIiun1ssied veuawes n1sldiimuuns auduiusuoss
azAsNToTnang q Naziieonsunnasiueanly Aesthetic apanuiinenvazduiosss

Fantasy, Narrative, Expression, Discovery, Challenge, Submission TurueNNsgn Ul
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Ay Fantasy wae Discovery wiiloufuunafisziuvesaudy Fantasy fisnasziuiu
Asiilallfdusrindunalauaunniniu Aesthetic asifiufuonfednumsrenny daelidiu
fedwilunuilunndiadu fagagiduiunnsaiy sdefiauidedfulutianaiidisiy
(Hunicke, LeBlanc, Zubek, 2004)

Dynamic fntuazifunsadisuszaunisainig Aesthetic fheeghadu Challenge
(Auime) gnasadulaenisiduigndmualuFesenaiuagninduresionsediu
Fellowship (nguwanies) anunsagnadaasulaeniswusdudeyaseninsiulufia v5ens
sufufisionvuglunisiafisrnifunitfieeyilidusaldnudsis wie Expression (nsld
uanseniain) innnwginssufinssduiiduusasaulidanuduiiies sghsszuuniste
118 msaelaiulemy msahazasiiduendnualionnzin

Mechanics #3enaln azilunsnseviing 9 wginssuuaznisaun fifiauaansa
yirldluszuuinuty q Saufuidenivenny nalnvesnuasdudifiaduayuriliifa
WA UAse1vesnisaunulagsiy

Tuynvesnisiludeanuuuing Mechanics nienaln nelviia Dynamic n3e
woAnssNvesiauszvinanisay Jahlugnaslisudszaumsaisunuulaguuuuviaves
Aesthetic vizaidosasgundozlususite 9 dalugmvesnmafugiau Tusuves Aesthetic
tfu foldindudais antuieiuannisnevauesiiindu (Dynamic) :nszuunaln n1s
wwuvesnaluiian (Hunicke, LeBlanc, Zubek, 2004)

fatuntseanuuuinufifinnsanieaingueswosinesnuuuuazfiay Jeinasdy
Uszlewidronisesnuuuiniliamisoueuuszaunsaifisediaulduiniian esinnis
Uuwaewdn q tew 9 Aavaunsadenlesfuddunavdemasanuiianunld (Mignano,

2016)

29AUIENOUVBINITRDNHUULNY

lun1sesnuuuing IvangamunateauAaiinedItuisesll uiluidaresynninuii
a ¥ v 7 [ 1 < < £ ! o
Wetasiunisesnuuuinuiy e1avzdeldinaziluduninsgiunisesnuuuliegedniay
Wneonuwuunufi w9 M1u ldnsseuiandssaunisaluagnisaiiaasesiovss

AuLa9 (Dolle, 2016) 99AUIENDUIBINITDDNLUUNUIIADUT9TNANNAE A9l



27

Progression (N13LAULNY)

nsufidguianusiein wWelkiiay Wuwnuveasluauay Ao nsiduiny
(Progression) (Game Deign Theory, p. 78) Fausznouldne Story Progression, Gameplay
Progression wag Character Progression (Tungao Aiamsuranunt, 2560)

1. Story Progression — n1siwWauin1sveiassiluny Lﬂmﬁﬁuiﬁiyjﬁgﬁﬂ‘ﬁumﬂm
sULuUMsaunILUUAmi mssimstameeansaulunanihlfansoaiiaiessid
WluFeweudaturennuld Wmnevemninufeliniauauaduazanuaynlunisiay
Feonwuuiinnuazidueeisls WnnEnsaaiasesTiangs wardudounnniulusny
ﬁ'ju (Techopedia, 2017)

2. Gameplay Progression — A9ANSAUNN S2AUNTEAUIUTIIAS 9 AdBAUNIT

o

Wuises WWudwiluniseenwuuinuiidnsfianalnuetny NEeenwuuinuakuINU UR

d‘ d‘ﬁ-/ ! 4 ¥ <@ 6 ﬂl ¥ ¥ 4 v 1
Lwa‘vmLauawaamLuumﬂmaiaamyimwamﬂﬂmwuﬂumu NMSNAUIBINTLa Ul UL

Tuagivynnmarasesnniulidseausaly (Techopedia, 2017)

29AUTENOUAIAYVDIANUATININVBINITLaULNN (Lopez, 2006)

Game Mechanics - nalnnisiau #onismuau waznisldneuiemunnislung
sfsonslnlanuannsa wiserummuy uazaniuzvoimanisalvesdaindensou o

Experience Duration - anadefltlunisussqudazu sefuvesiny A1sia
(sufsnsdedinvesiazas i) vieiduma (foummmusiRetesanniign)

. & & ) A av v A Y a
AnC|llary Rewards - [ulniaus1Ialasu Wl@ﬁ]qﬂﬁquuqﬁu@qsﬂaﬂﬁﬂqwLL?@@@QJV]

'
A

URudY matafEenasesauunuad aztdunisuindidinisustiniineesan muinas

a1 A

Miduey wazterlinddig q tnufiaunasiesaansabidiaulasuuszaunisallusewes
v o v ' = 6t a wa a & v o o A ° %%

seAutuluny Wunenisiaw vsedszaunallun1sufudinnsia delmduseaniaeyinlig
auaunumaly

Practical Rewards — 514¥a9lavdunanaunnuainnisiay enacduluusnulva nns
U dy d' =3 d' a' 1 = '3 [~ QI = P22 1
gnnse waziilemivandeniiawedslny q dusgleviinmaaunsadudwgagiaua
wnusaly

Difficulty - AmeIntun1siay liisaudadueinlunisiiuguasse Aagasiiey
AsetunseaIntlug (Boss) iy wadwlanudesiiieidesiunisuiaiiunionis

deotinvesiau nsgydeanisvisesuninug gunsalidenme Wusu
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3. Character Progression
- MIANYNUY Laznalnuasny NNMUATIRIALATYRINIANTNATALITANALIAIN

ynaniisvulUlsegnslsnaannisiauny

Challenge (A17119118)

anuvimedudsiiagyiliinuiinauiiauls auiiAnaiy wazaduayn
Lﬁaqmﬂv‘iﬂﬁ@éﬂéﬁmmi AwAn viierinuwedy o lunsudladamfiddandalung v
TﬁijLﬁiuifﬁﬂqﬁiﬂuﬁaLmLﬁammmLm%uzmmﬁmwmﬁ'}ﬁ?uié’ (DEEGAMESKIN, 2560)
AnuThyefedsilauieandaluing nMseonuuuInuazdesy wazooniuuANLTNEl
winraufulszianveany Tuieazdesdenadostuanaefigiduaianisinaz ety
(Tungao Aiamsuranunt, 2560) Tngludewasaruimisdansauddddu 6 UszLanlng)
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&
PNU

1 o

1. anuvmisanadde gyl naaudesldauainisalunisfnimsizy n1s

Y Y

=i

uitaym evnaumg wiedsmsflazienyurluin

2. AUTIMIEIINATINARBILAGT BIFEAIINTINTIIUNITABUANDI NITNAUNEN
Auuaiugn msnaudufiud videuwinsdndulaiisns

3. ANWTMIBANMTUIMINENeTns fiauazldninensindiuiunds wagdidu
wdadlinineinsiulunssuzguassn lddsdunddinfinge narfivde
Suilinde ausmeiTatnoglunnun

4. ANWINMEANIEAT AD JiAuilIane MnlunsievuzaUaTIATRIN

5. ANWTNMEINANNeAMY Hlauazdomens dunslilduuiigaviellile
lnaflan Aeunuazen auduselulaln

6. ANuTMIBAINALTIvEenN] inufidedideyadidu neuiazienuy

WuunageUdnemiliveuny weinuigiaudesdguiuun1snaly visesuwuud

MAnTuLa M lignaes

Tpeiuguudanuiilifianuimeildldng widunisieu mssenwuuanuionie

Twnulimnuduldeasiinnudeniesniiuly Jadudiuddgassnisesniuuinuy AU

]
v a

mevzfosinulusssudufiau wavtuldiewsnunefainisasainnueiniuszaud

a

auwnauna wideuiuladfiduaiunsoussg vieevusinuliegsaumaauNg #1081

FALAUVBIANUN NN D19 bl AvewNzay 91nnu kN Solitaire @4ny Solitaire WUl
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'
1 a

U510l 79 % N9zilonN AT F9NUI8AINUINADUNNLAUILSUEUNUTUILaNADY 21% %

e

Y o )=

Aadldonavuzinule liidslanazdndunisiedeulmngndesenmileluannismiain Ay
Yim1eve4 Solitaire nagidnmiaululyalundasnivesnisiauuinninnisliinue
(Jamieson, 2017) eg1slsfinuinuSolitaire Hioiduinuasuiinnesnlasuninuieuggn
| P I a Y] ) a wa . | | 2
AanN1a @IURUATUNIIZIUUAUNNINTDUAUITTUUUUANIT Windows Wau1saIuaidy

IS IEANUSHUNBRAZLIALEUNTIALE?

Solitaire

Score: 72 Time: 49

a o d‘ v | ' v @ I
AN 2.2 AMWANLNN Solitaire V]ﬂ’J']gJ‘VH‘V]']EﬂuLﬂllﬁjuélwiyﬂ3@8\1@qﬂﬂimﬂg\|qﬂﬂ'ﬁ
AIMUAIUTD
37: Heisler (2015)
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Goal (1Uviu1e)

Fodsfifidudesiliduie Adivswenivaiuanvesnsiauiifidudedlulids dae
\Hudsiinoonsedunasyimediaul3anesinidu (DEEGAMESKIN, 2560) Tngitimanedes
milsfeszaznanideddiioussailminedie Tnemludeuuiatmaneeondu 3 szos
(Tungao Aiamsuranunt, 2560) R

1. svordu iasahouarnnd

2. swe¥nans BINTUBNIEAY

3. szezen enuazldlaaniian

Mechanic and Rule (nalnauaznginaui)

naln fe Asiffiawile damieunelvgiauiiuduiudiung wu Hiu 3 Taud dou
f aduuden asadles WWudy (Tungao Alamsuranunt, 2560)

ng) Ao Asildanadns Wungmneveany Mfiduseswensy wu iiumiegdnedls

100 AZLUL NaITIRnUAADnIY WJudl (Tungao Alamsuranunt, 2560)

Depth and Complexity (A21u@NLAZANTUGDU)
MaFendigiauil Famaufeninaitiu Assdawanguiuunisiauniuszansain s
dawasiaguiuunsiauannuilug Baflenudanudnuinduninty anududeuvesny fe

1 i

Ay = a ° U a v Y] a PN v
ﬂ'ﬁ%ﬂ/lNLﬁum@ﬂﬂﬂ‘b"ﬁ/ﬁa"ﬂﬂﬂ'ﬂm@ﬂ@u‘vmgLGU']IT’DG]':ILﬂlI LLﬁZVI'NLa@ﬂVILﬂlILau@&L'Vi (Tungao

Y

Aiamsuranunt, 2560)

91NUNALEe U ARSI edUsENe U 09 DEEGAMESKIN (2560) i
paRUsENEUTBINIToRNLUUIRLRLA N EoME U §eil
Decisions (nMsangaula)
nszvaumsivhliiiauldldnnuAnlumsliesgimadondmiuudlotiymilfntu

Tusgninanisiau

Balance (A2u&Un@)
nshirudAYIIrIMINETENINeIRUTENaUTRRNY Belldiudiativanuling

Pas19udianuuaulannIu
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Reward (51978)

[ 1

nasngiauldszegnantimildunisnergwiudiguassasiie 9 vaunyd n1sti

& [

s1¥atiodudndfgunnivinlvdiauidninuszauanudnsadiuanuneeudilavinll uay

o

YNV LT AUANUTIINIDUY 9|

YBNTLBINNBIAUTENBUNNANMDIT 1AL TRLLANRINT Jamieson (2017) Msulu
UNANLLIDY The Four Elements of Game Design f4il
Choice (A2tdan N19488n)

fden Wudsnasrepnuyimenuiaula lneenizdidonnianuvruneg wWeldnd

Y

A 1

nugiauinniinagifiden wasudaziudeniavdmadonuiuanseiueenty faden
& & A a v ¥ a = T = o = DY =
warilenadudadvinisidesldanuaalunisibfen wudeniisziendnlalvidiazas ie
> & a A P oA =P P | a vy
mslduanderinilunsifensuuutvesisdedielanivseiieniiagnaunanie
v A ¥ o 14 Y & ! 1 1 a
fudenvesiaumsazveuliulunsiauny mnguuuunisauliisunlaaniy
NATDINTSENVRIEY HuAsinAIuIawiensls inuluunuimauaud (RPG)

1 = v a A M ¥ o L% a a 1o [ @A
yuagienatinsdndulaluunaunuiilulminlvinuaeuiansldes widmsuiaunie
Twanladinisiden duredsidAgy
Change (n3tUaguLUag)

v Y} 19 = @& a A o & oA

ARY ¢ NUAIIUNINIY (Challenge) N15LUAEULUARTUAINUNFUDIUDN LHULLD
wunuEnsle duaglidugissduusngnlugun geudesnisimuludssausely duldly

LAANNUSITOUNTNVLLDIVULLNY BAAUNINDLATUNITEUTAEIBUL AU IMIENENTUTY

drauruznudien1svimeianuaasady faueratadonulennuvimieianue

< « = a ' o 4 ~ & =3 4
naneilusessssuall mnnsidsundasdsing q vialiisdiilenuniy (a3nuinigann
) faufgldianiunuuudu Gfewmunaiiiludniaunussniiaues1993edaunsan

Yo

& a [ 1 . dy = 1 5 [l
Wenfazliiauinuiuuauigauiey (Casual) wuny Farmville fiauussinniliiuinnuiuuy
S1mguazile uwuueudenuvesiondnteswazinletu wndsiulluwsazyaea
ra d‘ v 1 Y f -dl 1 < 14 -dl 1
mnluiinisidguuwdasiidue1vrgianidesgresiady nsldnisivdsundadld
wiawdliilen uigaaglidiauianiinanimasinami inuunslaldusiegnifvesios

1 Tutny Super Mario Bros 2 awluwsagaruazuldsuld aud 1 Juna aud 2 1Ju
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VDIAULY 9 998 AILUUAREAILTIATIANNTAN So1sUITUANAAULAY

v

Dolle (2016) lonnfitosAusenauveinseanwuuiny Niilenisiutungiall

Space
Aolanvauny AeNunfusenaumedudiusing § Meuldmsiy lngldnalnvesny
megrarulunisiaunuingn Judiufesmunniildiunaznszaiu Usenauluduiuieu

1N waEIsNTUAIUUSasnuINATauNwazlanaudUNUNTY azdunalnNvinauuuiud

AINAT

Narrative

wuulpeily Ae NMsusseneignasistiulaenuianUunanveuses Jaduiseawesnis

2N
[

PAUNVDWNUUAULUAY ITNITNUEULANDU WALNEIVINUIBITIIUY Froe1auluLng

Y

Minecraft Nfiaulasuisessnivesnigiauny dAedsiiavuwuulauin uwaglilannawau

Y

Tngunoanwkuy
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Y
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Feedback
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Variety
AUNEINVAIETBINA INUTENTIEN NdINasanNg Ty tnewariUsEansam
a & = B ax Sy
n1seanuwuUnundaunaInateisluiaswenatiing wagluiewsdsn1sigiduay
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N139RALUUNNAUNISITEUS
Wmnevesnisiawnulaeialuidn Aenislasuanuaunnauniduseisusniiddey
wszanuauniunuhslinsSeuiiinty vieaianisiseus vsenisenitndilndu Ay

aunluldizesliansy dulududdyvesnuiuszauanudnsa anuayniliinduainnis

A A Ql'

v o = P & a oy P = v °
imLﬁmﬂumiLisugammmaLﬂummﬂummmaugmzm (Boller, 2013) ANUAYNYVIVE

Aty niennuaynfidiauazlasuainnisiauny gnudteanlailu 8 Uszian (Werbach)

Y

[

N

De

. . A Yo & v = v =
1. Winning Li'TVJﬂﬂum@UWﬁ]giﬂﬁuaﬂqugLUuasﬁug BUSLUAUBAITUNINIY BUSLHAUBD

[
Y

AU LTUEMILeY W laanvililaneunii

'
aaa =

2. Achieving goals uywdidudalidingniduinfeusieidmuneg Winuiedu

wsegslangvassenudiulng wasnislivssgdmunetufadsanuiisnelaliintueeig
P @ = Aa  a Ao v va X o

wn iWwanglununwesleaiunisiiousludingse Mineenuuuinudein1siiiinduiu

o < Y =

ANYUND I

a a @ a

nguitmung ansnsavinlsiegnaliussdniam nsiwasuulamninssududs
dielussquiimaneniniian vesatiiidesdouiiinnidsiunnianiedniiivioglu
Jaqdiu

3. Triumphing o1aludbsusinioguiviony vsewiearuvinnigluny fiau
vangauaynlufuisruglaganivegubeildfuduruslnaomusym vieanuvinmied
pnle wWisuldduanuidnyszauanudnsaluivihuludiness Afauaiunsaervus

1A5IN15NYINTIUINLDIVUL ALY INSIUINNNGINIVTOANUINNEDY 9

a0 =

4. Collaborating Tulanuvsaunduassanusiufeduinwenisgsnaiiiegs
[ @ & L3 A ! [y Y 1 oAy Yo
dululanveunuiilussdusenauiiaynauiuvsunuunineuiy fiaulideay waglasu
Anuilanelannnssuilonugau Ueeassigaumndnmauiunisvinnusiuiy 1nn3niman
WIRTAYNAUNITHYITY waresAnsAeensiiauyinuswiulunihauieliussananis
3319

5. Exploring and Building n15a@1929uagn19a319 1nNeg19 Sim, Minecraft Lag
Civilization #duvianil JiausnnungAunIited1sa uazaiausstunala waziinauauni
911 FATUNITMAT AnNayninnIwInIasatdiavidsraineluny wWieulu
SHa a aa £% Ao w A o ! = ! 4
FinaselAeinueNdAglumihnuegmidaduiv

6. Collecting tnuduudndnisazauvesiuulauiiin A msngveiay Aenis

FIUTIVES Wunsazaudlazaseing o luinyd Pokémon Go N1sazaNfnanIu3anves
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AAUTILIULIN kazanTaTIdItunuNIsteuilaegraieny Fuduiululangsfais

e

o o

fagdiosnunudeyateuiisazimlvirmihiunisdadula

7. Problem-solving or strategizing ﬁﬁaﬁﬂmmiﬁﬂsﬁxuqaﬁﬂﬂuﬁmumwauﬁw
nufifiesdusznaumaniiasdifidu vieagldtuaruadladudwaunn mnngnidusieds
AanE@NvauNUNagNs World of Warcraft 1ushegrununagnslugaiagiu inuluswinagy
fodmiRsriumsudtaym wumsismsflaziiunisengn A fage B léegndlalaurhie
Nndensey WueRumsLAtam waznsnanagnsiudiunilwenisiiule wayans
Jansgsiuazaudlnglugsia

8. Role playing or Imagining @3N UNUIMMSaIUALINTT bunuvanenuvinlviElay
anunsavindenilavieriaesegneil wasaynfunisléidusgreduluing i Second Life #s
Wuanmuwandeuaiioudldfuanuieslugands snsziuanudosnisvesdaulunisady
unumlung Tngeyaelvigauarsdinuaiiou (Avatar) ieidusunuvesiiedulan

V2

wilouiy ANUNTINAwasa WU Bansaviiiausanidasy lunisudeediedli

Y

]
U N YV

apdlunginssulval q JEndasenavsurinuelnd luvaenianlaende uazanaundves

ANUAMAI T TIgN

2.6 asfUsEnaUYaIMIaanUUUTTH N

Primary Shape n383Us19dn lustun1seanuuuiiey 3 wuu Avdanay (Circle)
AwAsy (Square) wazanunAsy (Triangle) Feanunsouansoandnuazidudulds (Curve)
LdunS9 (Straight) LLazLﬁuﬁLﬂugm (Angular Line) sauflsnnudugunss Aavsedumals
(Platonic Solid) TinaunIensinszusn (Sphere and Cylinder) kazns:Us18a (Pyramid)
(Solarski, 2017, p. 2) Lﬂuaqﬁﬂizﬂauﬁugmmaqmsﬁamsmqmw N39N191AIN (Visual

Language) suduiinlatuluseivaina
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0 L =z
Ol A
duao

AW 2.3 5U519 JUNS9UgI (Primary Shape)

fa: Solarski (2017)

(%

Tudiuvewmsssiumale WnauwalatinusyeyrvnininduginAudn susuumaniiiu

druusznouvessssud delulusunsudmivasnagunse 3 48 Aldsunseiugrumanindu

singulunisasieassagunss 3 Bandudeulalifidugn Inen1sld3sdn da vene wenIs

1
=

NaNKaUiUIEIgUNsIng 9 Tidugudusendesnis isnsdeuiuugunseiiinunny
553098 v3eidugunswesdanuyudaingu wudulderufnangunsinaufiviudeuriuy
FAvauTENIINgUNTINTEUen JUNsInaesdmasuaiusaiuivszneuiudugunss

Y0450 Asweuyudningnuesindugunsinay uazuuundesdwieusiuiu (Solarski, 2017,

p. 3)

AT 2.4 JUNSIUFIVEN 3 JUMUU Aol maunaudugunseingdu q mluld

#a: Solarski (2017)
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N1399NWUUAAZAS (Character Design)

Fumpulunisiauizusregunsaiiugiusng q Whludezes Guusnlddndudos
Fudfousnn nsld5usramdn (Primary Shape) Aodanay aumdsuuazdnds TunsiFudu
nseenkuy JUFmaiilaandseneutufasdiunumddnlunisanunsadeansorsualld
mamiguhauulafimnzaufunnfsvesiazasiiniigniadunsiiusunisesnuuuin

[

azasTiddn lumsasteunmsiuvesiavasiiu 9 (Solarski, 2012, p. 425 - 426)
M3BudueenwUURIaYAs %ULLiﬂﬁﬁﬂﬁm ADNITHALNTULUUWINGTTH Taen15AAIN
wldsuiesunssulauuszneudifududiui dudiuagdiunn dunouiivioy
witowdunisadesnuiilisidudesiudou susmaniiugiusie 3 Suldursna Amdes
wazauwaen funumlunisdeansisensual defuluduneuiifensldnalunssndulad

sUMasazATHUUnUIzIMIEALiULIRAYBIUIN TR

0 BV

it

A 2.5 msldgunseiiugiulunisesnuuuimazas

‘1'7llm: Solarski (2012)
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AN 2.6 MIBRNKUUALEEATIAEE19899INNSLETUS1mMANFNN 9
137: Realbomb (2560)

n1seenuuuiiazasuulddnluitdeddsunsuaegraiies Wnesnuuuaiunsald
JUNSS q mauwauiuld suandunisaididazasiulionsualiivaievate wasdudou

SauwAnIEIu1sanendneal NsanulAnveIn1Teankuulile (Realbomb, 2560) W31y

Ueensaninisasauadnvesdiazasidudounnniudndudedisusaunnnimiegy dely

Y
aaa

Aallu visetneanuuuagldnissiuduvesgusiuny Mbiduguuunlifinduan fazasi

< ' v el' A [N 5% ¥ A A A ! voa =
WINTIUAENTINGS FEmBeudnsa) uidsgladne (@uwdew) vseslssuslng @Ewdew)

LALAD0U (19NAN) AIFIDEIIAINATNA 5
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A 2.7 mseenuiuulegldnisnauiuvesgusimen

MlideansiazaslavainalensuaiuINTy

‘ﬁm: Nikolaeva (2017)

sUnswmanfiun1sdeansensual
sUTvesitazasstsllvunTenY Suitsunumvesiiasastusesiaeuly
1o sUnsenuaneneiu venlattesAusenaureddiazas anwuslds vme wagensuaii

upnsinafiusantulasnaie (ling Jeyeyatiun, 2562)

¥

2enay: sUnsslfauuazianay dedgiulinsfianidesanlifiyuiiunasesiiguén
Sndunae sUnmsnadlusssumatunliunzsouyuuaghifusunse fazasiondiil
%@Lamu’lﬂﬁ?jﬂﬂmUﬁjlﬁ%JUﬂ’li@’e]ﬂLLUUIG]EJI“Z?LLU’J%@LL‘U“U’NﬂalI (Solarski 2012, p. 180) L
HRHERGRTRHGY

sdeansvenInavded muliifiesan ananduisiu msiedeulmn mnugouleu

nsuedlaniuiid ANUBATE HoumaNy AINANYIIILUY ATUNAS

'
(% a v Y b4

a8 A s o 9 < o
GIYGEES EUWiQﬁLWﬁUNﬁW\iﬁLﬂU’J“U@Qﬂ‘ULﬁULLU’]WQLLﬁgLLUQUQU UGRGMPIICREY

q

a

wiannsenuiuaswaraudula dvdsuaiunsadetanuluglawazuings nie
ALAINAUIUUAT YUY

Y v Y a 1ol A A v v A @ a1 A
Nﬂ?\wLLﬁﬂﬁIMLMuIUG]’JaBﬂiﬂLL‘L!’JLLUVI‘WQ‘W’]lej’em@lﬂ LLasﬂJﬂﬁlsgﬂIﬂjﬂUV}\‘lW}a%ﬂiﬂL‘U‘u&lii‘wi’e]
#1318 (Bancroft, 2006, p. 34)
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(=1

& A 4 = & & & <
GIYGI G REMFIBRIRN ﬂ’J'\@JLUUE;lﬁL‘WZU WuUn1enIsg ﬂ')']llﬁll@ﬁ AINUABDIU AITHLLUILLII

Aruasuils arwussdila anufivgua Weleld eufnyiew aw Uaeade

anumasu: aumasuiiauduiusiudunue sy Wuiiduyy waziina
vwanamany (Dynamic) snnfigaluanuzuss audreneseinliuunAnguasmaeuoonin
ogslanidu osannninduazgireniafionia uazdearslafenginssuininign
(Bancroft, 2006, p. 35) feldinfuguiiiduufindiigavessnan

Tudnéunilsaumdsudugsamnsodeds aruaiosamiuas audedds A
Selug anumiendn Weanuwdsneiuaisuvaas asmnedenuliiaies anufaesen
ANUAUUIN ANAS AINA5T AR TUTULSS

sUsvesnazasiufginmainsalunsieasenuies uinnsaeanssenm

zudunsedudiofinuduiusiusiiayasdu MmazasvuIaanNNFafuiasasaa g
o 8 v X o 41' Y o & a ¢ w = Y o a &
pvihlimnigluguiasidnas Weaswiazasiilulfinddeiu vieaswasasiy

'
a

u dsdrfgyAemarasnmunvziealualeiy lnenisaseanuuandisludadiy waz

3 vl I Ao Y @ 1 = LY a
U919 LU‘L&I‘UI@‘V]QSﬁi’]ﬂﬂ’J']iJﬁ‘L!sL?WI’Nﬁ’]EJG]’]I‘H“UQJ%VIENLNEJI%L‘VI‘L!‘U’N@EJ’NLﬂEJ’Jﬂ‘U‘L!ﬂaﬂGUBQ

Y

AagAT (Bancroft, 2006, p. 132)

A9 2.8 JUTINTANUUALTIgmElauazIITInle el iTaINnay
Felunanduiugilouazguauann

a1 Ekstrom (2013)

Silhouette

A v

ANSEBAITAILNINILHDITALIU WD LNN15ED15U] MIeanwrlduvaIiarasi
Usgdnsnm favasvane q dmdeldiiuwaa Aaunsasuilaindudiesls dwunisly

%mimaaﬂ%ﬁaamiﬁLﬁuLLﬁiL‘T]ul,wuaqgﬂi'wﬁwmiwﬂ"umaummm'ﬁaaﬂLLUU ey lRane

AON15DNLUUINGIALASHUAINITOAD bARIULUIAANAILIUSld N1STTAINLUUTSenIN
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(%

Fagien (Silhouette) N1sBNLUUMIAYATARIEADEINTAUDNLIFIATATTNTYAGARN WY

1 = < Y 2/ < 1 & o &
agls e luguuuuvawiiazasla ultasiuwaduming

AN 2.9 AwasNdeaunsaventeindudiazeasle

‘171|m: Realbomb (2560)

X

ﬂ']Wﬁ 2.10 .ﬂ']WLﬂqﬁgﬂaquqﬁﬂLLﬁ@\TﬁQLLu’JVHQﬂ'ﬁ@@ﬂLLUUSUBQCE]J'Jagﬂi‘lﬁ
7317: Realbomb (260)

N199RNLUUAIAZATHR WIN1TADAITAENINLIIAILAIUITOLAAIIALAUDIAINLLAUTR

anwLAY MSeYARNANYRIIAEATAITULA

YuUA andau (Size and Proportion)
a Y] ~ a o v o = | a X oA v
anUadunilanvinlvinsesnuuudiazasigala uavazuifgadedu Aonisly

(%

ANuduTuslueuInvesitaAs n1seenkuuntudnazUsenaulusienisldgusned

wanaeiy wisuduegeiiaulaasannlile degawsn (a) lWugusedieiu deudu

Juiisuugn Feeravinligundednies anndunisldgusrsnmiioudu (b) uadl

Y
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msdgunUasuuinnng o iWnleiueg1sinaulaniniu (BuAuLsNABIUIANANS YUIALAN

1A o w 1

nan wazvuialngan) luseslifendanudfyedramilsdmiunisasieneazidenly

v 9

fnazas (Nikolaeva, 2017)

A9 2.11 amnnstdrasuavessneniivini welvguiaulauinyu

f117: Nikolaeva (2017)

dndrusazasuyudianass wazsdullngogludisiue 7-8 Willsnnugeves
319018 Mndazasiioankuuiduaug 8 Waull Aenanailudndiuiazasuszanidu

wnd adumanguesals SsdndiniiiinnuuansanuunavisedIugaveiiazas e

o o Aa o 1 a v @ v A = P | [y % .
MINEATADININU ﬂa']uLL‘U‘UL@EJ’Jﬂ‘LJﬂ‘EJ\‘]ﬁ'HJ'ﬁﬂV]"O%%Jﬂ'J'HJQQV]LLG]ﬂG]Nﬂu‘lG’I (Sivers, 2016)

'
aa v 1

A9 2.12 amdIeuiiigusitavasiildnduwiniu uwidannugslaivinguy

ﬁﬂﬂ: Sivers (2016)
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A9 2.13 wanstieguuuureshagasiasnsauSulildivdadiuiesanmelavainvaiy
#i: Sivers (2016)

'
v A a =2 o 1

wddnyfiazesurefadndau Aemnuduiusvuiassninaiivesiiazas wazdui
WMAeusasINTy FogratumnIzesnLuUiazaAsfiinmgs 8 ¥ tufediuvesiisnedl
WnninAsweds 7 Wih nsdeans LLazmEJazLﬁaméau’lmpj%Lﬁﬂ%ﬁgﬁ’ﬂ%’;%@ﬁﬁﬂﬂ& du
Wwarluntazfiunumses wilildidunsveniidiuiaglid iy widlonssnmiduuuy
Silhouette ¥lisgasiden wasnsuansoenmslunintuunuaylissesls (Sivers, 2016)
vﬁaLﬁaé‘ff;azmaﬁlul,ﬂuﬁ?ul,l,wLﬁuﬁaﬁy’aiwmaﬁqa 8 1 n1seuTeazidunanluninels

ileen o1asesldisnisinaasn (Close-ups) MUIMIALATUULGIN

AW 2.14 NsUBITIUYRIIarAstudndIunLanatuluaanIn

fa: Sivers (2016)

ndnuuetmdudnlng vielunuialuoglunuaany 2-6 s msziadiuves
Tundhuagsrmeazgnuiulddaaulndifssiu wiharasfitiaiugs 8 ¥ Wudndud
ansaldautidunazarniuaivld widlngudeganeglulssinniiviefuarauass
dndrufigandn 8 Hafiaunsntiduld uidiuvosiumensfsanuaulaluaindiuvesitsue

wazluntnduaegiaunn (Sivers, 2016)
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LAATERAIUVDIFIALATAINITOADAISDIDNTUN NTHANIDDNTLANGY AILAFAEIU
2 vagiinsuanseeniigiiuass Insiedeulnilunuunisgu e1sualdiey laudsdndau

WUU 8 W1 NRzlinsuanteaniiands nsindeulmausss o1sunivesitasaslinauianass

(s ©
l 7
6
: &
« 0
| 3
g ('
= L/ _l
O =]
E"“999'«““1 E"‘P'E‘WO"S Subtle Expressions
Cartoony Movement Realistic Movement
Playful Mood Serious Mood

ANT 2.15 WHALAREIUTDIAIALATANNISOADANTIIDITUA] NTHEAAIDDNTILANAN

fa: Sivers (2016)

n15th Primary Shape ldlunisasrsnimiiionisdoans IdiduFesvesnisiuims
A wagnisersual Tnensianldaiugiunisléd (Colon) uarituiia (Texture) fivmngay
szflunstisEsuuwin e1suel vesiavas wioveusazanudildinntu (Drawing Basic
and Video Game Art, p383) lun1sinuagusiedmiuiiazasenanedinsnimuaunain
mMsgluAunm MsmAdAydniunisesntuy NMsmuAnvesiazaTILdukuulny
LLazLﬁ@ﬂi%’gﬂi'wgﬂmqﬁmﬂmmLLmﬁmmﬁaazﬂsmﬁﬂﬁqﬂ (Solarski, 2012, p. 425)
fazasfislaingunsenauezidnwaeiiundn qiuling Lifldunse uansdasazasi

o7 uarlluywdduiush Megrasasiifigusninay wulasenew lwdwlindg

9
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A 2.16 fazasiaseseunilzussnautisn aulidevesazasiled ilulnsiuay
ly
17: godsgamefreak (2018)

ATl 2.17 fazasiuduiing dunanauivihlisadnlidnfmazasiliifesa usand

37 Sanook (2557)

' '
a v oA A

Mavasniigusdmieudedsnnuudawnss nilnuiy Sndsmunnsavy Weiela
waeiule [WuiagaAsINNSauLelwduiEes 8 (Up) Ydrdamas ndazasidunngeioys

W5y Neanuwuuluwasuiliendnyaintaay
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[
v v ¥

ANl 2.18 MarATAMAIINLRWNTUISeY UP 7fliiduvse renudiay

Fia: Myers (2013)

[
a ¥ IS

Mazasiginnuudusigaazeenwuuliligunsaduanumae giindaile dar
Jedligdunsne e1aiivuiuvIeinTesUsEAuLVaLAY 19135 Uaveniaauddunanazaiy

NTINSY LUVUFIAZATUANTD Freya Crescent 21ALnY Final Fantasy 1X
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A7 2.19 fvaeasing Freya Crescent 91nWny Final Fantasy IX @lviaduidanininy
Usal3e7edly wastnsauny
731: beartai (2562)

N1500NLUVENTNLINADY (Environment Design)

N1590NLUUANINLINGY VSaFwIRdaNss o Tuny Aenisassliinauidnts
aa 1 q' % =) d' 1 U d' Y1 Al Gl ]
Fin JUTgUNTOELINARN Y30 IANTAN LN q desdeansiladdlasviesslsey
13ty iveliinausdndanislidindanluiuiiiu q Tiladunazsneasna

anmilwInfeufiegseu 9 fiazas WudedAgidesrdedsdmsunisasna
perUsznauzesnnlung Wesnanniinseutududiueanulailudmlnglundiae
gj dy v [ = o d’ .:4' 1 I3 LY [ LY .:4' M v LYY} 4
alanmuwindeudasuluisiazasdunldluduiasasudn FravasildlignUadulaeg
wwisnuihedulinsuazihadudng) wazdwastsznauainsis o (Props) &g o feglu
anmwndeuduldviguassa vsedaudsiuimazas AuN1S09NRUUAIMINADY KATH?

azas Iillmuduiusiudadudeddy (Solarski, 2017, p. 27)



(c)

(a)
Harmony | Dissonance
(b) (d)

NN 2.20 ﬁ'sazﬂiq}gﬂLLUU@L%Wﬁ’uﬁ’ugﬂ’iwgﬂmwaqamwLL’mé’am (a ez b)

wazanu i iuveiiazATwAaN ML INBLLEBIINNSTITFURULTWANGNAY (c Uag d)
Iau3dnsnaiu

#: Solarski (2017)

INANT 2.20 uansiemazasiegluanmwindeunivianvaie (a) Wusazasiuy

nay agluanimwindeuwuuldsu a¥1ennuidntuluiianiasioddiu (Harmony) insae

VY =

wwIRnUTvesazasazieuluan niandoy wenaniisdiladdntsnnuduniaden

Y

v & 1 a

N (b) fvisiiazas uazanmiindeudumdsudugumieuiu dasasquileuavetgni

I [y

gnmadielafanuiiuufnveinisldsusnnfeaiuiugnasvieuluaninwindelnesouiud

= oA

Tunansaiudny agsanneenuliassesiuilafazas wazan nwInaaudsUs19NwANANaTY

Y Y
(d) fharasunaugmileugnanay Wellegluanmuindeuiiiuaumasuiiyuurayegis

9

1
o =)

taiau luragifazasglainmasy guileussilussdusensuiiiudunsioiloly

am‘wLLamﬁamﬁQéauLLaﬂﬁQﬂau (c) (Solarski, 2017, p. 28)
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ATl 2.21 AN Mario’s home planet 91ALAN Super Mario Galaxy (2007)
fian: McCarthy (2018)

AT 2.21 agiauIUNTINANYDINITOONLUUFAIAEATUITIE Nagluanin

a Y aa o va o U W 0§ YVa v @ v I3 Y
aﬂLL'J@Iaainllﬂqiﬁiqﬂiﬂg\lﬂjquﬁNWUﬁﬂu V]'ﬂ‘ViLﬂ@EﬁﬂﬂQﬂqquLUU‘U']HLL@SV‘TJ’]@JL‘UULQ'VU@Q

ATl 2.22 AW The Bone-n Galaxy 21nLnN Super Mario Galaxy 2 (2010)

Vian: Solarski (2017)
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AT 2.22 wandliiuieensual anuidnfiwiouliasesiu vioanududng
ngnasiudlelafnuifianmuindey aunsalsznouainuarfazasdy 9 ALANI9aIN

wwIRRFUNTINALYeIIUSle

AT 2.23 AN Journey (2012)

fan: Ter (2016)

a

ANy Journey Niazastuguianuuaumasy sgluanimwindeuiigiu

Y

1 Y 1%

awwdsuse [Wusemilswesnnuduiudsyninsiiazasuaranmuinden My
naunduiu wienuddnfindufildanam ddaninuindouiiunnsrsininuudls vl
p1suniffiauldsuIINMIaIdunuL3TE Auina Journey duumnsiedtu faanduFesuasnis
wiuynamiloudy Wemnanuuanssvasguseildlunm

nseenuuuantudl dsneaiidluiny Wisuifisuanuasuiloausgsontnoinis

A0UNTUAS Azasadnds durd anunsamunluauly vienuluseu o wsedudanu

a [ ! [

& 1% o o oA v Ay 9 ac Yo [ Yo
WUNT aﬂa’au%aﬂiﬂix‘iﬁiw NIDNIBVYNBU € lﬂmqﬂwm@Qﬂqi LLWIUQ@I@LﬂNQLﬁu%%Eaﬂ lﬂi‘Ui

U

Muaneng aaeLadow szdsifiaunuiulasufeuszaunisalainnisiiu Aldanunsaldsu

Usgaunisainisindudanianiegls duiudadunihiveseensuy Tunsiiuanuidnves

Pnin AULTNTe BSevuauuIvasan mkInaanluny Iagldfmdunndudalanioniiiy

a

Pazyilisandernuiiuindn wseudeuse (Solarski, 2012, p. 445) pdrefiufiuniseaniuusi
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avAsTEpanuUUANABIladilafeITudnvMEn1IN1EINIA (Anatomy) VB Wd N3
sonuuvaddwndeuluny geonwuuideadilafaiasvedasadne 1a5151990101A73

vsenHaziidnsnaniingttes lun1saiaduinegragnaes

—

o
0 A 0O

i 2.24 msdFudsugduuulassaidhununuandigiaulasuiteanuiumdnla

‘17‘im: Solarski (2012)

ueassluniseanuuudsneasisluny geaniuuealdnisidsusuuulasasiaie
nsdeanshedmin Nzielvdlauaunsnduauinse duddaninuindey vsednaasng
Mesnuuulunuiuannaniuiniunuate liutueians viedneasnaly 9 81330

wileunaasiiaiiowldimiin luifuna (Solarski, 2012, p. 449)

Y a 0 < = a

PaniarsAleddnysensuiladmiunisesniuuaninwingey Asn1sliAusEn
= = PPN a v Y & A U Aa ada I S a =
nsdeansierudTinvesdsnoainaly q swluilegerdy NadTdnegluiu fasands

avnwarAuuenIzausavenlaillasviedslaegluliu (Solarski, 2012, p. 451)

Relative scale and Ratios

Y o a Y A v o = = I a 1 o A o d{' A
ﬂ']iﬁi’]fnmﬁ]LLaSﬁ\‘iUQﬂﬁiq\T@u  MBIATUINIINEINDAT nIvINnBU 4 MUuU

a

2IAUTENOULY 9 MifgItesiuiiazas mslvualrunasduiusiy JukvukwImedals

Ioanuuy wazdndrundenlddumuivauiuvingUszasdvesnuvsald Inevaluaden
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dnauitarasianass Anlseanuuuaninwinden dwgnadne uwasawinvesingmiululy

q

sUnuvaENRS YU (Sivers, 2016)

" ©an enter/exit buildings

Buildings are important Characters are important

q' U 1 1 Q' 1 ¥ U U
AN 2.25 dndduserinedanaasisluinuiusiayas
7317: Sivers (2016)
=3 Y Y @ =] @ 1 ) 1 5 I3 £ ¥
Wiuladninafiazasivuiadnnineinns fmazaswaituiaiuisaililuenansta
dnviadaanunsaldsnsidrunidanlddu Tuniseenuuusinis wazneantdnenssumdu
aaAUsznoUMIe 9 mnlunuliulzdediennsgs 91adesiasveesnsduldend msy

YU (Sivers, 2016)
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1 . .

o T -

H — P

y il el Gl
1 |

Basic Construction Simplified Golden Extended Golden
Ratio Ratio
A B c

NN 2.26 daaIUTEMINAINDAT I UNUAUAATAS
3: Sivers (2016)

ANAMNA 2.26 19 "A" SdnazaslunuazaosiniIsasuniuseninetu 19¢ B” waz“
C” Wiasazashifesdinsbuaiulueinis nseaiu1sadnlusiaswatuinisaoun by

YWINITUY

Word Map / Gameplay Map

wnuivoauny (World Map) 1usiunu #ian1sunausanImuIndouaInyuues
I . Id o [ a o 1 1 v
AU (Top-down View) 1un1siniaueesuieysenauradgnaulasiumiang « asne
wuAinuyEnsnglunineud (Solarski, 2012) inuisinunvunalngiiUalonaligiaule
PONE5I3 NAANY Uazldenynsnalaeg19dasy MmessaUsznouraly ¢ ag1silios A1s
panuuulimiiulan vSeNuivanuaaLasavinliun s Jelldrudielunisesnuuy
ANNdNTUSIEIeURnUnsiaulung Trllnudenndevisadaldaniy amuLLIANUDINIT

8NLUU
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mwﬁ 2.27 LLN‘LA‘ﬁI Game World ¥84tnd Grand Theft Auto: San Andreas

i1 TF zanuk2010 (2561)

= ' = = = M v A o oy v
LHUTINSIEY (Gameplay Map) flanisiUseuifisunlnaldssigantdnaanuuuagyinla
Tun1saeguiuureInsawny snuinsewnudadunisuanad adunisiasintu Afiay
aglanuiaaiiieagludwwindeutuludiiny nisidengvuuunisuausidunisly
v & W 1% D% Ny oA a ' & aa a '
anmuinaenveuny wiludnyuglag idunse visidunluyy dunarfazidnswasgi

wndeensualaNuIAnvesiay Welsauegluiunan nwingeutu 9 (Solarski, 2012)
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AT 2.28 Gameplay Map v89tnd Gears of War

1’71'34’1: Solarski (2012)

13 Gears of War diausksuiiviavaatusguugiuvessusnsnglanfsyey widng
wuennarlalldnseviindanisesnuu finseunauiFesilusevininduiny WAFUI9URINNN
fifhazasdoufuazidvinareeisualaiuidnesdiau (osnesdusznounesidluiny
Gears of War l#3unseenuuulasiiiy (Theme) fiaenadosiu vilimainuazannsaaiis

Usgaunsaimeensuallasgneendoudmiugiau

2.7 gﬂtmumaﬁaﬂmmmwiumu (Art Style)
MsutsUszianvesnmasAinlusuresndudaureenifungusins 4 Tnevily
sUsuuvesfauslunugnuuaniu 3 Useian Aeniwuuu Abstract (Wu555%), Stylized
(Wuasle), Realistic (81139) (Keo, 2017) %399107 Jarvinen (2009) Mlaiin1sIAs1znias
sUnuumSonuImsesiadzildluny lasldideSonfiunnsseenluidniios sUunuLves
Jarvinen ﬁ?uQﬂLL'U'\‘]L‘ﬁu Photorealism (5UwuUInilouasa), Caricaturism (§ULUUABLALY),
Abstractionism (gUUULNGST) Tifiruednefuuslddedonfiunnsiieiu Taefisneaziden

%Jaqmmwiazgﬂuw Fatl
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ABSTRACT STYLIZED

AN 2.29 FrpgavesnmluisazsULUY

f1: Keo (2017)

1. AMWLUY Abstract, Abstractionism (Wns533) Uugduuuiniulunnisiiaue
amlunulagldsusne sunsasvinde (Geometric Shapes) wnufivainismailunmvessa
a¥AT A07UTN WazdsveIUsZNaUAIN 9 Tutnu (Jarvinen, 2009, p. 123) Tunns@alzuesnin

& v Y a a & M v aa a 1
WUIUUSENBUAIGLEU & E‘lh/]iﬂlﬁ‘lnﬂm@ﬁ'm i ﬂaﬂSLLUQUQg‘lQJVL@LLﬁﬂ\iﬂﬂﬁﬂVIg\l@ﬂ"ﬂiﬂ LLaS‘lﬂJ

Y
1%

Inandeiddinlasnsatuiu dedunuiidunim Abstract lugeasfodFunuaglailddu
ANUINTTTNBL19UITIT InT1zeg1afosfianluinudefinisdiasunaindnvuzyes
annuanden LnuUszLam Puzzle g q Aiduaiwiuy Abstract Lﬁulﬂﬁgﬂi'ml,asgﬂmq
uiaeasafisUsamatuiinauguuuuresaundu Stylized agdsognsdnau uuilaundy

Abstract 8819U1934 (Keo, 2017, p. 6)
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AW 2.30 MWAINLNL Geometry Dash figiatumasnanuiusyninanmiug Abstract
ey Stylized
ﬁu’l: Smother (2017)

AW 2.31 nmanna Rez HD Tt 2008 figilnamasmanufuseninsnimuul Abstract
ey Stylized
fa: Nerdberry (2014)
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Tnewnudlfunmuuy Abstract wuvdautu dulnglfasdunilugradiofiduge
yesnsFuiialeny wazinuidudnuazding (Arcade) Turammsswd 70 Mnszandud
fouduognann inuiiAatuluasd 1970 wsdivunvennuroutiadn uanduniwnsiiin
Tunuy Abstract insiganntedidalueavesgunsal (Hardware) vilvishazas Tmgena 9

wazanmwIndeu Jsgniliiseudng UJarvinen, 2009, p. 124)

AW 2.32 AwRIALNI Pong (1972) 7iguiiu Abstract aghadLau

fi1n: Wikipedia (2006)

LINES ~OO0O1 =

A-TYPE T _
DR
QOO
STATISTICS
LEVEL
oo

Lil

ﬂﬁ‘l/\lﬁl 2.33 aWankny Tetris (1989) ﬁ@tﬁﬁlu Abstract 8819TALAU

1'71|m: Youtube (2014)
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2. Stylized (Fuasie) \Wunsiinfifinnusiuade wulumsiiauennulannuvesd

azavsoingluny Maznaniuinian (Egenfeldt-Nielsen et al, 2015) tiiae1nanly

£
= a

sUsuviidunAuasudy wazgaunsainlldlavaneiBlnsvuediuAalu vietneanuuud

Y

Ul fedunsiinlunuamneves Stylized agoonuniivdediuseansam Atuogiunis
ponuuutzanunsndnaiy uazihanwaulalugnisiduie Gameplay uazandeagiuly
Tanwasiny amluzuuuy Stylized Hansnsoldifievidliluam vietngiu 1 \Fayuuesiilan
wiu Inglddadou viorateussenniArenLaNdmsedsedslung (Masuch & Rober,

2005)

Al 2,34 WANNY The Legend of Zelda

fian: R, Mérquez (2019)

Jarvinen (2009) lenafisanuninwu Stylized 3ndumilouduuuivesnindaideu
(Caricature) fdunsiiauenimiazas vienstiaustngiigniligdetulunisuans
viodoasliifudnunsduedeiniauanniian nsadsnmunilulusunsureuiomes
aunsolinsuneinin viensiuanadioududulunin vldmsdiaueidomvosnin

Tuwuniduludawesrnududlviaese (Digital Art) unnInlugluuudu
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AR 2,35 Amarnina World of Warcraft Classic (2019)

fisn: TF_GantaroZX (2562)

JULUUEREEY 9 TIoglULUINIVBININWUY Stylized
2.1 Pixel Art Wuwmafinn1sasranineenaunsasidundenldluinlomny

(Video Game) Mvsusiawat 1970 Taufisuszanad 1990 saglurisaaitunisadianugn

[

Fielrnaninalulsnaninanilainuazdenraud 1ty warlddlawa 256 8 iWunaling

[

drulvglugatuduguuuuiinea vsenidniuluiio Pixel Art (Keo, 2017, p. 15) #18874

1 [ ' 14

vounuildsunuudavsineaidunidn uazgniduiuegiiniiewinedany Super Mario

Y Y

Bros. NignaseassAvuunlula.a. 1985

N CNENENEN

S = [ fim 58w O e O Jiim O e SN fm O
VR i P i

AT 2.36 ANy Super Mario Bros. (1985)

fisn: TF _GantaroZX (2562)
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a

Tudagiu uwlasilusunsumeuiinmesniimalulad wazanuaiusalun1sasnanin

De

g9u amluguuuu Pixel Art w3aonagniseninnualad 8-bit Adansmuiiulalunudud

Y Y

wainufasnsuuldlaganiuguuuurzongnaeiialalugaiiuieny

AW 2.37 AmannLna Sword Of Xolan ﬁﬁ%auaiugﬂl,wu Pixel Art

fisn: TF_TenEvolution (2560)

2.2 Cel-shading n3a13enl@dnTeniladn Toon Shading 1uyUwuu#ld

v =)

wiallan1sasenm 3 87 Tunisuansanuddnvesnimliguiiowdu 2 ffuuudady fens

a = A !

Y
198 nsliuaaawuuiseude (Flat Color) uuing 3 U6 FaRedn Cel-shading H#11191nA1T

[
a A

asanmmenisailomiloulunidsdeonisou nsdinalialliieldeuluuIURUUYDININ 2

1% (Keo, 2017, p. 20)
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AWl 238 ANy Guilty Gear Xrd WiguiigudiavassEnineguluu 3 {R
wazgUwuy Cel-shading
fian: Keo (2017)

Alulug Cel-shading Wuaglanannun niaesnsleaduwuutnauwn lila ludn
da11n wazaImLuldeLdeu (Caricatured) MAUATY wazdnldiduvouden Feviluinunld
JUWUU Celshading dfianulanwuaeinmauuiaininuiiluuuiauass (Realistic) 9819

IoLAU

AN 2.39 ANANNY Jet Set Radio AiflwunAauzlunmuuy Cel-shading

ﬁiﬂz Frank (2017)
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2.3 Cartoon AmnsfinkuunITguAsn1siLauesiiagAs (Character) Uag
an1mwInau (Environment) ﬁ@JLﬁm%a amae waghinuidnuiiowdunmluuuigin
mifsdoniigu Fafnssiatudidonvesninlusuuuuil 3Uuu Cartoon Hssanauuuy
Cel-shading nseialdnsusinvesd wasiaududeuvessauuu (Model) 3 SfnTunia
sdRziinNaNasINInnI Cel-shading Tunislanaasuaglalan (Highlight) (Keo, 2017,
p. 21)

a . A & s | a ! %
AN 2.40 AMNANNLAN Firewatch ‘VlL‘LJ‘uLLu’Jmiammmm’mamiw’mﬂ’nmﬂmﬂ“ﬁLLaﬂL\‘ﬂ

fia: jmaturrell (2015)

Y
a = o

annsinlugusuunisaudsnsgniaunluluiienieiiauasdu dmiuiivau
sulszanalvguindu inunisguadelnddnlianuddgyiuanuasnuiasusseinie v3e

sUsuuRmzzanduluvesgoaniuudnauiu (Keo, 2017, p. 22)



63

AT 2.41 2 MRINNY Firewatch Muuwansauusiinamanas@innsldieade

‘ﬁm: Butterworth (2016)

3. Realistic (@1259) NWlLNUNTANUANIZS ADNITHIUBLUUAIALATINY TPOWAY

q

anmunaey lnglifianuadieaisiuaruduasanniign Realistic nanedunsuddAty

Tuga9¥ 1990 Weonsadienin 3 48 naneiduuinsgrulnddinsunsifinnu fdawstusn

N317NgULUU Realistic s"fqmLﬁugﬂé’ﬂwﬁﬁﬁ%u%auﬁww%’ummaﬂaimj (Jarvinen, 2009)

WINS: 02 ' WINS: 00
LUKANG —_SHANG TSUNG

AWM 2.42 ANANNYU Mortal Kombat 3 ka1 Realistic wuu 2 fiilugausn

fi17: Wikipedia (2018)
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wfi113U8UY Realistic azidununiwesnmiiluidureu jUsuuiigndrdnedenn

(%

31N1309v099UNT0) (Hardware) kazn13iau (Gameplay) 1y nsrlnuuvanasetazle

NAGUAUDINANUUINBUINUYINLY UBNINNRNITASININ 3 TR NaNZITNLTIA1UIUDS
I~3

Junsguiunsideslaniminensyaaidedddaiuneteulunisadnuniu wazgunsal

Aosmmulimzauundy Weweuiunisasennlugiuudu dsdunuadoussedlng

Jgnitunlasuienvuianand Wandwwalng wnundusuiidwesnisgunsaifaiunse

sosfunIsuannananaaiuld mewniideilbinmluwus Realistic ldusinglimulung

=

yulnsAniilete (Mobile Game) kaztAsawaununnnn (Handheld Game)

‘«“t:ﬂ,. .
, W

K
!

h \

mwﬁ 2.43 a0l Rise of the Tomb Raider IugULLU‘U Realistic 3 &

=3)

AnanslmiutanNuaNsILIn

fa7: Towell (2015)

Jarvinen (2009) IfiGendevesusazsunuuunneisly wafinmuadeiuludiuiEos
vossyd g lunsiayuuuy il

1 Photorealism (sUnvumilouase) WurildlunisAnwidadefidnsdedanis
denmiiunisatenennnumiiousts MFuni1n15199A1MWUY Photorealistic n1511
sUuvusnldfunmlunusiunisaislaenesfinefifterdnnmildsuuuuamanaiimiou
9391300 a8 (Jarvinen, 2009, p. 121)



65

AT 2.44 71WAINLNY The Tth Guest (Trilobyte 1993) Mildn1seneynase wazgnstily
Tuiurdauuunsfinvaany

1 YouTube (2014)

TugalagUunin1sianANAIntreITsuURaEN15YNUYRINITNABNTIWDS

[y

lumauiiweitusrldnisauwiunsannsznuvesuadiuinsslunuiuy Real Time Tuns

avviouuaneenilaegauase vliamluinugavu

AT 2.45 NINAINNY Assassin's Creed Odyssey NHAALTIAALUAUAINNAILLLEY

A1TIVBNNY NN UNUTNITOBANINNADIUNDT

fa: YouTube (2018)
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2. Caricaturism (FULUURBLAEY) MWABIEEUNNNEDY NNdoldguvesitazATIay

Fogy wuldlunisaunisawnily warniaudedeulneianie lunndedeunsidudunuves

=

fazassaingiuitefigaiiazyila idunsiauenmiazas vsenmsiiausingiign

9 Y

bigiredulunisuans viiedeansiiiiudnvauzwuedsdnauuiniign Uarvinen, 2009, p.

122)

AN 2.46 MWFLULUUINTTE Game of Thrones NENsLgRdAveIfitarAsliANISS

fan: Jacob C (2016)

3. Abstractionism (FUsuuwIssH) Awlunwidldlidunisdnassiazasuse
anuiliieliiAnnisandy wiednfedeiu q Wide widunisldgusisgunsauuuitglunis

a3 N unnudugusuuwusssulagauysaiiuiiliassuin Uarvinen, 2009) Al

AN

o aa . a & v
ANAABLAN Tetris Lagind POﬂg WLUULﬂﬂJqu@LLﬁﬂ i mﬂ%g‘dLLUUﬂ’lwumﬁﬁﬂuLﬂNQQ

Calle

Y] I3 v Y a & a da 19 v a v A Y a g
9 ua'ﬂu&ﬂﬂf\]ﬁLLUUﬂ’]{LGULL‘U'UE)']\‘i@ﬁﬂﬂﬁ\‘ﬁ/lll@E{JJIVUﬂﬂ']WG\ﬁQ@@ﬂVLW LW@IWLﬂ@ﬁ'ﬂq@JEaﬂ

ce

9
(% LY

LNUGAUTENINIAULAULATH N LSduLﬂugqumé’fwﬁTuLﬁa
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=

AN 2.47 AWlTaUINsIIUINNY Snake vulnsewvisiafia Tull 2006

i3 FreelanceFG (2560)

AMNLUU Abstractionism dusinisdiuntalunudeindadss AasulewnelInutseail

anunsanula N lULUeINITAS 1NN ATIT 99513 11NL NFLESDITIIHIUNY N15ES19LNY

A vae

Mniflemvesdossiiduiiiinduan nadivant faras Tngdswes dosUsznouuas
anmuandeuluiny deslinisadieliifususssn (Judefidearsiaioananduld
Abstractionism suifuiFesieafunisdaes vienisldsusnssunseegieuiads dedudslal
wangdmiunisdeansifiFessn Wemn nmslénaddeslundeutunisidunuesisly
tlagiiu (arvinen, 2009) sunutlunuvesumssaulunudsenanareiduudiFoasomilli

Anwvsenais NeItusUiuurenisassintewny (Jarvinen, 2009, p. 124)
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ATl 2.48 AMAINLNY Geometry Wars: Retro Evolved (2016) Mdunisldnnluguuuy
Abstractionism 7viiRaatannTuaINAIstdkadnanla grivade

‘1'71'm: Devore (2016)

Snuilsuumneeansadanndiienda Stylized Realism EULLuuﬁLﬁuﬂwiwammaﬁu
STWINANUELTY wazAuddlng (Anhut, 2016) Aenslddndiu wazdnwauzn1enIginia
(Anatomy) #ilalauass uadafinuausseunnninftazidu Abstract w3e Stylized agadniau
\losaniimnufAnifiuinuud Abstract uag Stylized dnnumnefiuansdagunuuiining
Al iadesdinsldsivasidniianizionzasnniu siad Holtts (2018) dauifiuinns
WingULUUANImlauTIIes Stylized azdreutdliguuuy Stylized Trinaneidu 2 guuuy
yilFd AL NIZeNE 9N Ty N15a519 MU Stylized Realism wilowdudauzly
sunuugnuay (Hybrid) dunslilusunsunesfinmeslumsiesuaiisanutdusidivadly

TuAuwmilauase (Anhut, 2016)
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il 2.49 nmidndnegluguwuuveannuiu Stylized Realism NfviaAuauT34

LAEANTANLAILALLAU AT ANURAUN1LNTY

f37: Anhut (2016)

2.8 ndiNAtU (Gamification)

SuduAnandunisean idesnisnseduliiAnnistedudn vielduinislum
WA Frustuntu Wiluiinisld Game Elements wipasdusznauvouny ileadisnisidiu
370 Lngﬂaqﬂﬁﬂﬁmagﬁumamﬁmsﬁﬁ?u 9 161 A1 "Gamification" w3aLnARLATY Qﬂi‘%’ﬂ%ﬂ
wsnlud 2002 Tay Nick Pelling fiflutindeulusunsumouiinmes uazinidersingy fil
Ienaneuniduiisdnogisnnlu 8 Usiounluau TED 91nnsthiaueves Jane McGonigal 1in

o A

gonuuunudesssedulanyiowsiu LLﬁZL%UGELGﬁSuMUQﬂBL‘%QG Reality Is Broken: Why
Games Make Us Better and How They Can Change the World. JoRnTiuYeY Jane ﬁqqm
arwaulavedlandisnisiuid dusagunariomedifiauldlufunisiduny World of
Warcraft (traditional online game that has been running since 2001), 5.93 million
years could have been spent on solving problems in a virtual world.

¥ 2011 tnifevesuniinederedeuuldduinndonnainnu “Foldit” iWuwny
mMsszaunusumLTufiefieuruauneewangitsilliszydetuiu fussgla
Juanuimiglunisweneiuiiagienudilainlusiuedazsdnaiuisaiuldlunisg
siofulsrendliagiils Ansauiifgn iauladhiiutie 46,000 au Fsaudnilugjdulis

AMULAYITDINUNIIPIUNTITUANELEY eliatties 10 Yulunisledsauiuninenaansly
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wantuis 15 Yaglivszaunalidnsa nisldinuwuidnidudssnniigniaudulaed
ingUszasAioysinduinuelunumie 9 valdaiulagnse gnisenit Serious Games &4
2 ad = Y] a Y aa ) ] a0 - .
Wudsnisudslunislanuraanisaundiiadunnld a1nanunuieiin “Gamification
means the use of game aspects in activities other than just pure entertainment.”
(Gamification, Inc. Recreating companies through games, 2017, p. 9) WnTWLATUY TFTEIRN
nstdudyuvannulufanssuduuenviienniieanuduiiiaiieegiaiey saude Asnisly
nalnvesnungatunisuiledynigal jiRviemofmanguysodyuiianiziaizas

o A

! v a o = ° a aa o 58 v A v
Yayaanenanidfgniinisiewuifnnudlinduindssendlife liofainIs
nszAuANUaula asnnugnie wazduasulvdiduianssuianginssula 9 aud
HOBNWUUABINIT (Simbes, Redondo, and Vilas, 2013, p. 346) Ingvluudunudiinduin
Heudunldiuianssuiienansliianiuuiie 1@y N15NBUAININIINLUUEITID N158U
v [ 3 =) =% [ £ v ¢ a a v ¢
Toyas1s 9 vuiuled visen1sineusy Wudu (wdng wuey uassiln @ansnasni, 2016,
p. 332)

Tugnunstanlelugagsie susuuveandiliadugninluldlaenaieusen wasvane

1 < A A = S a ' a P ! a

wirga lumadumadeniuenuiislyainuuimuuunsiy Tngianizegeuiodauaty
Tunsusunginssy evhanuddnmalwladlug o wuenustlumsdeuivionszuiuns
ANy wazildsuandenunle wisnuidwinduizesfiiiaunauiu feanuiifensos
nsrAulAnANIANUNIUIN MsAUMIYINYeNs 9 dauyana N15Rssedalunisiauite
afawsagslalviuandnau uenantifegninluldlufanssuniniseainiieasianisiidu
] i fa v % = Yo ] - A v a
Swsgniwusunaudl waghld sautmslasuvesnedandlusuuuuaiion wagilaase
Wialin1siaty 9 ussananuiasly wu nslitnsazauuduiielignAuduazay Nlasy

X o v o [y v a < v i . .
INNIsToFUANIMANTUYRITITA N15duaaInBelya Wudu (Gamification in theory and
action: A survey, Seaborn and Fels, 2015, p. 16)

g1analainlaenily infifliadugnihluuuldivanugnsaliinestesiunisaing
wion1sUSuldiuTesvesUsraun1salild (User Experience) fundnsiniei (Product) 1o
HANSUNNTL NITUTNIT WIONTZTUIUNITLA 9§ NANIZLAIZAS MBATEUIUNITVBINITAALUY
ny waznalnuawny Liefanadld wewdluleynisie 9 (Gamification by Design, Gabe
Zichermann and Christopher Cunningham, 2011)

wuAgiuluyuueswes Yu-Kai Chou fivenit indifaduperinyrveinislaiuain
ANNAYNAUIY LazasAUsznauveIn1sldiusiy Alaaindiny waztdiluusuldiulanaig

939 nInanTINNeneolMAnNas1e ¢ (Actionable Gamification, Yu-Kai Chou, p. 8) A28
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Ws1gI1ANaNsanlaaureny Aenishidiauiidiusiududaniegduldidutis
LAY @319ANdNTusTEnIlEY wasiauAngninlunisasisassAveiauy n1sld

1%

wnfifindunaiuazdislunisesnnuuiduiiionisnoulandfldsudundn
(Hurnan-centered design) weniileluannniseenuuuidudenasldaudundn
(Function-focused design) lwnélswnfianisiaunuin msiaududsiinsmds ynauansa
fazifutinauny videlimuguiuinald indfadudunsidnvesmnuayn amuiy
flgarnnu Wiluldiuiden viuniiundess qliddnuiaula Agalauindu dedunis
Susurenniifedulilddunnnisidesdusynouna queany widunissuduiunisadis

w39¢la

1%
1l =2 1

Feaudsluagduilnsimupanumnevsuniifindundalifivuegradunianis us
duiilaldtawundsnanindunisineinalnvewny udszandldiuuiun (Context)
dll P~ L 1 aa % M v oa [ v 1 & v 3
au 9 lluny indiedulilaneisunsasriany walduldesausznouanueuan LuImnig
VOUNY UAZUUIAATIABITSIUAIUININGT LazLTINGANTIUNIAUALNTINAY INOEF19IUN
duasunisiidiusinvesild WewdsuwlamegAnssy niodeuiunsdeuiseds Wunisldy

Y] cay 19 1 a a P v = v sa
susuuinufuaniunsainlailginulugnaivnssunsegsianng o welalaun@madnsy
fat1uuneld (Robson, Plangger, Kietzmann, McCarthy, Leyland, 2015) lnadounnmig
51119 Game based learning war Gamification @13analadnniifaduiiufinisiauivelv
AnvinwensensUsuasunginssuvaadiau wasvinwensenginssuiiavuiululivied
Haluddnasanluingadesiuing @ game based Wulunisiauinuidlaluing $1599517
& ~ ¢ & v v ) & & Moo ‘:4' 1Y
WonmluinuieUselerunseanunmditudununiuilontty 9 Ldlaselunnisfuny
nsunledeyminegueniny

i duidunazidunaulaluresnddlunisirunldaudvusunilaleny
(Non-gaming context) siatksiluaast 2010 (Zichermann & Cunningham, 2011) Auaula
Tuisasweundifnduiliudulunniuil Wunauiannisiwuives 3 ¢ (s it all a game?
Understanding the principles of Gamification, p. 2) A®

1. 9NN15LAULY wagN AU TUURIRARIMNTTUNNABNTIMDT TuYa 20 THIULY
tneanwuuny wazlinide lalinsamuegididesgdAglunsfnwiiioranudilafeses
vasdefiviiinulunfgale (Engaging) wazUszauainudnia (Successful) 1untu
TudulauFmgud wasnan1sAN¥ININNIENITBBNLUY kaEN15IANITIULT0IUBY
Usgaun15ainisiauiny (Gaming experience) 53184050 (Framework) JUWUU gy

NINTEAUNITATORALIRLEULARZ AL
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2. punsvatevedlediaiiiie wazgunsalindoun suwdaiumnalulad Alddasy
sURUUreIN1slamInlun1swes sl aunun wastUdsuulasguuuuvessvaunialld

IUAN 9)

a a N

3. 99ANTAN 9 SananemiuInialualg waziiuseansamiign Tunsidnne Seus

q

wazdldnsnasrengfnssuveminau uazgnAliuiniu

[

< PN o = o 1 vy o1&
drauilusingiuveniiiadulunn q ssuvddungawdiwsegalavesiaudy

Y 49 9

' (%
v v A [y LY o

Wumdeuraans dalunisviaudiladusgdlavesfiauinludsdidgds Tunisasns

o

syvvvenndfliadufiussauainudnia (Gabe Zichermann, 2011, p. 15) wnandusadna
139951977 (lenesandruusznoundnvenny 3 ee1e AArmaynawtu (Pleasure) $197a
(Reward) waztia (Time)

nfifliadugnldfuaniunisainiieadestunisadieassd viensuiuiives
Uszaunisalyfld (User Experience) voanansiaidt n15U3n1s MEONTZUIUNSTANILL1E A9
FroarusilafiaenseduliAnenanalludewan nmsdmavinuzdinyana vionsiidusa
luuresnefanluguuuuiaiion viesslafildaiaiolfnudise uonnmnuiifigayszasd
N8 (Serious game) ud7 nUsEAIATRINTEUIUNTINITAdultlaunetanislldu
salunuiniu uwidesuludededefidussansniwena q MAgdes Wy Anunw naln uay
m3fuedeu (Dynamic) iesaswieldsuwuulsslesfidideldmeiinsvoundiladu

(Vianna Ysmar, 2017, p.17)

#aNN15YUNULARNLATY (Gamification principles)

nFunIseenLUUNNTiFeRTeds warianudiladesfundnnisvesnis
aamwuﬁﬁﬂﬁﬁy 3 A1uf® Mechanics, Dynamics and Aesthetics (Hu Hunicke, LeBlanc,
& Zubek, 2008) 1 finshusulddmsunsesnuuunifeduiiieadostuludiuaes
theenuuy wazglay eaidliAanadwsvesnstidiusiu uavaiisassauszaunisaliinu
wwiAnveuny lnagnimunduy 3 ndnnisvesniiiliadu (Gamification principles) gravat
(Robson et al.,, 2015, p. 3)

1. Mechanics

Mechanics #3onaln ﬁagﬂuwﬁﬁﬂaamwm)ﬂﬁﬁaa%ﬁﬁzwﬂméuﬁm%’uLﬁam
s 9 Wumsimungesisneidaeu ngunast MvusaninwInden USun dnuazyeinis
nauld (Interaction) s2ufsveunan Iuzn1saiang q fazdrunldlunisvinldduny

dudsenaude 9 wailaziludinvueliinguuureanisaiufianssude 9 2u lay



73

v Ay ° ™ a ] | = v
ﬂaiﬂLﬁaquc\]g(ﬂ@QQﬂﬂqwu@ LL@%QﬂIﬂ@Hh\IMm’iLUaEJULLU@Q%WJ’NH’WL@U ‘Vi‘é’aizﬁﬁl’]\‘i@lﬁu

LARTAY

=Y

Uizmmamalﬂgmﬂuﬁu 3 WUUAB Setup mechanics, Rule mechanics Ly

a a Y

Progression mechanics @amanfialududiddunnliiuemesiung uasiuiasoes

o

Uszaumsaliilasuaneanudunusag n1sivun key parties JUsuunsidneu suwuunIs

[

YULVTOWN havkilalus Ml Nasinmenisalozlstu

[J [

Setup mechanics gniisaInduiiivunanmuIndeuvesUseaunisal Aenis

Amuaddddanisi nieldaisdl wazudasFaduazgnuanine viegnldiudiauudazau

cal v

agals welviiAnuszaunisalifesnsiigiaulasu (Elverdam & Aarseth, 2007) 19U 13

[J

Mnualigiaudowudaduivegils nTuluaniunais visanuialou wemseidungu
[

Wudu nsivrusluisaanaldagiinasnaninsinvedluusunvaanisiasulssaunisalainen

aa 1Y) ~ v o % % aa o A o . . . A o ] Yo
fadu nseonuuuTsiesrdlidlAdenud (Spatial Dimensions) e vuaIN1TaglasU

v
v

Usvaumsaitu q wiatunssgal Feiduiuiiads (Real world) iedufiiadiou (virtual
world) wazdiimnslan (Temporal dimensions) Tun1saruauinidelunsisaziinguuuunns
wunuule vionsldsuuszauniainnsiduasiAatutadluutie lidesdulusuuuureanis
Tanuthaianass viemslduuundn (Tum-based) nsiwmaldinisiauinisiuan violid
Auan niseenuuuulasaemadenvosfiauitlasauld wanganfunnduiuuiemie
wuungy sudaduiduivausts AduiletunSotuauinly vieusnseisnaauiuszuy
(Al (Is it all a game? Understanding the principles of gamification., 2015, p. 5)

Rule mechanics lunsmuuauwuifa wisidmuneveanislasuuszaunialingg
anansnganansAvresnslaliednsls (Elverdam & Aarseth, 2007) Wustsnisanengunausd
Msiau NMsnsevifianunsarild sudedetidusg o wunstivuanan Weadinnnunasu
fugiau vnengunasiidungmied waziliiAanauuuidefudediay iwunielddeya
witeufilunisiduudazads vinguasiduuuuldmed lnsanzedsbuioosduseney
yoslonalunisiiaiusmlunumig 9 ‘1/1'%@LﬁaﬁLéulé’%’Uauaunm’hﬁéfmauﬁuLLazﬁ’u

Progression mechanics Tu@duvawniiiadu Aotludidaasunisyaus
Uszaunisalifu 9 wuwginssaiienisassuglivesssta asdululdunniiay Progression

mechanics Muzaugnidlunisiuanudululdlunisandung vienisiauniissuun

nauimune Wegiuinuvseandunuluausuevseussgdmune
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' o ~ | P | Y] Iz & &
2819l5AMY Sasveenalnagrumedluiiesnalunisasisassausyaunisainasidu
Msfegele Weads vseasuudamgAnssulidulumuingUszasdld desUsenaulusing

19 Dynamics way Emotion

2. Dynamics

Dynamics #3anain n1silasulUasiiinfuians AoUseinn anvazngAnssun
LARIDBNUIVOINIAUTENINNITEY Feneiutuiu Mechanics Mlunalnanngeenuuy
& d’( . aa [ a é’ Ay o | a
R9UUNT Dynamics v undiaduaziinduainnisigauiauluniunalniigneasniuuun

. Aa X < a = a ] o =]
Dynamics MAnTutdun13esuiefanginssulunisiauny uwagn1suaninsn n1saneu 7
WVNTUSENINNISIEU (Camerer, 2003) Wwuluusunvasanuduiny Mechanics vaansiau
wuumateau (Multiplayer) Tunasiautnaln Asn1sduln trick-taking n15219AuRU 1ag

| . dl -qy 1 [y [y 1% [ o/

wANE193IN Dynamics MNATU WUAITUEY N15ine n1sauauiu wagn1sneliloedn Wumu
lusowaundflndu Mechanics agragunisiauiidilassasiwuuduity ausaiilug
Dynamics ag19sumusnile luraziinisaunuuiduauiey 91911lug Dynamics wuudl
< YY) VY [ VY] d? 'y aa Y [ a o %
Jumsuanadulvizdnudatuiuuiniu Dynamics veuniifliadududsiisinazainmils wag
ansatldngingsy wasnaduslaeluladsle tinTuiesmiusssueid Feoradulans
N19UIN YIBN1NAY Jesnuuuindiintuszlisinasiineslstulaegredaay deduninuii
MYAMSUINDDNLUY ADNITAIANITAIUIZLANTDY Dynamics AN ¢ N19gd@111aLintu wag
W U1 Mechanics 1ilaUsgauni1salagranuzau (K. Robson et al, Is it all a game?

Understanding the principles of gamification., 2015, p. 6)

3. Emotions

[y }%

Emotion v3eensual Aesefuvesaimidn o1sunivesinle uazujiseriusinglu
myfidunsazaudomnumariuidusulusraunsaivomninauny Emotion Wuwa
unanMsTgiaudunwszUUnaln 3o Mechanics waznsliinifu Dynamics ensualfile
ndsraunmsaiinunuesduanuayn uasfsgala Heluseduves fiduenalaidiosnisndy
Aodwaniinliddnaynauiu n1sadisanumdnnduvesdiauiansgnuesindudivuneg
vilefidiey vesnsaisliiAnnsiidudmvesfiaudmivnmsoonuuuindfiadu (Sweetser
& Wyeth, 2005)

AwAYN wazAuinaamauasainduldluvats q sUuuuy o1sualiidudnu

UVINAN 9 LWUAMNAULAY ANTULIAY AmnuUsenaiala uwlanla waznislasudevusinile
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< - =3 < ! =% ¢ Ay =2 v
guassavanany luvaeiiniuauniaisazidudiunilavesdssaunisal Ngauianlaain

kY

=) ¥

915UNTIVAINYAY IHTINIRNUTENN A UAUMEY [WUANNHAVTIALIT 138AINATIIIN

nshilesusnada

Gamification Design Framework

9198991A18nN1S The Octalysis Framewrok 989 Yu-Kai Chou Q?iqmﬁ]ﬁalﬁ'j%ﬂu
Fimnsiundiindy Aldsuniseensuuiniigalutlagtu (Gamification, Inc. Recreating
companies through games, 2017, p. 17) Yu-Kai-Chou LémmﬂﬂﬂiﬁﬁLﬂmﬂmﬁau%nﬂ 9
nufvszaunNduse aziindnduindeuiidify (Core Drives) figslalidunazyinfansau
sina 9 Tunuidy 9 sadsrnuuendasluiuresmaianisudnsu nszdulilauny Aunnsng
U vnUAIENTEsILsItuAIale kagnnsaseeuna Unenlen1sdans wagnisasneni
vadlva Sufufiuveswesnisadre Gamification Desien Framework 73endn Octalysis &4
nmanaaedld Anwuazusuus wuimnediduniseenuuuasiuegiuduladundde
mnndwﬁ?uﬁlu 8 ‘Viéjﬂ‘ﬁj Tu Octalysis (Actionable Gamification, Yu-Kai Chou, 2017, p. 23)
wdnaa 8 duldun

1. Epic Meaning & Calling

dediaudeimanuimawiludimadugniidudies waz/vsedudgnidentsiin

'
=

Aeth o wWumane 9 Auldiaanluiumslateyaaslu Wikipedia (@5 ynsueeulal) Fwmnau
szmsuhmaiduidlilgsudmeuunulale wiidwihsdelubes q aumatusazinaly
ns9i videuiinveunisladeyaluaisunsueeulat mszideitmnnddsiuiednw
psfmSvomywend Foidudantdvgnimues Wisuiedumsiaun ludlauunsny
uresiimudundeduay dwalifiaudodnuldsundsiauiinudulild vieddnii
Praleafuinads q Aldvesfiausondduiny Avgiduussdu nsgduligidudu 1 $an
nseieIesuiiaziaunuroly (Actionable Gamification, Yu-Kai Chou, 2017, p. 25) %39A1T
fffauldvinunsdansedisiiinnamang msldvindleusslevivesiiu vseusiuinmsnsesinie

! Y a Ao oA < aAa a Yoo av M v CN Y Yo a a4
Aelianangdngniauesduludingss aruidnildlignUadulvi dmduusegdla

o w

ARANEEINTLNT U ALY

2. Development & Accomplishment
o dunseduannnielu lunisnsgvinisse o lWlidami mswauinee n1s

Us3glumNEINNsaRe 9 saudenislasuderuzainanuyivienaats anuiimieendu
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dsdAey asenmsiasudy vietleetararae dmlauntuaglifianuvunelaedudann
UnAananuyiimelunisiaun lnenrani o lluddsfivansdsanudisaenalawn Jy
(Badge) 6285197a (Trophy) w%aé’ué’ulumﬁa{{ﬁw (Leaderboard) 1u@u (Actionable
Gamification, Yu-Kai Chou, 2017, p. 26) \lumslavieslsasluuwarddniiunainnisnsein
Wuviudl felaindulsslovunlasulusseydu (Short-term Benefit) nslAlAnAuE WY
a N o & o« v ¢ av Yo
n30ANUTBIBIYIINNITATENUY Delaindudsylevidnlasuluszezen (Long-term

o o/ v = aa 1

Benefit) wunaUnaAtuY® Nike Plus @1sUns19dU TuiinA1adifiang o tNeadun1sis

[ Y <

Y A A aa A N v v o o & v
vould WedladiuSeuiieulvigldmussAumaiauivesnweddunn 9 Jufasdunsnssiu

Tmaslalnadu Aalesvu msredldddnindnisiaundu sy diunfelaindulszlovy

Jzezend Aen1stigunmAainnisesnmianie $1annewlawss 1Jusu

3. Empowerment of Creativity & Feedback

Tudedauiuldtadedidugniiliddmnlunsadiassdanufnmindenuies
1¢An uazaesddlvi 1 fidumdiiulifiswsfesnisilazuandifiuisnnufnaineassdves
W uRgasnsiunadniuesnuRnadEssEiY Aenslésunaneundu (Feedback)
wazldusumuiiansiaunde 33nstanlesumsosnuuuinliauldednanunzan wazi

1 a

TfiauAnnmaieassdls azansaviliinufimsdnduseluldsesuesgiaues Taef
tneanuuvlidesnosifisiiion viefnssuifioaisanili wasiilofsgaladiduoy
AADALIAN mmaqﬂﬁ?u%mmmﬁaéfrﬁuiﬁtm (Actionable Gamification, Yu-Kai Chou,
2017, p. 26) freghsludei wWiluiny Minecraft Affiauarlfsunavesnnudnaiisassnain

| LY

ATASHANUMEAULDY zaRnuNTusUTeTls ITazianeladunauunsell wazlasuna

Y

£%
[y

RoUNFUNTUREiUFUKULVBINUTIaZ1aTy tnuasanliulusmedigiaues
A v v a ! A oA Y = a I3 a aw
nsfnedldauan nssamdionuienddym wistovurn1sia oralunishanfes
Tmnusiudeandiazasoulunuundae ldnalafinianils Afedumsadisassnuleies

Yosiauinaideniiuguuule

4. Ownership & Possession

Aalannanduinsedusaraiausagdlalvitudiau Wesnnmnanddnmileulfidy
¥ves videldanunsamuauusdwneeld szideaunidnidudivesuisedis 151az
Fosnnsfiazity ewmunludisendusvediity lunats 9 tnuasiieafudud

(Products) #4¥8314 9 (Items) 530334 (Coins) Alalwiny Bnvisluszuuveunuigiay
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aunsaUsuwsisiazasvesnuwedls Wegiduaulnuliardumsuiuussiiazasiaiiounes

ALY (Avatar) wanwaazddaniludnvesuintulaedalud@daeuiy (Actionable

Gamification, Yu-Kai Chou, 2017, p. 26)

5. Social Influence & Relatedness (Relatedness)

puddvsnavesiauludiny Weawsduheslsneguugiuresrudaiuvedu
wieviheglsiieguugnuvesruieatesiugdu suesdusznounidnuianaeidudiag
19 v3enseaulvgaunseyinisdig q vansviduugdy Msgeusunisdeng n1suanaiy
Aniunisdaay anuduninies uinseiansudady wseauiandaan e wiuiiound
ANuaNsavidnuie vislaludweduuidiiieuninned waggnudnduliosin
o Yo - o o & Y d A a1 o vy A ¢
1 spnlasuimilieuiu Aslluansliauiniiud widlnaday @an1un vseman13aine,

annsadiedadldednsls (Actionable Gamification, Yu-Kai Chou, 2017, p. 27)

6. Scarcity & Impatience

I LY 4 q' 5 1 I~ I3 al'a

Juidulunisfeanisdaiu 9 wsizdnduveameinuin Wuvesniawanizyans
Y =l I~ A al 1 v =l v a Yao 5 [y [
i seludanldanunsalaumvseussglaluiui vate 9 wnuldisnisdaiainislasusieda
wius19iansaweluludn 2 97lus AuasakalInisasldanunsalaunedsunee graunluviudg
Juwsansgiuetamildifidutufniedniu 9 egnaoanald wsendinznainlenia in
I Ay Y Y = A & a ) R .
Junadglauagdosndudilussuy veinuiaiudwes sieaynasenilonia (Actionable

Gamification, Yu-Kai Chou, 2017, p. 27) wumsdndiieunnasusisiausedriu sy

7. Unpredictability & Curiosity

v v & (Y a 1 1 = e £4 a1 ! [E7
Ay lila Wundnnisiwdueustgamilsnfgalinuddiugy mszsldih

(%
[y [

suineglstuieoly Wounegldlaifnvu wieldunegadusuuuumiioutiunnass aussay

'
o v

gniibius waglinnuawladudsiliaiede dedmannistiilundnd Agyiiludomas

o

° va & Y Y] o A o A A Y ' .
Y8N35 RTS8 uN1sguilaniesuntsdeistesininausely (Actionable

Gamification, Yu-Kai Chou, 2017, p. 28)

8. Loss & Avoidance

msvhlgiausan vsedlddaauiviuvulnuduivioaglidusanisia Aedadu

a 1 b4 1 A v a = <@ o 1Y 9/ 3
LIBITTTUAN vLiJZLIE]SVLﬂ‘ViLL‘UaﬂIQ FIULHBRLAUAUNIININLY NLASLA UGN UANDYATUNAUT vu

Y
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nsfudedetaauasidifunsdludesgneoudviieuiuon Woduuuuiudidufasgn
nszdulidenidululumauen Wiy dufedudeiigdalvimanitesuegsfiazyinliiAnsa
Tunsau Tunmdneradunmsndnidesiiazdevesiifuensily TunwlvgTuineradu
nsnanidesfiazseuiuimnamnegiunadsumnauiiuiliivsslenidusmeanan
szuulupouil dudelufindy vidediduagianindmnaldldvinluiuil wiesdendelonia
Tudsdumaenly Wunstudonanuudadioud “foiauofiavlutasnasifadivindu” u
1 (Actionable Gamification, Yu-Kai Chou, 2017, p. 28)

luduves David Teodorescu (2018) laasUesAusznauvaaniiiiaduainin

[y 1

wniiladundunidniueg19ningnineeens Karl Kapp, Kai Erenli wag Darina Dicheva #lg

Y

Feudseerusznausng q Weadwassdszuundiadu Teodorescu Wsiusiudodfalu
Msadsassessuulvusvaunudndals 5 eadusenau (Teodorescu, 2018) fail

1. «mune (Goals)

nsmmualdmngvesnsiaung sstglgiausuiteussasavenisiay duas

I3 o § Yy P 9 o & | Yy Yo Vg o & A
Junsvilvidnfisneladielduszauanudusa Helidiaulasuainuidnvesanudusaie

%4 1 ¥

ASVYY 0§ v a v a' vy v P 1
U§3QLﬂ7V3J785U@ﬂ§3UUV|G]Q1'3 ‘V]']IMLﬂ@ﬂ'J'uJVH‘W’]EJWﬂi%ﬂu%ﬁf}\lLaUﬂ']'J‘Viu']‘lULW@I‘Vi‘Uiﬁ'@

9 Y

Wwnne oraduldvisnisussnaulumenaraidmnedniavaunsailugildmunelnglu

nsauny sudunsiibiiiansiauegweiie (nguaned 1datngede, 2560) feldindu

v

asRUsEnaUNd Ay slmAnauaynfsolunniny

2. n9) (Rules)

g1analatedninyienseiulviEiduinanufnasa@ssa lun1siaunuaIndy N
nasuazdesgnasutslielviaulaufdfiny datunisnmuangunueisig 9 st

e D

Y

FaLan Melusueansiay Nstiaziuy wseReuludu o ngunaannafesiienanisila
wazyiney sdeseaniseeniuungnasinalsivlunendueasy vietiaueaennaedluiu

[y

ﬁﬂ‘ﬁLﬁuamqﬂszaqﬁmauﬂﬁ%ﬂ%’u (Teodorescu, 2018)

3. nanaun&au (Feedback)
nsiikansunduseiau tneanizluseninenisidy (Progress) lausdoanssuiin
aueilaakabruwalunsiagluatmaineg awnsagnitauslaluaiesuuuy wuway

wansa@n1ue (Progress Bars), 56U (Levels), Toanulitnngdla (Encouragement Messages),
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awadaulng (Animations) Wusu Wudfidienseduliiindanudn nsnszvinilill

Tumesnunzausenisaniunisang 9 seliieludat g

4. 59998 (Rewards)

N1sEUeTIIAlvnUELaY ﬁa%qﬁﬂaaﬂLLUUizUU‘LﬁLﬁU?ﬁ%ULmuﬁm%’umm GE
Arumeendfiauldvunly sefaenaduddafléfusfifulssannetaaiiou wudy
(Badges), A¥huu (Points), n185197a (Trophies), tn 38 gy (Coins), M137194 U™
(Leaderboards), annuned (Stickers), famuluiny (Avatars) Wusu Taudesetadsznnd
Teululanuisenuaisedadudivan dnsvesutey Wudu nslimataduisnismidlunis
Wunsiidusau LLazﬂizéquﬂuﬂ"ﬂUauhﬁ%La'u LLazﬂuﬁLduagjé’qLa'wialﬂ (Teodorescu,
2018) Wudanszduiiiuszavsnwdmsunsidiausuninsfiomnly wasdudeiitmeg
wulilugaaudnglad (Kim, 2014)
msmsnsTalaeilutuasduluguuemisliezuun (Points) fnansieeuaninsn viedu
(Badges) ignuaulshifusisiadmsuanudnsafies waznssiii (Leaderboards) My

Y

INUATEAUVBIELEU

n1THaNKaIuYeIn1siis1edaly 3 suuuuildngnisenda “BLP” Wude Badges,

Points Lae Leaderboards) wazasiliinazanidilaiaindusisidaainuueaniiady

(Becker, 2014)

5. 439341 (Motivation)
usegalatiog 2 Uszian Aeusepalaannaielu (Intrinsic Motivation) fsnatnanglusa
AU WUANBEINTEENWIL ANUAANITTY WaAN3TIRnNd15e wazwsegdlaanaleuen

(Extrinsic Motivation) @7L131AN8UBNAIAY UK 1NTA NTATTLETYLEUYD

PINMPAITeNTUHuNUI wsagslannamegluluiingannniiuseslanunainaieuesn

vee A @ o ~ a 2 P a A & A Y a A
ANTANAUAINFRINNYULUIEe vSeldusTani1sia ednluusegilanuiasenan
(Teodorescu, 2018) $2uAU 2 3AUsEnaunaziludiutasulinisasisassmndnaduy

. P
Yraulaunniu Ae
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6. AudasElunisiden (Freedom of choice)
sruvvaundifinduazlianuaynauiu Adelediauidoniasidnsin viesiuey

muanuadaslhy wasuuianung wWmune ldlddegndsdulviay

7. ddszNazianan (Freedom to fail)
WLAAAURANATN NIDWWIUNITLEY neNAuaNmalItUIzluTnansznu U

sruunvian agyhlgaulidusimaudeluunnindewiialiaunsaauladn

2.9 Motivation in Gamification

nsfinwnAefuaaninisaiisussglalag Daniel H. Pink Iffiasanesves
usegdla warsnetaiunannmeuen (Etrinsic) wagiunanmelu (ntrinsic) Tnadewginssy
pg15ls nmsAnwandlifuiussgda vieseiafunanaeueniiesegiafeull
Wsanefivesnwnisiidinsin (Engacement) voaiaulaluszesiauu LazUnIRSaRvinle
Annafinsatudnu vieenand lddn Extrinsic Rewards usifievognafoiuainintiods
wdunssisgalalunsiidusumesidulfifesdnsszerdurinty Wisumioutuandud
annsavilgldRumldie dlifdalug uinatufides 4 mell wavdwaauseaudlunns
ya1ulngsan (Brian, 2014, p. 33) flausiaatefasiiiuusagslaanieda sunuulunisd
dudmuanaiu nalnnsiduifivssansnmagsiiiulaldidvaremanalunisiay uay

fvanevangisn1snagluivitsganunegaingvaanisiay (7Summits, 2013)

usegsladl 2 Anwauzdedl

1.us¢93¢lan1glu (Intrinsic Motives)

2 a LY v = < a a

wsegslanglududmanduainaiglusiyaradionssiduanai Anuda awaula
Auedla nsueaiunual aunela Auden1s Wudu dwine o dinanddansnas
NOANTINABUTII01IT LUAUNUNLAUIANTADADUTNLATIALALYY UaTATOUATIVINDE
3nAnfsenddns wazasdnsuiswianulunisaniunisildladisaneuununduseiie
Anuyniy winwAswiuanaldiieuarieiuihnuegraiui vieananarldinalils

=

faan1sitvuieidesvusnsalasustsTamdududusy winaslaanudianala Ay
aagiila nslafiufduiusnaiugdu dunafiieilusisTaudqludiveduies (Yukai
Chou, 2012) Wwuiiawslnanmnudisavesnuesadludeladsawas lasun1sTusudun n1s

a v a A I3 Yoo Yo & I & Yo a a a
assiasyangou dwmazdunssgelaliinlidnsalutusely fenislasumnumanmay &
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Ausanlunisuan waslanuavandsfilavitll Mietuluaues deilusieiailalaly

AVDMTOANYNIINGDU 9

2.u593¢lan1guen (Extrinsic Motives)

ngﬂamﬂuaﬂ Lﬂuﬁamé’ﬂé’fumauaﬂéf’gqmﬂaﬁmﬂizéjusl,ﬁl,ﬁquamimma%Lﬂu
MslAsUTITIa U AUl 91913 INesRuFtaIdes AL NIReNg (Srisupan, 2555) 1519y
gnisgalaliindddadmiaimszinsdesnsnazldsudmeuunuiioanunsaussgnisianiu
LLiQ@Jﬂﬁ]ﬁlﬂJmVIum’l’Ji ‘qﬂﬂaLLam‘wqamimLﬁamuaumﬁﬂ@ﬂaﬁmdnLawwmzﬁﬁﬁmmi
a & A a4« < o a o A a A < o
dwauwnuiniy Wedwiduusgdlanun fonvgiauiiuseia viedanazilunsgalaly
1NNTUBN

Tngranwatndladuladenauwnuarnnigly (Intrinsic Rewards) 41NNINAIRDY
WNUAINAUBN (Extrinsic Rewards) (Brian, 2014, p. 34) AMULANANNIENINEINDULNY

2 a ~ A o Y aa v ' ' 2N
nAeusnwarn1gly Wudandanylmndiaty JaNuwnnsnealanauaInn1sainay
wnuludgn1sdu o Aweuwnuannglusnwussisgaliaegls msedunsfgadiauly
szaudnlanagdnladiln wdueuduslddmeauunuainaieuanlunisisgalagdlagau uinng
v & a &£ A a a .
asrwsepslanisuenduiinduiinisuanidsudanauuny (Transaction level) Tu
VULLAYINUNITATINANMUFUNUS WIDN15HEIUTIN (Engagement) Huaunsavinlmtintula
FIUNITIAAINDULNY D81908AluSEyzFdUAUNITINS19Ya USeAInauwNU (Extrinsic
Rewards) wanupniuinudnlasgdessluiinislddmeuunuanaigludud Aty
(B a a aa, ) I | =% | v A &

widndeaensusuureunifindudulng ianludiuvesressalamdulssian
Y9395197aNMeuen (External Rewards) wuldu Foidss wisgns Wusdu welalaidulun
2995197891008 (Intrinsic Rewards) 5197a31nnngusnliaunsaasisanuuasukuadlu
seazebe WSsuWieuiun1svinauludingss assiansundsianaInbasutaua livinaun

wiliiveu ussrldsurmmeuunuguluaesvinaniilausnd Juilegliluirwiuuiuiy

'
a

Asfinsyduanuaulaldifudusiuusn uideviausgdannaely amnudeniglinelafy
NuiivhazAoe 9 Wusnty fenaaviisvswadenaluszazeiluguauld (7Summits, 2013,
p. 2)

wssgdlannanelutiuagnssdulfisesnviuddadmilsiisnidnvevesauiiass
Pink (2009) aguliussgslaiimnarnaelu (ntrinsic Motivators) i 3 asdUsznoudRayves
nN1379 113 (Three elements of motivation) f © Autonomy, Mastery, Purpose G?iﬂ

L3 1 Y A a v éj
29AUILNDULAAZVDUIIUALLDUA AU
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1. Autonomy (AAUDETY)

Wisuladun1siuuafan1en1Ie L iudineeauLed 1ANUTITaUT ANNAINIT

'
=

fdusrmdumsdniuiin msldssuuvennudumasenlunsudlatymidu diuden
flazdngan Sdwdn uandevhududu fdussondeninagyinogilslimnanazai
FnuANLYTERg 9 uazidumsludeldl ileliussaitimane (Claxton, 1997, p. 8-9) fiau
leulomalunisium uaziFeuslunisliidums suiluddsnsfunnsslunisudlutigm
Tuvnsszvuiniifinduoralifidumsliiiududn faudsldduueuidvune indeile

¢ & A € 1 o & ' % ° | !
Nt wagiiuilunis “wau” Ineusiaannisiuzintunounis o desinedidlssaly

1 o

(Brian, 2014, p. 34) Msligauidasslun1shn n1siau agvilig

=

nilnauAnlunues

2. Mastery (A9MULT89%16Y AUABINIS)

[ b=}

N v 9 a 9 v dll a A & ° & va
Aowssnszaulunisinuiu Ao ieldldludadBuasyddy viedudiiana

Femngluderivh anudesns egrauiaseiinerheslslimnindu GLuS?ﬁmﬁwmﬁ%qﬁaguiﬁﬂ 9
Tulafidiosnsimun wivesadsfiismiaussgdlalunisduinusn indfeduiinislinaney
n&u (Feedback) Tumsuan daiidumue uazazainiiazldiannsagslagauliiEuviluaed
Fenl#itu (Pink, 2009, p. 160) wAiaswaannudugiuldledvunendnvesnisld
nANATY watdunisiAunie Journey) el edisyninamnsegrannuneiieuanis

a

ANATImTn wilifigeau wiloudulunisauiudiniisemeneuielilaungmdenis
i I3 a a a ) aY aa Y= o o § va
Tun1sie Nsnenmisenisiseuiinasiivude q U indifwduRonisimun n1svinlin
Juluunsdaunegnsiuies (Brian, 2014, p. 34) @an1svingnluunauviliiinanudiuig wse
anudilalamenues Wepumdidnaynluivdiviuaysenintuidunsdsauuume
AMITEIYIGY L5198 FANMTBUAUIIATILUlUE TR SURUUTRINIsAANIEAINSY
aslmieanuaulva (Flow) 4 azdeadunisiandanuinmeneauais Asldeiniuliau
WinAnuviela wazazdeddeiulvawhliieanuidnidenienasively

3 1

3. Purpose (W1U3z69A 3jaaneg)

9
2 v | - o A a da ] = v v
AaANABInTs ANUllEuensyyh Wedeadugninues Faduusinseaulms,
vindsnaslug daunusuInnIAnNIsiestes Ineadndaanuly naReguiiaadn
! = Y A & L3 aa o 1 = =)
wanE19A1NSTTULHEnvaunuluNluaNayn yauseasAveuniifliatuysluninis nie
NNty 3 Inguseasai fie MsiUdsunUamgdnssy Msimuvinye wagn1stundou

¢ -

Winn33u (Driving innovation) INAlATUABLTUAN karIUAIEIRUTEAIRNHIAUENA1NNTS
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ussqulvunesing 9 (MlAunane) veEiau (Brian, 2014, p. 35) feg1agu Pain Squad

Application Fuduenndieduiivitlibniliauis aunseduenuddniiuiiavesdiesadls

o w

nnsaukenndnduil lnonsnaglasvunumadglunisdnnisaniduiievssnuie s

a A =

Tan15n919aeU wisdavinliidulin duniiizan vsedanvilvianfvuadusenndindu

wazazlasusatadunisanaisuaruanusaluny nadldaulutenndiaduuinwinlug

v v &

ufufaeitu sufsanunsagaoandeaildtuiinlfifeliiduifenuduluresiinie
AL03678 (“The Pain Squad app,” n.d.) Lﬂﬁ‘WLﬂ%uﬁLLamiﬁtﬁuiﬂummﬁﬁmaqLﬁﬂlaj
avneidu