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seazduatiiani Inuaazunisaw (Detailed Course Content)

unit 1 umignsnamwnauazaaanssana (Introduction to Game Development)

o mwsaeamnnssunn: doanaranulan, uualdumalulad (Cloud Gaming, Metaverse, VR/AR)
e unumluiinianu: Game Designer, Programmer, Artist, Producer, QA Tester

e Fannmsveunu: awsga Arcade (Pong) sudsgn Photorealistic uaz Open World

¢ v
e 3usssunazngringlwnu: dudns, msdaseads (ESRB/PEGI), nazwansznumadany

unfi 2: dszinzasinanazmsdienszviing (Game Genres & Analysis)
. msdwunlszamnu: Action, RPG, Strategy, Simulation, Adventure, Puzzle, Sports

e asisznevvesnn (Formal Elements): Players, Objectives, Procedures, Rules, Resources,
Conflict, Boundaries, Outcome

. , 4 o { o o 2
e msamvnwiinu (Deconstruction): msuendrulsznevveunuiverinnudilina lnivih Idinudszauanudise

unfi 3: wannseanuuuna (Game Design Principles)
e Game Mechanics: nguaz3ims Idneuneluny (Core Loop)

e  Player Experience (UX): msadunnudntme (Flow State), anwayn, nazanuaud (Immersion)
e Level Design: mseonuuunin, msihmudiau (Signposting), uazmssamsarwen (Difficulty Curve)
o Narrative Design: msai3osrimuny, unaumn, uazmsadulan (World Building)

unfi 4: amdasnssaandninanaz Game Loop (Game Engine Architecture)
e Tnssahwvesendunu: Low-level systems (Memory, File [/0), Middleware (Physics, Audio),
uaz High-level systems (Al, Gameplay)

e Game Loop: vwsmsshaundn (Process Input -> Update Game State -> Render)

e Time Management: nmssams Frame Rate (FPS), Delta Time, vagmsdalas Tuginm



unfi 5: nswawna 2 36 (2D Game Development)

2D Graphics: Sprites, Sprite Sheets, Animations (Frame-by-frame)
Tile-based Systems: msasnindis Tilemaps uaznmissams Layer

2D Physics: msasdumsyuluszun 2 5@ (AABB, Circle Collision)

Parallax Scrolling: maiiamsa$siiaanuanluny 2 Ga

unfi 6: nswawna 3 A4 (3D Game Development)

3D Fundamentals: Coordinate Systems (Local vs World), Vectors, Matrices,
Quaternions

3D Assets: Polygons, Meshes, Materials, Textures, UV Mapping

Lighting & Shaders: Jszinmvewm (Point, Directional, Spot), itugmves Vertex iaz Fragment
Shaders

Camera Systems: First-person, Third-person, uaz Cinematic Cameras

unfi 7: Wandluina (Game Physics)

Rigid Body Dynamics: 110, uss, avunss, usadeani, uazmsndoui
Collision Detection: sanesfiumsasniumssu (Broad-phase vs Narrow-phase)
Collision Response: msdnnanssazioutazmangaiisndimans

Raycasting: nsldgwadlunmsasiaivinguaznms Idaen

undi 8: Tylszaugluna (Game Al)

Pathfinding: danesfiumsuudunie (A*, Dijkstra) uaz Navigation Meshes (NavMesh)

Decision Making: Finite State Machines (FSM), Behavior Trees, uaz Goal-Oriented
Action Planning (GOAP)
Steering Behaviors: msndouiives Al figiflusssuna (Seek, Flee, Arrive, Wander)

NPC Interaction: szuumsueatfiuuazmsldauves Al

unfi 9: nslFsmwendmnaasizlna (Modern Game Engines)

Unity: msian1s Scene, GameObjects, Components, nazmsidsuansadie C#
Unreal Engine: ms14au Blueprints (Visual Scripting), Actor System, uaz C++
dusunuilszansanga

Asset Pipeline: msiiwdhluaa, doq, nazuetimduanTisunsuniouen

unfi 10: manawunaiaunaanasauazgsnana (Cross-Platform & Game Business)

Platform Optimization: msiSuusalszansamdmsu PC, Mobile (Touch controls), uaz Console
Game Monetization: jluuumsa$usield (Premium, Free-to-play, Microtransactions, Ads)
Publishing: funeunsiunuiu Store (Steam, App Store, Google Play)

Marketing: msafsgusudiau, msii Trailer, naznmisTas Tunmny



unnnsdszianna (Assessment Plan)

ERCURERIEEAEON, dadiunzuuy 518021980

siElndasisun 20% audfiiamsludeson (Lab Exercises)
swawdnnziny 10% msiinazsi Game Mechanics veanuitaula
aoUNANNIA 20% NOURUAHANNMTOBNLVLINY

Tswndmuduy 30% msafunudunuy (Prototype) Wungu
asulmama 20% msiszgnd l9anuimanaiiauaziouduny
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Unity Learn: https://learn.unity.com/

Unreal Engine Documentation: https://docs.unrealengine.com/
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