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 WELCOME ToO
MY GAME DESIGN CLASS

Game design fundamental and theory. Composition design on stills and motion graphic
to create game story consistent with playing method. Create correlation between interactive
game and the players on on-line and off-line media.
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GAME DESIGN
THAI CULTURE

GRAPHIC & MULTIMEDIA--—-—-——=====——- >

Example game design offline from Thai Culture, its old time.
Now, children less play but is famous game played until now.
This game design play use to everything near you.

U1 waviusuwasiWalazuadoLhe
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GAME DESIGN
OF THE WORLD!

GRAPHIC & MULTIMEDIA--=-==-=========  —eeeu

EExample game design offline in the world. This is card
game, you can choose this card for collection, its so
expensive. Game design easy to play in family.

GAME
e (OFFLINE

nU1: www.google.com
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1A Ao A1stdaundngadniaiuisaiouuazinnu
a1slau Ao Adnssunisimlasadasid tWolSous
taslanunnu:diuladiukdoy Jasnaslaldutvo
Ralunnu:lun1stadisan SHUNVUULE

(Aadstua wsylnaeug, 2558, u.19)

e Game

e Play

e Rule

Challenge

Reward

e Goal
Good-Experien-Happyness
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=9VAUS:AdULAN= ’
1.Interactive n1sldnous:=KkI10KWLIAUAULAU
2.Goal GiUkurgRTadu hldvignaa
3.Active Obstacle TauassA tKuWId dvAaud1v

Passive (l3u Aas, aniwidadaw, g, 1al, dueq)
W0alnu(Game) U351au(Play) doviiiau(Player)
Unaonuuudavrililauaun tAiaAUAINY Walk
Jlaudamuidutaulduiunaa

=JUuQdUNISIIAUUULAN=

T.1@a9n1Au sduuuLlav

2.1pAUpvs18azdga van1 Design Document
3.weawurdsudsv Design Document
4.99nuUUsUlLUUATISIAULLOAzD1AN
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TYPE 1

APP STORE-CATEGORIES

1.Action
2.Adventure
3.Board
4.Card
5.Casual
6.Family
7.Puzzle
8.Racing
9.Role-Playing
10.Sport
11.Strategy

GAME
ONLINE

TYPE 2

GAME KNOWLEDGE

1.1nu RPG (Role-Playing)
2. tnugvUu (Shooting)
3.1nucod (Fighting)
4.1nundeyne (Adventure)
5.1aud1vuru (Strategy)
6.1AULAYULLULUKSDAISDNIAdY (Simulation)
7.1audsAun (Puzzle)
8.1nuAw (Sport)
https://games-knowledge.com/gametype/

=GAME DESIGN=

1..nuudAdu (Action Games)
2.1au01v KU (Strategy Games)
3.1nuwdeyne (Adventure Games)
4.1aud1aav (Simulation Games)
5.1tauUsAul (Puzzle Game)
6.tauAWY (Sport Game)

AU1T: https://www.apple.com/th/app-store/
NU12: https://games-knowledge.com/gametype/
nu13: https://what998.blogspot.com/2021/06/22.html

TYPE3

WHAT998

1.Simulation Games
2.FPS First Person Shooting
3.Action RPG
4.RPG (Role Playing Game)
5.MMORPG Massive Multiplayer Online
6.TPS / Third Person Shooting
/.Sport Game
8.Visual Novel
9.Shooting Game
10.Racing
11.Chick & Point
12.Puzzle
13.MOBA Multiplayer Online Battle Arena
14.Strategy Game KSo Tactic
15.RTS / Real Time Strategy
16.Dungeon Crawling
17.Adventure Games
18.Fighting Game
19.Party Game
20.Music Game
21.Arcade
22.Action Game



https://games-knowledge.com/gametype/
https://what998.blogspot.com/2021/06/22.html
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MECHANIC
& RULE

MECHANIC ~  ——-—-—-- v —

GAME MECHANIC Aaassunauaialildasuiuinu

BOSS MECHANIC A»nssufauanalkldaauiuuad
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SUPER T
MARIO L.
MAKER.

AUT: www.goci)gijle;.icoirri\
nala Ao aonwiaumld ousyralAFlauiugduwusautaw
(3v as:zlaa loud wan ya laud saudd (Fafa salasa du)
an Ao avnigdawa WunnkurguavIAuNFIdUGavMaIU
(mMstkA=uuu nslhudmikkuawav wavddakua Ao O19)

Page 08 of 15



GMD3231

GAME

CHALLENGE

RESOURCE TlME DEXTERITY
CONTROL A1SUSKISLDaluAISIduRGINAQ AJIUAADVLILAAE) KauKkan wuug siuley

AISUSKISNSWEIAS D0 wav dan

DU 1DNY 91 AS=du du°) (KINYLWD
‘ MEMMORY CREVERNESS
ENDURANCE KNOWLEDGE LOGIC

A>Iwaanu tauldauiuuazlnanaa AXIUDKSoAdWSHlalUlEnaaau daleyey1 dovasvNaanlWalAWIU

=wauwaruaNunImseiutaulauinndii kivogiv=
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GAME
REWARD

s1vda Ao avaslrdiksusnvintautnulitklduiuga
lu319:10unIsliAzuuu wavgsa lotfiu Swinsa 3uq
Sauiau1e wddavidunislAnNikuIzay AIUAIILEIA
viguaviauluvinaludogtauly dviasuadiudaiuvisa
Uszaunisainistdaunaaandavidutnkallunanisld
uIBvsIvIaddeaviugudouuazennsutaulu

3
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nu1: www.google.com
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GOAL

Whkvie Ao avndtdudavilkdiés
ADUAISIALLUULALU UndDALLUUADLSIID:{KKWIaumoz:(s
lasGiUkuradIvYg Aol

1.Male

2.8aAsav/ AZUAUWUDN

3.1AiUSJOUSOU

4.ualuUeayrn/ UsAun

5.501d/ vk

6.8S19/Wcuun
***S:AUADIUEIAUDVLUIKUNY S:9:dU S:g:nATY S:g:g1)
s1vdauazdvaaiadovuandivauldaiuAdULIKUIEEUSEg:

USER INTERFACE = Ul

The way in which the information
on a computer, phone, etc. and
instructions on how to use it are

" arranged on the screen and
shown to the user.

USER EXPERIENCE = UX

the experience of someone using a
product, system, or service, for

" example whether they find it
enjoyable and easy to use.
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https://dictionary.cambridge.org/dictionary/english/information
https://dictionary.cambridge.org/dictionary/english/computer
https://dictionary.cambridge.org/dictionary/english/phone
https://dictionary.cambridge.org/dictionary/english/instructions
https://dictionary.cambridge.org/dictionary/english/arrange
https://dictionary.cambridge.org/dictionary/english/screen
https://dictionary.cambridge.org/dictionary/english/shown
https://dictionary.cambridge.org/dictionary/english/user
https://dictionary.cambridge.org/dictionary/english/experience
https://dictionary.cambridge.org/dictionary/english/product
https://dictionary.cambridge.org/dictionary/english/system
https://dictionary.cambridge.org/dictionary/english/service
https://dictionary.cambridge.org/dictionary/english/example
https://dictionary.cambridge.org/dictionary/english/find
https://dictionary.cambridge.org/dictionary/english/enjoyable
https://dictionary.cambridge.org/dictionary/english/easy
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WHAT DO
YOU WANT? Ul

ADIUADYLAISUIVKIAULAU: AIUNINTY AISTURTUWUS
A1s1UNdvAy A1skla1andIULdudsL AISWIdUQULDY
KkS9A1sdsIvTaLdgvlKAUAI LY

nu1: www.google.com
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GAMEPLAY®
PROGRESSION

A1sLAuULAL = AISLAULSDY a‘hﬁfyﬁqoﬁaumsaaﬂuuumu
Progression Ao n1staaaunlUdvkii KiawwultiWadaa
Uokuie agwidguaaursatduluaiudrdu
sx*peuilonransvldsd NazMikRtauus:nuls Kuwala!

=nn 3 avA=1ASulh Lok asu(aWnA+2a0AaNAT18ISIV)

=guauavaistqaulay=
dovdredviasuautiowintaulususutau wuvtdu 3 dou Ao
1.Story Progression aistasuth ok asu wuung 3 avA
2.Gameplay Progression dsivAd1uAuULlAgUazNINIgKLAU
3.Character Progression a1swauuidda:zasagividuduaau

DESIGN
DOCUMENT

https://issuu.com/lhodgesdesign/docs/game-design-document-template-us_we

e The First Act « The Second Act « The Third Act: Climax+Denouement

supatra.lo@rssru.ac.th
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VERSION NO

TYPE OF GAME
emee. . CHALLENGE

1.Action Games 1.Resource Control Challenge
2.Strategy Games 2.Time Challenge o o T e

copyrights, trademarks, contracts...
5. Gameplay
e

3.Adventure Games 3.Dexterity Challenge D

3. Contrals (interfaces, rules, scoring...)

The Game Design Document
Design Document should include the following topics:

. Overview and vision statement
B Audience, platform and marketing
. Gameplay
. Characters (if any)
. Story (if applicable)
. World (if applicable)
Media list

The following cutline is an example of key peints of a typical design
documeant:

1. Design History
1. Version
2. Vision Statement
1. Game Logline
In ane sentence describe the game
2. Gameplay Synopsis
How the game play and what do the players experience {unigue

peints, mechanics, settings, look and feel)
3. Audience, Platform and Marketing
1. Target avdience
Platform
System requirements
top performers
Feature caomparison

G bt

ey

-

YOUR GAME STUDIO NAME

e VIDEO GAME : : e i
I TITLE HERE 4.Simulation Games 4.Endurance Challenge L i e

MONTH DAY, YEAR 7. Story
1. Sysnopsis

5.Puzzle Game 5.Memmory Challenge/ Knowledge 2 Compe s
6.Sport Game 6.Creverness Challenge/ Logic

nuU1: www.google.com nU1: www.google.com
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JOBS
DISCRIPTION

{uviu dv1MseoalvULAYU GMD3231 9udu 3 (uvau
lagviuundazsue a: 30 Azuuu Usznoudde

1.uudAauazlonaisvuiindayalunisoaniuuiny JOB1 W [1]. 7 JOB3
(Concept and Design Document) {uvau 1 thuooawlau {uviu 2 muaangu’ {uviu 3 1A X LAY
D I ST MU T U T S LAUAISA-LNAANIA cﬁu1u1llazlm1mﬁa Friends coIIabora:tion
v . (A1sWauuddazns) (A1S1a1159vs12) (WauuddazAsAuLSav)
(Idea Sketch/ Idea Development/ Sketch DeSIgn) P1udU 30 AzuuU P1UdU 30 AswUU 91Udu 30 AsuUU

3.Waviudnuuuauysai (Design Final)

=Waviu 3 5u 90 A:uuU dvvIUASU 10 AzLLUU SOU 100 ALLUU=
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C LET'S WORK :
*TOGETHER,
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