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(Anatomy of a Board Game)
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mlvuasainudvidagukovisoula? (The Cognitive Power of Play)
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AALIISUILUNIIALUUU : MlUAUS:LANUdSALAL

(The Game Typology Matrix)

LAUASDUAS)
(Family Game)

a1 15-60 un
(@surgntn 5-10 un)

2atau: namludusou, Wu
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(Strategy Game)

1al: 60-120+ un
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(Bluffing), aUnsaitiauiu
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(Simulation / Second Hand Knowledge)
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ﬂansﬁac'i:i';b'najnalmnu (Curriculum Mapping Matrix)

Curriculum (A2330) Mechanics (nalaiau)
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LASIVYUALKVAISISBUS:
7 @avAUs:nduU Gamification
(The Gamification Engine)
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nalanistau: asv U:n: m1svams (Mechanics: Probability vs
Resources)

g !{& Wiutanisa (Cards & Resource Management)
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nnas*nmua\)) ,
MsISsus: msuanagu, msus:lduyam, msow
UWULBONAgNS e

© Wiunaeanid (Dice & Probability)
- naln: e!un:nummulu (16u Settlers of Catan, Uulay)

misiSgug: ldAnuIEsY, rifgunvlomalutovdu |
I 1w, 2wuwusubanwluuduau ‘, ‘,411




nalanisiau: 3a3ng1 U=n: A1snd
' (Mechamcs' Psychology VS Actlon)
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nalnnisidu: soudaAu Uzn: nauwaiu (Mechanics: Co-op & Hybrid)

naln: YlaunnAudgNULaEINU LUVIUNU “As:au” (15U Pandemic)
misiSsus: msnivuldunu (Teamwork), NSIIVUNUNIWSIW,
MSIdodazwalUnKuIgsIU
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(The Invisible Magic: Cognitive) [ B— ]
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nuuasnuavliiu 2: lTandnasvua:ArusssY
(The Invisible Magic: Empathy)
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(Second Hand Knowledge)
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(From Players to Designers)
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(Social Simulation)
nUanKUuvaolKuzi0

vasanululsunvaviauwnrou ucnd “anidagnssuuHvmMsIsaus”

nsolHAtuUN{UUs=naus1v{uHDVISOUUDVATULDY

A) NotebooklLM



