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lagtaw:lusov Prototype lla: Observation
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6 AUQAUDVNISDINUUULNULWINISISOUS

1. auqalasoasiv (kangas vs s:uuLAL)
- dooNaulhnuomsaouldifiundivayn

- -3 - 3
2. auqagunsni (fhIuBobinai)
- nndudiudaoinukuipuaswadnuiny

3. duqas:uu (irio vs 0av / 10usssu vs nayné)
- msaantuunalniimmeudiiimoanda

4. dauqaouus:nni
- AWAUMIUNISHAOU3anssU

5. auqamsiSuus (Passive vs Active)
- §jiSeudoviBugaviarnriulaseasv K-P-A
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Step 1: AMMKUQKI(dHanua:=us:1auLnL

K (Knowledge - A>1W§) ——
Jowa uudAa H3anquAnAtauslasulbosuny |

A (Attitude - nUAQ)

- B -l
JUUVHSaAWSannWasuly
H3vv1INWIUFOUMSEUDIa9vluLNy
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Step 2: J1AS1:RUS:LANUDVLAU (Game Archetype Matrix)

| |

D tlduAuLded (Solo) : Hidu <10 AU !
ohs | Jaugo - 15usn | | uuvyu ; :
= | tKuzdRSURNWU : | Wumsa:auuay |
3= v nagnsaiuunna | (Point Collection) |
= (Strategy) : | aswoANuQuad :
|

AAUWUS (Interaction Type)

-

Wlau > 50 Au

| yoeriu (Co-op)

| unUsyH1GeonNU
(Shared Problem-Solving)

sduuuund
gosunUsuK
(Co-op)

Solo <10 >50

91uUdUkLaU (Player Count)

( NSlaoNUS:LNNAUADVADAAADVNU NIUNISEU JOOUSEAVA LA:daq UDVWISEU I
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Step 3: AMHualAsvasivanuau:lnl (Game Structure)
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nalnnisuyvuu
(Competitive)

- WWVAULDY +
WBU:DIWEVAULGE)D

- lautdusau a=auvudu

- K1AuLW (Elimination)

@ - -

n.-.-...

I@\

nalnAdWSOUUD
HatWNdUNdIU
| (Collaborative & Hybrid)

- WUVAUAS=QIU 88NU
1215uU=s:uU (Co-op)

- wounu (GovnKuaQ
yunanuiRBaou)

- UWUVNULDY + LWUVAU

NS:QIUWSDUANU

|
T A S ——

nalnniviaan
(Alternative Dynamics)

- Hnug / Tigilasidu
AUSIY (INUUUDDAINEN)

- Us:gnduwun (Map-
based) WWuuasalnu

- asong NMmung
gawsula
(Legacy/Creative)

- lduAuL0gd (Solo Mode)
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Step 4: Us:noulAsovauaua:zs:uulnu (Core Mechanics)

N 4
HUIE (T TERRY StUULASUYMAas S:uudvAU S:UUADIUAQ
(Randomness) (Economy) (Social Dynamics) (Cognitive Skills)
- N2ANLCN | - UANIHSYEYHSD | -19svciasDY - Aadus:uuua:
- 92/1aanNMsa NSWeINS - aSAUAUWUS DI0UWU
A - Tip: (Gashondu - GomSa HSD _ . | ua=wusibas (Systems thinking) |
aulduua:anyav | drwwaldans ' - UoAUlHIAOMS
J10S:HIWWLAULAD | _ aaautomeld
NULDIHL ‘ | Uo91Na
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Step 5: ooALUUAYQUANISLAU (Turn Order Engineering)

Fixed Stat:
AKUQMYaD
(LBU JUBYLFUD)

Score-based:
 puauuanLsSunauU

Bid/Auction: Us:ua
(lnsavnswennsuINgalsunau)

Progressive / Pass:
aaunudurisu / 0nav llnru

Real-Time / Punctuated:
AMHUQLaNauUWsauUnuU /
1Da1 + Woauluwiay

Claim / Power:
(AsU2UD
(HSoAsauAsovans) [alsunau
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Step 6: lasvaswmatukiiviiisu (Anatomy of a Turn)

[stumisaszmusalkiatou
Qw'u sunswenns]

[m\)l?lanlumsméu lu
___\ g0 KSoloua]

[msaomsm\)mamsu
X mu NVANSQ KSadvinsu]

Key Takeaway: WlauGovsuusad(u 1 sovvavaudv mazlslaviv ua:
dovrirmuarduagivls Wwalulkinanduduaus:KIEU

A) NotebooklM




Step 7: stuunIsAQA:lLUU (The Scoring Engine)

*
= Y ; =
AUQAIEQSWUTIU | NSInUd:auy
(Math Operations) (Set Collection)

- araumsarSadanyanui(k

- NNSUIN au AU KIS
IINgaIWallanAliuUNIALU

AYENNU: (Stats) ASV9)
nnoAsuluinu

------ >
AJIUULAY -
(Resource/Wealth ivaulunan
Accumulation) (Time/Efficiency)
- GUAIUUDNNIKSBTY - gnrduSolunainiikua
= QuIbu KSoNnSweNNsNi K3olg1DaUiognda

funsaunsoL
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Step 8: Waulunisauilnu (Defining the End Game)

- NPVNISQHUQ, - DWlaunme:uuuaoltiHug, - AOKLEUDDNDULKAD - ducdnugla, Auwuldinu
NSWeINsaduNalIvkuQ, d:auyUdVASUMIUATKUQ, WSDQBIOHSDWBU: §u, HSaWUaIWaLUIHUE
HSDLAHUQ HSDMNISNVAISD IWeoAULGED NYoUdE
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The Game Design Canvas (asuduaunisaanuuuudanssulnu)

[HoloHan]: JagUs:aoA (K-A-P) Ada:(s?

5 e

[Usstnnuaotnu]: 91uduKiau & suuuumslaaau? [anucuzlAsvasivl: uuodu / sOuld / Nolaan? [d1dunmistaul: taslaiSunau (Turn Order)?
S ’ ®/

[naln 11Asul: Action 1-> Action 2 -> Action 3? [mislAA:uuul: Sanannudsoagvls? [MsoutAu]: HUQ / ASU / H3D / 199?

" f—— Y —

Use this blueprint as your foundational document before moving into the Prototype phase.




