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ABSTRACT

Graphic styles for 3D games can be designed in any direction as the designer
desires. Graphic styles range from an abstract composing with a degree of independence
from visual references to a realistic rendition of the real world. Cel shaded, voxel graphics,
and photo-realism are terms that widely used to characterize the graphic style.
Nevertheless, these designates are not systematically set and well prescribed since
development techniques change rapidly due to hardware and software innovations. In
order to visualize a chosen graphic style, numerous compositions, materials, and execution
are required. The purpose of a game, as defined by a developers, can be game experience
goal, player enjoyment, market capitalization, or specific objectives such as cognitive
improvement. Different graphic styles can be used to reach the same goal, but some of
graphic styles may have longer production time than others. In this study, we survey a
hundred and forty of popular 3D games in the mobile platform with a focus on their basic
construction including forms, proportions, texture, and lighting, in order to propose an
alternative classification of graphic styles for today’s technology. And we are interested in
games for specific objectives for learning. There are focusing on the study of graphics that
are appropriate for the learning of players. Which uses Dinosaur KID to test to measure
learning in terms of remembering which type of graphics can best support the recognition
of dinosaur names. That measures learning outcomes from scores pre-test and post-test,
This will be useful for game developers to define graphics for learning games for children

between the ages of 6 - 12 years.

Keyword: Visual style, 3D Graphic, Games 3D, Serious game, Game for learning
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AungudmuneuansaivingUssasdavesiiuinu lngldeudssunudosniga Uarvis, 2013) 3

Wudnuvesananulun1sidedn Tuniswaunuil

[

nUszasAvesMsidunLATanud g Ao
WnUdIMTUNSIS8US (Serious games for learning) Fusnmideluaniieamududi nsdin
suwuuladsingaudwiunisiauvesiiuinularatuayunisiseuivesidu :9nNnsnuniuy
ssaunssumud filiflAseRideyaatuayuiiguiuureaniiindmwasonisieuiviels Tne
unanudlnginasunswmansenuvesguuuurensiindunisuiveayud nsnsiadey
sULuUnTFnAnUINTign MseSuieienszuaunislunmsasisnsiinluguuuusing
Tuauaded gidelvanuaulalunud B fogUszasdsumednsunanious
(Serious games for leaming) TnggjaufufiazAnunsUnuuvesnfinfisnzauienisiioudves
Fidu wagmmanszvuvessUuuUnAindunsSsusvesiiau Tnsunfudrguuuunsiinigiau

v a

wnulasuiannisuesiulunuiy azgndnduguiuuanaImsINeInsfinuanInasenuly



NuiunsnEendT JUkuUnsfin (Visual style) (Bailey and Cunningham 2010) Tumanandu

'ﬂ%qLLé”JﬁMma{]a%’aﬁﬂizﬂauﬁmwﬁmLﬂugmwumﬁ\lﬂmmﬁLi’]Lﬁu Usznause JUnss (Form)

dndqu (Proportion) Ui (Texture) wats (Lighting) (Ahearn, 2014; Lengyel, 2011) Tuenised

Q’%’aauiaﬁmmf]a%’aﬁmmﬁqﬁﬁwéfu Lﬁamgmwmﬁﬁ\lﬂﬁmmzauﬁm%’umiﬁmmLﬂuéfm%’u
g. <

nsseus vaddanldaziludsslevdsedniauing lunisimuaguuuunsiindmsudiseany

Y

iien1siseusdmsuiniifienyszning 6 - 12 U (Concrete operational stage)

1.2 dnguszeasa

1) aianseukiANUAnd miunsuUwssiamsdiuunsiinvesny 3 &R
2) fmuaguuuunsiinfiunzausedieanud miunne1ysenin 6 - 12 U

3) Wieanduneulunisidenuwuurainsiiin (Concept art) Wifutinwmunng

1.3 AnuaAytarUseleviuasauidy

1) Hreglunsdeasdmiunisimuasuuuunsiiniiiinanudaiau
2) Fwanszeziatlunisiiensukuuvensiiin (Concept art)

3) giwunLansaIRTERsURUUNTnMIgaudmTuInuvesiLedl



1.4 VBUWAIUIAY

1) m3vsuunsnmvsngdmiunsiseuimeiny

2) sonuuudsganudmsun1saaemAduTuSSERINgULUUNTTInAUNSIS e

& a

3) asruwwmslunisihsusuunaiindeidnaundlUldussynaduiiteainuvesiates

9



NUNIUITIUNTIU

2.1 nULasseans (Game and Serious Game)

ny (Game) WuAvnssunisudsdunisniusiiniensedala lnedingninilunis
Amund afifiauanansau fURLY wazdefididuldarunsaujoale (Wattanasoontorn, et al,
2013) FadawaliAnnadnsfianunsninnale 19y Azuuuvesiay (Lukacs and Bhadra, 2012)
wnadunilslusuuuumsujiuiudnsdsnuvesiyudiiinunian (Rouse, 2001) ﬁqﬁ?umm%qgﬂ
Uszgnililiriunsasunlamesyaadefisiiuan (Radoff, 2010) Tudlagtuinulsignitmunlag
nmihgunsaididnnsedndidundueiediondnlumadunienifoniy 3aleina (Video Game)
(Dominicy, 1993) ¥lkiAngUuvumsidufinanvanensnaluladiivdsuutasmugaade
(Egenfeldt-Nielsen, et al., 2013)

Flewnuanunsauusssianlanudnuugratednuae laun sUluunsiauny
\n3eafionazgunsaimaiay madensodumedidn sunuunsiin Wudu Yssianveanuiius
AaIENTIEUE 10 Uszunn (Lee, et al, 2014) loun

1) nukerdu (Action same) inafiviuminlufinnsdfiufanssusiag o VB LU
Wielyiussqinguszasduisedng

2) \nunARYAY (Adventure game) L7t Ll wvinsd1sranazne uld Ay
fhazasvidoanmadesluinuiilelfussquimsnesis 4

3) )nudud (Racing game) tufiiienfun1studenunvusUseuansng 4 tned

o

TrgUszasiven1syueNITHYsduiugwe

q

e

4) \nasied (Fighting game) inafimuauiazasluinufiosodiugse

5) 1nNe15NA (Role playing game %39 RPG) LﬂllﬁEELE{U%JUUVILTd]u@]J’JaBﬂiﬁﬁﬂu
insfinsiannmazasvesiiau Tasidumungninvesnusiunsloumduazidonouluiiing
fviueun nadnsiAnszLanistiunudeuleiiden

6) U (Shooter game) WnuAEITBIRUNTBTLANAIngrTaNENTIT1Y



7) WA B UL UURS B1Nn1391a04 (Simulation game) LnuTl A alaazadi
Uszaumsallmlvesianssululanuisanudusislulanvesny

8) NIINALNS (Strategy game) mmﬁimmL@iuéffsamsﬁmﬁﬂaL%aﬂaaqméuazmi
unsnussvosiauielilanadnsadesns

9) \nufiun (Sport game) inufiiinsdnaeangnisiaufndng q uldlulanves
LN

10) tnaf3mun (Puzzle game) tnudiflgasjananelunisiumuumisudtyminay
dnnsivgUassaluny

nanYansaLUssanliuinndt 2 Ussian duinainnisthussnaning
#19 9 snafuriliAnnsiauivatevain Weiiuaanaulaliiunuvinligisuinan
wanndukarUsraunsalluy  (Padraig, 2016) tnulaidnazuusmuguLuunIsauny \3eaile
wavgUnsainisiau videmsilousedumediin Uszneuse 4 esduseneu fe 1) ngniini (Rule)
Judaimueguuuunisiauvenisloufun wazdevuldungiau 2) avuvianie (Challenge)
\Humsaiguassaivilrgiauliiannsaussquimnesdanald feflssiuanuiniunnsiaiu
vouny tioduaiumumdamausasnssdulifidulfinamntuluninduny 3) nisufduius

acay

(Interaction) 1JuABAdUARAoADas UL 9 nn1suBaiL nsils nsnszsihmanie wagnns
aunu 4) Tnqusasd (Objective) inslavinluifngusvasd e maviliilauAnauduidi
ity (Katie and Eric 2012; Media 2009) wad nduinudl §3nnUszasddiud uii aidaun
uenimiionnmslianutuiie wu nisdfiudneg nmafiuaud viedszaunsal inufuaggn

138N FsgaLny (Serious games) (Wattanasoontorn, et al., 2013) ﬁﬂgﬂﬁ 2.1

(R T ‘ N
' Game Rule/ . Serious Game
: Gameplay ;
| ]
| 1
|| Challenge ' i Implicit
' ~ ! Objective
| 1
i Game
: ” : - Skill improvement
< Interaction : | -getknowledge.

\ 1 - etmoreexpenence

| -Physical i t
i HPIGEN  CorRecovery
: & ’“ﬂ'l : - Etc.
P LT PPr , F

JUM 2.1 peAUsEnauveLnuLAsTiSEaINY (Wattanasoontorn, et al., 2013)



a

flimdomeunevestieanulinannmas 1wy i ingUszasdilaly
wAmutuiafissesnaien widwnilvdiduldsutinnutuds uassadulidiaulfiFous
vioRneuUsIiewa ANuAn AL vinwesng 9 AldUszenduuniBouluanwiindennis
yaniluTinasld (Wattanasoontom, et al., 2013) @i3aunu Wunuildanuduiis anudn
a¥9as3A wazmaluladiflonevaussingUszasdlunisiioud (Greitzer, et al, 2007) Fi3vany
Bunsdilirnuiungiau Wsumsesnuuuiiieriann inveuazauivesiiau Sendnegimils
7 “nunsAnw” (Linda, et al,, 2011)

MnAdenutduazuladn dFsanudunuiiiingussasdndnlilaifionny
Suds widunuivilididuininee visiRansdouiiulussnitnmaduny ogslsfnu
Fivanudsadanuiuisoglung widufesinguarasduouudeglunuvitu weliidy
WuinyenIanNIsisguina o mugﬂﬂﬁummayﬂamuﬁ?maq

ludagdudisvainugniuidssgnaldlunatgsu wu auguain nsunngd
M3 Mavieaiien Useiamans uarRalzfausssn e f3sanudmiveeniidenie 1y
miﬂ%’uLU?{aquaﬂsﬁmmiaaﬂﬁwé’ammhu?%agﬂLLUULmJ Lﬁaa%?mLLN@J@%LLazmmﬁ’uLﬁaLLdi{
wwulun1seaniidenie (Thompson, et al., 2010) F3vatnudmsuinausulnAnwIwwmg lag
nsiassanunsaimamsumliin@nuimeaeuaufiistunguinisnisunmedlusming
nsfineusy tngn1sundisanuunuszgndldii et uuszAnsainluniseusy (Sliney and
Murphy, 2008) Zi3sawnunisdsyifamansidunisinediSeanuuussynaldlunisieoud
Usgidmansliaynuaziiaula saudanisdrassinguazanuiiddgmisseiaeanslunis
daaiunisiBousiasmaviouiisrdnmianils Bellott, et al, 2012) FFvalunisiamngsiavie
pernsidunisih@iseanudnunldlunsiineusundnau lnenisdrassaaiunisallunisudle
Jaymsing 9 ileflnnsdindulauaznisidndeduilaaliiudeusy (Petridis, et al, 2015) Fi3ua
nudrunsAnendunisiinudanvszgnddudemundsuniearuddiulselondd

wenwilennuananImianisinwiiteriuauskaginuelikAgiSey (Qian and Clark, 2016)



2.2 ASZUAUNTITNAIUILNY (Game Development Process)

v o

msudnnudunuiidudeudesendeanusuiiotuvesiiuiandifnddisng 4
MINAMNEINNTNVRIYAAE LU LUSART (Producer) Wnoonuwuy (Designer) AaUu (Artist)
TUsunsuwes (Programmen) tnesnuuuides (Sound designer) Falivinueiianizduuine
Saufuauviliinudauauysal (Padraig, 2016) Iuﬂfliﬁfmuimﬁ’ﬂuﬁ'ﬂwmzLﬂiuﬁfnﬂﬂuiuﬁu
Fosdivinurlunsdemsiuasendndu q Whaseugndeaastaauiielalisyninansiam
Aedamuazdeiianaindsdsnaieszoznailunisndnuazdunu mavaninydsdeseduainy
anstaAlunsudndulinuludadumeiingld Berle, 2016) Fafinszuiun1sndn 3 nszuIuns

TUNISANUATOULLR LarninNANUSURATDUVDITINRRILNAN o ovilwnisuandusza@nsawn

(Liming and Vilorio, 2011)

Designer @ Consept artist

@ Programmer @ 3D artist and animator
Tester @ Sound Engineer

@ Management

A A
Pre-production ; Production Post-production 1
| ]
! 1
A '

Proof of consept Game Release End of support

Ul 2.2 nsvurumsiimuLAY (Peter, 2012)

NFUN 2.2 A5ZUAUNTWAUILNNLAgUNA LU 99000 U 3 TUADU T4

USENBUAIY NTEUIUNITABUNITHER (Pre - production) NSEUIUNITHER (Production) Wag

=

NTEUIUNIINAINITHER (Post - production) T ausazd UnauaLYNLUIVOULYALAENY T
ANMUSURAYEUVILNRIULIRIT (Peter, 2012)

NTLUIUNITNBUNITHAR (Pre - production) AD TUADUTEAUAINNAAAINUA

sUBUUYRUNUN LA lagn15iasiziaindeyansiusiuuiiveinuaisiauny Yeufudtung
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SEAUANEINGE LB wuany saulufesusuunsinildluiny Ineduneuilaundnluiy

v

wuasfidusilunisesnanuAndiulunsimuaveulwavesnuvisiun Wievinlinudsuuuy

'
v

n¥aaunan (@ulf alanna, 2560) lnsazddnoanuuuny (Game designer) Wugurlunis

[

AuASURUUNLRaNLA TunszuIunIsnaunIsuantlwduduneuiliign Weannssuiunis

U

Y =

Adumilounsmanuiieilinsiauninuuszauanudnsauaziasanudinmualy (Padraig,
2016)

N3LUIUNIINER (Production) Ae %gumumimamiﬂST%EULLUULLmﬁmmﬂ%umu
wsnutdusuamslunsasranulasfiudneonuuy Aalu wazlusunsuimesazyinausiuiu
ﬁaﬂuslfffLLmﬁmﬁ'ﬂ"’muﬂlﬁuﬂﬁa%’wgﬂqumwﬂﬂg’i”;azm LAZANINLING DUVDILAY
Tsunsuwesléirsosdiolunisimunnulasnisideulusunsumdasing o elvesdusznoues
TR AR IRABENLN ThoenwuuazlsraueuiuLIunE U 9 Tuszuinaniswanyaln
nesnuuvannsautluenarsldmudonis eufuusnamaniveanuliifidu (Liming and
Vilorio, 2011)

NSEUALNINEINSRER (Post - production) Tunszuaunisialardulufinnsidu
i enaaeutafanainuarUsusdui efndnesdusynauii lifiausyasd wieliinuiiaiy
auysaifign (Padraig, 2016) uazifunszurumainmseaaiieviliinuduisinfuyanaiialy
pungudmnefingll dafunszuaumsluduneuiifunisadenmdnuallfuding welving
Uszaumudiia (Bethke, 2003)

MnAinaue 3 Tumeududutuneufiddyiiidu ogndlsinunisiids
mwa";:wuaaLﬂmﬁ'aq’Iumzmumsm’aummé‘m (Pre - production) Lﬂuﬁlaﬁ'ﬁ’ﬂﬁ’@ﬁ'qmiu
EUINTTALNILE D99 N rd AN sENUUS I 5L UINNTREALAYNTTUIUNIS U N SHER
(Peter, 2012) Fefiuiamndedildedarmuauazdodiindig q lidnedu dosriamanain
Tedriananainaziiunu dedrianieduidiau saudetladunnsuensing 4 fionaneliin
Yeymlunsiauinaulusuiam 2EWUIINTEUIUAITNBUNITHANA DIAILITADSUIIAIIUADINT
wazdorivuaveanuliidaiou ileliiuiamnaunsawamntlieenuauy salnuuuAnly

Igannign (Bethke, 2003)
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2.3 sUuuunsWnina (Game graphical style)

asfnnududmisiidfalunsiauiny venainadesmnuiadlaliuiny
nendalunuimdAglunisaieussaunisalmsiauinuvesiay Snidfsdaelunsdoans uay
n1slinausenIneslauiuiny (Keo, 2017) fatun1seenuuunIi nIadudrudrrgaes
AU dvsutneenuuuninfindesadiassAnanuesnuilwiiauuansiadie
Mlsnuunaula LLazﬁaqaﬁuawmiLa'umuﬁmmzau (McLaughlin, et al., 2010) N1s99ALUY
mwﬁ'memﬁ’uméﬂii‘%aﬂ’jflgﬂLLUUﬂW‘?\Iﬂ (Graphical styles) N1588AKUUTNRAIG 9 F2E
Adawandoulunuiy asdesivundnuazvesgunuunadin (Visual style) 7luudaud olv
futheonuuunsfinansaadmanuiinadnvazsmglinssfunasavanuiionnudedies
Tumsrsumuuosuazawluing Snvadadudsiiinauelanvesnudfiauaunsousaild
ﬁ’ﬂ’?ﬂmmiLﬂwmaﬂﬂé’ﬁ’uwugﬂqumﬁ\lﬂﬁumm{wﬁ’u 3 Uszian tawn JULUUUINETSY
(Abstract) sUsuvalaglad (Stylize) wargunuuinilouass (Realistic) (Egenfeldt-Nielsen, et al,,
2013; McLaughlin, et al., 2010) FsgUil 2.3

ABSTRACT STYLIZED

gﬂﬁ 2.3 uanaguuuunsniin (Keo, 2017)
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nfingUuUULINGSIY Ao JULUURTTINTiL afunisuanslugULuuLIsYAda
uwnudidhazas nquazaniui Tu{]aﬁ;ﬂ’uLfJuL%amﬂﬁamﬁumﬁ\mgﬂmef ilosneamdey
voaniinfiausieinnndu Snfadudessnlumahniseain dmunsfinguuuuumessy s
Joyyiilvgfiantunsiinguuuuuusssy e liaansofiazianzossmlsfudiau uifivlunis
wanazldhanfidosuaziidunuiisn nsfinguuuuusssugnldluga 1970 1ugaBusuvouny
1Sinnuarilawny Losndesfnvesensauislunoutu (keo, 2017)

nsiingunuvaladlad iunsiinifdnvazadondsiunsgu Wanuddgt
mMsiaueyana viieTnglaonisvenenadnvazilanisuiign nsiinaladladiuzuuuunaiin
fflnudemegunaznanvianeiign osnegszminsnmilnuiusssuiunsiiinmilousssislaile
wnlifutedidn Ssamsausuudadiellauselovigsgaannisiduny uazUsuusadnunzes
\nurlenouauesvanzngy niiinaladladiduguuuvsondenlunnunanosuinaialy
¥un oufiumesnoulsauarinsdnislofie iesanamisaidruinumnussiavuazanunso
Usuianulimnzanfivanudesnsvesiiauiounnngy (Keo, 2017)

A flngunuumilouais Wusuuuiifmaras fnq wazannundenluiny 3
anuadeadstuandustannfigaviniandululy amuauaienaedunualvuddnluga
1990 \flan1sadansiin 3 87 naneidusesgulvldmiunsfining FandtusnmLaLa3ess

<

Jundesmsuiniiandmiunuadelud n1svinlvingiln 30 awasswuediunisaiialuna nsli

Y
[ '

WUy was waznisiedeulmvesingdadddiaiuuasifunuigs dnlununlinsinvilouas

drulugitinazlasumsiaunlasuiennuvuianaisising (Keo, 2017)
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2.4 nT¥UUMIHAANIIAN 3 4R (3D Graphic production)

'
! o v ] v v =

nsruIuAIsNaANT A 3 AR WudiudrAydmsunisimuny iesanndu

o

Junaunkansliiusgazid ann nlunuLineas19auns o LneausutnaonkuuLn (Game

9

designer) lanuuald nszviun1swaansIiin 3 46 Usznaunae 5 Juneu Ao (Blender, 2018;
Labschitz and Krosl, 2011; Peter, 2012)

=3

2.4.1 n15E3191UUINEY (Modeling)

\Humsadragunss 3 13 Tneldwerdunifiairauuiassineans wu Tusuns
30max TUsUA51 Maya TUsunsa Blender 1 usyu 17 ela g Unuuns i ndaiauudn
flutinesnwuy (Graphic designer) 9¥319UUUKIRATDIAWNS 9 luiny W frazas &0 Awwes
dufiuns1iin 3 1 (3d Artist) ilethduwuuissliinatraduguuuy 3 37 (Labschitz and

Krosl, 2011)

2.4.2 NMSWNURD (Textured)

mslinuRadumslameanBonangliiuing lnensivundnuazainaim 2

v
a =

3@ (Bit map) miLﬁmﬁummumﬂulﬂiLLﬂimdauiwiggﬂﬁwwumim8 wuniiisea (Materail) Ingld
TUsunsunsiinfilawiiGondn wewnod (Shader) Lﬁumiﬁmumqmé’nwmzﬁugm%ﬁmq (Mike,
2013; Rudolf, 2017) FansuansamaninefiuanimasenuUsenoudefufinsiang 1 léud 3
(Diffuse/Color map) N15ag¥iau (Specular map) 8aARFuLLN (Occlusion map) DT LUALUN
(Normal map) n151503uas (Glow map) Aulussld (Transparency map) (Autodesk, 2007)

[

N

She

a & <

1) & (Diffuse/Color) lunmiluanisuazidgatoyadvesiuiivesingiiu 9

9

1%
(%) a o

& o X a o a & a o | o va &
LUUﬂqiﬂqWUWWUN']Iuigﬂ‘UVTUQ FIANUALLDYAVUBYNUAAUU LYU ‘lll amaQIMﬂﬂgLUUﬂuqmqa

&
wagiiseavidenvasangliianigsn

2) msazviou (Speculan Wuduidmuananuainesing tneldszdudun
1 f dmduiiruamsasauvesiuiy Wi funseldiiasiiuunldunisasoudisiuians
asvousududdeudnn TuvsiiGuvdenanainasiituionisasieureudnem

3) sanndu (Occlusion) ilunsimuanasmsdoudmiviiuiafilaildgnnis

AwLleglusuns Y lnsuanINaveLaRlANNABNNTY
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4) uosuua (Normal) Wumsinunasieazidualan 9 wu sesdinviu souunn

[
==

ananeTianvieyu syuwu sesRum yiliuiadineasdenfiautianndd
5) matipuas (Glow) ifunmsfmvuanisdesuasosiuiining
6) aalussla (Transparency) Wunisivunmnulusdaldfuiuig iy
ufinin mawanadin suludanstnunveuwanisuananavesfiuiainglaenisfuunagly
sEAUar win i Tunsimueanfivlulusdaniuaisu
Aaduagld i uiavad aaug dulunuainumanzand elvdazes Tog uaz

2NN RUTFURUUMNMINARTIINSLY Fagud 2.2

Specular Normal map

Occlusion Transparency

UM 2.4 nsuananavesiuilunmnsiiin 3 47

14 . .
2.4.3 n3a319nszgn (Rigging)
2 | Y a & Fo @& v o=
Wumsldnsegnliaduayunisiedoulnd lutuseuidndudesdnyissuy

lpssasnvesnsygnuaznduilevesddldiadevihlilddudgwilunisadisnmedeulmisiely

(Collins, 2018; Justin, 2019)
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2.4.4 psadrenwaiaula (Animation)

Jumsimuavivmesmzanisnseiieing 4 Adewlisatusuiunisedeulmluiign

a8 ¢ A

ludunaulldainisfinwingnisieasulmeis q Fafertesiunaniland welinisiedoulns

ponuidusssuvAuniian (Pluralsight, 2014)

2.4.5 n15MALES (Lighting)

wadunilsluesdusznauidrAgyfgaluny 3D dwiuasnsusseniavesnuvi

Tinugauasanngu mslduasnitelinuuiaulaunndu (Amaan, 2001)

o '
% =

Jupoufina1undl 3 Juneuidudiudrdgdmsunisuansainluing s As
#3191UUd1a83 (Modeling) n1sIAN LAY (Textured) wagn5lslas (Lighting) @99 unauLnanil

aa A

Helrn1sasiansdin 3 05 Janwazianiziaziiaulamunfusiaunlanivualy

2.5 Uizm‘l/l?la\‘lﬂ'ﬁﬁﬂui (Taxonomy of Learning Domains)

nsBeusidunsiasundameinssuegnsans innnnstlinuasUfualasy
msdaaialufusing q SezdsundastuaaszaunsaimsiGouiueanuios msiouiaunsa
Fuunarugayuielaidu 3d1u Ao druaaiuda (Cognitive domain) A1un15UHUR
(Psychomotor domain) taga1uiiAuA® (Affective domain) (Bloom, 2012) laeilsieaziden

[

&
U

= 14

2.5.1 MIIFEUTAUAUAR

N1SLTEUS AUAIUAR Jungfnssuduaveaisidesiuadivygn AN
AnuAnvesyana fvilidnduadernain AnuaIunsaAnideesaene q Irduszansam
(Bloom, 1956) & st upnuatutsantsaf daygruualdidu 6 seav ldun 1) n159a37
(Remembering) AIMNEINITIUAITINT WaztAUSNWIUTEAUNITAIAS  @10150UTEUIUNG
sonuldifuaniunsaling q Wilunanfideants 2) amnadnla (Understanding) Wuemuaninge
Tunisudannuveisaay LLazf{’fuslf\]ﬂmm’wﬁ’waamﬁmmﬁm%mﬁgu 9 19 3) nsualdle

L3

(Applying) tun1sunUssaunisel wedanildainnisiseusluldusslevildgneesuaziunzay

'
v a

4) MTUATIEA (Analyzing) tuseAuanusafn w3euunLegise951I9Ne 9 seniludiudes uay

UpwiuANUFUNUSVRIA WA 8T Y 5) AsUTELUAT (Evaluating) Wuanuaiuisalunns
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AnAY Ai51A1 a3UieIiuAuAI109d9d1e 9 aanuilaeiingunaeinimagay Fao1adulumny
& 4‘ & ~ & e o v & v % ¢ . <
Weonmanszluseatu o vieoradungnaurindsruseusuile 6) n13as19asse (Creating) 1u
ANUANTOIUNTRANRE A B8N ANuMEaUsEaUN sl sulnduEessdeaiu
agefiszuy iliAnddninauysaluazininhy eradunisaensanufneenunligdudila
19918 N1SAIUUAIIGBEUIT NS AE U uIuINY 15991998 AAUAALUD U LS 19
AMUFNRUSv0ad 17 1l uwusssud uunluguuulnini ouwidalud (Gary, et al, 2001)

WaARaRagun 2.3

Creating
Evaluating
Analyzing

Applying
Understanding

Remembering

5UN 2.5 seaunmsiseusiuauan (Clark, 2015)

2.5.2 MIiguiauesunl

NsSEuIAUeITU Lﬁuﬁﬂwwmﬂ%‘auiﬁLiﬁmmiﬁu?%wm 9 N9OITNA LTU
Awan Ailen Anaduel Anunseieieu ussgdlauasiinuni Ussneusengingsy gee |
5 sefu 18w 1) 113503 (Receiving phenomena) iiurudnfiinduseusingnisaiviodasn
atslaaganils %LLamaaﬂmﬂugﬂsuaqmmj’ﬁﬂﬁLﬁ@ﬁ?fu 2) N13MOUAUDY (Responds to
ohenomena) Wunsnszvhiluaneanindemnndivle Sugen uaznelasodadu 3) msiia

a A

Arfen (Valuing) n1stdend i 1wl seusuiuludsay wieufuaniulus oeleas oandls

'
a

qunanaluade udduiaviruaRnludeiu 4) n159nszuU (Organization) NSE519LWIAR
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InsruuresAdeuniintulagerdeaiuduiiug 5) yadnain (Intemalizes values) 1347

Anfluiintienuaninginssuiiduildeuszand (David, et al, 1967) wanenaguil 2.4

Internalizes Values
Organization
Valuing
Responds to Phenomena

Receiving Phenomena

Ul 2.6 sefunsBeusiuesual (Clark, 2015)

2.5.3 MIlsguinuinee

nsisougAuinue 1ungdnssudveiernuaiunsalunisufoaau 3
wansoondlagnss Tnefnauazamamussnulustssfuresinuesing 4 maSoufinue
Usenaunlenginssuges 9 6 seau laun 1) n135U3 (Perception) Lﬂumiﬁ'@ﬁauﬂﬁ%’uﬁ
nannTURURA 9 Iddunnuazidenmasiinuiesaula 2) msimua (Set) nsimuanm
WSouveIsny Inla wazersual &wsun1sUUR 3) nsmeuaues (Guided response) 1T
ngfnssuiifiFouneeuufifanuddinuesaulauasneisudaensvhedieliiAnrnee
4) 3n5991u (Mechanism) iuwaiinssufigiseusaunsaufialdmenuies Taglidesonde
\3asduug 5) n3uUuia (Adaptation) iiun1snsevinegiedeidesauanunsaufifeugsen
Fudould 08139595 9gNABIRaTRIUET 6) N15ARAY (Origination) WungRnssunisujuala
adeuAaalaednlulf uaziduluogssmmAdmgdnssuludunisiFeus uazanunsnasis
sUuuumsidoulmlyiite vz fuanunsaliangrtetymiame feilumiuaunsaves

m33euslusziugs (Anita 1972) wansdsguil 2.5
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Origination
Adaptation
Complex Overt Response
Mechanism
Guided Response
Set

Perception

Ul 2.7 sefumsiFeudsusinue (Clark, 2015)

2.6 nMsWaIUINITNNERTN (Cognitive development)

windamanisduaig 9 sadusenie ala LarAN3ANEINT (3T
Junsdes, 2019) ladns@nuludiuvauinisvesdnissuudwiuunuaylunatefidnig
nquii sousulneiald Ao ngufwauinisnisad doyqivee Jean Piaget (Piaget, 1976)
UNANINIY AT %QIﬁLauaﬁwmmimaé’maaﬂzmwaqLﬁﬂéi”’wiLLiﬂLﬁmugﬁwﬁmyj PR

wUseanitiu 4 s¥ez (McLeod, 2018) Ao

2.6.1 szezUszamiuiuaznisiafeulng (sensory-organs stage)
< o 2 o | a ~ ~ v X a o o
Jumsiamnnisveaanasusiusniinauis 2 U Tufeilnnagisuimnnssuilee

ToUszamdutanny q asnausuinisiauinisideivagliannsaienuleswdiuls wu Anldile

'
v a

niududveie  Ran1sladu Bnnisues Bnidu Andu Bnye waginnistaneay nswawn

[y

wianfdadunsimuniugrudAglunsiaudunely wnluletdsseuslneniswdu Ju duda

[y |

fudering q 59U (Gans, 2019)
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2.6.2 szaznaulf)iannsAn (preoperational stage)

sweriliBudausteny 2-7 T ansnsoutseanifussezdendn 2 svey Ao szovdeu
WnAUAA (Preconceptual thought) LLaziwzmiﬁmLUUQJﬂmwgﬁ (Intuitive thought) lagd
swasBondall (McLeod, 2018)

szeenouinAILAn (Preconceptual thought) uduiannisveadney 2-4
9 udsiidinisuimeunadosiu aunsaaslesanuduiussenianansal 2 wemsel vie
11071 udvmeaveadnteddiivouiundidney wssdndinsdanuendugudnars Ao de
anuAnauondulny wazuediiviumanavesdu auAauaziaravondineil Jdlddes
gniesmuauduasain wonanimdlasiedasig 9 e‘]’mqag’imzé’uﬁaﬁu W L laan
Wnuda 2 au Jewdeutu azivnedraunieutunun uansitanuAasiuseaveudntedsilsl

WALLANT WANRIUINISTNINAITBAANESYTINLSINN (Media Tribute, 2019)

'
v Y

J2EENITANKUUANAMERS (Intuitive thought) iWuTuRRIUINITYENAN 81y 4-7

U

U quilifinvzifinanuAnsivgenieaiudwmne q sdnuendseanuaziendudiuveing 1l
ANUMINEYDITIUNIWAY SuTRRIINSALIUNMTaYsY wiliwaudain aunsaundamamne

nihlolagldfnwmSeuarmilineu $9nihanuiludmildiesuevsewntymaunazainsail

'
LY I

wiawana o Wanaguuidaym lnglidinsgiedddiudeneu nsfanmaraveunndiueg

Y

fudanuius vsedudainaiguen (Oswalt, 2019)

2.6.3 sxazUjUAN5ARAUIUSIIU (Concrete operation stage)

1%
v a

srezilazisuaneny 7-12 U Waunnsmeinuaidyguasanufaveunnied
aunsaasengunainazaunaailunskusdwiadesenduniianyle nieliaunsoiag

dilawana $9nn1swilamdsing 4 Adugusssuld anunsafizdnlafeiuiseswmnunsives

CY )

daing 9 lnefvinidladnvesudmsevesmaiduiuniauiivesfoususnlunddidmin vie

USUIASNAY a1unTa7aznlamnudunusvesdI1ug 08 d1usiu SnuasiAuIawAnTel A

ANNAILNIOIUNNSAASDUNSU UBNANUUAMNAINITALUNITIVBIAN T UYTTUTEANS NN
aunsadanquuisedanisinegreauysal ansaaunuiuyaradukazidilanuAnvesiaules

(Cherry, 2019)
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2.6.4 282U URNTISARAA8UINSTIU (Formal operational stage)

seurilavisuaneny 12 TUuld lutuildmuinismsaidygiuazainuanves

¢ o A O o < o & a a i a < Y &
2128 E’JULLUUEUU?N?‘W e Lﬂﬂiu’)ﬁu@”LiﬂJﬂ@LL‘UUmﬁﬁU ﬂ'ﬂ’]ﬂJﬁﬂLL‘U‘UL@ﬂ"ﬂ]”ﬁUﬁﬂaﬂ O IGHFEII

o—

Rk @‘VT’]L‘VW] nauanuieldant RN EWI lIEJEJ ANUITNAALUUENINYIAERT J1U1TD

=)

qamgmgmuawqwg LL@&‘WU’J’W’IQWNLUUQN L@ﬂ’JEJ‘L!@JV”I'J']N@G]U@ﬂLVU@iUﬂ’J’]ﬁ\‘Iﬁﬁ]‘\]UU ﬁiﬂﬁ]ﬂ/l

SBee

D

'
a

gasmgeineiunndwnegisaziinunelanssAniiarsuiedfudsildifimng vsedd

WWuuusssu (McLeod, 2010)

v

2.7 Guaua‘lﬂimm SNYVINUINUIY

Aadglafnuiuas iausamamamaﬂmhLm3mvumﬂiﬂumﬁmaaﬂmi@ﬁm-ﬂ
Anwazvadlalulasirazusslnnannmiads Dinosaurs the Fact Files (Paul, 2008) Dinosaurs

and Prehistoric Life (Kitty Blount, 2001) wag Dinosphere (Rick, 2012) 5238 suua 443 Ulad

aa =

goulatsng 9 Wednuwauzvedlaluasfinduiadinsiin 3 44 H3duilinauainisidien

a

Talwandiiieldlunsnegeulnefiansanandnwaeiianizdieseni1ssn anudey wasdon

YA o

nsvdumunzuninisandweninuiiunaeilunisden annsnwiwazduaingideldiden
Talutans 97u2u 567 Ao Inusulugesa (Tyrannosaurus) A5 LUN®Sa (Carnotaurus)
dlaAluden (Stysimoloch) lnsiwesmey (Triceratops) wasuaddlavasa (Ankylosaurus) {338
IGAnudnwazvedlaluasiisatudneasmamenn é’qﬁimqa%ﬁqmz@ﬂ néwiile fuf e

PlUlglunsiaunluea 3 35 Tnelis1eazidunnadl
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2.7.1 nusuluwesd (Tyrannosaurus)

Tnusulugesa Wulaluiansiule wu 2 91 dnglvandsweilug waviiease

'
a

anuauna duisduiandumidnuin dvmdeilnguasnsinds wandudvindivuindn

a

a I I = Y1 aAa P & Y] v o Y}
U 2 AFAY LU‘UWUQIUZ:! qmﬂmuqﬂiﬁfyj ?‘!WUUW‘UWﬂW ')@]ﬂ')q@iﬁn'ﬂ,ﬂ 13 11N Iﬂﬂﬂaﬂiﬂmgﬂ\izﬂ
2.6

Tyrannosaurus rex Mainly based on RSM P2523.8, mounted skeleton as exhibited in various museums around
Osborn, 1905 the world. Missing elements scaled after FMNH PR 2081 and AMNH 5027.

Maastrichtian

Frenchman Formation, Canada

I

Measurements (RSM P2523.8, "Scotty"):
Body length (along the centra): est. 12,1 m
Snout-sacrum length: est. 5,7 m

Femur length: 1,39 m
Hip height (iliac blade): est. 3,7 m A

Body mass (GDI): est.~8600 kg f
{ﬁ,\ 1 meter
O\ -

5UN 2.8 anwagnanenmvetinusulugesa (Dinosaurpictures, 2019)
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2.7.2 a1§lunasa (Carnotaurus)

Aslunesa Wulaluiasniwie 1y 2 91 fAuen 7.5 - 9 AT danwue

losuau fie Twregwitlon1via 2 919 Jauandrsaindnuazlaluaniiuileyssinamau o Alddian
lneianuaeaegun 2.7

Carnotaurus sastrei Mainly based on MACN-Pv CH 894 (holotype), as illustrated in
Bonaparte, 1985 Bonaparte (1985). Missing elements reconstructed after
Maastrichtian Majungasaurus, Aucasaurus and Ceratosaurus.

La Colonia Formation, Argentina

Measurements (MACN-Pv CH 894):
Body length (along the centra: est. 7.8 m
Snout-sacrum length: est. 3.7 m

Femur length: 0.88 m

Hip height (sacral spine): est. 2.5 m

1 meter

JUN 2.9 dnuwagnanienmyesnsiunesa (Dinosaurpictures, 2019)
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2.7.3 dladluden (Stygimoloch)

aloAludon Wulaluarsaude iy 2 91 Tamueld 2.1 - 3 was Januuy

U

wiunseingluanivunidlifegas TuensanTiguuagnkardIunaIveiil lngg1iuseunn 5

o

Y
WURLAS Way 15 wufwes wezdiliuaiin 9 8n 2 - 3 ue lnelidnuuedsgui 2.8

AR “M‘H '
WA
Z

Ul 2.10 &nwaszyanenmvesdlailuden (Dinosaurpictures, 2019)
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2.7.4 lasweasmeud (Triceratops)

Inswesmevd Wulaluaisvuinlug Tamnue1ils 6 - 10 was Ineialuuwan
Inswsmeld azdudisu audaduivdeveviiuiiaweauneasunwiilisaiey InswsimeUdd
U7 3 497 BYUNID LIINYI 20 WURkUAS 08mitloayn @i 2 Sundaegusimmiendsn 1

RS Waiieensufenananeey Inelldnyugaagui 2.9

UM 2.11 dnvagnenieninvedlasigasmevd (Dinosaurpictures, 2019)
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2.7.5 uasAlawasd (Ankylosaurus)

wosdlagesa Wulaluasvuinlng Taueild 7 - 11 wes vivdsenani

o
Y a a A g

YIUAUN ﬁmz@ﬂﬁuaaﬂmafmiwmmﬂumawﬂaqﬁ’uﬁ’mm Aunviduoins diluvuiadnls

dmsuuadgaity Unddnuazadeunuid lnelidnwugaagun 2.10

5UN 2.12 dnwagnenign1mueuesdlarea (Dinosaurpictures, 2019)
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2.8 91UENaUNL (Previous works)

NASANINUITENAN YA BITUFURUUNTITN IT8a1115aUUIN5ANY
pandu 4 91y Ao nskUsUsELangUuuuns1iln (Classification) mﬁmswﬁgmwmﬁﬁ\m
(Analyze) BnEwavesgunuunswnfilinasnan133ug (Perception) uazdnSnavesguuuunstilni

fnasionsiseus (Learning) fanns19il 2.1 lnglisgasidennail

A1519% 2.1 WIgUeUNUIIwnaUNRLN

Title

Classification
Analyze
Perception
Learning

Gran Stylissimo: The Audiovisual Elements and Styles

<\

in Computer and Video Games (Jérvinen, 2002)

To Stylize or not to Stylize? The Effect of Shape and
Material Stylization on the Perception of Computer- v

Generated Faces (Zell, et al., 2015)

Game graphics beyond realism: Then, now and

tomorrow (Masuch and Rober, 2005)

The Style of Video Games Graphics (Wu, 2012) v

Render me Real? Investigating the Effect of Render
Style on the Perception of Animated Virtual Humans v v
(McDonnell, et al,, 2012)

Art in an Algorithm: A Taxonomy for Describing Video

Game Visual Styles (Cho, et al., 2018)

Graphical Style in Video Games (Keo, 2017) v
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A15199 2.1 WIguigunulenaunt (se)

5 c
s lele|e
Title e | = g | €

@A c o o
b < ] -
— o
O

The Style of Tetris is...Possibly Tetris?:

Creative Professionals’ Description of Video Game v

Visual Styles (Keating, et al., 2017)

Effects of Art Styles on Video Game Narratives (Holtt3, v v

2018)

ArunsiUaUsziangUsuuns i iunisuuinguvuuunsdinlung insne
idesnguuuuniindslsifinsuiseiraduszuunazdnau Tnsaadednlnglimesursiie
Amuellemvasguuuunsidin laun ¢uideves Aki Jarvinen ladnwinmnsinuazideqves
ilewnulasldiausuunisatusuuuuresnwnaiineanidu 3 sUuuu wiousisesuisds
Snwnzvaaguuuunsiinita 3 Juuuu edsesiBeauasiinseuuuanudalunisesuigliegs
FaLau (Jarvinen, 2002) ag9lsfinuuususzinnuuuuies 3 nqu dalisesuguuuunsiiinlu
990 1losanafawainaiindnsiaunedeieiiles saudefiied esleviovenduiifivae
WamnawnsfiniTlansnsaldmeialu q Welinisuanmavesnmnaiindanuvainnais
11nB97u i3deves Yin Wu ldAnvinsiinvesny 2 if uay 3 39 wazlUanguuiuunsiin
oonudu 6 JULUY warldoduiednuursUuuunniinits 6 sULUY fefmienunasiauonm
éf'saEJ"m?iLLamﬁqé’ﬂwngﬂLLUUﬂﬁ’ﬁ/‘\Imhgq 6 SULUY (Wu, 2012) 911338984 Hyerim Cho lafine
susuunsfinuagliuussuuuunanfinesnidu 13 nqulvg waz 8 nguges samdu 21 gUuuy
Tngldtmuadoguuuunsiinits 21 3Uuuy Wasnndeamudnuasfldtenuly lunisutngs
sUsuunTTinvessAdeilaandulasransiin 2 T uax 3 T Wdetu (Cho, et al,, 2018)
lFnsdanguiideditnfiuiniu iesmnmeadalunsndafiunndrstu Jeerndeniseduie
anwargUuuunafiniagldmienuiissegnniien egslsimunsldmesuiedalidediinlusiu
anulanagliaunsavendnuazlaegeazidgn vilinsfinuiegduuvannsadangule
snnndwilangy GeerahliAnanuithlafielunsdeansvosfivianing

munsInziglsuunsiin Wunsinssigluuunsiinludssiausing 9 1wy

v
a a = CY

nsiATIERgULuunT Nt unugaady (Keo, 2017) nsaasigvisukuunsfinlunuiive

Utauenadenlyuag Wauiiny (Masuch and Rober, 2005) N1534A5121§ULUUNSIANT
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(% (% '
|

WMRITANAURUNNAIG 9 (Holtts, 2018) Tun1sTiasnzivianua il osduuwanialiy] waun
finduladengunuunsiinfivsnzanse ingusasdvesiiuian

ANUNM35U5 939898 Rachel McDonnell Lunsfinwianuauasaveansiiin
Milansgnusensiuivesywdetislatne Wy anuanass anadela anududing uay
Arwdung SanadnsilanuiinsldzuuutlndifesnusieilfiAeausdnmsauuniy

[

(McDonnell, et al,, 2012) $1338909 Eduard Zell lunsinuniladeiiinansenusionissus
ATNANDY LasAnwmansEnuAonITIUSTe sy wEwALatY (Zell, et al, 2015) Faa1uits
2 aamﬂé’mﬁwqwﬁ Uncanny Valley (Saygin, et al., 2012)

srumsiFoud WunsfnwmansenuvessuiuunsfinfunsBouivessiau dad
U3U89 Tim McLaughlin ﬁiéfﬁﬂLauaﬂsauLLmﬁmém%’umimmamwwaagﬂLLUUﬂiﬂﬂﬁ’U
n15150u3 (McLaughlin, et al,, 2010) 1ilsseeaiiion dslald@nuwinansznuegradugusssu
aglsfimunsauwmudndrssuausad vl dunuimaunisfinvinansenuvesguuuy

nsinduranmsiseuslueuaala
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aa

2.9 AsUsTIlUNaLazannNnNeIvDg

lunsuszidiunadndudesfnyimguiiiennumuiauuasaanugneieslunis

AMUALAS LNl TUsEIY warinNananfRveIne 1 tnusadul

2.9.1 YWANFUAIBEN
NsMMuATUIANAuAIeg 195338 laldinauives Rule of thumb (Wilson, et al.,
2015) laglaszyinngusiieg1euun 30 AURDNAY NEINDRBNITILATISRNIAIILLANAIIYDT

1 = & o 1 Y 1 O Yo 1 [ ~ o v
nau Fadunsivuanguiiegeildiuunsransuasduniseausulaginly

2.9.2 NMINAFIUAIUATIVDILUDW

U o

A3delavinsAinvnguiiiiertesiiethunldidunsevlunsadrsuvunegey

v o bLyo

Mnsufideldhuuunaauligdeamgsiuau 3 au vhmseneaeusasfiarsanluduai
Fesnsmoniden arumnzauveaion uazarudaauresoululuunegey Msveaey
A senssvaadomludnunedisondn namAinuaenndessenineingUszasd i
LUUMAOU %38N1svAn 10C (Index of Iter-objective congruence) Fasnfisaxulddesnni
0.50 4l Tnedlinausinislazuundail

f1+1 fe wdlviuuuneaeyTansmuingUszasdvidonsmnsiion

a0 fe liulahuuunageutanssmnaingUssasduiensamunilon

A -1 fie wiladwuunaaeuinlinsanuingussasavsalingwnuilon

2R
91ngn3 I0C (Index of Item-objective Congruence) = N

I0C  unu  AeedaNaenAdeY
SR uMU HATINUDIAZLUUAINAAALTDI T IY Y

N W U

2.9.3 MsNAFRUAMNLYRDND
wuunageulusuideaduiiuiadu 2 du ldun wuunegeuainuinesiu
Folalutad wazuwuuysziiuauianela lnswuunaasuadusii eadud elaluians

Wmﬁmaawmm%"aﬁwm Kuder Richardson (Kuder Richardson’ Method)
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wazkuvUseiluaunanalalgnisnaaauanud s un8duUseANS wean1vvIABUUI Y
(Cronbach Alpha Coefficient)

. n Zqp
3NN IVD9 Kuder Richardson 1y = —— [1 -
Y n-1 of
1o
T uwnu AU AvsaueursuUAde UTNaTU
n WU 9IUIUTIVILUUNIAEDY
P Wi dnsduveiinauteiign
q Wi dnsduvedineuteiiig
of  uwnu  AanuuusUTmesazuuuideulavisatu
. n Z'Siz
1ngnsY89 Cronbach Alpha Coefficient ¢ = —— |1 — =%
v n-1 57
1o
a uwnu  dUsEAvSAuTRuTIUUIAdDU
n UNY IUIUTDVIUUUNAADUY
2 Id 1%
s WY ANNLUSUTINUBIRUUNedR ULUUS 18D

s? WY ANULUTUTIUYDILUUNAER U T

2.9.4 @aaNtYlun1sATIZVTaNa

Y

v ) 1

AIdglaudenisiiesgieanidu 2 diu laun mMsleseiiald waznisiasiey

v
aa v A

Wguguanuwanmng nelfazaiuaslvannnail

mMinseiily Wunswenwasenuiuazafesay saudemenuudliudng
daunana IiuA Anade Avdsegiu Avgiuden waznsianisnsvanevesdoyaviediuidosuy
UINTFIY

MFATERUSEUTiuaLLanne g3 lavegeumeiinaiiuuunageuan
T-Test (dependent variables) Tun15MAdUAINLANAINVDIAZUUUADULAULANLATWAILA LA
luudazngu warldn153AsneANuwsUTIUNIARE7 (One - way ANOVA) lun1snadauniny

WANANSYBIAZUUUNDULAUNULALTAUAUNUYBINSINFULUUTS 3 FULUY
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nsauLwIAANIsWUINguURUUnTwnTung 3 U

nNsAnwRLInUIUsuunsinlung 3 96 delailadinisimunegis
Wuszuulrdaau iosnmadaniswauins iindn1siuasuniaog 19519159 91NN15NUNIU

[

WsansTImUINUATewaunilsliihnsimusguuuuniinusazUssion wagesuieguiuy
ﬂsﬂﬂimwiazgﬂt,wusﬁu Fsmsdwunguuuunsiineudiesuie Sslitedida Wy nyiininaung
suuvuaenadesiuiomvesguuvunsiiininnnimisgluvy silildanmnsadadulalaogng
Fonau Fseradulgmilunisdeasdmsunistivun suwuunTinvesiuiaun
AaideduanansoulwIAnd miunsuUsUsziangUkuuns il 3 9@ wazuus
sunuunswnvauny 3 4 laglmimgudaduazinaialunisasiansin 3 46 uldluns
firsunuuesUuuy nsdin Wielinmsudsnduesnisinwiadeifienudaeu sufahsuuuy
nsiindilsiuszeznailunsdaiioduimsdunsdaduladmiu madonsuuuunsiinly

Telusidesiall

3.1 mMsdangugduuunsWnluiny 3 &R (Clustering 3D visual style)

[

n1537efliingUsrasdiioudanguivuuunsiiinvewny 3 4@ uaziauensoy

wwIAanIsLUIUszIangULuunTinielvin1sudsngugluuunsiin danugndes uazdaiau

(% (% (3

FWedddeanumuissanssuuarAnwmguiinedivesduszneudad saufamsduaAudeyaves

e

o
Y

sunuunsfinveansluiesmann Tasideniny 3 I@ vismumain Apps Store Thailand lufuil 12
ungem wa. 2561 Lielldinufivainvaneiideiaden tnudieglu Top paid wag Top free Wu
N3 3 TR 971U 140 LN mﬂﬁdu;g’ﬁ%’alﬁﬂmim ANTIVBINTIWNTULNNFIN 9 31NN13YATY
FAlensiauresfiaung (Gamer) luiuledenu (Youtube) tnenaduisle 1 - 2 AdU viseaund
AzanunsnIeszs ninlulanveanula LLaz‘L‘i’]mwmmmﬂﬂ%ﬂ%ﬁiamﬁmsmgﬂLLUUﬂiWWﬂ%ﬂ

Tumau n1sulangugduuuns iin 3 duneu Asgun 3.1 lnelisgazidennail
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I

I Review
Visual style Visual style «: visual style

classification clusterin I
g »K and

I

I

I

Analyzation

5UN 3.1 Fumeunsudanguguuuunsiiin

3.1.1 mMsuusUsznns Wnlaesau (visual style classification)
Tunsgurunsifideliudanguvuuunsifinvesngusegseanidu 3 nqu fe
sULUUNTTIN Abstract JUUUNTITIN Stylize waggUwuuns1¥in Realistic Wioliiun W IMAY

Nedensulaingulutunoudnly

3.1.2 mMsudsnguuuuazden (Visual style clustering)
waanuusngunsfineendu 3 nqu duseuililunisdunaguuuunsiiin Tuus
aznqu uazwenjlsuunsfinvesasnqueenidunguges 9 mudnvazueizunss dndiu

(%

i waznishinaesnsiininulungudiegi

3.1.3 11371 1EM waTNUNIUULUUNsIA N (Review visual style and

analyzation)

Fumeuiifunmsinnesiziuuunniinvesusiazngu Aldndunsunsudsngu
wuvaziBen ievndnuagianzuesguns dadou fiufi wazmsliuas Fedpainnsaningunse
fdnunredils dadnuddnunredidls Auiafidnuuzedils uasnsliuasddnuuredidls
saufafiansannguuesguuuunsiiniiinfianuasandosiudnuneiidaliniela osnnis
wsnguludupounsudsnguuuuazden Wethufinsanlutuneuioteduienguiianunsn
FadunguieatuldviounnguiidaidnunsossUuuunsinfidaudatu nszuaunisiiadu

nsvihgaulesuLuunTiinAdaNutauLaraennfesivinuur Tadevadudaz UL UL
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3.2 nsaULLuqﬁﬂa”mé"un'lmu'wiunwgﬂquniﬂﬂ N (The visual style

classification framework)

INNISANYINUT N¥UEYBI3UT1e (Form) dadu (Proportion) N5t LS

(Lighting) waguily (Texture) Nanunsaldidunaet Tunisuusguuuunsniin lnswsaziaded

ANWYULAIT

3.2.1 dnwnuzYasgunss (Form)

UNss (Form) wislenfu 2 dnwasz 1ol 1) Geometric 1ugunseiiilvey uaz
wasnfidalay Wy n3anaN nsanszuen Nsefiszla M558 naesdmABy vevatewmA oy
2) Organic Wujunssdasy fiintuanassud 1wy sUnsaiulsl JUnssvesasdidin viedaves

A4 9 ﬁagﬂﬁ 3.2

\GIANE a7, VN
DA T O

Geometric (Q) Organic (O)

5UN 3.2 dnwairveagunss (Form)
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3.2.2 anwzUasdnaIu (Proportion)

dndu (Proportion) wusléidu 4 dnvame 1dun 1) Pictorial ) udndud
anansaszyld lifuuuus 2) Iregular Wudadwiidemouseazidenandndiuase 1wy dndu
Wrarasfifdnduiatuddndudndiundwea vilddnvauglunadfidiendnuaid
NaINMA18AIUNITEDNUUUIDIUNDDNRUY é’ﬂwmmaqﬁmdwﬂﬁzLﬂwﬁf%wulé’mnm{@u
3) Approximately L udnd ufilndifsauae dsdaneusivazidonvesdndiuaily

Bntles U dadiuntinivesiiarasiianneudadiulvianuvuzianiy ammmﬁu@uﬂ WU

anEiazAswinty 4) Realistic Wudnadruaswitodndiufisnsdsdndiumnuduass Tunisadia

anwaurvesdsg q Iiniadlowsss feagun 3.3

dadou/Proportion

Pictorial (1) Irregular (2) Approximately (3)  Realistic (4)

5UN 3.3 dnwauzvesdadiu (Proportion)
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3.2.3 anwazuanas (Lighting)

wate (Lighting) wuslamdu 3 wuu laun 1) Low light dnweauguasluinuiusuia
wasiitfesnioidunsliuasidoutuingyiiiunmingduniamieusy nwdedouuas
2) Natural dnwaszuasluny Wunadigiiusssunilndidssiuaimiduaie 3) Extraordinary

nuaziadbunuluuaiinnuase dnslduasmedanivmwiliuasgmilonsiniiuasssuys
93Ul 3.4

U

nav/Lighting

Low light (L) Natural (N) Extraordinary (E)

g‘uﬁ 3.4 dnwzURLas (Lighting)

3.2.4 AaNYUSVBINURND (Texture)

1 U aa a

WUR? (Texture) wudlendu 4 wuu laun 1) Solid WuRILsazdLvesIng HaLReN

9

¥
a o

(Monotone) asliuanimeasiBenanzvesiuining 2) Elementary MuRudazdruiimslis
TeasBonfeduasanimiing q Tumstwundnvasamsvesiuiavesinquiasdi vhl
\Aedfvesiuiivienmsasiieseuasiivaonm dlilfidnaniifvesiufuasmsasieuaae
3) Influence fuusazduvesingisavBonvesiiuin  uaziimsasiosvesadludnune
A9 ) LU Nuinsiunm fufnsyan uasitufmanain sadunisaviouanuasasuuisealng
lunu 4) Exquisite fufusiazduresingineaziBeavosiuiniidaau wu sesdatou seudy
sotunn Fauansoonduifmudnanuiuiinisasieuveuawesiuindnuasne 9 insden
1A W Nuielaieaty Uinailisumsasteunansnsyaainnniidnaiiaey ¥ilv

(Y a

TaganunsauanseaviBuaiuileauysalinnian Assun 3.5
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WURND/Texture

\

Color Diffuse + Occlusion Diffuse + Occlusion + Specular

Diffuse + Occlusion + Specular
+ Glossiness + Normol

Solid (1) Elementary (2) Influence (3) Exquisite (4)

5UN 3.5 dnwaizvadiiur (Texture)

3.2.5 nsa‘uu,u'aﬁﬂé"m%'un'\slmailszm‘mgﬂqunsﬁln

a

MNANWULVRITITENT 4 NNANUITNAUFIUITOUIUASIINTDULUIAINUARA 11

(%
[

nswUagUuuNsIWin faguit 3.6 Taediigeail

Proportion Lighting Texture
- Geometric (G) - Pictorial (1) - Low light (L) - Solid (1)
- Organic (O) - Irregular (2) - Natural (N) - Elementary (2)
- Approximately (3) - Extraordinary (E) - Influence (3)
- Realistic (4) - Exquisite (4)

5UN 3.6 nspuLwIAndmIUNMSUUIUSTIANIULUUNS TN

Junoui 1 Nasansunswwesinglunuindlngjegludnuacla laglsuns

Geometric WNuUMedNEs G karFUNTs Organic WU O FIEaNYS
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funoudl 2 Rarsanandadauvesdsing q nelwmriamsweglu dnwaurle
Toelvdnaau Pictorial wnuaetaY 1 dadqu Irregular unuslBLay 2 dnaiu Approximately
UNUAIBLAY 3 uazdnan Realistic WnusLaY 4

Supoudt 3 Fosanuadunuinddnvarla Tnglduasdnuas Low lisht unudne

F29n97 L waednway Natural knunie619nws N Lagldsanwalz Extraordinary Wnunae

ADNYs E

o ' [
v v A a

Junauil 4 isandnvasiiuiivewesdnig g aelunuindlng ag/lu
Snwarln Tnel¥iuia Solid unudieiay 1 #uin Elementary unudasta 2 #uia Influence
WUSeaY 3 uaritui Exquisite unudieiay 4

lefinsandnunzuesguing (Form) dndau (Proportion) uas (Light) wazituia
(Texture) AsuLdalihdariildannisiansanundesiunuddu wu 02N2 Jadusialunns
fnsanguuuunaiin faguit 3.7 Taeldaadnuazvessuuuunsiin 12 guuuy faguil 3.8 Tu
n135Ey URuUNiin Inediansanmuunuiusie (Form) dadu (Proportion) uas (Light) uaz

WA (Texture) Aud1Au IzWiudnsa O2N2 eglungunsiiin Stylize

Classification framework of visual style in 3D games
“

* Geometric (G) W(" Lowl-bﬂm Sﬂldm
SO o ® il
n-mw * Exquisite (4)

L[ s =
O[2|N/ 2]

5UN 3.7 Megrslunisidnseunnfnd miumsuusdssiansuuuunaiin
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Light Light Light

Abstract Semi Realistic Semi Exaggerated

Form

0

Form Form

Proportion
Texture

Proportion

Proportion

G2N1
G2N2

Light G3N1 Light Light

Simplified Realistic Exaggerated

Form Form Form

Proportion
Proportion
Proportion

G1N4

e
Light Light Light

Simple Stylize Photo Realistic Photo Exaggerated

Form Form Form

Proportion

Proportion
Proportion

Light Light Light

Stylize Simple Silhouette Silhouette
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1NN5ITedaunsanussdiuunswnlav e 12 ULy Jeudaggukuy i

anvazveusazdadenuandeiu dagui 3.9 Fadudegiansiinvesusdaznquitla a1nn1s
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a YA o

wiangudsuunsiin tngldnseuwnAndmiunisudsssiamsuuunsiiinigidelmiausly

Y

N9AU

FLING
FIGHTERS

Pe i

—

-ﬁ ¥

Semi Realistic
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Semi VExaggerat.ed Exagger;ted Photo Exaggerated

5UN 3.9 fegrnimgunuunsiiin 12 sUwuy

Y Va v

o eal v o v v o 1% a a aa aa
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diauedauasnndesiungud wazarursadiunldwarsansvuuunsiiinlaase vinlv

JNoNLUUANNNSOARANSIUNNSYNNULA e ULAS TALAUNINTY

3.3 Usziiunansaunuin1uman (Framework evaluation)

TuduseuiidunisvageurinudilavesnseusuiAnnisuuivszinngviuuy

nsinAgIdelmaue weTananisldnuassiunguawiiluinnseuiuifnvesidedielvgldeu
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ausathluiansangluuunsiinladeuasdaiauiu lnswldingunaass 2 nau Ae nquinAny
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Fyireufinnedninfin §1udu 26 Au wazng Ll vavgludunisudnnsiiia 3 47 7
Uszaun1salunndt 8 U 91uau 16 au laglvigidleaSuienseuwuiniudn Auend 3 Ui
ydsnihiliinguvaaesgaimnaifin $1uau 10 JULLY Wuuvagey 10 49) Ussneudaeguuuy
N3N Abstract gUuuuns1in Simplified sUwuunsI¥in Simple Stylize Uwuunsin Stylize
sUluuns W Simple Sithouette sUwuuns1¥in Sithouette gUwuunsWIN Simi Realistic SUwuU
n319n Photo Realistic Ukuuns1¥n Simi Exaggerated wag3uhuunsnilin Photo Exaggerated
flFnnnisduegnsdenguiuunanfiniienua TnesuuuunsiinusiarsUuugniansdaenm

NLNY 1Y 10 LNY AIRNSIN 3.1
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M13199 3.1 Amveununlduansguiuunsinusas iy

No. Visual style Game

1 Abstract Splashy!

2 Simplified Minecraft

3 Simple Stylize Fling Fighters

4 Stylize Oceanhorn™

5 Simple Silhouette Limbo

6 Silhouette Playdead's INSIDE
7 Simi Realistic Life Is Strange

8 Photo Realistic Assassin's Creed
9 Simi Exaggerated Lineage2 Revolution
10 Photo Exaggerated Injustice 2

LUUMARUTY 10 T8 AzuannMTINTBNNY $1UU 3 - 5 1M Taufuaninle
nsdwnu itelinguvaassaunsadiuninsuesusasnulddaauiy mndulfngumanos
5pUUMUUNTINN wiasinuanduden 4 dadien §Idelduusiuunaaeueandu 3 sedu fe
sefUEn 2 9o szAUnans 3 4o uagszAudie 5 4o szAuAuININNGIdonTTTel
fsuslitesyiusniifudondnuarvesuuuunniinillndiAssiuimun Wy nsfinguuuy
Abstract ns1#flnguuuy Simplified n51ngUuwuy Simple Stylize kagnsiWngULuy Stylize
sefunanedl 2 dadendidnuaz TndlAsatuain 4 §uden 1y n3fingULUY Simi Realistic
n31MN3UkUL Photo Realistic n31NgUkuU Abstract wagns Aingukuu Stylize agiiiuinngiin
UL Simi Realistic #U n517nFULUY Photo Realistic fidnwaizilndiAsadiu wazsefudne
Fudenasiignuasfiunnaiuiomn Wy nsngUluU Abstract n51inULUU Stylize 573N
sULUY Silhouette LA¥AIIINgULUY Photo Realistic auafilduuunaaeuiiididening
feansanatlunmsiuvunaaeulingunaass Fansvaaeungumaassazldiuaiediviv

U

WAsagUwuunIiin FeUsenaunie 1) nseunidAndmiunisuususeLanguuunsiiin
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2) MWUAAIANYLYBY JUNTI dndIu Uas wagiiuid 3) msesdnuazves sULuunsIiin 12
JUKUU A93U7 3.10 1Waea1ndedninlun1sginleasuenssuiuinufnmneld 3 uil villi
nauneaadlianunsadidnuazvestdadens 4 saudsguuuunsiinia 12 susuulanvun wadns

nldannsmageUaTgnIIUTI Lethuleszviuazasunalutusaly

ns:uduNIsaKksSuNuvUs:InnsUnuunsIwN

—O O ©

ﬂ Lighting

- Geometric (G) - Pictorial (1) - Low light (L)

- Organic (0) ~Irregular (2) - Natural (N)
= ®3) - y (B
- Realistic (4)

( GaN1
\ Light G3E1 Light | G3Ny

2=

sunsv/Form

Geometric (G) Organic (0)

dadou/Proportion

Form

Pictorial (1) Irregular (2) Approximately (3)  Realistic (4) :

Light

Semi Exaggerated Semi Realistic

Low light (L) Natural (N) Extraordinary (E)

S g
WURWD/Texture {o‘a! [G1na - 04Nz
O4£2 & | O4N3
Light Ligh \_J

Exaggerated Realistic

" |
Form

Diffuse + Occlusion + Specular
+ Glossiness + Normol

==
Light —J

'y
Light _J

Solid (1) Elementary (2) Influence (3) Exquisite (4) Photo Exaggerated Photo Realistic

Color Diffuse + Occlusion Diffuse + Occlusion + Specular

[y

3.10 gilodmiuiiansanguuuunsiin
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3.4 Wan15useiiunsauklnn (Result of the evaluation)

1INNIINAFRUL ITELANAAZLUULAZAIINAALTUVBINGUNARDINT 2 NG
AdnseukwAnlUldiarsansduuunsiin uenanidelasuuuunsniinveusiazinufngy

naapdien liegAuaennaewainaudulngtunsiiusUwuunsminigideladnauell

50kl

104
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Ex;;ert Stut'ient
Participant

35U 3.11 Boxplot UARNAZILULYDITI 2 NEA

31N Boxplot Tugﬂ‘ﬁ' 3.11 LLﬁ@QﬂSLLuu%@\‘ﬂ;IJ\‘] 2 ﬂQIJJ s?fqlé’mﬂﬂ’]ﬂﬁﬂa;wmm@
A0S UNINTDULUIANUANAIINETY 3 WIT WAWILUUNAABUIIUIU 10 U0 WUINASLUUUDS
nau fidemnaiiazuuueds 6.93 lnodazuuugegn 10 Azuuy uaslinziuuAign 3 AUy du
Tunguiindnwiinzuuulade 5.85 Inofinzuuugsan 8 AzLUL LasdAsuULAGR 2 AZULY LTy

ITAUALLUULAAITIANENTAlUNTYIIAUEN1IYeIN TR ULWIAANITLUIUSEIAN UL UY

'
va v [

nsnIdelaaue Jenzuuuveis 2 ngu egluseaundiTuaaniald lagiamglunquues

Y

v [

UnAnwnduszaunisalesniingueldeivisy wenandiIdelanainuaenndesvesdinay
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M15199 3.2 dndurneuveINguiTeIvIYIne U NkAL FULUUTNITI ML daninan

Y

Games Visual style Ratio The most chosen
of visual style

correct
1. Splashy! Abstract 0.430 Abstract (0.430)
2. Minecraft Simplified 0.625 Simplified (0.625)
3. Fling Fighters Simple Stylize 0.875 Simple Stylize (0.875)
4. Oceanhorn ™ Stylize 0.813 Stylize (0.813)
5. Limbo Simple Silhouette 0.750  Simple Silhouette (0.750)
6. Playdead's INSIDE Silhouette 0.125 Stylize (0.688)
7. Life Is Strange Simi Realistic 0.500 Simi Realistic (0.500)
8. Assassin's Creed Photo Realistic 0.875 Photo Realistic (0.875)
9. Lineage2 Revolution  Simi Exaggerated 0.750 Simi Exaggerated (0.750)
10. Injustice 2 Photo Exaggerated 0.563  Photo Exaggerated (0.563)

v

1NMN5199 3.2 Uansdnd1uveINquUEIeInyfineugn wavdndiuveaguiuy

aa o 1

NN INYFENUINTgA NuIgaIalenuildndiuninuaennnesvesAInauLINn
0.80 {91 3 1Y dAdIU 0.50 - 0.80 AT 2 LNy dadru 0.60 — 0.70 AT1UIY 3 1N

A&7 0.50 — 0.60 I 1 LNY @RdIU 0.40 — 0.50 AU 1 1N WaTAREIY 0.125 I1UIU

140y azwiudding S 9 tnu ingudidennadenassiugduuunsiiniigideiiaue uaz

LAY @

\nu Playdead's INSIDE «Juinuifidnarudosunn lnefideladnansinliegluguuuu Sithouette

[ [

Faduguuunsiinifienulenmuinuiaanldnvaswasosvsolunishivadoutiuing vili

3 [ v

wiunmdngriuaniinleeddnvuzvesdndrudunuuanasa (Realistic) uHadws 7 laain

Werwgy Ao UkuU Stylize Ndndulunisidenuiniigais 0.688 lnaguuuy Stylize 1du

e

sUkuunInAinsanneu dadin 91nanuiluase uasldiiuiniuanseaziBoaiiliiinny
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wnnzvesingneluny Fsdetaudiilidutoyadidglunisnumuguuuns i 2 JUuuu Lile
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q
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Silhouette warnauiiievaydulngdansiinvesnuegluguuuy Stylize o150 2
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nugiinuifduesiiuseazidenvesiiuinluny sufvdinuvauzvesdadiuvesiazasiduings
o Y a 1 [ 1 3 [ [ 1 a . . <@ 5
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Usziau lonavhlingudidetwgiiansanliinsfininy Playdead's INSIDE agluguiuu Stylize

o

e

1NNV Silhouette 19 MNN1sMAFULIIEIVING UL T8I 15 IRL08TUIENTOULLIAILAR
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&

Wi 3 Wil IneyneSutedsdnvugeing 4 vewis 4 Yadenedud Geldliendqegnsliiunim
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a Ya v
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Y
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nsdinseukAnnskUsUsTnsUwuunTintssulUlddelinisudsusenm
gULLUUﬂﬁWﬂﬁmm%’mLﬁ]uLLazLﬂuﬁzwmﬂéﬁu idesanndumsiansaniednuazuedaded
V833Ul uUNINUIENaUAIY JUNTY dndiu was wazfiuin Tnofunisinnsandnvnzvosiiade
fardrunliliiAnAnuduaunazenen1sR15m FIUAnA199INNIIRITUITEIUITY
ﬁmumﬁﬁnﬂmimgﬂLLUUﬂiﬂWﬂIﬂﬂiﬁTﬁwﬁﬁﬂué’ﬂwngﬂLLUUﬂiWWﬂLfJumwmm LU 93T
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3.5 52821981150 AAYRINTINIS 12 ULUU (Production time of 12 visual

style)

NUASNSTILS AN lé’ﬁflgmwumﬂﬂﬁgq 12 5UKUY thamszeglianlunngn
WeranFeuieuliviuisiunuesnsnds dmiunsusznoumsdagulamguuuunsiing
ngausen AL Nvesfiutau auduilulddmiuauiseluduneusslusie nism
SYUEAINIHANYBINT NI 12 EULLUU‘Ifu Aadelamiiunisadeguuuunaiinlagduiianly
MIHARRIUAFUILAUN S UIUNSWER BeldTmunfasasildinssazinarlunisuan ae Taluians
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Stghze Srmple Silhouette Srlhouette

Semi Realistic Photo Realistic
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M13199 3.3 szezlatlunisuanvesgUluunsin 12 gUkuy

No. Visual style Production time (hr : mm)
1 Abstract 00:05
2 Simplifiedd 01:30
3 Simple Stylize 03:00
a Stylize 05:30
5 Simple Silhouette 02:40
6 Silhouette 06:10
7 Simi Realistic 12:00
8 Realistic 12:00
9 Photo Realistic 20:00
10 Simi Exaggerated 16:00
11 Exaggerated 16:00
12 Photo Exaggerated 24:00
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16 #2119 n5AANFULUY Simi Realistic wag Realistic 195zoziaan 12 §9lus n5finguuvy
Silhouette M5z eziia1 6 Falus 10 wnil n3ngUKUY Stylize Tszegiian 5 Falu9 30 Wil
ns1fngULUY Simple Stylize T¥5z8¥19a1 3 §2lu9 n31AngUuuY Simple Silhouette 14
szezian 2 alus 40 Wil n31fngUuuU Simplified Tsseziian 1 Flus 30 Wit waznsdin
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nIfngULUL Stylize ns1ilngUwuu Simple Stylize ns1ilngUuuy Simple Silhouette n51¥in

sUUU Simplified Lagnsafinguwuy Abstract mua1ay
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3.6 waninaailun1siaenguuuunsinlulinaseu
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wazszarIaINsranlndifsstunniinguuuy Stylize Asfuandesuuuunaifin Realistic

nsmngULuy Simplified wagns1WngUkuy Photo Realistic 31nn1siansanEidelaliannsaiin
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sUlUU Simplified wagns1MNIULUY Photo Realistic tasa1niianwazvasguwuunsiiniay
szezaIN1sHanuanasiuegaiulade dsiudsagulainguuuunsiinigidedentilufne
MNaN13L38u3 A n31fngUuu Simplified n51NFULUY Stylize Uazns1fingUkuy Photo

Realistic flaguil 3.16

Simplified Photo Realistic

JUN 3.15 sUuuunsiinfgidedentlu@nwmnanisseus;

Y
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wnalaluansainsuian

wnulaluiarsdmsusan (Dino Kid) tdwnuueundiaty 3 46 vulledelu
sruvUftRnisueunsess (Android) FeilgasjamnelifiduannsaiFeustoleluanslisesiies
(Self-learning) Faen1suinuanUszgndldfunisdsuiuuudaduilénidoduianardduns
doanyvilvigiaulisuuszaunisalunsSeusiulanlmivenmionnaseuntdsde

FAselaatranlaluansdmiudniionisinusuuuunstiin Tnedigesjemane

[

néniilediauezUuUUNTTn 3 TR AsanzaudenisBouimenudmiuiinengsening 6-12
sﬁa‘i’ﬂi@fLLU'wf'Jumaumaﬁ’mmmuaamﬁu 3 Funeu A9l 1) Tunsunountsiuduu
(Pre-production) §33elaAnnsaulwiAn (Concept idea) vaunuliideduiiolhinuaenndes
UL URINUIY mﬂﬁ'juﬁwmst,ﬁmmam’iauua (Data collection) HenfunnAnveLny
warthunassenansn1seesnuuulny (Game design document) Tunisusnsigagidunveany
FamaifiothluUssduuuAauonns (Game concept evaluation) Taenadasiuinguszasd
YosnATeniold wazivunaaitlnenssuweundadu (Application architecture) 7ildd1wsu
nswaLnud MUt uRousely 2) Juneunisuan (Production) ARe M Anvanut1si
urwmuilaeis uannisasrddunalaluians 3 38 (3D modeling) n1slaf uiia (Texturing)
mﬂﬁiﬂig@ﬂLLazﬂWiLﬂﬁaulﬁ’J (Riging and animation) aanwuudIuAnaseiugly (User interface)
o ouTusunsy (Game programing) wae 3) S uneunden1suan (Post-proction) 1dunns
NAFDUTZUUVDILNYU (Game testing) hazn1sUseLiiulny (Game evaluation)Iﬂﬂ‘ﬁﬂ 3 Fumou

fI510azdunRIl
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4.1 YundunauUn1IALLUeIU (Pre-production)

I

HadelaAnnseuLwIAn (Concept idea) veunuliidesduiiolhinuaenndosiu
AL INUEVBIUTTY mmfuﬁ’m’mﬁmam”m%aga (Data collection) gfuLIARvDILNL
Mniutanadisena1snseenuuuny (Game design document) lunisuensieasidenves
nastevue i o lUUssd uwuaAnve sy (Game concept evaluation) 31d8nAd 89y
TUszasrveslTeviell wazimuean1Ununssuweunadiaty (Application architecture)

Felswazidunanadl

4.1.1 nsaULUIAA (Concept idea)
Ingninusatuldyaywmsngvdniiednauasuiuunsfinimungaudens
Seuimenudmiuinneiysening 6-12 I asluddesinaueinuiaunsainnanisiseuives
2 o a a & Y = v Y s o ] =
wnianzaslungluuunsiinidundn ieliussainguseasdnendd :nnsfnyiwagsiusi
Toya SudInuiieivgnivszaunisalaouaneiysening 6-12 U sladeaguuuifadu
<

inulalwasdmiuin NdgaUszasdliianianinieusludiunisandidnyusiazieves

Taluians

4.1.2 57usmdaya (Data collection)

WeldnseuwwiAndsduna i3 duladnwnasiusiudoeyavadlaluiaisiag

Y]

Prunlglunisneasu IneladnyidnwusuaabaluaswaasUseennannnieds 520 IwRag

aa ' IS I3

Adlgdeaulaising o iethdnvazaedlaluiasfnauadinsiin 3 4@ §3dedinasinig
won taluansiialalunisnadau 1negna1sanaInaneue NanIzd1gnan15a1 ANUNYY Waste
AnseFuwmnIzLnnIsansvand nuLdunueilunisiden NNSANYILazAUAIIdeladen

Talutans 56 e Inusuluwesa (Tyrannosaurus) A5 lunesa (Camotaurus) @lailuden

a

(Stygimoloch) lasiwas1mey (Triceratops) hazlhoddlagasa (Ankylosaurus) 6 338la@Anwn

' (% [
a v v [

anwarvedlaluasingdiuanyaemnenm full lassasiensean nanuiile W wietluly

Tumswaunluna 3 35
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4.1.3 1@n&13n13599nLLUULNYN (Game design document)

wnansmseenuuunduenatsivenseasidenvetnuiiomn Ssazesuis
AINIINVDILNY (Game overview) Usztanueainy (Game genre) LUMUN8U89LAN (Game
experience goal) 35n15tau (Game play) LagnToUNITVINIUVDLNL (Framework) TTINWmLN
AemnudilafinsaiieldliAndamseminmsiamn TneflseaziBondl

1) nMWsmenu (Game overview) tnulalua@samsuidn (Dino Kid) 1Wutnu
woUndadu 3 17 vulledeluszuuufuRnisuaunsess (Android) Rsananevadny Ae FBINIs
Tgfiauddelaluansanmsiduny WeifislemalumsSeusligiauaansaisousliseaios
(Self-learning) TnstiinuaUszgndldfunisidousdelaluaslusuuvudafnildvdedu
fananslumsdoans yilsidiauldsuuszaumsallunisfeudiuvanlimivenmiioninnnseu
UIAED)

2) W munevesiny (Game experience goal) inulalutansdmsuian ddag
UsranaliglaulasulszaunisallunisiSeuiialuasseninnsiauny lngdesaniidnyazves
Taluansudasilild elaluansudasiasddnuusiunndeiy

Ya o

3) 3801348 (Game play) I8nmstawnulaluansdmsuing3delawus n1s
osutgeaniiu 3 dau ell 1) navinurenny (How it work) Wedaueundiadunulaluians
dwsuin fawanunsaduauny (Play gsame) llae neawaunudiauazdensendoyadiud
uazvhuuunaaeunewauliiasy ndmindudunsuuzilaluans s 5§ Sedelaluens
2UIINYNNATUVUYDITD a':;umwimimm%%Usmgaanmmnmqéﬁu%ﬁamawasgﬂﬁuwﬂ’hﬁ
uaznaninlaluianiasy 5 ada Jeazdeududelaluansdlmlouasy 5 # Feseriildiau
foahdnuazasleluafuiasdalildnian ndsndulaluandazgndueenan fidudesna
amlaluandlinsmudofiusng Wenafinastuaiemneinnsslaluansiing mﬂﬂmgmzﬁu
wdesmnegnasslaluansfing mntugiduarldfunsuuuiarielaluaniduuuargnivdey
WelrElaufuazuunlinniign flaudesauauasumunaiifimuatagiuuunaaeundaay
funvuUssiduanuitanelamudidusuiodnauinu 2) ngnAniuaza1uvimieg (Rules and
challenge) tnulalutansdmsuiandngniiniuazauiiniedie o Ao diauazdaudonnin
laluianslimssmudolaluianiiiusnngnssiuuuveses eidendineuiidagiauazgniin
AzuUL 1 AziuY nLdendAsugndiauazlFsunzuul 2 Azuuy Geiaudesinazuunlilin

A AIAIAMvUAlY 3) N13Aafeni (How to setup) Hiauaunsaulla Dini Kid.apk LU

=b_
o\

(%
Y

asavuiiofeldszuuUfuRnIsaunsass (Android) wazaunsaiauwnula

3D
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VYa v

4) N39UN13YIUVBUNY (Framework) #3381 319058 UN1T9IIUYDAUNY
oluanddwisuidin ilelfifuumdunsimundely fasuil 4.1 Taefimahaudetelud uih
usnvesnuUszneusislalivesnuuazudung wihi 2 1unuvasuawdoyaiilulszney
wAkaz Tty i 3 Huwuuneaeudeudunusznaudae Mauazogfuuutese 1w
laluansuansegusnasudiovesae uazyadidenuanieguinamewnyesae wini 4 1Ju
nsuugtilaluians vinaduuuazuanidelaluand wazdalaluasazusngoeninainma
sudrguesnelufmsinurnvedae wid 5 Wumsdunuuinaduuuaziaasdelaluans
nan wazazkuy dulaluasausngesnu1nn1w1uE1898398 lUGIN19R 11198999
i 6 WunsasUaziuuLaziuIunvesiay wi 7 1uluunadeundnaunslszney
MEANINILOYNAUUUVDITD ANALLENTINBEUSIUAUG8YRITD Lavynddeninee
U3na mewrwesas wihil 8-11 WunuuaesuauasfisneladanuazUsngegmeiuuues

Jauazdfidon 3 dudeneyszninafinalsvesas wasniaarneduninaunuienansniy

vouRalvitiugiau



0 Kumsn

Start

o luUNQasuKavIau

9 nuuasuawdioyariolu

e asun:iuu @ §uqn|nu

Thank you

UM 4.1 Tasssanseumsinuvesnulaluansdmsubin
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4.1.4 Yszliunufnuadny (Game concept evaluation)

ffeldinnseunuafn nseummheu o waeiBnnaunuvonnilaluans
dwsuidin Tuuseiiulaegdenqitiussaunsaimsaouinetgsening 6 - 12 Y dwiu 3 au
lngUseidiu 4 598015 wingsensilinaeinisiias iyl uuaAsm (Likert scale) wagldinauainis
Thazuuy 5 sedu fall 5 vaneds fanumansauniniian 4 vuneds Sanaumngauun
3 Mg daduwmanzaduiunats 2 vuneie dennuwiivaudes wag 1 nuieds Iy

WgaNteeNgAmUa1AU F9an5199 4.1

A15199 4.1 LuuUseifiuAnuminauvesLulIvesAnnulaluansdmsuan

FYAUAMUMAUE AL

318N13

NIoUWIANARRARINUINgUTEaIALATY

nNsoUWNANdDAASRITUNG Y NIENTY

Bsdumnzauseinety 6 - 12 U

ATAUMSINULNzausani1sunlulgas5

MnmsUszfiuanamszan wuiidl 3 1ennsidnanisuszifiveglusedu
WanzaNsnTige (Aeduedd 4.33 ) uawil 1 onsfisinanisuszdliueglusyfummnzauann
(Auadweg 4 ) Insudazsiensiandsauunnnsgiusemning 0.00 - 0.58 Fauandlifiuionig
nszevestoyaiinznguiy SlofiarsawamsUssduia 4 91903 wudtegluszAumugay
undian (Anadveyd 4.50) uazfldndouuuinasgiumindy 0.34 Jsaguldinuuidnveany

winnzausensilulglunisneasumsld
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4.1.5 gandnenssuuaunaady (Application architecture)

va

g Jolainulalutansdrusuian (Dino Kid) Faudunuuauwaiadu 3 16 vuile

a

fiolu szuvyufinisueunsesd (Android) §Adelduusnisimuieaniliu 2 du Ae dussuy
(Programming) WawselUsnss Unity engine 3D Tdn1wn C# Tunisiwaiun szuvvedny wag
drun1seaniuu (Designing) T4lUsunsy Blender Tun1sasisluina 3 46 (3D Modeling) 51381

a Ya o

n15vIke gy (Animation) lun 159 UHL (Texturing) Yesluiaa 3 U {I7uldlusunsy
Blender saufulusinsu Adobe Photoshop Tunisasneiiuia waglalusinsu Adobe illustrator
cc 2018 lumsihdindertudld Fsandnenssuneundieduvennulaluasdmiudin uans

ﬁqg‘dﬁ 4.2

( 3D Modeling, Texture and Animation )

& unity

JUN 4.2 anUnenssuweundiadunulaluansdmsuin



58

4.2 undaUNITANLUY (production)

N

[

33819 1UILLIAAUBINLT A ULINAIL LRSS UINNNNTAS 1A alAlULENS 3 TR

e>°

¥
a

(3D modeling) M3ld@iuila (Texturing) nsldnszgnuaznisiadenulun (Riging and animation)

PONLUUAIU AnRon UK bT (User interface) wazi@aulusinsy (Game programing) 4 il

U

[

TeaBondail

4.2.1 nsadralanalalutans 3 4R (3D modeling)

nsasdluaalaluans 3 57 (35ulalHlusunsy Blender Tunistusuuuulaa
Taluansimun 15 § Uszneuse Tunalaluens 3 79 n3wingUkuy Simplified $11U 5
Tuealaluiens 3 35 nswinguuuu Stylize 1w 5 63 wagluwalaluiens 3 87 nswinguuwuy
Photo Realistic $1uau 5 i1 TnediseasiBondil

1) lumalaluians 3 87 nsingUuy Simplified

v
Va v =K

ARdedusUlieg 3 17 vadlaluansudaziilagdnadannanvazvedlaluiasi

Igdnulidsiuneenuuulidunsfinguiuy Simplified dagui 4.3 - 4.7

5UN 4.3 luea 3 15 vewwesdlaveda



5UN 4.6 luiaa 3 {5 vesanslunesa

59
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UM 4.7 luiea 3 {7 veslasiwesmeUd

2) lumalaluians 3 @ nsinguskuu Stylize
AIdedusUlieg 3 3R vadlaluasudaziilagdnsdaananuazvedlaluiasi

gdnulidnsiu wesnuuulmluguuuunsiiin Stylize Aaguil 4.8 - 4.12

UM 4.9 luwaa 3 3R voemsluneda



5UN 4.12 luea 3 15 veawesdlaveda

61
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3) lumalaluiens 3 {# n51ngULuU Photo Realistic
Tud'uneuas1ans 1A ngULUY Photo Realistic 913 4A 380 unoun15yu
(Sculpting) tielseazidanvedlunalaluasiiloussswnniign anduszidunisandiuiu

Iw@neau (Low polygon) Iﬁmﬁaﬁaaﬁqm é'fq;mﬁ' 4.13 - 4.22

5UT 4.14 luea 3 17 Indneuainuastdens (Low polygon) vadlvusulugesa



U 4.16 Luwwa 3 17 Indneauanuaztdens (Low polygon) vaspilunesa

63



5UN 4.18 luiaa 3 4R Indneuaiuaziduns (Low polygon) vaduesdlatesa

64



UM 4.20 luwaa 3 57 Indneunuazidens (Low polygon) vesdlailuden

65



JUN 4.22 T 3 17 Indneuanuazidensi (Low polygon) veslnsigasmeud

66
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4.2.2 nslanuia (Texturing)

JunaunstanuRdunsasdnvauzlantzvesnuRqlilaea 3 96 lneiinua

'
aa =

Snwasran a2 37 3914TUsunsu Blender fu Adobe Photoshop CC 2018 Tun1sanaiuiia
vodluaaleluiand 3 {7 sia 15 ¢ Usznaude Tuwalaluens 3 §f nsnfinguuuy Simplified
U 5 69 luealaluians 3 46 nsmnguiuy Sylize 311U 5 77 waglunalaluians 3 4@
n317ngULUU Photo Realistic 31131 5 61 TnefiseaziBonsl

1) ﬁuﬁwmmﬂﬂgmwu Simplified

[

lun1sviivurveansfingukuy Simplified #338ldn15ldnwidines (Solid

colon) Iaelsifisazidondu o usdegndla faguil 4.23 - 4.27

ALl Y

JUN 4.24 anituii 2 16 uasnaansluwa 3 35 vedlvusulugesa



JUN 4.27 aanituily 2 16 uwasnaanslueg 3 15 vedlasiwesmeud

68



2) WuivenTiinguwuu Stylize
TunsvihiuRavesnsfingukuy Stylize {37l

Ang o W lUieviliindnwazianizvesiuiivumluwea 3 8

£

69

In1slAas 9N uURINdswazdun

a

A pagu 4.28 - 4.32

JUN 4.30 7 iiuR 2 37 uaznaansluag 3 7 vesdlailuden




JUN 4.32 pnituii 2 16 uasnaansluea 3 15 veduesdlavesa
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3) NurveINTNULUU Photo Realistic

TunsvihiuRavesnsfingukuy Stylize {3deldnnslddasieiuianiineaziden

A1e 9 i luiievinliiAna nwazlanIzvesi ud1uAun15n15kd Normal map Liauansda

a [

wazldealan ¢ wazn1sld Specular map TUNSAMUANITAE DUV LA UUNURITDIALULAG

a o

3 05 faguf 4.33 - 4.37

UM 4.33 anituiiy 2 16 uaznaansiuea 3 95 vedlvusulugesa



JUN 4.34 anituii 2 16 uaznaanslueg 3 15 vesanslunesa
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JUN 4.35 anituily 2 16 uaznaansluea 3 15 veduesdlagesa
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JUN 4.36 nmivuiy 2 87 wagnaansluna 3 IR vesdlailuden
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JUN 4.37 aanituii 2 16 uaznaansiuea 3 15 vedlasiwesmeud

75
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4.2.3 msldnszanuaznisiadeulng (Rigging and Animation)
nsldnszgnilunsatuayulilueg 3 38 awnsandoulmld lnevzdodinm

Wnerfulassadansegnvestialuasudazyin annsAnwigidelmilasaiansegnuisneds

aa Ya v

wieldlunsldnszgnivualinluna 3 87 §3deldasdassadanszgnoenitu 2 wuu wuuusn

Y

dnsulamalaluans 3 48 dwmsuiu 2 91 leua nusulugesa aslunesa wazalailuden way

wuuhl 2 dmsuluealaluens 3 86 dwsudu 4 01 laun lesiwesmeud uazwesdlagesa fagy

71 4.38 MntiulassasinsegniUldsiuivlunalaluans 3 48 daguin 4.39

Y

[

UM 4.38 lassaswnseandmsuluaalaluens 3 48 dwsudu 2 91 waglualaluiens 3 16

ASUEU 4 U1 euAIRU

UM 4.39 feghalassaiensegnithluldsuiulunalalueans 3 43
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4.2.4 aanuuudludAnfaiudly (User interface)

e

1 Ya

SFelannsaunisvinauvesanulalulasdmsurd ntreduanldored slunis

panuuudinsaiugly Fai7ulaldlusunsu Adobe Ilustrator cc 2018 lun1seeniuudiu

U

Ansianuyly faguit 4.40

e nuuasunwdoyansly

we: [wwe [ nv

Su: Gua @us @us

e nuunaaaunaulau

talwimnstumwiitosiozls ?

nusuluvosa

==
&3 )

10

o nuzihlaluiaas

o luunaaduKavIau

talwianstumwiisoso:is ?

nusuluvosa

G
=3 )

110

e 1uUasUNILAIIUWOWDTD

e | e ,

e nuuasUNILAIUWOWDTD

n a .
@ nuuasunIuAIUWOWalo

u a e
@ nuuasunIAILWOWD T

idonmwialuimsivou

-8,

@ auaainu

Thank you

JUN 4.40 ddndeiudlivesnulaluiansdmsudin (Dino Kid)
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4.2.5 Weulusunsu (Game programing)

svuvvonnulaluasamsuiine Idelad wawnulaluiarsdmsuin
relusunsy Unity engine 3D lumsdnesdussnauvonnuiiaun saudenssnnisuasninly
anbitudluealaluens 3 36 Wiawaieau degy 4.41 wagldnw G Tunsiamiseuy

youny Fel4TUsunsy Visual Studio Community Tun1sideulusunsusauiu Unity engine 3D

[

mgﬂﬁ 4.42

= Huerarchy. z | © inspector |
o ,Alx—‘!mvﬂmm—mrﬂth—‘ :

vQ
!

-
A

Q:
*o

" Gmm m

g Quun - |

[OEAS = 11 % e | ©ce] =

e ;1._ur-_-:-mﬂmmm—nmm?;;, w
yQbrake s v &

.

-a
A

JUN 4.41 naiaunalaluansdmsudnlulusunsy Unity engine 3D
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. 0 File Edit View Search Project Build Run VersionControl Tools Window Help 3 @ = w0 1wox%# f) Mon1328 Q =
0@ > | Doeou: : Studio Community 2017 for M [0 -
) Upgrade JOK 1o Microsoft's Mobile OpenJDK Distribution for optimal performance. - Lean more  Download it now  Don't show again
& Solution <> EasyToRemom DinosaurScrip Fadein.cs Incorrect cs Data.cs LoadExport cs LoadGame.cs PlayerData.cs T
¥ & Dinod (masten No selection g
v B Assats 1 \ g
B Animation Systen.Collections;
e using System.Collections.Generic; 5]
b using UnityEngine; v
using UnityEngine.SceneManagement ; H
[Systen.Serializable] 3
publ
U H
) g
pub g
{ g
= new Player)SONData(); 2
°
4
3
void Awakel) {
if (instance == null) 4
c
instance = this; 2
:
y &

void Start() {

string json = PlayerPrefs.GetString(“Player Dat W*, JsonUtility.Tolson(playerdSONData));

player)SONData = JsonUtility.From)son<Player)SONDate>(json);

votd Update() {

public static void Gamel(int score) {

currentData.gamel = score;

49 }
[ source [ PP

JUN 4.42 nasiaunulaluansdmsudntulusunsu Visual Studio Community

4.3 YUADUNAINIIALLUUIIU (Post-production)

<

\un1smageuszuUYeNna (Game testing) FaazasiaaouAI ANyl
szULvRnALilagaeARianan 1wy dfunisuaninaveany Uunisldamsing 4 awnsaldlduna
nazgAmaunaveany lnsnsdnnulunaaeuiugnsiaaey (Tester) $1uu 3 Au tlegAIy
auysalveanuimdenlldnulsviol Fefidelsmiaianaiauazduusifildsu snudly

Tanuiianunsaudmsunisihluldisessly
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a L%

sgUI5IY

v o

Idlafmunssleuisideveineriinusatull Fallanymnevaniveiiaue
sUsuUNIANTmIgausanIsiseugmenud i uine1ysening 6-12 U lngldmmunngy
Uszunsiasngudiegne muuaesedleluidy Ussilueaielolunsidy wasivuatuneu

@i’ﬂl,ﬁumu'iﬁ'al,ﬁaﬁu%’ayja ANUSaTLIYaRImB UL

5.1 NguUIEVINITUALNGNAIDENS

nsMvuATUIANAuAIeg 195338 laldinauives Rule of thumb (Wilson, et al,,
2015) Iaglaszyanngudiang19uun 30 AURBNAN NEINERBNITILATISRNIAIIULANAIIYDT

1 = & o 1 Y 1 O Yo 1 [ ~ o &
nau Fadunisivuanguiiegeildiuuwnsranguazsdunisausulaginly

5.2 AauUsN g IuulIe

Fanlsn I lunuddeunuady 2 Useinn As dauusdu wazdanusau lasil

[

SUALLIUANIL

5.2.1 fiquusau

1) 1wt USENBUAIY WNAMY LaginAnd

2) sty Usenoude UssoufinuBi 4 - 6

3) sUuuunsilin Useneusie ns1fnguluu Simplified N5 fingukuy Stylize

LLazﬂs’]WﬂgﬂLwU Photo Realistic
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5.2.2 AUy
1) Nan13iseusveinisyy

2) anuianalandganiwluny

5.3 1A599191UN15798

wnalaluasdmsuiin (Dino kid) Useneausieiasoediaidenail wuudauniy
Joyailu (Questionnaire) wuunagauANINLITUTlALWEANS (Pre-test Uay Post-test) Uay

wuvUseiuanuianela (Satisfaction Questionnaire) lnelisnuasLdunnadl

5.3.1 uuugaunudayaniluvesidrsiunnass (Questionnaire)

wuugeunudeyailuuszneumedeyavesivaans loun e uazseiutul

5.3.2 WUUNASBUNBULAZWALLAULNY (Pre-test and Post-test)

Hunvuneaeumufifeaiudelaluansiidnuu 10 4o Mlaluanisium 5 ¢
fo nusulugesa alailuden A1slunesa laswsmeud wazuesdlagesa faae 2 do saudu
10 9o FauvunaaeuUszneusenmlaluasuaziudoniiiudelaluans S1uau 3 do i

foaaandalrnsanuniwlalulansinadu

5.3.3 wuudsziiuanuneanala (Satisfaction Questionnaire)

wuudsziumnufianelafishuau ¢ 9o wiseondu 2 da laud dwd 1 Bunns
Uszidunnuianelanimnsfinlung d8wau 3 90 wazdiudl 2 1 unisuszidumany
fanalatnulaluansamsunndsiuiu 1 9o lnsusaznisuseiiudiinasinisliaruuuwuy
AiAsvaina Taeiinaminislsr 3 seu Tnesedudl 1 mnefls asuuunaiovelatiesga seud 2

Mehe AzkuuANLinelalaNane warsEAuN 3 naneds avkuuauianelasnian
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5.4 UsziiunAsaeianlunisiagy

wuunageuausinetuelalulans aziuuUssiiuanuisnelaaiaduite

Audeyanu §Ideldvinismegeuanunsweien (Vadility) wazainuingede (Reliability)

1%
v

SZJEJLLUU‘VWIE‘?EJUHIEJU‘IJWIULﬁU%@Zﬂaﬂ%Qﬂﬂu

5.4.1 MINAFIUAMUATIVDRUDNT (Vadility)

va o

AIdelevinnns@nwmguifiiieades iethunlddunseulunsadauuunagey

v o

ntugIdsladwuunaaeulviddeivgynivseaunisalnisaeutulseaud@nyininnin 10 Y

Y
1L 3 AU WIRITUIUATUAIULALINTIVWLDNN AU AUVDWLDNN LAaZANUTALIU
vosraululuunagey veswuunageuANsineiuislaluasuasuuuUssiiuauianela
W onadauALT Bnswanilen JadunismainiuaenndetseninaingUszasdniu

LUUNAADUNTBNI5NIAT I0C (Index of Item-objective Congruence) wu31a1 10C 7 Laog

5¥1319 0.67 - 1.00 F4vu18ANUIIUUUNAFBUAIINS N 8 vT olaluiansuazwuuUssiiy

AU lInsILlom AT TN TN U

5.4.2 nsvasauanEundaie (Reliability)

N

Weladwuunaaeuanusinerivielaluiasiasiuuussiiuaiuisnelaly

o>

nagoURuinUszaNAnTUIN 6 S1uau 12 AU ImaLmeaaummiﬁmﬁ'u%almimm% Tanns
VAdaUAULT e uYes Kuder Richardson (Kuder Richardson’ Method) wagluuuseiiuaia
Fanalaldnisnaaeuninund e udreduuszdns wean1vesnouus 1y (Cronbach Alpha
Coefficient) Wué’mﬂizawémmLﬂ?}aﬁmmuwmaaummiﬁmﬁ’u%aimiw,m%whﬁ’u 0.76 uag
wuuUseidiuanuftonslawingu 0.83 eAranudeiuia 2 1nndn 0.70 edudnfivensuls

Jeansaldlumsiiudeyasely
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5.5 YUADUAIIUNITIAY

Ya o < £ 1 d‘ [ [ L] al = gj = dl
HAVYLNUTIVTINTVBYAINNAUNAaIr BT Ul uunissulszonAne1rudn 5

v A

AU 2 909 BAzUNSIUUTEAUANENTUUN 6 91U 1 Y99 SINV9AY 147 AU nelsiuazden

o
[ [V

YUNDUALTUNITIVYA I

5.5.1 Sumaurausfiunside

ludupouiiBumawisunnundendmiunafutogannngunanos wielinis
v deyarduldegrssuiuaziiussansam §asuldesueiinuazanuddnyuesnuide
sudsiupouniaduetndindunilunaivioyalinguvanoiuasazussdriu owdoumiu

nsaulun1saduauiay

5.5.2 Yunauntiun1sIvg

Y

AadelaliluaniumaiTefiagseauty Suanseautulszaufnuln 5 uas

va v

seAutuUTEaNAnwIUN 6 mudiu Fsluudazseautuidulawuingunaasdlagnisduwuudng

Y

sandu 3 nqu Muvimualdnguaz 49 au nauwsniawnulagldsuuuunsfinuuu Simplified

nau 2 lwnulagldgvuuunsiiin Stylize waznauil 3 w@uinulagldsuwuunsiiin Photo

1Y

Realistic NSNARBITUAILIUNDUAIT

udl 1 ndumanoia 3 nay nsentoyavialy uazviuuunaaoureuauNN (Pre-
test) Fadunuunaaeuanuiieaiudelaluians S1uau 5 ¢ g 2 9o 9 10 9o Tne
wunpAeUNsazieazuannmlaluians fidrsiudeadentelaluanslvnssiulaluasnuam
Tneilsadeniiaman 3 4o

ufl 2 nduvaeoais 3 ndu tdwNY FigUuuunIsiEY (Game play) Ao fidusios
Fondlaluanslvinsstudofiuandlilignios fiaudouaulildnzuuusnnignmeluszoziia
100 Junit Faustaznguilsuuuunsiaumiloutu usiuaneng fo sunuunsAindldnanlidisdu

il 3 flendunaaosis 3 ndu dwnata suseuilingumasewinuunagey
ydaauN (Post-test) Jauuumaaeuaziliugaifeafufuluunagouneuldun (Pre-test)

fufl a nduneansia 3 ngu Ussdiunnufiawelafsaiunmnfinuaginunou
WwAugAN1TNAALS

FatunouanidunisdITowandbiiuluguuuuvesurunnianssy (Activity

a

diagram) A95UN 5.

Y

[N
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N = iinUszaufinenlii 5-6
Na = nguiidunslaslizuuuunsiin simplified

Nb = nguidunulagldguuuunaiin Stylize

N = 147 ,
Nc = nguiidunalagldguuuunadn Photo Realistic
}
l uuangu 3 ngu I
Na = 49 Nb = 49 Nc = 49
A A A
[ nagUA LAWY
Na Nb Nc

[

wdwny Jduuunsiin A]

A

[

Ny gUuuunsiiin B

)

A

[

Ny gUuuunsiin CJ

Imin 40 s 1min 40 s 1min 40 s
Na Nb Nc
Y y Y
[ FuvuNAdaURALEULNY ]
Na Nb Nc
y Y
[ Uszdiuanuiiawalanu J
Na Nb Nc

5UN 5.1 LU nAINTIULARITUABUITIdY

5.5.3 Yunaunasntiunisivy

(%

il

YA v o

WNIHU

U

Tutunau

Wanlianuuunageuinnanusingivelaluasianey

wasnanany waznan1sUssduanuiiswelafesfuninnsiinuaginuiiusivsuldanngu

NAADNNDIATILANAAIBITNIEDRA

siald



85

NAN159Y

(% '
aaqa

Wendnusatuiiyaymunevdniiednauesuuuunsiiin 3 IAnmanzause

mMaeudMmenudmiunnety sening 6-12 U leaiudeyaaininiseutulszanfinudi 5 - 6

nlssseumauavgntyalunszauiuds snnedes Yminguin {3uldlingudiedwse

v

;3Lsé’hs"mmimamLﬁiuLmﬂquLm%ﬁm%’mﬁﬂ (Dino kid) @an18luLnuUsEnauUAl8LUUABUNNY
Yoyaily (Questionnaire) wuunagauANIINLIUTlALWEAS (Pre-test Uay Post-test) Uay
wuvUseiuAuianela (Questionnaire) FaidulpIasiinlun1sidunsail

ya o

Mnnanivdeya §3duldlianegsinalagisuainnisimusieiosdeidouas
dydnualildlunsieneina nduihdeyannnguiegisiifunununinnedlasus
ooy 4 dau leun nmsTienesinadeyaialuveanguiedne Msiiasesinanisieuives
sULUUNIIfin Wisuifisunanisdsutuszeznainisndaueansfinie 3 SULUY wazns

AAsgrnamuiawelaniseniwns inluwng

L

6.1 1A39iiadvenardyanvalnldlunsinsieiing

i 39el9lUsunsy R Studio Version 1.0.153 waglusunssu Microsoft Excel
version 16.21.1 lusguudUiinis mac os dwmsurnisieneiveyauwazuuanuvang lay

Mvuadtydnualuazdnysgers q Nldlunsiaszideya fwm1sei 6.1



A13°99 6.1 Fydnuwainazdnustenis o NldlunsiaTzitoya
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Y

Hanualuayonusge ANUVLNY
N IutiniEeulunguiiens
Mean AZULULALYRINGNMIBE

Std. Deviation

ANJEIULIINTFIUYRINGNT DL

Std. Error Mean

AIANUARIALATBUYDINGUFIDENS

Sig. Aanutazilufinnualdaneada

* Tiedndeymeadnissiu 0.05

t Aatanidlunsuanuas T-Test

df Trurugateya - 1 lddmsuila
A1319a0# (Degree of freedom)

k uIUNGuvesloya

F madanldlunsvageu F-Test

Lower @hmauwmﬁ’]qmaﬁa;ﬂa

Upper ANYDULINGIEATRITDYA

Min Amanluyatoya

Max Agegaluyataya
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a 4 14 1 o 1
6.2 NTAATIZVNAVDYAVDINGUAIDYNY
MdeAsetdidnsunmeassduinioutulssoufnudula 5 - 6 e
147 Au Jadelduvinguveasssenidu 3 nqu nquaz 49 au lnedsieazifenvesdoyansgy

f79819 AINNSIN 6.2

M13199 6.2 IATIEVUOLAVDINGUTIDENS

NANAIDENS
9 y Simplified Stylize Photo Realistic
V03a Uszlnnuoya
WU | Seway | wau | Seway | wau | Seway
68 28 57.10 30 61.20 28 57.10
LA
‘V@Q 21 42.90 19 38.80 21 42.90
Usvau@nududa 5 | 29 59.20 29 59.20 31 63.30
SLAUTU .
UseauUAnN®IYUUN 6 20 40.80 20 40.80 18 36.70

6.2.1 WA
naudiegimuadutinSeumaye 11U 86 AU uazWANG 31U 61 AU

AnluSosaz 58.50 uaz 41.50 MU VBINGUAIDENVIINUA

6.2.2 STAUVY
1 Y} ] 3 [~4 £ a 5 = 3 | Qll o £ al
NANAIDYWYNNUALUUUALTBUTUUTEONANBITUUN 5 971UIU 89 AU WazUNLILU
Fulszaufnududi 6 31w 58 au Anudewas 65.50 uay 39.50 AUAIAU VBINGUAIBEN

P199UR
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6.3 NNFATIENHANTTTEUFVRIFULUUNTIAN

NTiATIERanITSeud 1T latarLuLUUNAdR UNBULAULAE I UEY (Pre-
test way Post-test) unldTananisifouy laglduvanisnsisvieandu 5 du laun
1)wmaaummumﬂm“}wamzLLuuﬂ'auLLawa‘”aLa'ummaﬂﬂiﬂﬂgmwu Simplified
2) MAFDUAIULANAINVDIATLUUNBULATNEUAUNUYDINTIANFUKUY Stylize 3) nagauAIY
LANF19YDIAZUUUNDULAL A UAUNNYBINTIANFUKUY Photo Realistic 4) 1WIguiigunIy
LANFNIYBIALLULA DULEULNULAZ T iU NUTBINI NS 3 ULV way 5) lSeuiiguainy
LANFNIYBIALLUUA DULAE VS L LNV UNAY I8 UAZNE BN NITL 3 sULUU g alunis
NAFOUHANITTEUIHITELAnAaaUAeTTNadALUUNAdaUAT T-Test (Dependent variables)
lun1svegeuANLANG1NvBIRELULRBUEUNNkAs A Aawnuludazngy Tdn1simTeaiy
WUSUTIUMGLALT (One - way ANOVA) TunsuagouaNulanAI9e9nztUUA DULAUINLLAZ A
Léummaqmﬂﬂgmwuﬁ”’a 3 JULUU WAZANUUANANNYBIALLUUNBULAY N LA UNUVDUNAY Y

GBI

6.3.1 NAFDUANNLANAIIVDIAZLUUNDULAULNULAZHALAULNUVBINTIAN
JUnuv Simplified

AuuAs I HaRzLULRAvILUUNAFe U U T s ULAY ST A uANs1 ety

HO : NaRLULRABYEIUUUNAdoURsUSBuaznd S oudia L unnsneiy

H1 : NAATLUULRALUDILUUNAZDUNDUS LA NAILS UULATLANANGY

M13199 6.3 WiguiiguAzluUniauLasdLauNLvaIngunaaasldnTfinguluy Simplified

Mean
Test score N Std. Deviation
Score (10)
LLuuwmaaUﬂamiﬁauLdumm 49 5.06 2.444

wamaaummiwé“mumu 49 5.33 2.145
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NATNA 6.3 NUIATLUUTBINGUTBE NTATIULRAEALEWNY Wiy 5.33
F9g9nd1 AzhUURAEnaWEUNUYINAY 5.06 IagllAndguuuinsgiuindu 2.145 wag 2.444

ANUAIAU

A519N 6.4 ATNAMINTENTNATLUUNDULAL NS LA ULNUVBINAUNARBIA I nT 1l n LU

Simplified

Paired Difference

Score difference of

S Std. Std. _
Simplified t df Sig.
Mean Deviation Error Mean
ADULAY NU Baway | 0.27 1.901 0.272 0977 | 48 | 0.334

INAITIN 6.4 WUINAIULANFNVDIALLUUNDUAUNUA UM WA UNUT AL

Wiy 0.27 waslindesuuannsgiu vy 1.901 WeSeulieuseninansuuun 2 wuaana

'
v

AU (1) WAy 0.977 wagAtauuiazdu (Sig) Wiy 0.334 JesuannitseauiediAgy

I 1 [y

0.05 S9UUFIEBUTU HO NAAZWLUULRABYBILUUNAZBUNDULS sUkaTaas s Ul A lukANFA19AY 39

Y [ o

ayulaezuuundaaunuliwansiainasiuuniouauntegslitedAgyneadiinisefu 0.05

o
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6.3.2 NAFIUAULANAIIVDIALLUUNDULAULNUBASHAAIAUNNVBINTIAN
JUnuU Stylize

AUUATIU HARZLUUIRREUBILUUYAADUNDUSHULAL NS AT B UTA AN

HO : HaALLULLRALUDILUUNAZUNDULS B ULz Ba S suTlA lakans1eiu

H1 : NAALUULRALUDILUUNAZDUNDULS S ULAYNAILS UL ATLANANGAY

M13199 6.5 WiuiguariuuneulasnauaunuveIngunaaeildnsiinguiuy Stylize

Mean
Test score N Std. Deviation
Score (10)
WUUNAZRUAUSNOULAULNY 49 4.35 2.077
wamaaummiwé“mumu 49 5.69 2311

NATNN 6.5 NUIATLUUVBINGUMBE NTATIULRAEALEWNY WU 5.69
Fegandnaziuuafsnauaung Wiiiu 4.35 laglandgauuiinsgiuindu 2.311 uag 2.077

AUAIAU

= 1 1 1 1 1Y 1 1 o v a .
M990 6.6 ATNAR1TENINARLUNBULA VIR UINLYDINGUNARBINLEINTNFUKUY Stylize

Paired Difference

Score difference of

, Std. Std. _
Stylize t df Sig.
Mean Deviation Error Mean
ADULAU NU NAAU 1.35 2.016 0.288 4.677% | 48 | 0.000

AINAITIN 6.6 NUINAIULANFIVDIALLUUNDUAUNUAUNA WA UNUT AL

a0 PN

Winiu 1.35 wagliAdesuuannsgiu winiu 2.016 WeSeuliieuseninanswuun 2 wuaana

[

AU (1) Wi 4.677 wazAtanuu1azdu (Sig) windu 0.000 JetipeninszautedAg

>
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v A

0.05 AIUUIIEBUSU H1 NAPLLUULRREUDILUUNAZDUNDULS BULATNA LI IULATLANAINY 9

CY-)

aslaiAsuuurduauinugainasiuuneuaunuegildedfynsadnnseau 0.05

6.3.3 NAFIUAIIULANG 19VDIAZUUUULUUN DULA ULNULAZRA LA ULNNVD S
n31ngULUU Photo Realistic

AR HAPEUUULAETRILUUYIAda U U S BULas AT uTlAuAna 9Ty

HO : NaRzLULRABYBILUUNAdDURBUS BUazrd S suia liumnan ety

H1 : NAALUULRALUDILUUNAZDUNDULS S ULAYNAILS UL ATLANAGAY

A15199 6.7 LUTBULTIEUATLUNTENINNBULAE LA UINUVRINgUNAaRIT LEnTIANFULUY

Photo Realistic

Mean
Test score N Std. Deviation
Score (10)
WUUNARUANSNOULA LN 49 5.35 2.773
WUUNARDUANUSVG AN 49 6.06 2.764

NATNA 6.7 NUIATLUUVBINGUTBE NTATIULRAEALEWNY Wiy 6.09
Fegandnaziunafsnauaun Wity 5.35 laglAndgauuinnsgiusindu 2.773 uag 2.064

ANUAIAU
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M19197 6.8 ANAFAINTENINATIULNDUEUNULAZ VA UAUINIYBINGUNAaRsldnTHNFUKUY

Photo Realistic

Paired Difference

Score difference of

o Std. Std.
Photo Realistic t df Sig.
Mean Deviation Error Mean
Aoulau AU Badaun | 0.71 2.389 0.314 2.093* | 48 | 0.042

INAITIN 6.8 WUINAIULANGNVDIALLULNDUAUNUAUNAWAUNUT AR

a0 PN

Wi 0.71 uaslindeauuannsgiu winiu 2.389 WeSeulieuseninansuuun 2 wuaana

'
[y v A

AU (1) WA 2.093 wagarauulazdu (Sig) windu 0.042 FetlpaninseiutedAgy

a = v

0.05 AIUUIIEBUSU H1 NARLLUULRREVDILUUNAZDUNDULS BULATNA LI IULATLANAINY 9

o w

ayUldnazuuundsdunugin ez iuuisuduInue g siiddymaiAiszdu 0.05

6.3.4 WUITUITIBUNANISITEU] (NAA19YDIATUUUNDULASUAUAUNY) VBT

ns1fintia 3 slnuu

NN1EUT BT BUATLUUN DULAE A LALNNTBINALNARBITS 3 Ndu MUt
ATLLUMAIAUINLTBINGLTIAREIVA 3 nga TazuuuAisegIu (Median) geluanazuuuouidy
i Tngtamnzngumaassiiléngifinguuuy Stylize AfiAnmuans1stalay dedlansisogiuneon
WEuANINAY 4 Azuuy wazdandsegnuvdaaunuyintu 6 azuuy drungunnassdildngiiin
sULUU Photo Realistic uazngunnassiilénsifinguuuy Simplified Anisegruneudunsay
Nty 5 uay 6 nuddu Bnannanszatsvesnsiuunoukasvdsdulunguvnansd
1% n3fingunuy Stylize fAegsewing 0 - 8 uaz 1 - 10 Awady ludinveangunnassild
n31#NULUY Photo Realistic 1n13N52218U09AYLUUNBULAULALTALAUIA8ETEWIN9 0 - 10
uay 2 - 10 mudFU uazngumaassiilingiinguuuy Simplified finsnszansvesnziuunon
\unazvdaauiiinegsning 0 - 10 wag 1 - 10 puadiu uanslifiuinngumaassiilingiin
UMY Stylize flnguuunauldunuLanduaUANLANAINNTIgad AT fo ngumaaDsild

n3WngUkUY Photo Realistic wagngunaasildnsiinguwuu Simplified aud1du fsgun 6.1
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104

o
n

(=]
N

~
N

(=)
1

Test

‘ Pre-test

E3 Post-test

Score

-
I

w
N

N
1

=
n

Simplified Stylize Photo realistic
Style

5UN 6.1 1WSguiigunzuuunaulasndsaunuvessuluuns e 3 sukuy

lunsnaaeunaniIsiseuvens fingukuumns 3 suwuu d3duldvegeudieis
MIADAMENITIATIERANLLUTUTIUNARLT (One - way ANOVA) laeilauafgiunall

AUNATIY ANRRYNAANYBIALUUUNDULAL AL UNUVBIUARENAUTATLANAN

HO : AAsHainvBIAz kUL R LINIvBLAaznauTlAT ldunnenil

H1 @ ALRAENAA19T0IATI LN LA AL UINNYB LA NuT ot 19Upe 1 AT

Y

LANGINGAL
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M1319% 6.9 LWSugURaNSISEUSVRINTINFULUUTY 3 Ny

Paired Difference
95%
Std. Std. Confidence Interval
Learning outcome
Mean Deviation Error Mean of Mean
Lower Upper
Simplified 0.27 1.901 0.272 -0.281 0.811
Stylize 1.35 2.016 0.288 0.768 1.926
Photo Realistic 0.71 2.389 0.314 0.028 1.401

INANTNT 6.9 WUIMANITTEUFVRINGUNAaldnsHNFULUY Stylize dna
NsiSeusRfenINAgn Wiy 1.35 709891 A ndunaaesnldnsiinguiuu Photo Realistic &
ATLUUNANTTISEUSIAAY Wi 0.71 wavngunaaesildnsiinguiuy Simplified azuuunants

Seusiadeinde wiriu 0.27

M13199 6.10 TATILNANULUTUTIVVDINANTITEUTTENINNGUNTITANS 3 NE

Sum of Square df Mean Square F Sig.
Between Group 28.9388 2 14.4694 3.2422*% 0.042
Within Group 642.6531 144 4.4629
Total 671.5918 146

91n915°9% 6.10 WWuraansilaaindnsiziauulsusiuvemanisiious

FENINNAUNIIANTY 3 NaN WuAEART ALY (F) windu 3.242 wagAianuuiazidu (Sig)
Wiy 0.042 Fetlauninseautiedfnyi 0.05 Aeiuweusu H1 ALRRYHANITISEUIVDILARY

nauilegaties 1 Anuand1aiy ez g nundanuuanieiudie gIdelaldadanaasy
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Y04 Fisher's Least Significant Difference (LSD) lun1si3guifiguainuunndnaves nan1siseu;

Tunsaze Felonasadl

Y

a = ~ | - \ '
MN197191 6.11 L“LJ'isJUma‘ummmemqsuaqmam’iﬁ&uﬂmmaz@

Paired Difference Mean Difference Std. Error Sig.
Simplified Stylize 1.08* 0.427 0.007
Stylize Photo Realistic 0.63 0.427 0.160
Photo Realistic Simplified 0.45 0.427 0.306

'
= 1

INANT19 6.11 WU IUsEAUANUWUTUTIUAWINAUATNIIANUUANASYBINANTT
Seu3 Ae Aseninngunaassildnsfinguiuy Simplified iU Stylize FellAwasn19vIAZIUY
Wasiniu 1.08 azuwuu kazdaiauuiazidu (Sig) windu 0.007 FeteuninszautudAnd

0.05 agulaingunaaesitldnsifinguuuu Simplified (U Stylize finanisiSeusiadaunnsiaiu

a

agelldydAnyneaniAseeu 0.05 dunan1siieuiiaieveansiiin Stylize iU Photo Realistic

o w d'

uay Photo Realistic fiu Simplified ldfimuusnansiueegstitdfgynieadanseau 0.05

6.3.5 WUSHULIEUNARIIUIASUUNDULAS N LAUNNYDUNAYIBUAZIAL

a

AUz AledsHaisveIRzLLURouLATMALAUINBANA L aE A
WANENAY
HO : ALRA BHAR 19T B9AZ LU B ULAT NS Ld UNL VB INA Bwazndg el Al
WANEANAY

H1 : ANLRAUNAANUDIAZLULNDULAS NI UNUUDLNATIULAZANTAILANATY

[y

AU
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A3197 6.12 LUIBUNIUNARINUDIAZLUUNDULAZ N LAUNNVDILNATIUUALIS

Paired Difference
95%
Std. Std. Confidence Interval
Learning outcome
Mean Deviation Error Mean of Mean

Lower Upper

Y 1.38 2.672 0.342 0.752 2.003

‘mﬁﬁ 0.56 2.268 0.245 0.034 1.082

NENTNT 6.12 WUINAANVOIALUUUNDULATNALAUNUVDINAY T AL LU
1Ry WU 1.38 AZLUL FIUINNT WAV LNAAIRAUUDIAL LUUNDULAYWSUAUNL LVNAY
0.56 AzwuY lnglAnTdeauuinsgIu Wiy 2.672 wag 2.268 Mua1su wazla1nauklsusiu

081 0.302 WAy 0.245 AyAG

A1519N 6.13 TLAS1ZRAULUTUTIUVDINAA NUDIALLUUN DULALNA LA ULNUVDILNAY Y

GBI
Sum of Square df Mean Square F Sig.
Between Group 23.9322 1 23.9322 4.0093* 0.047
Within Group 865.5372 145 5.9692
Total 889.4694 146

INANTII 6.13 LEAINANITIATIZTUAINULUTUTIUVDINAA NN VDIASLUUN DY

WASNAWAULNNYDUNAYIULALUAT WUANE
(Sig.) Winfiu 0.047 FetouNINTTAUNEY

NOULAYMAIAUNUVOINAVIB LAWY A

o w

dAy7

a

'
a

le
[A19NY

o
v =

AU (F) windu 4.0093 wazArauuiaziiu
0.05 AAUUIIYDUSU H1 ALRRYNAAIIUBIAL UL

waneineiudsasuladinasivesasiuuneulasnas
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AUNUYBUNAYILFINTINAANVRIAZ UUUNBULAEMELAUNLYB INAVeg 19Ty Aryneadia

fiséu 0.05

6.4 W3suiigunan1siseunUTEEEIaIMNSHARYaINTIANTS 3 sUnuu

o

1NNSUTEUTIEUNANITIS BUAUTEEEIaluNISHAAYRINTIANNY 3 JULUY
wuiwans3suveengunaaedilinsiinguuuy Stylize frnanisiioudunniign delazuuuna
Msi3eusiadowintu 1.35 Azuuy uazilszeznansndndwiity 2 9alus 39 undl 14 Jund
59989 fie nuMARRsTilinTFingULUL Photo Realistic fAzuuunansioudiadewifiu 0.71
AU G?faﬁﬁwzL’;mmsmamLa?{ﬁﬁmuﬂ'j'}gmwuﬁu q Wiy 14 F9lu 18 wift 10 Fund uay
ngunAaoefi l9nsfngUuuy Simplified dazuuunanisisousiad oAy 0.27 avuuu

witlszezna M snaaildiaantdeeigawiiiu 49 uiil 9 Juil A 6.14

M13197 6.14 MTUUTEUTIBUNANITSBUT AL SEEEIANNSRAAYDIFURUUNTIHATIS 3 SUIUY

HANNSISEUT FZOZLIAINITNEN
JUuuy . . . .
ALRAY LNUAN ALRAY LNUAN
Simplified 0.27 y 0:49:09 X
Stylize 1.35 5y 2:39:14 3.42x
Photo Realistic 0.71 2.63y 14:18:10 14.46x

mnifteulnefinnsanngUuuunafiniflsinaniadouiliosfianliduiaedy
gldguuuunsiin simplified M Jwnaslunisiieudiou lasdmuarndsvessanisious
YosgULuUNT1iin Simplified Wiy x wagfunARdsTesTEIz AN THARYBIFULUUNT TN
Simplified Wiy y awnsaaguladnsiiinguuuy Stylize ldhalunisndngeniinsiinguuwuy
Simplified 8¢l 3.42 Wi wilvinan135eusiganinngfinguuuu Simplified f 5 Wi Tuduves
n3iingULUY Photo Realistic Taanlunsndngsnding finguuuy Simplified ogf 14.46 11

wilvinan1sseusNgendnnsfinguwu Simplified WWes 2.63 i fagun 6.2
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@ Learning outcom (x) @ Effort (y)

15
14.46
10
5 5
342
2.63
7
0
Simplified Stylize Photo realistic

Style

JUN 6.2 nylidudSguiieuseninmanisiseuiuagsrezianlunsHEnvensIiinng 3 JUluy
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6.5 N153LASITITNAANUNIWE landisaninnsa Wnluny
lumsiesernaaufianelavesninnsiinlunuainnguneaass 3 ngu nauae
49 Ay F9in15UsEIlUANUNanela 2 578015 wAaES1ENITINITIAALLUULUU Likert wagly

WUNNISTIAASMUY 3 SEAU AIRANS197 6.15

A151991 6.15 95UNEANNNUNEVDITLAVLARLSIYNTS

AUNLNEVDITEAU
519N15UsEIU
1 2 3
AnuveusUkuunsWinlung lsiwou YoU YOUHIN
susuunnlunugIsan1sandn Ladae W I8N

lunsimnginanuianelavesnimnsiinlunud3deladuuan1sinses
pamdu 2 d lauwa
1) Insgrinannuiianelaveanimnsiiinyis 3 suwuy

2) Anenanuduiusvesnnuiianelavesnmnsiindunanisseus;
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6.5.1 AATErNaANNIWElaYaINNATIANTY 3 JULUY

MnMTnznanuimelavesnmaniin 3 FULUU NUIwaUsEEiuAIY
flswelavesngunaaesiilininfingunuy Stylize fazuuugsan lnodazuuuiad snnuvey
ARSI AU 2.82 AzLUY ManeAad1 veun wardidndmdsnuuinasguviiiu 0.44
Tudunzuuuedsresnmniinlunutigden1sand Winfu 2.53 AUy vnealain 88
wazfiendrudssuumsgiu wihiv 0.74 daunfungumaassiilénsiinguuuy Simplified Tag
JAzUUWLAA 8ANYBUAINATITIN WY 2.67 A¥LUY MU18AINT1 YoUNIN WAzl
drnudenuuinnsgiu widu 0.55 luduazuuuedsyeanmnsfinluinuedenisand wiidu
2.33 AZWUL MH18AILTY 998 uagdArdud sauunTgIumingy 0.80 uazngumaaeeitld
517113 ULUY Photo Realistic i AzUUULAE 8AIUTOUAINATIAALYAAY 251 AZUUY
M18A21497 YauNn wazdadiudsauuninggiu wivdu 052 Tudiuaruuuiad sued
awnsinluinuteden15andn WAy 2.33 azuuu wanend1uii e wardlddudeauy

UINTFIU WU 0.69 AIRN5199 6.16

AN5199 6.16 NaANUNINBlAVRININNTIANNT 3 ULy

Simplified Stylize Photo Realistic
78n15U T
Mean SD Mean SD Mean SD
ANMUBBUNINASIAN LAY 2.67 0.55 2.82 0.44 2.51 0.62

annsinlunutgsean1sanan | 2.33 0.80 2.53 0.74 | 233 | 0.69
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@ GraphicSatisfaction @ GraphicEasyToRemember

3
e e e
2
o
o
(3
7
1
0
Simplified Stylize Photo realistic
Style

JUN 6.3 n3luansseiuauiianelavean1nnsiinyis 3 suuuuy
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WuIININFULUU Stylize TszduauiianelaluiuveinuveulazauyeInIsandunian

fdnasnazdunsnfinguiuu Simplified wagnsfinguwuu Photo Realistic anua1au
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6.5.2 AATzvANUFUNUSVRIAUNING lRYBININATANAUKNANITITEUS

vaanT1ingUuuy Simplified

NNTIATIEANNduTusvesanuianelavesnnsfindunan1siseusves
n3WngULuUL Simplified 9ziiuin1snszatevesloyananIsseuiiuszAuALTaUA NN
Simplified Lﬁaﬂmim%Lﬁu’jnmsmzmamaﬁaaﬂdﬂLﬁuﬁﬁmuamﬁ’u ﬁqgﬂﬁl 6.4 §3910N13
MAUEUTUS A3 NeER R ArduUsEANE anduius (Correlation Coefficient Pearson) wu3n

ANFUUTEANTANAUNUSVDINANITIS IUNUAMUYBUNSIAN WU -0.14 NUIYAINIT ASLUUNE

miﬁsuﬁ’mzLmumﬂmaugﬂLLUUﬂi'ﬁ\Iﬂhjﬁmmé’mﬁuﬁ‘ﬁu

10

Learning outcome
o

-10
1 2 3

Satisfaction

5UN 6.4 N5 MUAAINTINTELTOLAVDINANITLTIUINUTEAUANUYBUNMNATIHA Simplified
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6.5.3 AATzvANUFUNUSVRIAANING lRYBININATANAUKNENITTEUS

Y2INIINNFULUU Stylize
U

NNTIATIEANNduTusvesanuianelavesnnsfindunan1siseusves
N3IMNFULUU Stylize 924AUIININTA18VRITDYANANITLTBUSAUTEAUANNYDUAINNTITN
Stylize Lﬁaﬁmmwmﬁu'j’]minszmwm%’ayjabﬂﬂuﬁﬁmuﬁmﬁu ﬁagﬂﬁ 6.5 §991nN15M7
ANLFITUSAEA S saR ArduUsEAns andusiug (Correlation Coefficient Pearson) Wuinen
FuUszans andunusvesranisisouiuaugauns il Wi -0.14 wuneaIuin ATLUUNE

miﬁsuﬁ’mzLmumﬂmaugﬂLLUUﬂi'ﬁ\Iﬂhjﬁmmé’mﬁuﬁ‘ﬁu

Learning outcome
o

1 2 3

Satisfaction

[y

5UN 6.5 N5MLaRINTINTE8TeLATDINANITIIUSTUTEAUANUYOUAMNTTIN Stylize
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6.5.4 AATIHANUFUNUSVRIAUNING LRV INNTANAUKNANITITEUS

¥84n319Nn3ULUU Photo Realistic

PNNTIRTIEANNduTusvesanuianelavesmnsfindunan1siseusves

N3N ULUY Photo Realistic %Lﬁu’jﬂmsmzmamaﬁayjawamiﬁau%’ﬁ’mzﬁumqmau

Y

AMMN3AN Photo Realistic il aWa15a198LiuIIN15nENevesteyaliiuiiamaderiu

aa | [

AagUT 6.6 T99NNIIMIANUFURUSAN8TTN1vad AadudseanSanduius (Correlation

o

a LY v s

Coefficient Pearson) WuU3NAI&UUSEENT @NFUNUSVDINANITLSYUNUANUIBUNIINN LYINAU

-0.14 BI1YAIUIN ﬂzLLuuNamsL‘%auﬁ’UﬂzLLuumwmaugULLUUﬂiﬁ\Iﬂhjﬁﬂmmé’uﬁuéﬁu

Learning outcome
o

1 2 3

Satisfaction

5UM 6.6 N31MULAAINTITNTTANLVBYAVBINANITLIBUT N UTLAUAIIUYBUAINNIIAN Photo

Realistic
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n1sAnwrdu B 37eladguuunsiin 3 gUuuu baun ns1fingUuuy
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a v
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5ULUY Photo Realistic §9@anAdaeiusuid890 Rachel McDonnell #ifnwinansenuves
ANuaNIs e finfluenienisuansuavesnmluguuuunsnu (Toon shade) 1A

Lﬁuﬁmmﬂﬂ’j’miﬁ\lﬂgﬂLL‘U‘U?Jlu 9 (McDonnell, et al., 2012)
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