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Abstract

This research aimed to 1) study the guidelines for developing board game to promote effective
STEAM instruction design and 2) develop an educational board game design canvas. The samples were 15
board game products. The instruments used in this research were 1) matrix analysis, 2) image scale, and
3) a board game design process analysis table. Data were analyzed by using descriptive statistics and content
analysis, and then used to synthesize the results as follows. 1) the guidelines for developing board game
to promote effective STEAM instruction design. The board game should promote the development of all
aC skills, which consist of critical thinking, communication, collaboration, and creativity, especially critical
thinking and creativity skills. The optimal duration for the game is 60-90 minutes, and the ideal number of
players should be more than 4 players. The product position in the image scale should be between Group
2 "skill building" and Group 4 "collaborate to solve problems". 2) The educational board game design canvas
can be divided into components as follows: 1) "Research” includes 1.1) content 1.2) concept 1.3) players
1.4) market research 1.5) player experience. 2) "Design” includes 2.1) theme 2.2) mechanics 2.3) components

2.4) look and feel 2.5) game flow summary. 3) "Development" include 3.1) playtest.

Keywords: board game, educational board game, STEAM Education

umih

nMsvan1seuiiuuysannmImusnaziudng Wauilag Yakman (2008) d1ng1uunanaszidiy
Anw1 (STEM Education) Ldunisysannisnsauanuilu 5 arwndv wrlidmedu ldud Inermans (science)
wialulad (technology) 3mnssumans (engineering) Aavs (arts) AdinAans (mathematics) Tnefinsifanfisansy
Aavstuiftosnsetuansudnuilitaunfidouldeiaiuesdam Useyndldldaseegnaaineassd Yakman (2008)
fesu1edn Hagvuseglulaniliaunsailainermany (scence) Tngusiaanimalulad (technology)
insaungquilansidonariaundlnglumisimnssumans (engineering) fsnagliannsaadassAiuld
mnslidanuinlalufadmans (arts) wasadinenans (mathematics) lngUsslevivasasindnyinnnsing

@ wa

av & d v v v v a v £ - o @ W oa o w
nasuaraAdeiinetes laud fieuldufus AnAauavainassaniudaly imbiiaaruamulunissous
v, v % D I ada a & v o v » a
nszuaNuaulavesditou af WS eulvimuainddesiedn WudenadligiSeuldwanseennieduanudnuay

o ¢ a o = v ' a ° ! - 9] Y a 1 o qvva
M3aiNassd ianmavenleamateuiseninananvnivl iilugmavenlesiumsussygndliaie dauasulvgiSou
fifnwrnsinssiuaznisvszfivaniaihlugnisadeassd Waudiisusvusadsy mladieuduuyed
fanysalsauriuisaansuasdald Annvenisuitdymiegniaiieassd nsdnuennsey wasnisdeans lnglu

@ = o 2 @ o o e Yy waw o i a
magiaunsanululsadeulidansdeunisaeuluguuuuvesasiudnuilitu gidedianuiuin aasisuan

@ a @ o A @ & Y S e
nsawag laglsuannmaianiedsdlemsiannniiu senrdesiunsiinuvesusemenmaladdud a.e. 2011
Iadalviimaiauindnasdmiveumeasfudnw dunsdalusunsulifuagynsedusasynivegradu
11913 Wngauanmsnliagitnlauleuie wWivaneiiugu kazn1579WIMRgNITYTNINITUNLTBY FaNaRIN
nswannazdana1viissmanvilaasAudnunluldlundngasnisinulaegaliuss@niaim (Nam, 2019)
Tneflyny wmuneieWauianudnaieassanedaleavg fuanudilaludwinermans i S ouio

= v_oa < o' &
wsegalalunisideniiou wasusenauenduniaduineraanswasimaluladiiuuindu (Uho et al,, 2016)



sarsagmans T 50 aUui 4 (garax - §uatau 2565) 3/14

o W

drulseinalnedu MIviwu1a1nn1sysannis STEM 1u STEAM dwddyfe mswauasiidanudilavay
nwelumsysanmsdanisdeuimuiundeasindne laesuanmsiviedeiivgyilvagsianguanseiuananse
NaunuTiula

Ve @

) = ' < o A o v o & Y ' w oA
matugitedanuiuitvesanuasidunaisadiefiansaadnainisdeuiluillomminanladuseiad
< = & & oo = v & &
Tnguasanuniainunsznu (board game) Luinuguuuunid @ fldnvasianizAe Tonsearuduiui by
o o o o ' ° < v & = - s =
dgudruniodmundmiuidu Tnenrsurvedanuunldiieusslorunianisdne viovesanunisdne
(educational board game) W uitd ud1uniaveanisdanisifeus lneldinuidugiu (same-based learning)
= € a a B a 2 ' ) av v < L w M va
fusglenliiudnanmsldinusvuuuunflasarunsaastanisindedunagmsujduiusseninatuladnia
P o ° o v Y oLV e va o < 4 A4 o o o
wnnuwuudulunsldous anmuwmanisdeansidannalnveuny fauldujuass vesanuasiiuaiadleddayi
- < a ¥ ad o v v & o o v o o e ° w
annsomeulang unuiinsussenewuudn MeTsmsivinimnauld ludemnerdesiuasindnew dninau
winnTsuurannd (2564) lalinnsdnusenineenwuudsnisisvuiussianuaianu dmsvduaiunisiousiies
STEAMdInnovator 3 .funwiAaiidaninauuinnssuwiand ldvauidesaatuainuuifnasfiudne Iagld
nsrvIuMseuduasnsruIumatauALAaiensainassauinnssy wansliiuduwfnasfudnwaunse
deansdisueianule Tasannisdnwdilifvesamnulurianaiaiiduaiu eadananilaense dadu
lumsgduaiunisdeuiasindnwilagldvesanumsasdnyimegnvesanuluiswaniifidnuasaonnaeaiu
diorhundauaszidusuamensesnuuy
m3eankuuvesanudagiuiinsiauinwiluinnuiudsuruduvesanuarielvai (modem board
games/eurogames/designer games) fia UBsANUTIlEiNBENITIURULATNSAANagNS TdMdadiauszninany
= d o wy 1 oo ' ) ' vy w e ac w A o - 2
dnalniviligiauiidusutunuegnasana Walamaligidudadulaisnisldasuuuvanuanaiednduniivuy
YN & : 4 o y
ansaiEuglauaeATe IN1590NKUUTUAILLALN TEAUNBENAIBNNAINITEITNIVRANUTNDBNLULTY TINTITHY
a @ v al ' Sa v 1 o = 3 a .
Favesineanuuunulifiunndes Wugramnssuiidfiduiuiunin wasduuiliunsfiulnvewmain (Brian &
Christopher, 2010; Sousa & Bernardo, 2019; TK Board Game Club, 2560) L# ot uwuin1eniseanuuuisns
o e sal < A o 9 € & & A ¢ ot P~ ° '
nsanyisniseeniuuveianuietiinduneiiduaiealionawnunisesnkuuueianunsanyiasilug

- 2

= - & P ]
AsPRNLUUNTUSEAVS AW ATDUAGUATEUVIUNTTNTNIINTBINTTDBNWUY LLa%‘UE]HaWUE’IU‘LﬂElEnQ“gﬂLQU

&/

aadu n1333eluaifadarudnduiiazdesdnuidsgruesanuideglunain laefidelddaden

Y ' cal o Y ' = a Velet @ =i ) -l v o a e -
Cﬂ'JE]EJ'NGl']lILﬂﬂJ‘H'Vlﬂ"l‘ViUﬂ"\]']ﬂﬁﬂUﬂJ%ﬂ'ﬁﬁﬂL?ﬁllﬂ'ﬁlﬁﬂu;‘l’lF~|ﬂﬂﬂ'US'VIWm'lxﬁllﬂUﬂTiLiﬂuzLiaﬂaxﬁuﬂﬂ°d'l L'W?Jlﬂu

2 ol et

wmsluniseeniuunsteuiasiudnulagldvaiainy linalnfiamnsaduasunsdeudluseasiudnula
agnilluseaniam dnfinuarsunuunmsiauimingay aiawinevedrdgluniseenwuumsdanisiiouilusuwuy

o e Yo o v = o el < = ° v ° &
agAuAnwiitugiauls suluisdnuisnseenuuuveianuiasinadlumaianlgdesniuy wasthinduaei

I ] 5 = < &, 4 A o °o & & ° '
LUULATBILDINLLAUNTOBNUUUBDIANUNITFANG ‘UQ'\'IZLUUL?]?ENNaVlllﬂ'J']lI'\J']LUULUU‘IUﬂ"Ii'J'NLLNUﬂ'ﬁVI'N”Ium?J\LU



sarsagmans T 50 aUui 4 (garax - §uatau 2565) 4/14

AN 1
NTOUULIAANITIVE
ot manunvesang 15 Ju Andan
»| Fetrmunusiidivuanndnvaems
a'ata?umsﬁ‘uuﬁmﬂﬁnwﬁ'mmsau 2l WUINNNSDONUUVUINNGSY
= : AumsEeuiiEeasiiufine miGouiaziivdnwlasltuedainu
msiwseienans . L
3 % AATIENAIY 1) Matrix Analysis
Wenvuauuwme |
. 2) Image Scale
MIDAKUULIANTIUY
FBNMIBONUUUUBIANUDIN Stegmaier (2020);
P wirtz (2022); 5% winy3nd (2565); . iwinsilonauny
Fon3 VTN (2563) TATIERMENIT1 AFEONLUVUBSANUMSANEN
AATIEINTLUIUNITOONKUUUDITANY
TnnUITasA
1. AnwkwININITeRARUUUBS AU edLaTuANaINNTalUN SBEARUUNI SIS BU avANAN YT T
Uszansnw
2. WAUILAS 9D INLHUNTRRNLUUUDSALAUNISANE
A o
5N1398

M 5198luaatliiunsidoi89d1929 (survey research) LWUUMSIATIEAONATS (documentary analysis)
- - e = o/ dv
fiseas188035n15330 Aall

nguAlag1eilylun1side

M0819NANN UM UBTALNY 15 Fu ValuUsemeLasaaUseing NanwazanIen3all theme nandaiasy

¢ ' & a a & '
nseuinsatuteladendadeielud 1) nsseauauda 2) Mmsujduiusiuvesdiau 3) nnsadruinngsu
a v © = ' P - A a o
4) M uAnad1eassd Jadnvazminanidudiivesanuiiedaaiunnuannsaluniseensuumsieusasfudny
msauasuligiau iesnlunisasduasuinvemsiiniAnasfudnw Ui uatu gidumsladninuedang
' ¢ ) & v v a e o w - 2 ' YY)
HvasAINuTiazeenwuUlTU aeandediudl Jung and Chan (2020) svyin danudrdguiniiagaesudeiuiu
wiunag Wewunsisuianine M siilianMauasaineassd muuuAnasiuAnyIvenues
- a o

w3pailofldlunsise

1. matrix analysis A15194aAINI5TLATILNTOY S AuTNwMITIRuwvevesanuideyTunain
lngTinsediluasaussnausng q dail I1nugidu Yseianvasuesany naldlunisiau Auiwuinis theme
(@szadny) simmick @niauiinaulavoandngdous)

2. image scale: product positioning s3yA1unYvaINA UNERS U vaTaLnuF1E 19 Tnaminualid

& . . ° o 1 oa & a . .

LAUUDU (X) A8 rare event simulation (maaaamumimwlummmﬂuﬂnm) Way common event simulation

(Frassanunisaiiinfiuialy) wnusa (Y) Aa cooperative (1UN13591318) way competitive (WHUNTHUITL)



sarsagmans T 50 aUui 4 (garax - §uatau 2565) 5/14

I3

3. M5NAATILRNTTUIUNTERNKULLRTANL dM3UTIATIERISMIeanuuuUesany Weduasieidu
LATDINRINUNUNTORNRUUUBIANUNNTANY
mafiusivswdaya
= w av o o v a4 o < < < =
1. Anwteyadinenars wasnuideiinertes ierfvasiudny vesainuuazuesanuiansany
wazAiniseanuuuveiany
2. aanazitmunedeadlefildluniside
3. dflunafuteyanunguiisgeinsifeuazvauaimun
4. hdayafilaindneiidainauaziinunim
5. @7UHALUINIINITOBNKUUIIN matrix analysis kay image scale mnﬁ'uﬁ’\‘ll.ﬂi”lzﬁﬁazdaﬂﬂﬂmi%ﬁLﬂi']zv?
nssUIUNMIRRNLUUUBTANY [uATesloTuHUMTEBRNRULURIANNNSAN
QREETGERF L GHE)
1. foyadaiinuagunalagldaiifiussens (descriptive statistics) lduA A1ud way Aforay ajunaidu
KUINNTBBNUUY
s - =3 =3 € J . = v ol @/
2. Toy AN WILATILUlAENTIATIELLEM (content analysis) laan1sAniuainateaguguile
. " ' =l o & v a I3 ° ) &, ) ° a}lu
(induction) HruMsUTsulisuilommens9iase Tneduuntuneunisesnuwuuidu 3 Tuneu wasiinailla

TU&uAT1 M uAT9ER NN TRNLUTUBS ANLNISANEN

Nan133dY

agUnansidoudaiu 2 dhu ldun 1) Megrvesanuideglunaia Janarhlaguiduwuams
mseonuuUUURSANITodsaiuANNaIsalunsesnLUUNSSsusasAudne way 2) Bn1seenuuuuesaiy
msfny Fnimaluduaseidueioalionaununisesnuuuueianunisang

fiegreuaianuiitieglunain

MsAAsIEitoyame matrix analysis fiosursmnuduiusmMegadnvasimunmvsuaianuiioglu
nan Tnodifaegandndusivefanadtundnuisiuau 15 fu dduusemauazinesenea Faddnvasdaaiy
madouinsatudolatendafdolud 1) nmsszanaudn 2) msufduiustuvesdiau 3) nsafrautnnssy
a) aAnaiisassd SsdnuazdinaiudsiveianuieduaiuanuansalunisesnuuunsFeuasfudng

psaaesUlviga (1w 2)



sarsagmans T 50 aUui 4 (garax - §uatau 2565) 6/14

AN 2

matrix analysis

e aritShen iy
o genn
sz
gula | vosuoia
- || 2
ila]e
2|23 §;
o] e | e .
b= Coutare | toard gurm
.
oazm | coopin .
| == |~
&= .
=N E
’ o | e ol o
'*J [,
e | o | o .
o
@
-
‘\' . ] gawm L
] P
v .
-
e
L) I .
. — .
4
o o | e .
=
| cropeass .
ooy
"N Y "
B
[~ T [l [ .
o
=
-‘ Topens | cont came .
Sona o fam | o en om | e | e -

LY

venne) : Yoyan {3y

aunsnagunansTuunaudnvusiinunweauaiainufegauaiuhiosn q Tid

1) fudn Mnraniiuansnatu 15 518 wiadudnanluussmasam 4 519 (26.7%) wavinan
Tusausemeadnuau 11 918 (73.3%)

2) Usztanvauasany Swunldifuveianudiuiu 10 Uszan lngluvedanamisenadwunaglé
nangUszam lnewuindu card game mnﬁqﬂ $1u7u 6 Fu co-operation V1UMU 3 u dice-rolling 313U 2 U uay
educational game, family game, party game, role-playing, serious board game, strategy board game, word game
othiay 13U

3) Srududidugega danlngidudunuiiduldnnniy 4 autuly 1w 11 §u (73.3%) w@uld
2 - 4 AU 19U 3 Bu (20%) waziduld 2 Au S 6.7 %

4) warildlunsidu daulvglinailunsduannndy 60 wdl $1uau 6 Bu (40%) Tianlumsidy
15 - 30 Wi $1uau 5 du (333%) Iailunisiau 30 - 60 uIf $1u9u 3 Fu (20%) way Tdandy 5 - 15 uadl
$1uan 13U (6.7%)

5) #runrswmuniney Suunlagldiney aC JaduinueniniFouiididgluamnssei 21
U58NaUA2Y Nwen15AATIATIEY (critical thinking) ¥N¥¥n15d 8815 (communication) nweA155uile
(collaboration) waz WnwzALANA$1IETA (creativity) Insdulnguasanuiithuilinsganunsaiwuinegld
W1 4 #1u F1uu 10 U (66.7%) Wanninweld 3§ S1uau 4 Fu (26.7%) waz Watnueld 2 d1u S1usu
1 31 (6.7%) Tnsueiaunudaeg1ata 15 Fuanunsawauninusaudnadeassd wasinvenisininssdld



sarsagmans T 50 aUui 4 (garax - §uatau 2565) 7/14

o Gv 4 o a‘/ ]

(100%) F1u7U 14 Fu awrsemuinwen1sdoastd (93.3%) wagduiu 10 Ju anunsawmuinwen1ssuile
uld (73.3%)

6) theme (anszd1Any) uillamarszdrdusavaianuiithuninsziidleniieafuerls
o v I ' = & Py o Y 2 v ' P a
peanslidiauldeylsnnnisidu desdanueslsiunsneglusdunu Useneudeiitedessing q Sansatuveuiun
Tun15398 Wwu n155EANAINAR (brainstorm) N1588@15 A1SIANITAMUTAKES NTLUIUNISIATANUNAN GROW
model N3AAGILTNNTIU (innovative Thinking) N5ANAI19AIIA (creative thinking) kaw design thinking

7) gimmick (gniaui Wraulavesndaamel) wu tduvedanuiidguialdlunisdnousy
NFEYUTHIUMTARUNUIMALNR DI8YAUTENIBUNAUNY aATUIeN1TFRaNs UnaunInsnanyuevaiiay
finIeaflawasmihesiutwmnuimelunsssaumudnwasaineassa Wigiauuidymsamiu Wiwdaduiu pitch
idea TalunnsusenaunsyuIunis facilitation

TAEAMUFUWUS VDY 15 MDE19 INANTIATILUNUTY TINUAFLESUNISWRIUITAYEAIUNISAN
AnzikarAuAnaiNas dulngduaiunsiauninueia 4 au lesdiveanuldladuaiunisimionay

Al o > o P v W ' v P ' ' 0 v '
nsdearsifissninnalnvesnuiuluinswdaduiuseninaiau narildlunisduanlngldnailunsau
' o a o VY O w e s o o

Wuraununnndt 60 wifituld Wiannalnvesnuenafigaslvfidudadula wiedideniiiwnsnluding
wanvane fugeu fadldnatlunisinanutila dnfnmanetuneu sesasuna1aldvarussunm 15 - 30 Wi
wduwnuddnvaznisdadulaiisiasininnia wasiilevflududauiuly Tnsluwsazinuivuniainiy
AN AT URUUTBUNNRAE NG U LA U LANG1aTY Trududiaugeaalunmisiauy daulngdulauinniy
4 auduly Wasnnanenuiidnwaziduluianuaynauulunshinatsaunnsuidedu Sauszauanudn

witgymsuiu

a3

image scale foeivvasaNudoeUAAIN

IMAGE SCALE foguesainuiitioglunae

whumsduilo
Cooperative

Common Event

anfarnioiale
- ‘\ Simulation
3 g0, n;mﬂ

Rare Event

Simulation,
NARUMT

Plakin undt Lt Wty
@ P
shenrmauTU1fluPaste L s
S bt un el e
X
1 _—
o ANEN > J
i - 4
Competitive
wiunsudedu
Vex @)

wEnne : Toyan §idy



sarsagmans T 50 aUui 4 (garax - §uatau 2565) 8/14

AW 3 image scale: product positioning seyswMLtvBINguRAnTusivesainudIeg1 Tnedvuali
LAUUDY (X) AD rare event simulation (afwaaaamumiiﬁﬂ"laiLﬁm?fmﬂuUﬂﬁ) d% common event simulation
(@Fravsaarunisaliiind uialy) wnuda (v) fe cooperative (fun153anile) way competitive (aiunisuteti)
Ignmsidu 8 nau fadl 1) anmumsaiiflieslu

e w0y

| ' 3 < o P g
annsawusnguuesainumhmiinseilamulsyaunisaliigia
e o W v A A - - w a o W w v
FinusedrTu 2) airinue 3) inTealledieda 4) Saudleduniletym 5) nsedunisaleds 6) wuatuiuaie

€ o ' o ] da _a Vv oW w ced & o oA - |
anunsaifiudaniui 7) dwanisiaululdludingia 8) wisdutumeaniunisaliaiede Wefiansanguues
HARNTUTIT19AUTUTUA19 matrix analysis 1@ auleaduiilaninisesnuuuvasanuiiedaaiun1aious
Va v =

A3dedianudiuiimsssysiuniemandusivead el ilusdumissening nquil 2 afrainey

v

s o oe
FosazfiudAnwm
oA ' ) = o oS ' ° & takL -3 a o o

way nquil 4 sadetunilulymdadugafiegsenitnisiasaitaaumsalibiinduduunfvazaniunisali
a & o v LA v < o § < YV oavve o § o = & o
Wintuialy Tneniunissudledu Wesmnagvildueiainuanuisagredlafuianiunisalas uasilaniunisein
wlanlmiviieadrsnnuaynawuliiuing Idgymliaguandnnguanseaefuuily vunzauiuingussadveanily
maanagieaawRItUassiuAnw

35n13e9nuUUUaANUN AN

HIfelaAnwiSmseenuuuveianuan ¥y wiyine (2565) SunT LISt (2563); Stegmaier (2020); Wirtz
(2022) ajuledn lumseenuuuuesanudvunauniseaniuunan 3 Tunau LauA 1) research, ideate & define
concept NsAUAT LT @M TEANANUAALTIDTVUAKINAALAL TN UTEadA 2) design & prototyping NFBBNLUY Way
A3NAULUU 3) testing & development MIvaaaaukasimuliauysal (1w 4)
2w 4
MFUATILANTLUIUNITODNUUUUDTAUNY

; Fun wmind (2563) i winyind (2565) Stegmaler (2020) Bryan Wirtz (2022)
[Boss Lab board game] [Wizards of Learning] [Stonemaier Games) [Gamedesigning)
Research, 1nspiration 1.8rainstorm & Play Games
1.Concept » g .
Ideate & N i 5 AMarusiumalsninmuauuedmny ® Uk
TTRORALaE TaqUITaA T G e
Define unzundTeyaTMYIY LorpRNAUNATIMINIMY
) & . N
Concept LAmvumiom (Content) 2.Brainstorming
) . Aol ol EalaBedut
Auniulion fmusveuiesseniiamidsanmsly 2Resource+Mechanics Anladiodmiv Theme way
TERUATIAR Thnmuduiaey TWTRAN use Mechanism 2.0utline Your Ideas
erfun 3.Market research nnmlade uarasUsenavtoun
wRRuny Anvmermngaad g
qUizA @mvoneimadianin
i G 3.Building Board Game Pieces
2.\enaauminl (Theme) 3.Prototype+test
fmaguuvuanuneifsahlugns ¥h Prototype annmin 1 v ”
& L)
Gouflaoltiny Vimiurassuiveuluiy 4 First Prototype
Design & afusuuIn
4Present
Prototyping = g
3afennaln (Mechanic) unaue Prototype
DONULY UnE : s % S
= Funsedoalisrvu useth Feedback nduurile 4Build the Board Game & Selling
afwiuwy S T e B
muavlumstunauiun nalnd 5.Consider constraints HARFULUL
g G 5.Art4Test+Revised N s % . &
vanledednruonnzautuiion . . Avrented®n esUsznavvoun Wi IMINIvIUR RNy
g 1 Art vosnu Uuuilean Feedback By ¢ 7
(R e P ] . hir Brkda warmionnsauit
wonimuanily Test e
i ngaadinane
4.vnav (Playtest) 6.internal playtesting
widiisurnasuwienoiivassun rasounuiunulndBaiogmuaduly
W unsuiunailimnve:
7.Local playtesting
vavpunuiufisulungsadn o
Testing & v
- 6 TastePublic 8.Write rules
- Seunkareoan 5.Test Your Board Game
YARDUA Test ngugnindnats AT e e 2
" z e . . wnnlunana s Uivvg
uaenasili nimiusBademibifugni 9.8lind playtesting
maied SN (Development) oot ol
ihfeyauas Foumasunmiulin e e
frrumayseanndiy s
10.Decide it's finished
wanunbiaysnd

e - duATIERtoyaIn Juns YT (2563); Stegmaier (2020); Wirtz (2022); Wizards of learning (2022)
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&

lethiBniseenuuuueiainy (Mw 4) augUuuued WSy wsydny (2565); Jns wITTUI (2563);
Stegmaier (2020); Wirtz (2022) sndansnesivsznaufuaadanufifeatuuadanunsin §ideldwauntudy
13 padlenaunuN1TEBNRULLRSANNNTTANYI (educational board game design canvas) (11w 5) 5188880
atemenaununseenuuul

1) research (MsAua$) : WunMsNmunsmAuaideyaiiienawamalunmsesnuuy

1.1 content (dfom) : WeuifomitesinununsnadusanuielifieuldiFeussimun

1.2 concept (WnAn) : Wounsauunanitnuiiagaiafeitvesls

1.3 players (idu) : \T8ua1Y (age) WA (gender) WazdnuMzvBILAY (persona)

1.4 market research (Ms@nwinann) : vnmsAnvinuiifidnwarlndifsafuinuiiszairdlusieanann
(board game reference) finailatig wasfianiduihiraulavesndndasiotnls (gimmick)

1.5 player experience (Uszaunsaiitls) : \eulssaumsaiidioamslifiaulfanmsiau

2) design (M398ALUY) : LHUNTINUNUNMTEBNRULAN BT NBUBNKAZNALNNTTIAY

2.1 theme (U3 99) : WouwuS 09l azthanld TnsRarsanantadousnildruairdayaun
Wilanumngau

2.2 mechanics (naln3Biaw) : leunalnmsiduiiastihunldlunuirfinalnlathaftessmnzaututoya
vounuluiidausn lngszyduda 9 wu dice rolling, negotiating

2.3 components (83A1UszNBUY) : 9K Bauaznalnfisyyun Weudnnuazdeadiasdusznay
avlstne 1w gnish nda dmnn nseam Tnganassydnvasig

2.4 look and feel (3UdnwaikazAudN) : Woudnwurniseanwuuitdesdudnuniogalsuay
Tianuzanegndlsludadiau wu msled wummanwdseneu

2.5 game flow summary (faagunisiaw) : Weuduwnuiaguinisdusaznfiniegnanga q i
WM drdunsiau wagnalndild eraszynailldlunisiduse

3) development (Ms¥an) : Wumsamumstiunaluneaedldiitauiuusdliaysel

3.1 playtest (MsnAABaLaL) : Wouasureitagyimsnaasaduiada luudazafs 1958nmsnaans

sukuuln 19 quick playtesting, guided playtesting, blind playtesting 8195¥ys1UIUA Wioanwiilde

AN 5

educational board game design canvas

EDUCATIONAL BOARD GAME DESIGN CANVAS

Research
Content Theme Game Flow Summary

Concept

Players

Development

Market research

Player Experience =
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nsaniumsinsziteyadiegramdniusivedanuiuindnwnduiu 15 Ju dadenanudndud
veianulunaavisluseimanasinsssmanfidnwardanaiunaiounsaduielateniadewielud 1) nsssau
AuAn 2) Msufduiusiuvesdidu 3) Msaiuinangsu 4) anudnainassa Fadnwazdanardudafivasanu
Wiaduaiuanuausalumsesnwuun i suiasindnniasdaasuligiau iesanlunisazdvaiuinue
nsdwnAeazfnAnulUUURTY diauaisiadninuedindiiiuvesanuizeenuuulu 3Assideya
Ingl4 matrix analysis uaz image scale Wunanansauvnguuandndnsilaidu 8 nguauuszaunisaliigiauld
' o a0 a o I 1 ' a ' 'Y}
NNSiau A9l 1) aniunisali e ludinuszdniu 2) adainuy 3) inJeslienieda 4) swudlaiuniletgym
5) nsgAunmsAnlaiiie 6) wiatudumeanunmsaliudanini 7) dwanisiaululdludinaia 8) wratudume
ANTUNTINDZIV
HaagU WUl KUIMINISERAKUVLRTALNUTRdBaTNANNaINsaluMTRaNLUUNSI B U asANAnY
msianwazduasunsimuinueia 4 a1u laun N15ARTASIZY NN15dRa1s N3350 LAy ANUARAS19aTSA
2 a _a - a I I3 o o '
8RNI AYEAUNITARTIASILARALAIIUARNES NETTA STELIATMLILENEMTUNISIAULNL A 60 - 90 W
o 2 J » U 2 ' é’ LY - ' o . - o/ L3 Ve Q)
Tngdundiaugagamsliiaulaninnd 4 autuly gidesianuiiuin arsssyiumisveandnsiuivesdidelily
o ' ' el 1% U ol ' - w & o o I ' ° q’; ¢ e
Fuviiaseninangudl 2 aheinue uay nquil 4 Suidlefuudlalgmaadugefiegssnininsdnassiaaniuniselii
Lidntududndvazaniunisaliiinluily laguiunissiuilatu aanadaaiuil Taha et al. (2017) wu3n Hawsl
] ' a ' =l U v 3 1 ;1’ ° ala a Ve P 5 2 P
wnIzyIvdnasunsHudeduld winumanivavansadlvldluiinsddfsedanuiugnadislusuuuud
#1939 hazaonAapaiu Creighton and Szymkowiak (2014) finuin mMstaunukuusmdiafudwmaliinnisdeans
-3 Y7 o ' a & o ' °
W ey Msseyiwnimdntuiaznisnaumansesnikuuiindiandmniedianumiigaulunsiily
PONLUUUBIANIITRANATIALAINTAlUNM SBRNKUUM STy USas AANY
1A8989219UHUNITIDNLUVUDSANUATTANEN
HIdgladuansiteyanasienansiliienteatumseaniuuusinnuuasuaiANNNSANY LanauA1ay
FYu11 I ealienawnunisaanwuuuasanunsaneidneusiusgals lnenanisaneilaniaailefiwide
o o 2 P Y o 5 2
AN5ITMRUNTITOBALUY AT 1) research (N15AUATI) TABTULS ULSATDINITOBNKUVUDS ALANILABINIRIN
mMsauaiteya ssauaudn wasimuaingussasrfunowdn vedainuiiainafuasiuuifnegels wazdeans
13099213 laguuInIIN1T9NLUUIIN Stegmaier (2020) way Wirtz (2022) finuaonndadniu Iasizuainn1sm
2 ] a - oo P =y Y
TayarIuN1TIEANANAR kasnsAnyunuideglunain Fai1anguuuuves Wiy wiying (2565) uay Sons
P { - ° a & ' ) ] § &
VT (2563) Fusuannmsimuawuiiawasiilomneu §ideawuaiiteluted 118y 1.1) content (ilaw)
1.2) concept (WUIARA) 1.3) players (cjll,a'u) 1.4) market research (M3ANYIMAIN) 1.5) player experience (Usgaunisol
v . < v al . v v v v o
Aile) aniuludadl 2) design (N1398nKUY) WHUAITNWAUNITRBNLULINNITAUATITaYaluT e 1 Tae
Funs vwTuv (2563) Idssytuneudonisidonaniunisal uasidennaln newhwairadudunuy wasly
N13aTNAURUY Wirtz (2022) Taseyiamsmvuadudiu dvann wagnseauilglunisduy siufuiuimies
- =& w ) - & w Ve @ ' P I {
¥y wiuiny (2565) Fareaiiniseenuuuiudnualvesnuiuiig fiTedawvaiiteluded 2 1u 2.1) theme
(LUWI1384) 2.2) mechanics (NAlNT8LEY) 2.3) components (84AUSENBU) 2.4) look and feel (FUdnunlLarAIMEEN)
2.5) game flow summary ({aagunisian) 1nduludadi 3) development (n13Waun) Wun1snaasuiiiowmul

YFuusanuanysainsafunuamianiseaniuures Wy ¥31u$ny (2565) $uns 119150 (2563) Stegmaier
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) v, v =

. < ' ° ' . P &
(2020) wag Wirtz (2022) aseyd Tutugavineasdesdimsinulunaasauau ag Stegmaier (2020) lassytunau
nsveasaaulivatetudieiu {itedwuaiideluded 3 10u 3.1) playtest (M1snAapaaw) dmiuinaunu
Fusing q TunsvaasaduiieRandliauysal
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L3 =3 2 ' 2 d Il o/ . 1 ' ° b kg 4‘/
MIMsRUNITeBnkULLsAnUNsAnluftese o Id nainiedadinarninaseligldldiutoyaiug
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vav 9 1w o o ¢ et v o - A v ' 19
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related patterns 3) key data 4) purpose 5) mechanics, task, gameplay, rules 5) media, biofeedback, channels
6) scope, users, stakeholders 7) ethics 8) desired outcomes, consequences Tnedlasouiisuiunioaliaves
' § 3 Ve Y] < v ' o Vv
Zavcer WU 1AT99HIBN1TINUNUNNTRBNKULVETANNNSANWIvaNITilVaduiaenndes uazduiuandaiu
4 oA W ' a < A 4 A o v o o2 w 1Y) <
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