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Abstract

This research aimed 1. to develop a three-dimensional game titled
“Treasure Hunt on the Floating Island”, adapted from the game design
concepts of Only Up! and Subway Surfers, and grounded in the
Mechanics-Dynamics—Aesthetics (MDA) framework as a guideline for
system development using Unreal Engine 5; and 2. to evaluate the
satisfaction levels of users who participated in testing the developed
game. The sample consisted of 60 first- to third-year students from the
Faculty of Science and Technology, Surindra Rajabhat University, in the
2024 academic year. The participants included 30 Computer Science
students and 30 Computer Technology students, selected through
purposive sampling. Each participant played the game for 30 minutes
and completed a satisfaction questionnaire. Data analysis employed
statistical tests to examine the mean differences between the two
groups in order to assess user satisfaction levels. The results indicated a
p-value of 0.95, which is higher than the predetermined significance
level, suggesting that there was no statistically significant difference in
satisfaction between the two groups. This reflects the effectiveness of
the developed game in providing a consistent playing experience across
all participants. The findings highlight that applying the MDA framework
in conjunction with modern game development technologies can
effectively enhance player experience and is suitable for adoption in
other game development contexts.

Keywords: 3D Game, MDA Framework Game Design, Unreal Engine 5,

User Experience, User Satisfaction Evaluation
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Surfers nmeldinseunnAndudie (MDA) ieldifuuumislunmsiannssuy
selusunsuduSeaeudu u 5 uay 2. ileusziliussiumufianelavesld
drmnimanesaunuiiiaunty ndufegssenoudeindnuduld
1-3 agAngrenaniuazinalulad unIne1desvdgasuns Unsdnw
2567 druau 60 AU wunduanvdvineuiinnes 30 AU waza1w Y IMEINTg
AN IADT 30 AU lAgAnaBNmIEIBN1TIERNKUULANEAY HidTIuusaE Y
ynsnaaeaaunuduiian 30 wiil wazneuwuuyssuanuiisnela ms
AnspideyaliaiimadeumuuaninsvesAiaissitnaguiegeiaes
ileUszifiusziuaufianelavesfld nan1sisewuinen pvalue winfu 0.95
S?Jéqgjqﬂdwwé’uﬁfﬁlé’ﬁfgwwaaﬁﬁfﬁ”mum dxviouin lunuaNuuAnA19agdl
tdoddqmsadalussiuanufionelassringuiidisuiaaesann Sunans
favszAninmmannuiifannulunslissaunsaimsiauiisenndasiuly
ynngusoegs nanisAnwassia mifiuin nisuszgndldnsoununin MDA
Sufunalulagnsimunuadelv aunsoduaununimvesdseaunisel
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Tusundusioly
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1. uni (Introduction)

doinunsufaneslugaidvialssunissensuindumdsseddydmiunmsianines msadausegdla
wazmsdLasIMsSeudBsUfdusiug Iesninuannsaaeszaumsaiiaiiouats nszdumuaule uazyinli
faufidusmegaeiionnnmindeUuuuaiy (Beatty, 2014) Sntunudaunsaationmssuiinumsiaunld
(Panyarotjananon et al., 2023) #in15eenuuuinulasianiznuaufia (3D Games) lasuauaulasgauin
desnddnenmlumsiamuinuenisudtym msfndeiud uaznseuANsiadeulmluanimuinden
\@ilouais (Hunicke et al,, 2004)

n0URIARLENRL (Mechanics - Dynamics — Aesthetics: MDA) Wunilshunuianddayfivaelidniamn
annsaeanuuuinuegiuszuy InsutsesdUssnouvennueenidunaln (Mechanics) natnfiiinainnis
UFdusiud (Dynamics) uagdszaunisaivioorsuaifidiauldsu (Aesthetics) §agaelviinssviqaninuas
UsganSnnweanulaag9ili@nedniau (Hunicke et al., 2004)

WU unanwesu 1y Only Up! LLasLﬂuLLuaéﬂlﬂﬁﬁéuqm WU Subway Surfers \ueg1swanu
Uszaumnudnsalusnunisadisnnuayn anuviinie wasnsilaiusinvesdiay fiunsaiuay nsuaunin
dsfinuns waznsarandsvesluin Salassadrsdisnananunsayssgndldiileiannuilivioafionuduis
Wit Lm'é'fqmmsaﬁﬂﬂ%’l,ﬁaﬂ’liL%&Juifl,l,axmiﬂ’@umﬁﬂmlﬁﬁaEJ (Deterding et al., 2011)

Fremni fideTeadlovaunuania “muamautivwnzansih” TeUssgndiuain MDA $aff
nalninuilauussdumalanninueenoudnasiu Lﬁaw@aaqﬂ’wméfmmuLﬂuﬁiﬁ%mmumﬂLLaxmmiaﬁﬂﬂ
sevanluuIundu 9 Wy nMswuinue MsiSeusiBany (Game-Based Leaming) wagn1sasiadonsasuly
oA wonInt MsAnwianufianelaves]lidisazieudnennvesfuuuuiny $1FUuIMIN TR
soldagrnuszuy
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2. IngUszasnsule (Research Objectives)
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ad A v . .
3. mi‘VIU‘VI'Ju'JSimﬂii&ILLﬁ&'VIE]EJ;]VILﬂEJ’)’UEN (Literature Review)

3.1 UWUIAANTTEBNUUULAZIATIZINYN MDA Framework (Mechanics - Dynamics - Aesthetics)

gnamnssunudunidlugpamnssuaivassaniivlnegisioidesuszilan msfannudldidudios
nsgvuMIHARTeNd oLt uiaiiiy widadumanifidenlosamidiu Inenmsneufiuned Aady
nsid3es uazdrinevesiay ey niseenuuuinuiirsniudesiinsaunmnaniiannsadenlos yunes
vostfnWaun was Uszaumsalveariiau 1ihdedu nildunseunnAniléfunsseususgisunsnaisie MDA
Framework (Mechanics - Dynamics - Aesthetics) %Ggﬂﬁmuﬂﬂa Hunicke et al. (2004) ilewduedeaiielunis
oS unsLagiinzauduius szudnslassadisnennudutszaunisaivesiau nsevundaidedy
“Mwinans” seuinelingde dneenuuy uasfiauny fidieviliidilenalanisaireenuaynvesnalddaou
8oy (Sicart, 2008)

dmfuilunues MDA Framework 1ng MDA Framework Qﬂﬁ%auaﬂ%ul,sdlmmﬂssﬁqu Challenges in
Game Al Workshop msﬂumiﬂizﬁu AAAI (American Association for Artificial Intelligence) U a./. 2004 g
finquszasdiitoairauuudiassitaninsaldosuisniseenuuuinuuaziinsigiinuldegnsilszuu (Hunicke et al,
2004) Fo “MDA” wansnustevesasAlsznau 3 Uszns & Fieure 1.
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Figure 1. MDA Framework
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2. Dynamics (wa¥n/n1sldmeu) AengdAnssuvennuiiinduaiadetnalnmaniululdlunsidy
fheghadu doflsruu “mafunineins” nalndonadeliAswatnvesnsuaniudsu msutedu wiensimiie
FEMINLAY

3. Aesthetics (A1w3An/Uszaunsal) munedsensual mnuian uasUszaunsaififiauldsuainms
1 15U Avwayn MmUY aavne viennuiAnidenTeeiugdu 3 LeBlanc lsdamuanmyuszaunsel
nansanidu 8 wuu lawn Sensation, Fantasy, Narrative, Challenge, Fellowship, Discovery, Expression,
Submission (Hunicke et al., 2004)

uwfandnuayn1sUszyndld lasarwddaues MDA Framework ogfimsesursauduiudiTsddi
sewh dheenuuuiny ua fiau fil

1. Yne9nwuULNy 92U89LNNIAN Mechanics Dynamics Aesthetics Tngi3ueanuuuainnalnuas
szuuvRuny udfinsansafinaiasiatuludmeinssuuarUssaunsaivosdidu

2. jiau ndunasluiianiansaiudume Aesthetics Dynamics Mechanics Na13Ae Q’Lduﬁ"méfuma
M33U3 “mnuayn” vi3e “ensual” Aeuflnzdunanginssunislineu wazSuinalnveanylumends

nsuLIARE STt inuannsneenuuunalniiaenndestuensuninieussaumsnifidosnis
uouliugidu SnitadatnelunifouarUssiiunuamusnny Wy nsinssimguaiiviliinumils q Usvau
Audnsavselasumuiloy (Tekinbas & Zimmerman, 2003)
3.2 WunAALAZNAuAIAITU 3D Adventure Game

WNUARITA (Digital Game) ﬁm‘flu?faﬁ“wﬁaﬁﬁwmwéﬁ@ﬁaé’muﬁmﬁ%ﬁa TneLanzLnNuwL Adventure
vioununagdy fiiumsdisne mauiviaun waensiidudessniidudu nuuwnifvaunmsanng 2 filu
gALSN 9 11d 3D Adventure Game filimAluladns iinauiid (30 Graphics) tleas1saninuwaIndeuiiauaiauas
L°TJmiamaiﬁ@éulﬁé’uﬁaﬂisaumizﬁmﬂé’ﬁmﬁummaﬁammﬁu Uuul, 2005) NMSHALNAUTEWINNTIENT 0
(Narrative) uazU §austus (nteractivity) vlsinuuszani ld fuanuieuetsseiiewar s nsnanes
qmmmiiuﬁmﬁqLl,azmiﬁmsn (Fullerton, 2018)

3D Adventure Game s inuuuInagAeiiaunlngldnsiinawiia fiduaunsandeudinazdisg
flufldludnvaziadouata inuUssianitngauduil n1sid1309313 (Story-Driven) maudlauaun (Puzzle-
Solving) LLavmﬂéfmUﬁu?ﬁmé’amﬁa NPC (Non-Playable Characters) (Adams, 2014) Tnefiusmesiiaiuy
‘Uﬂﬂawwuq (F|rst person) LLa“Uﬂﬂawam (Third-person) \eadsessasalunisiay

AT NANLIINI AR TasinuwanaySedadunuiidumssidudos msdsaniui
waznsiufduiusiuing yana vioanmuwandeuneluiny Teewdlenaufumaluladawda azviliiAn
Usraunmsaliiflenuanaiuasiusaeiuy (mmersive Experience) LLuaﬁmﬁugm figtail

1. M3UBNLENT 03377 (Narrative & Storytelling) Tnsaid sadussdusznevddresnuuuinag e
deidesiinefunssgdlalifidussndumamuaisdodmnenelung swddiersuaisuegseiios
muidevarstuiinlasadesiidauamannsndisianuiusegidouaranuddmsiuvesiauld (Liem et al,
2023)

2. m3dvialana1uiii (3D Exploration) anmuindeuaudftelvigiauaansaidums 81593 uag
spatuiiuildsoufians Paefuainmlunnaduuasnssduanuaula mseenuuuain 3 SAflasnuuasd
AMUINEILdLESIUsTaUNsaliivdnvesiauliegnenn (Lan, 2023)

3. Ujduiusiuinguaziazas (Interaction Mechanisms) inuuuinagydeimunlvtiaudedldneu
futageng 9 1w lewiu naln 3o NPC ileliinuduiuly ssuvdfausiusidasmnzausuuiunveiny uay
FIPUNTEAUUTTAUNT0IVOI LAY

4. mslavimunuagnisuidam (Puzzle Solving) msufusaundussdusenaundniiviliinuussinn
fifiauviime fiaudosin Siamest uesdadulaluaoumsaling q fafuiiugruftamnsailuiaunisdeus
WBavnwelen (Zainol Abidin & Ismail, 2021)
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5. nalnnisiau (Gameplay Mechanics) asdusznaunaln 1y nsiadsuivesdiazas szuuAsha
szutlewin uagsruuseda Diglinsaudidhmunedaau wasiuusaaumeauiniuniseung
nuuurSvauiRdudendvadiidnonmgaislufuanudiuis msfne nisiindfnes wagnisasie
Uszaumsalfifimuanaie mssaunaudossn Ujduius uazanmnadeuaudifilugieasiassafivoeiia
UsyAvEnmlumadouslfestmanuats suideidusagsinsUsemalinisaduayuiinudnuasan oty
Vinwy nsAndas1ent n1siidinsiu wazusspslavesdlivsediseuldegrnlususssu

3.3 LLuqﬁmLaswqwﬁt?{mﬁ'u Unreal Engine 5 (UE5)

Unreal Engine 5 (UE5) LﬁULau%Uﬂi’IWﬂL%ﬁL%HﬁlMﬁﬁQﬂﬁ%Uﬂﬂﬂ Epic Games waglasunisuausuogng
A¥rsvdlududsEandaan nsad1en manase wazauau1salun1ssesTusIunaIEEIT e
anlnenssy denmeuns wanmalulafialiousss (VR/AR) unanailtiauenmsmweanaluladudnues UES
L9 Nanite, Lumen, MetaHuman ua¥ World Partition 52ufi991u3 985813190 2020 - 2025 714 UES 1Ju
w3eddielumsimuiuaznaaes uenaniddinsziunfnuazndnnsivild UES Wuunasesuddayluau
Fnsgalvel waluladmsuszanananmuuuiFsalmifiunumdwoyodisddlugaaaiia Tnsianzlugnanmnsss
Lnu AeURs @antnenssuy wazsyuudiaeudiaiAinssu Unreal Engine 5 (UE5) lasun1silladalag Epic Games
Lﬁaiaﬂ%’umméfaqmiﬁummué’f’mmﬁ\lﬂ@mquqﬁﬁmﬁwmumuﬁuﬁ (Real-time Rendering) A18lATIAT14
uduAiw I ululwanedau IR Woaun dn3de LLazﬁa%’waiiﬁﬁlawmﬂwawmmiﬂmamLﬁamﬁﬁm’m
anBunuazauaiunntu tngldvinensiiiissaninmnineuduguneu (Epic Games, n.d)

weluladuarfiloesndnves Unreal Engine 5 §ail

1. Nanite: Virtualized Geometry Nanite {uwmaluladddeyves UES fitnelanunsaluea 3 37
#1 Polygon F1uruannitngainlaglidesandiuiu Polygon (Decimation) wazdsnasnuseazidengs vinlv
ASEUIUNSAS9INLAY Asset ﬁmmamﬁaumﬂﬁu (Epic Games, n.d.)

2. Lumen: Global Illumination uwuutSealnsl Lumen 1usguu Global Illumination (GI) i
wavasvoukavuasouwuLiLd vilinsdalnluanniduluedsauaslanglidesadns lightmap araniin dewali
Workflow nsadranuvienmeunsiinnusasiiy (Epic Games, n.d.)

3. MetaHuman Framework MetaHuman Creator Lflum%‘lmﬁaﬁ'vi’ﬂﬁmmiaa%'wﬁaazmww&l“ﬁ'
anvssaldniglunalaifnd fadudssloviislunuwdong unmeuns uaznifedulfduiusuyud-
pRURLABS (HCI)

4. World Partition way Open World 53Uy World Partition 93autsfiufilan 3 Aasaluld vl
Faunanunsaadislanvuslg (Open World) Tnglaifiaadnnig Level Streaming fagnuLes ¥aeifinniny

ganlumsimunuiifanalngwie Simulation World fidudou

WAALAEVANN108NLULT8Y Unreal Engine 5 fndnnisddryidufiugiues UES A 1) Realtime
Photorealism tfunsadrsnmanasawuuiealg 2) Scalability Wunissessunanuiiodoaudsunneuns
%U AAA 3) Flexibility 1unisldlaiamung ©1uide wavdeadreassd 4) Workflow Efficiency Wunisan
Fumau Manual 18 UV Mapping, Light Baking wag 5) Extensibility 10 un155895U Plugin, Source-code
Modification U@ Pipeline fu Blender/Maya fviiu UE5 Ssgnuesindu “uwanvlosunsaineassd (Creative
Platform)” 1NNIWALDUIULNY

#3deleagUan Unreal Engine 5 ifumaluladfimsmdsdmivanusnunsifinwazsauidogalvl seszuy
Nanite, Lumen, MetaHuman tagauaiusalunisaiidanalousssuntng dealnlasunisiluldluanan
sne 9 sy aninenssy ameuss wazn1sAne uATeasd 2020 - 2025 uandliifiudn UES aunsasessu
URU Al, Computer Vision, Simulation wag Virtual Lab laag 19 Use@nsnn waviidneninlunisiiu
unaanesunaslunuideifiadnsassAluauing

[469]

Citation:

@ @@@ Nualnang, K., Songsri, S., & Chakintra, P. (2025). The Development of a 3D Game, Treasure Hunt on a Floating Island. Journal of Computer and
AT Creative Technology, 3(3), 465-479. https://doi.org/10.65205/jcct.2025.3048.



Journal of Computer and Creative Technology | Vol.3 No.3 (September - December 2025) ISSN 2985-1580 (Print)
Nsasrenimesuazvaluladadneassa | U9 3 atuil 3 (Fueigu - SuanAw 2568) ISSN 2985-1599 (Online)

4. NIDULUIAANIIUITY (Conceptual Framework)
NMAUAMUANTBULWIAALUNTTINNWITB KA ALTUNTIULLIAAIO W A3 Figure 2.

- Game Design and Analysis Concept (MDA Framework) 3D Game. Treasure

Mechanics = Elements implemented by the designer in Hunt on a Floating

the game (rules, systems) Island
Dynamics = What happens during gameplay (player
interactions) 1
Aesthetics = What players feel (experience/emotions)
J 30 Adventure Game User Satisfaction
Game Design - story, characters, gameplay systems
3D Environment Design - environments, lighting,
atmosphere
3D Modeling and Animation - prototype game project
- Unreal Engine 5 (UE5)
Visual Technologies: Nanite, Lumen, VSM
Gameplay Development Systems: Blueprint, C++
Physics and Animation: level design
Al and Character Behavior: Al Perception
UI/UX: UMG, Widget Blueprint
Audio: MetaSounds, Sound Cue
Testing and Optimization: game packaging and

deployment

Figure 2. A Conceptual Framework for the Development of a Three-Dimensional Game: Treasure Hunt

on the Floating Sky Island.

5. 35AMUU9UIW (Research Methodology)
5.1 MSAMUAUTEVINTUALNENATIDEN

1. Usgwnshaun dnfinw Usedlnisfinwn 2567 unninendesnudgasuns

2. ngudtaoens 1 dnfnw Fud7 13 99 eugivermaniuasmalulad sminedesigaiuns
UsyaUmsAnen 2567 591 60 AU wusluanaivaeuiiames 30 AU warauIvIInNeINsABNRIABS 30 AU
Taanlagldignisi@eniuulanzas (Purposive Sampling)
5.2 \n3psiiefildlunsise

1. inuanudla anuaimautivuinzanen

2. wuuusziiiuanuiswelalunisiaunuanuds auaimandauuinzassiin
5.3 nsadruaznaunwiesesileildnside

Funsunsasruasmemnimaiosdieflilunuiss annsaesunsldssd

1. PISWRIULANAINER AuaauUAuunIzaasin

wdnnseenwuUnY @fif muaanTAvwnzasei Wunsruiunsiidudeud ieendets

ANUAnas1sassALazAilalulsraun1salvelau m1unTaURLIAA MDA Framework (Mechanics -
Dynamics - Aesthetics) @araunlag Hunicke et al. (2004) la§un1seeususgenitawndluisnisisnniswas

[470]

Citation:

@ ®®@ Nualnang, K., Songsri, S., & Chakintra, P. (2025). The Development of a 3D Game, Treasure Hunt on a Floating Island. Journal of Computer and
ATl Creative Technology, 3(3), 465-479. https://doi.org/10.65205/jcct.2025.3048.



Journal of Computer and Creative Technology | Vol.3 No.3 (September - December 2025) ISSN 2985-1580 (Print)
Nsarsreuiamesuavialuladaineessa | U9 3 atuil 3 (Mugneu - AN 2568) ISSN 2985-1599 (Online)

gnamnssuin esantglithesnuuuidilannuduiudszmindassaiisvesnuuazUssaunsaivesiiauls
ognauszuu Tnsuvsldssd

Mechanics (nalnvesiny) Tnegfiduazyiveing “s1u” uay “iden” Idunsveasessniiiudeniiy
AwUsEneu wazdssUsznau fegnalnd1dg laun 1. szuuuvaunun (Dialogue System) 2. MMsidanAMaU
wiaidunmeeaies (Branching Choices) 3. syUUAUEUTUSTUSasAS (Character Relationship System) wae
4. syuutuiinuazdoulian (Save/Load %30 Time Rewind)

Dynamics (wa¥nueainy) Uiduiusseninaiaufunalniiinesnuuuindly 1wy nisidendmeudidsna
sonrmdiiusiuiagasau viemadameiiodesmionmdinaulavesiay wammaniadg nanszvuids
o1suniuazigua lvdusAnddnusnludessogdngs fegnamatn ldud 1. msadreuadnsvarsuuy
(Multiple Endings) munsiadulavessiiau 2. amnuidnmaniuaznistounduaaulmiiiedummadondu
(Replayability) uag 3. Ujdumiusidanruduius (Emotional Interaction) seminaiauuassitasAs

Aesthetics (A1u3ANkazUsEaUNSalvedian) dadulifiauin osual mnuddn waznisiidsiu
193018 HUBIAYTENDUAN 9 LU UNaunul AWe Aads Mazes wazideawas Inedmuisnanfenisasng
“Uszaun1salniaensual (Emotional Experience)” sardsznausiu Aesthetics i mulalunuuuail 1aud
1. Fantasy: Aw§anmilouldidrlusglulanvessaazas 2. Namative: nsusluduisossafiduduuasd
AUNUTY 3. Expression: N1TaBuUAInUNIoATeNvRE{IaUNIUNTIEONYDIAEBY Lay 4. Discovery: N13
funuidlevudemnauluy 9 annsiaudn

2. Msaranvuyseiiiuanuianelalunsidunuaudin auawnaudavuinzaseih
dudunisfnwiduaimndeyainienals uazauisediieitos Mnsinsztoyaandla

msfnwantwuadesinmuuuinauamienndundusiiunsaiauuuUssiiuarufioelafifidenisidy
nuaudia auamnaniivunizaseih lnemnuaaiazuuwresuulssiuiuwuunnesndiulszuua Iy
fvnsgiuazuuuly 5 58U (Srisaard, 2000) Tnefissduazuuuaufioneladsil

4.51 - 5.00 weds fanufenelasndiae

3.51 - 4.50 g danuitawelauin

2.51 - 3.50 vungha dauitenelaviunan

1.51 - 2.50 vaneds danuilanelatioy

1.00 - 1.50 yieiia Taudianelatiosiian

Mnduthuuuyszsdunnufionelalienansdiivinuise amaseunrugndosuasiunuiuudly
Az wazthduuuumsussifiunnufiawelalvififeanagiauasyseiduna $1uru 3 v asiaaey
AMugnFBIuazANLIIEaNTesTaRInIN InduthuTuTuTuAlumus s wasthumendeiinn
aonAdastaiion (0C) nmsnmesuuUsziiununmiafsiarudennndowmastosnufungussasdves
9398 (10C) 38w 0.60 1.00 ynde TedoLausuusiiaia
5.4 Manususandeya

sudunisifivsusmdona Tnslingudiegsinmaasuiny unatauay 30 undl 91nduLan
wuasuaiteAnuANLimelavesildnuideinuaulid mudnauiRvumzaseih
5.5 nMyAaszvideyauazadanld

Anneitoyadeainfiugiu Wun anudl fevas Aade uardulsuuunngiu wasnnaeudoada
$1984 fle T-Test uUU Independent iWSsuifiunuienelavesglinuiifivenuaniia smuamastAvunie
a0yt Tuunau @a1vIn

6. Wan15398 (Results)
6.1 HANITWAILLNY” INUFEINTR AIUAMIFNURAUULNIZaBEN”
1. fhazas Iwues (Wilber) frazasuan

[a71]

Citation:

@ @@@ Nualnang, K., Songsri, S., & Chakintra, P. (2025). The Development of a 3D Game, Treasure Hunt on a Floating Island. Journal of Computer and
AT Creative Technology, 3(3), 465-479. https://doi.org/10.65205/jcct.2025.3048.



Journal of Computer and Creative Technology | Vol.3 No.3 (September - December 2025) ISSN 2985-1580 (Print)
Nsasrenimesuazvaluladadneassa | U9 3 atuil 3 (Fueigu - SuanAw 2568) ISSN 2985-1599 (Online)

(Front)

Figure 3. Wilber Model
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Figure 4. 3D Character Model
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Figure 4. 3D Character Model (Cont.)
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Figure 5. Game Play Screen
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Figure 6. General Information of the Student

6.3. KANISANWIANUNIND L2 TUNITNAFBUTEUULAUNNEINTR AuaauUfuLnIzaasii
NaN15398 A9 Table 1 - 3.

Table 1. Effects of Satisfaction with Playing the Three-Dimensional Game “Treasure Hunt on the Floating

Istand” in Terms of Game System and Control.

Computer Computer Sciences

No. Evaluation Items Program Program

X | S.D. | Level X | S.D. | Level

1. Game System and Control
1.1 | Players can control the character’s | 4.57 | 0.68 Very 470 | 0.53 Very

movement to move forward, left, right, and Good Good
backwards.

1.2 | Players can control the character to jump | 4.47 | 0.63 Good | 453 | 0.68 Very
and crouch, and the actions are realistic. Good

1.3 | Players can control the character’s camera | 4.50 | 0.73 Very 4.67 | 0.66 Very

view in both First-Person and Third-Person Good Good

perspectives.

Table 1. Effects of Satisfaction with Playing the Three-Dimensional Game “Treasure Hunt on the Floating

Istand” in Terms of Game System and Control (Cont.)

[474]

Citation:
@ @@ Nualnang, K., Songsri, S., & Chakintra, P. (2025). The Development of a 3D Game, Treasure Hunt on a Floating Island. Journal of Computer and
Y NC ND

Creative Technology, 3(3), 465-479. https://doi.org/10.65205/jcct.2025.3048.



Journal of Computer and Creative Technology | Vol.3 No.3 (September - December 2025) ISSN 2985-1580 (Print)

Tsanseenimesuaznaluladaineassd | 97 3 atudl 3 (Fueeu - Sunew 2568) ISSN 2985-1599 (Online)
Computer Computer Sciences
No. Evaluation Items Program Program
x S.D. Level x S.D. Level

1.4 | Players can press a button to interact | 4.70 | 0.53 Very 457 | 0.57 Very
and talk with non-player Characters Good Good
(NPCs).

1.5 | Players can control the character to | 4.67 | 0.55 Very 457 | 0.73 Very
collect keys to open doors and collect Good Good
coins.

1.6 | Players can control turning the flashlight | 4.90 | 0.31 Very 4.63 | 0.61 Very
on and off. Good Good

1.7 | Players can save game progress and load | 4.67 | 0.61 Very 4.67 | 0.48 Very
the game. Good Good

1.8 | Players can adjust the game’s graphics | 4.37 | 0.81 Good 470 | 0.47 Very
settings. Good

1.9 | There are a help system and in-game | 4.57 | 0.57 Very 4.67 | 0.66 Very
hints that assist players during gameplay. Good Good

1.10 | In-game graphics are sharp and clear, | 450 | 0.63 Very 447 | 0.57 Very
and the audio is clear and well- Good Good
presented.

Very Very
Overall 459 | 0.62 4.62 | 0.60
Good Good

3710 Table 1. asUlaiszduanuiisnelasussuuuaznsmvaudunulagnmsiteylusgauduin wus
sonuavnivreuiunesdanade Wiy 4.59 uwasAndeauunnsgIuringu 0.62 wasa1u3vineIn1s
ABNLADSUALRALWINAU 4.62 wasANTBuuuINIFIYINAY 0.60

Table 2. Effects of Satisfaction with Playing the Three-Dimensional Game “Treasure Hunt on the Floating

Island” in Terms of Game Design

Computer Computer Sciences

No. Evaluation Items Program Program

X | S.D. ‘Level X | S.D. ‘Level

2. Game Design

2.1 | The attractiveness and logical coherence of the | 4.27 | 0.83 | Good | 4.30 | 0.70 | Good

storyline and gameplay style

2.2 | The level of challenge and balance of difficulty | 4.27 | 0.94 | Good | 4.63 | 0.72 | Very

in each game stage Good
2.3 | The User Interface (Ul) is convenient and easy | 4.57 | 0.68 | Very | 4.63 | 056 | Very
to use Good Good

Table 2. Effects of Satisfaction with Playing the Three-Dimensional Game “Treasure Hunt on the Floating

Island” in Terms of Game Design (Cont.)
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Computer Computer Sciences
No. Evaluation Items Program Program
X | S.D. | Level x S.D. | Level
2.4 | The layout and usability of control buttons are | 4.63 | 0.61 | Very | 453 | 0.68 | Very
convenient and user-friendly Good Good
2.5 | The design of the in-game environments is | 4.23 | 0.82 | Good | 4.27 | 0.74 | Good
diverse and engaging for players
2.6 | The appropriateness of the number of items in | 4.27 | 0.69 | Good | 4.40 | 0.72 | Good
each stage
2.7 | The suitability of the character designs in each | 4.43 | 0.77 | Good | 4.57 | 0.63 | Good
game stage
Overall 4.38 | 0.77 | Good | 4.48 | 0.69 | Good

910 Table 2. agulda1 seavauianels druniseenuuuinulaeninsineyluszdud wuseenu
awrreNiunesiaadewiiu 4.38 wazAndeduuninsgIuwiniu 0.77 kaga1uivineinisneuiiamesl

ALRAEWIIAU 4.48 uLazAdesuuansgIuyiniy 0.69

Table 3. Effects of Satisfaction with Playing the Three-Dimensional Game “Treasure Hunt on the Floating

Istand” in Terms of Usefulness

Computer Computer Sciences

No. Evaluation Items Program Program

x | S.D. ‘ Level | X S.D. | Level

3. Benefits

3.1 Feedback: Generates enjoyment and fun, helps | 4.47 | 0.68 | Good | 4.27 | 0.91 Good
players relax, reduces stress, and provides
entertainment.

32 Enables players to use analytical thinking, | 4.83 | 0.46 | Very | 4.67 | 0.61 Very
observation, and problem-solving skills to Good Good
accomplish missions.

33 Help players practice emotional regulation and | 4.63 | 0.56 | Very | 4.33 | 1.03 | Good
manage  pressure  when  encountering Good
challenging situations.

3.4 | The problem-solving and analytical thinking | 4.43 | 0.68 | Good | 4.13 | 0.90 | Good
skills eained from gameplay can be applied to
real-life situations.

3.5 Enhance skills and proficiency in using the | 4.83 | 0.53 | Very | 4.67 | 0.61 Very
mouse and keyboard. Good Good

Overall 4.64 | 0.61 | Very | 441 | 0.84 | Good
Good

3910 Table 3. agulddn seduauiianels Audslevd lnesaweglusedufuin uuseeniduaivnin
AN IABSHANAAYINGU 4.64 uasANTELUUNIRNTIIUMNAY 0.68 ward1v1ivTIneINsAeNiImesiaA iy

Wity 4.41 wagAndeauuannsguwiiiu 0.84
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NWAMTITeIRUETaTUnanuianelalagsiu A Table 4.

Table 4. Overall, Player Satisfaction from Testing the 3D Game System “Treasure Hunt on the Floating

Istand”
Computer Computer Sciences
Evaluation Items Program Program

X S.D. Level X S.D. Level

1. Game System and Control 459 | 0.62 | Very Good 4.62 | 0.60 Very Good
2. Game Design 438 | 0.77 Good 4.48 | 0.69 Good
3. Benefits 4.64 | 0.61 | Very Good 441 | 0.84 Good
Overall 4.53 | 0.68 AN 4.53 | 0.69 AN

910 Table 4. wui1 waveswianelalaesiueglusefuiuin faede 4.53 wagAndonvumnsgiu
0.69 Wentsmuanvimarvineuiiames fidnade 4.53 wazAdoauuannsgiu 0.68 uarav3v1Ine1ns
poNfLAasiAade .53 warAndoauuunsgIu 0.69

uaﬂmﬂiﬁamaauamﬁg’mLU%‘&JULﬁﬁmmmﬁdwaslﬁmaqmjuﬁaaehq FTMUNAINAIVIIYY WU AN

o w

p-value Wiy 0.95 FeganinseautivdAgnvadiafiinun aeviowdn linuanuunndsegilitedAynieada

o

lusgduanuiawelaseninngunaaeurisaedanun

7. #3Unan13338 (Conclusion)
NNNTMIRAUNANAWEF auamandivunizasein awmaaaaﬁﬂmamﬁ%’ﬂﬁﬁaﬁ
1. iamsUszifiumnuiienelavesfnaaeuinulasamsimeglussduiunn fanadewindu 4.53 uas
Andenunnasgumiiu 0.69 Weulwmwauniun reufinmed SAeds 4.53 uagAndsauuNnIgIu 0.68
waran v Inemsaenfiamesilaieds 4.53 uasAndonuunnnsgiu 0.69 dwanuisauiseandu 3 s i
il
sl 1 duszuuuazmsauAudIng wui Kavsziiuanufianelalagsaudanufisweleoglu

LAURNIN NIRRT 4.60 dnndesuunnnsgiusiiiu 0.61
ARl 2 A1UNITERNLULLNY WU Naussidiuauianelalaesiu dadnuianelaegluseaud

all

feadeiiiy 4.43 dnudeauunasgusintiu 0.73
fud 3 dudsslevd nudn sadszifiuanufisnelalassin Sanufianelesgluszdudiuin
Aeiadeiiiy 4.53 dudenuunnasg iy 0.69
2. iamnaaeuvtinAnwavivireniimesuagingnsreuiunesinnuiianelalagsiuegly
inasiszdufnn nefidieds windu 4.53 uazAndsauunasgu Wiy 0.69 Nan1TvIAABIANLAFULARIAN
pvalue Wity 0.95 eusilalfiaauansrsegnedifoddty

8. aAUTWwNAN15338 (Discussion)

Kan153 98T iU st inuanufid anudmaniivunizassii TasUszgndldnseviunin
Mechanics - Dynamics - Aesthetics (MDA) $3u17U Unreal Engine 5 EidNﬁiﬁ%’lﬁﬂﬁ%’uﬂizaumiiﬁl,%ﬂﬁmauﬁﬁ
wazdimuiiemelalusefiugs (Rds = 4.53) Tsaenndasiuauaes Putra & Yasin (2021) Aiszyinnsey MDA 92e
Wusegdlanaynstidausamveiau wenanil JPUUAIUANKAENTERNKUUATUYBLNUE LGS UNSUsELluInTY
Nudgkariiauanass aensuiukuImanstau nanuaudifives Ovrick (2017) Afuaudaiaunay
Anudusssufveantsaivaulunuauiif wenanidrdenadostunuivenes Thanyasiri & Uparimakul
(2024) uag Meepain & Ua-apisitwong (2023) na1v31 wnuaudld Miigiseuanmnsalsnevnasiiujduiusiuing
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Ioe nszduanuaula WiiudiSeu wardwalinzuuundaeunineusey aenndesivayideves Plum et al
(2023) #ith Unreal Engine 5 3naelumsasilunadnfanufifiuuuanase mntuhlvienesingfinssudns 910
anmundeualiouiiainsuuuduuazvanvans vilianduvuauazsousidante

N153LATIERAINLANAIYBIANUTINELITENINNNq UAIRE 19daIna un I LT ANULANF19DE 198
Hodrdyn19ada (p = 0.95) Feariouiunuannsosesiuiduiinugiusnaiuldogisiids wadnsdandnn
aonAdastUNuLaY Kanchana (2022) A3 inuiiillassadsdniauannsadfsddlnedidunainatssedu
uenantl nansUssduvewidudsdinnutisduaiiinuzmsfntinsigd mauddam wagnanueuensual
Fadenndostuuidediu Game-Based Learning 1y HaN3AN®1wes Kanchana (2022) fisyyinesduszney
inufvmeuasfigauszasddnauiiivanduasmsuwidamiBmsinsveadiaulfesaiussavsam

ajumsuszendldnseu MDA AIUARUANMNEAINITAAIUNTIANYBY Unreal Engine 5 dsnaliinuiain
auads ayn uazfilassadnamisiauiiauna sesfudiauldegnninawns wazamnsaduaiuinwemaioudids
U Ualudiauldegnefivsednsnm

9. daiauauuzauIFe (Recommendation)

1. mafmunnslugUuuuiivatnuate Wy nisiiudaln o lumsidu wu inufisesiunisldausssiny
(Gaming Controllen) v3alnungiauvaieay (Multiplayer) ansoadialsraun1salnsiauiiunfud usaziiiy
nsiufduiussenindiaula

2. mawmuaTesdiofianusonoulandngudiduuniy
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