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Abstract

The "Sword & Spoon" project is a 2D top-down game developed using Unity
and C#. It aims to integrate fundamental accounting concepts—such as double-entry
bookkeeping, accounts payable, and accounts receivable—into gameplay mechanics
to create an interactive learning experience for a target audience aged 14-24. The
game features restaurant management and cooking via QTE mechanics, dungeon
exploration for ingredient gathering, and complex business simulation systems. These
include purchasing ingredients on credit with accrued interest, managing debtors
through a mailbox system, and automated bookkeeping via a Journal Manager that
provides immediate feedback to players.

Regarding performance results, system testing across 10 test cases was
successful, and the project received an average satisfaction score of 81.33 out of 100
from the target group. It performed exceptionally well in usability, scoring 4.41 out of
5. Although the game is currently limited to Windows and macOS platforms, covers
only basic content, and lacks a save/load system, future plans include expanding the
scope to cover financial statement preparation, extending support to mobile platforms,
and developing a teacher dashboard to systematically track student progress.
Keywords: Game Design Document, Quest, Accounts Payable, Accounts Receivable,

Quick Time Event
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2993M3Launan (Core Loop) Nszuaumsfiiausasig q 2sasiifeunumdn
fvlmousuiululaogsnuiuashingaulanmesiheylnely
¥UUN1TABUAUBY (Feedback) miﬁLﬂmﬁ'amiﬁ’u;gLa'u’iﬂﬁlﬂﬁﬁﬂmlﬂﬁ?u
"gvideRin’ vide tAneylstu’ mudes na1fln videvern wnIANIIEUALES

dnlugauIziinAUdUaLLaYanANURNRUTUNLAS



6. wurfan1sUszanalylulasesny Sword & Spoon

HAnvlawiesadsenaureninuunyszgnalylunisesnwuussuuves

Sword & Spoon lneiisgazidensal

6.1.

6.2.

6.3.

6.4.

6.5.

6.6.

6.7.

6.8.

%N (Goal) NMuAlnyLaunBIUTIITIANITIIN IS Indnan1lsgagn
mualliumssneatissnmmianistuiiedrseniliaulynsemiuivunia
ngunaum (Rules) as19doulelunisiauiiian1unInig 1y s8UUNIST8A1

'
aaa U

vosgnATididndatn nsuimsiuiiniglusudiisiuaulagsin waedouly
nseandisadudsunusEUALIAINITeIaLAT

ALTWE (Challenges) a%aqﬂmmﬁ&laaanqumLﬁaﬁﬁJﬂmwlﬂﬁ@éu
ussqulmnglalasae Aseuaqutinsneglufuisunagnsuimsaudes
PUNINEINS

n1s@ndula (Decisions/Choices) ialonalvyiaulunszuaunisaiiasen
doundym wu madensgmnsnsleiiuand d9faioasmureisianis
n3onsloiiudud o (Credit) il 08 o tnnAvd anosuanalsniseaonide
nsrnaulanazedsavamansenuneidesudugnlenoaniugnianisiu
Tutudnly

A21uANAA (Balance) USUARAIUTENIN9TEAUAIINIINYDLNULALTERNY
ATWANNITOTBI LAY TINTINTTOBNUULTFUULAT WAL LB N13AaTIAN
fmgAunaremsludaruaumgaung

51978 (Reward) I%Mé’ﬂﬂwsLa%uLLiququaﬂLﬁamauLmur;;LéuLﬁaniqLJmma
wuaiiu 2 3Uuuy Ao s19¥adansn wu mslasulomudivay uazsatanns
U Mafiadaauannsnveiiazas uazn1sUandenseduinsfnifionds
fmgAuseiuiigedu

199501568 UEN (Core Loop) 08nLuuIsasmsaufiduiusfuenadussuy
BunnmseendinaiieningAuifiotunusenevemslslunisasenela
wazthmailsluimunsuniedasas ieluyauinauneanislunisaudd
oensneiile

$UUNIMBUEUDY (Feedback) 'ﬁ'amiamumaqmm&ia@éwﬁuéauﬁmﬁa;ﬁ%
(User Interface) Lo n1suasiiouidieniiaulnansufmun uaznisnovauaudle

aulasuseda



2.2. NSTUIUNTITWRIUILNY

Tunsiauinudndunsadanuguaiaueilalundnnisasuaznisesnuuy

U ITNIA N TNUAIT

1. @na1sn19dnLUULNY (Game Design Document)

LBNANINITOBNLUUNUABLENATTNTIUTINT8ALLBUANNUTHAUTBUNN FIUALLIAR

¥

fugulvaudenalnnisvinnwdedn lnedingUszasaiiolun nauluiinimundauwils

Anssnunazloidunuinise1sdimasan1siauilasinig 89aUsENoUAIAYYOUBNEITATS

gonkuunuausaasulafsl [4]

1.1.

1.2

1.3.

1.4.

1.5.

1.6.

1.7.

d2utsznaunialy (General Information) s¢1318azL8uaLd psnuveuny
i Folasanis uunny nauilivang unannesuiisessy waruuiAavdnvos
\nufleBunedagaaurionuuanasaninadulunain

SEUUMIIAY (Gameplay) éwﬁﬁﬁmﬁqﬂlmaﬂms Ingazasuredenalnnan
F8n13AUAN AINLINITY LALHTINITIAUNANTARIaUABIIT1 7 Liioln
ussaumang

i1 asuazdaazas (Story and Characters) n13213lasa osmdn ginda
voslanluny udsneazdeavesiiazamdnuasiazasUsznou Woasn
o1suaiTkazeuaeiedlunssdung

sunruAavzuazidee (Art and Audio) fuuafianisvessuaudad
iy nsleinud Juuuvresnsfin sanfanisiivualnudessznou was
up3UsEnoulFenAaeIiUUTIEINIATRN

N150eNLUUTEAUT unazain (Level Design) 5188248 8ADILHUT T
anluunarszdu lasseydenisnsdng deesdiifula wazqadenlosvos
dodedluumazany

daufnna 14 (User Interface) N1500NLUUMLNY0LAY Ll 1K LALA1ND
Tysulaegvarmnuasivilassuunuounilnneiige
sreazfeanianada (Technical Specs) ¥ormunLA 82 ULAS 09507t 1y
Tunnsaiaun 1w wededlefily Unity n5e Godot, mwnitluidsulusunsy C4,

AUADINITTUFIVDITLUY LazUdINNANIINATIANIG 9



2. madeulusunsunienten C# d1mdu Unity

Unity 1u Game Engine filauanufisugeosian seedunmsfmunnuiiawuy 20
way 30 lnelonwn i Lﬂumwmé’ﬂiumiLéﬁwam%ﬂmsmwlmmsﬁwmmaﬁmqiumu
a‘mﬂ'umaa Unity #ion13dnuinng Hierarchy way Inspector Agaelndnwauiainnsa
Fnszideu GameObject wasfuuAAT Property A14 9 lnag19aznIn naonausoIduUNIs

WAAINANIIANLUU Pixel Art Famunzansiuuuifalvelasss Sword & Spoon [5]

3. mslylusunsu Aseprite
Aseprite Lt ulUsunsuunley Pixel Art 7 lasuAanudonas 1 09a1nilias oile
AVAINVAIBLALQNOBNLUULABNITATN Pixel Art tnataniy Pixel Art 1W3BNTIASUaE

1Y o

dra1nlun1sasIenIn 2 ddlay Sprite dusununIsudaly winvindenly Aseprite

Y

Tun1sasnesnazas lawy wazaInvawnuNvua [6]

2.3 ngufiiiieaves
1. nM3eulUsinIudeing (Object-Oriented Programming)
nadsulusunsumdsingfeuuiAnniadeulusunsudiuunisly *3ag" (Object)
Jundn Tnegnihurlmifiedanislandidaudurouliigsinulanetu sessunsvened
veseundinduluewian uavandymiiaanianfisnaenisunty msieulusunsands
fmqusznaunae 4 lawidniiddy [7] laun
1.1. %dnN13ULSTIY (Abstraction) ywunfigeussasdenanudugounisly
0117 wideifissde Method wieveyafisnidunenislyaumiiu wWisulady
nsluiiefiontenoufunesingludndunessinisasmeluhauesdls
1.2. m’a‘ﬁ@ﬁu%@ga (Encapsulation) msiﬁaﬁm%mﬁaLLazﬂqﬁsﬁ’uﬁLﬁmﬁaaﬁ’uﬁlu
Object ey uazsnfan1sndsreyaainmeuen wevasiunisunlofilufis
Usvasn vaelvlaninnuuaenfonadussdevaniy
1.3. n158unaa (Inheritance) A313a11150984 Class gn (Child Class) Tunns
dunon Property uaz Method ¥84 Class wyl (Parent Class) i1y vinlw
annsifeulang wazanunsanesennseUsuasunginssulalnglunsaden
Tvaviastan
1.4. ms*ﬁ’l’mgﬂ (Polymorphism) AT Object #angUseLnANad1u19n
19 Interface vi30 Method daiieaifula unvhamunafuna Context welvilan

fanudavguganaysesiunsdsuwladiuouanlafgy
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2. mMnedauny (Game Testing)
nsnadeunidunsrunnsifiauddyannnnsunlugaunnses (Debugging)

Wissenadien undussdeuidefiduiunuglufunsiauiionsadeuiandunisiian

UsgAngan LLazUszaUﬂﬁa}uaﬂﬁgLéu annsauUssERuNIMaaousenidu 3 sdundn (8]

il

e

2.1. n1snagaulaginwaiun (Developer Testing) tfun1snaaou Wnwaun
fdun15e819M 0L 095EMINeN TR 1wy NSty Unity Test Runner g1135u
Automate Unit Wag Integration Tests n18lw Unity Editor 52318 901 'ﬂ%
Performance Profiler Lﬁamwaaumﬂ% CPU, GPU wag Memory ‘Uum%mn%
Wwane

2.2. nMsnadauag1adun1ens (Formal Testing) Lun1snAa@aUA1L Test Case
i laanamn mamqumsmaaumw‘hmuéwf‘ﬁ’usuaa Cornponent #174 9
Integration Testing ta¢ Regression Testing Wi aiﬂ/iyLLulimlﬁ Feature Inu 1y
vhanemshauiiilogs

2.3, N1SNATBULA BN158BUSUNATNAGBULAY (Acceptance and Playtesting)
Ty Game Development s¥8¢ Alpha nefesnsnadeuilosmuniglufiuimu
feszydamndniinsueguat aiusvey Beta wansdenadalungunly
aeuanluaenislanaaeundndun i fevauysal 1l e$u Feedback uas

AFOUNITSUUINRUNYDITEUU

3. WWIRANOENNISLARUNILUULINADS 2 3R (2D Top-Down Movement)
ARAENTADRIAUTENaUA1AYlUN1TTULAADUTEUUNITTNUTDNY LaBlanIy
lusyuumsiadoufiuuunees 2 i (2D Top-Down Movement) Fsvimuniiidundedie

NaNlUNITTEUAINUMAENITUA BURUAINAAYDIAIALATUUN UTT LAY X Uag Y [9)]

¥
v s

nNWesUTENoUAILAMANYMYNUgIY 2 Usen13ndAty tawn Aian1a (Direction) Faidu

'
Y o w

AsEUNIIIRIVSayufidiarAsitaemuly wagwin (Magnitude) eunusseen1amse

ANt lunisedou
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JUN 1 1nwes V Nseuiirniauasuunalumsiadeunvesiasas

TunrswaunnudnazUsunisunuanmesiated ulaeloinm X wag Y wnu
N5l ULATVUIALUUALAL WalnszuumauRmasUsEulanalnsInsTu naNn1SAIUIN

sunuslnuesdiazas (P) azerdenisuiniidadiwnusdagiu (P) widunnnesaiusa

W) auaunis PT = P + V lasuendiuiuniuiuiwnulaidy PP =P 4+ V uay

PP=P+V

a»/P2= (3,3)
&

gﬂﬁ 2 mawasushumisan P1(1,0) 18 P2(3,3) mennimes V(2,3)

lulgsnmsnmunuagdmannisilvdszgnaloiiiaid ousunusiiasasiias use
luwpazinsunn IneAwinduiusiunanielunisinieufigneiisuasdula fugu

msuannnwesiiadugasunudfynauaziilugnisianismsnfeuniiduseud

¥ v 1
L% S

4. 32UUUYIUDINUNNEIVDY

¥
v a A

iz‘U‘UUQJfUL‘Uaﬂ(;uﬁLﬁIEJ’J‘;J}EJ\‘iﬁUﬂ’]iU%%ﬁﬁlﬂﬂ’1i‘Vl’NﬂWﬁLGUIHBQﬁﬂﬁﬂizﬂaUgﬁEJ
aqﬁﬂixﬂauﬁﬁiy 4 g laun Wwninisen ijﬂm'jumif;ﬂ iwuﬂ’iﬁ@; wazdudanisen
%QLLéazﬁaugﬂﬁﬁmﬂizqmﬁiﬁumiaaﬂLLUUﬂalﬂLﬂwgﬁ%aﬂmu Sword & Spoon

4.1. w3 (Accounts Payable: AP)

wtinisaAenidunyuisunvuinluiugg ineuanyan1veslunamil

Adanadisgluunydndimuiewaznan dmsudunimiouinisftasuuaun
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gelulagrsziduiuan wimtnisauansdaniseyniussezdunnanisiineyvie

Tae2luiiszezinandnsenilsening 30 89 90 Tu [10] aun1SAIUIULINIINITA

Andlasail

ganlamitivaten = ganlminuann + n1s¥eie — nsetisyingdadivueg

[
=

fegnsasiuiinUyddlededuaiududeyani 20,000 um

[
=

M5197 1 Mmetufintgdilededuaduluie

19T UM LASAR

AumAae (Inventory) 20,000 -

W MLNIAT (AP) - 20,000
detszRuluydndmvuneg
M19199 2 MstuiinUgTiledszRulmaniinise
578019 AU HATAN
W MLN1AT (AP) 20,000 -
AumAnae (Inventory) - 20,000

Tuinu Sword & Spoon 52UU AP Quest agnauuuaAailaglvyiauausn
%yai’mqﬁumﬂ Vendor NPC uuuiiuideln lnefinisAnnonide 5% nofuainiiunu
feeary mindetagAvyani 1,000 wisgluin Wedsiudl 3 senfinostnsy
azsdu 1,000 + (1,000 x 5% x 3) = 1,150 WSy winlugrszanaludivun

nilaznateitdu Overdue wazdipvazaunanidunald

4.2. Qﬂ%ﬁﬂ’]'ﬁf’;”] (Accounts Receivable: AR)
zjjﬂwfmsgmmaﬁqL'Eu‘ﬁ'Qﬂgﬁwﬁwaﬂﬁuf{ﬁﬂmié’m%’uﬁugm?aﬁmi
fiaaaulvua namdewdu "oU" 11ngnaTi s lnslyinsAnunuiiuan
melaszuutiyBuuuinumaina gnuiinisaagneusenluuasmiignaiigsanedisy
fanuavesians osnnnseyniuidaluladisiuansdsUsslomiidaasugia

luawan gnutinmsandagnineglunuinduninevyuieulusuga [11]
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'
= v &

Aregan1sastuiinUnydid efian1svieduniyani 50,000 umlngnan

Tnelmasan 60 Ju

=

AN 3 NISUUNN

Tyddloneduandutuie

318019 Un LATAR
anuiin13A (AR) 50,000 -
576la (Revenue) - 50,000
dlolasudrseiuangnudl
13799 4 nMstuiindaydidlelasutiseRuaingnuiinisan
318019 Un LATAR
Wuan (Cash) 50,000 -
anuiin13A (AR) - 50,000

Tutnu Sword & Spoon 58UV AR Quest @gnounuiAaillaglu NPC Tuiny
a1u1sndevesainytaunaulalaedslunesieiu gauddnsiSenidudua
HUTEUY Mailbox Leflsivuadise iilugaulaiSeuswuwiAnnisinaiugnuiuag

ANSUSUITANINAADIN NI Y

4.3, ’iZUUfJJQJf?I@; (Double-Entry Bookkeeping)

izuuu”zysﬁﬁﬂ”uﬁﬂnﬂswsjm'imqmsﬁuiuu"’aﬁ‘adwuyaﬂ 2 Uy
loun nistfufiniduwndn (Debit) wazsiasin (Credit) ssuvinslndnlaugaogiaue
fosannuanslaifuiiunazanenisaswmansznun gl 2 A unseuiy
wé’ﬂmsﬁugmmaaszwﬁﬁa "mwmﬂuﬁj" %ﬂnﬂiwami%ﬁaiﬁl,ﬁmaﬂiwuﬁL‘vh
Feuuaznssvniu 2 auaue WielvaumsoyBinsauna [12] aunstyifsesiu
ndnnisil Ao

£
a

dunsny = wlaY + @IuVB1VD



M1319% 5 nYretadnlasiasin
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Usznnigyd U LATAR
AuNSne (Assets) iaiTy anas
WA (Liabilities) anadg iaiTy
ehwqu (Equity) anaa s
57819 (Revenue) anas isiTy
alwa7e (Expenses) ey anag

FregnemsUudin aedua 100 v KuRsasAn Sansssuilen 7 um
wadnwsAovuTinasin 100 vinlutadsela Tuiinedn 93 vimludySuan
wartuitnadn 7 vmiludaydaleas semndasia (93 + 7 = 100) Wnifugenashn
594 (100) Wof

Tuinu Sword & Spoon S¥UU Journal Manager Uvuﬁﬂwﬁﬂ Transaction
mmﬂéjﬂﬁjiy%@; e Lﬁ@%@fmqauﬁuﬁa%ﬁuﬁﬂ Dr: Food Supplies / Cr: Accounts
Payable 1fl93uU%15291n NPC 93ufin Dr: Cash / Cr: Accounts Receivable @
dlovngemnsazdufin Dr: Cash / Cr: Sales Revenue %Léumzma@ Audit Summary

LNTIABUAINYNABILA

4.4. Audani1sAn (Trade Credit)

a

AUTON1IAIADFULUUNITIANTITNINTHUTE oAUl UTINTTUTEM19TSAR

[ v Yy
v o

(B2B) ‘1/]&I‘\]W\]’WﬁﬂEJEJUEUWMIMNGUBET&H?@?UﬂUF"I’]‘Mi?J‘Uiﬂ’ﬁlﬂﬂau LLa’Jﬂ@EJSUﬁ”N‘L!

Y

”Lumwmmalus%%aammﬂaaﬂ‘u Iﬂ&l‘ﬂ’ll‘ﬂ@ﬁli”‘ﬁ’)’]\‘i 30 919 120 Tu ﬂalﬂu

‘Vl’]‘Vi‘LJ’Wl LﬂULQUWUMﬂJUL’JSUIWEJ‘lEJZJWBﬂL‘UEJ “U’JEJI%N?I@E‘I’]&IW?Q‘UiMTﬁﬂS”LLﬁLQ‘Uﬂ@l@

amaawau [13] Usvmmaaauwamsmu 3 YSLLANUAN ”me

o

1. gunydida (Open Account) iULL‘UWWU‘U@waﬂ Iﬂammmmaaa

v

vevdurlnglufidyaydunims mstisvduesdulumudouladinn

asfuuunuguvesrulelkesUss TRnnuduiussEnsaaig
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N138015UN19N15A1 (Trade Acceptance) Ul uufiin1sasuuly
dyayndunanisneunsasweudum lneimvundeulunisiissiuuas

mMszyniuvemsaesheleesdaiay

o o

Adeysyrluiu (Promissory Note) tonansiilnayniun9ng g &

1% 1% ' '
N v

neluAniudygynsztssRuiunimwueneluiuisyylbeeadu

Y

NNNIT

AUNUVDIFULYBNITAIMUNLDIAIUATENINTIANIUAALALTIANATAR

YBIFUANNTIUINNT WnedpIAUsENaUNEN 2 @7U AB @IUARNISTITLEUNDUAINIUA

(Early Payment Discount) @433lalngnandiszidmiivu uagausunisdiseaiv

(Late Payment Penalty) 4 4UNU 89n5eualIUanvods Y18LazanAINULE 89

ANNSHAUATITE

Tuina Sword & Spoon Credit System ¥ 1uuadndlulalnelvy tay

avanganueioUanfonn1steduniningsdu Inedsedu Tier M3

A3 6 AU Credit Tier waztanvIgazaNfnoINIsiveUandaan

FTAU yanUIEATALTinaINS umiivandon
Common 50 FngAuvily

Rare 25 MYAUNILIN

Epic 10 WOAUTILAY
Legendary 5 fmqau%uaaﬂ
Mythical 3 Tgaulusiuu
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2.4 ATETIRYIY
1. Fetch to Final Boss - Classifying Quest Motifs, Functions, and Tale-Types in
Western Video Games
mu?a‘i’aﬁutﬁu?mmﬁwuﬁ‘iwﬁ’w%ﬁymﬂmaq Harvard University 7 699 08211791
paniAloinuasenelaganingaavnssuniweunsvialan vafidenylufeadanis
LA TEUUNIST AL ULaN1STuunUszianinundudeaei anuludenna oanay
Wufissduauiinssdanszans y19od1519A110AA18AF52M119015A7 (Quest)
Tunuuw RPG AussaUssnouvesiniuiuuiusais Tnetinseu Aame-Thompson-
Uther Index Bswamnannimiarnisswandszgnalslunissiuunainats (Motif) uag
Uszianideaanluiflewnunuing Tunn il faiuneseanguinnsia (Quest Theory)

Tugadaglu [14]

2. The Significance of Technology and Digital Game-Based Learning in
Accounting Education: A Narrative Literature Review

U U YT NITNUNIUITIUNTTULTIUST8e (Narrative Literature Review)

WeaAnwiaudndulunisiinaluladiviuiwaiudun1s@nudyd wagiausluly

Digital Game-Based Learning tJuwuinisujualunisinmalulagiuignenieudad

[
[y

wsounsluwuIvaziiean s llyese mwideliagundwianisfnwidalssdny

v A

TuaunansznuveunaluladuazinunenisfinuUad asenseslniinisideiiumuluy

2U1AR [15]

3. Developed Skills with Business Simulation Game

NUITgHANYIIIMTTBUTTUUM TAUMAN U Y TN UNNTIABIT TN AN TOAT

ANUEUTUS ST IInweNTTY ANNSUs wazauduasdlavisely Tnaiureya

MntinAnee1tidnwinasieuludnsenalsUyd nszuunsUyd warduuunIviaw

Y a o

Tu® wansIdenuinAnwilviruaiidsuintuseauamensly ICT lussuuansauma
Toyd vialupuyinwensug

'
a o

il
AugNsug wasn1sunluleasa [16]

4. Game Gamer-Learner: Developing an Engaging Educational Game
adnrnansidupiosiiofinsmdwanduluduideuiesaniznsaouy suiseias
Yauenisaeundinenansniung RPG vuilede Tnsdsulanaaulmdunmuunsues
USaun aseunauiil enadn1ans A ug1uszAut ulszaudnuda 4 wag 5

wnallUszgnaledninetuaznisesniuutiieluyiauayniunisnagdelulanununi®
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P

aunTalyInIURIANNMARNSREIUARS drvauneuledodnilass uaTusansne q
Nussbung wenanildadszuudsinweiiieUandenilomdugauasalandiniu

naaaulInsuAEUSAUNTULDUY [17]

Financial Literacy through Gamification
mifeinumuisiunssuesadussuuifsadunisly Gamification Litodsady
a3 nan1adulung uszsinsiivainuate Inediesievinalainues1eneta
AIUN MY HARa Uy wagn sUfduwusnediag saufsnansenunausagala
N158aIUTI NM199AFIANT W SABuuUasNgAnTsN Han1SANWIE LaLua
Gamification 428056 uuss9la n13farusay uagn13anTIAg 4 9unlug
n1sUSULUA BungAnssumnsnisiiurunalnnie 4 wwu n1sluansta nsnmie

uazMSUNAUNUsN A [18]

Critical Thinking in Accounting Education: Status and Call to Action

NATRT I TInYrn1sAMEeInNNY (Critical Thinking) tuAududuisaniu

v A

AusuinUTealruikd WwnT WL UNANTIIMUNIUITIUNTTULA DMILUINIIWN AU

v 9

Winwensanmugluiuanugmenaiia Juauslvyaeuin "wuudiasanmsdndulaeens

v =

1n3m399" (Reflective Judgment Model) unlwiiatunlanszuiunisAnvasindnyinas

pNUUUNINTTUNISITous IndUsednian uuvelaueiuzivaiazduseloyu

wadsnnuideadvayuluuiundyiniieme Jediveiensesdnissd@nuIdeiiugy

'
a = C%

auuUIgas 1l unnNivinveaaulaneIvIniuasuluaansa [19]

The Impact of Gamified Learning on Financial Literacy and Behavioral Change

3T Anwnansznuveanislynulunisaeu (Gamification) nan13@ne
mymmilﬁuuazmsamu ‘wmﬁﬁmLﬁ'umw';JquﬂwsL'ﬁuLLﬂ's‘ngyﬁ'amlmyﬁa 31%
Tnoazuuuiad o1 1 wan 65.3 1Ju 85.7 Azuuy 89AUTTNOUVBLAY 1YL
nsuaduuariniy efiuanunsgioiesula 87% wazannuinalunindoug
a4 78% uenani Sedsnanon1sUSuLUa sungAnssu Tag 72% mmsmiwmmg

Tuszenalalunisamuingss uag 46% Sunanaianisamuasadunasain [20]



8.

10.

18

Promoting Financial Literacy Among Young Adults: A Narrative-Driven Serious
Game Approach

U3 d1519 Serious Game T TULAA BUA 2811548115 89 (Narrative-Driven)
dleundmanugynanmstuslunauaumyuan Ineleisuausaiu Fuzzy Delphi QFD
uay AHP lun1seenuuuuarUsziiumuiuung naaoufuglyny Touyuan 30 auuas
Wi 8wy 15 au wan1s@nwinua 1 eld osilauadewasnsen uaunsening
AsRamene wazn1sinaulaniamsiiulanty senslsfnuainueioanioaiuan
N190150 019TATI AL bl U YeAuNUT g 1A A yves

NMSATNALARTENINRTUMLAZAUNIMIENaRTYa [21]

Harnessing the Power of Simulation Games for Effective Teaching in Business

Schools

(% [
LY =

MATeiiAnyUsEANSNaves Simulation Games lun1sAnw1gsia Tagiuun1siau
finuznsiaaula nsAndeining n1sUszgnalelugsfanie msfausuwesiindne
wazauansalunisundam 193503 One-way ANOVA iWisuifleunadwsnisiienus
P ivgsia Tufunsdfnuieuam sanisinwmunnislunusiaosasmanin

au1aNAeNTsSeg MelvyteulausiuuasUssenaluanuslaase [22]

Learning and Motivational Impact of Game-Based Learning: Comparing Face-
to-Face and Online Formats on Computer Science Education
unanaisedAnwdseans nnvesinlownuiionsdnwiiasalasagyaouniy
\insiierneasne Waisufisunansenuaunaifeusuazussgslassnnatniioy
TngrnisreninnosfiToulunoniou (217 aw) wazguuvuseulad (104 Aw)
Tuiwenisooniuugenaws nan1sidonuaidloinuiiagasned uiivssAnsangs
TumsmelviniFeusuganusuaranausagdlalafiBeuilusiuuumaieuluneaion
wazeaulau epslsfinny dniFeulunquilouluveassuiiaunfidsuannonislaing
unnnguilisuseulauluvisussiiu asnoulvifiuiuunadugrinianisfou
wlnaisetu unufduituslunesfouaisenasmananufiselavesiniFeulauinnm
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AsWaILLAL Sword & Spoon 1 Unity 1u Game Engine nidnsauifuniun C# way
TUsunsu Aseprite dwsununsfin Tnguvsduneumsiiiunueenidu 5 suneu loun

3.1. ANWILAZINUNUNITODNLUULNY

3.2. DENUUUTTULLAENALNNTIAY

3.3, WAL AUALWUY

3.4. MAADUsTUUMAEIRAa U UG TaNe

3.5. Jgyindinunazisnisunly

3.1. ANEILAZITLHUNITIDNUUULNY

[ o

N IANlAAN®ILUIAALAY Simulation LAZLNNUSUISTANIT LW DEBALUUNALA

Y
(% (% (%

fiaennansiuilomneaday? antdudaiienaisniseeniuuiny (Game Design Document)
%ﬂﬂﬁamqmmﬁmé’ﬂ syuumstau waglassasweaiodes weludunumslunisimun
ARDALATINU
NN15ANBILaz AT e N TRy fmmsaaqﬂmmmyaamwaqazw (System
Requirements) dmsusnu Sword & Spoon lasail
. sswmmazmsﬁmmﬁyugm szuugaqﬂ’wu%ﬂumugmwu 2D Top-down
A a11505095 U151 U UABNTABS 1A TneUsENOUAIESYUULAG DU
YOIRIALAT TEUUSIUBNMT SYUUAULE 8U wavszuy Ul i vna1usauiy

N1U GameManager

¥ [
&

e spuutyTluny ssuunesamisadiaosuAavyiidswuniunalnnisiay
AsauUAANTTULE a1Tuid o (AP Quest) s¥UUR AT (AR Quest) 53 UUAT
aﬂﬁﬁi%ﬂiﬂﬂ (Utility Bill) wagszuu Journal Manager ﬁﬁuﬁﬂnﬂ Transaction
mamdndaydalagsalu

e 3zUU Credit Tier szwmyaqawmﬁﬂmmalamnaazammzﬂamﬁaﬂi’mqau
sedugaluanuniisivue dWelnyauiusagdlalunsiamisuemsesns

MaLlog
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3.2 aaﬂLL‘U‘Uiﬁ,"U‘ULlﬁ&’ﬂﬁlﬂﬂ']’ilﬁlu
1. d@adnenssuszuulaesau

izuusuaammw'aaamﬂu 3 aliuwz%’ﬂ lﬂyl,ml wwmﬂa'u (Gameplay Systems)
iz‘u‘uffﬁy% (Accounting Systems) kazszuu Ul eﬁaﬁqawuéauﬁﬁmuwﬁu GameManager

Adusinanadnnis State VOUNUTIINLA

«Singleton»
SaveManager

+Save(slot)
. | +Load(slot)
,,,,,,,,, +AutoSave()
saves/loads saves/loads
v v
«Singleton» «Singleton»
GameManager TimeManager

+GameDateTime dateTime
+event OnDateTimeChanged

+Player player

+InitializeGame()
+ApplySaveState()

+Tick()

: ]

checks deadlines

controls schedule

manages
1 ¥ v
Player «Singleton» «Singleton»
QuestManager RestaurantManager
+int health

+bool isOpen

+HandInQuest()
+NotifyItemCollected()

+TakeDamage(int amount)

+Interact() +OpenRestaurant()

+ServeCustomer()

1

fights uses checks/takes items records reward records sales

: 1 F; K
v N g F
Enem: N
v InventoryController «Singleton»
TransactionManager
+int health +List items
+int damage +int money
+RecordTransaction()
+Chase! .
0 +AddItem(Item) +GetHistory()
+Attack()

feeds data

v

«Singleton»
JournalManager

+AddEntry()
+SubmitForAudit()

JUN 3 andnenssuszuulagsiaveani Sword & Spoon

2. 1933n15taunan (Core Game Loop)

[ [
Y

1AINTAUMEINTBUNY Sword & Spoon eNkUUIYKLaUABIUIMNTIANTSTINARIAY

v o Y

auafiu Inglurinarsiugauazesndimalanagduidouiionagiudag WiuTngAu uay
$U Quest 990 NPC lunazifunisasves Us1e1m1s wiondauouaines ey
(17:00-22:00) S1ue3azida WAoo IMMIHNURIDULAR TN A iA LYY
TgnA1719117% 0919115 9181A9INN15918UAEAI919 Quest 9z nTuTind nlusl®
NUUU Transaction LLazpgt,a'uéjaqﬁ’uﬁmw&Jm{l,uaamﬁ’zy%t,l,w Double-Entry éjﬁamma\‘i

udidansiiszaassyUlaa (v seduamuazniliaminisen (AP) liesnw)
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wdesnmnienisiunazdesiululnsugnien antuauueuinifieaiiony HP uay

Ul

2. doudu (Wadw) 3. nanedu (SN33u)

4. Augaiu
1. naedu (ming@v)
| sonei1m9 & Juenmand }—» \iuingau & daanad |——>| vnewnsondanauiii |—>| Wedumeems Tigndn }—»I Fudunald l——» aveyEnes- N |—

UM 4 3993M5lauUnanvadni Sword & Spoon

3. NseRnNuUUsTUUUYY Uy

(%
a v =

sevutaydlunugneenuuulrasneuwuiAnlay¥asely 4 ssuuvan lnennssuy

o

Weoumariun1u JournalManager Favihwnituiin Transaction mumanUsydnlagdnlula

a

3.1. 5¥UU AP Quest (Accounts Payable) ilaua13150%8ingAuLuUE WY

q

(%
v =

Vendor NPC Tagszuuazduamnonids 5% notuindunu waetufinsens
Dr: Food Supplies / Cr: Accounts Payable lnggnlusia

3.2. 53UV AR Quest (Accounts Receivable) NPC luinuanunsanduainyiaula
grauansnFonifuiufunuszuu Mailbox Wedsimuatisy

3.3. 32UU Utility Bill r;gLéwTaqsﬁﬁzmmﬁﬁaéﬂim (Lt 1) mé’ﬂmﬁ Azvou
unAnalrangUsz et

3.4. 52U Journal Manager Yu#nyn Transaction AMUNANUTYTA # La Un 83

nTvdeUkardufuaugnneIvessIensneudniy

3.3. WAILANAULUU

VHIINBBNUUUTTUUKAY IRV AR NTUNITH AU TEUUNENVDUANAINE 1Y
lngdmdnmsdeulusunsudeing (O0P) uilyluniseanuuulaseasns Class welvszuy

Jansgualaenazsesiunisveudilusuiag

1. szuulanuaznisinfiouiivesinazas
nanieenwuulantunulndszuuiian (Time System) inusiueeniduyisyt une

waNA19AY Feaananan1sln-Uns1ue msiarn150end15I9RUREU MarATHIAUAINITA

'
=

waeuiluwNuivyuIulneendase Tng HUD wansssuunakaseaniuandaqiuegiuuuy

Y

VIV UNIDAABDALIAN
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E
Mon 1 Y:01

~ m

w ——

L 1000 @
il

JUN 5 uwufviguiLiag HUD WaneseuulIaiaganugnIen1stu

2. STUUTWDMNSUAENISTNEWNS
syvvsuemadunnundnusinisas1esglaluing ciyl,a'umyauadamuyjmﬂ

Recipe Book ﬂlEJULSUWWEj;iw.JUﬂ’]iVIO%J’]W]iLLU‘U QTE (Quick Time Event) 4 aHad W5 104

N13U59919%13 (Best / Good / Poor / Miss) éﬂwaéaﬂmmwLLazswmmamaﬂmmi naaUge

Yy v o v

S uaEaunanienslusul Counter Wiasalngnal NPC iiuinde

20/20

q a Va
Sugar Glaze

01 O]

JUT 6 MUABNgNI81M139N Recipe Book wsausen1singauninasly
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20726

Sword

50 @] A

3U71 8 #1138 Counter S1ueIMsdmsUINEIMSIVIgNA
3. STUUAUIREULATNIINDY
szuuaudsugnaensuubmduaiuasuves Core Loop Hiauneseand1siaiiaiiy

ngRvTiluasagoanTuaila InsusuaneszaseUingiulegninda szuunsmegidu

LYY Real-time Action ﬁr;dLaumawammﬂwﬁmsmgﬁ
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JUN 9 seuunsmegluiuien
4. 53UV Accounts Payable (AP Quest)
5¥UU AP Quest 3AN15M1steingauwuutuisnaznsAuimnenduasausetu
rzga’i’mﬁwaamwu’m AccountsPayableManager @U@ (Inherit) 310 FinanceBaseManager
Fadu Base Class N vualasaastanstuiinsien1smensiuimualung wandmdiunis

ﬂﬁz&gﬂﬂ%%éjﬂmi Inheritance wag Polymorphism ¥a¢ OOP

=z - Spring Wk: 2
20/20 Mon 8 Y:01

6:21 AM
Buy | Sell | |pebts

| ‘ Chocolate (Common)

|~ Strawberries (Common)

| O Sugar Dust (Common)

I & Blue Syrup (Rare)

| @ chcberry ceare L

5UN 10 11995 1UAMaRIYY Buy Uag Buy on Credit
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20/20

Sell  Debts
< b |

T

Chocolate (Common) (5)

i debt summary

¥ P Y
) o

JUN 11 muvelanssiensuildunansdissuazaenilyayay

5. 9¥UU Accounts Receivable (AR Quest)
52UV AR Quest agnaunuifngnuiinizan lag NPC luinuanunsaveniiuainygiay
1o wiaudansneusunioufiasAve wara1unsnseniuduAuNIusEUY Mailbox Liads

ANNUAT15E

20/20

F
L T

Uncle Mike
I need 5 Blueberry for something important.
Could you gather them for 86 gold? I'll pay in 1

' days!

U7 12 NPC Uncle Mike valvgauluyininnsia nseussuduiutduiasfimundise
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20/20

T, ||| oF

Details it

Uncle Mike
WAITING FOR PAYMENT

Undle
P.

OBJLCTIVE
Collect 5 Blueberry for Uncle Mike.

Reward:

@

8 G

1 QUEST(S)

' '
a o a

JUN 13 @a1ug Quest AR ifassiliueguanilusienis Quest

Spring Wk: 2
Mon 8 Y:01
ﬁ

(AT T T e 1999@

Hello!

Thank you for gathering those
{target}! Here is 86 gold as
promised.

Sincerely,
Uncle Hike

(% (% v
A a

JUN 14 s2UU Mailbox katieulile NPC S1seniliAuseusesua

6. szuuAEs1sayUlaa (Utility Bil)
szuv Utility Bill sanuuulvgiaunastiszailiniuasatdmndam aenauuiifn
AlyeUsedvesgina gawausadisylaviuiiviedendiselunends lneseuuasduiin

578013 Dr: Utility Expense / Cr: Cash %38 Cr: Accounts Payable %uagjﬁ’u%'%miﬁﬁﬁs



27

Electricity due: $173

Water due: 56

SUN 15 nunasuanssienismansisallnainesiiseUszdrdam

7. szuulny¥n Journal Manager)

3¥UU Journal Manager ﬁﬂwuﬂﬁﬁuﬁﬂnﬂ Transaction VoLAUATURE AT yT A

v Y

Inednlud@ ndsainfia Transaction 1a 9 szuvazidanun Journal Tuelaunsisaeuuas

FUUANNYNABIVEITINIT HIAUABINTBNTIENT Debit kaw Credit Tngnnes ninnseniia

SPUVLUANS Feedback #asaniiylyna Done wazlulonaunly

20/20

General Journal

Description Debit | Credit
Cash a6

Uncle Mike

Receive Payment

Accounts Receivable Accounts Receivable 86

: Attempt 1.
Accounts Receivable Total

UNCLE MIKE Grand Total (Cash) Everything is corre
RECEIVE PAYMENT

U 16 1111 General Journal UaAe518N5HRINAULUY Cash WIBUNANITATIVEOU
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20/20

General Journal

Town Shop Description Debit | Credit
Sell Cash 220

Sugar Dust (Common) x4

Chocolate (Common)
x3 Attempt 2.
Strawberries (Common)

Food Supplies Total

Grand Total (Cash) ] x2 Debit and credit totals do not
match.

Sugar Dust (Common)

x4

Debit rows should come before

Cash .
credit rows.

Some accounts are on the
wrong Dr or Cr side.

Try again. Row hints unlock
on attempt 3.

TOTAL 168 300

E i

U7 17 fee13an1snsen Journal Hin svuuuans Feedback 131emsluaung

8. 3¥uUU Credit Tier
5¥UU Credit Tier eanuuuluyiauazausonviei oUandoning AUseAUgITY
Ingly Enum unuszau Tier Welalanouneuazveslaluowian wanslmiunisussynaly

#ann1T Encapsulation Ageusisazdean1siUssuiiisu Threshold Tanglu Class

quality;
requiredSoldCount;

1] [1 thresholds
[1

{ quality
requiredSoldCount

{ quality
requiredSoldCount

{ quality
requiredSoldCount

{ quality
requiredSoldCount

{ quality

requiredSoldCount

¥

E‘Uﬁ 18 If-;nuﬂ CreditTierThreshold wagan Threshold umay Tier
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9. MsPBNLUUNTIANATY Aseprite

;;%’m‘ha;wq Pixel Art naelUsunsa Aseprite Tnamua Style Guide vaanylassdl
YUIA Sprite A182AT 16x16 pixel ag Animation Toy Frame-by-frame animation 49000
wu Sprite Sheet

g"dﬁ 19 Sprite Sheet maaéﬁ’aazmwauﬁammﬂ Aseprite

3.4 m'a'maauszuuLLazwﬂaaUﬁunéuL‘J'mmﬂ
mimaauﬁi’mqﬂizmﬁLﬁ'amfmaaum‘aﬁmumaqszuuﬁy’wum UszLfiuAuaInTe
Tunnsloau LLﬁzi’ﬂmmﬁm@’L%@ﬁ@éuﬁﬁ@{aizwﬂ’@%ﬁa&ﬂumu TELUINISNAARY
ponidu 2 aumdn laun n1sMAgeUsEUU (System Testing) LLazmﬁmaauﬁ’Uﬂejmﬁmmﬂ
(User Testing)
1. NMINAFUITUU (System Testing)
ninvimadeussuulnefviua Test Case AsBUARUYN Feature ndnvauny tisln

fulanssuudgivhaulaessgneesneautiluneaeuiuylyuase
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M1919% 7 Test Case #anvadinu Sword & Spoon

Vanean | Feature finpaeu NaTANANTS

TC-01 | mawdeuiidhazas 4 fazasiedouilagnaomniavng aunsiasd
PN WAz Sprite WANAUAATIHY

TC-02 | szuunawaznside-Un sudanan 17:00 wazdanan 22:00 puvaniy
51U SEHRIEING

TC-03 | Fo¥ngAuuun Buy on ssuutiuiin AP uagiiunenide 5%/%u gnaes
Credit

TC-04 | Journal Sufins1ensde Dr: Food Supplies / Cr: Cash @ugalase
(Cash)

TC-05 Journal ﬁ’uﬁmwmﬁ%a Dr: Food Supplies / Cr: Accounts Payable
(Credit) Qﬂ@yaﬂ

TC-06 Journal Yunins18n1su1Y Dr: Cash / Cr: Sales Revenue dunataie

TC-07 | AR Quest $ut13zan NPC | svuvau AR uagtiudin Cash gnnes
119 Mailbox

TC-08 | Utility Bill 15251edUnm | ssuutiudin Dr: Utility / Cr: Cash gnas

TC-09 | Yanfon Credit Tier Tier Wasuilofssanazaufifivu

TC-10 Journal LL%& Feedback \ilo | uana Error 1ie Debit # Credit
NIONNA

2. mMnagaununguUvang (User Testing)

(%

[

AANTUNU

Y

lufiaug Tnefivunaunisaiunisnal

[

Y v

(%
Y

lunaaeuiungu vanedwiy 10 au Nendanugiugiunudydvay

NITLATUNR LUITINNTINATBY AALABNNAUFIDYUazETUIBITNINAdeY

Y Yy v

TR UsrasnveInIsnaass 1aglvy U1 IUNAA0 UL WNNBE 19T ATEAIUS1AY

fs¥Uu Tutorial Y113 ATOUARNNITLYITUTEUU AR Quest, AP Quest, Utility Bill waz

Journal Manager tialula Feedback NAsuaIY
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v v o v &

FULUUMINAGRU HIINTIEReImadeUllResauaRuAsyUUivug il

o 230 1 d1929UyuIuUazIU Quest HiaUTIARBUNEITIIN UN VY UL

loun edhszananssnulng S1uAIROAY UL WaETINEIMNT NTUAAY
U Guide NPC 193U AR Quest Uszinn Collect ltem wa200nA 03 U
Slime W o1AUTAgAY Sugar Dust wazas Quest Au NPC LilaUsziuaIny
Lszjﬂa] Core Loop Wag5¥UU AR Quest

'
a =

%391 2 Uandian Credit wazasianil AP giauvieingauisiuailodsa

q

a

ganuelnis Threshold firuunuazandon Credit Tier ntudefngiu
WU Credit Liioas13 AP Quest uazidngseazidoaniuas uasurivun
P13¢lumu Quest Log tiaUsziiunrulalunuAnminisauas
Credit Tier

%24fi 3 \lasuensuastiufintnyd miauUisemsHILAIU 1190113
filanimes \Jnsusegnan andeems dasuidensuiian nduuiutas

naneAu waztuiinsrenisluayatadiuu Double-Entry 1 Journal Table

'
= v =

w39 Submit Audit neuneuin WeUsudiuanuailalunsdudindnyde
LLazmsoﬁ'WLﬁuﬁﬁﬁa%mmmi

¥237l 4 fuaanurguazdiszaransisyUlaa giauf uiudalunas
I Mailbox Litpe1manmaNE3UF152aN AR Quest wazaavanBuaIDan
ars1sgulnaseduann (anliluazaiti) nduiiludrseigadiszan

anssayUlnadieUssiiuanuilaluiuifngnuiinisauazailyiglsei

3. nsUszdluaunanalacazUsEaninmnisiieusann Sword & Spoon

[ 72 VN VA

VRIRNVAGBUATUNNYIMAT U5 UUaRUA LD Ulauia s

welanayInuszaunsunisiau lnsuuudeuauuwuseanidy 6 @ laun

1. vayamnly

2
3
a.
5
6

Pre-test NouUVAGaY

nsUszfiumunislaay (Usability Evaluation)
miﬂiuﬁu%mﬂmﬁaug (Learning Evaluation)
mi‘dizLﬁuéjmmmauiﬂLLazﬂﬁzaumiajﬁgLa'u (User Experience)

YDLAUDLUZLNULAL



3.5. Jgyninunazisnisunly
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TusgynenszuIun s gIavihaliunismegeuiaruuugessuutluumassou

dielruulanssuuynaiuvihnulaeesgnaesnautinlunaaeuiuylynuase Inedymven

PNUTEIINNTNAUILAZIS AN luTis et

M13199 8 Ty nusenamsiakasn1sUuUss

Jgynminy

NaNIENU

nMsUTuUse

Screen Transition
Fade-in/Fade-out #f

a9

PUIDANINID Fade
RnYagLlaasy

Scene

wnaNwu Coroutine Ty
SceneController Tnaannansnu

Animation

Journal @unsawdale

anunsaasUyTnou

au Shortcut J kazvsrulmdnnu

FRBALIAN Iyufile Journal Table iy

Journal laflsonsan | graulamsundyd | i JournalTotalFooterUl wanawnasa
Debit/Credit aunavisoly WUU Real-time

gau HP 1 0 uan | mioundusniigauin | fwsln Respawn melutiuaseile
Respawn RARUMLY | wiuitaznduuiy HP wJu 0

Utility Bill lagnaaian
Mailbox

seaululasunasdann

Pruantn vlusu

\Wou RestaurantServiceManager T1Aas

Bill 171 Mailbox WndUa




UNN 4 Nan1satRUIY

nan1saduauluuniluuisenidu 2 aundn lawn nadnsannIsimung &
UNAUDTLUULAL TR TN IMUATINRILITY wasnan1sUssliuanuiianelavesaunlanainnig

nageuRuNquUMINY

4.1. Han1sRauIlATIu

N15WRILILNY Sword & Spoon Uizaummﬁ’%%‘ﬂumiﬁwLLmﬁﬂﬂ’zﬁLﬁ”awTu
smaniung Tnsaseunquszuundnianuaniuiiausulludunounisesnuuy
annsauUmadwsoonitu 2 a2u laun nadnsaunfindussadsznaureany way
nadwERLsULUUMIaUfUTT UL
1. uadwsaunsnuazasAUsENOUTa LN

) T3 URRTaUBBNLUUNTITN Pixel At Un9arunl8lUsLNTY Aseprite lawn
fazasudn lowmuemns wavesausznaudu q nseusimuakuamisallnaennassiy

AADAVINY

fgeEssEeE®
g e FaxE®
s x
wweswEEm

¥
¥
&
%

U1 20 Sprite Sheet Ya3fazATHLALLAAY Animation YnFULUY



s
.

. :

U7 21 AI8819 Sprite UauALABS

B D D D B B B
© B O D O B D
B O D 0O B 8 D
O B O D © B

U7 22 #9813 Sprite NPC

2. HAaNsAUNIINNLaZaIAUTENDUVDILNY

v A

¥ & @€ &

34

HInviaILsTUUNTIaULAz SeUUTYTATUANTURTIA MU laeiisigayiden

NAANSUDILAALTEUUAIL

2.1. S2UUTANKAZNISHAUNIG

lauansandauiluwiuinyuulaeedase nuls NPC kazlu1ieennns

$19 9 TEUULIREAINIUY HUD HUUUTMUVBINUIRD LL‘UQLﬂ‘u 3 929lAlA 11 e

wazNa1aA TngunagyItIaNaNanafInssunyauausala



35

Spring Wk: 1
Tue 2 Y:01

6:42 AM

JUN 23 HUD Uanaiaiianiy) UIguaznanu

v

2.2. 3%UU Inventory LLasII1uA

HLAUAIN50TANITINGAUKIU Inventory NIUaAIT18N15LOMUNIVNA Wag

F1uAUIaniuuiu Buy Sell uaz Debts InedngRuunazyiiaiszau Tier Ay

2
a A

U 24 U1 Inventory LanaingAuNKiauATaUATEINTBNT LY

9 Y
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= = Sprin; .
2> pring Wk 1
20/20 Mon 1 Y:61

413 PM
Buy | | Sell | Debts

|‘ Chocolate (Common)

|~ Strawberries (Common)

|O Sugar Dust (Common)

| @ Blue Syrup (Rare)
|‘ Blueberry (Rare)

JUT 25 sTumlanesIensingAunseNsIauagyu Buy / Buy on Credit

2.3. STUUTIURMNS
WWBKLAULYEMBIATTY ANUTALABNEATEINTIIN Recipe Book kagUsynau
9IMNINIUTEUU QTE HAaW5UeIN15UTaE 4 586U Best, Good, Poor and Miss @axana

$IAVIBVBIBMT NTUWTIUIIUN Counter SalvgnA1 NPC ifiusnsy

1000 (@
=

UM 26 nundeningivdmiugnsemnsiiien
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5U# 28 gnA1 NPC LAUUA13991711591719uU Counter W5aua18lu

2.4. STUURUIREY
sudsudunundsaienuingiumenn gaunewmegiulouanosuas

\AU Item Drop tethnauanlalusiuems
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— Spring wk: 1
20/20 Fri 5 Y01

16:24 AM

Spring  wk: 1
Fri 5 Y01 .
1:36 PM

1121 o

[

JUN 30 TmgAuinseUanueuaAnesnaaINgNindn

Y

2.5. 58UU Accounts Payable (AP Quest)
b ! lﬂsj % a a lﬂl i i ! ' .
HLAUANNN 0T TN AULUURTRAINTIUAMILYN Buy on Credit way
anunsagaensuiiauniandnsyluwiu Debts Ineszuunanseannenileiidyauniy
Frurutuienuly wnlutrseneludvusniaznateidu Overdue wazuanined

IENATLIERIHIRW,



39

Buy | Sell Debts

T

Chocolate (Common) (5)

ETETTT—
Y

(%
a

JUN 31 nuveuanwmilau Overdue wseumanleazauiiiumvuatise

2.6. 52UU Accounts Receivable (AR Quest)
e NPC veluimiauny lauaiuisaneusuniauiasta vinnausy
32UUrTUNNTI8A1T AR adlu Journal iufl wazidle NPC 915euilAu annuiuae

gﬂmmﬁ Mailbox UuIUIU @Laumauauimﬂm Mailbox wia5uky

‘ Uncle Mike
Ll
Thank you. The job is complete! I'll send your oK
payment in 2 day(s).
E

SU# 32 gauBuiiusu Quest AR 483 Uncle Mike
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e
— Spring wk: 1
20/28 Sun 7 Y01

L".l'l',:' PH
1

E D

etails

Uncle Mike
!a Progrem 0 73

OBJLCTIVE
Collect 5 Blueberry for Uncle Mike.

1 QUEST(S)

58790 Spring Wk: 2
20/20 Mon 8 Y:01

e Details ]

Uncle Mike

OBJLCHVE
Collect 5 Blueberry for Uncle Mike

Reward:

1 QUEST(S)

JUN 34 Quest Log mowrinnnsiaansanuzwazeanduila iy

2.7. szuumansnsadulaa (Utility Bil)
NNAUFUAINTTUVILUANITIENITAT NN IUAZAIUITNRNBITITY plauaInITe

nA Pay Wetnseviui niadanuimanediselunemds
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Electricity due: $173

Water due: 56

20/20

Electricity: Paid

Water due: 56

JUN 36 vunmanssallnavdsinssanliniSeusesuad

2.8. 9%UU Journal Manager wag Guide Book
weanINN15UUTIN Transaction lngdnluslfuad inudsdl Guide Book 7iiau
anansadeenuiienumunguesialnlanasniiai lneuandnisne Debit/Credit

Table asunguasiyivnusziny



SU7 37 Guide Book Wensan514 Debit/Credit Table dw¥unumungliada

)

lagedn 3 A33 Ingtuiind1uiu Attempt linuwveamiunge

(%

Basics

Debit/Credit Table

Account

Increase Decrease
Category

Assets Debit (Dr.) | Credit (Cr.)

Expenses | Debit (Dr.) | Credit (Cr.)

Liabilities | Credit (Cr.) | Debit (Dr)

Equity/

Capital Credit (Cr.) | Debit (Dr.)

Income | Credit (Cr.) | Debit (Dr.)

Basics

Journal Order

Debit rows go first.
Credit rows go below them.

A correct entry must balance:
total Debit must equal total
Credit.

Confirm Entry draws a divider
for one finished entry.

Fixing Mistakes

You can move rows if the
order looks wrong.

You can drag a row out of
the journal to remove it.

If you retry a few times, the
game will start giving clearer
hints.

Done checks your full answer.

a2

HLAUNTeN Journal HAWAA SxUUILUARY Feedback nsoulnleniaunte



20/20

Town Shop
Sell

Sugar Dust (Common) x4

Food Supplies Total

Grand Total (Cash)

Y

20/20

Town Shop
Sell

Sugar Dust (Commen) x4

268 G

Food Supplies Total

20 5

Grand Total (Cash)

TOWN SHOP
SELL

205

General Journal

Description Debit | Credit
Cash 220

Chocolate (Common) (1]
x3

Strawberries (Common)
x2

Sugar Dust (Common)
x4

Cash

TOTAL 168 300

E i

General Journal

Debit | Credit

Description
Cash
Chocolate (Common:
m ¢ < )]

Strawberries (Common)
n.,

Sugar Dust (Common)
] &3
x4

o Cash

This account should be on Dr.

1orAl 180 3n0

Attempt 2.

Debit and credit totals do not
match.

Debit rows should come before
credit rows.

Some accounts are on the
wrong Dr or Cr side.

Try again. Row hints unlock
on attempt 3.

sUN 38 N13n59n Journal RAASIN 2 S8V Feedback tazluwnlauluny

Attempt 3.
Row 2 should be on Dr.

Row 3: Debit rows should come
before credit rows.

Row 4 should be on Cr.

Row 5 should be on Dr.

5U# 39 n13n38n Journal IAATIN 3 S¥UULAY Feedback WagnsouLaag
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20/20

Town Shop
Sell

General Journal

Debit

Credit

Sugar Dust (Common) x4

Food Supplies Total

TOWN Stop
BUY Grand Total (Cash)

Chocolate (Common) x3

Cash

€0

€0

Cash

Sugar Dust
(Common) x4

aaq

Attempt 4.

Everything is correct.

JUN 40 rrauunly Journal tagnmedluiign svuuuans "Everything is correct.”

4.2. NaN1INAFBUISUU

HAMIALTIUNITVARUAY Test Case Afnualaluund 3 HansnAdeULAaYNTH

[

el



A199N 9 NANITNAABUIZUUUDNN Sword & Spoon

a5

LIaNIINRN

Vanean | Feature finpaeu NaTANANTS ARROEN

TC-01 | mawdeuiidhazas 4 fozasiadouiilagnaowmniiems WY
NN ALEIAaT uax Sprite wanauiiai

AU

TC02 | szuunauasnmsdada | smudanan 17:00 wazdanan 22:00 | Hu
51U paatunulngsnlulm

TC-03 ?Egjjaifmqﬁmwu Buy on syuutiuiin AP wazifiumende 5%/ | nu
Credit o)y Qﬂ(gaq

TC-04 Journal ﬁ’uﬁﬂiwmﬁ?ga Dr: Food Supplies / Cr: Cash #@9a o
(Cash) LD

TC-05 Journal ﬁ’uﬁmwmﬁ%a Dr: Food Supplies / Cr: Accounts o
(Credit) Payable Qﬂ@yaﬂ

TC-06 Journal Yunns18n1s Dr: Cash / Cr: Sales Revenue &una N1
U8 LA

TC07 | AR Quest $ufnszann | SUUAU AR wazdudin Cash gnaes | W1u
NPC 9114 Mailbox

TC-08 Utility Bill $rsz97e syuutudin Dr: Utility / Cr: Cash o
Fam Qnmas

TC-09 | Yanfen Credit Tier Tier Wasuilofewenazaufifivun | anu

TC-10 Journal LL%& Feedback Wans Error Wil Debit # Credit N1
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4.3. wan’miﬂ‘;mﬁuﬂfmuﬁawdwm;ELa'u

W avUsziuanufanelaninng ud1ee1991uau 10 au filanaaodaun
Sword & Spoon ATUNNTEUU LLawawLLwaa‘Uﬂmaaulaﬂéﬁqmamqu 3 p1u lakn ATunng
Togau (Usability) G;IW‘Uﬂ’ﬁL%EJui (Learning) LLazﬁmﬂszaumianyLéu (User Experience) 574

15 0 tngly Rating Scale 1-5 (Upeiiga-uniign) wazwUaddunziuuiy 100 augnsesil

guuy = ——— X 100
AT 2

lpgil X fealafesiuveenve (Aziu 1-5) 39aU 1 LieAAREai 0 Lagnnsnieg

4 (vaepzuun) Wisluladnaiu uadga 100 dewlandusesay

M599 10 ARdskaraulgauuNInsgIuAIunIsiea (Usability)

Freusudu AadY S.D.
nudigUuuunisiauiinlalane 4.40 0.70
MIMURIiaLATLAL M TIALTANAZAIN 4.30 0.95
;JLa'ummsﬂLsgﬂﬁmqﬂﬁzaqésumLma"l,o;%’mw 4.20 0.63
aywagauRanoyls (UD Saudaiou 4.50 0.53
svuumsastdnelunslenulaenlane 4.20 0.42
Seutumeuvoanyludurouauiuld 4.60 0.70
Tngsraua miausdnfianelafuninauny 4.70 0.48
Anaasnunslyay 4.41




M397 11 AedeuazauigauunnsgIuaunisiseus (Learming)

ar

sy ALade S.D.
umelmanlandnnistiyBauniu 3.80 0.92
inumglmailanuianaeszyng Debit uag Credit 4.20 0.92
grauannsadoslosiansslunuifumenisydla 4.20 0.79
sTUumaATIBANAIN TS ougeTayd 4.20 0.63
numeifiuauaulalunisSeusnudod 4.00 0.94
ARABATUMILTELS 4.08

M990 12 medeuazaulgauunsgiumuUssaunisagiau (User Experience)

Fvauseiilu

Aade S.D.
g‘dLL‘U‘UGU@&Lﬂmﬁaﬂﬁmiﬁauﬂﬂmﬁa 4.40 0.70
mmau@a‘iwiw “ANUAYN” Ay “miﬁaujy” agﬂuimﬁ’uﬁ
4.10 0.57
LALNZE
;ELéuﬁmméjaqmﬁﬂé’umLéumu%ﬂﬂ%”’q 4.00 1.25
ﬁwmé‘laﬁymﬂizaumiaj;;éu 4.17
3197t 13 mLaﬁlaLLazéauLﬁ'mLuummigméuaawaszLﬁummﬁqwa’[,wiamm
vhveUseiiiy Aady S.D.
ARaETI (15 18) 4.25
AzluuANuianela (Azluudy 100) 81.33

NAN15UIZEIUNUIIAREETINYRYNTERYT 4.25 Avkun (37 5) Weouwlauduana

0-100 Tnglygasvrenulanzuuiinidy 81.33 Azuuy Jeaglusedu

=

A (71-84 AZLULU)

pnunnN1suUananzuuuaunanels lnea1uilaaziuugeandan1unislyanu

4.41 AZWU FRIANABAUUTTAUNTAURLAN 4.17 AYLUN UATAUNNTLTEUS 4.08 AZLUY

Y Yy

puEIRy Mivenlaasiuugafe nuwiglneilandnnistylaunnlu’ ey 3.80 Ak

Feaznoulniunddilonaimussuumsaeutyluiivszdnsnmundsaiulusuam
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5.1. ayunan1santiuay

(% ¥
L% =

lasanuiliiingUszasariveiniuning 2D Top-down MU B UoInUNIHLIN
U

o

'
¢

witunalnnisiaw welveaulaissugnannisdyduudssaunisaiaunauiuwazd

AuvY wansandunuaunsaagladail

L3

1. annsawawndnud sessunstrauuussuulUiRnisaeunines lnos19auy s

=

ATBUARNTIITEUUNITIANITIINDINNT NTETIIAWILU Uagn15YTUINITTEUUTRT

wugnfuileniny

2. S¥UU AP Quest Uszauarudisalunisdnaesaniunisaiaminisan lnelvygauuins

[ '
[ a v

fanismsdotngAuaedude wieussuumuneondsavaunasnstuiindydeu
ndnnsfignaes

3. 58UU AR Quest AuNIad At URBUNIUTINIgNVENITAT Raunnszuaunsinduide
un NPC TaufisnsinsuiSeniiuduriusyuu Mailbox melusiin

4. swuu Utility Bill 9easennuenlalud eslassasailyaislunseudumugsie
punsSaeImstiszmasnlnafifndusienglusuems

5. 52UU Journal Manager ¥inuniinsaaeuuaglnvoyatoundu (Feedback) uniamsiudi
Sefimstufinmemstaiianan Woamsenuuugiluniafous

6. 33UV Credit Tier Uszaunrmdiialunisasaussgslalugiaunduniaud uiunaln
mvandentmgiuuanienilu 4 musonueuasnaUszneumsiiaas

7. wansUssfiuang lrnuadmunianufmelanedunulusedud (Good) Tnslady

AZLUULRAET 81.33 NAYLUULEL 100 AZLLLU

5.2. Upyvuazauassa

1. anumivevdnegfinsuiuaunassninanugnassaamdnnistydfumiuaynvos
i wielmaufilafiiugruasnsowladenlalaglugAnmenauduly

2. 5%UU Quick Time Event lugiuweinisvhenmssndunesonfonisusunnsmauenn
vianunds Lﬁ@lﬁmmzamf‘ﬁ’ummaﬁmﬁLL@ﬂéﬂﬂﬁumaaﬁgLéuﬂéuéwaq

3. wuveUANsBsamAlalumsTAnsETuAd@neluszuy SceneController @walwiin
ﬂﬁymmmamwaﬁmwmW%MﬁwaaﬁwﬂumaéﬁmﬁﬁmsmﬁsJumﬂ

4. 53Uv Journal ﬁsuyamwéawmaqmiusﬁwLLsﬂ ﬁamiﬁc@,éuamﬁmﬂm Journal la
maamaml,muﬁ'%gaqmu Journal Table kagn15v10N5LEAIEDATIU Debit/Credit

vgaulamsundaydaunavsoly
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wuUgnnu Gameplay Logic nanyYn Taun fwnug Respawn Guaqgl,aul,ﬁa HP 10w 0

lunavlunuiuaudiesnuwuuly saufissyuu Utility Bill luasiun Mailbox adswals

TuemnIgndeninefyaulilaiunisuacsien

5.3. ¥BINA

1.

fanaludagdulasunisiannlnsesiuiamessuuUfUanig Windows uag macoS
wniu Selurseunqunislesuuuanviurierumaiuiuniges
vouiniomautyFlauumanzanesyBafiuguuarssuuami-gnvd Svlalaag
Anlufimsdariaunisfuiidusounientsinseaulssanadugs
domnglunudifies 1 umi Sadusseznafiondslufismedmiunsilusudu
wadugvsnmanmaGeuslussorsnvesdsulaoganud
nauiogsiilalunismaaouiisiuan 10 au Faduruianguitsrtn viiluuanisasy
ngAnssukazamiianelaniadilunseunquarimatnvaneedyleiluangg
szuudananaiiueyangfinssuriay (Gameplay Analytics) sgaiduszu vinlula
anunsnihveyaszeramsltuieafiyawihAss uniienendieusuusadenila
0819821500

vosrtanunstuiinveyaiiosndsluiissu Save & Load vilvgiausidunousy

Aanssulvamnasandalusunsy

5.4. LUINENITNRAIUIND

1.

vneLiomnadsusinaseunaumdngasiyTunsgiunnniu Tnedfiussuunisdnrhey
flsuemu suna uazidesiieinszndngaumensiuluundaly
fimunandnenssuvosianulvaiinsasosiunislrauuuunanilesy Mobile 4 i0S
uay Android iieifislondlunsiundsesdeulaazamndsty

A37938UU Dashboard dwiunasuvienquaszu Lilelslunsfnniu naaou way
UspidunaR ALY KIS BULARALNLTEYAN T LINLLTEN
duddlnfuidemmemaiaduiloifesosiazas NPC uazansiafivarnvans Liieass
anmwanaoNinsgaumsisusosmaiiadusyerem
Uuussdumesineuarszuumeniensiia Minimap wagnsuiuunsiaioninues
p1Ansddyvlnny Wioananuduaulunsssysumisiiufinelung
faunszuumsasuLazgile (Guide Book) Indimuidufinsnoglyaumniu wseui

Windenisaeuisadng Debit/Credit Nanunsaisenglanasniian
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7. USUUTITEUUNISANUINANIAD UL YVRIAR I NADAAR BN UTEAUAIINAINITOVDI LAY
(Difficulty Scaling) WSBMLALAINRAINMAIBVDLLD N LUA LT BULNDATINAIUNINGN

N FNEARY
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