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4. Game Development Life Cycle (GDLC)
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N1INagau N Mean SD t Sig
ApULSEU 12 14.25 2.10 8.52 .000*
A3 12 24.83 1.75
*ffudfyiisedu 05
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A5197 2 sEAuaNTTauzuadldlung
AUANTIOU Mean ) 3ZAU
Game Design 4.45 0.51 ALA
Programming 4.30 0.48 AuIN
Debugging 4.10 0.62 A
UX/Ul 4.50 0.52 AuN
Teamwork 4.60 0.49 ANN
54 4.39 0.45 ANN
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Mean = 4.65
SD = 0.40
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