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Abstract

This research aimed to (1) develop a Souls-like game using Unreal Engine 5, (2) design
and implement gameplay mechanics intended to support player focus and emotional control
from a game design perspective, and (3) evaluate the suitability of the game prototype based
on player experience. The research process involved developing a game prototype and

collecting data from 30 participants selected through convenience sampling. The research
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instrument was a five-point rating scale questionnaire used to assess the suitability of the game
and player experience. Data were analyzed using descriptive statistics, including mean and
standard deviation. The results revealed that (1) the developed game prototype functioned in
accordance with the core mechanics of a Souls-like game, including combat systems and
environmental design that support player experience, (2) gameplay elements such as timing-based
combat, resource management, and clearly patterned enemy behaviors were consistent with
design concepts related to player focus and engagement, and (3) the overall suitability of the
game prototype was at a high level (X = 3.87, SD. = 0.53). Players reported high satisfaction in
terms of gameplay design, challenge level, and game atmosphere. These findings indicate that
Unreal Engine 5 has strong potential for developing interactive games that enhance player

engagement and may be applied in educational game design in the future.
Keywords: Souls-like game, Unreal Engine 5, player experience, game design
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AaTusewinansiay (Cahil, Cummings, & Wertz, 2025) lui@anguin193n3nen nalnnsantayayn
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YBIAWRY TIdMUIANN1TEN19T ey (Cognitive Load) 85 unednAuaIusaveuy welunis
Uszananateayar1u working memory 483111 MseoNWUUAINTINATlAT S IzauazYI8an
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uafug1 MsNasY uazmMssuFnmnNduvategselo fiaudndudosandefudmmzvesns
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advayuaFuarn1sAIUANeTIAlUUT UNYRINITRBNKUUUTEAUNTAINTIA Y 31ANITNUNIY
9saunTsunUd Nddedulrgltuniseenuulszaumsalfld (UX/U) wazanuitanelaveadiaudy
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1. Weimunnuue Souls-like Tngld Unreal Engine 5
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fiazAs (Zara & Juhana, 2025) Fauandliiiuinesdusenavreunulallddmaiiisainuainuduiia
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nalnnsaAdeygn (cognitive mechanism) FAnTusENIInIsaUNLAIINTDa3 UK Y
wunAnUsTaUNTalAUIEY (flow experience) FaluuiunvasmsaunamuIsenausiefiisu
ANNAR (cognitive flow) 1y AmNLaLgasEUINIAITMeRUTnyzvesdiay msilithvsneidaay
wazmsisutayadounduegeiuil uazifnuensual (emotional flow) Wu NM3IATRAUAINTTY
ANTAnAUAN uazANANAluRanTsY (Sanjamsai & Phukao, 2018) WurAan semeilaygn
(Cognitive Load Theory) 85 U1831A318@ 11509898y e lun15UssuIanadayan1u working
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&4 (stamina management) MseeniuugUiUuNslasAvesfng (enemy pattem) wazmsadyreilofiay
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4. \w3psiioWaunY : Unreal Engine 5

Unreal Engine 5 i3 asflofmunniiidnonmgdumsaianuaudiffdauaais lned
wiAluladdAy 1Wu Nanite Sm5Un153AN1slnanLaldengs kag Lumen dmSUSEUULASILUY
Boalnl Fsiaeliamnsaadsanmmnadoniiaaiuardaaiulssaumsaivosiduldeg e ussavsam
(Epic Games, 2022) UeNMi SEUU Animation Blueprints LLazm‘%aaﬁaaamwuﬂﬁﬁuﬁué&m 5| Saielu
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a1u1sadananeUszaun1salvelay lnga1u1sneiuieNIuNTouULLIAANIIRTINET 1Y Flow
Theory uag Cognitive Load ag1alsAnu mu?a‘i’aﬂﬂé’a{ﬁ@wamﬁm%mﬂmma WA LTLUIAR
Fanarnduiiugiuluniseenuuuing wagtssfiunaniulszaunisaivosiou Woagviauainy
NgELURINalNNTIaULAYaIAUTZNRUTOUNNAULUY wazauwldedrulugdinadunisesniuy
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Flow Theory, Cognitive Load Theory waz Emotional Regulation vimtinfiidunseuidmguiluns
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nausegislunmsiseadaiidudidunuialy $wau 30 eu lnannsduiuumsazaan
(Convenience Sampling) lasfiinasifinidondoidug@ifiuszaumsaflunsidunuidviasgraos 1 3
i elwanunsadssifiudszaunisainsidunuldog1amangan Toyafiugiureangudaogi
Usznaume na 918 seAumsine wazUszaunisallunisidwny Tneiauelugdiuunisuanias
amnwfuazioas LiieeBunsdnunzvesReUL VAR UAY

2. FauUsitldlunsdse: nsidendeimmunsudssl

fuUsAY (Independent Variable): 93AUSENaUNTODAKUULANLLY Souls-like laLn szUU
n139ed LuUd 99 (Timing-based Combat), N153AN13M$NEINT (Resource Management),
N599NUUUFULUUNGANTTUYRIARS (Enemy Pattern Design) Lagn15eenuuuny (Level Design)

AuU3n13 (Dependent Variable): n15UseLiuUszaunisalvasyiay (Player Experience
Evaluation) Usgnaunae ANuLNIgan (Appropriateness), AuAswela (Satisfaction), seAuAI1L

'
o

MNe95u3 (Perceived Challenge) Wagnsidiusiu (Engagement)
NIl wuIAaN193nTnen laun Flow Theory, Cognitive Load Theory tag Emotional
Regulation gnlidunseudmguiluniseenuuuiny laglildgniaunluiudslunsinnalaenss
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3 oedlanlalun1sideasallAnluvanunIuNInsI@IuUTEUaiA1 (Rating Scale) 5 s¥AU
(Likert Scale) woUsziliuUszaunisalvasslaunlnamnusiuiuy
1 [~ % 1
WUUEDUDULUIDNUY 2 MaU bawA
noud 1: Yoyaniluvesgmounuuaeuniy
dl a 6 v 1 v v 1
Mou 2: NsUsHLliuUsEAUNITAIvRIiaY ATEUARY 3 A1u LakA
(1) ATUANUUNITANVBINITEBNKUULNY (Design Appropriateness) ASOUARNNTTUTELIIY
93AUTENOUAIUNTITN UTIINIA NMTBRNKULRIN Lavdiufnserld
(2) Audszaunsalaunsldau (Usability & Satisfaction) ASBUARNNITNBUAUBIVEITEUY

AuAUlvavenIsEY MsAIUAN Laresauseneunidmadoruianelavesiau
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(3) Audszaun1salnisiau (Gameplay Experience) ATOUARNNTTFUIANNYINNIY AIUTEAN
Jausu wazanuianelalunisiau

il sremsUsedivlunsasuldsuniseenuuulnesnsdiesdustnauvanuiul Souls-like
LaznFoULUANIMguTAs st uUsEaunsaliiay (Player Experience) I asimsngay
Y94N1998NLUU (Appropriateness) AAenela (Satisfaction) wé'fummﬁwwmdlﬁ'ui (Perceived
Challenge) wazn15id@iusiu (Engagement) LﬁaiﬁmiﬂizLﬁumauﬂquﬁﬁmawssﬁumsﬁﬁ@du
DYNZ AL

4. msmwaauqmmwm’éaaﬁa

4.1 mumsadaiienn (Content Validity: 100)

wuvasvanuldsumsnsiedeuauasadaiiom (Content Validity) Imaﬁﬁmmaﬁﬂmu 3
n1u luaunisesnuuutnuasinaluladansauna lngldavilnnuaonnaoeseninedamaidiu
”qu‘dizmﬁ (Index of Item-Objective Congruence: |0C)

HansUsElunUdAnell 10C YoetafIn1uegsening 0.67-1.00 %aaqﬁlummsﬁﬁaau%’ﬂﬁ

wanaddamauiiaugenndeInuingUssashuainsivy

4.2 pudeiiueaaiadle (Reliability: Cronbach’s Alpha)

s
a a

wuvasuauldsunsageuaudoy (Reliability) Ingldanduuszansuearvesnsouuia
(Cronbach’s Alpha) 9INNEXF9E19MARBITIUIU 30 AU WUIIAIAINLT B UVBIUUUABUAY
Tagauiniu 0.89 Feagluszdvd uansinedesilofimmasnadesnielunazarmsatiluldlunis
Audeyald

4.3 AURTUTILATIA519 (Construct Validity)

d1mTuANnTUTIlATIET1e (Construct Validity) #33ulavanuuudemniulagg1edain
LA uAseRiAdostuUsTaunsaifiau (Player Experience) a9AUsENaUYBILNY
iieliusasiivesnsusyifiuasyioulasiainsessraumsalfiauetnamnzan uaziinsdangude
manuligenransiuilifvesiinlsniu laun Design Appropriateness, Usability & Satisfaction wag

Gameplay Experience Lial#lAsaa3 199091303 0@0nAd 09N UNTOULUIAANITIVY

Nan1sANwIKazaNUsI8Na

[

31NNTOBNUUULATWAUNULLT Souls-like Ainalulad Unreal Engine 5 {378 lana

[
[

nsfnwikazediusenala fail
nTnguszasRden 1 iennunuwud Souls-like lngld Unreal Engine 5 nan1333umnuin

) ) v aa ¢ Y] . Yo & 9
ﬁ‘\lj'J"ﬂEJﬁ'uJ']iﬂWWU']LﬂNWULLUUVIlI@Qﬂﬂigﬂ@UV‘aﬂ“U@QLﬂﬂJ LU SOU[S-LIkGl@ﬁ']Liﬁ] I@EJ‘lJﬁSﬂE)‘U@'JEJ

JEUUNISAREUUUBITanIe (Timing-based Combat) N133AN15MSNEINT (Resource Management)
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N1598NLUUFULUUNGANTTUVRIARS (Enemy Pattern Design) Wazn13aeniuuain (Level Design)

Feaunsaynauswiulsegrnduseuu wazasslszaunmsalnisiauniainusaiilas

JUN 2 Msiunesrusenaudngvasnuwl Souls-like Tu Unreal Engine 5

nTnguszasAten 2 Wosanuuukasimuinalnnisiaunysadvayunisiaunsuaznis
AIUANBITUNVBILLAY KANITITENUTT NAINNITEUANAUITY WU SvuunTdedAudmig N3

Pianinens wazgluuunslaudvesdngiinnanlaluseaunis ddnvaznaenndoatuiuiIfnmnig

nouneItesiunisaiinisandenaznisildsiuvesdiay lngnalndenanivieduasulviiay

Y

ABIIIMNY AIUANTINIE WazAnFulI0g1950UABUTENINNTTIAY

5UN 3 nalnmssieduazn1sInn1smsneInsvasnukwl Souls-like

NTRUITAIATeN 3 1NoUTTIUAIMUNEANVBUNUAULUUIINYTEAUN T VDI ban

AR lAIINITUTEUNG WazwARITIUaEIBYARIN1S 19T 1
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M19197 1 wan1sUsEiuUsrauMsalElausiainusuLuy (Player Experience Evaluation)

s19n15U58LaU X | S.D. nsudana

1. AMUAMUINZENVDINTOBNLUULNY (Design Appropriateness)

1.1nseonuuunIfinuazlat li@uasenig Unreal Engine 5 | 4.40 | 0.50 | lisngausunn

1.2 NM590NUUUUTIIINASY Dark Fantasy a@39Aunady | 4.20 | 0.55 | msngauun
1.3 Anannavesszuumaumioslunisnszsieing 3.80 | 0.60 | WiNz&ENNIN
1.4 arwdaauvesvimadngiitelsigidunauvan 3.40 | 0.52 | wnzaulIunang
1.5 MseenuuuLuifiGeulsaiy 3.90 | 0.58 | wisNg@ULN
1.6 N508ALUU Ul kansaniuy (1Hen/aniivi) lovaay 4.10 | 0.45 | WwisNg@usN

2. aulszaunsalaiun1sigeu (Usability & Satisfaction)

2.1 NMINBUALBIVBINIAIUANIIAIIILLIUEN 4.00 | 0.48 | NNEANLN
2.2 mm?’iulwamaqLﬂ/\liaJLimewiaé’ 3.20 | 0.65 | wanzauUunang
2.3 s¥UUMInTIITUNsYUTANITIB NS 3.50 | 0.55 | mnzauUunana
2.4 wwwindiFsausznaunisiegasienaniila 3.80 | 0.50 | wsnzaun
2.5 yunaedliuadairuiduvasiau 3.30 | 0.60 | WngaNUIuNa

3. audszaumsalnisiau (Gameplay Experience)

3.1 nuaseausdnriimenageenieue 4.30 | 0.50 | (HNg@AusNN
3.2 anuianiianeladieansnsaevuzdngle 4.50 | 0.45 | wsngauun
ANLARENINT Y 3.87 | 0.53 | angausn

NAIN 1 MIYTBTUANUMNIZAUVBUNLAUKUUAINYTFAUNTUVDIEAY WU Flaud]
AuAaviusanudusuulunmsweglussAumgaunn (X = 3.87, S.D. = 0.53) lafiansansie

[

AU WU ATUATIMINZENYRINTERNKUUINY laulranudidgyiuaunmnsfinuazusIEINTe
vouny 4adiaiad vogluszdugs azveuliiiudsdnonimves Unreal Engine 5 Tun1sadns
anmuIndeniifimuanads sulsaunsaifunslday fauvssduitnnismuauiicsusiug
Tusziuunn druaudulvavesmsuansaadsegluseduuiunans dsenaduussifiuiimsiamn
s wagsuUszaunsainsidy fiaulinisiuiieenuinimeuazeufiswelaannsienyusdng

(%

3
Tusgiuge Jeagvioufiadnuaizddnyuoanuuul Souls-like Mifumnuviyeuaznisiidmsinves
iEu F9n1508nwULNNLLY Souls-likelaeld Unreal Engine 5 @nunsaasnsusyaunisalinisiaudisl
mnusnzaukazadlals Tasamzluduauimeuasnisildiusinvesiiau dsaenadosiu
mnAnRgTusraunsaliiau (Player Experience) ffunsainsanuaunassninsanuenuay
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