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2.1.4 a\‘lﬁﬂ’nuitﬁmﬁu Persuasive Game Design [6]
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g‘dﬁ 3 : Persuasive Game Design Model.
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3.4.1 1303 Mac
3.4.2 pouiIme3 Notebook
Intel® Core™ i7-4720HQ CPU @ 2.60GHz
Installed Memory (RAM): 8.00 GB
GPU: NVIDIA GeForce GTX 960M: 4.00GB
Intel® HD Graphics 4600: 2.00GB

Window 10 Pro

3.5 Software #lglusule
3.5.1 Unity 2018.2.15f1
3.5.2 MonoDevelop 2.4

3.5.3 Xcode
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