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Abstract

The research aims to 1) study digital content game with cultural feminism wave for
promoting creative economy 2) design innovative paradigm of digital content game with
cultural feminism wave for promoting creative economy. The research conducted by
mixed method that combined with qualitative research and quantitative research.
Qualitative research using in—depth interview of a total of 17 key informants from
3 groups were representatives consisting of the public sector or relevance organizations
content game with cultural feminism wave for promoting creative economy, entrepreneur
groups within producer sector, servicers and distributors, including expert groups in
relevance field studies. According to in-depth interview results take to determine
questionnaire framework items based on rating scales. The sample for collection data
drawn through random sampling including 400 gamers from Bangkok Metropolitan areas.
Then statistical analysis was employed using percentage, mean, standard deviation.

The main results were found that innovative paradigm of digital content game with
cultural feminism wave for promoting creative economy called “MASCARA MODEL” as
follows: 1) M is mobile consisted of mobile game, smart phone and tablet. A is approachable
revealed that content, rule and graphic including design. S is sensational revealed that
graphic and design and scene. C is casual revealed that platform and rule. A is accessible
revealed that game channel and approachable. R is remarkable revealed that female main
character, costume, sensational and platform. A is amuse consisted of MASCARA integrated

for genres to created loyalty target gamers.

Keywords : digital content game, cultural feminism wave, creative economy
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1.1.1 sarewnalusaialanduuilduvensds n1swiydvlned oo Tnsanizing
flofiolutseinadu guu uasinma winszisanizeiwdniifiseldaninuiiefoidususunils
yodlan JANUABAARRIAUIUITEUY Hermandez (2015)

1.1.2 dwmfunaralulssmelve saranuaiydivlaniuaainnuiiilan Inswnizdiy
yaunuesulatnazinuilefie Fudunasingravnssuseriwaiiiulddaananudiiaves
U3t viuna $ade Aildsusetasinlasinisusenianadueeniuaguiannd (Thailand ICT
Awards: TICTA) ¥ w.¢1.2014 (Prasongsom, C., 2015) 8nsauurlifufiusvimalneganunsa
snsziutudugudnasgsiainuwisgiinirodeuluewandie Tneewsimnuiiofefiaenndes
aumanalaniiul@ain Chotkulthanachai, P. & Krisnachinda, N. (2015) #liiuiadesiilaann

dnimunuveslnelaninudyeidlng wu inufsmifiugnnig Aadudulaniainleiuimu

Aduaulnadios 2 au

1.2) N1SWAINIAINAADUNUN A MELNUNTEUATAIUTITUANS DN a3 uLATYEAD
#519855A WU

Y a o v

1.2.1 NSehadngamdulnaunuiuInTUIUAAIALNLILANADIUITURAIALNULADE U

U o

N

&

3l
funnngdulutagu duiuldananuideves Jayanth (2014) uandliiugt unuiidudmdgs

Y
finduissosas 52 vosgnamnssunulaesiy Judusesnignainnssuiesidilinsiu
e uananiludenivennuildnszuaimusssuanidoudlsfiasasnangngwngdudn
= 1% o . ~ ! v a o < a %
FIUAINADAAADINY Rajkowska (2014) Nwul mﬂfn‘qﬂaﬂaﬂwm%mmmLﬂumyﬂmaiw
Judasasudndugdiiiuanududiivesdngainieusslunuiu iduwuiliufiasis
AMuLdLNs slidugaamnssuing Taesuaindaleinugluuuduy wazunumgmdsluny

£
o w =

ABsdAuINTuLazdLESUIATYgRas9aT A

[

1.2.2 dmsuuszmdlnenlasgiavlngennaosiuinuialanainwaidsfinuan tnulne

v a o

i%jﬁ'aazﬂwé’ﬂ@mgqmé'ﬂagﬂuizijm'ﬁﬁ@umﬁ”'uwimiaaml,w NIHANNY N1TLEBNYBINTY
nMsifeusievioRmuiing nsna1n nsdadimiteiny danuaenndeaiueunTiase
waltiuveanaluladides “antunimuazuuiliuvesgaanunssuiny” uenand anuleung
deanslilnedunilslugudnarsvesfianiseenyiuas (Hub of Software) Tugiinna Isdsualst
AA1ALNUTDILNELRSYLAULARILAAINNIITNTENWISBNGE (Software Industry Promotion

Agency, 2012) wagn1slguleuieiinisasyiAulauesanaivnssuwasnainnufdiaided
ANADAAADINUNILITEYBY Smith (2006) Waz Jansz and Martis (2007) A2

1.3) Tannauazaudululalunisdinunfidiazasvangudgaiad wasuasegia

v ¢ oy o 13 aw vy g = a
d519853A Ul AesiesAuszneuINNaniTIdely 1.2.2 wasraduinude 1) viiavesny
2) WvaNY 3) LWeMUeNY 4) NYUDINITLEUNY 5) ANYULAIALATAGNEVAN 6) N1TUFINIY
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VBIFIATATVANEMA 7) A1uan 8) inasusenaunazideslsenay 9) nT1NNKAEN1TEBNKUY
flauaenadosuiTevas Connolly et al. (2012) fifluwadevesnsimvanefinluidussddsznau
Tunsasany anit emueany (Game Content) N1seaniluULNd (Game Design) fisrunsin
¥ widnnnsiauny (Game Discipline) Auadawase (Virtual Reality) Je5audeann (Scene)
wl3dne maensuunumMiisadesiunisiay (Role-Playing) %ﬂimﬁqmia%’ﬁmﬂaﬂé’ﬂwmmaq
Hazasvdniogslalyinguitmnevesnudunay nsusinievessazasudniivimasoson
nsiegUnsaiusznauyadnlunisiduiny Wy Hoinsig 1doaqu min seasin n1ana 917
wu au Ju ludu wagiinuzaumdnndu (Affective Enjoyment Skills) Uszendlariuy
wasUszneulazidsaseney Jnrateanudila fuduwaswginssuersuadulunisidy

1.3.1 wansiseiinudt varedenusaniofuusimameundlvadradunulaetuilonm
uazdnuazlaniuresiazasvdnndsaeaunsnviedounuuiiiinuassrauanudiiongudn
aaenauthinuiiutiu W lnsves niedessdasy Remansens Methadu 1y 400 andes
YosyuTDIUEnY FuAvuLuuIAm 300 fnifominanameunsides 300 faruaenadosuues
Prasongsom, P. (2015) wag Chotkulthanachai, P. & Krisnachinda, N. (2015)

1.3.2 uenarniarnwan1sisedinuduiiiessn 1.3.1 vilwasranuidnideuloanie
WisuidieuliiAnniseensuldne mneliguvesdiaunuifuiidanusuiuy 90 1y Lara Croft
1T (Resident Evil) 10 300 tnai@inal (The Hunger Game) “a" masmaufgnAlmaiiiinan
W fafiusngranisideues Clapperstone (2012) ‘1'7iLﬁudwgﬂﬁwéﬁ’aﬂm’rﬁmﬁuﬁgﬂwmwa%ﬂq
yuruooulatuazdsauooulaifliiAniy

1.3.3 namsiseiinuin nsassiazasangvgsidnuurlany daay diendnual
Aduuds fruaenndesiuaufnuives Raikowska (2014) Fawandlidindn n1sldinuAdsa
AeUIUYIABfarasvdngvdedesdiondnualfiliiidunuAansufdsassdsudiauledne

YRR
Y a o

shensiifazasvdnimgafivsrauanuduialuinuiiunnnameuns W Lara Croft idas
(Resident Evil) tnuanu (The Hunger Game) wnasaiduuuainy wu Lara Croft wazanasng
LuNTIEenY nuudaduragSe (Action Adventure Game) Wunufifin1skaunaIUTENIN
nslud3ruinagausandwes tnuannunaiunuudadunauman (Stealth-Based Game)
Hunuudaduliuynnzqeuazsznasnaonauvandiodngiievurguassavinliiiaunudesld
ATweAnugIazFaseumsAdoulmdngliean WWudu anuansidetnedudasiganmside

a

Tunisesnuwuunsyuirdlil UL uu@inseuwiminsiaun lUlglunsad anudusuu Rt g
Judihviedazasvdngudeienuvesingiioduasuasvgioaseassa fellanudenndeiy
Near (2013) filvuunAnveinsidnIsnainfliansumuimen1svieiilon (Content Marketing)
woulesliussainguszasdvesnisvingsiavedlanadviatagiu Fewanlinuaswgiaseasse
o A [ . . Ql' 6 a v ‘gl’ A 4‘4’ 1

fludedaau (Social Media) NUszyndfuWIdel Fie LHEMIVBINL KUIVBUNYN NYNITHEULNY
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2. mufnqUszasAil 2 nseenuUUNsTUILTmiL TN TIINLATTARBUMUYINS U AT
andtouiielrsugiaadieassd nsaiuinnssudanuduuuy (Prototype) Faensyuauviamg
NANANTITEveINTITeITsquamildainnnsdunvaliBsdnihunfiansansiniunisideds
Ui dilddnisesnwuunssuiuiaiuinnssunuddvaneumuvinseuainusssuanidoy
dieiugiaasieassd denndowmuiaAnes Wake (2016) wag Alexander (1978) Hu fiifiui
FeseenuuuInmMsaaduluuuBuinnssuunAndmensiinim faslerumndivesniwm
Adussdusznouvesnszuiminds annsoairesusssuvieidudunuuiiagiilignisains
winnssudedsUseiug (invention) lely

MALAaTaRusana I saadenszvIniimiuianssuiiaziiluesnuuuinuAiia
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AAvianaumu naemaugsnaTiiieates wu gsRawenviuag gsRaaunsvlnu 1usiu sensguaurim
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M = Mobile annsoupdeuiild A = Approachable W1fsladng

S = Sensational NSEAUANNIEN C = Casual Hugsiisoude
A = Accessible W baane R = Remarkable Wndis

A = Amuse MAnaaInaUY

¥ '
% v 6 1

1n8 MASCARA Model #ilosAusznaufiduiusiu denanoni1siaoniaunufIianouiug
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M - Mobile (@1u15avadeuditng) Tnerfadsluls Jefdenuvuiiefio aursniny
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A — Approachable (dnfisldine) fensasaidem NONITEUNN NIITNKATNITOBNKUY
Pl nmannnindeay

S - Sensational (nsefunudn) Fefoufertesfuns@inuasniseenuuy sannslda
Fi8nws n31fin Audsann (Scene) fidosdradilndiRssainameunsuaziaduanudiladae
wasUsEnoukazidsUsznoU anf wuaurun® wwiudad sy

C - Casual (JudefiSoude) Afeuwivennuiduite wanduauldlunandudu flddes
Tinweanntn aaesauiissiadudselalidudelies dsiafnngnAnivesny

A - Accessible (lfmlddng) ARetesmnenisdndany (Channel) Tdinefilsdasiinues
Nufiwazim Ao Bumesiln waninuuuilede Fsanmnsaveregiugninldreioazn g

R— Remarkable (11f13) daennsasisfazasudnguddulilandulaula wiounns
uAsnevesiazATNANE Mg Muanidndnuvalvsauuaing Tnelunuddeiinuin Weudulne
wagtenanwal Tausssy vuulseindlautsuse Rmansanudulve [Wudu

A - Amuse (FlAm@aman) Afowiaveana (Genres) Fuatiouduasuvemnedusznou

[
Y

Mvaannauveliiansandang as1anguulmanguuuging (Loyalty) iienaulangvas
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diawnuluanuaynindaindy wazasisdauesuladlviudiay nasnaunsydlalineasaduns

Talutagusn
NANEINIT19AUYBS MASCARA MODEL iiatiiuainuidladedu avuansliiiiiunie
Amelull
MASCARA

M - Mobile (@3n5a1adauil | — Smartphone (@u$nluu)

$8) - INUUUiletie (Mobile Game)

A - Approachable (184 | - Content Rule : Loy

1id41e) L NYNIIENY
~ Graphic and Design (n57WNWagN15
2ONWUL)

S - Sensational (Ns¥AY — Graphic and Design (N319nuagn13 ASTUAUNAUUIANTTY

AN3EN) 2ONKUY) nuAdvaAsUINUINTEIE
— Scene (@1n) Tusssuanstouine
~ Platform (Ww3vaany) duasuAseghaadneassd

C - Casual (Judafidre) ~ Platform (Wu3v9n3) Innovative Paradigm

. y Y v s of Game Prototype

A - Accessible (wle | - Approachable (@dialédne)

38) — Channel (99%119)

R — Remarkable (11%19) — Costume (M3L#1aN18)
— Femal Main Character (dnuale
FIaYATIANENEN)

A — Amuse (¥l - Integrated MASCARA (Y361n13

LNARALNEL) MASCARA)
- Genre (¥AUDBHNL)

LIGILIIE

1. msiannszvindimiuinnssunuiivaneumuinssuaiausssuanidouileduady
wiswghaaiassAlinduguuuuiiahadunudunuulivsslenildludonded

2. dunudunvuiiauiainguiuuenszuwimiuinnssuthusinisnainsasnism
Wusinsgianaeinuvierenneunsiitoidssegud ilufmundelilivssloninisgsna
wsevunwmunulng (Developer) WnlunagonlazNnassiTemnIaNITnaIn

3. Wiiauesiensznisidiansumuiiloiauiasysiswasdinulrnaduuuimvie
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Uszinasialy
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