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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) aanasnalumanalanuazuszmelng ulussil

1.1.1 sarnalusaialandwuilduvensss n1swiydvlned oo Tnsanizing
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vaunuesulatnazinuilefie Fudunasingrarvnssuserhitaiiiulddaainanudisiaves
U3t viuna $ade Aildsusetasinlasinisusenianadueeniuaguiannd (Thailand ICT
Awards: TICTA) ¥ w.¢1.2014 (Prasongsom, C., 2015) 8nstauurlifufiusvimalnegaiunsa
snspiutudugudnasgsiainuwisgiinirondeuluowandie Tneewsimnuiiofefisenndes
aumanalaniiuldain Chotkulthanachai, P. & Krisnachinda, N. (2015) #liiudadesiilaann

dnimunuveslnelaninudyeidlne wu inufmifugnnie Aadudulaniainleiuimu
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@
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funnngdulutagiu duiuldannuideves Jayanth (2014) uandliiugt unuiidudmdgs
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= 1% o . ~ ! v a o < a %
FIUAINADAAADINY Rajkowska (2014) Nwul mﬂfn‘qﬂaﬂaﬂwm%mmmLﬂumyﬂmaiw
Judasasndndugdiiiuanududiivesdngainieusslunuiu iduwuiliufiasis
AMuLTLNs slidugaamnssuing Taesuaindflainusuuuuduy wazunumgmdsluny
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waltiuveanaluladides “antunimuazuuiliuvesgaaiunssuiny” uenand anuleuny
deansliilnedunilslugudnansvesfianiseenyiuas (Hub of Software) Tugiinna Isdsualst
AA1ALNUTDIL NI YLAULARILAAINNIINTENWISBNGE (Software Industry Promotion
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VBIFIATATVANEMA 7) A1uan 8) inasusenaunazideslsenay 9) nT1NNKAENITEENKUY
flauaenadosuidevas Connolly et al. (2012) fifluwadevesnsimvanefinluidussddsznau
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Prasongsom, P. (2015) wag Chotkulthanachai, P. & Krisnachinda, N. (2015)
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WisuiieuliiAnniseensuldne mneliguvesdiaunuduiidanusuiuy 999 1y Lara Croft
1T (Resident Evil) 10 300 1@y (The Hunger Game) “a" masmaufagnAluaiiinan
Wy fafiusngranisideues Clapperstone (2012) ‘1'7iLﬁudwgﬂﬁwéﬁ’aﬂm’rﬁmﬁuﬁgﬂwmwa%ﬂa
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LuNTiIEenT nuudadunagSe (Action Adventure Game) WunufifinskaunaIUTENIN
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2. mufnqUszasAil 2 n1seenuUUNsTUILTmiL NI TIINLATTARBUMUYINS s U AT
an3feuiietsugiaadieassd nsaauinnssudanuduuuy (Prototype) Faensyuauvimg
NANENTITEveINTITeITsquamildainnnsdunvaliBsdnihunfiansansindunisideds
Uiy dilddnisesnwuunssuiuiaiuinnssunuddvaneumuvinssuainusssuanidoy
dieiAugiaasieassd denndowmunaAnues Wake (2016) wag Alexander (1978) Hu fifiuin
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asUsEnoukazidsUsznoU anf wuaurun® wwiudat sy

C - Casual (JudeiSoudne) Areuwivennuiduite wasduauldlunandudu Mlddes
Tinweanntin aaesauiissiaduiselalvidudelies FsiBainngnAniveny

A - Accessible (Wfmlddng) ARetesmnenisdndany (Channel) Tdinefilidasinues
Nufiwazim Ao Bumesiin wasinuuuilede Fsanmnsaveregiugnanldreroaznineng

R— Remarkable (11f1) daennsadnefazasudngudtulilandulaula wiounns
uAsnevefiazATNANE M Muanidndnuvalveauuaing Tnelunuddeiinuin Weudulne
wazlenanwal Tausssy vuulseindlautsuse Rmansanudulve [Wudu

A - Amuse (FlAnEamE) Afowiaveana (Genres) Fuatiouduajuvemnadusznou
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diawnuluauaynindaindy wazasisdauesuladlviudiay nasnaunsydlalineasaduns

Talutagusn
NANE1INIT19AUYBS MASCARA MODEL iiatiiuainuidladedu avuansliiifiusie
A melull
MASCARA

M - Mobile (@13n35a1adauil | — Smartphone (@u1$nluu)

$8) - INUUUiletie (Mobile Game)

A - Approachable (184 | - Content Rule : Loy

1id41e) L NYNIIENY
~ Graphic and Design (n51WnNwagN15
2ONWUL)

S - Sensational (Ns¥AY — Graphic and Design (N31Wnwazn13 ASTUAUNAUUIANTTY

AU3EN) 2ONKUY) nuAITaAsUINUINTEIE
— Scene (@1n) Tusssuanstouineg
~ Platform (ww3vaany) duasuAseghaasneassd

C - Casual (Judafidre) ~ Platform (Wu3van3) Innovative Paradigm

. Y y v o of Game Prototype

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

38) — Channel (999119)

R - Remarkable (11%19) — Costume (M3L#IN18)
— Femal Main Character (fnuale
FIaYATIANANEN)

A — Amuse (¥l - Integrated MASCARA (Y361n13

LNARALNEL) MASCARA)
- Genre (¥AUDHNL)

UalauaLug
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