JOURNAL OF FINE AND APPLIED ARTS, CHULALONGKORN UNIVERSITY
VOL.8-NO.2 JULY-DECEMBER 2021

nswaILnUIRansviaafien@eTmusssy Tnelduuiandfadiy
NSAUANEIFIRIRUL
THE DEVELOPMENT OF GAME FOR CULTURAL TOURISM BY
USING GAMIFICATION CONCEPT: NAN PROVINCE

e

3NUA YPIFITTU* NATTAKAMOL TOONGSUWAN*

a
b ﬁiﬂiﬁuﬁ:”* SUPPAKORN DISATAPUNDHU**

o)

UNARED

NuAnEAsEFaan s e lugtuuureanuiieduaiunsvieufindeimusssu Taeld
wnAnnIedutud $inguUsrasdiia 1) AnwuunAnveandiliadu ilanmdnnnslunseaniuy
ndflipduluderssninufidadunteiduinlunsiuflutomanss Bassmnuasdalinusssilng
fidalesfulufufiunsnisvinafiuudeimusssy 2) Anwnnnseanuuuduguriugnienmlung
Waunumnsluniseanuuuninluing iiansdaaduuazainauseiuanalalunisvieaiieaii
usssu 3B udunsliiEITuLLLNEY FanisAnEIwuIAANIIsUNTRAYY wuanisldguuy
rasAazuanseanuuunwluny Saufunsdunualfidungsunifiedu wassuniseaniuy
iy sufannaifiudayangusitatnaduilaaauiuaisiuang Aaludaseny 22-39 1 Aidwnuiiada
wazrauviaadinn lufaswaaginssunisiawny usgelalunisiuny usanssfulufinaanuyniy
luiny uazAunIAINLaNL (Aesthetic) JUiunradAaiz (Art Style) luny Waannn1sdaAsnzidaya
aufngiszaadlfiduiumislunseanuunndiiadu dail 1) UszioangiauitasiTungumdnlaus
Explorers Anglauiitauum uazraumiuidas: 2) suuuiigelalunisiau Aaadnuiidasy
lunnsiau 3) dszinnanausenszfuluifinanuyniu wagidinusudies o Aanisimunluny
(Progress) 1246782 AT vdalaratulilSas 9 4) Art Style guuuuAazluiny 1uwua Stylized iy
nLuannseanuuLnAuais Aillalanalildiumunnisadlilunwls waufumdnuiiu Minimal A
nsanaviaustazidunalyl

ANEIA - indAT 1w Aavlzluiny nsvinafieade T musssuy

%

“AdnszautFoyanuiudn AnzAadnssuaiand 9vinansaiuninungy, nattakamol.to@spu.ac.th.
*D.F.A. Candidate, Faculty of Fine and Applied Arts, Chulalongkorn University, nattakamol.to@spu.ac.th.
“*AEn31919e 9., AtuzAaLNITUAYENT 9naensalunInendy, suppakorn.d@chula.ac.th.

**Professor Dr., Faculty of Fine and Applied Arts, Chulalongkorn University, suppakorn.d@chula.ac.th.

Received 21/02/2563, Revised 28/05/2563, Accepted 21/07/2563
26



JOURNAL OF FINE AND APPLIED ARTS, CHULALONGKORN UNIVERSITY
VOL.8-NO.2 JULY-DECEMBER 2021

ABSTRACT

The research on game media to promote tourism and culture by using the concept of
gamification has the following objectives: 1) Study the concept of gamification in order to find the
principle of gamification design for games used in promoting Thai culture related to cultural
tourism in specific areas. 2) Study the visual aesthetics aspect of the game to guide the visual
design that enhance and encourage cultural tourism. Mixed Research Method was used to study
the concept of gamification and game art design. This study utilized an expert interview method
to obtain data from both gamification designers and game designers. The survey was used to
obtain data samples related to game behavior’s, gaming motivation, game attachment, aesthetics
and art styles in games from the prospective Generation-Y consumers (22-39 years of age) who
frequent mobile games and tourism. The results suggested the concept of gamification design
as the following: 1) The main target group is the explorer-type players who favor exploration and
flexibility. 2) Freedom/flexibility is a contributing factor in encouraging the users to play. 3) In-game
progression and character development is essential to continued engagement. 4) The stylized art
style which involves exaggeration and non-realistic shapes helps enhance imagination when

combines with minimalism art style.
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