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ABSTRACT

The objectives of this mixed method research were to 1) study the current
situation of innovative development of digital content paradigm in game where
women are main characters, and 2) examine the development of digital content for
paradigm model development in game where women are main characters. The
research was based on a mixed methods investigation. In-depth interviews were used
as the tool in the qualitative investigation. The research sample was selected using
the purposive technique from 3 groups, namely (1) government and relevant agency
groups, (2) private enterprise groups (i.e. producers, service providers, and distributors),
and (3) expert groups eventually, the results achieved from the in-depth interview
led to the quantitative investigation in the next step. The data collection was done
by random sampling 400 gamers in the Bangkok Metropolitan areas. They were
analyzed using descriptive statistical analysis, such as percentage, mean, and
standard deviation. The results and discussion lead to creation of a development of
digital content paradigm in game where women are main characters. To examine this
paradigm model, the research used the questionnaire as a tool to validate the
acceptance of the model by 5 selected experts. The high relevance of the content
validity for all of the elements indicated whether paradigm could be processed to
next step or not by the indexes of congruence (I0C).

The research revealed that:

1) The qualitative investigations showed that 1) the current situation of the
Thai gaming industry was broadly growing and followed the global gaming industry,
particularly for games on mobile phones. The same market was increasingly focusing
on women as a priority target. There was a sharp rise in the production of games
with female characters as the main characters. Male gamers turned their attention to
the use of females as fictional character because they felt it was fancier, challenging

and more exciting. The developments of the digital content paradigm where women



are main characters revealed that it seemed possible for women to be major gamers.
The game elements consisted of 1) games types, 2) platform, 3) rules, 4) graphic and
design, 5) performer’s character, 6) content, 7) sound effects/music, 8) costumes, and
9) scenes. All of these elements can catalyze the progress of the paradigm of digital
content of games where women are the main characters.

2. The developments of the digital content paradigm where women are
main characters revealed that it seemed possible for women to be major gamers.
The game elements consisted of (1) games types, (2) platform, (3) rules, (4) graphic
and design, (5) performer’s character, (6) content, (7) sound effects/music, (8) costumes,
and 9) scenes. All of these elements can catalyze the progress of the paradigm of
digital content of games where women are the main characters. The quantitative
analyses revealed there was 9 elements, which were important for female gamers in
games where women are main characters. Among them, (1) content of game was
found to be at the highest level. Next, (2) graphic and design, (3) game rules, (4) scenes,
(5) sound effects/music, (6) game platform, (7) costumes, (8) characters of the female
performers, and (9) game types, respectively. Additionally, referring to the research
results, the paradigm model of innovative management of digital content in the
games with women as the main characters was developed and named the MASCARA
MODEL; M was for Mobile phone game, A was for Approaches on the content and
rules, S was for Sensations on graphics, designs including scenes, C was for Causal on
game’s platforms as well as rules of the, A was for Accessibility on game, R was for
Remarkable costumes of female performers, and A was for Amusement. MASCARA was
integrated for game types that create loyal players. In addition, the MASCARA MODEL
was confirmed by the 5 experts and the indexes of congruence (I0C) for all of the
elements were higher than 0.50 (I0OC > 0.50). According to the content validity acceptance

of the model, it could be efficiently for the development of various game prototypes.
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