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Abstract

In contemporary society, structural violence and oppression against women continue to manifest
in multiple forms whether physical, psycholosical, or through roles constrained by patriarchy. Digital media,
especially games, have become powerful tools to question and critique these power structures. This
research employs concept art and game mechanics as alternative languages to reflect feminist ideas and
to create a space where the voices of women, often marginalized in society, can be recognized and
acknowledged. The objectives of this article are: (1) to design and develop The Rules, a concept art—driven
game that reflects and communicates feminist ideas; and (2) to evaluate the effectiveness and satisfaction
of experts and general users with the developed prototype. This research study adopted the Feminist
Design Methodology and assessed the prototype’s effectiveness through the perspectives of both experts
and general users. It was grounded in Creative Practice-Based Research within the 3P Production Process,
which included four stages: (1) pre-production—analyzing social issues and developing narrative, mechanics,
and symbolic visuals; (2) production—creating the prototype, including concept art, animation, and UX/UI
mock-ups; (3) post-production—refining the design for communicative clarity; and (4) evaluation—assessing
effectiveness and satisfaction with data collected from three experts and 207 general users through
questionnaires and semi-structured interviews. This research findings: The design process proved to be a
space for reflecting women’s identities, emotions, and silenced voices within society; The prototype
received the highest evaluation from three experts (X = 4.76, S.D. = 0.36) and very high satisfaction ratings
from 207 general users (X = 4.48, SD. = 0.59), particularly regarding conceptual communication and
emotional engagement. The findings affirm that games and concept art can function as powerful critical
communication tools, using aesthetics as an alternative language to convey issues of power, gender, and
inequality with depth and contemporary social meaning. This research confirms that “concept art and
games” can serve as powerful artistic instruments of critique (Critical Communication Tools). By employing
aesthetics as an alternative language, they can communicate issues of power, gender, and inequality, and
provide a meaningful space for reflection and questioning of societal structures in profound and

contemporary ways.

Keywords: Concept Art Game, Game, Feminist Theory, Critical Communication, Digital Media for Social

Change

e280621-2



ACAAD. , Vol. No. , e280621 Aiamniran et al.

1. UNUI

¥
a = o v

ludspusuade Anuguusaaznisnaviuiiinduiugngdansdsingeglunainralegunuy Mang
nenn 30la waglassasionnsdeny daunspageuiusgnmeldvuusssuiloy Tausssy warAdounguiloulsl
& a & U o ' ] v YY a o a wa = a  a -~
Juiiwudy fegratu msmanidigudadanuann Yjdimuunumignindilaessuutansdlaeviossuy
danuiifueidnnagean wasindwsamedu o gnnaviunsesgludumisiidesnitegraluszuu lnedavaniidn

a

AnturumsiunensiuTausssuazefos 1wy anuaanidliiudgad usitiu seutieu Beuses nsiloglu
Tassadaantiu Wy ngviane au ssuuaseunda vionsidles asviousinude wWu nynsunumiasasudgdlu
ameunsvdonaliduiesingmana Wunsmuauiiudsegluiinyssriuogauuuiou wiilunaeiuilazd
ANUNENENTULAR BUANLIEIB NI WA “DAfivnana” TiilssneglumnuAauasTamusssundudasdana
nsznueguszuurednanvaluayanuUaenievends

TuuSunvesdotiuady Aavzuazmseenuuuldnanadiueiesdiodfalunsdeianm Fnnd uavasiou
Hoymdanneg19ad19asse 1nglanIzaIueanuUUARAILLLIAA “N15eanwuUiaInIng” (Critical Design) wax
“nsfteansiuiAnanites” (Feminist Communication) stheilinfiufidmiunsueaiuliymiientlsignyndsly
nszuandn uazairsiiuiivaeafodmiunsuansooniassaumsaidiuiuazauidnvosimdgsludsnumedy

Tuigy

'
a0

Tug A7 uan nsesnuuunuldnataduiiuiiddylunisdrsisuasd sansusziiunsdan
Tnsanzluguansansuazanulivinfioamana FewnulifisastiSunsosdiodfioninuduiis mndsanmnsadu
MufimetausssuiilalemaliiAnnisaedin 1y msinng waznisiidiusiunelnsiadissunantaduludeey
(Flanagan, 2009; Ruzanka, 2024) Hefdviaansailuiiuilliiudldadnmssuslmiinsuunumvemuies i
msfidusanlunssuiunisandewaznisdeans (Kuachart & Chirawatmongkhon, 2018) Uguziienfiu muidesdu

0 v o

mseenuuunilagliduiinuansaimihfidudefieasanudlasesndnualuazunummaneludanusou
afe Inglanzlugaddna Jenalnidedydnualuazninardesiunmlununatodu “n1w1” Ansandslunns
Foansusuifuiitudounazenizeluiemedosdiiiesogiauiion (Flanagan, 2009; Stone, 2018)

mseneluramddiiduduunlduiithesnwuunusazindvnisldhunananitouuldiunseuly
nseonuuLInIiieTnnslasiasslnsulae uasnileadrsiuiiliiusraunisaivesiudauasggnnaviuludfvng
9 (Yolac, 2024) wuaRn “Feminist Game Design” wuni1seenwuunalniny ausnmed uaglanluinufiaziiou
AnuvaAnaNevessadnwal Uszaunisal uazensusivesinazasvds duingnasmouluinunsyuavan fegnay
Wd “Gone Home” (Fullbright, 2013) ikag “Cibele” (Star Maid Games, 2015) ﬁﬁwLaual,%"minmmmawmﬁa
avATIuNsETIa U wa A duTuS Inglvifiauladdiunulunisianudladszaunmsaldiudiive sy
azas shunalninufiidunsiini annnimsussgimneiuusada

uanaNigamuin nsoonuuuAsuUafnlunudinseuaguieiiazas a1n Aunndou LaTesudsniy
LazlA3ee19Ang 9 fumumdrdailunisimun “Tanvied” veagiau (Westecott, 2023) mwinwlunsusUonsn
Lildfuiiivsesdusznevdadiioniuau usidunisesnuuuiiiigaunisaldeusy wazanaunsadeansaulsivi
ion Anunda uazanaUzunsldngnadnga (Ruzanka, 2024)

unmnaiteiiinauensalfnwvenny The Rules duduinuuwa Point-and-Click flad1etuitedeansuay

v
o

AIAININARTEUUSIUNTNATIU M unalnvenukaz A mUsENe R uEUe SR danuliauelanauu i

3

a wva

nespdldiinneldngsudevdudunn negiauaglidudalszaunisalvesiiazasiondaudazuuRnungmn

e280621-3

e



ACAAD. , Vol. No. , e280621 Aiamniran et al.

Usems usindudundafuanaliaonsouarnsandaogdliduan mseenuuuinuFeilfdatufivsnnuiudii
mnusdumsssanusiunalndenmazssuuing tnglddydnual wnsees wlewdinme wavarnduneam
Tunsdeans

AR lF w1 TI9e18 sa319a536 (Creative Practice-Based Research) wagnsauiasnginis
PONLUULTIARNIToN (Feminist Design Methodology) AnuLuIAAUes Bardzell (2010) ?fﬂl,auaﬂmﬁﬂwmzmi
genuuuiiiumumaInvane nsildinsin wagnisasvieusisualegnalusila nenmglunuesnuuudifianuly
mMeimngeanaraeiuiimadenlitunduiignnavivludsen ileadrsassdnuneueuonsalugiusdonans
geanPImndliasiassnaazenimaneludenn nadnsiladlnluismanuiuiadatvindu us dadu

o o

W3Rl luNNSITEUS NIIASAINY WaEN1TERANTNIFIANNINGY KU wInmMdIAsosualkarANUTANEI9

P%
=

Anag

L -4 a o
2. NUITEIANITINY
2.1 ieanuiuukaviamnanuasugUa1snny The Rules Woasvioulasdoasuuifnansioy
2.2 WeUsuiliulseansnnueinguiifenvigy waranuiianelavesweinguildaudiegns ddenouiyl

215mnY The Rules NWmILNTY

3. uunAnuaznqufiientas

3.1 NTBULUIAANITIVY

aAfoillfuumenisidoiieadraassd (Creative Practice-Based Research) aifiunssuiudmifiiunis
afuaudiunsasdioujiR Inedinanuatsassdduimandnuasiaiastiolunisdisn finnu waekemonuds
wurfnog1afuszuy (Haseman, 2006; Scrivener, 2000) WU 9T imINEANRUUSUNTBINTOONLUUNLLAY
rouledensn (osanilalenaliyidelsiusraunisainmseenuuuinliifugiulunmsdansesiesdnimslmii
aeandasfuuiunvesdenusamae lnslanylulssiduiossndnuainana 81119 uaznsnaviuialassaing
nseuunwIAnlun Tt unou Fauanslusuiifl 1 nseunwaAnnsIdoidenlesuiunmsdsauiunseunqud s

wIMITaaisassamiludgniseenuuu raenunisUseliunasn1sdunseinnuslutugarine

e280621-4



ACAAD. , Vol. No. , e280621 Aiamniran et al.

vSunmudvAu
A wWldrhnfieumowweauas
s:uulmBUlae
ARvluScuusssu

nsaunqud
nnufjaasdou
msaanuuuBOIwIng
s:u0gu3smsoanuuuiBoaasiou
msoanuuunUBoIEIEDY
NS:UdUSEMSDNUUUINUIBOIANZDPUA:INNSSUGONS:UIUSE
2nnssuiBomwiuviupauisUansa
Theoretical Framework
Feminist Theory
Critical Design
Feminist Design Methodology
Narrative Game Design & Procedural Rhetoric
Visual Rhetoric in Concept Art

uusmoms3de
Ms3uBoaswassA
Research Approach

Creative practice - base research

NS:UDUMSDDNUUY
nouwUIny The Rule
Design Process

Game concept The Rules

dazns N naln it\.ﬂnm\iulnmw
Character Mechanic Visual symbols

AouloUinu THE RULES
ndaaowmuﬂau:‘ nuumawumsmb}‘is,
an3dlaiasulumnu
The Concept of the Game The Rules
Artbook, Mackup UX, Cutscene

EVALUATION
msusadu

MSANAS AN

SUN 1 NSOULUIAAIUINITIVY

Y

Figure 1 Conceptual Framework

3.2 nquijiitisadainside

3.2.1 NTDUNGEHVAN

nauianiten (Feminist Theory) @ siausdtanulivindousznitunaiaainlassadrmiadaay
Talusssy LLazé’wmaﬁﬁiai’mﬁﬂaaﬂu%ﬁﬂﬁﬂ’auazmmﬁa (Butler, 1990; Hooks, 2000) wqwﬁﬁaﬁuaqumséﬁ%
fouseunumamaiigniwusldmii wesuandlidiuianisnaviuiinssshsedndeiilusesugania @aan)
wazamna (aseasna) snddeldthumndaduldidunundnlunmseenuuusazas nalin wavaninwndesly
TanauuAnusssusnuauluBsdns

YeN9nd wuaAe Critical Design (Dunne & Raby, 2013) gﬂiﬁz’ftﬁaﬁmmmﬂuﬁwmwm “idasilons
Hoyey1” uwnuiiandufissdaiionrududic lneniseenuuunalnnuliiAnnnudnsn lduiueu viedeuuds [y
nsnsefuligidusamanuderifounassruuiidinuanugnisluny Gaasioulanadeiifndg sadlddinneld

ngnaueinealiaumnauna

e280621-5



ACAAD. , Vol. No. , e280621 Aiamniran et al.

Feminist Design Methodology k&g Feminist Human-Computer Interaction (HC)) # 10 kUIA AYD S
Bardzell (2010) aﬁ’uauumsaaﬂLLUUmﬁmmﬁ’]ﬁ’z:gﬁ’ummwmﬂuaw AsddIuTIN uaz I UANEAIAUNIY
p15univefld n1seenuuumLInmed W@or ann wasaioesisluiny The Rules Idsudniwaanuundni lne
LLamﬂﬁLﬁuﬁqﬁammmQ’M@ﬂul,muﬁ"l,zjﬁﬁLﬂuﬁaqaamﬂﬁmﬁ’uﬂiaULLUULLNuﬁé’muﬁmum

uaﬂmﬂ‘ﬁ ﬂ’liﬂizfgﬂﬁsi’ﬁl,mﬁﬂ Narrative Game Design wag Procedural Rhetoric (Bogost, 2007; Salen
& Zimmerman, 2004) 3suesinnuausaatenenlseiiudsdasadimitunalnnisiay Wy ng) FEAUAUNTD
sonsasine lnglddndudesiinisussenense q nmseenuuunalneu “sedls 6 lus” vise “lnamnunnand” 3
L“f]ugﬂwaﬁwaqmwﬂumuﬁﬁaﬁﬂmsmuqmLLasmwmé’a‘ﬁﬁaaaﬂuﬂizaumiﬂi‘uaﬂrﬁw@q

qmﬁw LLuaﬁmL‘?aﬂ Visual Rhetoric in Concept Art (McCloud, 1993; Westecott, 2023) %IslﬁLﬁu’h
awdsznavuazgunisnmlunueenuuuliissdiunuimaiiuauny widauisadienanynduninisiiies

[ ¢

AMuAn wazaunedidauldededings madenlddydnual 3Unss & uaznmsdnananinlunudadudiumis

YDINITAOANILTIANNT0
3.2.2 N3OUMIIANIIHENTD

ya v A

Tudunisuimsnszuaunsudanuliduszuu §3dedenld 3P Process lugiusnsounisdnnisnande

'
wvaa |

(production framework) tieiduia3aafloaiuayudajuafivelflasasnuiissuuuaznnaaeulddaau oy
Production Preparation Process (3P) JuluiAnane@ns Lean Manufacturing ﬁLﬁuﬂﬁmﬁ’mmmquﬂdﬂﬁy’qLm'
funouMsenLUUKARSUTRaznsTUILMISHAR Tneidunsvhauruiiudinanen (cross-functional tears) N3
$1a99 (simulation) LazwuIAn Kaizen Wioeonuuufinanlaitouazusyndanineins (Abdu Yusuf et al, 2016)
3p dninfiunumddnlussinsiidosniseonuuundnsnriuasseuundnegesiags fussansan uazmouland
anA

3.2.3 UadumsInUssiliunan1soanwuuLny

o

UDNAINNITODALUULNY U

v Ao

Wingusrasdiioinuszansnmanusenuuuiny lagendedadeviem
wUsfiaeviourianauAIfunIseenwuy wasdsraunisalveadiay aunsanuslaiduaungumdn laun saduszneu
Y94LnU (Game Elements) nalniny (Game Mechanics) uae n15wandna Uszaunisal (Game Presentation &

Player Experience) laun

@ 4

® asAUsEnaUYANY LU FazAs anuazAaIndey indesusineuardydnual Sudnadonisiuiuas
arandlavesdidu :uiteres Westecott (2023) uaz McCloud (1993) #41 nwuazessUsenoumaguniozl
Wigaudadannuenm uidiansodeasanuvmedainniieuazgaunsalls Yadunsiadldldtesanienny
Farauvesnsdeasrunw M uaonAdswstBIiUsENeUNWAULLIAAMEN tazszduALRsgauazaaule
EAGHVEE

o nalniny Wuilalumsdeastomadsan insganansaaienennismunuuazsrualalaglidedly
A15USTE18LALATI (Bogost, 2007; Salen & Zimmerman, 2004) mﬁmJizﬁwﬁmwmamablﬂﬁﬂﬂﬁi{&11J17f¢n’m
aenndesszinanalniudsuifuiiinudesnisdoas anuanmsavenalnlunisairsUszaunisalnisensual 1y

AIUNAGY ANUNE TEANMUIANgNAIUAN LarseAuANdlakazn1sRAINTedusianaln

v
o

® nsuanNaLazUsTaUNSAlEiaY laga1neuves Ermi and Mayra (2005) Usgdnsanvesnudsiueg

fun1suanmauaznsiidiusinvesdiay Jadensiadldls wu anuauasuaznsdeansiBeussenia auiau

e280621-6



ACAAD. , Vol. No. , e280621 Aiamniran et al.

Saumsnsuairufianelalnesiudenisay wasanuansavennaluniansedumsagiounionsnsmanands
Fapyl

nsmumwssanssadsiutlidiuin deysannsmguianiten uwAnmsssnuuudsinng sudeu
Fansdounay HCl 57udakUIAn Narrative Game Design, Procedural Rhetoric iag Visual Rhetoric U981
%LﬁmLﬁuﬂiaULLuaﬁmimziﬁLauadﬁaLﬂuﬁlﬁﬁﬂﬁmagﬁﬂawmﬁuLﬁﬂ wiannsaviviidwesesdloleinng nns
9eNUUUMALAT anTmuwIndey nalnnisiay uazesduszneunm annsagrldidutedoifeoonuuuideasi
lassaiediuna anuldviniien wasdssaunisainisgnnaviulaegiedaau Juhunguuifianisairanulagisng
wadn 3P Mldneualensauarnalnddudnualifunvmdniunisdeamsioasteunarsamausenulsivindiey
manaludiausivadsy Tasnuidedulinsusziliunalss@nsnineesuesnuuuinuidaining laglddadonazdn
wUsTiaenndasiuasdusynaunin (Visuals) nabnina (Mechanics) wa Usvaunisainisiau (Experience)

o/

4. 3N15ARUUIFY

v
[ o a

A iunsNelAnTaUNI9NSIT8LTaE519855A (Creative Practice-Based Research) wag n5auis

o

e ndeanstion (Feminist Design Methodology) Fudusuifeuiindniifmunfienianisideideadneassed wunis
a¥esAmudiumMIUfTRes Ingldnanuadsassdduiingidouasnsruiunife vasiinsouidinend
an3deu innudAnduanunainuaty nsildiusin uagnisagvioudszaunisall Jeersualvesdnialunis
ponUuY il L adnn1ansruIunIHAanacuaiteassdliissuy §35uldih 3P Process unldlugiugnsev
(framework) M3danswande Tae 3P et muntuneudsu iR Tin nawdsumsndn Mandananuaiiiasse
nsUfuud wazmsUszifiuussavsamuazanufienels ieliaenndesiuilvinevesnmsseniuunsulelendn
inalugiuziaieailodoasideininy 3 3P Process Wuedasiloatiuayunssiniunisidesufoanelu

4.1 FunBUAITATUNUITY NsefiuauIdentseandu 4 seer neldnseunseuiunsndnde 3P

v
v

Production Process AU

svegdi 1 MaA3BuNTSHAA (Pre-Production)

Tuszordidutuneuddylunismasngiuresnssuiunsifodeadsassd nefidmnediodonion
wwAn LHevn uasfiamesanuliaenadostulssiudymmedeuiidonisdeans sawdannsasanseunis
ponuuuiiingslunisrenuselassadedunaludien kounmwamuasnaloing

1) Mmynsziussirutymiedenm Qﬁﬁa@u&’uﬁwmiﬁﬁwLLa33meﬁamwﬁzgmmaéﬁﬂuimaﬁa
Taglanzegadanusuusadslassaiisuaznsnasiugudeiieogluszuuiamsssy adon wazunummaned
aeda Msieseluduneudldisnnseuusngnisalidainang (critical reading) neidoulosaruduiug
sevidndnual e uazd1une iledumunuvestigmitaunsamevenldiudeinuaziueenuuunn

2) msfnwmguiuaznsounnAniiisddes annsieszsityminediu fideTadendnviuunanma
nguiiilannsasesiunsassiausesruusunauazenimane tiua (1) Feminist Theory tiednlalassasnanis
navfutaznsassndnvalvesndsludsauvedulug (2) Critical Design wieldnisesnuuuifueiosdielunis
Fnnd ldleifeenisadaauaisnuniefiaddu (3) Narative Game Design i oaanuuunuiiiiunszuiunis

Aauuavyszaunisalveddiay 1nninisussaidinanenianaln (4) Visual Rhetoric wWiadnwdinmaiunse

#oansuseennedeny a15ual waznswlaalaagils

e280621-7



ACAAD. , Vol. No. , e280621 Aiamniran et al.

msAnwnguimarildiisadunisadegiunisanudnyingu wdRiefnuansaun1TeonLuULEs
gnsAansidnulun i demuas Ul uurasny

3) MaauilasuIasveny (Narative Development) fadelanmuilasuiesnuniglandnnisves

v

storytelling for social critique TmafvunlaTsasase (logline, plot, cutscene) ﬁazﬁauﬁamawam@ﬁaﬂﬁﬁa

agnelingunaeisulaidusssu Taadnanunds anulduiueu wasanuidndee n1ssestunugnesniuy

v
v Yee

Tiiaususinszaunsalvesiagasinumsnisaidanuagliionamdnides sSudunmazviouvedasaiieun g
P @ ' &
Mneviuegadussuy

4) n1seenwuunalning (Game Mechanic Design) nalninugnldlugiug nwinisdeasi@elves

v

(procedural rhetoric) Ingg3delApanuuunalniifanuvaneidadyyy wu "ngy" AYRuliHaudesUfiRnm "1na

U

ANUNGY" Nazauduanuizervesanimuinaey wag "sedanan’ A9angAnssuvesiiazasiudinlssdniu
asdusznouwatlilavihwihiievimerinvsvesdiaunuuinuinly uiieaisszaunisalveinisgnaluauwag
nsfusiedunalienavinidesdd Fansesiulanunsuaiveinisesniuulansioy

5) N15971909AUTENBULU DIAUYBINAITUAS19ETIA MUNITIRNLUUBIAUTENBULUBIRU LawA Fazas a1n

b3
[ L3 o =

Wor 1ATe9979 uazdanual gnimvuadunelduufa visual ideology taefiansan “amn” lugiuegidunaly

Y

msaymennuIsnediay Wy fMagasmdanudgasuissuiesusiinuluiedydnvaivesnisgnnatiuiaies

wianefiaziounsfing nsesssiiwlisnnae wiedudydnvalveanisegldsnanmsinnsiiuidndn duiu

Fydnwalvaannglimaudeniigudwaands n1seenwuumailiiyaywmunei eaddydnvalnnluiuusssy

nszlananvmeaumeunsinusssuliiauasiaudedsiaeduluiinUseiniu

@

6) M3UINwELFeIv15y (Expert Consultation) luszegvingvestunauinIeunisuin §3delanidunis

Y

~ v ' | 1% a aa ¢ Y = a a &
Uﬁﬂ‘iﬂ’]%L%EﬂﬂﬂQﬂua’VUq@]’N €] LUYU WWUWQHQLWNU?{QJ ANF9BNLUULNN N1TBDALUUAIREAS Lazdan1ndedal IWEJ

143815 80NNguAIBE19LULLIEA9 (Purposive Sampling) Fumungauiuuidednmnnildunudniazaiy

o w

Wervganie N13UTneddunumd1aglun1InaunsewulAn USUNANIaNITeankul kagnII9d@aunINwl

o

donndesvaaiomiuidmnevesuideludgaunisaluaz@aly
S2ELi 2 NISHANKNAIIUES19855A (Production)

syoriildudunounisaseassanauAuLuy (Prototype) Aflanwaustiunsingids (Research Object)

q

WATNEUIUNTIVY (Research Process) Tudies Ineiianwusilu “nsAneiun1svia” (Thinking-through-Making)
AULUININTDINITIVELTIA519855A (Creative Practice-Based Research) WazaanndoaiumanniIsuas Feminist
Design Methodology itiunisildiusiunisensunl guvisus wagnisagvisulseaun1saidin

mswaanasulusyeviudsoanidu 2 @ laun nswanaeuwlensn (Concept Art Production) kanns

= 1 o v L3

nandeaUsENaULNY (Cutscene & Supporting Materials) #3AT0UARUNITRBNKUUAN faazAT Tng deydnual wae

q

4 o aa

dodarinenlidunsosilodoansndnueanuide
2.1 msuanAauwUa13n (Concept Art Production) LunisainsassAtilomamiidunuimu “a1w
\Bedyanwal” (symbolic language) Liela1l5as Usgnaueisual wazasislanluny waztivelin1seaniuunazia

nsUsziliugennassiu Feminist Design Methodology (Bardzell, 2010) ﬁaaEJ"Lé’L%amImaqﬁUssﬂawm 5 VD9

WnulaeAIEun15e9l
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a

1) N1388NLUUAIAZAT (Character Design) i 338 laWaudazasndanuaziiazasusznauy lagli

LY

ANUAIAYU visual identity wazysagviounseensuauaInvatevednaneal (plurality of identity) H1u
nalnu Ly “inannurmands” gnasisiuiiensvaussdendnnislinnuddyfuosuniuasUssaumsnidou
yAAa (emotional transparency) filtfun1sasviousnsuaiiazysraunsaliuunum AU LaEAIY
Poudaneluvesiundsludrumeailulng nefimsivunnudnvue (Profile) warlaswasaniminaus (Visual

| a Y aa

Key) AdaLau 1wy nMsuansdnin dadiurinng iiednndsessesveinisgnalunurienisaedu nsldides

¥ '
A

usseuazdydnualvesngumneveuivihiuaninsiliafiuiiliiuidesesignnasiu (voice and marginality)
s

2) N1FENWULAINLAYAILINGaY (Environment Design) a1nsne 9 anelwnuldsuniseenwuulmiy
“fuitwisdrune” fusdidassadunseveu liiasduanmytwiifintueins anvestiniiu wiedadnual

4 [ 1

#na 9 Pilslunquazniivimd nsdauas 190 wagdemnanisiadeulmvesiiazasisddverlunsmiunginssy
warn1sTuiveiay
3) M33AYI1 UX/UI Mockup Uae Artbook #338ladavinlasesnsduimesineiildeiu (User Interface) hag
Uszaunsalflau (User Experience) tiadnasanisldnouiuidonmluny Tasidenldsuuvunasdias e
nsgfunIsevauesIesLivesidulduRus fulamuInsAeasiBauunin Wall Artbook Sevimihiiiude
FUTIWAMUTENBU UuIAn wazddunsiaFesiidumiloveanuide
4) M5777 Storyboard way Comic Sketch lHiflonaassguuuunisian3ssuuuddiunn uasitedoans
“duynsvesensual” Afazasuasiduayliduia lnskuantnuaziussefindatinisfinnalussiudn
Fumeutanund fdnvauniunisldfavaie “dearsussaunisadluamnsanalddodmya
(unspeakable experiences) LLaxLTJmIamaiﬁﬁmﬁuﬁmamami% (empathic space) duSugus/giau

Ya o @ ¥

2.2 n1suandausznautny (Cutscene and Supporting Materials) Uan2109MUAINT S {2789l

U

afuassdeuszneuniluguuuuamadeulmnaziadiiie Taoiunisaiisusseinanisetsual uaznisdeans
wRAEIIARY “Ussauntsaitudsyamduda” fail

1) Msndauaudu 2D (Cutscene) ada1ndnidos (Opening Scene) karaINaU (Ending Scene) U84
iy ngldinadanmadeulmiiSeuieusdaauludesunl nsindeulmvesiiaras nsidsuain wazides
Useneu druldsunseenuuveseitivezifieazrioutasvesnnalivinfeufidrasasude nsdndeidosming

AURS LazLeNng

o o '

2) msvenuuuldssusznauluinu (Sound Design) fanudiAmyeg1edlunuided Tnaawizluniu “dos

o

Alsdanmnsann” Wy (deeszds idosaumele uieideeids dehmhidudssesdiune msldidemindils
UTTLIUAT 9) widdssnaviuniedendu Suhmihiiduiunuwesnisaseui

3) Msdni3ee Artbook seulay] HasmumwUsznauwasuAaeldsunsTaEsau Artbook saulat]
LﬁaLmEJu,ws'LLaz?famiﬁ’wg’%ﬂmaﬂiw Nuunaanasy Canva uaz PUbHTML dethelwanunsatiaueldily
JULUUNSISIUNSaRU MIdnuans uaznsiiaueranuldelngaieassd

Tunwsau ssezn 2 dllijmiafisinisuds “do” wie “nandavnsfialz” wihtu wnuadunszuiunis
POINTT “A3719AIUNU8” (meaning-making process) 7113 auleadalzAulAsias19e1una waztdan ui li

Uszaunsalveaudaldgnile wiu wariuilulifdnvesnimuazing
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spoedi 3 Mavfuuduazdawdsunasiu (Post-Production)

sepzilviminiifunssuiuns “ndunueenuuulinaedununiidanu” Inedapsmneiie anaaeu
Usuuf wazdawiounauaiisassdlieglusuuuuiiannsadeasiamunsuaiveninesnuuuserfuasldesis
usiugh Farau wazasudu ldhasuludeonsual e viiegaumsal
5¥UIUNTTT denadeeTundnaes Feminist HCl 7iduni1sidnneuarius slaluanuiniseanuuu (design
intentionality) wagn3a3ne “Armdusius” senirssanuiudld Taslamzlunsdomsussifuifanusnzuis
WU ANUTULIHTUNA 81113 wagnsaIuaNluTInUsEI Tuve g

1) MsnsadeuANLANysiveaiomuasoaivassd (ifuldmumulasasndeuasUsznautesHaIy
ﬁu'wmm Iawn Cutscene (2D Animation), Artbook, UX/UL, Mockup, Storyboard ey Sketch Tun1sesivasuly
FunouillaildjaamzdeRanarnumaiin (Technical flaw) Wit uisssmdsnisUssdussduaudaaulums
doans mnudenadeivotensual ANuTULIIYeITImIEAN—ABe LazANAeLlBIvBUIARTIIMATINAM
(visual rhetoric) nelusuitaviun

2) MsUsuuikazdnIenIn @es wazdendnu na19INIATILRNINTINTDINANLLED §338lavinn1sUsy

29AUTENOUAN 9 lnudananuifn “Alignment between designer’s voice and audience’s reading” Faduwn

'
a va =

U UAniaasniseeniuuiidunisiuilinisinnuvesiliviediau lnenisusudsunlulussesiivsenausig n1s

WINNTRaAAIINE1IVBIRINW 8AIUANBI U] N5 BUIMULEBININE Y3 0T 9MILAUATIN BLTULSINATIUNTD
Uanudey Msveneviseannausieasdunvesdydnuaiungn Wweliiinanudanulutdvey Wy nsedusseznn

= = o 4 a1 i = a & Ao v Lo Y o A « o
°UENLﬂiaﬁiq\'ﬂﬁiaﬂqﬁ"\](ﬂ@ﬂﬂU33ﬂa‘UQ’]ﬂELVNGUQQ']’NVﬁE]ﬂ'ﬁUUW'LW] WUAUTUADULYNNUINNLBY “A15TALNAN

LY

ANUMINELTIFRA1T” (meaning-polishing) Midasenfuainulimnsauyies (aesthetic sensitivity) wagnsnsenting

AONANTENULTIDNTH IR YL

A A

3) NSMsEENENSIASaYlaUsENauNsUSEUNG Welinisuseliulusseranluaunsasniiunisiaogig

v
= a o @

fszuuuagladeyaniings d3duladavinaiealie fadl (1) wuudssdulsednsninvesnauglonsnnnauldu

dwsuiieanngy (2) wuudsslivauanuianelavesngudivianeg

'
a

szee 3 s udu “dunaundinisnan” luarunuiolanadavreauaankuUWINgy nnkadu

o

nszvIunsidAgylunisdassifouanudn mnuidn uazanduresdesnuuuliulsisududeiindeudmsunis

@ o '

Jufduiusiudsauniuanen ausdn uazidesasiouveduy

szaeil 4 n1sUssivdsEanSannazaunanweala (Evaluation & Data Collection)

seggaTneveIn1saiiunideiidimneioUss il unaueInauas9assAvdbun 1y Useaninimues

msdeans uay seauanuianelavesdiuans Tunmsiudeyauundu 2 ngudmanendn Toun ngudilerwey was

nauildnily Tnesiseazidendiail

1) nsUsEliuUsEaNS A nLazANUNanela

va o

(1) myUszidiulaenguiideivgy §Ieladniunisdunvaifalassasie (Semi-structured Interview)
warlduuvasuanuiosnuuumuinaiang Weliieivgylaussidunanuegissauiiu naluds
oy N130eNUUY warUsyansnnveinisdeans nansuseluainnguilivtivasiewngauduas

999319U89N1599NWUY FaanusathlUusultlunuddensanisesnwuuldTiningluauian
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(2) MmsUszdiulaenguildnaly nqudmnenilunfinudnuaeainany (Wu iwAanm o1g 18-

q

25 ¥ aulausviauanuwiniiey vieliuszaunmsainudony) lasulglindsiuisnseunnassldau
AULUUNAIY W3DUABULULABUNUL B USEuAMUNanelasanasu

2) Mmszideyauazdunsizing Toyailaa1nn 2 nquaggniATeinieisnig Jinseiiienids

U

AsuAM (Qualitative Content Analysis) wadmnédildaztilug msdaasgriesdnnuiln 3dednenmues
maugUandmnulunisdeansuseiuday Tnsmzitoandluuduniwady dumsnaudals wealulad way
N3EUIUNITREIUT VO

4.2 NHUAIDEN

4.2.1 NqUAWIEIEY (Expert Group) NauAEeyliaINNIstdenuulagas (Purposive Sampling) 1ng

U

v A

AnFeNIINENIUsEAUNTAllanEntegsies 5 U viselnadnuidy Hanuaseassn viseunummalvdnludiy

Anetaetulseiuniitad N1599NWUUED LagNITININENNAIAY T1UIUTINUA 3 YU UTENOUMIY

'
&

1) 4N3YINTAUANTERT WA NITHDANTNILNA

o

2) "nepnkuunuYsaRalunudsRIaniUsyaunisallunuiansaldny

£% U a

3) dn3nsalfavsswalivvsegideinyiulaniiie

7

Flsmqueazauldfunuudunvalfdasiaie uazwuudssifiunanuiteasyiounnudndiuluddniietu
oy mseenuuy wasdnenmvemanulumsieasUssiunadeay

4.2.2 nguilévily (General Audience) nauglivilulFannnisidenuuuagean (Convenience Sampling)
aneldnrsivunnudnsaziany (Inclusion Criteria) Lt olfaenndesfuidmansesiuide laofney
wuuABUm e sauaLTRf

1) 9185enINg 18-35 U

2) fuszaunsallumsuilaadeinuvieddviaetdn

3) finuanlaluussiiudeny 1wy Bvdans auwinidieumana viedeadassdldinng
nsivdeyadiiunsniunismewnsuuudeunteaulatl LLaxﬁmmmLawwpﬁBhummseﬁﬂmauﬁﬁﬁmﬁu U
fnauttovun 207 au Gaitetufissmeromsiinmgiuuiliuvesnisiuiusrnisfnrumasususuuludanme

4.3 \pesdlaildlunside

1) wuudunwalfdaseaing (Semi-structured Interview) lddmsungugidernegy wleiiudeyaisannin

Aeatuidomveany nalnnisidu nwiam wazn1sdoasuuAniiureuslensn lnedeloniali

agviousNLusAnivainuany

2) wuuUsEiuNAN A 9asIA (Performance Evaluation Form) dmiunguiifersngy Ussiiuluguuuy

unsduUsERIAT (Likert Scale 5 sd) Tasuvsaanidu 3 dundn Idun druidem (Content

Appropriateness) A1uN1508nLUU (Design Effectiveness) wagduNSAeaNIULIAN (Conceptual Clarity)

3) wuuusziiuaufienelavesfld (User Satisfaction Questionnaire) dmdunguildvialy Uszneude

HemauuuuIasdulszanae wazdmanuvaieda ieliaunsavsadiuldiaszduanmdila

mw3En uasdolausuuzifeiuussaumsaiilduanuay

\n3osiioTdetammminunisnssaeuaunsiweaiion (Content Validity) Tnegnssqandidiuiu 3 au

wazdn1susulanudaiauouwuznowtiluldase
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4.4 M3ATIitaya

4.0.1 FoyadeUiina Feyannuuudssdusislunguidermaguaslinly asgninseilagly adfe
W3R4T (Descriptive Statistics) I Atades (Mean) wazdauifoauuninsgiu (Standard Deviation) Tngld
Tusunsu SPSS et 26 ilesdunestAumLfianslauazauiusioyss S e stany

4.4.2 foyadanmunn Jeyaainuuuduniuniuasimeulaeilaargninsesidaeds eseiienids
AmNIM (Qualitative Content Analysis) Ingldnszuaunissudn numuaey uazsuunmnangvosse iy

FAYANUNTOULLIAA Feminist Theory wag Visual Rhetoric Wiadaasigiidusundn wiu anudlaniane,
Azanullvindiey Wuduy

5. NAN15798

o s

9IRS IUT TR UsTasALiNe 1) DONUUULATNAIUINAITUABWLEUD1SALAN The Rules Mide i oulLIAn

9
anstioy 2) AnwnszuiunseenLuullisaiiassanelinseuitiventeaniton waz 3) Ussdiulszansanuasy
anuitanelavesnguitegfidnonauiuuuuiaudy Inenanidvansaaguldnudwiuinguszasd fsil
5.1 NAN1TDBNWUULASNAIUINAIUAB U UBTI5ANN The Rules

NAUASI9ATIALNY The Rules Wulnumua Point-and-Click Narrative Game fi9anuuufusiiasdunuilu

Y A '

nsRsAnudesEUUgIwRINnaiug s Hiunalninuiideansideluey (procedural rhetoric) WagA1¥1A AL

mmwmm‘ﬁﬂqwmﬁiﬁ (visual ideology) TagWanUunuTunaulunszuaunIs 3P Production Process lawn ns

LWSHUNTHAN NITBBNWUUAS19ETTA NSUSULALALIAMSILNAIY wazn15UseliulseanSantasanuiansla

“Wlhe Rules

C =@ — nglovau na i UAmd —~ O 59

sUR 2 mihuniny The Rules

v

Figure 2 The Rules game cover

£ a va

5.1.1 lasaseduazudAnnan (Narrative & Concept) lasuisasaanuaseguulanauufngudsiosujun

« A o oA oy B Y a ua Y Y a du
aw “ng” Nhiszydneu widdeundaddlagliuddrmth wivgiRmunndes gudeidgnadne gnasuau uay

o U U

e

Tupnuidnliaensdenasnian Taswasmananagioulsziu “anusunsadalasaiie” Agndadeandaludin

17 17

333 Wnglianunsossylawudaininainesls uasagnaaniulaegnsls wnAavdnvesnudensyiliidiau santane

Y Y
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[

gadn Anund? wazauldudueu dulszaunisainisiau dldnsussenslaenss (non-verbal storytelling) St

4w o - .
LUINNNATNUNANNTTYBY Feminist Game Design

”&ﬂ

Logline

KkegvaAuKdY MAsaglukiunbngs:isudksulovAuna i Umo

wiisa:upUamuAnnnagvLdisa AT gAANMUIAUIED
{uvauzldeAuAlaSUMSUZUGDEDIEUBINAKAUSDUTID JKYy
1s99vdavwengulavAuauevNAVEINDEvFaANUAINISH /] -

o -
@
(]

1

sU 3 asuiiloiSaavianueanauwUa1sany The Rules

v 9

Figure 3 Summary of the main story of the concept art for The Rules game

DIALOGUE

aumwtaninluwaneduwatiu 2:ldsSumsaausu 3 uuuiuandioiu

1.NPC AnwudasAuuvior
2.NPC AddntaeqAuuiotd

3.NPC Alugau/s

JUN 4 fMegaunaunuveneuwUe1snveny The Rules

Figure 4 Example dialogue from concept art for The Rules game

ENDING

JUN 5 JULUUMsIUINUIVaINTaneYasReuLg U snTauni The Rules

Figure 5 The Rules concept art's various endings
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ngUaviu
6 A Uan

U7 6 anasuasnanilang waninisanunngildmuaugusuuaslenuanuinuuidentosiunsdulang
Figure 6 Storyboard of the opening scene, showing the establishment of the rules that govern the

community and the definition of sins associated with demonism

5.1.2 nalniny (Game Mechanics) insgnesnuuulviglauldanansamuruaadnsveanisnseihle
Tngauysal wivih “gnées” ynusens nalndrdgyusenaudig

1) “ng)” (The Rules) Adfiiuasuntaslinasniian Tngliudsanve

2) “inarunds” (Fear Gauge) avantuanilafosoust iy A MSUBIVOIBU Y3 LA

3) “sgdfanan” (Time Bell) Sritavalunisinduls uagstsdioniadhas foveasuna

nalnaileenuuulidiau lisdndsdnalunmsmuauny Swssiudadunuiall wasilunisieans

F9LASIAS1981U19HUTTUU (rule as rhetoric)

F /4

Tonaunuvde
(nnUavund d U A10)

U 7 lomeuntivdeny Judunalnmdnvesnuiiunussuumuaumginssuveaauluyuay
dunseuLazeensunAnlaglunsrinis
Figure 7 The rulebook icon, which is the main mechanic of the game, represents the behavior control

system of the people in the community. By reading and accepting the rules without questioning
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%

ATADIUKOIQNAD ATADIUKOIAWDN lonaus:uiv

JUN 8 ANAUVIIANAILAEAUNIARITNUTIALYIBUNAT N VDINITYNATUANAIEN WAL TAIINY

v

Figure 8 The fear and terror values in games reflect the consequences of being controlled by rules and punishments

513 04AUsznauLlTaninnazd oUsznau (Visual Design & Supporting Media) Has1UAT 198 55A
Usgneumedavianguseian laun
1) faeAs (Characters) aanwuulidsfianuuszue anuldviuey uazAuley Aagasndngn

ponuuulits dmhiSeu wikdensualnelunlianunsayaeenula

7]
’
P (\ —q

n)lan
LSONUURURDUUWUUDTUIIH UﬂDUH\)J\)ﬂUrﬂS
uno: W\)ﬂl{\)dDUUOV\luﬂnaU“}llﬂaﬂ 9 ,
HR)UURUK)SU{JDUDU lsaunmn UfﬂSU)U <)

(e B

o

ul (udvavdatan)
Kkegvienawau Dktilumsnariuas
Uniduidortkiuvauainy (sadnde
wuvdawn kavdnaduavisaldedia
safinaeilunudaudivfiud

JUN 9 mseenuuuiiazAIIan “uisen” uwazwididusiunuvesmisnariugidounniidinunaraseunsa

Figure 9 The design of the main character, “Heroine” and her mother, who represents the multiple

oppressions from both society and family
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Q0U9AY Wineddnu

0 a 2 .
- X A
»9\/\ ./°~¢ .
N {
R g 70N

CHARACTER DESIGN

LE o 8

5U#1 10 mseenuuumazasiiouansanuzkazunumagluyuyuluing The Rules

Figure 10 Character design to represent status and roles within the community in The Rules game

:

JUT 11 segaiudukazainaiefeenuuulasindaussiunalanninusssuainginialuleidy

Figure 11 Examples of traditional costumes and patterns designed with inspiration from various regional cultures in Asia
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2) MnuazanTWIRG e (Environment) sanuuuliRuuay Iaan visegniude wededs “Nuivlivaeasdy”

. BUILDING
I osion

Grugrodaunoly Gruithadtinu

drunAsaunsSo9aLaIAY daindnun

YA
o8y B TSP

doagrnisulutdiuoiu

JUT 12 m3eenuuuanuazan nwindedluing The Rules

Figure 12 The Rules game scene and environment design

3) dydnwalnin (Visual Symbols) 19y 13 eesafiiminfiiludiunuvesdunaeie inieauseniedgn

o

ulirausnanesdsluiiviana Wudu

9 Al

e

Roudw
Koodw (ya0iu)  Koedwv (doudian)  (Asaunsidoudiau)  taSavsivualavliu

JUN 13 ipsesneilanng q lduansaniusiasvthivesiiaras wiauamaneniwniideiinsaendesiarmaadiny
Figure 13 Various amulets used to represent the status and role of the characters,

with eye motifs that convey surveillance and punishment

ATouATIvONDIAN
oo wedwaednudodilioeuem

ity

5 i o
Tuunubasegnistudamunmuitousnswn el

JUN 14 wiugiuansdduruiunslugusudadulasassnnafinsuaungAnssuiiunguasnsing

Figure 14 The chart shows the hierarchy within a community,

which is the power structure that controls behavior through rules and labels
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4) @eaUsznou dsszds @esnela wisldesmdsen 9 Wedefsnsnaviuilisesnsaieasune
5.1.4 wanfnsiduluy (Prototype Outputs) nadugavnefldlunisusediu laun
1) Artbook 5210 mUsENBY FlazAs an wagAesunsuwAa TssluiBansdeansuaridunsoadle

FINNHTININ

BUILDING

DESIGN

A
a s
Dot m ROLE

Stuarny &

Jwnsaundovoueinu

e ‘Rules

C =@~ nniovAuna f UAD —~O 59

A
o0

dundnn

doasasduq

ux ui

fawtw (vodnd faebe () (osmiatsosoei)  whessiabivedny DESIGN

O o

Tancundofe
InaBesrtun A 0 o)

3UN 15 Misivestunursurleindasyiounsusegndliunifnanidenliinndiiunsesnuuudaieeassa
Figure 15 Overview of the concept art piece reflecting the application of critical feminist

thought through the creative design of The Rule game

2) Cutscene 2D Animation WAL BILAZAULSDY MNIYINTNLALLELLNDES19UITINTA LAZAIAIDINDS

“909U” NN URTeY

JUN 16 fegnunaununlunuiiagyiousisual nseufn waranunsaldudidugasyiounsasiiindnsuengs

Figure 16 Examples of dialogue in the game reflect emotions, mindsets, and compelling situations that

reflect violations of women's rights
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3U# 17 w130 “Game Over” WAgANAULUUAN 9 MARNHAGNSNsindulavesiay

Figure 17 “Game Over” screen and different endings based on player decisions

3) UX/UI Mockup $1aeeguuuumslaneuluiny lageenuuulvigiauidndn “lidmeSuiefiuiuen” e

AABANLIA

X/l

CONCEPT
\L\‘\a‘he ’Rules KikUvdanmavilasan

Q2@ — npllovdiu nd A UMy 9259 __ \wDaudumshgidu
MavisSuQuaIIUKUDdDlaUKUD

GAME OPEN

4

)
NEW.GAME %
CONTINUE N

SAVE GAME OPTIONS
CHAPTERS

mstwwinuuuudvdav:awisamldiWevasoided

P e S ickle test
mistowWinuuuudviatluasodalusztufinulwdin P

wlhe ‘Rules

LORD GAME

JUN 18 niwie UX/UI fidnaesUsgaumsalnisenuiasidenmaiudingdiussuu point & click

Figure 18 UX/Ul window that simulates the experience of reading and choosing
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Figure 19 A judgment scene between two women, where the player can choose to “forgive” or “punish”
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Figure 20 Storyboard and Comic Sketch in the design stage
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Table 1 Mean and standard deviation of the performance evaluation results of the expert group (n = 3)
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Table 2 Mean and standard deviation of general user satisfaction evaluation results (n = 207)
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