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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.
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6) M3UINwELFeIv15y (Expert Consultation) luszegvingvestunauinIeunisuin §3delanidunis

Y

~ v ' | 1% a aa ¢ Y = a a &
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o w
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o
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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
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| a Y aa
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¥ '
A
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s

2) N1FENWULAINLAYAILINGaY (Environment Design) a1nsne 9 anelwnuldsuniseenwuulmiy
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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
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Ya o @ ¥

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

U
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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]
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spoedi 3 Mavfuuduazdawdsunasiu (Post-Production)

sepzilviminiifunssuiuns “ndunueenuuulinaedununiidanu” Inedapsmneiie anaaeu
Usuuf wazdawiounauaiisassdlieglusuuuuiiannsadeasiamunsuaiveninesnuuuserfuasldesis
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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
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3) NSMsEENENSIASaYlaUsENauNsUSEUNG Welinisuseliulusseranluaunsasniiunisiaogig

v
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fszuuuagladeyaniings d3duladavinaiealie fadl (1) wuudssdulsednsninvesnauglonsnnnauldu

dwsuiieanngy (2) wuudsslivauanuianelavesngudivianeg

'
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szee 3 s udu “dunaundinisnan” luarunuiolanadavreauaankuUWINgy nnkadu

o

nszvIunsidAgylunisdassifouanudn mnuidn uazanduresdesnuuuliulsisududeiindeudmsunis
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szaeil 4 n1sUssivdsEanSannazaunanweala (Evaluation & Data Collection)
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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
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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
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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

sutu ldsSumsaausu 3 uvunuandwiu

2.NPC A$3ntoeqiuuoe ldnaudredmwaoluauls wWu msibutae

nsuanldanlautais:

3.NPC Alugau/soiigauvios

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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uydotan 29U97AY Wikedunu

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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Thumbnail sketch Comic (1/2)
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Figure 20 Storyboard and Comic Sketch in the design stage

e280621-20



ACAAD. 2026, Vol.39 No.1, e280621 Aiamniran et al.

ayunaniseanuuuNaureugUensmny The Rules (1) Wunavufavziion sining inauaunios

¥
o

flugaunisal (2) inseslianisseusuvuudunus Aulidiaudsdniy Wlduaduionnuduiia uag (3) Nun

104A2103an MUalenaliiianisdearsuszaunisalvesindludinumadulngniuniwvinmuaznalniily

'
=

Fndudesniurenss nansesnuuuilasvieuliiui reuwelersauazinuannsaduniasomeanuindndsly
NFIMNYEUIA waganunsodeansanulivinfsuymandliogsdndsinuysvaunmsaivesdiaulnenss

5.2 HANISANYINTZUIUNITODNLUULTIAS19655A

v
o

AsrUIUNSeanLUUluMUITadamdun1sA18linsauwLIAN N15IT8LT98319d55A (Creative Practice-

'3 a va

Based Research) %aﬁaLﬂuﬂizmuﬁﬂﬁmﬁmmﬁﬂﬁzyﬁ’umia%ffmammmflmishuﬂﬁmﬁaﬂgum (practice-as-
research) Tngtanzluanvifady n1500nuUY wazdeadiassd Wil nasuadassAsadlmduiomanan
Uanemn9989m 5398 vinnusvimi iy fufivesnisin ANUSEN NINARBY UagnTININY fivaeusiutuadied
WERE

NASINTEUIUNTT “AREIUNISYIN” (Thinking-through-Making) Tuniseenuuunuin nsadienalnszds

=

11 wazinanunad Miliglauidnietedndnnazusainasuadieiunisgnaiunaludingss nadnstdsagyiou

WWIARYBY Haseman (2006) and Scrivener (2000) fia5ungd1 “An3vi” (making) Wunsideludiies esanda
nalnfasnsuneliiinesdninusniniunisinuve sy

AsUIuMIRanalasunsiEsuAduLdaiienseuisinen Feminist Design Methodology A3ILLAAR

Ao o o

294 Bardzell (2010) Faifun1sooniuunilanuazail
1) nMsgausumuraInralevsssnansal (plurality of identity)
2) mslianuddyivensualuavsyaunisaldiuuana (emotional transparency)

3) msiUanunlvifiudeavesgnaaiiu (voice and marginality)

2
o

4) ATODNWUUNAIAINILABLATIAS 191U (design as critique)
WiaNAWNIABILWINIULP 8 WU
1) Msasfiespnuuuiiazas a1n waznalninu Wlilufissnisafenmidieussneuiom widunis e

M9d8Y" (indirect speaking) feUszaumsalvasmdsludinuignaiunu

44

2) DIAUTENBUTNNIN LU LATBILAINTY 1ASD9519 ySean?iUeiiu nanewdu  nwiveIn1snaviulds

< v

Tausssy Feaunsavansaantainglidndudasidasuiense

3) 1 @e9UTENOUBALTIMIZVDBNUIINUNTITY “AIwny” 9981U19 Wi LEeIsede dearde vseldusay

' o Y

gla Mldiauinnisnseming

U ]

fonsInasunuasluviu

1
VU v

AszuuMsigalatonaliiidelaneassearUSuninuIAnsenINeame #1un1suene (confrontation) fu

Y

Ve v oA ' = v v & o . PR o
ANUANYDINULEY (LYY wazndudmane Jeasvioulviiudnuaizves reflexive methodology Milusiala
AARYUIITUTIEN I T INETY

nadnsannsruluniseanwuuddlilaiissdoiianisdeas wiidu N154anI@aNVRINITHIAIDIUTS

1A598374 (structural critique) H1UAWWTIEUNTBE NlduzABIiauINUsTaun1sallaenss Tlynsiuansid

IR EANTG IR

e280621-21



ACAAD. 2026, Vol.39 No.1, e280621 Aiamniran et al.

nanalaeasyu nslEnseu Creative Practice-Based Research $3uiu Feminist Design Methodology %3¢

v
[

Trnauas9assAtuAs Il

o

wihilgslugiug "sanuAavs” uay wiesdievnsanud Ailafudliunasdidels

fduswlumsazviousiuna anuldivindiey LLa:Uisﬁ‘umia}umQ’mﬁuﬂué’mmwLﬂuiwiyﬂé’asmﬁwé’ma:ﬁﬂ%q
5.3 UizLﬁuﬂszﬁw%mwLLasmmﬁqwa‘kmaanejuﬁ”mshaﬁﬁﬁiawamuﬁﬁ'ﬁumﬁu
nsUsediudsvansanuavanuiianeladenanuduwuuasuigyonining The Rules Aifiunsiungu

'
= [

fegne 2 ngu leun (1) ngudiBermay uae (2) nguilimly Tngldiniesiioidoiiuszneusonuuasuamnng
drutszanauen (Likert scale 5 sedu) uazfanuaedn st nan1sinsgidmssannanmaluglvosriais
(Mean) ward2uide4.0ua1A5§1U (Standard Deviation) it eutanaszduainuAaiulundagsuiuseifiu &
swaBunseluil

5.3.1 mamsusziuInnaudisvey nquiidesngsuiu 3 au UssneuselinivnsuazfufoRau
Frudnsans Aavrde uaznu IdlinsUssdusanuly 3 dw ldud (1) enusangauveaden (2) aunmnis

BNKUU Way (3) UseansSnnlunisdeaswiuinn Wnelduuuuseiulseans nnuenauas 1 9@ssedatasunis

AFIVFABUAIUATHTNUDN LA

M13197 1 AadelardnuleauuinsiIureINan1sUTHEuUTE AN MU INaNUIINNAUELTEINRY (N = 3)

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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