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Abstract

In the context of the contemporary creative economy, Thai spirits, folk beliefs, and supernatural
traditions have increasingly become recognized as invaluable forms of cultural heritage that possess
significant potential for creative adaptation within the entertainment industry. Films and online games, in
particular, serve as crucial platforms for transmitting and reinterpreting cultural narratives to both domestic
and international audiences. As these media continue to evolve technologically and aesthetically, the
processes through which spirits are learned, perceived, and reimagined have grown increasingly important
in shaping the cultural and economic value of modern Thai creative productions. The objectives of this
study are: (1) to examine and understand the persistence of Thai spiritual and ghost entities through the
forms, content, and meanings expressed in 21st-century contemporary media; and (2) to investigate the
methods of creatively developing the forms and content of these spiritual entities to achieve international
acceptance through films and games, using a case study within the context of the creative economy,

specifically, through selected Thai films and video games. The analysis focuses on four works produced
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between 2012 and 2022: Pee Mak Phra Khanong (2013), The Medium (2021), Araya (2016), and Home Sweet
Home 2 (2021).

The research employs a qualitative methodological framework that combines systematic analysis
of the form, content, meaning and in-depth interviews with three experts from the Thai film and gaming
sectors. This methodological triangulation enables a more comprehensive understanding of both the
continuities and transformations that characterize the representation of Thai spirit beliefs in contemporary
media. The findings suggest that the portrayal of spirits in Thai films can be understood through two key
dimensions: formal characteristics and thematic significance.

In terms of form, spirit characters in the selected films are predominantly female, a pattern that
underscores not only cultural familiarity but also the strong visual and emotional impact associated with
feminine ghost archetypes in Thai cultural memory. These characters are rendered with notable realism in
bodily appearance, movement, and emotional expression, contributing to a heightened sense of
believability and immersion. Cinematographic elements—including mise-en-scene, lishting design, color
palette, and soundscape—are deliberately orchestrated to create atmospheres of mystery, tension, and
supernatural dread. Narrative structures in these films frequently integrate multiple genres such as horror,
drama, romance, comedy, and social critique, resulting in hybrid forms that grant spirit characters a more
expansive narrative function. Instead of serving solely as frightening supernatural entities, spirit characters
emerge as symbolic agents that articulate social issues such as grief, family conflict, communal trauma, and
the vulnerabilities experienced by individuals within inequitable social structures.

In Thai online games, the representation of spirits diverges in certain ways while retaining notable
similarities with cinematic portrayals. As in film, game ghosts are typically female and visually striking,
combining beauty with elements of fear and grotesqueness. However, games emphasize atmospheric
realism through detailed environmental design and lighting effects, while sound design tends to be
intentionally exaggerated or hyper-real to amplify emotional intensity and enhance player engagement.
The thematic content of these games often centers on vengeance, karmic retribution, and relentless pursuit,
which together produce a sustained sense of tension throughout the interactive experience. In this context,
spirits function not merely as narrative fixtures but as active, dynamic forces that shape gameplay,
influencing the player’s psychological state and fostering a more intimate and participatory encounter with
the supernatural than is possible in non-interactive media.

A comparative analysis of the film and game cases reveals several shared characteristics that
contribute significantly to the global communicability and creative adaptability of Thai spirit traditions. First,
both media rely on recognizable ghost archetypes—such as the dancing ghost (phi nang ram), the pregnant
ghost (phi tai thang klom), student ghosts, and possession spirits—that carry clear cultural associations
while remaining accessible to international audiences. Second, both forms emphasize distinctive aesthetic
design, ensuring that ghosts are memorable, visually unique, and symbolically rich. Third, the settings in
which these spirits appear—temples, schools, dormitories, rural landscapes—serve as culturally specific

environments that effectively communicate Thai identity and localized ways of life. Fourth, both films and
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games strategically incorporate contemporary storytelling and visual techniques, including influences from
Western cinema and global horror conventions, while maintaining links to traditional belief systems. This
hybrid strategy supports cross-cultural accessibility without diminishing cultural authenticity.

Overall, the findings demonstrate that the representation of Thai spirits in contemporary media
operates on multiple levels: as an entertainment device, as a cultural narrative, and as an economic asset.
These representations highlight how traditional beliefs can be reinterpreted in modern contexts while
preserving their symbolic significance. By transforming ancestral ghost narratives into creative content that
aligns with contemporary media aesthetics and international expectations, Thai films and games reveal the
adaptability and enduring relevance of local spiritual traditions. Understanding the roles, forms, and
meanings of spirits in modern media is therefore essential, as such representations function as subtle yet
powerful channels for conveying Thai beliefs, ways of life, and cultural identity. Moreover, they constitute
forms of cultural capital with immense potential to propel the growth and competitiveness of Thai media

within the global creative economy.

Keywords: The spirit of ghosts, creative economy, Thai films, Thai games
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Figure 2 Conceptual Framework
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Table 1 The Narrative of Ghost spirit in the Film Pee Mak Phra Khanong (2013)

1399512 Story, Content
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Theme, Action, Happening

The role of Thai ghosts has evolved from frightening beings to characters with love, emotions, and
humanity. They are now portrayed through themes of true love, emotional bonds, and coexistence with

humans. This shift humanizes spirits and deepens their relationship with the living.

fazas
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Character

Ghost characters are designed to be stylish, culturally distinctive, and visually appealing, blending
traditional Thai aesthetics with contemporary fashion, hair, and gestures. The heroine, “Nak,” features a
Thai-Western hybrid face and slim modern figure, while the hero, “Mark,” also reflects a Thai-Western look
with contemporary Thai-inspired styling. This design modernizes ghosts to engage younger audiences while

preserving cultural identity.

119110 Nak AU Mak

ain
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Setting

The sets prioritize contemporary appeal over historical accuracy, blending different eras to make Thai ghosts

more accessible to a global audience. Familiar Thai settings—markets, river piers, temple halls, festival

grounds, and WWII scenes—are used, while design emphasizes modern aesthetics within traditional contexts.
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Form of Expression

The emotional range of Thai ghosts has expanded beyond traditional horror to include love, humor,
suspense, drama, and fantasy.

Substance of Expression

- Verbal language: contemporary speech with wordplay, slang, humor, and philosophically meaningful
lines about love.

- Body language: clear, direct gestures conveying characters’ emotions.

- Visual language: vivid, well-composed imagery with bright, sharp colors that directly express scene

emotions, enhancing clarity and impact.

agudiaduwy amoumdiSes fiunn. nszluus (Pee Mak Phra Khanong), 2556

Ameunsfisnanszlyus gniaussiuesualuasuTunivanvans 817 mNsh AuRan uazANsEAin
ity Lmumﬁﬁmimagﬁummmﬂﬁ%ﬁnﬁguﬁmﬁmﬁﬁLﬁm NMsUsEENAlEA1w A1¥IN1Y WageIAUTENBUNNKUY
satodmald “nmdnuaivesiing” faudusyssuniusanddefuildienitluein dwalmfnesdaug
TmiRentu “nmdnwalflnedalouinsmadie” Fadunsnanuiifeuay o1sual Ltamamgﬁuaﬂwama U

Tiilngansamsiey wazasianulaaduludesuaisldedadiusednsam

e282399-10



ACAAD. 2026, Vol.39 No.2, 282399 Mungkornwong

anseii 2 Maa3odniann 09 Tunneuniides $15e, 2564
Table 2 The Narrative of Ghost spirit in the Film The Medium (2021)

1399512 Story, Content
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Theme, Action, Happening

The study presents the idea that spirits or supernatural forces permeate all aspects of life, not limited to
sacred forms. The narrative unfolds through possession, spirit mediumship, the inheritance or rejection of

spiritual duties, and attempts at exorcism.

fAazas
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Character

The characters reflect societal pressures and intergenerational conflict. Ming, a “victim of belief,” displays
primal negative instincts. Nim accepts spiritual duties with limitations, while Noi rejects them, creating a

spiritual gap in the family.

a1

Wi “Anuanese” Preiiundsesamases anfidaediisary viliuanisaimiiesssurfguilouaunsafniu
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Futinsrass Wudu

Setting

The film emphasizes realism to heighten horror, depicting supernatural events as plausible within daily life.
Key settings include a Northeastern Thai village, forests, caves, rural houses (wood and concrete), and a spirit

medium’s shrine.
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Trulveyuun QJunanlsd) Aningamn s

a rural house (made of wood and concrete)  spirit medium’s shrine
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Form of Expression

The film adopts a mockumentary-style approach to evoke “believe before fear,” using documentary-like
camerawork to make viewers feel like witnesses to real events. Visuals contrast warmth and faithfulness
(village life, rural scenes) with darkness and fear (ghosts, rituals), and shift to a contemporary zombie-horror
storytelling style in the latter half.

Substance of Expression

- Verbal language: use of Northeastern Thai dialect.
- Body language: two types—natural, realistic gestures and supernatural, unnatural movements.
- Visual language: two styles—beautiful, serene rural landscapes and ritual solemnity; contrasted with

frightening, eerie, and oppressive scenes.
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Table 3 The Narrative of Ghost spirit in the Game Araya (2016)

L‘iflm‘m’a Story, Content
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Theme, Action, Happening

The concept that harm begets vengeance, aggression, and violence is embodied in the vengeful spirit that
haunts and harms all who enter the hospital. This restless ghost symbolizes the cyclical nature of trauma

and retribution.
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£ty Boon 374 Ram

Character

Main Ghost Character (Araya):

A female student ghost who died pregnant, exhibiting two contrasting personalities. She is small and
slender with a beautiful face, but her ghostly appearance is terrifying and grotesque.

Supporting Ghost Characters:

Various ghost entities within the hospital setting or related to the game’s characters represent different
facets of Thai society. These include both object-based and malevolent spirits such as Jit (the occult killer),
mannequin ghost, wheelchair ghost, doll ghost, nurse ghost, Nong Ploy ghost, preta ghost, grandfather
ghost, restless spirit, biker ghost, grandmother ghost, and the deceased headmaster.

Roleplay Player:

The game features three main player characters representing diverse social roles: Marisa, a young,
attractive, and confident teenage girl; Boon, an overweight, dark-skinned adolescent burdened by gambling
debt; and Ram, a strong, middle-aged hospital security gsuard with long hair, a mustache, and distinctively

Thai facial features.

210

o I a . o o 9] A o o o I Ay
anwarn1seaNKUULTULLIANAS (Realistic) gaadetagiu ldanuvdniiiesanuiibed iWuanunsmalnsy
Setting

The design adopts a realistic style set in the contemporary period, focusing on a single primary location—

an abandoned, dilapidated site.

Tsane1u1asne (Mneuan) AatulsINeNUIas1e (MNeuan)

Abandoned hospital (exterior) Spirit Shrine in the abandoned hospital (exterior)

Tsaneuadng (nnelu) Abandoned hospital (interior)
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Form of Expression

Employs a first-person perspective, positioning the viewer or player in a role-playing or immersive context

Substance of Expression

-Language: Utilizes both written text and voice-over narration.
-Body Language: Presented in two styles:
1. Realistic and naturalistic gestures
2. Surreal or unnatural movements
-Visual Language: Employs two stylistic approaches:
1. Gruesome and horrifying imagery
2. Dark, mysterious tones—making use of narrow spaces, corridors, doorways, windows, concealment,
and obscuration—to evoke curiosity and suspense, reinforced by sudden, shocking moments designed to

startle the audience.
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Table 4 The Narrative of Ghost spirit in the Game Home Sweet Home 2 (2019)

L%IENTW Story, Content
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Theme, Action, Happening

The concept explores how transgressing moral precepts and engaging with dark arts leads to death and
spiritual confinement. Player characters enter the realm of Niwron and must survive encounters with

vengeful and malevolent spirits to escape this dimension.
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Character

Main Ghost Character (Ratree and Thida):

The character framework consists of two main ghost figures: Ratree, a modern-looking female spirit with
fair skin, a slim figure, and a small, sharp face of non-Thai appearance, characterized by jealousy and
malevolence; and Thida, Ratree’s older sister, a sorrowful spirit seeking liberation, also beautiful but
with a melancholic demeanor.

Supporting ghost : characters include serialized Thai folklore spirits such as Krasue, Pret, Pop, and
wandering spirits in shrines.

The magic-wielding characters : feature powerful exorcists rooted in Thai folk beliefs: Master Chai and
other shamans, possessing occult powers and dark magic, with long white hair, beards, and gaunt
physiques, alongside a calm, 30-35-year-old novice skilled in countering dark magic.

The Roleplay player : character, Tim, is a middle-aged office worker, fair-skinned, half-Chinese, wears
glasses, struggles with alcohol, and embodies a grounded, human perspective amidst supernatural

events.

1N

Svaugnseenuuulfuiuant (Realistio) Tanuiivansanuil usnituflegluiifivedtanada Mulandsal
anuitludsaiumnmdulng 1wy dilingasusilne gqanu §a Tuad vesun thsn fignalnsu sn¥a
Setting

The design adopts a realistic style, utilizing multiple locations that distinguish between the real world
and the Niwron dimension. Settings within Niwron emphasize traditional Thai elements, including wooden
houses of classical dance teachers, cemeteries, temples, ordination halls, rice fields, and overgrown

forests, all depicted in a dilapidated and abandoned state.

T1URY wazrlauTim and Jane's house Viﬁu”l Rice Field

Liaulmmmw ("Meuan waznelu) Traditional Wooden Teacher’s  Samai House (Interior & Exterior)

1 Temple luad ordination hall gaulve Thai Cemetery
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Form of Expression Horror, murder, investigation. Uses a point-of-view perspective as if the viewer or

player is role-playing. There is a mission to survive.

Substance of Expression

Language: Uses written text to accompany narration.
Body Language: Presented in two forms:
1. Realistic and natural body language
2. Surreal or unnatural body language
Visual Language: Utilizes two styles:
1. Gruesome and terrifying imagery
2. Dark and mysterious tones, incorporating tight spaces, corridors, doorways, wall crevices, and

atmospheric settings such as temples, rice fields, and graveyards at night. It relies on concealment, hidden

elements, and visual cues that provoke curiosity and suspense.
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Table 5 Summary Table of Expert Interview Results
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Characteristics of Thai Spirits Findings from Expert Interviews Using the Most Coherent and Consistent Data

and Ghosts as Portrayed in Analysis Method

Contemporary 21st-Century

Media
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- Most of the ghosts are based on well-known figures from Thai folklore, making
them easily accessible and relatable to younger generations, urban audiences,
and even foreigners. The focus is on reimagining and redesigning their iconic
appearances.

- All the ghosts are female, as women are often portrayed as emotionally
complex—capable of intense anger, deep resentment, passionate love,
jealousy, and vengefulness. These emotional extremes make female ghost
characters more terrifying and better suited to drive the narrative forward than
male ghosts. Physically, female ghosts possess a haunting beauty and sexual
allure, making them more captivating and intriguing than their male
counterparts.

- The ghost characters are portrayed with emotional depth and human-like
qualities. The emphasis is not solely on their viciousness. Instead, they are
given motives behind their actions—such as revenge or jealousy—that often

stem from personal trauma, particularly injustices inflicted on women, like

betrayal by a lover, separation from a loved one, obsession, or envy.
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Analysis Method
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The themes are contemporary and resonate with today’s audiences and
players, reflecting 21st-century perspectives. These include ideas such as
love without boundaries (even between humans and ghosts), the notion that
belief exists wherever one chooses to believe—and that no single belief
system holds all the truth. The stories emphasize that everyone has flaws
and makes mistakes; no one is entirely good or entirely evil. They also

explore the importance of letting go and accepting reality, even when that

reality is painful—or when the real world is more cruel than the spirit world.

3. Usetam

Genre

- naNa Uz eURs Tnewiuussnnameunsildsuanuden wu weru Ty
pan Tsuafin vide Ussiamameuniiiadadunausaniinuan Tl

Combines multiple film genres, with a focus on popular ones such as thriller,
comedy, and romance, as well as genre blends that offer fresh and unique

combinations of tones and flavors.

4. sUnuunsiEue

- #snsadesiidauiuanna Wy nsduauaevaiu maviaenuuugeud ns
WEnUUTng MalaEomaeLuLes vieldsusaes

Uses storytelling techniques with universal appeal, such as investigation and
mystery-solving, zombie-style haunting, plot twists, multi-perspective

narration, or shifts in point of view.
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The Representation of Thai
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and Games: A Case Study of
Four Selected Works

- ANUeUUY “Alve” gnihunldegndidnuasiany wseaulnaiulameie
v oA’ o a o - s a My
Aundal Mdusuvuvesdsiinesliiiu Usingnisaieduglile i
nsway # v wns F “flve” Aedunuainude ausssu Yssinduag
ANURNIzAuTaslvey

Y )

- JULUUR Tdnwauziuiinunanmuiuenudeiuinu viel (ynusyd1una)
Ylng Yau1esilne yaundnwilne viseytwindmia danuiind

TnggnesniuulniliAnnndiiv anusiuady

- llawdunsianuanisiy wazauass nadugnunneuleaiuainuiie

e282399-20



ACAAD. 2026, Vol.39 No.2,

e282399 Mungkornwong

dnwauzgdnlnefignuansesnly
fesauaioanasseil 21
Characteristics of Thai Spirits
and Ghosts as Portrayed in
Contemporary 21st-Century
Media

¥

HaNTHNAEIHITEIYIYAITNTIRTIRdayandnnudaandadniy
WINMgA
Findings from Expert Interviews Using the Most Coherent and Consistent Data

Analysis Method

BnsadreassAzuuuuuag
& s

Wan Tunweunsuaziny
NSAUANWING 4 1584
Lludnue (MeTaiusssw)

Creative Approaches to Form

and Content in Films and
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wanilieaiutfuaungs arande Besiifuaulne
- The concept of "Thai ghosts" is uniquely portrayed, as Thai people grow up
with a fear of spirits—representing the unseen and the inexplicable. These
beliefs often merge ghost folklore with Buddhism, making “Thai ghosts”
symbolic of cultural beliefs, traditions, and local identity.
- The ghost characters are based on traditional folklore and local legends,
often depicted in culturally iconic attire such as traditional Thai dress,
classical dancer costumes, student uniforms, or rural villagers' clothing. They
are redesigned with a modern aesthetic to create new, memorable visual
identities while retaining their cultural roots.
- The settings are highly localized and realistic, focusing on places associated
with ghost and Buddhist beliefs—such as temples, chapels, cemeteries,
graveyards, forests, traditional wooden houses, spirit and Buddha altars
within homes, canals, local markets, temple fairs, hospitals, and abandoned

buildings. These locations are deeply linked to fear, belief, and the spiritual

relationship between ghosts and Thai people.
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Games: A Case Study of Four
Works

1. In Terms of Cultural Values

- Thai ghosts hold significant cultural value. They are used as a tool to teach
people not to commit wrongdoings through fear, as ghosts in Thai beliefs can
bring both benefits and harm. They instill fear of the law of karma, respect
for nature and ancestors, and the belief in receiving consequences in the
afterlife. Thai ghosts are eerie and frightening, creating a chilling effect. They
are deeply embedded in rituals and traditions, present in almost every
aspect of Thai life. Moreover, Thai ghosts have a high level of fantasy,
featuring distinctive local characteristics and great diversity, which makes
their appearance intriguing and unusual to outsiders or foreigners. This rich

imagery offers vast potential for creative development.

2 ludayan (MaAsugna)
2. In terms of value

(economic value)

- Alveduiiteslunanede wazsyiulanlunatey Ussne Al Gedndududi
efaussslifueied Soudmaiilsndnliditinaulne wavaunsatan
Faulasaiadenilu desen aiayarmaasugialdedeiioduouan i
Ivefio soft power fid1Atyvasivg ineFossmiinnuduiiis Jansssu uazaal
\Wenaunanuiueg vhliiaunsasesenlunandnug uins uazUszaunsaliiad
YarN1ATYEAALlABNTMAINTIAIE DI

Thai ghosts are popular in the Asian market and worldwide across many
countries. They are considered cultural products that effectively sell Thai
culture. These stories are deeply rooted in the Thai way of life and can be
adapted to create new content, continuously generating economic value in
the future. Thai ghosts represent an important soft power for Thailand
because their stories blend entertainment, culture, and belief. This makes it
possible to further develop them into various products, services, and

experiences that create economic value through multiple channels.
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