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Abstract

Long-standing Thai traditions and cultures are of great importance and need to be preserved
and promoted because they help cultivate good morals and moral sensitivity among Thais.
Despite their long existence and values, Thai youths these days seem to neglect such traditions
and cultures because of the influx or inundation of foreign cultures. Thus, this research proposes
a solution to the problem with the following objectives: (1) to design the design prototypes for
game development to promote Thai traditions and cultures; and (2) to evaluate the design
prototypes. The present study applied the system development life cycle (SDLC), the DMAIC
quality methodology, and the human-computer interaction design process. The findings showed
that: (1) the study found 4 prototypes of game design; and (2) for the measurement and selection
of the prototypes, the third prototype had the highest mean of 4.00, which was consequently
chosen by the expert, which was consistent with its mean.

Keywords: computer game for promoting Thai traditions and culture, DMAIC, design prototype
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