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ABSTRACT
This research is to study the concept and theory of board game creation, to

develop a board game to explore Himmapan animals to promote cultural tourism, and to
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evaluate the results of using the board game to explore Himmapan animals as a research
and development model. The sample group used in this research is tourists who travel to
Rattanakosin Island and are interested in playing board games. A questionnaire was used with
a sample group of 430 people and a seminar based on experts. Data was analyzed using
statistics and content analysis. It was found that tourists’ interest in ancient sites and
antiques was at a high level. In terms of interest in Himmapan animals information around
Rattanakosin Island, it was found that the connection of tourist attractions was at a high
level. In terms of interest in visual arts of Himmapan animals around Rattanakosin Island, it
was found that architecture was at a high level. The evaluation results of the board game
exploring Himmapan animals around Rattanakosin Island by experts in terms of game
mechanisms found that the goal of the board game is to insert information to help players
understand information about Himmapan animals as much as possible. In terms of game
components, there are tools to create motivation to play. In terms of game content, it
provides knowledge about the history of Himmapan animals in a clear and easy-to-
understand manner. The results of the satisfaction assessment of the board game of
Himmapan animals around Rattanakosin Island of tourists can be summarized as follows: In
the first aspect, the game content, it was found that the board game created the most fun
and enjoyment for players. In the activity aspect, it was found that players participated in the
activities to the greatest extent. In the tourism aspect, the game made players know about
tourist attractions around Rattanakosin Island. In terms of the quality of the board game
tools, it was found that the tools were consistent with the content and promoted learning.
The scores were at the highest level. The results of the examination and certification of the
model in terms of appropriateness, feasibility, correctness, and comprehensiveness showed
the highest quality.
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31w 5 Tu TnemiadagasdniiuniuissediolstvuavaunsalasunmuussinvdniudazUssnm
Usziviag 1 T dlegflauiiivazaumindazasdaifiumudasudiuou 5 T udh fiduduadiaudnay
av 1 ASs fetnauinud uasdutuasuuurousasdiduiioniouy 8) naussloru arudes uay sta
(Stakes Risk and Reward) 3mssied neinrndsvasnminfazasdniiumudioguuiionn uddonsn
$1uau 1 1u 48U mindazasdarifumudiegluanuiiviendisnddpiu dramdwesnmingazas
doriRamuivonsunnn feuanduderuzudansnifuniafasasdnifunudtul uuileves)
alddunourts 8 4 ansnianldiieRauindlsifirmiiaulaussiyeuibiviioulas wavanun
U5591n0UTeasAves wnals

AT 1 NSEAUNUEIFI AL LA TaUNESAULNFUNS
wn: §338, 2567
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fuimsmhsnumsveafisnmenulnduniamsminnunseanllssgndlfifiedaaia
nsvieafien WeliAnguuuunmsvienfisuuulniuandulsslomivogumuluiiui

2 dorausnuzdwiumsideasialy

1. ansnideyaildanmafnuideiluldfumaiinunssauioduaiumaviondenly
Nuiou 9 14

2. NMIITY {ITULaUBLULNANNITERNLUUINUTBdLESNNT DL NEIn WmannITlunIs
A5190N3

References

Tourism Authority of Thailand and Department of Physical Education. (202 3). The 3rd
National Recreation Development Plan (2017-2023). October 31.

Saijai, K., (2017). Buddhist Art and Knowledge Management. Ratchaphruek University Journal
of Humanities and Social Sciences, 3(1), 1-10.

Phulnapon, N. (2 0 1 9 ). Designing a Board Game to Raise Awareness Among the New
Generation About the Benefits of Public Parks: A Case Study of Lumpini Park, Bangkok.
Master of Arts in Human and Social Development, Graduate School, Chulalongkorn
University.

Silpachaisri,N., & Pitsapoomviti, P., (2018). The Development of Himmapan Animal Creation in
the Rattanakosin Era. Truth Electronic Journal of Silpakorn University, Humanities,
Social Sciences, and Arts (January-April 2018), 11(1).

Kitjawan,N., (201 8). Design Thinking: A New Perspective for Thailand's Healthcare System.
Journal of the Nurses' Association of Thailand, 33(1), 5-14.

Chinchareon, P., (202 1). Developing Learning Activities Using Board Games to Promote
Ecosystem Literacy for Grade 10 Students. Naresuan University, Phitsanulok.

Waraphieng, L., (2021). Gamification for Fake News Awareness Through the Design Thinking
Process. Knowledge Repository, National Institute of Development Administration.
Accessed June 7, 2023, from https://repository.nida.ac.th/items/79d0881a-cc60-42a4-
9857-5b8b06bb2f7c.

Inchamnarn, W., (2020). Gamification Design. SE-EDUCATION.

Preedakorn, A, (2014). Designing an Educational Board Game on Natural Color Wheels for
Grade 6 Students. In Master’s Thesis in Education, Srinakharinwirot University.

Jehsamae, A., & Phondee, S., (2017). Developing a Prototype Tourism Simulation Game Using
Gamification: A Case Study of the "Puranavas: Fun Travel Game". Thonburi University
Academic Journal (Science and Technology), 1(1), 14-23.

Cochran, W. G., & Carroll, S. P. (1953). A sampling investigation of the efficiency of weighting

inversely as the estimated variance. Biometrics, 9(4), 447-459.



Journal of MCU Buddhapanya Review Vol. 9 No.5 (September-October 2024)

Eisner, E. W. (1976). Educational connoisseurship and criticism: Their form and functions in
educational evaluation. Journal of Aesthetic Education, 10(3/4), 135-150.

Hambleton, R. K., & Rovinelli, R. J. (1986). Assessing the dimensionality of a set of test items.
Applied psychological measurement, 10(3), 287-302.

Silverman, D. (2013). How to learn board game design and development. Retrieved
December, 18, 2015.



