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Abstract

The objectives of this research were to study of factors affecting play choices of
digital content game platform using women characteristic leading to expanding digital content
business. The research followed the quantitative research by using questionnaires as a
research collective data instrument were used to random sampling 400 gamer persons in total
and Bangkok metropolitan as area study. For data analysis, descriptive statistics including
parsing percentage, mean and standard deviation were used.

The research result of factors affecting play choices of digital content game platform
using women characteristic leading to expanding digital content business were 9 elements, it
were analyzed by mean revealed that:

1. Focused on the content indicated at highest statistical significance level of mean
equal to 3.66 and standard deviation equal to 0.54

2. With the more concern on graphic and design at higher statistical significance level
of mean equal to 3.63 and standard deviation equal to 0.63

3. Followed by rule did significantly correlate with statistical significance level of
mean equal to 3.21 and standard deviation equal to 0.90

4. Concerning rule that followed by the scene on the statistical significance level of
mean equal to 3.14 and standard deviation equal to 0.90

5. Followed by music and sound effect showed that at statistical significance level of
mean equal to 3.05 and standard deviation equal to 0.95

6. Based on the result of platform found that the statistical significance level of
mean equal to 3.01 and standard deviation equal to 0.94

7. On the costume it was found that overall was statistical significance level of mean
equal to 2.94 and standard deviation equal to 0.94

8. Followed by female main characteristics level did significantly correlate with

statistical significance of mean equal to 2.72 and standard deviation equal to 0.10
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9. And the lowest is genres showed that the statistical significance level of mean

equal to 2.72 and standard deviation equal to 0.88

Keywords: Innovative concept, Digital content game platform, Women leadership characteristic

in game.
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