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Abstract

The objectives of this research were to: 1) design and create 2D
animation promoting Thai traditional games for Generation Z students, 2)
evaluate its appropriateness, and 3) assess its acceptance among the target
audience. The sample group comprised 160 students from the Animation,
Games, and Digital Media program at Bansomdejchaopraya Rajabhat
University, selected through simple random sampling using a lottery method.
The research instruments consisted of structured interviews, appropriateness
evaluation forms, and acceptance evaluation forms for the 2D animation. Data
were analyzed using mean and standard deviation.

The findings revealed that the developed 2D animation, with a
duration of 3.50 minutes, received high levels of appropriateness (X= 4.17,
S.D. = 0.55). The acceptance evaluation of the animation among Generation Z
students also demonstrated high levels overall (X = 4.07, S.D. = 0.59). These
results indicate that the created 2D animation effectively serves as an
appropriate medium for promoting Thai traditional games and has garnered

significant acceptance among Generation Z students.

Keywords: 2D Animation Creation/ Promoting Thai Traditional Plays/
Gen Z Students
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