5ATNAARITAUNA U 32 RUUN 1 NNTIAN — AQUWILY 2569 6

tyadsehnglunasaynaotiuaandnming: msAnwudnisuasanuuaznis
WawLssNSn Ty L sshng (Al Librarian Chatbot)

Artficial Intelligence In Thai Academic Librareis: a Study of

Board Game Services and Artficial Intelligence Librarian Chatbot Development

Aauadny Han1E (Jomkwan Polparsi)’

@naneod gailsziady (Saowaluk Sudprasert)”

NINA Qﬂﬂﬁ'&qumm@ (Juthamas Dussadeesoonthonsakul)’
Ueznly deariuyigy (Piyanat Angsanansuk)’

sudmsl Randl (Thanawat Mingmanee)®

‘pnanseilszan AnuznyreANERS WunAnendunenisAnng
(Lecturer, School of Humanities. University of the Thai Chamber of Commerce)
*91a19¢LI9vAN ADUENIVINTILIUAZERAIWNITNLENNT NuanendEuanisf ne

(Lecturer, School of Tourism and Services. University of the Thai Chamber of Commerce)

4 ussnining driinveayanans uanenaauanisdnng

(Librarian, Central Library. University of the Thai Chamber of Commerce)

*Corresponding author: E-mail: jomkwan_pol@utcc.ac.th

vl a

IffuumaAnn: 25 e, 69/ uitlatfudee 25 w.n. 69/ eudRlWRRNW: 22 R0, 69/ waunseaulail 2 n.a. 69

DOI:

unAnEa

4
a o

nn93daudnmanisliusnisuesainuluiasaynaniiugandneiaedlne wazinauensay

a a a o = a s o s Y o
wwaAnmang g unsimalulagdoyyidssivduarguansuraresuasanunidssen s ldwmun
Al Chatbot £1uiutsnisuasanuluiesayaanitivaandnen Tnefudayaatinad useuulutl 2569
andaannansauinAeauladinuiulas uas Aedianeaulal Facebook NennsuesanitiuganAnm
HanMsdIIAnUdiTesayaanTeanAns lulssmelne a1uou 67 uis aunstagaisnisuasany

uteanansaumeesulatinuivles uas Aedianeaulal Facebook nen1sresanntiuganAne



NMTATNANRISAUNA 1 32 Uy 1 ANTIAN — NQUILY 2569 7

14

N199AERIANENTALUWIAAAIMTUNNTTLATIEY TR A WAZNIIWAMU Al Chatbot Tng N9aLILUAAA
Tunsdmsziidaya taun SPECMAI Framework Tnailasilsznau 6 AAuan laun Aunldusnisieniy

i = YA H B 4 ‘dl o o Lﬂg/ -dl a
(Dedicated Space) 3¢iileun1319L3N17 (Service Policy) Hi@eqT1eyuasAnNUszaNuNLIng
(Expert Board Game Master) 1ilau1d01sza1duWus (Content) dean19dsetnduwus (Means)
mmimﬁmimﬂiuiaaﬁtymﬁﬂa‘zﬁ‘]ﬂg‘ium@ﬁma‘ (Al Chatbot Service Assistance) a1NNANIT4199

1 1 a o ¥ 1 % a;d o ¥ dl o & dl o a
Wuda919n19n19348 Taun nnsafayaansiiinereaufinaafuuesANNINO WA WILINNg
lAaeinaTaqa18y (Expert Board Game Master) warnisysaiinistlayyndszwglunisusnag
[} v
(Al Chatbot Service Assistance) LNa&aXUNUMMEd8193u13NFlUN19UINsUeTANN Aoaa il

A4a 1AW U1 Game-RACE Al Contribution Framework & 1% 51 W6 141 Al Chatbot LN @ 14 111 u

e e

AR UTTUNTNHAINTULTNITHUBEUIUATANN ATNHANITNARDL WLUIINTAULBIAAAINAND

[ |

arunsn lim Ty Angduiudisauuuztiiuasainug niauislaandsauuanianiswmun

a9

=

Toyayrdsehngiidunalndosanluiesayn AdulentadrAnylunisiinalulag dynyidsefng

d9

1% o a v v 1 1
mmﬁ\mqmn@?ulumm@mmm@gmmumm lﬂ@iﬂ

ArdAzy: FesaynaniuganAne dryeylsshng uanuen SPECMAIL uesainy

Abstract

This study investigates board game service and the integration of Al Chatbot for the service
in Thai academic libraries. Systematic survey data collection was conducted in 2026 through online
information channels, including official websites and Facebook social media of academic libraries or
of higher education institutions. The survey identified 67 higher education libraries in Thailand that
publicly disseminate board game service information through these channels. The study proposes
two conceptual frameworks: one for data analysis and one for Al Chatbot development. The
analytical framework, the SPECMAI Framework, comprises six core dimensions: space, policy,
expert, content, media, and Al Chatbot. Survey findings revealed two notable research gaps: (1) the
development of personnel with specialized board game knowledge to serve as board game experts
or game masters, and (2) the integration of Al Chatbot functioning as a librarian assistant designated
for board game services. In response to these identified gaps, the researchers developed the Game-
RACE Al Contribution Framework as a structured approach for building an Al Chatbot to serve as a

librarian assistant for board game services. Testing results demonstrate that the proposed framework
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is viable for developing artificial intelligence capable of supporting board game recommendation
tasks. The study further discusses pathways for advancing artificial intelligence as an operational
mechanism within library environments, highlighting the significant potential of Al technology to drive

innovation across diverse library service domains.

Keywords: Academic Library, Artificial Intelligence, Chatbot, SPECMAI, Board Game
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n1slfuIN1sue AN e LN uaRnefln tnadniaadimsney (Unit of Analysis) lawn

wasasaumAseulainIINIsIeusaziasanaLazaesantiuganAn e laimienig
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A ¥

uDNAaTaN AT s 1A NN U uaztang1sulauufnaa uazaadeanaaulayl

a

N19N17 Facebook N19AALARNUULEFLATIE W IEATN1TIABN WL LLA A (Purposive Selection)

1% [ %

TnaAafuaInseTeaniuni1sAn®1aInnIzNIenIsgaANANEI Ine1Aans I9uuaruinne sy

¥ ¥ = o

udanmuanusinsAnida (Inclusion Criteria) Ae WesaynsesiudngunsliLsnsuesanumLLeuns

o o

Hutesmveenlatimienisresanitiunisdnesiudain
3. LATENNAUAZNTTUIUNSNLTILTINTDYA

nsadaiifiusausondeya’lull w.a. 2569 atruduszuy lnan1saUAULALAIIRAD L

wnaansaninAsaulainianIIesuAazan I ugANANYY AIN9TANITUNNIANEIAINNIENTI
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NN9aANANET AneAans atuarudnngsy taun WulmsvmisnissesiasayavseanitiuganAns

o

(Library or Institutional Website), tydaadanuaanlaimienis (Facebook) wazianansulauase
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o K

szilaunisliusnisimeuns lugluuusana Teelduuuiuindasys (Data Recording Form) Nanaaes

v
o =

Audayan1unsauuuaAn SPECMAI Framework I9348 W B1ARaINN13datAsnziasAlszna
dgll Qi ° ' Y a 3 ¥ [ =2 é’i’/ 1 o
yatiugunaiusenisivsnisuedainuluiesaynanitugaumne Inenseuilfsaguunannig

Kl

—

D)t’

I o I

™ Y & & 9 N = & o

NI mimmi‘ummLﬂummﬂ@wuﬁ;mmmmummwa‘@mmuwu‘ﬂ NOHISHLEL LANNT WRUINITRARANT
1 ¥y KX v ¥ = dl o a 1 ¥ v
TANNINNITLUNONLDHA LL@Sﬂ’]?ﬂ?Xﬁ!ﬂﬁﬂ‘ﬁmﬂIuI@ﬂLW@@HU’&HHU?ﬂW?@ﬂ’Nﬂ?UOQHLL@‘Sﬁﬁ]?‘J@’&@Ui@

| o

TneaeAtsznaumaniifluarsaumanugungldusnisaniudasduiniewdinduladlduinig uas
E?J o

uasrilsznaundesayantsdeanslidaaulusyuuiisnisaisise (§34t, 2569)

SPECMAI Framework dsznausae 1auwn Space, Policy, Expert, Content, Media, a s Al
daifluasrlszney 6 Tavan asuneld ”qfi( TR (T Te? (Dedicated Space) (2) sziileiLinng
1513019 (Service Policy) (3) Q’ﬁmmmum% nudsganfuiiuinig (Expert Board Game Master)
(4) ilavnAetlszandusiug (Content) (5) Taanistlszandusiug (Media) uaz (6) nisysanismalulatl
Ity mﬂﬂa‘vmwﬂuﬂwmmaﬁ (Al Chatbot Service Assistance) Inaiufariagnldidunnannyuan
lun1smsaaaaudniesayausazuisinisuansdayauinislusiulaiine daouasudouiiesls
wazianwuuenisuiauaattels nasldnsausan @'mﬁwmumuwﬁﬂuﬂmztﬁ?mﬁ@Lﬁu%’m@LL@:
lugmzmﬂmﬁwévuwmmum*mmﬂummmmm‘ﬂizﬂ@uﬁﬁqLﬂurii'amiu?mium‘mLﬂmluu?um

WesanpanniuganAnelng

SPECMAI Framework
Board Game Service

S P E C M Al

Policy Content Media

T - v o= & . woow o
wunhivimsiawiz | szadisunnsliuins HL'UEI']'U'H'LIUE‘I'EFI nu . tidam BOINWUTTUIAUAUS NISYSAUINIS
(Dedicated Space) | (Service Policy) Usgdrivuiivims | Aeussudiniug (Media) waluladUa
(Expert Board Game 3BmsiaY Web or Social Media |UszRwglun1suins
Master) (Content) (Al Chatbot Service

Assistance)

mw*?'i 1 SPECMAI Framework (ﬁ 381, 2569)
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4. NMSAATIZULRYA NTALNITILATIZI WAZNISTIUUATIUA (Analytical and Coding
Framework)

o

Zj/ a 52 v o v dl o v o K o 1 aa
Tudunaun19atATsitaya A1 EIuWﬂI@ﬂ;IJ@VI@’]i'D@1®3J’]UuVIﬂLL@Z@@MN’]@IMHW’]M&IMT@Q

U

NIaLLUIAA SPECMAI Framework iaa1sunAdndgenasesssndnedeyantlsngivesdtlsznauiaes

1 v

N3aLUUIAA N193LATTTRYAYIAuMIgULLLTIN ANEMzAY ANATUTINERTaYs wazlsztAun

q

14
=

1avnell luusiaziii elsuiiudansey SPECMAI awnsnldesunalassafedeyaiugiuzessinig
vafanuliATauAguIiesln LUIMINAINAIIEAARBITLINANNITINENUINUASE TR DIN TN
ANTALANTBINITUIUNNTIATIT N3N MUANUIETRYA LATNNTEELNEATINTIBINTBLAATIEN

TIRNISIEEA NN,

HaannisldnseuuuaAn SPECMAI luniaufiusausanuazdmsnzidayaildy e

b4
o o o

N1381999ANNTBNLIN TN WA H N NAGDLANNIMNIZANTBINIBLUUIAATIE I BWEN LN T
AaE NAN9AR UINBYALIENaUNY 6 HAAIN1INIa9TUTaYannuATIaINLUasdaya189iaayn

Taagraidussuy denazsiauinnsay éﬁﬂmqa’jm*mmmmmlugmzm’?‘mﬁ@%Lmﬂw’u?ma‘m{m NN

o a

Tut3uniesaynanniugaudneilne luniendudu 88ndesngdeyadesniastauisly

2% v
o e

agiaRTEdAn e N IiTiuisTesdnarean1stinsuassiiun AL N EN 19U IR

o Ui

AINN193LATITIAINAN §Rdtunnad a L d9Asnriiie9319n194n1394% (Research Gap
Analysis) TungaU w9 An SPECMAI 914 6 NB Lﬁ@iﬁﬁmﬂ’lﬁ‘ﬁdLm"]:‘ﬁL?ﬂ\iLLuQﬁmﬁlﬁi’ﬂﬁl’am%ﬂﬂ‘l’lj@yj@
- e od N o - - '
\Tetlsrandaalaannnisdnsanaznisnsnsifitiennesinatluseiy

o

nsaU SPECMAI NasAilsznau 6 Nauan leud Space, Policy, Expert, Content, Media, kag Al
I & = % o o a - I a ea Y o
andeyaiugiwneadesiunisdauinisuefany unldidunseudimssifiann nnsldsva uas

wisedayannmasay Genmuaiiaulfjiznis (Operational Definition) tngldinauainigi saninia

U

[ %

(Binary Coding) A & (1) vi7a Ji (0) Tuudazln Aetl
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M15199 1 N3aL SPECMAI d1uitiiaszsditlan Hanndusnis uazinasinisliswa

FAN15ILATITI

ARENNLAZINN NS LIRS HA

UWHAITRYATIATIAEDL

>

& Ag v oa
1. NN U TenIy

(Dedicated Space)

FNUNFMFULINNTUBTALNNWENATN

& A L
Nunvialletnedniau

o o o o oa L A a
datszanduiusiisnig ITUNUNUINIT

WNUHY Directory HaaHA

= v a
2. szllgunns iusnng

(Service Policy)
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Jaulannsldiiznng
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3. fi@satryuafanuszativui
1/7n19 (Expert Board Game

Master)

= - o aa
HYAaNIUTERNANATAINTLITEY
URTANN Expert Board Game Master

o aa ! ! Y a
BUSUN LL@L’@ﬂuQﬁL@uLLﬂﬁmﬂU’iﬂ’]i

AaUsraNANRUFLIETN? Aansauuuzin
13N13 ANENTHUZUILTNNG BAY

YAATNT

4. \avdszanduwus (Content)

= da/ o v & A A a
Qannszadunus vive AND NANI

33119184 (Instructions)

Tnasflszanduiug vise Ailersng

s

ARaNIAYE 3EN9IAU

5. 49Nz aduNUS (Media)

= Y @ [ v
fnsldiulasmnanisreiesayn
WseanLiugANANEA (Library or

Institutional Website)

URL Website fiagj1ai3ina

= Y o dlﬂl o/ L
insldiinddedianaaulaimienig
(Facebook) U931asaNm1ae
anntuganAN (Library or

Institutional Website)

= o o ad o -
NBEYUVNUUIUNA mm@mcﬁm@@ﬂ@u

NN17 (Facebook)

6. N9ysuINIImATulat
Toyaunilsehnglunisuinig (Al

Chatbot Service Assistance)

Afyeylsrhndiduesesiiadasly
N13LUTNIT AINNIFRRIUIWIANTIN

1 a a k% =
dadsnuInisaaena lulatl

Avtlszmndunus szynngld

eyayilszfnglunisiiznig

5. Anudatiarasnsinsziiiam

N13358% Tuuanae 2 funauifielaiuaiearnutideie (Trustworthiness) 184N15748
Fannanan ldur Usgnasusn panuirdediesesdeya (Credibility) Tnarinuualddeyafiinuniinsed
ﬁ’mmmﬂLma'qmmumﬂ@ﬂwLﬂumqmm@mmﬁugmuﬁﬂmwiqﬁu wazduduiifedudu
AINGNADY sauvatufin Uniform Resource Locator (URL) dsznisiiaas anaanansalunisdneleu
(Transferability) Tnatiuinsgaz@antdunaeuiazanitiuliageazidan mm’iﬁiﬂwuﬁ’wahﬂ@uﬁu
lnannunaseaulainienis fadnanuiulifinauaunsdeyadinaiaresionsus Teazieusun

o » v gy o = o 3 = Yo
LL@Z’J‘S@U‘H@QT’]’W@@@W?LL@SHW?I?]“H@QVI’NVIBﬁ%uﬁ‘ﬂ’ﬁ‘ﬁﬁ‘@uﬂﬂ@%’ﬂﬂ@qw%‘ﬂLﬁlﬂﬂdiﬂ
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L4 o Qe ] aaa v
6. WRAINNAUABDITSLULAUIGIRE
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¥ a

2) Auuaqiiuassdaya asainuieiesayaeialdlalfulgedeyan e un e

U

a
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3) Al Chatbot 11139 8B T UU RN 391N IF LN IR LI ALTAINIAINNIFE1 29 WAZALATI I

v
¥ o

UR8AY)REN NN

7. P1SNANTUIATUASUBTTNNIGIAE

[ %

nsadaiianiiuntsnialdnanasasssunisiqemidunaeusuluszduaina AsauAgu

[%

N13ANATEIANLTUAIUAY N1 EIAINALTBITRYAANITY LATNITUTUIIANTT TRy AN AL

U

b
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o ¥ o a v

1 a o a Q;l/ tzll a o v a
atalANFURATaY el dayariannanldluntduiludeyanAand (Secondary Data) T9r@sayn

a

anugANANEUNEUNTAINNELAUNNTATINULNRYeasay s T e ANAN ¥ 1 Taadudasy
a o dgl Yo ¥ K 2 ¥ A ! .
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Accessible) W1l AaaANszUIuN1IAE luideyanainisnszysayanald (Personally Identifiable

o A ﬂao/ o c
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1
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Aunisiivdeyaanuyedlnansaredeyadiuyanadudanluo fadeasanniiunisdneiniels
o a a o dl o K K 53 1 v a !
WANA3LFITNNTIRENMNIzAN ATlaDan s lddayaanansnizetineiuiingey Antlsalalunieeeu

ua Laznig idnaliinanansenulun1udevnasantingeuningndag



NMTATNANRISAUNA 1 32 Uy 1 ANTIAN — NQUILY 2569 18

NANI52AE

1. usmsuasanylukasayadoniuananAnunaading

1.1 awsaaigafudaniuaandnsrasingfifivinisuasanuainissian
ANFLUAANANET (19199 2)

ca o

mszﬁ’ﬁmf«ﬂmﬂﬁ’mﬂ%mmﬁumsﬁnmmﬂmzmqqm?fqmuﬁm:m ANYVANGRT IREILA
UTANTIN (NTLNIIN B2 A1UAW 171 UWKe WU ﬁmmﬁum@ﬁnmﬁﬁu“@mm@{mmu‘l,uﬁ’@muqm
LLmﬁuﬁmﬂ?ﬂui (Learning Space) ANUIU 67 hita (Feaay 39.2 Mww%@%wum) ISERISIES!
NANNMINNAEFFIUNTL Aa1u91 20 uie (Feaiay 76.9) NGNNUIANENAEST AU 4 Wie (Feras 40)
NANNUIINYIALINTIA] AU 22 Ui (FBEAT 57.9) NENNNINEIALIITHIAR AU 6 U (FREaz

66.7) NANNUINYNRELANTU AU 14 LU (FREIAT 20) Waznguuanddin a1udu 1 uid (Feeay 5.6)

A19199 2 9189 UAUIudeIayAan TugANAN B NHLINITUefAINK AuunAINdszan

annfugaNAnE (N=67)

UszinnaontuaaNAnm MUY

1. uwAnenausglunndu 20
2. NNINENAEIFI093g 4
3. NIRRT TAY 22
4. UUNINLIFITTHIAR 6
5. NUNINLUAEILANTU 14
6. UANAINA 1

1.2 n5liusnsuasanuluiaayAa 0t ugANANET AMTNNTALLUIAR SPECVAI
(M15197 3 UASUWHUDNN 1)
HANNIE199AN LI HBIaNARDITUGANANHININNA 67 WHIHIN TS 2 WY
al

NANsAEBIUATLYY 6 HF TasunAansuIn1ga v suen Tuwsaz e wudd 3 85 NWasaye

o = | ~ Y
ALUUNITRENINNEA 1®LLﬂ
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1) wuﬂumm@quv (Dedicated Space) d oﬁ’%ﬁumﬁ‘%mm 67 Wi (Fazaz 100)

2) evndessm st i niniay (Content) RANLIUN1T 66 Wit (5a8ay 98.51)

3) sudaunnslsiuznng (Service Policy) RALiiunis 51 wite (Feeay 76.12)

4) 1a9n19Usz N NUs (Media) wiaidurrwiulas 42 wile (Faaay 62.69) way MU

Facebook 66 Wiid (Faeiaz 98.51)

o Qad‘ IS4 o =2 o a ¥ dl I aa v '
AMNTUNANNUINNNDNANAADIUURANANBIANLUNITUDLNGA N 2 l/Lﬁ]l,Lﬂ

gty UeFANNUsEa N UNUTNT (Expert Board Game Master) Ha1tHun19

o

=0

1) H
2 WA (Faeiay 2.99) 1uriaeasntunganm 1 uie LasUaNNIUmMWNUIUAT 1 LIS
2) NITYTDUINITIN ﬂTuTaaﬁfyﬂgﬂﬂ?:ﬁﬂgﬂum?u?‘mi (Al Chatbot Service Assistance)

HAHUNTT 3 uis HuieayA luNgINNANILAT 2 LW LAY BONNTINNUUIUAT 1 LIS

nsdnsanudndaduiuinisuInnaniz mﬂmﬂglummmm 67 @011y

(% 1
%

(%ﬂﬂ@t 100) %% ﬁﬁﬂ‘]:rm"l:fluwuwLLﬂﬂmmmmummwm mwmmummm Lu‘ﬂ\‘]'ﬂﬁﬂﬂ"\ﬂﬁ“a‘ll

nslduesanuuAnAsaInAanssinnseetnedaay endi ufanssui iddes wazilufianssungy

1
aa

gy FmsLRTnuIE A nanausauatnaiiltd Ty § 2 86 Wi nsRdmngnuesanuiean
Aufisnns ez n1sysunismatulatdoyoissfnglunisuinig Feflifies 2 anniu (Genaz 2.99)
ﬁﬂmﬂguﬁﬂﬂmmiﬁﬁﬁmmmLLu:ﬁm?‘mi TULNLIM Game Master uazHiNeN 3 an11iu (Feeay
4.48) AnsysannistliyaytlssAng lunissnig V’fq‘ﬁzﬁmﬁuﬂﬁiﬁqﬂt:ymﬁﬂ?xﬁiﬂjmiﬁu?mﬂuﬁﬂwmz
Al Chatbot AA2sLANANTY iesan 2 a011Tuld Al Chatbot drusumainuanasinig luansd
1 @0WuaI Al Chatbot drurfuunumnisiily Game Master iensuuztinuefanslundidisnng

TngIanIy

A19799 3 189U IUIUTBIAYAADITUEANANEIINNANHLTNTUTANN ATUUNATNHE

N39UN199LAT12UH SPECMAI (N=67)

ARn159LAF12Y SPECMAI Framework AU Y
1. ‘ﬁuﬁlﬁ'ﬁmn@ww (Dedicated Space) 67 100.00
2. szifaunnsliusnag (Service Policy) 51 76.12
3. sliﬁlmmfym{mmuﬂ?zf‘i’ﬁﬁuﬁu‘%ma (Expert Board Game Master) 2 2.99

4. Wannilszanduwug (Content) 18 26.87
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AAN153LASIEU SPECMAI Framework AUIU Saaas

5. 49Nz adUNUS (Media)

5.1 BulasmanisaesiasayaviseaniiugauAnmn (Website) 42 62.69
5.2 inyTdedinuaaulaiinienig (Facebook) 66 98.51
6. naysaunsmalulagiyydseinglunissnig 3 4.48

(Al Chatbot Service Assistance)

Space
100 100

90
80
70
60

Al Chatbot
4.48

Policy
76.12

Facebook
98.51

Expert
2.99

Web Content
62.69 26.87

UWHUDNA 1 wansFatazaasuinisuasanuluiasaynanitiugandnsivedlng (N=67) Aud5

N139LA3129% SPECMAI Framework

1.3 nsliusnisuasainaluriasdaynantiuaanAn e luLasuanNFUNNNIUAS

ATNNTAULWIAA SPECMAI

HAN13E199aN LI AR 9aYAAN1TUEANAN N TUNFINNNNIUATITUIN 21 UUY
Tusnnsuasany Tasluaiuauiwusdmes 1 uie (Faaay 1.49) NandunisIiusnsi@iaasiy
'8 o AﬂaJ -dl a a A I v QII a o 1
vafANNLsEANUNUTNNg uazdlies 2 wis (Feraz 2.99) Aysunis Al Chatbot Tun1913N19AIN4a11

le, o { o o‘dy A ada { o a o o I ]
UANAINY HANITA1TIANLANNITU TN FUNUSIUANIUTAITNAU T9ASHANARITUAY Taal 7 Wiis

($eeiaz 10.45) (AN9199 4)
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HANNIANIIANUINHTRIAYAADITUAANANHIUBNNFUNWNNIUATATUIY 46 LU
Tusnnsuasany Tagluaiuauinuddmes 1 wie (Faaaz 1.49) Nandunisliusnsfidiansioy
'8 o d” -QII a a A ] v ndl a o 1
UafANNLszaINuNLINg uariines 1 uis (Foraz 1.49) Nystunig Al Chatbot Tun1915n1989n4a11

a’l’ o 1 [ [ rd’l’ A aa 1 o al o o 1 [ = |
UANAINT HANITANTIANLINNTTU LT NN BT HEUYTRITN19LAY F9AIRNa TR uAY Taad 11 wis
(Fasay 16.42) (AN91497 4)

d o A Y . y . . 42

WanlFounauiesayans 2 ngu tdwuaou@an laiusendean 1 unaIn g
nAaafuarLENIsuasanuluieIayn ANHIINANN34199380ARRBITLNINIINNRNNIANTUN9LENS
geqnlu 4 16 Taun

1) WunlFusnnsianie (Dedicated Space)

2) Henndelsrandnnusuzadanisian (Content)

3) szbaunnslfuinng (Service Policy)

4) 1eIN19Uszan&Nnus (Media)

o oA

o Qatdl ¥ o =2 o a ¥ tﬂl = aa 12 '
AMNTUNANNUINNNDNANAADIUURANANBIANLUNITUDLNGA N 2 4R 1®LLﬂ

1
=

1) J@snmnnyuesainuilsyarnunisnig (Expert Board Game Master)

2) nsysaunianatuladdiyytlssAngun1iinag (Al Chatbot Service Assistance)

a

AN5199 4 PIETUINUIUTBIANAANNLTUGANANEN TUNFUNNNUIUATLAZUBNNINNHINUAT NHUTNNS

UATANN ATLBNATNAANTALNITATIZH SPECMAI (N=67)

Tunganne UBNNFINN

AAN199LA312Y SPECMAI Framework - = - -
ATUIU TRURS ATUIU TRALNS

2

1. Wumﬁﬁmiqux (Dedicated Space) 21 31.34 46 68.66
2. suifaunisldEnag (Service Policy) 18 26.87 33 49.25
3. Qﬁmmmurﬂ{mmmﬂi:fﬁﬂﬁuﬁﬁmi (Expert Board Game Master) 1 1.49 1 1.49
4. iWpvntszandiniug (Content) 7 10.45 11 16.42
5. 4aan19U s dunUs (Media)

5.1 Bulmsmienisaesiesayaiiseanitiugandns (Website) 16 23.88 26 38.81

5.2 1o Tdedinnesnlaiinnenis (Facebook) 20 29.85 46 68.66
6. nMeysnmatulagdyyidssinglunisinig 2 2.99 1 1.49

(Al Chatbot Service Assistance)
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n1gdngaadenudnluaiuauiesayanmaunsdayanisliuinisuasainu

asialunI9N19919 67 201111 Huasanuliuinisluauunuansneany ldulsdudannaacupacinale

o A o

Tuatuoulszansli@nuseinanuiresanitiu Insandeyaluiulasmisnissesiesayn

anntiugaNAnEenTuLii AN MNEILAT YsngTeTenefanuaIwIn 140 1NN

2. NSUSMINIS Al Chatbot LvadugsnLEN1suasanNluiaayn

a v

Tun19Wm 11 Al Chatbot § 1915014117 Board Game Master §34aldaanuy u

N13%11914 289 Al Chatbot 1911 Text-based Conversational Al Chatbot H U1 ANANINaNAA ¢

Tnafudeyanuguresdlduinisnndssunanadiudeyanugiuresnuanyazuesanuniliiuinig
o 14

waaaeagluaiiuAunziivefainy Gadamunandeayalugiuainngaes Al Chatbot Aanany

Tnaandedeyaingiuainesdisznevlugudnsuzudnaesuadany 5 wadaya LAud anuiudiau
(Group Size) sz nAMNNNFBINIT (Preferred Game Types) nalnnisiau (Game Mechanics) Mmrﬂm;l:

Y38INTRINN (Categories/Themes) WaZIzaIZIa1NNAUTLN7LaY (Time Available for Playing Game)

Al Chatbot Game Master
Knowledge Base

SwrudiEu szazIaEaU
(Group Size) (Play Time)

M 2 edeyaluguaingaed Al Chatbot Game Master

A1s19% 5 Faeeedayaluusaviandeyaeegiuai1niaed Al Chatbot

URTAYA AIRENNTRYA

1 [uuLiaU (Group Size) sryAanLFNauNenseanusesiulfetaminzan

dszinninuisiasnig fagasenslssinninundliisnng
2 5

(Preferred Game Types) i inunagng inaln wrainuilgm

! ¥ 1 3 eiel Y oa

nalnnisiau aganalnnsausasuasanud iisnis
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