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ค าน า 
 

ACADEMIC WORLD EDUCATION & RESEARCH CENTER ได้ด ำเนินกำรจัดประชุมวิชำกำร
นำนำชำติ WCES-2016 : 8th World Conference on Educational Sciences  ณ กรุงแมดริด 
ประเทศสเปน  ในระหว่ำงวันที่ 4 - 6 กุมภำพันธ์ 2559 รวม 3 วัน โดยได้รับงบประมำณสนับสนุนงำนวิจัย
ตำมประกำศมหำวิทยำลัยรำชภัฏสวนสุนันทำ  

กำรเดินทำงไปน ำเสนองำนวิจัยได้ส ำเร็จไปด้วยดี บรรลุตำมวัตถุประสงค์ ซึ่งกำรน ำเสนองำนวิจัย
ในครั้งนี้มีกำรน ำเสนอบทควำมรวม 658 เรื่อง ทั้งในรูปแบบของ oral presentation จ ำนวน 533 เรื่อง 
Virtual presentation จ ำนวน 101 เรื่อง และ poster presentation จ ำนวน 24 เรื่อง จำกนักวิชำกำร 
49 ประเทศ เช่น ประเทศไทย ประเทษมำเลเซีย ประเทศตุรกี ประเทศคำร์ซักสถำน ประเทศสเปน 
ประเทศสหรัฐอเมริกำ ประเทศกรีซ ประเทศเกำหลีใต้ ประเทศโรมำเนีย ประเทศบรำซิล เป็นต้น โดย
ประเทศไทยนั้นมีมหำวิทยำลัยที่เข้ำร่วมน ำเสนอผลงำนวิชำกำรในครั้งนี้ 152 บทควำมจำก 12 หน่วยงำน  

กำรน ำเสนองำนวิจัยในครั้งนี้ เป็นกำรพัฒนำอำจำรย์และนักวิจัยให้มีประสบกำรณ์ในกำรน ำเสนอ
งำนวิจัยในระดับนำนำชำติ  ทั้งนี้ต้องขอขอบพระคุณมหำวิทยำลัยที่อนุมัติทุนในกำรด ำเนินงำนวิจัย และ
อนุมัติให้งบประมำณในกำรเดินทำงไปน ำเสนองำนวิจัยในครั้งนี้  
 
 

ลงชื่อ  
อำจำรย์ ดร นิรชรำภำ ทองธรรมชำติ 

              20  กุมภำพันธ์ 2559 
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1. ข้อมูลที่เกี่ยวข้องกบัการประชุมวิชาการระดับนานาชาติ 
 

1.1  หน่วยงานจัดการประชุม 
หน่วยงำนที่จัดประชุม  ACADEMIC WORLD EDUCATION & RESEARCH CENTER หรือ WCES 

 สถำนที่จัดประชุม Torrejon Hotel Conference Center, Madrid, Spain 
วันที่จัดประชุม   4 – 6 กุมภำพันธ์ 2558 
Conference Title  WCES-2016 : 8th World Conference on Educational Sciences 
บทควำมที่น ำเสนอ Thai social context in Apichatpong Weerasethakul‘s films 

1.2 ประโยชน์ที่ได้รับจากการน าเสนอผลงานวิจัย ในการประชุมวิชาการระดับนานาชาต ิ
 กำรประชุมครั้งนี้ได้ประโยชน์ในด้ำนต่ำงๆ ดังนี้ 

1. ได้พัฒนำบทควำมเป็นภำษำอังกฤษ และได้ประสบกำรณ์ในกำรน ำเสนองำนวิจัยเป็นภำษำอังกฤษ 
2. ได้แลกเปลี่ยนประสบกำรณ์ในกำรวิจัยกับนักวิจัยจำกประเทศต่ำง ๆ 
3. ได้รับประสบกำรณ์ในกำรน ำเสนองำนวิจัยในต่ำงประเทศ  

 

1.3 CONFERENCE PROCEEDINGS 
บทควำมที่น ำเสนอในงำนประชุมนี้มีคณะกรรมกำรในกำรอ่ำนและทุกบทควำมจะถูกตีพิมพ์ในวำรสำร 

Global Journal of Arts Education Volume 06, Issue 2, (2016) 46-52 (ISSN 2301-2560) ในเดือนตุลำคม 
2559 แ ล ะ ส ำ ม ำ ร ถ สื บ ค้ น ไ ด้ ใ น  Science Direct database 
(http://sproc.org/ojs/index.php/gjae/article/view/693) โ ดยว ำรส ำรนี้ อ ยู่ ใ น ฐ ำน  SCOPUS 
และ THOMSON REUTERS CONFERENCE PROCEEDINGS CITATION INDEX (ISI WEB OF SCIENCE)  

 
 

 

 

 

 

 



 

 

1.4 วัตถุประสงค์และขอบเขตของการจัดประชุม 
กำรจัดประชุมวิชำกำรนี้ มีขอบเขตงำนที่เกี่ยวข้องดังนี้ 
•        Curriculum and Instruction 
•        Educational Technology 
•        Educational Administration 
•        Guiding and Counseling 
•        Educational Planning 
•        Measurement and Evaluation in Education 
•        Learning Psychology 
•        Developmental Psychology 
•        Education and Culture 
•        Instructional Design 
•        Learning and Teaching 
•        Special Education 
•        Distance Education 
•        Life Long Learning 
•        Mathematic Education 
•        Social Sciences Teaching 
•        Science Education 
•        Language Learning and Teaching 
•        Human Resources in Education 
•        Teacher Training 
•        Pre-school Education 
•        Primary School Education 
•        Secondary School Education 
•        Vocational Education 
•        College and Higher Education 
•        Learner Needs in 21 Century 
•        The Role of Education in the Globalization World 
•        Human Rights Education 
•        Democracy Education 
•        Innovation and Changing in Education 
•        New Learning Environments 
•        Environmental Education 
•        Professional Development 



 

 

•        Creativity 
•        Nursery Education 
•        Healthy Education 
•        Sport and Physical Education 
•        Multi-cultural Education 
•        Mobile Learning 
•        Technology-Based Learning 
•        Music Education 
•        Art Education 
•        History Education 
โดยบทควำมที่น ำเสนอในครั้งนี้ สอดคล้องกับหัวข้อ Art Education 

 

1.5 คณะกรรมการด าเนินงาน/Committee  
คณะกรรมกำรของ ACADEMIC WORLD EDUCATION & RESEARCH CENTER หรือ WCES มีดังนี้ 

1. Prof. Dr. Ali Baykal, Bahcesehir University, Turkey 
2. Prof. Dr. Ayşe Çakır İlhan Ankara University Turkey 
3. Prof. Dr. Aytekin İşman – Sakarya University (Turkey)  
4. Prof. Dr. Bekir Özer, Eastern Mediterranean University, North Cyprus 
5. Prof. Dr. Brent G. Wilson – Colorado At Denver University (USA) 
6. Prof. Dr. Carmen Pérez-Sabater, Universidad Politécnica de Valencia, Spain 
7. Prof. Dr. Cevat Celep, Kocaeli University, Turkey 
8. Prof. Dr. Fatoş Silman, Cyprus International University, Cyprus 
9. Prof. Dr. George S. Mouzakitis, Greece 
10. Prof. Dr. Gönül Akçamete, Near East University, Cyprus 
11. Prof. Dr. Gul Celkan, Middle Georgia State College, USA 
12. Prof. Dr. Gülsün A. Baskan – Hacettepe University (Turkey) 
13. Prof. Dr. H. Ferhan Odabaşi, Anadolu University, Turkey 
14. Prof. Dr. Hafize Keser, Ankara University, Turkey  
15. Prof. Dr. Halil İbrahim Yalın, Eastern Mediterranean University, North Cyprus 
16. Prof. Dr. Hüseyin Uzunboylu – Near East University (North Cyprus) 
17. Prof. Dr. Jacobus G. Maree - University of Pretoria (South Africa)  
18. Prof. Dr. Jan Parker- Open University (UK) 
19. Prof. Dr. Jean Underwood - Nottingham Trent University (UK) 
20. Prof. Dr. Jung-Cheol Shini , Seoul National University, South Korea  
21. Prof. Dr. Kinshuk – Athabasca University (Canada) 



 

 

22. Prof. Dr. Maria Helena Esteves, University of Lisbon, Portugal 
23. Prof. Dr. Marilyn Campbell, Queensland University of Technology, Australia 
24. Prof. Dr. Mehmet Çağlar – Near East University (North Cyprus) 
25. Prof. Dr. Mehmet Gürol – Fırat University (Turkey)  
26. Prof. Dr. Mehmet Kesim - Anadolu University (Turkey) 
27. Prof. Dr. Nejdet Osam - Eastern Mediterranean University (North Cyprus) 
28. Prof. Dr. Nick Rusby, British Journal of Educational Technology, UK 
29. Prof. Dr. Özcan Demirel – Hacettepe University (Turkey) 
30. Prof. Dr. Rauf Yıldız - Canakkale Onsekiz Mart University, (Turkey) 
31. Prof. Dr. Servet Bayram Marmara University, (Turkey) 
32. Prof. Dr. Steven M. Rose – John Hopkins University (USA) 
33. Prof. Dr. Ulku Koymen, Near East University, Cyprus 
34. Assoc. Prof. Dr. Ali Rahimi - Bahcesehir University (Turkey) 
35. Assoc. Prof. Dr. Carmen Pérez Sabater - Universitat Politècnica de València, (Spain) 
36. Assoc. Prof. Dr. Demet Erol Öngen - Akdeniz University (Turkey)  
37. Assoc. Prof. Dr. Hamit Caner – Eastern Mediterranean University (North Cyprus) 
38. Assoc. Prof. Dr. Hayat Boz - Ankara University (Turkey) 
39. Assoc. Prof. Dr. Kamisah Osman - Universiti Kebangsaan (Malaysia) 
40. Assoc. Prof. Dr. Mohammad H. Yarmohammadian - Isfahan University of Medical 

Sciences (Iran) 
41. Assoc. Prof. Dr. Nadire Çavuş, Near East University (North Cyprus) 
42. Assoc. Prof. Dr. Nergüz Bulut Serin, LAÜ 
43. Assoc. Prof. Dr. Oguz Serin, LAÜ 
44. Assoc. Prof. Dr. Özge Hacifazlioğlu –Bahcesehir University (Turkey)  
45. Assoc. Prof. Dr. Zehra Özçinar – Atatürk Teacher's Academy (North Cyprus) 
46. Assist. Prof. Dr. Ahmet Güneyli – Near East University (North Cyprus) 
47. Assist. Prof. Dr. Çiğdem Hursen - Near East University (North Cyprus) 
48. Assist. Prof. Dr. Fezile Özdamlı – Near East University (North Cyprus) 
49. Assist. Prof. Dr. Havva Başak – Near East University (North Cyprus)  
50. Assist. Prof. Dr. Hüseyin Yaratan – Eastern Mediterranean University (North Cyprus) 
51. Assist. Prof. Dr. Jaleh Hassaskhah- University of Guilan, (Iran) 
52. Assist. Prof. Dr. Malik Amjad - University College of the North (Canada) 
53. Assist. Prof. Dr. Mehmet Ali Öztürk – Bahcesehir University (Turkey)  
54. Assist. Prof. Dr. Murat Tezer - Near East University (North Cyprus)  
55. Assist. Prof. Dr. Şirin Karadeniz - Bahcesehir University (Turkey) 



 

 

56. Assist. Prof. Dr. Tözün İsa – Middlesex University (UK) 
57. Assist. Prof. Dr. Tuncay Ergene - Yaşar University (Turkey) 
58. Assoc. Prof. Dr. Mehmet Erdem – University Of Nevada (USA)  
59. Dr. Ali Erden - Near East University (North Cyprus) 
60. Dr. Ana Loureiro - Polytechnics Institute of Santarem (Portugal) 
61. Dr. Birikim Özgür – Near East University (North Cyprus) 
62. Dr. Elena Lupu, Oil and Gas University, (Romania) 
63. Dr. Hasan Alicik - Near East University (North Cyprus) 
64. Dr. Melahat Işınsu Halat - Ministry of Healthy (North Cyprus) 
65. Dr. Müge Taçman - Near East University (North Cyprus) 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

1.6 เอกสารประชาสัมพันธ์ 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

1.7 จ านวนงานวิจัยที่น าเสนอ 
 กำรน ำเสนองำนวิจัยในครั้งนี้มีกำรน ำเสนอบทควำมรวม 658 เรื่อง ทั้งในรูปแบบของ oral presentation 
จ ำนวน 533 เรื่อง Virtual presentation จ ำนวน 101 เรื่อง และ poster presentation จ ำนวน 24 เรื่อง จำก
นักวิชำกำร 49 ประเทศ เช่น ประเทศไทย ประเทศมำเลเซีย ประเทศตุรกี ประเทศคำร์ซักสถำน ประเทศสเปน 
ประเทศสหรัฐอเมริกำ ประเทศกรีซ ประเทศเกำหลีใต้ ประเทศโรมำเนีย และประเทศบรำซิล เป็นต้น โดยประเทศ
ไทยนั้นมผีลงำนที่ร่วมน ำเสนอผลงำนวิชำกำรในครั้งนี้ 156 บทควำมจำก 12 หน่วยงำน ดังนี้ 
 1. มหำวิทยำลัยรำชภัฏสวนสุนันทำ  จ ำนวน 127 เรื่อง 



 

 

 2. มหำวิทยำลัยรำชภัฏนครรำชสีมำ จ ำนวน 2 เรื่อง 
 3. มหำวิทยำลัยเกษตรศำสตร์   จ ำนวน 2 เรื่อง 
 4. จุฬำลงกรณ์มหำวิทยำลัย   จ ำนวน 1 เรื่อง 
 5. มหำวิทยำลัยศรีนครินทรวิโรฒ   จ ำนวน 2 เรื่อง 
 6. มหำวิทยำลัยรำชภัฏพระนคร  จ ำนวน 6 เรื่อง 
 7. มหำวิทยำลัยมหิดล    จ ำนวน 1 เรื่อง 
 8. มหำวิทยำลัยขอนแก่น   จ ำนวน 1 เรื่อง 
 9. วิทยำลัยพยำบำล กองทัพเรือ   จ ำนวน 6 เรื่อง 
 10. โรงเรียนนำเพียร   จ ำนวน 1 เรื่อง 
 11. วิทยำลัยดุสิตธำนี   จ ำนวน 2 เรื่อง 
 12. มหำวิทยำลัยธรรมศำสตร์  จ ำนวน 1 เรื่อง 
 
ตำรำงแสดงรำยชื่อและจ ำนวนงำนวิจัยที่น ำเสนอในแต่ละประเทศ 
 

ล ำดับ ประเทศ จ ำนวนบทควำม 
oral poster virtual รวม 

1 thailand 152 - 4 156 
1.1 ssru 127 

 
4 131 

1.2 nakhonratasrima rajabhat u. 3 
  

3 
1.3 pranakorn rajabhat u. 6 

  
6 

1.4 napean school 1 
  

1 
1.5 thai navy college of nursing 6 

  
6 

1.6 cu 1 
  

1 
1.7 dusit thani college 2 

  
2 

1.8 Srinakarin wirot 2 
  

2 
1.9 mahidol 1 

  
1 

1.10 tu 1 
  

1 
1.11 ku 1 

  
1 

1.12 khonkaen 1 
  

1 
ตำรำงแสดงรำยชื่อและจ ำนวนงำนวิจัยที่น ำเสนอในแต่ละประเทศ (ต่อ) 
 

ล ำดับ ประเทศ จ ำนวนบทควำม 
oral poster virtual รวม 

2 romania 39 4 18 61 



 

 

3 irael 2 
  

2 
4 spain 31 5 8 44 
5 turkey 164 5 10 179 
6 mauritius 1 

  
1 

7 italy 1 1 5 7 
8 malaysia 6 

 
3 9 

9 morocco 15 1 
 

16 
10 russia 16 2 28 46 
11 slovakia 6 1 2 9 
12 lithuania 13 

  
13 

13 ecuador 2 
 

2 4 
14 pakistan 3 

  
3 

15 japan 2 
  

2 
16 iran 6 

 
1 7 

17 jordan 2 
  

2 
18 germany 2 

  
2 

19 usa 4 
 

2 6 
20 saudi arabia 2 1 

 
3 

21 iraq 2 
  

2 
22 lebanon 1 

  
1 

23 cypus 7 
  

7 
24 uk 2 

  
2 

25 croatia 3 
  

3 
26 columbia 4 1 

 
5 

27 hong kong 2 
  

2 
28 portugal 5 

 
2 7 

29 latvia 3 
 

1 4 
30 china 1 

 
1 2 

31 slovenia 3 
 

1 4 
32 poland 3 

 
1 4 

33 greece 5 
  

5 
34 kazakstan 3 

  
3 

ตำรำงแสดงรำยชื่อและจ ำนวนงำนวิจัยที่น ำเสนอในแต่ละประเทศ (ต่อ) 
 



 

 

ล ำดับ ประเทศ จ ำนวนบทควำม 
oral poster virtual รวม 

35 brasil 3 3 6 12 
36 mexico 2 

  
2 

37 taiwan 2 
  

2 
38 united arab emirates 2 

  
2 

39 venezuela 1 
  

1 
40 czech 3 

  
3 

41 albania 1 
  

1 
42 finland 2 

  
2 

43 serbia and montenegro 1 
  

1 
44 estonia 1 

 
1 2 

45 korea 2 
  

2 
46 amenia 

  
2 2 

47 india 
  

1 1 
48 malta 

  
1 1 

49 nepal 
  

1 1 

 
รวม 533 24 101 658 

 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

2. ก าหนดการในการน าเสนอผลงาน 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 

3. สื่อประกอบการน าเสนองานวิจัย 
 

Presentation 

 

 



 

 

 

 
 

 
 



 

 

4. หนังสอืตอบรับบทคัดย่อและบทความ 
 
 

 

8th World Conference on Educational 
Sciences 

04-06 February 2016, Madrid, 
Spain 

E-mail: wces.info@gmail.com , Web: 
www.wces.info 

 

 
FULL PAPER ACCEPTANCE 

LETTER 
 

 
22 January 2016 

 

 
Paper ID: 21422 

 
Dear Niracharapa Tongdhamachart; Suan Sunandha Rajabhat University, Thailand 

 
I am pleased to inform you that your full paper titled " Competitiveness of ASEAN animation industry: 
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Abstract 

    The objective of this paper was to explore and examine the competitiveness of animation industry in Thailand, 

Malaysia and Indonesia representing ASEAN.  The qualitative study was employed based on in-depth interviews of 

key persons from both public and private sectors as well as related documents, research and articles.     Diamond 

model was used to analyze the study.   The study was found that the continued demand in the global entertainment 

allowed the Asia-Pacific region to further emerge as destination for production base.  However, intellectual property 

base witnessed competitive advantage of ASEAN into a global economy.  
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Introduction 

     The global animation industry reached USD 222.8 billion in 2013 while animation derivatives have exceeded 

USD 500 billion which represents a compound annual growth rate (CAGR) of 12.94% from 2011 to 2016. 

 Most of the segments of animation yield 7% YoY(Research in China 2014).   That turns to be a part of a national 

economic growth under creative industry in some countries.   Western studios particularly The Walt Disney have had 

a great influence of global animation industry.  Several Western animation titles and comic books spread throughout 

Asia including Scooby-Doo, Snow White and The Seven Dwarfs, Looney Tunes, Tom and Jerry, Popeye, Garfield, 

the Adventures of Tintin and Marvel Comics.  In addition, right after a strong experience abroad of Asian workforce 

and low labor cost, production in Asia was then attractive to Western studios especially Japan, Korea, Taiwan, 

Philippines, China and India.  Thailand, Malaysia and Indonesia came later. 

     Since 1980s, Japanese anime or comic books was powerful to Asia and ASEAN region.  There are more than 150 

Japanese TV animated series which have been screened.  Pokemon, Dr. Slump & Aralechan, Sailormoon, Slam 

Dunk, Detective Conan, Saint Seiya, Dragonball, Crayon Shinchan and Pocket Monster created a global craze.  

Japanese comics and TV series, cosplay and merchandises became viral. Up until now many Asian countries still use 

Japanese cartoon characters especially Doraemon, Hello Kitty, Sailormoon, Dragonball, Pokemon, and Digimon to 

promote mostly their consumer products (Niracharapa, 2014).   It can be said that Japanese animation has paved the 

way for many ASEAN countries to produce more work and skilled animators as well as cartoon lovers.   More 

importantly, Japan has a remarkable business model that makes Japanese animation still shiny in the world market up 

until now. 



 

 

  

 

 
Figure 1. Anime industry structure (JETRO, 2005) 

 

 Korea leapfrogged its digital content particularly online game and animation within 15 years.     Its robust policy 

strengthens Korean digital content industry in terms of subsidy, R&D, human resource development and 

international marketing.   As such the introduction of Korean rich culture and creativity has become unprecedentedly 

successful worldwide.  KOCCA, a government agency has nurtured and fostered the content industry into a global 

arena to competing in a world market. 

       China and India have been considered as stronger players in the animation outsourcing service industry due to 

their continued development.  China’s strength maybe attributed to the availability infrastructure and strong 

government support especially a quota policy of content industry.  China’s promotion of its anime sector moved into 

high gear in 2004 because Chinese government strongly campaigned to prosper socialist culture.   

       Regarding India, 70% of entire animation industry are based on outsourcing service from Western studios.  That 

is because of the number of labor talents, international standard of animation studios, experiences and English 

language dominance.   The Indian animation industry, which was worth USD 493 million in 2008 reached USD 1 

billion by 2012.   Their works include animation entertainment, customized content development, VFX and 

animation education  
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ASEAN Animation 

      The establishment of the ASEAN Economic Community (AEC) in 2015 is a major milestone in the regional 

economic integration agenda, offering opportunities in the form of a huge market of USD 2.6 trillion and over 622 

million people. In 2014, AEC was collectively the third largest economy in Asia and the seventh largest in the world. 

The elements of establishing AEC are based on the transformation of ASEAN into a single market and production 

base, competitive economic region, equitable economic development and integration into the global economy. 

    Notably the rapid technology advancement such as high speed internet access, smartphones devices in Southeast 

Asia  have taken place on how consumers watch and interact with various forms of media.  It is easier now for 

consumers to get online than it has ever been.    These mobile devices provide on-the-go access to all kinds of online 

activities such as social networking, TV and commerce.   Strong uptake in digital activities throughout the region is at 

a turning point.   Internet usage is even surpassing time spent on traditional media such as televisions and radios. 

    As such, the rapid advancement of technology has made computer animation available to the masses and the 

animation industry is one of the fastest growing industries. The demand for animated entertainment has expanded 

with the increase in broadcasting hours by cable and satellite TV along with the growing popularity of the Internet. 

In the past, animation series were aimed at children aged nine and below. In recent years however, TV stations have 

been producing animation series for more target groups including teenagers, adults and the whole family.   
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Table 1. Entertainment and media market of ASEAN 

 

 

Global entertainment and media outlook 2012-2016 

 

      Another key trend witnessing is the outsourcing of animation content to Asia Pacific. This market is increasingly 

being tapped by North American film and television program producers. The major factor behind this shift of 

computer animation production to the Asia/Pacific region continues to be the availability of low cost, powerful 

computer animation platforms and much lower labor rates in the Asian and Pacific Rim countries compared to North 

America and Europe. The bulk of the outsourcing happens for 2D animation content with some amount of 3D 

content. 

      

     The demand for animated entertainment has expanded due to technology breakthroughs including computer 

technology, mobile access, internet, and expansion of TV channels-cable and satellite TV.  Moreover, growth of 

advertising, TV commercials of ASEAN increase the demand for animated television programming.  Southeast 

Asian region tends to be a new destination of animation production base  and outsourcing services from the West and 

Japan owing to low labor cost, increasing consumer interests, and business investment environment. The labor cost 

of ASEAN is even much lower 25-50%.  For example, a 20-minute special effects in Southeast Asia costs about 

USD 75,000 compared to 150,000 in U.S.A.  The outsourcing happens to 2D and 3D animation content and the 

media and entertainment industry in Southeast Asia continues to soar due to the expansion of economy. 

 

1. Malaysia 

 

1.1. Overview of animation industry in Malaysia 

    Animation industry in Malaysia is still at its infancy.  Animation in Malaysia originally came from puppetry style.   
Until 1946, The Malayan Film Unit was created to produce documentaries and public service announcements  Until 

1980s it marked a few animated shorts namely Sang Kancil dan Monyet, Arnab Yang Soong and Singa Yang 

Haloba.  Some animation studios started to create a Malaysian icon with the debut of animated TV series in 1995, 

Usop Sontorian. Nevertheless, Western and Japanese animation were still popular and recognized. 

   Under Mahathir Bin Mohamad, the former Malaysian Prime Minister has turned Malaysia into a global 

attractiveness by modernizing policy. Since 2000s, Multimedia Development Corporation (MDeC) a government 

own agency has played a vital role in boosting the entire creative industry.  Geng, Upin & Ipin, Bola Kampung, 

BoBoiBoy, and Saladin have escalated Malaysian animation globally.   

    Malaysian animation studios recognize their own IPs to leverage a brand with international charm. They have 

strived for the growth of its industry by producing original, and high quality animation with international appeal.   

However, most titles of Malaysian animation are still based on its local culture. 

 

1.2. Role of government 

      Malaysia is another country that has a strong government vision. Multimedia Super Corridor (MSC) was 

emerged in 1996 to the vanguard of digital content industry.  The emergence of Multimedia Development 

Corporation (MDeC) in 1996, a company owned by government has played a crucial role in creative industry 

promotion including funding, incubation, infrastructure, technical assistance, creative workforce development and IP 

ASEAN 2009 2010 2011 2012 2013 2014 2015 2016

Indonesia 9,010               10,655              10,262              13,646               16,059                 18,636                  21,683               25,228              

Malaysia 5,081               5,612                6,039                6,544                 7,052                   7,756                    8,534                 9,345                

Thailand 8,825               9,927                11,273              12,315               13,195                 14,135                  14,995               15,901              

Phillipines 3,374               3,733                4,150                4,617                 5,216                   5,862                    6,529                 7,547                

Singapore 3,584               3,860                4,038                4,280                 4,542                   4,790                    5,070                 5,347                

Vietnam 1,499               2,411                3,383                3,953                 4,489                   4,902                    5,297                 5,681                



 

 

creations.   The increase of emerging media and foreign investors has changed the entire of Malaysian animation 

industry.  Though animation styles and techniques have been confined to the classical tradition, more research and 

development on alternative methods on character design and animation have been implemented to make Malaysian 

animation more competitive in a global market. 

    There are powerful economic and fiscal incentives for companies, both local and international, to apply for MSC 

status. In addition, Malaysia has passed a number of effective new laws, which protect intellectual property and 

ensure freedom of thought and expression.   This remarkable initiative has positioned Malaysia as a preferred ICT 

and digital content  investment hub. Today, there are over 3,600 MSC Malaysia Status companies, employing over 

147,000 people, these include 436 companies in the Creative Multimedia Cluster, more than 110 Institutions of 

Higher Learning and Incubators, 2,665 Information Technology companies and over 400 Shared Services & 

Outsourcing providers. 

     MSC Malaysia showed a solid performance and consistent growth in 2014, having generated RM38.52 billion in 

revenue, demonstrating a growth of 11% from 2013. Alongside strong revenue growth, MSC Malaysia saw 

RM20.09 billion in new investments, of which 55% came from direct domestic investments and 45% via foreign 

direct investments. Export sales accounted for a total of RM13.73 billion, representing an 11% increase from 2013 

and a 7% rise in employment was also reported with 9,497 nett jobs created in 2014.  Overall MSC Malaysia 

contribution to GDP reached RM13.77 billion, a 14% increase from 2013 and this means MSC Malaysia’s revenue 

now accounts for a substantial 1.3% of our GDP. Since its inception in 1996, MSC Malaysia has contributed over 

RM275.04 billion in revenue to the Malaysian economy, RM206.14 billion worth of investments. 

 

 
 

Figure 2. Creative multimedia content industry’s development by MDeC 

 

2.Thailand 

 

2.1. Overview of animation industry 

         The emergence of Thai cartoon can be traced back since King Rama II as mural paintings and it flourished as 

the golden age after WWII.   The father of Thai Animation “ Payut Ngaokrachang”  introduced the Adventure of 

Hanuman (1957), and the Adventures of Sudsakorn (1979).  Twenty five years later, several animated films launched 

by the leading company Kantana producing Khan Kluay (2006).  After that more animated films were emerged 

including Life of Buddha (2007), Nak (2008) and Yak (2012).  Even though the Thai animation industry has 

experienced strong growth and valued around USD 200,000, most are imported ones especially from Western and 

Japanese studios. Most popular western films included Kung Fu Panda, Shrek, Mulan, Lion King and the Borrower 

while animated TV series mostly from Japan including One Pience, Doraemon, Ultaman, Naruto, and Detective 

Conan.   However, western and Japanese animation  were more on air as Thai cartoons are not much popular due to 

storytelling and character design. 

     The overview of Thai animation industry still grow arising from key drivers such as the establishment of more 

government agencies, animation associations and outsourcing services.   The inherent creative talent pool found in 



 

 

Thailand is also a driving factor to draw attention and interests from such countries as England, Japan, China, France 

and U.S.A.  As Niracharapa (2014) mentioned on the competitiveness of Thai animation, some world class 

companies invested in Thailand due to labor intensive, quality of work and low cost of living but most parts are on 

production.  Moreover, some Thai companies have gained international recognitions such as Kantana, the Monk, 

Shellhut, Imagimax, Imagine Design, True spot, Vithita Animation and G motif.  The statistical data of animation 

market are around USD 100  million.  The growth of animation of 2015 was around 20% and 2016 10% (Software 

Industry Promotion Agency, 2015).  Of which are mostly imported.  Animation industry in Thailand has been 

distributed through public TV, pay TV, movie theatre, home entertainment, merchandise licensing, mobile device, 

and internet TV. 

      However, factors inhibiting the growth of animation sector may be attributed to the shortage of skilled labors, 

financial investment, marketability and continuity of government support.  Most animation production houses mostly 

geared toward domestic market much more than international one which the market is too small.   Intellectual 

property is also an existing problem based on international point of views.   

 

2.2 Role of government 

The establishment of government agencies especially Software Industry Promotion Agency (SIPA) under 

supervision of Ministry of ICT have played a crucial role in fuel the engine of digital content industry.  SIPA in 

conjunction with Ministry of Culture, and Ministry of Commerce has accelerated animation companies in terms of 

domestic and international marketing, funding as well as infrastructure.  More related associations have emerged to 

cluster digital content enterprises such as TACGA, TDEC, DCAJ, and TGA. For the past ten years, the government 

has tried to boost domestic and international demands which make Thai animation studios gain momentum of 

international recognition.  The main problems of Thai government agencies are continuity of policy, supports and 

funding having inhibited the growth of animation industry. 

 

 

3. Indonesia 

 

3.1. Overview of animation industry 

     Animation was not new in Indonesia.  Decades ago, the forerunner of the animation in the country already begun 

through comic books initiated by comic masterpiece of Mr. RA Kosasih (Treda, 2009).  During 1980s-1990s, it was 

considered a golden age of Indonesian animation and marked several attempts to develop Indonesian animation. 

Since 2004, it started to have featured animation film based on their local folklores while there were partial 

animation productions with Japanese animated TV series.  More importantly, the government had a plan to set up 

Silicon Valley so-called “Kampung Animasi” in several parts of Indonesia including Bandung, Jakarta, Yogyakarta, 

and Surabaya to provide opportunities in a global arena (Treda, 2009).    
       It was found that the rapid growth of animation industry in Indonesia was recognized internationally through 

some intervention of Indonesia animators in several movies such as "Lord of the Rings”, “Spiderman”, and “Iron 

Man”.  Those   inspired local young animators.  Indonesian animators were not only familiar with the 2D techniques, 

but in recent years capable of creating 3D.  Some local animators used to work at Lucasfilm,  Industrial Light and 

Magic, and Dreamworks  as a partly production of animation and special effects on "Star Wars”, “ The Clone Wars", 

"The Avengers", "Pacific Rim", "The Adventures of Tintin: Secret of the Unicorn in 2011",  "Iron Man 3", and 

"Shrek" (Boediman, 2008).  By 2016, the animation sector was expected to value USD 2.42 billion, equivalent to 1% 

of the value of the animation business in the world (www.reuter.com).   

  

 3.2. Role of government 

     The government has supported local animation studios from the construction of the building Baros Information 

Technology and Creative (BITC) in Cimahi, Bandung (Boediman, 2008).   The building was aimed as the center for 

local animators and animation community.   In addition, a number of ministries and institutions have provided 

supports in terms of animation workshop, tools and equipment such as hardware and software, as well as sponsoring 

exhibitions at national to international levels (ERIA, 2014).   Indonesia has no longer relied on the television 

screen. Now, due to advancement of technology, animation products has been appeared in various types of digital 

media.  It is possible for animation products to later be a part of people’s lifestyle in Indonesia. 



 

 

       The Indonesian government including 1) Ministry of Tourism and Creative Economy 2) Association of 

Indonesian Animation and Content Industry (AINAKI), 3) Department of Industry, 4) Department of Culture and 

Tourism, 5) Ministry of Trade Republic of Indonesia awakens creative industry strongly. However, there are still 

a lack of collaboration among government agencies and other sectors of creative industry have been more 

served. 

 

Research methodology 

This research was qualitative study based on in- depth interviews, focus groups, questionnaires and seminars. 

Data were collected which relied further on primary and secondary data. Primary data included in-depth 

interviews of s t u d e n t s ,  animators, related government organizations, associations and representatives of the 

industry from Thailand,  Malaysia and I n d o n e s i a . Secondary data included literature review, related research 

and articles, and related websites and annual reports.  Diamond Model was employed to analyze and to 

e x a m i n e  t h e  s t u d y .  T h e  c o m p e t i t i v e n e s s  o f  A S E A N  a n i m a t i o n  i n d u s t r y  was based on 

descriptive analysis to show the results of the study. 

Competitiveness is defined a productivity with which a nation utilized human capital and natural resources 

based on factor driven, investment driven and innovation driven.  Diamond model was addressed on why a nation 

achieved international business in a particular industry on a basis of four international determinants (factor and 

demand conditions, firm strategy structure and rivalry and two external determinants (government and chance). 

 

 

 

Figure 3. Dimond model (Porter, 1995) 

 

 

Findings and discussion 

 

 1.Firm strategy, structure and rivalry 

    The animation market has been growing continuously but more on Indonesia owing the growth of economy 

and the growing numbers of TV commercials particularly food consumer products. In the service market, 

Thailand, Malaysia and Indonesia are destination for outsourcing due to low cost labor and quality workforce 

while Indonesia was the most attractive country for foreign investors of ASEAN.   Companies across Southeast 

Asia, with its deep mobile infrastructure and robust consumption of blogs, online videos and social networks, are 

leveraging user generated content (“UGC”) to engage a wider audience.  

     Venture funding especially Malaysia, stimulate content creation efforts.  Malaysia has further stimulated content 

creation efforts by developing government-funded on a national-level.   As a result, multiple startups with innovative 

business models have emerged.    

      Fears of piracy and intellectual property theft still serve as an inhibitor in the region.   The Malaysian government 

launched the GGCR Anti-Piracy campaign in May 2010 to enforce intellectual property rights as an issue across the 

developing world while Thailand and Indonesia has yet enforced strongly.   Rivalry of ASEAN animation are among 



 

 

themselves including China and India especially outsourcing services from the West.  That is mainly from the 

shortage number of skilled workforce and creative talent pools.  

 

2. Factor condition 

         Malaysian, Thailand and Indonesia have experienced of international production.  Solid infrastructure of 

telecommunication and TV channels has made the content industry grow steadily.  However, there are still facing 

shortages of creative talent pool.  The growing economy in Indonesia and Malaysia have impact upon the surge of 

animation industry in terms of animation derivatives such as TV commercial, publishing, film, and architecture.    

Malaysia moreover has renown universities producing more creative talent and gaining world ranking compared to 

Thailand and Indonesia.  However, there are still problems inhibiting the competitiveness such as attitudes towards 

local productions. 

   

3.Demand condition 

          Solid macroeconomic fundamentals, deep mobile penetration, and targeted regional and national-level 

initiatives are supporting content creation in Southeast Asia. Traditional media companies in the region are 

expanding their presence in new media platforms, leveraging social media and enhancing business models through 

partnerships with multi-platform innovators.  The media and entertainment industry has grown strongly in recent years 

in spite of concerns about intellectual property. Governments and industry are working together, however, to address 

this challenge and to foster a culture of innovation in Southeast Asia. 

    Major driving force behind the animation market is pulled up by greater penetration on TV channels expansion 

and accessibility to broadband internet.  Animation includes e-Education, web designing, film, fashion, architecture, 

printing, consumer goods and real estate. Furthermore, animation entertainment includes segments such as movies, 

Visual Effects (VFX), TV and DVD.    Demands of 2D and 3D animation continue to soar as can be seen from the 

most rapid growth of TV commercial in Indonesia and creative industry of Asia Pacific region. 

 

 

 4.Related and supporting industries 

   Most animation studios of Thailand, Malaysia and Indonesia are small and medium size but Malaysia and 

Thailand have strong associations and government direct mandate on animation or other segments of digital 

content industry.  They have limited funds and loan opportunities as such various types of funds are provided to 

SMEs such as soft loans, mezzanine funds, co-production funds or venture capital which helps SMEs expand 

their opportunities and create innovation to sustain their businesses.  Ma lays ia  i s  a  ve r y p r ed o mi nant  

ra the r  than  T ha i l and  and  Indo nes ia .   Tax exemption measures still stimulate small medium enterprises as 

can be seen from Malaysia and Thailand. 

Software Industry Promotion Agency (SIPA), Office of Small and Medium Enterprises, Ministry of 

Commerce, Department of Intellectual Property have played a vital role in moving animation of Thailand 

forward. The policy frameworks for tax holidays stimulate its industry. Digital content association especially 

TACGA strengthens SME member companies.   While MDeC agency is very strong in moving Malaysian 

animation at the forefront even small number of workforce and small market consumption.   In the meantime, 

Indonesian government has pushed a lot of efforts into creative industry.  Unfortunately animation of Indonesia is 

lagging behind other sectors of creative industry. 

 

5.Chance 

      ASEAN Economic Community (AEC) will be the chance for ASEAN animation industry in terms of more 

customers, free flow of labor and a single market to compete in the world market. The global entertainment 

demand still increase due to the advancement of technology.  The influx of outsourcing works, diffusion of 



 

 

internet, broadband networks and increasing international demand for creative goods and services are key drivers 

to strengthen animation industry. 

      Through continued industry deregulation and promotion of free trade within Southeast Asia, the media sector is 

likely to benefit from an increase in cross-region communication, more competitive input prices, and increased ease of 

collaboration on media content generation.  Content creation efforts are also benefitting from additional easing of 

restrictions on foreign media ownership. In 2010, for example, Indonesia revised its “negative investment list”, 

easing restrictions on foreign ownership in a number of sectors. As part of the revisions, foreigners were allowed to 

own up to a 49% stake in companies in the movie production sector, an industry in which foreigners had been 

previously forbidden from investing.   As other media ownership restrictions are eased across the region, content 

creation and innovation in Southeast Asia will likely accelerate. 

 

 

Discussion 

       Regarding the high demand of international market of digital content industry, there are considerable potential of 

escalating growth of animation industry of ASEAN in export services.   The overview of animation industry and the 

role of government supports and initiatives of Thailand, Malaysia and Indonesia have fuelled ASEAN to be in the 

front row. Advancement of technology and number of TV channel create opportunities of their animation products 

and services.  Internal and external environments determine animation industry including IPs values, funding, quality 

of workforce, international attractiveness, distribution channels, government supports and policy and production 

process. 

     However, the study showed that factors inhibit competitiveness of ASEAN animation are dependent upon funding 

and business model of production and marketing.  Few IPs are seen in ASEAN to create values of the industry unlike 

the West and Japan.  Outsourcing of 2D and 3D are still main services while marketing factor is still a major concern 

of animation industry both domestically and internationally of the three nations.  

     To be able to penetrate ASEAN or a global market,   it   is   imperative   for   government to study both micro and 

macro level.  The macro level includes infrastructure, s k i l l e d  w o r k f o r c e ,  investment  policy  and  measures,  

budgets  and  political stability;  the  micro  level  on  business  models  and  business partners,  venture    capital,    

institutional    stability, and product differentiations.    A comparative study of other foreign market enhances 

marketing opportunities. The government is thus a driving force i n  moving t h e i r  industry forward by 

facilitating the industry rather than regulating.  Business model like Japan can be a good path for animation 

production of ASEAN member economy. 
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Figure 4. Key determinants on animation value chain 

 

Conclusion 

     Thailand, Malaysia and Indonesia have witnessed creative industry in driving their economy. Although the 

animation market penetration in ASEAN is still not great, the prospect is very promising.  The industry was marked 

by the increasing number of other creative sectors that utilize animated products as communication medium. 

    To fuel the engine of growth of animation industry of ASEAN in a global arena is a big challenge because 

animation in ASEAN nations, each strives for its excellence in quality work production, government policy and 

measures while more creative talents have marked several attempts to competitive enhancement.    Further, 

animation industry of ASEAN needs a strong collaboration and co-production rather than competes one another 

among ASEAN member countries as AEC purports the region as a single market, a production base, and integration 

into the global economy. 
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