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Abstract

The research aimed 1) to study information use by online game product
designers , 2 ) to study factors affecting information use by online game
product designers , and 3) to study problems and obstacles to information use
by online game product designers.

This research was a qualitative study and the population consisted of 25
online game product designers at Goldensoft 2006(Thailand) The tool used in
data collection was an interview, the data analysis was descriptive analysis.

The research findings can be summarized as follows: 1) Information use
by online game product designers was to support product analysis with design
planning and to support selling promotion 2) Factors affecting information use
by online game product designers were role and responsibility of product
designers, programming learning, and attitude towards using information
technology. and 3) Problems and obstacles of information use by online game
product designers were information access in foreign language materials and
spaces for information storage.
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