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Abstract

This academic article aims to present an approach for applying artificial intelligence (Al)
in motion graphic design based on design thinking to enhance digital communication
competence. The study synthesizes design thinking principles and proposes the PBT Model,
comprising three key stages: 1) Problem understanding (P), 2) Brainstorming (B), and 3) Testing
(T). Al technology is systematically integrated into every stage: utilizing Al to rapidly gather and
analyze data for deep audience comprehension; employing Al as a brainstorming and sketching
tool to stimulate creativity and generate diverse problem-solving approaches; and leveraging
Al in the final production of motion graphics to ensure efficiency, minimize production time,
and captivate the audience. The analysis indicates that integrating Al with the Design Thinking
process via the PBT Model concretely reduces technical skill barriers and production time.
Academically, this article contributes a new paradigm in user-centered learning media design.
Practically, this body of knowledge serves as a guideline for educational media designers and
educators to apply such innovations to elevate the quality of digital media production,

effectively responding to the dynamics of learning and communication in the modern world.
Keywords: Al , Motion Graphics , Design Thinking , Digital Communication Competency
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WiolaSuatsaussougnsdeaslugaddvia Inodunsziidu PBT Model (Problem Understanding
— Brainstorming — Testing) ﬁﬂm‘i’mﬁ 2
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Junauvas PBT vanms/mauiil | uudhe RUINNATT | ANTIOUT | LWE991989
Model \eadias ddnyuas | Uszendld Al | n1sdesns
N Tunns Adviadl
2ONLUY WU
Motion
Graphic
P: Problem Design Thinking | n1svitanu | 14 Al 3uasngyt | ns Brown
Understanding | - Empathize & Lﬁﬁﬂﬁwﬂ’z’f Si’fa%arzli“du W | Asen (2008); Dam
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ANUALUIARA
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Graphic
Constructivism | N19a3719 14 Al tools N13AN Piaget (1972);
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YOIISeU | Motion
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e o iSe
A3579A2
wWilatlgymn
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Digital msdeans | 4 Al Bzt | nns Ferrari
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\Fonde sULUUNS 9874 (2017)
AN LAY duaueiifl N TRETHY
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DDNLUY WAIUN
Motion
Graphic
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AUAR) ANUAR AN LAy doans Jaeger (2012)
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Motion
Graphic
Multimedia nsseu | 19 A ade 13 Mayer (2009)
Learning Aatuiide | ewusznou | senuuude
Theory T 1des | dafilfy 1wy | dafllhy
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Wng
Computational | Al aunsa | 19 Al @519 nsld Boden
Creativity & Al- | a7 SPIIRN wialulad | (2016);
assisted Design | @519a55A Motion Advauie | Shneiderman
dewuay | Graphic wuu | @¥sassd | (2022)
winAslval | 6ne 9 e hEe
NAADILUIAA
T: Testing (M3 | Experiential nssews | 1A e | s Kolb (1984)
NAFBULAY Learning NI Feedback UFuUse
DRIEG)) VPABILAT | INEWN 1Y | n1sdeans
dyvigunNa | engagement | Mm1uteoya
VD! 934
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User-centered | nseenuuy | 14 Al Biasient | msieans | Norman
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Ju Suriteusy | 14
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Yunauvee PBT vanms/mauiil | uudhe WUINNNTS | ANTIOUS | WNANE19DY
Model \eadias ddnyves | Uszendld Al | n1sdesns
N6 Tunns Adviai
DDNLUY WAIUN
Motion
Graphic
Suvw %39
PNIINITEIU
Piet\

nsduAsIziguuudiass PBT Model 9nnnnsitasgsitardaunsnsiuuifnuasnguid
Aeades anmnsaiauiumanIsUszgndly Al luniseenuuy Motion Graphic ULFIUNTEUILNNG
AnLdseanuuuidiu PBT Model Sssznaudie 3 dunaudiiny Téun

1. Problem Understanding (P) A8 n153tas1gv wagymaudlad gnin1sd oans
nautvine wazuiunvesiedavia lneld Al llueTedloatiuayunisinssiteyauazuunliuves
H3Uans

2. Brainstorming (B) fie N135¥ANAILARLBeanLULLLAAR Motion Graphic Tngld Al 1o
BUASIUUIAR Storyboard N LazesrUsznauianiiiae

3. Testing (T) Ain NMsneagpULarUsEIduUszaNSNINUBs Motion Graphic lagld Al 3iAsizi
foyanismevaussesiy iethluuiuussnsdeanstiiiuszavsam

nIFUAUMIRINANTILLER AT aussauznsdeanslugafivia loun

1. NMIARIATIZVIHTUANS

2. AnuAnaisasIAlunsesnuUUde

3. Msldmelulagaaviauas Al

a. mﬁ‘dﬁzLﬁuLLaw%’wjmﬁﬁamimﬂ%a:u”aﬁq

diothdunouain uuusiass PBT Model i sudunsginidoulostudunauisnig
Uizqﬂﬁiﬁz’j’uwamm%uLaiaﬁ%'a'j'] Canva LolauugIuAnsoanikuy (Design Thinking) Wioeuludu
n917in anansneSuteseesBunldsed

msdemsederavialutiagiuiiaudfyediann WesnduedesieNvisaenenanss
Py wazanuAnaisasIAliungSuanslFesnaiisyansnm Tnsamensliludunsiiin Sadunis
thiauationiuninadeulmveinsifin darmnu uazesdusz nausng 4 ieadseutnaulauas
Fraliidladiemlaiedu (Lupton & Phillips, 2015) f]ﬁ]ﬁ;ﬁuﬁLﬂéaaﬁaaaulaﬁﬁﬁzhaiﬁ;g’:ﬁwuaz
Jaouausaadaludunsiinldazain laglddndudosdivinuedulusunsuniindugs il
wiesdlefildumnufisuie unanesy Canva %qﬁﬂqﬁ%’umﬂ%’muﬁgimmsawuﬁagzgwﬂssﬁﬁwﬁ
(A Tismanduasy wagsesiunsairsdouvuindoulmldedieiiuszdvsam

nsUsggndld Canva lunsafslutunsndadunumeiivanganlunsfauninug s
nsfoansiavia lasanansoutenssuiumsinnudeieseieenidu 3 szey feil

1. Problem Understanding (P): s¥8¥n133tAT 1A mualassaiuarannenssudaya
(Structural Initialization & Ideation) lusgezi3usiu nszuaunsesnuuUy wulufinsuUauuifn
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(Ideation) Tfulassadeiidudedld ginundusuanmstmunnsouiiuiinisvauliaenadesiy
ngfnssun1suilnadevesngutivmne anduszuu Al vesuwanrlesuasviudididuddelunis
iauouurlAsNIne uasyndiiaenadasiuuiunseaienn nssuiunmsitisanszeratluntsinauuy
Dowhu wanTelomalsitneonuuuldlniatunismaniiinenssudeyaldediadud

T
= Cawa
e & iignuaudug g &
u
AUUAUALA LAUBY LT
Alnfiaa
= @2 mslivaTuladassaum..
wiwdn TR,
[SEALITRIENT (B vinman % CanvaAl
B @ &vh uaz Suuw urin aun... —————
W iast & atloarntiniiugu ma. .
& BIRAE a ¢ Aumiunaanau LI >
whnnan
-0
EQ@OQQQOQ@DQ’
oo syui (Adwn Sheet Tvisade  wioumdu  Vmdsadds awdg @12 vt Gulzd dwuemna  dwikan
o+ &) @
san
[ACTERET iz
® ™ |
/a) 7 y i S
. 3]
[ O\O’ v e = =N
@ W donaz il FEO -
o - :

A 1 wiheevesunaniedy Canva
Iun: Canva (2023). https://www.canva.com/

5190 lafu Q. aninensiuats

% dmiuan whatumau
@ Sheets
B8 Docs

® ‘visia ~ ' ‘ _‘ -

Q wihuntu

Q@ Twivaiidu Wiz (16:9) wWhauniiu (fafia) Wizt (4:3) wWiumtuusuanad (16:9)

& W vinwaawsigumalu

O %% . = 7 -

R B > 5y
of memm U B - % _ = G 9
@ wladoviouiu 7 y B 0 WD > " 3'\%““;”‘9 X
'S Jf " 2LV 2 ATHMITA o
B dulud VS o S & o8 ooy A
= o 3 2o 0Tary woudid
1 mwaddmuaas i Pac 2 = "M

B dninan

¢ ' % LTI RS : ‘.@ 3»\%%%519@
e LULGEY B - > . - msm%%vgﬂ

AN 2 NH19DLEBNVUINTUIUYBILNERNBTU Canva
un: Canva (2023). https://www.canva.com/
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8 & FORCE

>
Laa

Speed, Distance & Time

'I UNIT REVIEW
w

uuuuu

- snu'i*mus =5 N
Motion ‘ @pimation

sulsCaiBE

o&o o

FchES AND Slx STEps
MoTioN
9 _—

d' 1 3
AN 3 NUIABNULNARVBILNARNDTN Canva

fi17: Canva (2023). https://www.canva.com/

2. Brainstorming (B) e M3szAnALAALBRNIUULLIAA Motion Graphic 5282M13Y5aN
mMsesdUseneun muarnsiadeulv (Visual Elements & Motion Integration) 1agfin15a1a1nam
fheghmsamamanveslsunsuinfiosandisuidisuiy Weldlasaiimdn nmsieuazdng
nszvuMsafIsUfduiusma Tnensdannsesdusznevdal muglusunisldnalnnisiadeuln
unasefuilszuuUsznanaitieimuagUuuumsiadeul (Wu MsUsIng madeu Wiensan
ye) Wimnudulnauszaenadesiuvdniminginisiuimenin msldaininesindeuln uuumatn
ProdindinmdFedidaunials werduasduamudirlalulssfuiidudeuldfsay

Stop-Motion Animation Visual Arts Educational Presentatio. M) + L O GI winnw

ANN 4 BEN9IRUsENaUTRILNanNasy Canva

fis: Canva (2023). https://www.canva.com/
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3. Testing (T) Ain NMInadauLarUszIduUszanSnInas Motion Graphic lagld Al 3iAs1gi
foyansnevaussvesiuy et luuiulsinsdeasliiussansam Tnefansananssesnsius
VDIV Wieusziiuna (Timing Management, Audio & Output Generation) JLUEEATIIEARNTTT 0
Boadessnlauysal iunsuimsdansinilal msdmunszezinatveausiazain uaznsldien
windmaiasusnulviianudeides uenand nsysannsiadiiie Wy @esussensnionus’
Uszney 1hunlunszuiums awtenssdunsiuinsensualvesiuas Wensyuiunisusznausig
aS9Au Sunuargnussnanafudeiaiiidedeluldiuie

nnsandunudnedu azvieulmiiuiinisysannis Canva meldgiuAndesnwuy dle
Juesnsldwonduniftondndoludanadaviniy uidunmsiuddsunssuiuiminaiousd
nsufdamfdadldiduqunans (User-Centered Design) lnei3uainnisiianuidilag suans
dierdmundmnemsdemsiitaiau danalnideduaiuaussnuznisnlinsgvineunisasdiou i

TufiRvesnsadraassd msldunanvesuifioszanaussuazairlasaieaninogasiniid
faifunisuszndlduunin "Rapid Prototyping’ ielviESeunaafiutofinnaianasUsutsstuay
1AYuT aennfaei ULIANNITISBUINIUNTaEY OUAR wonani sruulynuseivg (A) Avae
atfuayunsaianisiedeulmuazesdusznevdall dwihmihiidu "Hueednenmdaiiassd’
(Creative Augmentation) #stasandadnAasuiinuemamadaamzmng MisgiFouaansogaiy
lﬂﬁﬂ’]ifﬁlﬂﬁ’]ﬁUﬂ?’mﬁ’ﬁ@%@QL‘l‘j,EJW]LL@%ﬂ’]iEJEJﬂLLUUﬂﬁq%éﬂ’]i?ﬁl@ﬁ"li (Communication Strategy)
Inegneliuseansnm

nanN13UsBIUNAIUAIN Canva talaad1eassAnunsIinuugIuAn@aniuy

nsUseiunanunIinfiaieassdlag Canva Al uug1uAniBs Sudnnisddy 3 du il

1. mUsziiluiuUszavEna (Effectiveness) nanie BmsUsuidiu mmesiudenloslnonss
futumeu Empathize (4114) uay Define (Fvundamn) Tunszuiumshnifsesnuuy noulandgsu
asnsolil asfidesenludaiaudmiunguidmnefidivualivield sueenuuuairsanuidnvie
nsgfuorsuaifinslalildniadeld Whiuasaenndasivuiunvesdruriold suduivssatinne
ndnfinaliladnsavielyl

2. msUszidusudsgdnian (Efficiency) na1fie nisuszidiuddasialalddneninves
Canva Al Wi0L3an58UIUNTT Ideate (S2ANAITINAR) waz Prototype @5sduuuy) tomfiasla 14
#nenmaes Canva Al dudingeld fn15ld#wes Alwu Magic Design vl oad euuafas udui
wananenioly finsld Magic Animate ioadansindeulmiiynsnaviraulavdeld nnsld A
Pantuneuiidesiigny vietseivuzgUassannudnaiisassdlavioli Bedensadauas
Usuuiinngwioll

3. mavszidiuduauanysaivestiuny (Execution) namie nsussidiunmn muaINadns
41118 YHIIINNIUNTEUIUATT Test MAADY) wazUTUUTMAIULAT HAINAI8IUAIUNENNTT
panLUUNIold 93AUITENRUAIW (Composition), N15LTd (Color), kazn1sld@ienss (Typography)
finnuawvseld nMsdaaiduaudAyvesdeyatanuinlilvuidnnisueseslnou-nawmseld
funanansaiiledsidiosnisazdoldly 3-5 Junfusnuield
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asun1sUseidiunanuluguuuddadisugaiiuain "auatsauiasisdag A" lug
"anudnsalunisuddgninisd eansieaf Jgaivesuywd' Taefl Alldues esdeatduayu
(Empowerment Tool) Melvidiseuussafneninasanlunisdeasynnvia

A8 19TUNBUNAINTIUIABAZLDEA PBT Model

NLUININITUTEYNALY Al Tun1500nkUY Motion Graphic UNFIUNTEUIUNITANLT
ponuuuidu PBT Model a1unsndruUsse neleludanssunisfsunisasulddedl

%ufl 1 Problem Understanding (P) ffaouiiiauoaaunmsaidlom wu “lutligtuenu
Frununndnaruiiieatuanulasadelulanlsues wu nisdesianiiu mstesfudoyadiu
yana 3onsiivinsurmdasy” andulifiSeu Sesgingudmne ssyyvinisdeans way
AmuaingUszasAveas Motion Graphic nSTUIUMSHaDAAGDITULLIAA Design Thinking 7kdfunis
aadnlaglduazUamn (Empathy wag Define) (Brown, 2008)

Yufi 2 Brainstorming (B) fi3swhaudundy 3-4 au Tneld Al ifletaeastaudn i
AINTIN TEANANAAEITD Motion Graphic 19 Al @519nndiazAsuTeain @519 Storyboard
F19819uuIAn Motion Graphic 5o “3 Bdesiulndeeulalgnuan” o 1oswaruituasade
Jn Two-factor authentication wazsy§sass phishing TuneuiitluduasuAUARa31ETsALAZAS
ponuUUADTaRTiAe (Mayer, 2009)

Tufl 3 Testing (T) iFsuaZha Motion Graphic ATWET 60-90 Jufl wértaueviihduFeu
Aanssu neassiiauenacy futelaueuuraniiiou Uiuusmany asuealifiSoumeunsuaiu
Tunwannesuosulail WU YouTube TikTok Instagram WazdlATIEiNanDUSy 1UU TIUIUNNTTUTH
AuAniy wagn1sddiusiuvesfyy Tuneudaonadastununfn n1siFoudannlszaunisal
(Experiential Learning) (Kolb, 1984)

'3 4

d9Ua9AnUg
< o ¢ v o o 4' -~ a ¢ .

unAduildiaueeAadus i gafun1sysanisias esledyyusea g (Artificial
Intelligence: Al) lWAUNIZUIUNITAATDDNLUU (Design Thinking) LOWAILINTZUIUNITODALUY
LATHANF0ARYA IneUDAUNUEIAYVRINITANYIAD N158319AUARTENINUUIAANTITHAUyyITiLiu
uywdiugudnans (Human-centered Design) AunmsldwalulagdeygyuseAvgiiomuussdnsam
YDINTLUVIUNNTODNUUY T98andodninnIual Minwy wazninenslunisuande

NanN13ANWITIMTANI1 n1stdiasesile Al luladiunumiiesdunistieasdsassadonuse

v

29NWUUA 9LM 1T U LA IdINaR N5 UA SULUAIUNUINVDITNDDNWUY 1NLAUNA VI NU19 LD U

e

4319855ANaY (Creator) Tgunumlniluguzginnagnsnisesnuuy (Design Strategist) uax
ffunsvieuessEuy Al (Al Directon) Litelimsldinaluladafuayunsyuiunsndeadisass
Ipogneliusednanm
osfnudldannisinuilansemirludszgndldfunszuiumsosnuutiasndndoniva
Tunarnwaneudumn wu mseenuuuluduns1iin (Motion Graphic) nMsimwIden sane wazn1suan
dofdviaiiion1sdeanslugafdsia ImEJcﬁj’ﬁ’mmﬁ'amﬂﬁmmﬁﬁmﬁumﬁ’msmLm'uﬁ’ﬂﬁ’iwm
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nsgruMIAaidseanuuy éun nevieradladldvienguidmansegnednds nstmuadamil
o1 uazmsaauAnineUaLe eI UNBiSo UM g UaNs
uonaINi nsdenlding esdetlygruszAvsmsimiuasnndesiuingUszasdueinis
oonuuuluusiazd unoutesnszUIUNITARTtENLUY WiolhAnUszanSamgsamlunsiamnde
farta Tneunauilldiaue wuusass PBT Model sUsznaudae 3 fumeudiey loun
1. Problem Understanding (P) nsviasidnlataymuagusunvegly
2. Brainstorming (B) msszauauanuasassuwianniseanwuulaeld Al Juedesile
TG
3. Testing (T) N3nAARULATUTUUTIHANUAINATATIDUNALAYUBLAUDWU YBIR 1Y
wuudiassdinanriod eulosuuiAansAadseenuuudrfudnenmveamalulad
Ty sziivg Wieatiuayunssuiunsainsassdonavariinnn HLALADUAUDIRDANADINNT DS
mﬁuaﬂmwaimasmmﬂs“a‘v]ﬁmw
Faifu ssdamianunerudTadulselovise dnoonuuvdenisfnu faeu Unide
waztinadreassdiiom TumiﬂiuqﬂﬁﬂﬁuLwﬂiuiaaﬂmmﬂﬂiumwgmmumumumiﬂmLmaamwu
\ioenseAUUsEANE AT NULATAMNMYBINITORNLUULATHARA oA 3Vl VdenAd DI UUTUNYBINIS
Bousuaznsdoasluamssei 21

PBT Model

o1 Problem Understanding (P)

Sinswmisavshnudiletgmnisdears ngudwng
uavuiunvasdendvia Tneld Al uinsesdioatiuayunis

Tanmiteyauazuunliiveiivars

e Brainstorming (B)

2icd ~
M3TEANAMUAANDDDNLUULLIAA Motion Graphic oy
19 Al iiatapadauwnfn Storyboard N uazpsd

Usvnpudafilidy

Testing (T)

msnagpuLazUIzdiuysandnmens Motion Graphic
Tneldl Al iameidayanismauaussveatjuy iy

Uiuugamsdeansiviilszansnm

AW 5 unuAIW PBT
10 gty wnrewd (2569)
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