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ABSTRACT

This study was built on the application of the Technology Acceptance Model
(TAM) and Motivation Theory. The main objective of this research was to examine the
consistency of factors affecting the consumers’ intention to continuously play online
games. The sample were collected from 400 consumers who had experiences playing
PUBG by using multi-stage sampling. Data were analyzed with descriptive statistics and
Structural Equation Modeling (SEM) and found that the model was consistent with the
empirical data. The relationships were as follows: 1) Perception of easy to play had
positive influence on the attitude towards playing and had positive indirect influence

on continuous play intention through attitude towards playing online games. 2)
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Perception of usefulness had negative direct influence on attitude towards playing
online games and had indirect influence on continuous play intention through attitude
towards playing online games. 3) Perception of enjoyment had positive direct influence
on attitude towards playing and had positive indirect influence on continuous play
intention through attitude towards playing online games. 4) Attitude to play had

positive direct influence on continuous play intention.
Keywords: Causal Factor, Continuous Play Intention, Online Games
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Tudsnuswasie ‘inuesulayl’ IdnaneiduAanssuenuinedildsuanudousnniian
salan Taeawglunauguluel (Ballabio et al. 2017) wvilguamnssuinuifulniuagng
unlunAsTuiiiiun Ins1ssunsdanatanulan wuiilud a.m.2021 diEunun
3 Wuduaunszsegamgiiniaiieg lan iutuandiiiuan fesay 5.3 anursaaing
swldsrfumiuiuidu 1758 Wudunoaaisansy e douudfindunfinnad
nelwiAnseligeiian 88.2 uduneaasaniy vieAndusesas 50.17 anseldsam
Wanun 50989110 oS unile (42.6 Wuduneaansansy, Touay 24.23) glsu (31.5
NuAIUAeaasansy, Jovay 17.92) arfusiusn (7.2 Wuaiuneaansansy, Seeas 4.10)
AzTUBDNNANLAZLONIN (6.3 WUATUARAANTaNST, Sosas 3.58) Nua1su (Newzoo, 2021)
MNVARaIAkarglaTIIuIealugnavnssiny Jvhlviusengranuaslviuinisny
ooulatl mszmindsnnudndusenisaiisassduinnsy Wesnwemaldiussunenisnann
ﬁﬁmiLLﬁdﬂ‘ﬁugﬂuqiﬁaa%ﬁaﬁ (Sharma, Tak and Kesharwani, 2020)

PlayerUnknown's Battlegrounds w3afifieuiienin PUBG tduwildluinueeulaiii
#sumnuflonundigaluiagdu WunuuuisedienT3nsen (Battle Royale Game) siain
Ing Bluehole aglownudyyifningls \Uadiegrndunianislufieusuiiny a.a.2017
asnsnduldtauuinueoulsatayaniving Jagtunudindniigldausotu (Daily Active
Users: DAU) 110031 30 &1uawsialan (Mamun and Griffiths, 2019) JULUUNTIEuT ugY
Bumsudedulaedifidu s 100 au nsglansiuyTnanieiesduadludaunziaiiouased
fanmiadeuunnsrstuly mnsugiaudosnunanineins Wy o1s gunsaidestudh
vidoeumwmuz Wusu Anszdanszansegmuaniuiisngg ieldrediududaonssing Tng
ningnamarifogneite dufudidudeddnagnsmaauiiunndraiy iilesoddsenvie
Aavorne’) (item) Mnfidunudu ieifislenanisvusAensidinsealiuaugning (Galka
and Strzelecki, 2021) PUBG l¢¥udniansaiidauanunnuneaniiniansaling iesanidunis
Yhiauegunuumsiaunalvig Afiaunnszdvanansadrislaing uasiidfyiandediau
AT UL A UUINIIT LANA U A NS UNIS LA UL Az AT (D’Souza, Manish and
Deeksha, 2019)
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musiladuagseiiies (Continuous Play Intention) Funsdneanusilands
anﬂsimﬁm%’uﬁmuﬁaﬂﬂﬂ%La'umwialﬂ Lavaziausnasslusunansulng (Kim and Lee,
2017) winfiaudimnuisladusgwiedlonfiviu fanudululdgeididuazsousneiy
dnfudodudiatiounardmosneluing uindarusdladussnaseiiowh Aiuual
;:ILéu%LaﬂLduLﬂuﬁ?mLazLU?{auIULduLﬂmﬁu (Hou et al,, 2011; Kim et al ., 2015) 911A1$
nuvnunAdeluefniiimmn Tiinsinsounguieine sild@nungAnssuding1n Sharma,
Tak and Kesharwani (2020) ‘Uiz‘qﬂﬁisﬁjwqwﬁa’lﬁlw?§ﬂ’1'§—LﬂWimEJ (Means-End-Chain
Theory) Fafiunmsidonlesnuailéu (Perceived Value) 9nnisiaulna fumgAnssunam
filaiduatsioiiles Inefinisfusenuides (Perceived Risk) ugaudsifu (Moderate
Variable) v3auduiusiiintu naninnisinuinudn anAdsensual (Hedonic Value)
demansznuidsuindenusdaduegsaiios aglided Ay 19adAcnaNgANIITNNITHEY
wnwgaulard uenanildmudn sefumssuinnuidesiigay auAndensuaiisiisfuei
dilaauagnaseiilasuasiaudnge Hsiao and Chiou (2012) Iduszendlimguinunisdany
(Social Capital Theory) n319deUT indersguruinueaulatdmasevimafuasauil
idusthsseiloesiiaunioll naanmsAnwinudt inTevisyuvuvediay dnanszny
Tumsausoarmdusiusiugiauiiogluiasovnoyuvudu uidsmaludeuindenisidiis
NSNINTVOELAU TiAuAFHoNTIaY LazausslaEusgsaie Muves Chan, Cheung and
Lee (2014) loUszendldnguijuseqdla (Motivation Theory) wazluinanisguduninuamands
Tunsldsyuuansaumena o (Expectation — Confirmation Model of IS Continuance:
ECM) Wil o5 unenginssunisiauinueaulal wuin LLtiqia}a{qwaﬁ’mqw'é (Achievement
Motivation) uazusagelalunisdaia (Immersion Motivation) danansgnuliauinedad
HodAgeana siomuwaaLnaY (Enjoyment) anuienela (Satisfaction) LarALAle
idueg1sseLilas (Continuance Intention) vesgiauinuoaulat

ogslsAny Tudagtuvssmalveduaurausnuiseidnululssdufing1iun
T9iu waztiterdunsifnfutesinmeanufifsatungdnssuduilaanue oulay lu
Al aduldidenyszendldlunaniseausumelulad (Technology Acceptance Model:
TAM) waznquiusagsla (Motivation Theory) lunseulunisinw iieeduieinddade
Tathafidenaligflaudsnaduinuosulaodisieillos dadudsiitnoonuuuiny dnsiamunn
sataglruinsinuesulasnsiesnisdinou deldruunnagnslunissnudiaulfineg
fuinuuuiian Tnediaunduifodundugnéniiuinge Seahlguuamimsatieneldannns
MeAuduerimaiiniuluonan venmnisaduuslovironisainsesdnuidiugana
inueeulall Wisldlumsimundensisunisaeunazvangnsiuinulaoionte sudunis
duafuuaziauynainsynlnelitinnudsinglugaamnssung Jedsiaunausgidy
Sruunnlgsnmenils (@inauduasuAsegnandvia, 2562: 49) wnUssinelneiiniy
NTBUNIAIUYABINSIURAAINNTTUAINE1IDENIUNINBLATINUNIZ AN UAD A11150Y 1A
Uszinelneusuiasuaniuzan “guslaainuanmsindr” nanedu “gudnnuifienis
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daoen” Junmssnwnaenimmaasegia wasdeneliinendn n15919u wagesdnusly
nsiaunualuladansauwma (Information Technology) UesUszinABAsE
InUIEaIAn1sIY

1. \flonsanaeumiudenndestasmuduiusidsavg ladofidsmasonudls
iduogwoidlesvesiuslaanueala

2. LﬁaﬁﬂmﬁwﬁwammﬂﬁaL%amm&;ﬁﬁwaﬁiamméjﬂﬁ]La'uashwfaLﬁawaq
Austnainueaulal

FUNAFIUNTIY
INNITNUNIULUIAR V684 wazeidefiiendeatunsidondd RREE R
auuAgIuNITely 4 Usens
1. mafudarudelunindu fvdnadeindertauafifsenadunazaudila
duathadeiiies Feusenaudeauufgiuses 2 do fed
1.1 nsiuianudielumisiau fvswanismsadavandeinuadfidonisiau
(Agag, Khashan and ElGayaar, 2019; Yuniar et al., 2019; Shiue and Hsu, 2017; Chinomona,
2013; Mantymaki and Salo, 2011; Davis, Bagozzi and Warshaw, 1989)
1.2 msfuiarudislunisidu d8vswanadouidauindenudsladuagig
Gi’e)Lﬁaﬂ IﬂadﬂﬁhuﬁﬂUﬂﬁﬁlﬁﬁiamiLdu (Agag, Khashan and ElGayaar, 2019; Shiue and Hsu,
2017; Chinomona, 2013; Mantymaki and Salo, 2011)
2. Msfuiusslovd d5vswadeandeviruafiifsonindusazaudiladuagg
soriles Fausvnousiwauuigiuses 2 9o il
2.1 nMssuiusglevy fiBvBwanmewsadauinderiruaffiinenisiay (Franque et
al., 2020; Yuniar et al., 2019; Kaltum, Rimadina and Zusnita, 2018; Shiue and Hsu, 2017;
Mantymdki and Salo, 2011; Hua and Haughton,2009; Davis, Bagozzi and Warshaw, 1989)
22 msfuiuseleni fBvsnamedendauindeanudiladuegisioiiies T
dssiusiruaffislnenisiay (Franque et al., 2020; Shiue and Hsu, 2017; Mantyméaki and
Salo, 2011;)
3. mssuiarumanmay Tavewaduanderruedfilitonisduuarauddlay
otwwalios Seuseneuseauuigiuses 2 Te il
3.1 nsfuianumdnndu 18vinaniansadauindesiruadfsienisidu
(Agag, Khashan and ElGayaar, 2019; Chinomona, 2013; Hsiao and Chiou, 2012; Mantymaki
and Salo, 2011; Lin and Bhattacherjee, 2010)
3.2 M3TUIANINE NG f5vEnaniedoudeuandenudalaiauesg
sial,ﬁaq Iﬂﬂdﬂﬁhuﬁﬂuﬂﬁﬁﬁﬁiamﬂdu (Agag, Khashan and ElGayaar, 2019; Chinomona,
2013; Hsiao and Chiou, 2012; Mantymaki and Salo, 2011)
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4. VirunRvasensiay Tovenamesadiinderusdaduegseiies Franque
et al,, 2020; Agag, Khashan and ElGayaar, 2019; Shiue and Hsu, 2017; Chinomona, 2013;
Hsiao and Chiou, 2012; Mantymaki and Salo, 2011; Karahanna, Straub and Chervany,
1999)

NBULUIAANITIVY

msfuinnnudrglunisiay

TiAuARTSAonsIEY
(Attitude to Play)

(Perceived Ease of Play)

ms¥uiusglevy

(Perceived Usefulness)

anunslaauatnesaiios

MsSuiAUWAnIWAY (Continuous Play Intention)
u

(Perceived Enjoyment)

2NN 1 NTBULUIARNITIVY

wuAnuaznguRitieatas

Tuwaniseauiuwmalulad

Tumanseouiumealulad WWunguindnineiildlunsiunisnsseusunasld
numaluladarsauna gniaualae Davis, Bagozzi and Warshaw (1989) Wi aaSuned
mﬂmuf\]uﬂamumaﬂgLaﬁmﬂiuiaamiaummu q Aalgantdadendn 2 Usznis lawn 1)
mMs3udenudiiglunsldon vineds ssdunude maniwesiiiegldsyuuansauma 91
Lﬂmuuwmmmﬁauiﬂmw imaﬂfdmmwmsmaEJNmﬂummaugmﬂﬁuauwmﬁﬂ,u
A1silasyuutiu 9 (Davis, 1989: 320) ua 2) n155u3UsElevd muneds seuAILTeTes
yeeafiilenmadugldauszuumaluladiy 9 31 waluladfsnanivssloniuinu woed
wltiuheiiuUsyavsammlunisvineuesmuld (Davis, 1989: 320)

mndadeiindnundu ulafeiidmardorauaivesdldeu Wumiuidngan
viodsauresyanaiidonisuangingsy faiumnyanadusisslon uasaudely
msldu geshlvyanatuiavimndiia wordmalifnemuddaldmelulaslugdusoly
(Kaltum, Rimadina and Zusnita, 2018: 1025)
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NIl

nguiusegdle Wunnseduefemnudeansvidenmussaunvesuyud densedu
iiangfinssusing 7 Tneusagdlaty innyaragnnseduuietninandaliinms
n3gyn YUl ayARalAIINA09NI59] Aalildsunevanes Sufausmdnduinelmin
ngfnssuviienisnsshilaunsaneuaussaudesnawaituls (Solomon, 2013: 118)

ANUFBINTSLaY (Need for Play) tAnainusegslanieludnlaveayudisosnns
LENTNANINALNAUNY ANMINAAINAL wazrlounatBaInAuRuATenTatae Teasuans
weAnIsueonuTuFUTeINISIAUNN N154UsY nSon5deassd Ly (Murray, 1938: 145)
fauAdefiiumszyin ussgslaneludidenasdenisiauinuesulal iaanmsiuiaiig
wmAnmAuAldsunnsy WuanuaynawudiAeduainnisddiusaululanuvisng
poulatl (Stefany, 2014; Chinomona, 2013) fstiuvngiduiuifamunaamaudldsuain
nsidung doudssasarimuafisunuasanundladuiioainsnuaulifuaues (Hsiao
and Chiou, 2012: 79)
Bantiunside

1. Usgnsuazngunlagig

fiveimuauszgnsildlunmsinmaied Dunqudiduiiuaundnieiodae

Haauooulat (Social Network) dwiuldlunisnuds yane wanwdsueufadiu viete
PMeuaniUsuieniuing PUBG S1uu 11 wdotne Saundnsiuiedu St 1,064,557 51
(Fanvesdoyaszylilumsisit 1) Auusvuindedlagldandiu fog1s 20 510 safauys
Funald 1 §uUs (Hair et al, 2014: 100) dwdunsAnwiasad Sfuusdaneld 1w 15
s Fedmusvuangusnegeiunganlsd $1uu 300 918 wagiitaldunisiiingunalu
MnAAeY (Power of Test) maalmwmmmnaumasmuJu 113U 400 918 neldisnsgy
wuUnaETuReu (Mult- -Stage Sampling) Fumeudl 1 vinsduiniedisdenuosulating
PUBG $1u7u 6 1A30T1e 91nitenun 11 1adet1e fe33n1sdueg1edts (Simple Random
Sampling) Funaudi 2 VT’]ﬂ’]i?jiJﬁ’JEJ‘EJ"NLLUULLU'Q%UQQ (Stratified Sampling) lagaLUNAIL
anwaznIeYiveanu 2 nqu leua nguiesatiaduda (Private Group) fduau 3 We3eve
ey 2) NguIAIeYUaNs1slE (Public Group) 311U 3 1eTeYne lagdlideifengusn 31U
4 139Ny muumﬂmammamemum 119U 2 1050978 UANGULATEY AT
$117u 2 13ete Tuneudl 3 Yiin1sduieg1uUUIEas (Purposive Sampling) 91n1a 4
\3et18 9 az 100 T8 lneidenandiauiiuszaunisallunisiauiny PUBG uudalsives
N1 3 dou weediuiluninduannnd 5 adyEua
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M54 1 FulsErnswazmegsvainguiauluniotnednuesulatiny PUBG

o 4 s o y anwaz | WU | 37U
a1y VBLATDUIYLUASNUIYIIVDYA o v
WY | UszuIns* | aeaeng
1 PUBG MOBILE [THAILAND] dus7 189,925 -
(Fian: https://www.facebook.com/groups/1454724384623876/)
2 | PUBG Mobile Esports — Thailand aquen 182,181 100
(Fian: https://www.facebook.com/groups/1863647143932409/)
3 | PUBG MOBILE - miteu waAe [finiuUC dwi | 100,161 -
(Fian: https://www.facebook.com/groups/pubgmthai)
4 | PUBG MOBILE THAILAND - ngusnfe asse | 95,766 -
(ﬁiﬂ: https://www.facebook.com/groups/600650696976312/)
5 | PUBG[TH] - Playerunknown's Battlegrounds Thailand dusn 91,991 100
(#i31: https://www.facebook.com/groups/431806930516032/)
6 | Fove D Pubg Mobile Iag) Up2Yim dusn 87,158 -
(‘ﬁmz https://www.facebook.com/groups/290812485389541/)
7 PUBG MOBILE #1713 wiilou AU 78,439 -
(Fan: https://www.facebook. com/groups/578598802505325/)
8 PUBG Market Thailand ﬂﬁll‘diullﬁ Gua e wanwasy (PMT) RV 75,946 -
@an: https://www.facebook.com/groups/PubgTradeTH/)
9 PUBG MOBILE THAILAND (E-Sports Games) #1919 66,445 100
(mn https://www.facebook.com/groups/194687004447980/)
10 | Fer1e - wandsu ID PUBG MOBILE G 49,160 -
(‘mJ"l: https://www.facebook.com/groups/2284999118479572/)
11 | PUBG MOBILE [THAILAND] s21AuSn#ud a1y | 47,385 100
(‘171|m: https://www.facebook.com/groups/365535567263509/)
374 1,064,557 400

*\Hudeyaannisdrsiambdunesiadeiuil 15 w.e. 2564

2. w3asdiafildlumsise

dmfunsidelundail iadelavmuiuugeuntesulal lngAnwianuulan
ngud warauideiifertosandassmadundn Wesanluvssmalnesaauaau
muAdeiidnwlussiudngn wwudevanufidnvazidunuuiesdnussanae (Rating
Scale) Fuiliaiden 5 sz Tnedinsnsiaaeuaunsudadem (Content Validity) 910
tndvmsuazidvavgiunuesulal $1uiu 3 vivu Tnemerdvianuaenadosves
Tomn1uiuingUseasd (Index of Item Objective Congruence: 10C) Yafn1uilA1A il
ANUERNASDITENINN 0.67 — 1.00 GefiAnannnin 0.50 (Usvande WU, 2558: 381) Dol
Juvvdeuanuiinnumsedaiion wdanduldinismadeumuidesiu (Reliability) Tng
thuuvaeuanilunaassiuussnnsitlllingusnegns $1uau 30 919 Wletuniinszsine
a1l oy nan1sEnwINUIn AduUszans wearvesasouUIn (Cronbach’s Alpha
Coefficient) n133uianudrelunisiau dawviriu 0.900 Mssuzusgleond dAnviriu 0.926
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v v a a a Y ) ada 1 ' A Y
N153UFANINAALNEY HAiNAU 0.943 viruaRNdlsenisiau A1y 0.904 uagaIy
Adlatauagenaiiios da1indu 0.777 Fedd1unndn 0.70 (Cortina, 1993: 103) azuledn
wuvaeunilTERuANUEeiuaglunnif

3. maiusiusudoya

GAselddiiumsiunusuteyalaglduuuasuauesulal anngusioisd
Hudusasfumniniatetiedsauooulating PUBG ludoauiteldvoayginanggua
wn3eredinuesuladiililunisding uasileldiueygndaihnisinusznia (Post) tile
TuasTmgusvasdunsnsitouasifends (link) wuvasuaudmsuldnoudiniu Tasiide
faudansesfneunuuasuniudesiu fo Tuszaumsallumsaiauny PUBG uudalities
N1 3 ey uasdenudlunisiduinnnd 5 asydua elddeyansunuduiudisivun
1 ¢3duldnraeuanugniosiasauauysaivesdoya antuiahluldlunisiesed
Toyanoly

4. Mmynseidaya

adAfildlunisiinsgsideya Uszneudie 1) affifenssann (Descriptive
Statistics) Wieldasunsdoyaiuguesnguietauazduusildlunsine 2) adfds
9UUU (Inferential Statistics) Telunaann19139lAs9asne (Structural Equation Modeling:
SEM) Awsnzvideya Ineussanammisidwesainlumameisnisuszuianmeanuiuly
19igegm (Maximum Likelihood Estimation: MLE) wiideUseifiulimanisin (Measurement
Model) sran1sn1sUseiiiununss (Construct Validity) warALLTiE (Reliability) vodluina
M3UsTiuANisnsadagiuun (Discriminant Validity) waslasizidninadedznis
AATIZAEUNS (Path Analysis)

NAN13338

1. é’ﬂwmsﬁ"qlﬂﬂmnduﬁ’qadw wun lnsdrulugiduinaene (§wau 234 519,
Yowar 58.50) feongiade 21.75 U utiniFeuainfnwn (S1uau 258 518, $evay 64.50) &
nsAnweglusedud3yans (@i 218 s1g, fesas 54.50) iingladeinoutieanin 5,000
UM (142U 134 518, Svay 33.50) uavdluszaunisallunisiauiny PUBG uda 2 ¥
({u3U 143 518, Sevay 35.75)

2. wgAnssunmsiaunueaulad wuin Inednlngldnamasdnau/manianiseu
Tumsiduiny (S1uau 329 519, fosay 82.25) Smwalunisidy wnnd 10 ade/duand
(F1wau 191 318, Seway 47.75) Wszeznatlunsausotu 2 - 3 $alue (§rwau 177 919,
Yovay 44.25) flyarafisnauinudeiiiou (dnau 240 1, $ovay 60.00) neilingUszasd
vénlumsidufe euilerutuiis msaynauu viereurmemmieien ($1uau 275 18,
Sovaz 68.75)
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MSUDRL

3, maannsUssfivinnantsin (Measurement Model) wuin dminessusznou
1M3§1U (Standardized Factor Loadings: SFL) Guamﬂéf'gt,l,ﬂiﬁméfum 0.50 Gl (Hair et al,,
2014: 618) YnefitfadAyn1eadffisedu 0.01 ﬁﬁma'ﬁaﬁummmLLUiUiauﬁQﬂaﬁ’ﬁléf (An
Average Variance Exacted: AVE) 583313 0.577 - 0.797 @unnninnasiiidivualife 0.50
(Fornell & Larcker, 1981: 46) uaﬂmﬂf’f AnAILT B UB IS (Construct Reliability:
CR) fifn5ew319 0.804 - 0.922 Fsnninnauifininualife 0.70 (Hair et al,, 2014: 619)
wansdauUsuaazdlulunanisiafianuindefiogs uazarunsaldlumanaaoy
auduiusSialaseadsld duedned (Famsad 2)

A1519% 2 ADATINTIUUILALNNSUSEILIUAaNT I

fianusung AauUsdanald Mean S.D. SFL®
aussladuaeeeiios (CPI) ausiasiioslunisiau (CPIL) 3.96 097 0.79
CR = 0.805 Anudlunsidy (CPI2) 353 098 0.62
AVE = 0.583 audaBulunisiau (CPI3) 4.13 093 0.86
ViruARTElensIEY (ATT) AFEnTIARsonsIaY (ATT1) 439 084 087
CR = 0.907 anufanelafifsenisiau (ATT2) 431 082 086
AVE = 0.765 Anudurouiididenisiau (ATT3) 445 077  0.90
nsfuianudiglunsiau (PEP)  anudiglunisvihanudila (PEP1) 3.89 094 080
CR = 0.804 Anudelun1sAIuAy (PEP2) 3.85 0.83 0.75
AVE = 0.577 anudrelumsiSeus (PEP3) 376 086 073
ns¥uiUselevi (PU) N3N NEURUSdAL (PU1) 365 098 099
CR = 0.877 nsasenNdRuSediaL (PU2) 354 097 0.76
AVE = 0.708 nMsAnsiedoanssenineyana (PU3) 357 097 076
nsTuIAINEANEY (PE) auAaEWlTunsnEY (PED) 419 084 0.86
CR = 0.922 Anuaynauuildfuanmsidu (PE2) 435 078 0.92
AVE = 0.797 anatudieildsuannisiay (PE3) 436 080 0.90

2 ntinesdusenauamsguvesndnys duddynivadianisedu 0.01

4. AU B9AT9LT 931U (Discriminant Validity) lagna1sanUsaulnau

S2I19A1 AVE vaeiauusudenilen fuAduussanSanduiusigsaeaseninsdanusuels
(Hair et al., 2014: 620) N@RINAITANYINUIN FauUsurena 5 1dun n1ssusANdglums
iy Masuuselon n1ssuarmdaimay ieuadfiddonindu wazanuddladuogis
soiflos T AVE gandnAnduusyans anduiiusidsansssninefuususs uanaindaus
Fanallulieansin Sanunitssnsadsiuuneglunnsia fmsai 3
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M990 3 AULNLINTHTITILUNVBILULAANITIA

. AnduUszansanduiudigasas
AU
PEP PU PE ATT CPI

PEP 0.577
PU 0.326 0.708
PE 0.340 0.181 0.797
ATT 0.319 0.125 0.621 0.765
CPI 0.304 0.162 0.317 0.370 0.583

ANILAVUINLLUINGLYS MUBfie AT AVE; PEP Ain n135u3Audslunisiay; PU Ae nsfuiuselesd; PE Ao n3sud
ada

ANUNAAINAY; ATT Ap viAuARNdisen 1siaw; CPl fAa AuAdlaaueg19neLla

5. Tuaarialassadne (Structural Model) Han153LATIZRANNITLTLATIAS 19028
TWsunsudniagudmsunsidensdenueans wuin lunadauaenadesiudoyaids
Uszdny fa1sanlaain arla-auarsdunivg (Relative Chi-Square or Normed Chi-Square:
22/df) fevinfu 1,930 aenadasiuinueives Tabachnick and Fidell (2013: 770)
mMuualiAsiiadeenin 2.00 asdinseaumunaunay (Goodness of Fit Index: GFI)
wazfviinszaumunaunauyUsuLALAY (Adjusted the Goodness of Fit Index: AGFI) diA1
WU 0.95 uay 0.93 AUEIRU denrdeIfunaIiues Schumacker & Lomax (2010: 76) i
T alausuuzinAdsinaansnsiiadaus 0.90 Juld ArsinvesAedsindaeve iy
wiaeluguazluulInggIu (Standardized Root Mean Square Residual: SRMR) hagA137n
ﬂ°ﬁé’aaawaamwmmmmﬁauimaﬂazmm (Root Mean Square Error of Approximation:
RMSEA) iavInAu 0.049 way 0.048 AMUa1AU @8AA8a 83 ULNMUY 989 Schumacker &
Lomax (2010: 76) fliduainadananaisiiandesndn 0.05 wazduidinsziuauaanados
W3 uLeu (Comparative Fit Index: CFI) #A1LY1AU 0.99 @annaoinutnagive Kline
(2011: 208) TausuuzATINzaLAsTAdL 0.95 TJuly Famsned 4

A1599 4 YUIABVTNANINTFIUVBILIAALTILATIAT

" a - fanUsaniun
fandsua R? NAYDIONINA !
PEP PU PE ATT
ATT 0.80 DE 0.29%** -0.12* 0.74** -
IE - - - -
TE 0.29** -0.12* 0.74** -
CPI 0.52 DE - - - 0.72%*
IE 0.21** - 0.09* 0.54** -
TE 0.21** - 0.09* 0.54** 0.72**
/‘{2 =148.88, df=77, }(Z/df:1.934, GFI=0.95, AGFI=0.93, SRMR=0.049, RMSEA=0.048, CFI=0.99

DE = 8v8wan1nss; IE = Bvswansdew; TE = 8vdwasiu; ** p< 0.01; * p < 0.05

102



-

MSUDRL

NIANTINYINTIANT UNTINGET1V0) QAT
U 4 atun 2 @Ewaw - Wiy 2565)

NN 4 Lﬁaﬁmim'mﬂmuwmﬁw%wammg']usuaﬂmmaﬁﬂﬂiﬂa%f’m U
vimuaATiinenisiau (ATT) lH§udnsnaniansaain msfuiamnandaman (PE) undige
Wity 0.74 seeasande n1suianudtglunisiau (PEP) uazn1ssuiuselevd (PU) dauin
BvEnaiiiu 0.29 uaz 0.12 suddu Tnediedudsyavineinsal (R) fevax 80

anusslaauedaiiios (CP) I¢¥udninananssain viruadfiddenisidy
(ATT) 3ndiga winfu 0.72 wazlafudvdnamsdenan mssudmnumdamay (PE) msiud
Anudtglunisiau (PEP) wagnissuiuslewnd (PU) dvundvizwawiriu 0.54, 0.21 uag 0.09
muddy Tnedaduussavinennsal (R) Jouay 52

Hlefinnsanan1svndeuaNNRgIuNITITe WUl auRgrunided 1, 3 uas 4
fidumedvisnanaenndostuauudgiuiiivualy sniuauufgunisided 2 Mldaenndes
fuanuigiunsifodesiu iesan nisfuiuselend fBvsnanansnisauderimuniie

aad

N15laU wazidnswan1sdeuTiNaumeAusslalaUDE19ABLEDY a8 NTYdAYNINERAT
5¥AU 0.05 AIA1599 5

A15991 5 NaNIIVA@RUANLAFIUNITITY

FUNAFIUNTTIAY LHuUN19dNSNa E azj o vinavava IANI9 Han3
dndwa NINTFIU NAFDY
auuAguil 1
auuAgIuil 1.1 | PEP — ATT DE 0.29% (+) GRUGERN
MUAgIU 1.2 | PEP —> ATT —> CPI IE 0.21%* (+) | aenndes
aunAgIuil 2
auufsIui 21 | PU — ATT DE - 0.12% ) | Ligenndes
aunfgIuil 22 | pU —> ATT —> CPI IE ~ 0.09* ) | higenndes
sunAgIuil 3
duuAgIuil 3.1 | PE — ATT DE 0.74** (+) ADAAGDY
aNAgIuil 3.2 | PE —> ATT —> CPI IE 0.54** (+) ADAASDY
sunRgIuil 4 ATT — CPI DE 0.72%* (+) GRLLELN

DE = 8v3Wan1anss; IE = Bvswansdew; TE = 8vdwasau; ** p< 0.01; * p < 0.05
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1. mssudmmmiglumsiau 1Wutadeniiavsnamansadeuindevirundiidnents
dunueaulat uasidvinansdeudsuindenussladussiseiiios Insdsiuviruafi
fislonsiau deaonndesiuanuiigiunnsided 1 Wesnninueeulaignesnuuusnliidy
iilalfine fszuumuaumanauiilidutdeu wazaunsaGeusliessarmnsiniga Syl
duAnmuiEnia inaufonela wasdureunisidunuiiug Fadlugnginssunisiau
odsafledlurnedian aenndosiu Tumaniseusumealulad (TAM) fleSunedn mssud
anuirelunsldoy Wussiummumanisesglinaluladansaumna 3uduszuuilanansa
Bouslédine TnglideddmnunerewegisnnlunsBeuifiasliviensianudilassuy
wiantiu (Davis, 1989: 320) é?fﬂﬁmmL%auimﬁuﬁﬂuﬂaLLazwqaﬂsiumwu&gﬂﬂeﬁmuszw
f4na11 (Davis, Bagozzi and Warshaw, 1989: 985) aonAd ot uuITenaned u (Agag,
Khashan and ElGayaar, 2019; Shiue and Hsu, 2017; Chinomona, 2013; Mantymaki and
Salo, 2011) Ainudn Mssudenudrelunsiay ilsgiauAnrimuadiddoinuesulaiuay
ihlugnainssumsiduegiedeiilodldegeiifuddny
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2. msfuiusglond 1udladeiifivinanensudeauderimadiiilienisiauiny
aaulaﬁ LLazﬁﬁmﬁwamaé’amL%aawi@ﬂ’amc%’jﬂﬁn,éu@zhwiatﬁm Tnedsrhusiruailsionns
i mmmwmuamummmiww 2 fofumuludssdiuil Dudsleguenmiionisaianisal
yeatinesnuuULny 1899 nse Uummamimaamaium:uaauiau gnAmnisinaziu
Usglovddmiugiauildludeaiaassd mmmﬁlﬂﬂummmmaaamiizmﬂmﬂﬂa 1glunns
Snwpnuduiusmsdsauseninafiou audan wieldlunisadiennuduiusmsdeny 1y
myviitenlvis s

wnfimsduiusslond davswadsauderiruafuazaudsladunueaulay
ogsoiflos onainaninueeuladildidunsddnu fdnvazidunudodiedseaiiu
mMsuvsdusewiediau Tnsannsaidondszannsidunuudi (Squad) ¢ Faazdosendenns
deansseminanisiauruszuuinuiesnuuuly fiduaansamasidennuvieldlilaslviy
doansiuldesndasy Fuvandduiudendanddunsidussvitdiduiidanudaiiu
liinseiu InglamzUssifiunag nsuasundililuniniau dsenathlug mandunndamalsives
(Cyberbullying) Tuguuuusing o wu msldidessmenumeadieliAnaudauds nsdazdin
Tasnisdadomnuiiindafiss msguiiu viemsudsdudeyadiuyanavesdduiidug o
aviSengau Wevhlilasuauduene Wudu (Huane, Yang and Hsieh, 2019) il
fnnidumdeviegnaueusindvinuafideausdenisidunudanann wagihlugwginssunis
dniauluvineiian aenadesiunani33dues Anti-Defamation League (2020) l#d1529
“ nufifuafivnsdsan” unuiinddiduiinginssulunmsauenuuazaisasidagdululan
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ﬁgﬂﬁuLéuasmsial,ﬁmm@,éum agnafiudfyvneadffisedu 0.05

aada

3. MITUIANUNEANEY Jutlasefifidninanensadsunseriaundiiisnenis
\du uariivsnamesaudauandemudsladuedeseiion Tnodwurirunaiisldenis.au
e?fqaamﬁmﬁ’uamuaﬁmmﬁﬁ’aﬁ 3 Lﬂj@\'ﬁ]’]ﬂLﬁ@ﬁ’ﬂumm@@uiaﬁﬂﬂ@@ﬂLLUU&J’]L‘W@W@U&U@Q
m’mmaqmwaamuﬂmiumsaawmm*uumq ANNAYNAUIY LLﬁ”ﬂ’J’lJJLWﬁG]LWEﬁuIMﬂUNLau
Hundn muumiimmwmwamwau mLUumLLUimﬂmmLﬂmmmmmiﬁm’lﬂu (Intrinsic
Motivation) UaEau wawamammgaﬂuﬂﬂmmummm%muLaumuaaulauuumaiﬂ
aoandeaiunguiusegslaves Murray (1938: 68) ina1191 ussgalaifusduainausionis
(Needs) Ffuqnauinansvomdsiasasuyud Tasaudosnisduisla (Psychogenic
Needs) maawwéﬁﬁﬁmﬂizmwﬁaﬁa ANFDINSLEL (Need for Play) Lilaraiaunane
LaeAUTULIN AMEYNEUTY LLﬁW%ﬂLﬁﬁJWUWﬁ@m‘%amﬁqmm 1REAZLAAINEANTTY
ammlugﬂmamméumm (Xu, Mellor & Read, 2020: 5374) Lav@annaseiui1uYad Davis,

Bagozzi and Warshaw (1992) l#@nwiiudnitouiuuss lunanissessumelulad (TAM)
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