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ABSTRACT

This study applied the Technology Acceptance Model (TAM) and Motivation

Theory with the objectives of: 1) examining the consistency of the causal relationship

model of factors influencing online game consumers’ continuous play intention with

empirical data; and 2) investigating the causal effects of factors influencing online game

consumers’ continuous play intention. The sample consisted of 400 PlayerUnknown’s
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Battlegrounds (PUBG) players selected througsh multi-stage sampling. Data were
collected using an online questionnaire and analyzed using descriptive statistics,
confirmatory factor analysis, and structural equation modeling. The results showed
that the model was consistent with the empirical data, with ;(z/df =1.934, GFl = 0.95,
AGFI = 0.93, SRMR = 0.049, RMSEA = 0.048, and CFI = 0.99. Hypothesis testing revealed
that perceived ease of play had a positive direct effect on attitude toward playing and
a positive indirect effect on continuous play intention through attitude toward playing.
Perceived usefulness had a negative direct effect on attitude toward playing and a
negative indirect effect on continuous play intention. Perceived enjoyment had a
positive direct effect on attitude toward playing and a positive indirect effect on
continuous play intention, while attitude toward playing had a positive direct effect
on continuous play intention. The model explained 80% of the variance in attitude

toward playing and 52% of the variance in continuous play intention.
Keywords: Causal Factors, Continuous Play Intention, Online Games
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dunald 16 (Osborne, 2014: 51; Schumacker & Lomax, 2010: 211) dwiSunsinwiadeil
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wazifierdunisifiudiuralunismaasy (Power of Test) m«’uEJVL@mem@maumamuﬂu
112w 400 318 Tneld3Emsduuuunanstuseu (Mult- Stage Sampling) fumeudl 1 ¥ns
duiedotnedsnuoaulating PUBG $117u 6 13ets aanviavun 11 ety feisnisdy
9813918 (Simple Random Sampling) Fupaud 2 ﬁﬂmiejméhasmLLUULLiNGF?uQﬁ (Stratified
Sampling) tneduunmudnvaziesetizaandu 2 nqu liun nquiasevigduda (Private
Group) #91UWU 3 LATDUNY LA 2) NEULATEUIBAITITME (Public Group) H31u3u 3
w3evie tnediTodenduun 91w 4 w3evie Suwundunguiaievidiudi $auau
2 \Adetne uarnduiaiediansnsne S1uau 2 ety Jumeudl 3 inindendegng
LUULA29 (Purposive Sampling) a1n%a 4 1a3at7s 9 ax 100 318 Tasidanaingidu
Afuszaunsallunisiduny PUBG snudlitesndt 3 1oy wazdanudlunisidusnniy
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M19199 1 Fnulssrnswazimegweinguilaulunsetiednuesulatiing PUBG
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1 PUBG MOBILE [THAILAND] AU 189,925 -
(Fian: https://www.facebook.com/groups/1454724384623876/)
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M19197 1 InUsrnsiavitegvaanguiauluaseiedaueaulating PUBG (sie)

o 4 e o y anwae | WU | 3w
RIAY UBLAIDVIYLLASNUIVDIVBUA “ v
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2 | PUBG Mobile Esports — Thailand dusn 182,181 100
(ﬁm’l: https://www.facebook.com/groups/1863647143932409/)
3 | PUBG MOBILE - wiiou NAAY LANEIUUC AU 100,161 -
(ﬁm’l: https://www.facebook.com/groups/pubgmthai)
4 PUBG MOBILE THAILAND - ﬂEjQJW“G]ﬂEJ GREREIH 95,766 -
(‘171m: https://www.facebook.com/groups/600650696976312/)
5 | PUBG[TH] - Playerunknown's Battlegrounds Thailand dusn 91,991 100
(Fan: https://www.facebook.com/groups/431806930516032/)
6 | @evw D Pubg Mobile Tng) Up2Yim dusn 87,158 -
(ﬁmz https://www.facebook.com/groups/290812485389541/)
7 | PUBG MOBILE ymilu wiilau dnsh | 78439 -
(Fan: https://www.facebook.com/groups/578598802505325/)
8 | PUBG Market Thailand ngsiuszya Fo-1e uaniBeu (PMT) | daudh 75,946 -
(‘*7‘1|m: https://www.facebook.com/groups/PubgTradeTH/)
9 PUBG MOBILE THAILAND (E-Sports Games) GREREIH 66,445 100
(Fan: https://www.facebook.com/groups/194687004447980/)
10 | dov® - waniUAsu ID PUBG MOBILE GNP 49,160 -
(ﬁmz https://www.facebook.com/groups/2284999118479572/)
11 | PUBG MOBILE [THAILAND] 23AuSn#UT asnsely | 47,385 100
(Fian: https://www.facebook.com/groups/365535567263509/)
KXY 1,064,557 400
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anudrelumsiay nsuiusslend msfuirnumdandy siauadiilsenisidu uay
audslaauetadeiiies Fsiiarsananauseiios Al wazauddulunisiay
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‘ﬂ’ﬂ%mﬂﬁLLazr;:IL%EJ'gamgyé’mmﬁ%’ﬂ TIUIU 3 YU AENITHIAIATLAIIUADAANDIVDY
FoA101u uTngUseasA (Index of Item Objective Congruence: I0C) Wu31 YaA10 U
A1 10C 5¥1319 0.67-1.00 %qqaﬂ’jwmmeﬁ 0.50 (Uszande wguum, 2558: 381) 91N
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[y 1

thuuuaeunuluneassldiunguitlilingusiogng S1uau 30 18 ilensraseunrundesiu
(Reliability) #eAdulszansuoan1vosnsauuia (Cronbach’s Alpha Coefficient) wu3n
n133uianudrglunisiduiianginfu 0.900 n1ssuiuselevilivindu 0.926 N155uiAIY
AAWAUINTY 0.943 HauaRilronisidumintu 0.904 wagarudslaiauegiasoiiios
Windu 0.777 Beynsuysiingandn 0.70 Feasuldiuvuasuauiiamidesiuegluinmsi
flueusuls (Cortina, 1993: 103)

< ¥
3. MaAuTIUTIUNdaya

Aidslaandunisiiusiusideyalaglduuvasuniuesulal annnguéiegig
<) Yo < a = ! [ L4 & Y  Ya v v
Jugiauskaviluaundniasetiedenusaulatiing PUBG lusiugidglaveaugy1nain
L= | 1 o ¢ o o Yo =2 [ a
auaiaseviediaueauladnldlunisdin uasllelasueugyndvihnsinusenia (Post)
fouaeingusvasAveinisideunazidousa (link) wuuasuaudmsuldneudiaiu lagd

o v L4 dy v I IS 6 4 1%
BANNNUAANIDIWABULUUADUNTNIUBIAU AB fuszaumsallunisiauiny PUBG u1laa

eXe =D

Re

Lddesndn 3 e wavdanudlunisiauuinndt 5 AsydUa elddeyansunudiuiu
imuald §Ideldnsiaeunnugnaesuasaiuanysaivesdoya anuuiailuldly
mMalnseitoyasioly

4. Mynszidaya

Ansevisheadadanssann 1iun anud fevar Aedy drudosuuninigiu
Mntunsraseulumansiavesiaulsids 5 6 wariuusdunald 15 2 sremsiesed
9aAUTENoULTI8UdU (Confirmatory Factor Analysis: CFA) UsgLiiuA1 1A 54848491
(Convergent Validity) ﬁ]’mmﬁj’mﬁﬂmﬁﬂizﬂaummg’m (Standardized Factor Loading:
SFL) AadeanuwUsusaudiadale (Average Variance Extracted: AVE) LaTAIAILLTIEIUDS
AauwUsiels (Construct Reliability: CR) SIUTINTIIEOUAILATUTITMUN (Discriminant
Validity) arntiuiinsizsilunalaseadng (Structural Model) ilonnaevaunfigiunisise
Tnefinnsanvuiauasfiamevesdvinasewineauls saunadedfymeada

NAN15398

1. dnwaziluveanguiaogne nuin lasdnilvgduwane (S1uru 234 59,
Spuay 58.50) ﬁmqm?a 21.75 U WudniSeu/dn@nwl (31u3u 258 519, Se8as 64.50)
finsfnwraglussdulSayaes (31uiu 218 519, Sewar 54.50) selasalfioutiasnin
5,000 U (313U 134 518, Sezay 33.50) wasdiussaunisallunisiauny PUBG 11uad 2 U
(I 143 518, Seway 35.75)

2. wgAnssunistaunueaulal wuin lngdulugldnamasanau/maaaniseu
Tunsiauny (§9uau 329 519, Seay 82.25) flarudlunisiau 1anndn 10 ASe/dunnss
(F1uau 191 519, Sovay 47.75) Msvevinatlunisiauseiu 2 — 3 42lus (§1uau 177 579,
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Sovar 44.25) fyprafismiaunsfeiiion (S11u 240 1, $oaz 60.00) lneilinguszasivdn
Tumsiaufe Wuieanutuiiis auaynawIu visreunatsmLeTen (119 275 519,
Joway 68.75)

3. ua31nn15Usziiulutnanisia (Measurement Model) #an153LAS 8%
osfUsEnoudeBudu (CFA) eusediulimanista wud1 daudsdanaldnnsaiiaimdn
peFUsENeUNIRSTIL (SFL) faust 0.50 Tuly uaeiitfoddamnaadifissiu 0.01 Sadulunu
IR TR (Hair et al., 2014: 618) drurnadsauuUsusudiadals (AVE) Siszning
0.551-0.800 g4n1nasi 0.50 (Fornell & Larcker, 1981: 46) WagAAuissuassiauUsui
(CR) HF15891ing 0.782-0.923 gendwnaua 0.70 (Hair et al,, 2014: 619) waned1 Faudsdannle
ansnazviousuysudeiidesnisialdedaminzay uazlumanisindinnunsadeg i
oglunamifisonsuld Tseunsatilviinnedilusalassaidluduneuseluls @i 2)

A519% 2 ADATINTIUUILAENNSUSEEIWlIAanISIn

fauUsune faudsdunald Mean SD  SFL®
nsfuimnunglunisiu (PEP)  anudiglumshanudila (PEPL)  3.89  0.94 0.80
CR =10.818 Anudrglun1saIuaw (PEP2) 385 083 076
AVE = 0.599 Audglunsiieus (PEP3) 376 086 0.76
ns¥uusglend (PU) mMIsnwANduiusedsan (PUL) 365 098 0.97
CR = 0.881 nsaseANuENRUSedIAL (PU2) 354 097 0.77
AVE = 0.714 mshnsedioansseuinsupea (PU3) 357 097 0.78
nsfusANaAINGY (PE) anunAnnduiildsumnnsiay (PEL) 419 0.84  0.86
CR=0.923 mmayﬂamuﬁléﬁumﬂmiLa'u (PE2) 435 0.78 092
AVE = 0.800 anutudedildfunnmadu (PE3) 436 081 0.90
viruaRTisisentsiau (ATT) AwAndiAnTsonsiau (ATT1) 439 084 089
CR=0916 aufianelaiifidonisidu (ATT2) 431 082 0.88
AVE = 0.784 ANauTR TSN sIEY (ATT3) 445 077 0.89
mnussladuetwaiios (CP)  auseidedlunisiau (CPI1) 396 098 081
CR=0.782 ﬂ’J”ljJSI‘LLﬂ”IiLﬁIU (CPI12) 353 098 0.55
AVE = 0.551 anudadulunsiau (CPI3) 413 093 083
)(2 =154.51 df=79 Zz/df=1.955 GFI=0.95 AGFI=0.93 CFI=0.99 SRMR=0.030 RMSEA=0.049

2 Whmtinesdusenauanmsguvendwys duddynieatianisedu 0.01

101



\@)5/ JOURNAL OF MANAGEMENT SCIENCE UDON THANI RAJABHAT UNIVERSITY
el Vol. 4 No. 2 (March — April 2022)

0. Bl

0.4z FEE2 0.7

=
oo

f- M‘“o

~

- 31
0.
0.

0. €% CPI2 /
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NINA 2 NANTSAATIENBIAUTLNDULYIEULU

4. Afisansadesawun (Discriminant Validity) Tngfiv1sandSeuiiiou
SEMINeA AVE sasiaudsudlandls q fumduusyansanduiudidansseninaiaudsusls
(Hair et al., 2014: 620) HaaINMIANWINUT FuUTIAa 5 2 THun n1ssuinrudislu
maiau MesuFusEled nisfudnnuimdnmdy VisuaRidsonadu uazanuidladuags
seiilos T AVE geninanduuszdvsavduiudidiansseninsdauususds uanaindauus
daunaldlulunanisda Sanuiflsamsadeimuneglunasivensuls (famai 3)

A5197 3 AULTEIRTITIDILUNYDILULAANITI

. ArduUseansavdunudingeaes
AU
PEP PU PE ATT CPI

PEP 0.599
PU 0.462 0.714
PE 0.436 0.250 0.800
ATT 0.423 0.176 0.740 0.784
CPI 0.476 0.260 0.449 0.504 0.551

ATFIATVIUIALULINILES MUN8E A1 AVE; PEP fis n1sfuianudislunisidy; PU fe nssuiusslewnd; PE Ao n13sus
ANUAAINAY; ATT A TiruaRnlnanisiay; CPl Aa AnuAdlaauat1emaLilas
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5. Tanaldalaseasng (Structural Model) Han153tATIERENNTISITIATIASS
wui Tuwainnuaenasesiuteyaidalsedng fansantaain ala-auasduivg (Relative
Chi-Square or Normed Chi-Square: y2/df) fiauviniu 1.934 d@enrdesiuinamives Tabachnick
and Fidell (2013: 770) s nualiirmasiiatiosndn 2.00 f¥iinsziuaiunaundu
(Goodness of Fit Index: GFI) wagasdinszaualtunaunaudsuuniuas (Adjusted the
Goodness of Fit Index: AGFI) §A1L111U 0.95 Way 0.93 ANEIAU @DAARBIAULNTVD
Schumacker and Lomax (2010: 76) #lsidetauauuzindndaiinaosasiiddaus 0.90 Fuly
AsInveeA AN an v AwnaslugUATUULNIATEIY (Standardized Root Mean
Square Residual: SRMR) wagA15 nidsaetvatnnunainadoulnauszana (Root Mean
Square Error of Approximation: RMSEA) AA1AU 0.049 ag 0.048 MINEINU @OnAADY
fusnauaiues Schumacker and Lomax (2010: 76) fiduainafenannaisiiatesnin 0.05
wazfviinszauauasnmaedUIsuLisu (Comparative Fit Index: CFI) iA1i1Au 0.99
danndasfiuinaeives Kline (2011: 208) ausuuzAimanzaunlsiiadaus 0.95 Juld
Fapn5197i 4

A151991 4 YUIABNTNANINTFIUTVDILUAALTILATIATIG

o o - fandsaning
Aaulsua R? NAYBIDNTNA .
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**
72=148.88, df=77, y?/df=1.934, GFI=0.95, AGFI=0.93, SRMR=0.049, RMSEA=0.048, CFI=0.99

DE = dm3wanangy; IE = dvdwanisoay; TE = 8vawasiy; ** p < 0.01; * p < 0.05

1A 4 1HBNINTUIINVUIATNENAUINTFIUVRILUAALTLATIATII WU

]
v aada

Virupandidonisiau (ATT) lasudnsnan1anssain nssuianumanniu (PE) maﬁqm
Wiy 0.74 sesasnAe n1s3uiaudglunisiay (PEP) uagn1ssuiuselevd (PU) fvuia
Svwawiniu 0.29 uaz — 0.12 auasu Teeslimdudssansnensal (R) Sovay 80
Audslatduegesoiias (CP) Id3UsnENan1InTIn FAuARTITAon 18U
(ATT) 3nndiga winfu 0.72 waglasudvdnamaedenain mssudmnumdaimdu (PE) msiug
Anudglunsiau (PEP) wagnssuiuselevd (PU) lvwndvigwamindiu 0.54, 0.21 uag - 0.09

Aud1eu Ineedulsyansnensal (RY) Seway 52
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dlefinnsannansageUALAFIUNTIT WU aunfgiunided 1, 3 wae 4
fidumdvdnaiaenndeaiuaufgiuiiiivualy enuauufsunsiden 2 Alidenndes
fuauuAgiunmsifodesiu iesann nsfususslend Tavenanmsndauseviruafddse
A9iau wagiioninaniedoudaudennusdladusgereiiios og efituddymeain
52U 0.05 Fan9197 5

A151991 5 NaNITYAADUANNAFIUNITITY

FUNAFIUN1TIRY L UN19dNSNA f a;u o vunaviena AANI9 Hans
= answa NI NnAgay

auufgud 1

aunfguil 1.1 | PEP — ATT DE 0.29%* (+) GREGREN

ANATIUA 1.2 | PEP —> ATT — CPI IE 0.21%* (+) | eonndos
auAgIuil 2

auNAsIUA 2.1 | PU — ATT DE -0.12* - | higenadaq

auuAgdl 22 | PU — ATT — CPI IE - 0.09* - | higenadaq
auufgud 3

aunfgnui 3.1 | PE— ATT DE 0.74% (+) donAnod

auuAgIuA 32 | PE—> ATT — CPI IE 0.54** (+) GhILIEN
auuAguil 4 ATT — CPI DE 0.72% (+) GRLLELN

DE = 8v8wanangy; IE = dvdwanisdaw; TE = 8vEwasiy; ** p< 0.01; * p < 0.05

1.00 =0, 20

.72 -0.12

0.e7 .00 0.74 0.72

- . G -

Chi-Square=148.88, df=77, P-value=0.00000, RMSEA=0.048

0.45

AN 3 WaNSNAEBULLLAALTILATIASN
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aAUseNa

uannsiteluadsiinuy fjafﬁ'aL%amLmﬁ'a'amaﬁiamméi’jﬂﬁ]l,duashwiaLﬁm
voaffuilamnueoulall Sfwieluil

1. nsiuanudislunisiau 1uiedediivninanmsadavinseriruadfiise
naaunueeulay wagiidninanisdemdeuindenudsladuogisdeiies Insdeiu
viruaRTdRensidy Jsaenndesiuannfigiunsided 1 esaninuesulatgnosniuuin
Tigiadudnlaldie fszuumuaumaauiilidudou uarannsaFouslfedsazansiai
Foilifiduinaudadndd aarwiienela uasiuseunindunutu q Fshlugnafinss
nsidueteseiedluineiian aenadestu lumanissensumelulad (TAM) fle5utein
mssuianudglunisldan Wussduanuaeniweldinalulagdansaume Tndussuy
flanansaseusliine TnglidesldmnumengmegiannlunmsSouifiasldviensiang
dlasyuumaniiu (Davis, 1989: 320) %qﬁmwm%amimﬁuﬁﬂuﬂaLLazwqaﬂﬁmmm&gﬂa
199uszuunings (Davis, Bagozzi & Warshaw, 1989: 985) donAdestuuionate iy
(Agag, Khashan & ElGayaar, 2019; Chinomona, 2013; Méntymaki & Salo, 2011; Shiue &
Hsu, 2017) inuin Ms3udanuielunisiau vilglauinvinuaiiareinuesulatiuas
thlugnginssunisiausgsseiodldetnaiidodfgy

ada |

2. mMsFuiuselvy Hudedeiifdndnanmsadsaudeiiaunfifiidonisiay
nuesulat warildvsnandondauremnusdladuetesaodasdiuiauaiviine
nsiau deliiaenadesfuanuiziunisiden 2 nan15idedenaiunniieainiianig
AuduTusAnanisally Lﬁmmﬂmi%’uiﬂidmﬂuﬂWﬁf{']’aﬂ%gﬂﬁfﬂmimﬂmﬂﬂigimﬁ
Frunssneenuduius L MsaseruduiusadaL wasnshnredeassening
yana Falaeialuifunadnvusiianiingdotenisadessaunisaiduinlunisiady
wnueaulat egdlsfiany nafinundusandlimidiuin Lﬁami%’uﬁﬂiﬂmﬂuﬁmﬁqﬂa'mﬁwﬁu
Wauadniidenisiauiiuualdvanas wazdinaniedeuseninudilaidusgiroLiios
Tuirnemsadiuiumssuiuselond

fodunufainanetvaziieudnuuziamzves jiuiusmadieuiiintunely
inueeulall 1esaniny PUBG Ssunuunmsiduiiifunisudsiunazarunsaauudia
(Squad) Baidudasenfenisinsedoanssznitanisiausiuszuudeninumielulasiny
nsdeansdsnaufazduusslovdsensuszaruaunazaiennuduiusseninsgiay
waituuanunsaienatiluganudaudavseussaunisalanuauainnisufduiussening
fald Tnsamizdofaufnfuunnisiuierfunagnsuieuumnansidu sisdl suves
Huane, Yang and Hsieh (2019) &ldiuin anmwndeuvesinuosulalaiuisafiangingsy
msnduundsnslaiues (Cyberbullying) Tuguuuusng q wwu msldfesdmeiuae nisds
Fomnudilsivanzan maguiiu vionsawedoyadynanavesidy

Tuvinueasedfiu Anti-Defamation League (2020) 5184711 Hlauiny PUBG
Frurunisdivsraunsalifeadunisanaiuuaznisatsaziinlunisiduinuoaulal
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uazUszaunsaifinanetaduiusiunsdadulangaduinuuiany vaedl Teng et al,
(2012) wuin woAnssuildimungauvesdiduinuesulal InsianiznislddesfAveruane
(Profanity) a1unsanszduainulnssuaranauislaiduegioiosesdiduld naan
mAfomaniiienalfifutoosuedaiunit dsslevddumsteasuasauduiusung
HaeunelunufldneliAnuszaunisaidauinauely uituegfudnuuziasamnmyos
UfduiusiAetuserinadiaude

3. M3duianundawdu iudadenisvinanisnsudevanderiauaifidde
e waeddvdnanisdedanandenudsladusgiseiiios nsdsiuiauadiifide
nsLdu saenndesfuaunfgiunisided 3 iesinidenluinuesulatgnosniuuan
iloneuaussnudosnisveafuilaalunisadisnnuduiie amuaynauu wazady
wanudulFfufidudundn fafunissuianumdamauy Jadumudsddyiiingn
ussgslanelu (ntrinsic Motivation) vesfiay fidwmaenuininAnuasemnudilaiazidu
nueaulatdusely daenndosiunguinsegdlaves Murray (1938: 68) find 1211 usagala
Buduanauieans (Needs) Fufugnauinarsweamdisuvoayes Tnsarudesns
AuInla (Psychogenic Needs) maawwéﬁﬁﬁagﬂszmwﬁaﬁa A1UABINTIEY (Need for
Play) LiloAuHBUARNE WalsmATuliie AnvaynauIy warvanidssnuiaien
ﬁquLLia lngazuananginssueanuluzuvesnisiauiny (Xu, Mellor & Read, 2020: 5374)
LaraRAAaDINUIIUYBY Davis, Bagozzi and Warshaw (1992) lé’ﬁﬂw%ﬁmamﬁaﬂ%’uﬂqa
Tuimanissensumalulad (TAM) wudt nmssudmnumammauduusegslaneluiidsmase
ausalalfimaluladarsaumauazanunsnadranissenivangléauldfdedu s
AoAAdDITUNATETH N (Agag, Khashan & ElGayaar, 2019; Chinomona, 2013; Hsiao &
Chiou, 2012; Méntymaki & Salo, 2011) 6?33LﬂumiLﬁugﬂﬂawuﬁwﬁmmaaﬂaﬂmL‘WamLwéu
7lF$u Sedmarermuniuazanusidaduosaedesasjuilnanuesuladldifuoed

4. Waupdiiddonisiau davdnaninsadavandeninudsladuegiedeiios
aonAdosiuaNAguNIded 4 esndlauiiinnuidndiduaziuseuinueeulatiiauey
wiliiAnauidniionela dwalifiduaiinslofiazidunutiudeludes 4 aonadasty
Tumaniseensumalulad (TAM) fleduiedn imuafiiduaiuidnvesynnaiiiliionisuand
nginssy mnyaeatudimuiEndandomaluled douilviyaeatuiivrunfiuasdma
Thianaudslaldinaluladlugisusioly (Davis, Bagozzi & Warshaw, 1989: 985) @enndas
funuidefiAnwiisasurueRfilnenuoouladfinu (Franque et al., 2020; Hsiao & Chiou,
2012; Karahanna, Straub & Chervany, 1999; Mantymaki & Salo, 2011) wanaeliiuinaing
diladuegateiion \unsuansesnnuiruaivesiduiiinanmuddniiiveinueeulat
Fa311AN1537Y

mfelunsifidfedfavansusznis Usznisusnite doyadeusedndgnaiusa
nninuesulatifsanufediliidunsd@nw Suilinamnuvainnansvesuszaminuils
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Tuns1ds oratlidedunuannsidedl fanuuendsanaiddereundluuissadu
Fefimsdmateyanninuiidamnumannaieninndt Ussmsiiaes nguiegefldlunsing
ondwuadudidurnlnedau felipfndswnuaregio deu wosrTausssuuaniangidy
AU enlviviruaRuasngAnssunaunueeulatunniieiy fatfunniransie
WldUszlond msiarsanseeuseiase T nemisfadodiaina1nandrasiu

Ualauauue
1. daiauanuzdmiumsiinanisidelulyd

dodunuarnnsidui tneenuuuiny dniwuiing wazdlvuinanueelad
msfinsanliruddsenisesnwuuny Tneildeussdiusreluil

1.1 msfuianumaamau Wuledvddysusiuusniidmasioimaiuazaiim
diladuageaidodluiianaienty ddunisoonuuuinuisiostuuaguuuunisiau
filfiauldsumnuaynauy anumdamdy wayeatuiisnniian dadudvmnendn
w0 uslnn uazidunssnwfiaulinsedivnusiely

12 nsduianudtglumsiau Wutededdysesannidmaneinuainas
ausslaidusgsiaiiladlufiemadiontu fadulsieseenwuuinuivinlig dudlaldie
annsamuaunsiauldazan warSouiisnisiaulded1essind Ssesdunsaadulifidy
Aneufianela uazenunslfinuesulatifieatuauduislitunuesield

1.3 msfuduslon udafeiifinnuduiusiuirueiuasauddladuoging
sowlodlufirmanssdnu Tnenmssuiussloniluniteadsinsouaquusslonifunsin
anuduiiusniedeny nsadrsanuduiuiniedny uagnisiadedealsszuinayana
nansIdefananavieulfifiuin msdalitiszuunisdoasnieluinuiiiosediaioiens
Lifisanesonisairsuszaunisaidsunliundiau iesanauamue s fauiussening
Qmﬂmaﬁdamﬁ'aﬁaﬁumi%"ufua3ﬁﬂmﬁﬁtﬁmsﬁu faid theenuuuing Ry way
fuinisinueaulatl msliauddnyiunisesnuuusruunsioasiidedou fauius
Feaseased suedalidinalnfimangandmdudosfunazdnnismginssunisioans
flivsnzan Woduasuszaunmsaiiivesidunazaduayunsasegiuinueesoiiles

2. oiausuuzdmiumainidensoly
naanmsiteluaded fussdudmiunsifodiudnluenian Usznisusn
asfnsafeiidmwasionusitladunuesulatdegwioiies Insvensveuinluginudu
fiflnuvannuansanndety Ysenisiiaes msdnwudFeuifleudadeiidmaronusilaiay
inueaulategsredodunguiiegnafifuiununndeiu fansiuasusia daau uas
fausssu uagUsznisgaiine msnmaaeudadedu q fdwmadoanudsladuinuesulay

=

SBREERIIGR %“wzLﬁumimEJwEJENﬁmmitﬁmﬁ’ummﬂmﬂizLé‘mﬁaﬂmﬂﬁﬁmmﬁﬂ%q

aa o

WnBeL wazyhlidnlausngnsainintuludpundvaladusgned
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