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# # 5981557826 : MAJOR INFORMATION TECHNOLOGY IN BUSINESS

KEYWORDS: GAMIFIED CROWDSOURCING / TECHNOLOGY ACCEPTED MODEL
PALINEE TEERABULKUL: FACTORS INFLUENCING INTENTION TO REUSE AND WORD-OF-
MOUTH INTENTION OF GAMIFIED CROWDSOURCING. ADVISOR: ASST. PROF. PIMMANEE
RATTANAWICHA, D.Tech.Sc., pp.

The purpose of this research is to investigate, analyze and compare factors influencing
intention to reuse and word-of-mouth intention of gamified crowdsourcing. Two main factors of
interests include (1) factors derived from Technology Acceptance Model (perceived ease of use
and perceived usefulness) and (2) factors related to concept of game (perceived enjoyment,
perceived challenge, perceived design attractiveness and perceived sense of pride). There are two
moderators which are (1) Gender: Male and Female and (2) Generation: X Generation, Y

Generation and Z Generation.

It was found that perceived sense of pride has the highest positive correlation
with intention to reuse, while perceived usefulness has the highest positive correlation with word-
of-mouth intention. For male participants, the findings indicated that perceived sense of pride has
the highest positive correlation with intention to reuse and perceived usefulness has the highest
positive correlation with word-of-mouth intention. Whereas female participants, found that
perceived design attractiveness and perceived sense of pride has the highest positive correlation
with intention to reuse and perceived design attractiveness also has the highest positive correlation
with word-of-mouth intention. For X generation participants, it found that perceived sense of pride
has the highest positive correlation with intention to reuse and perceived usefulness has the highest
positive correlation with word-of-mouth intention. Whereas Y generation participants found that
perceived enjoyment has the highest positive correlation with intention to reuse and word-of-
mouth intention. For Z generation participants, it found that perceived design attractiveness has
the highest positive correlation with intention to reuse and perceived enjoyment has the highest

positive correlation with word-of-mouth intention.

Field of Study: Information Technology in Student's Signature

Business Advisor's Signature

Academic Year: 2017
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Crowdsourcing: Why The Power Of The Crowd Is Driving The Future Of Business lag a3 U181
As1dTeTads AouuiAnnisdsienuludiyananeusnvieyanaii g luilildinsawniziaizas e
PuTAEALazANLiNAUNgNE feliAnnsassassdelaeiany Snitsanunsaidnfeldnu
Isiegaviniis nannvane wavdiene Tullagtunssuiunisasndeesadediulngjgnihanldifionissiusm
ANNIVTEANUANINUIAYY (Hossain, 2012) othanuanmeiludesonrseudywmianzedidill

anansaudluldmnusirnnisviemiensenisatiuayuainuywdmeiues

ndayaiinaniludieiu widselevduardenvesnsninvesadeaziiogun uwililydmnesdns
avUszauaudsTlunsiATIRgesaTe s IEANNYTIINENENYRINISIRINIATIIRYETATY Ao S1uIu

Whsluasndgesads As1IdwesadarrussaingUszasAlaennmnituiudidnsiu dildifisanasieniy

v
v o = a v

o
A83In13 (Aris, 2014; Hossain, 2012) fatiu TulaguudadinisasiaassaisnisvsewuiAntmie waldly
Anssuesnsnswesads ielildsuuuuresasndeesadlly faunsofmayanaig Tu viedlda
Suwmositaitag Wlindhsuldnniu fwisusuuuuitentunnludegiuasgninluussendldiu
AsNfeiads Yuife nisiuuiAnvesnuunainassdnienuinidilulufanssunsndeesads

(Morschheuser, Hamari, Koivisto & Maedche, 2017)

wnAnnLEsnsatiUszgndldluiundug Alflvinaldvareuiun wu nsnw (Education)
n139a1m (Marketing) N13a1515648% (Health) n1smu1gandwIs (Software Development) N3HAIL
Lazeysn¥aLIndes (Environment Protection) Wagduq Snunnuny 91nnsAnwauddenuin asih
wwIRnvanuNUsEendld uenanazdIenseAuliiinAuIAnyniu (Engagement) nseduliiinn1sd
d7us7u (Deterding, Khaled, Nacke & Dixon, 2011; Zeng, Tang & Wang, 2017) ¥38nszduliiia

wAnTsumILULTIBoNLUUFBINSLALE (Simbes, Redondo & Vilas, 2013; Werbach & Hunter, 2012)



geanunsaesuaiiusegadalunisidng dhandelssaniamuesywdlunisvifanssuiug a3 (Sailer,

Hense, Mayr & Mandl, 2017)

Asnvesadetadudndmidsiaunsodnnuunuszandldls (Zeng et al, 2017) nalnAadu

wialulagasndgesadeguuuulmiludagiu awinsvesnaluladnasundadiegiesimgs lu

1Y

annsadudulaingldnuisgensumaluladuug dwlu ATedenusudadeiinetesiuniseensunisdn

wadaveanunldfunsihniideeiats Ssiedusunvuveameluladsuuuulviidaduiide sl
U990 MuTeduiuuniinnsenededanguiniseeusumalulad (Technology Acceptance Model)
(Davis, 1989) Gananaia 2 Yadendnafidrdysonisinaulaldinaluladdusg Taun n13fuiAudne
(Perceived Ease of Use) hazn155u3uselevil (Perceived Usefulness) ﬁ;ﬁ%wuiﬁ%’u%mmﬂ%ﬂu

walulagnila

uenanil e natsatulanendrfenudifyvesnisiimatianuinllufanssusigeg e

a

afeaugniueldaundsenanssuniley Feaugniuilieaiszdrondnauliminaiunslaids

anﬂiiuﬁ%lﬁﬂ?ﬁﬂuamﬂm Almarshedi, Wanick, Wills wag Ranchhod (2015) na1331 LmJLfJuf?iﬂﬁﬁ

a - a <

Svdnasefuslaavieflton nodinssuiiesuanisenunazaenndesiuainuidnvesilifiiverivlusivie
wondindunils fuiufududiddinsinuindedenieddaiiisatesfunuitannsadaasonisuan
woAnssurSensasunamainssuvesauld aneAde wui mmamﬁ%w%wam'amm?]y’ﬂﬂun’]ﬂ%’
mumné%a%a%q (Aris, 2014; Chung, Baytar, Lee, Fiore & Crawford, 2016; Vaataja, Sirkkunen &
Ahvenainen, 2013) LLazmﬁﬁﬁLéu%ﬁm’miﬁnL%nmﬂu.azL%ws'auﬁaﬂiiuashﬂmaehmﬁq ﬁG]IE]LﬁIE]QILa'u
i’ﬁmﬁmmmmmmamuaamﬂﬁaﬂf“f‘ummv’hmaiuﬂwsi%awum%Lﬁﬁwéauﬁaﬂiiuﬁus] (Csikszentmihalyi,
1975, 1982; Massimini & Carli, 1988) inufiflsgfuaueinannifulazdmanssvulvigiaudniaunuly
4R35 (Kimmt, Blake, Hefner, Vorderer & Roth, 2009) widhauvimelisnnwefvilianuniagila

v
a =

19)linT (kkarinACT2, 2018) UeNani Zichermann wag Cunningham (2011) na13l371 nMseenlUY
nufdudsiifinnuddglunsnssdulfifinnisduiinnniu deandesiu Mckinley (2015) find1alin
Gulwdiidagranunsaaiisuszaunsaiigldfienels dedidmnszduliglinduindaivlsduaziidusu
1ntusn nAudyvesadeiiieitestuuninnudefinarludiedu Sahundinsdnvdade

flana1ItunuIteatulngg

{vaow & & =

uonandadennanludisiuna ddidadenditodufiuisruddguavihundudadelunig

A
ﬂamzmLﬁaﬂhmﬁumwﬁﬁmLLazLﬁMwmu;ﬁL‘iﬁmlﬁ Taun Yadeduarudslalunisnduunldsn
(Intention to Reuse) waz Jadoduaudslalunisuense (Word-of-Mouth Intention) Wrluluauise
8 NSIZANNSANENEITENUIT snszanenssTesadslUatahisuasniwanssndudesfion
ASEUIUAMTINISUBNAE (Word-of-Mouth) (Bar & Maheswaran, 2014) Lﬁalﬁmﬁmuéﬁﬁaﬂmﬁ LAYy

[

msfinwanuaslalunsnduanldgidunsfnundadeniuasonsiindunsdisiuvedidenuia



anunergnlunsuszendldasnvesadedinaiulnegisdaiiaslunatgqosdnsialan ue
dnsululseinalnenisinunldvesasaeesadedalaiinsvarsundnileUssuiisuiuanfnishaay
a ¢ & ~ va ¢ & o I | w & o
duwmesidalulszimalnenglidumesilalulseinalneddnenmunnelunisiluuvadsdeyatufveans
as1Reesads nadanuindildaudunesilalulssmelng 67% AnanUszyinsvianun

Aeludsena 66 a1uAL J0951015:AULRBEN 21% tlaLiguiudialantielnuasdnean

Y

'
a

(Am2bmarketing, 2560) ftavgldudumesidniigesiurisnisifivlnegseiioaansliiuiiadnenin

U

v
v o a o

voslidumesilalulsenalnglunsiluuasdeyatuiveanisiasnidee sadslunsfisdneninves

U

WIavUYsenguALIIA M ngNtla

'3

NTeatuitaulalunis@nwinardeseiildanudune sidenianudulalunissiuianssy

AsTAgesads Waiduwwimsdunisimuiasinvesadedmsuesdnslulssinalng lnsgednudaded

[ 1Y

Wedestunmsuszendlfinuiuasidgesadaiionsgiunisidnsuvesdidon wszdmudidrsanduas

'
' o

fidnsnadonrudiiavesnsnaneesads anudilandaaulubousegela (Motivation) Miduuwsa

=D

'
1Y A ¥ ' £

TuinFaurofLinTIN wdrenTeauliAnnIsid1sIuuInTy (Carpenter, 2011; Hossain, 2012) Jail

q

o DY 1Y)

AsAnwUademneldeeniuniseausuwmalulad way Jadefinglvesiunuianing Niinase Jadeniu

v v
Y o

AMUAILIluNISAaUNIEET (Intention to Reuse) way Uadeauainuaslalunisuesnse (Word-of-Mouth

Intention)

1.2 TUTTaIAYaINIIIY

1. Wis@nwkarimsieirnuduiusvesiisussudaduiladenineidessiuresnsnideeadaniinis

(%

NALNANULUIAALNY Y38 nuTivhedns1iseasads (Gamified Crowdsourcing) T (1) n133u3
A48 (Perceived Ease of Use) (2) n153uiuselvil (Perceived Usefulness) (3) n1s¥u3nin
@un (Perceived Enjoyment) (4) N155U3A11UM1e (Perceived Challenge) (5) N155u3An
749AlavaIN1580NILUY (Perceived Design Attractiveness) kag (6) N135U3A1NIANA1AYILR
(Perceived Sense of Pride) wazfaudsanu e (1) Arusslalunisnduunlddn (ntention to
Reuse) ua (2) anudslalunisuansie (Word-of-Mouth Intention)

2. fefnwuardinsgianuduiudvessulsiudadutleiefifeadestuvesasidveadaiifing
HAUKAULLIARN Wi inufinedasideesads (Gamified Crowdsourcing) e (1) nssu3
ALY (Perceived Ease of Use) (2) n33uiuselew (Perceived Usefulness) (3) n135uinan
aun (Perceived Enjoyment) (4) N155U3AMuY918 (Perceived Challenge) (5) n1s¥uiainy
fealaveini1seanuu (Perceived Design Attractiveness) hag (6) N135U3A1NIANAAYILR

(Perceived Sense of Pride) wagmiwusay v (1) ausslalunisnauunld®i (Intention to



Reuse) kay (2) arumslalunisuenae (Word-of-Mouth Intention) Lilawne (Gender) ¥4
Hldnuuaneaiy
3. efnwwaslinseinnuduiusvesdwdsdudadutiadenneitesiuveinsnaseadsniinig

(%

NALNANULUIAALNY Y38 nuTivhednsseasats (Gamified Crowdsourcing) A (1) n133u3
AN (Perceived Ease of Use) (2) n13¥uiuselevu (Perceived Usefulness) (3) n135uiain
aun (Perceived Enjoyment) (4) N135u3A114%1M1e (Perceived Challenge) (5) N1355u3A1
AenAlaveIN1TeBnLUL (Perceived Design Attractiveness) Uag (6) N155u3AMuIdanaAgilla
(Perceived Sense of Pride) wagiauusniu #o (1) armadlalun1snduulddn (ntention to
Reuse) ua (2) arudilalunisuanse (Word-of-Mouth Intention) iieLaiusisdu (Generation)

Yo LFIULANG9Y

1.3 YAULYAVDINIFIAY

v
v a o a

1. mMsAnwANNduRUSLaYNaNsENUTBIRaLUSANSY dmsunuideatull audumsinuiuledng
Quick, Draw! (https://quickdraw.withgoogle.com) Bsi¥utiulediUnlenalvlidumesiin
ansatuauldlagldideenldanglag Quick, Draw! gneenuuuinlvdfanssuLuuinuiives
ATNAERSaTs (Gamified Crowdsourcing) Saiduguuvuidefuruivledfigidesiosnisny
Quick, Draw! Qﬂa%f’mmiﬁéﬁuim Google's A.l. Experiments Imaﬁi’mqﬂizaqﬁﬁaﬁwumﬁm
ﬂiﬂﬁ"va%ﬁ%ﬂmﬂ%ﬁLUﬂﬁS’mﬂuﬁ’@uﬂaaﬂEJLﬁuﬁﬁmﬂﬂﬂﬁ’s’méﬂmm“ﬁﬂ’m Lﬁaslﬁswuﬁauiuaz
Anszimedumaiduoonundunm ﬁu’ﬂﬁmmé’uﬁLﬁmﬁuﬁmmaxgmﬁuLLaziausm"Lﬂuszw
dieidugudeyalunisadaussimunssuulifianuesauiniu S1uuesiiduiifisduillg

v A X @a v £ I3 Y 1 o X -
gﬂu%ayjawiwﬁg%u 53‘U'Uﬂ8\‘la’]lﬂ'§ﬂﬁguar]fJLﬁuI%@aﬂll']LUUQWWVL@LLNuEJ’]NWﬂGU‘U (Williams,

2017)

v v '
v A & =1

2. uidvluafesdifunuido@ainaass (Experimental Research) M3s@nwiLagILAT1Z1A84

q

NANSENUVRIAILUTHALANFURNUTVRIRwUS Al (1) Jadeniuniseausunalulad
(Technology Acceptance Model) Usznaunae ma%"uimmdw (Perceived Ease of Use) way

ns¥u3Uselevd (Perceived Usefulness) uag (2) Tadeiineadesiuuuifniny Usenaudie n1s

[

Su3awaun (Perceived Enjoyment) N133U3A317IMNe (Perceived Challenge) n133U3AI1Y

A4nnlaveen1988NUUY (Perceived Design Attractiveness) wag n1s5uianuidnaingnila
(Perceived Sense of Pride) fifidanudslalunisnduuilddn (Intention to Reuse) warA21
#alalunsuense (Word-of-Mouth Intention)

3. msAnvuaydessinavesudTeatull wwendu 3 dw Tdun

3.1 msAnwardneianudunusvesiLlsaulaziwUsanlunngin Taglifiduwds

o w o

i Inedidudsiu taun (1) n153uiaiudny (Perceived Ease of Use) (2) n135u3

U



Usglewil (Perceived Usefulness) (3) n15¥uininuaun (Perceived Enjoyment) (4) 113
§uiA1uvimie (Perceived Challenge) (5) n13¥uiAINAIgAlaveINITROALUY
(Perceived Design Attractiveness) wag (6) mﬁuimmiﬁﬂmﬂgmﬂ (Perceived
Sense of Pride) wazsauusau loun arudslalunisnduanld®n (Intention to Reuse)
uazausslalun1uensie (Word-of-Mouth Intention) dauanslunisvaaevauufigu
it 1 Tuundi 3
3.2 msAnwuayiiasigiauduiusussiulsdutazimulsnu Tnedisudsau laun (1)
N53U3ALIY (Perceived Ease of Use) (2) n33uiuseluvil (Perceived Usefulness)
(3) n155u3AIMEAYN (Perceived Enjoyment) (4) N155U3IAMUYTIINTY (Perceived
Challenge) (5) N1355U3AUAIYAIIVBIN1TBONUUY (Perceived Design Attractiveness)
waz (6) N1355U3AN3ANN1ALITA (Perceived Sense of Pride) wazdauusniy liun
musslalunsnduanlden (ntention to Reuse) uavaudalalunisuense (Word-of-
Mouth Intention) Tnefiimadusauysiiiu (Moderator Variable) laun wengauaz
ey fauanslunsvedevauLfgiudi 2 luunil 3
3.3 nsAnwnayiiassinuduiusyesinUsAutazimnUsau Tnefidudsau laun (1)

n1353uiAud1e (Perceived Ease of Use) (2) ns3uiuselew (Perceived Usefulness)
(3) n155uiAuaUn (Perceived Enjoyment) (4) n153U3AMUYIIM1Y (Perceived
Challenge) (5) M33uiAuRIRAlaTasN15eONULUY (Perceived Design Attractiveness)
waz (6) n13Tuimuidnaiagila (Perceived Sense of Pride) wagdiwusay laun
anuidlaluntsnduatlden (Intention to Reuse) uavausislalunisuansie (Word-of-
Mouth Intention) TneTiatuestududiuusiifu (Moderator Variable) 1éun
LS TuENG, laluelsiuy wee 1iuslstulen duanslunsmaaeuausRgud i
3 Tuunii 3

N13ANILALIATIEINANTENUVRIRILU S99 Aganliunsiaglingudtegradnldauatlu

Vuled https://quickdraw.withgoogle.com LLaSLﬁaiﬂﬁlﬁmaﬂaﬁiamﬁui Judenldaunsal

doansUszsinnieniu Ao Iphone 65 tieTaruiAniilinannsldnuaieweamiesieis

vdannguiegnaauay §ifeazuanuuuasunaniletivdeyaninuidnuazamiiiuainngy

Fregaiildvaaeuduasa Lﬁaﬁﬁa;ﬂamﬁmiwﬁmaﬁam

veulwnkardnuaurreslszrInsdmfuauifeatud Ao flddumesidaangludmin

nyamumues Inedlddunesiin wunefa qﬂﬂaﬁlﬁLﬁ&JdLwﬂé’%’uawﬁiuﬂ’lﬂsi’fmuﬁumaiﬁm 1)

G’fmﬁmﬂ%qﬂmaia&hﬂmaehwﬁuﬁaL%amiaﬁ’uﬁumaiﬁm (Antoun, 2015) 31nN15ANY

Adsluedn wud Suwesidalddiundunumludiadsedriuvesiauegrannidiaiinnis



WawwasiiutuvesgUnsalnioud Jedwalinisldnudumesitavesipuiniunasaia vn

v
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vunnuisliinsagegiln dau Jlddumesidadnivnuideiiomnesuluiunnaiineuas

él”amL‘ﬁﬂ‘ﬁamﬁuL@@%Lﬁ@l&idﬁ%ﬁwqﬂﬂsm@lmﬁmm WU AeuNIMEIAlAY ADNNIMBINATI uaY

v
o '

gunsalindeuiidus likyamatiuazegilafiau (Interet Live Stats)

9 Y

¥
Ya o P P

wihedeg1eifideidonlunisAnvidmivauised Wuyaraddsbineldauivled

(2N

AsMFmesaTngIdedeniitorhnsd1399 esandidedeamstarnuianiiistuannsldany

U

Asawan neniiediegiwuseandu 3 nqu lawd (1) nquiatueistudnd laeiudeyaain

AN19158 yrans melumaendiveransuansUydanainsaluninendy way ninnuvse

v '
o aa

vararhlUluuinupmansaiunine1de (2) nquiauerstune lneiudoyannddndudi 1-4
AzNIdivemanskazn1sUnd Pnaansaluinine ds wae (3) nquialuaistuuen neiudeya

PNLAFEU MNANTUNIAIVTIIYANFUNNIVIUAT

£2 [ =

mimwummmmﬂaumama L‘U‘L!’e)ﬂﬂ\i‘lﬂu\‘i Dill Jelirnudfyy Wesandedianateusenis

Lidazdudedrdaiunar dedriaiutunu waz desiindug iligideldaunsadisaan

o va o v o °

wieilulszynsifidedesnisdnuild FelalFanudrdiunissivunvulnsiogei

<

wigauiieazanusatlveyuuAiuiaswesUsernsideddlndifissiign lnenisAuin
uaiegeidenndediuuiIdeatull FudunsAuinuundiogenunITiasIzidwun
(Discriminant analysis) L8431An153dgaduiidnisuianguiiedns lnsudsmsinaveasyly 2

A wag el tuYedld 3 nau

fav o

U8 1998Y war wIanwl 35UV (2546) Lenaiiliin mnanuddeiinnsiasiziIwun

q

(Discriminant analysis) TW1AvefeE L NzauAIsisuInesatios 20 nilede 1 fauUs

ya o

YUINALBE195INDE1NUBY 100 MR8 HIT8TNFDNITVUINAIDE1S 20 WY Fip 1 faulsvinung

Rfd

(Predictor Variable) FedmTuuITel Ao ALUTAU ‘ZN&J‘WQ‘VDJ@ 6 AT SZJQVIWSLWGIJUWWG]’JEJE’JN

SAMSUNUITEUAITHBE19UBE 6x20 WNAU 120 AI8E19

Ya v =

E]?Jl’lﬂ‘lifdmﬂll Lﬁaﬁaﬂﬁ’umwmamLﬂﬁauLLazmmﬁmwmmﬁmmyLﬂmm RN IRTRY

Y

°

F1UIUILIAEIDEINTU 2 WININVUINFIDETUANTIALZEYN VI lTIUIadIDg19d1SUIuIde

aUull WU 240 AR89
witilesannuhsfegeiisoiRuldtsuauiedy 295 Ay Feannniivuned ;ﬁ JUHDINIT

Y
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o a va o

Wivluneuwsn Aty Fsnuaglinseilaedadsdoyarisdu 295 au mwmama&mﬁ@ 3
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1.4 YUNBUNISNNILUDIAU

'
§ a

WID99INASIINYDIATININITHANKNATULUIAALNY 115D LNURN8AATIINTBSETY (Gamified
. & Aaa 0 1% | ) o] a Ay A a 1% o A 5 =~ o v
Crowdsourcing) \UuwmalulagnfienAeudnslminazdildmsednuiseiisitesiusesdilaense Jevilv

ya o v =

Aidedndudesdinuuarsiusnnuidefivanvaleuiniu suldun nguiineitestuasideesada
nguffitieadesiuniseensumalulad (Technology Acceptance Model) tns1zas1Ingasadaiiodu

wialulagulianis wasnguneiteaniuiuifnny

[ dl'

1. @nw1issaunssukazauldelusfninelted WBANYILALSIUSIUBUIAINUAALALINU

°

AsIIFTesate SduUsTifanuddyiiduasunsimuassgesaddueuing

2. @nwnssunssuuazaddelueiiniifisadestuasadeesadefiisndetunissensumelulad
WeAnwuarsusdadefifsafunisveusumalulad Weswnasdvesadaiolunalulas
og1amils wagmsnaunauwuIAanaily ilAameluladsuuuulmidmivgldam

3. AnwmssunssuazaiAdelusinFomauiiisadesiuumnfning el sgiiifinaiaves

nulateanau1sadInnltluas1Iewesadala s9U9d WienUadeing1veaiukUIAfLNNNYY

duaSulvgldauidnesnidrsaulunsninvesatail

4. Fnwmgunsadinonzaudensiiaaniniiegsdmiunuide Weswinanuddeidu
u3d8BaUTuI (Quantitative Research) tagldnisiivdeyalguafl (Primary Data) 91nAw
Tuunnlagldniswanuuuaeunin astudssndudesiuiumauiafeg s iz dusons

< v
iudaya

5. msAndenngudieglgnisAniiontagldds Non-Probability huulmani (Quota Sampling)
st mualitisaegwisiun 240 Mo IneTnasilunisuianiesegeendungus liwn

51 el (Gender) Inguusaninaniunie Tewn ey hag lnanga

5.2 13uaLstU (Generation) Insutsnunguauiifatugisianfeiiuiasivssaunisali

¥
= %

ThawAeeiu dusunuddedyatuusraunisalnemuwalulad 39AnEDNLUBLSTUT

3

Wdanaluladuds Taun 19uasTuLdNg 1LUDLTTUINY LAY LILUDLITULYA
(Fosnil ausntinily, 2559)

' oW '

INNTUUINGUMBE LTIV LNARAZIABLTTY iTausoutsngudiegsladu 6 nau

q

oGLwymv o

i ligIdeanunsaauauiwumhemegdluliasngulviiinuiued ey 40 MilesI9E1s

Y 9

U Baagyhlvinmsnsgaemheiiegamunalaziiuelstuauysalgdu Tnengunuusladasl
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ngudl 1 ngusiegrudiildnuiuleiinuiivedasidvesadsiidumane was dednialy
Wil A, 2508 - 2523 30 LaLuoltuLBnd (Generation X)

nauit 2 ngudegadildnuivlsdinufivhedasndeefadeiidumands war fofuialu
sl WA, 2508 — 2523 38 LaluBLsTUSNg (Generation X)

nguil 3 nudegrutildnuivlsdinuiivedasideesadsiidumane was dednidaly
sl WA 2524 — 2539 M3e LIUBLSTUNY (Generation V)

ngud 4 ngusiegradldaudivledinufivhedasadeesadeiidumands uay defiely
sEinal WA, 2524 - 2539 u3e LALUBLSTUNE (Generation V)

nauil 5 nqusogadldnuivledinuiiiedasndve satsiifuname uay Forudadoud
w.a. 2540 ustuly vi3e LiweLsdulen (Generation 2)

nauit 6 ngusoghadldeuiuledinudvedasndvosafaidunands uas Fofuliafoud

o

w.A. 2540 Wudull 190 iusLstulen (Generation 2)

' v
& a (7

Fnwmazaumidvladasisvesads srunanRsneuzvaniuleins g e sadeiiunzay
wazaru1sarunlgluanuidels Fednwauzvasdvlednmuizan nanife (1) Wuduled

ATMATRSATININ1SHaNNE UL UIAANILY I TuANSSUYRIRs IR SaTsauyin iR ans su Ul

sUnvuadiowdunisaung (2) Juduledidaldenuludneazilinniig (Open Call) Liiefiaz

=b

annsalinguiegsamnsadildaildegisdeiies 3) Wuivlednsidvesadeniidegela
Lailddu Inedsgelanliladtuiionaauesglusuiuuvesanuaunawiu anund aundu 1Ju

£% a

#u (4) Buduledasnideesadefiinsnseawes (Crowdsourcer) Fafifieasdnvsoustniiesn
Aanssuvesns e sateiug fenluasnsuieuisniiiedeld elindumedradnldauls
agvaenduuazlifianuinaludoyavenuies
penuuuLaiTmuILUUaaunNildiafiuysaiag Mieades loud (1) n1sfuiaaudne
(Perceived Ease of Use) (2) n135u3uselewil (Perceived Usefulness) (3) n135uiainuayn
(Perceived Enjoyment) (4) NM33U3AuYINMe (Perceived Challenge) (5) M3suianumagala
YBIN158DNULUY (Perceived Design Attractiveness) wae (6) n135usal1uidnaiagila
(Perceived Sense of Pride) (7) Anudslalunisnduurlden (Intention to Reuse) (8) Audsla
Tunsuensie (Word-of-Mouth Intention)
AnsgiiagiUIsuiisuauduiusvesnisiuiludiudseneg laua (1) n1ssuianudne
(Perceived Ease of Use) (2) n135u3uselovi (Perceived Usefulness) (3) n1ssuiaduaun

(Perceived Enjoyment) (4) n1335U3A391M1e (Perceived Challenge) (5) n1ssuianuiagala

UYDIN158DNUUY (Perceived Design Attractiveness) wae (6) n135uiAl1uanangils
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(Perceived Sense of Pride) fiflsla Arudslalunisnduanlddn (intention to Reuse) uay A
silalunisuande (Word-of-Mouth Intention) a@fild fle Correlations
AnsgikaridTeuiiguanuduiusvesnisiuludindsdnag laun (1) n1sduiainudne
(Perceived Ease of Use) (2) n135u3Uselevil (Perceived Usefulness) (3) n135uiAinuayn
(Perceived Enjoyment) (4) NM33U3A0YINMe (Perceived Challenge) (5) M3suianumagala
YDIN1IBDNUUY (Perceived Design Attractiveness) wae (6) n135usAd1uiannngils
(Perceived Sense of Pride) ifiste A1ustlalunisnduanlddn (Intention to Reuse) waz A2
#ilglunisuansie (Word-of-Mouth Intention) iiewmavesgléeufumaneviomandgs adnd
14 flo Correlations

AnsrgiuaziiTouisuanuduiusueanissusludindsdneg laun (1) n1ssuiaiiudie
(Perceived Ease of Use) (2) n135u3uselevi (Perceived Usefulness) (3) n1sSuiaduaun
(Perceived Enjoyment) (4) n5¥u3Auvinme (Perceived Challenge) (5) m3suiannufgala
YBIN138BNUUY (Perceived Design Attractiveness) wag (6) n155uiAuidnniagila
(Perceived Sense of Pride) ifiie Ausslalunisndualdsh (Intention to Reuse) wag A
Felalunisuense (Word-of-Mouth Intention) tileiaiuaisduvesdliifuiaiueisduidnd

LILUDLITUINY 3D LALUBDLSTULYA dDANbY Aa Correlations

1.5 fiawdsanagynlglunisdne

1.5.1 AaUsdase wIanwdsiu

fuUsdase wieduusiu (Independent Variables) 1usuusndassliduiumudsous [us

wUsiduanmuaamgnisainsenaansiiaziintu usumsyilifananuun wazdndudsiiuasuulas
Alsienn viiellausadsunladld Inadufuusfigideimuniu e @nwinansenuiinandaulsi
FulsBaszuodulsiudmsunuided Idwau 6 duds Tnewdssenilu 2 nguiiieades fe (1) Jade

Anendasiunmseensumalulad way (2) Yadeinetdesivwniaany lawa

Uadeiinertesiunmseansumalulad laud (1) n135uinnudte (Perceived Ease of Use) uay

(2) mﬁuiﬂﬁx‘[aﬁuﬂ (Perceived Usefulness)

1.1 n135U3Aud1Y (Perceived Ease of Use) ningde seauiiuanaiieitmalulagviesyuy

w9 Usmnanuneelunisldau weluladnsessuulafnuigldanusuiindens

sruvtiuiiwnldungldnuazeausuainndt (Davis, 1989) vsearanandladn wuiliuly

nsldaumalulagazuindudegldanuidntennudieuaznsldanuduauisauinms

IanslanlenuLes (Teo, Fan & Du, 2015)



11

n135U5A918 (Perceived Ease of Use) Aatfunildluasssuusddnueslanna
nsvausumalulad mssuiaudelunisldauinalnensaiissiilugarusdlalunsld
suuagnsldanuais uonantiy mssuimnudie (Perceived Ease of Use) Ssiidviawasi
fusBni tufe nsfuiuselend (Perceived Usefulness)

msfuinude (Perceived Ease of Use) unisinannanuidnvengudiegng
nae1nlEu9Te IagazinainnisneuluuasuaINveIngudlegne lngdanuly
wuugsvaiugifeldurmnneafelueisiieatesiunistihmalulaglmiquild

Tuhdeingitesiunmssuianude Inswuuaeunuldsenuuudwlsnssuianudeln

'
|

uduusuuuninsidiu (Ratio Scale) fAfilululd Ao 1 61 5108 1 Aonisiuiany

PedszAuanann uay 5 AonisiuianudiedseAuganin

1.2 m33uiusglend (Perceived Usefulness) et veutuaitgldaueinnisldaussuy
asaumavsamaluladnilay annsadieiauiauansalunisiauvesldanuld

(Davis, 1989) N35u3Uselenil (Perceived Usefulness) \ludnnilasudsdAgyvedling

AsgauSUAlLlal F9landnalaensenonnumalalunis i uLagnIsiEeIuase N15SUs

Usglovtl (Perceived Usefulness) annsadssaliinnisldauegsioiies maglday
Saniiawelasieusslemiannnislde (Nguyen, 2015)

n3suiuszlevil (Perceived Usefulness) iumsinannanuddnveangusiiegns
7893710179954 1ngaginannn1TneuRUUABUNINYBINGUFE1e Taudanuly
wuuasvaiugifeldsurmmnaneidfelusiniiieadostunistimaluladlmiquild
TuhdefiAsadastunisiuiuselont Tnsuvuaeuaulsvonuuuiudsmsiuilselov

T duudsuuuningdiu (Ratio Scale) fidlululd Ae 1 61 51ae 1 Aenisius

Usgleiilseiudunn uag 5 Aensiuiuseleviiiseduagasn

v

2. Yadeiierdesiuwundany lawn (1) nssuiaiuaun (Perceived Enjoyment) (2) n155u3

AU MY (Perceived Challenge) (3) N1ssuinussgalavesniseaniuy (Perceived Design
Attractiveness) kae (4) NM135uinusann1Anila (Perceived Sense of Pride)
2.1 msfuianuayn (Perceived Enjoyment) Mgl Y ULUAYRITTUUATAUNANTIAIYIY

'
a ca a

afeanuidnmdamaulviiugldnumedivesiues uenwlisluanuadnsiinainnis

¥
a o

T¥auszuu uenanidmnesuluisfanssuveanuiiinauslvfugldsuamnsnatis
Auaynauy Judislaliiudldauld Ineauauntunisldeu (Perceived Enjoyment)
ﬁmfﬁL‘T;Jwﬁﬂuﬂa%’awé’ﬂﬁwﬁﬂﬁﬂﬁlﬁﬂwqaniiuashﬂmathwﬁa (Allen, Hunter & Zeng,
2015)

nssudauaun (Perceived Enjoyment) iun1sinanaruidnvesngusiegi

189910199939 TawazinainnisneuluuasuaIuveIngudleg1e tnadaniuly
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wuvasunmtuideldmunumnnauitelueaiifsadosfunguiinuuasnis
Usggndlduudainuiudsiilalang ludadedifoadestunisfuiaiuayn lag
wuuaeuauldsenuuuiwlsnsiusanuaun i duiudsuuuinnsdiu (Ratio Scale)
A dululd fo 1 da 51w 1 Aonssudauayniissfudmnn uaz 5 Aonissuiau

aynilsgugann

n135u3AUYnme (Perceived Challenge) nunefia sEAUAIUNIMIEYBIAINTTUNTBLNY

LYY

Mmngauivsgauinvevesyldaunianuaiusanainuate wuieduynmeaynie

v
[

ginvisedeauiuly didrsiuidninisdrsuluasslifidulunsnaaeauniuaunsoeens
Inegemilavesidnsin wargidisiuidnindsiuginneagyimieauainsnvenuLes
(Csikszentmihalyi & Csikszentmihalyi, 1992)

n135u5A1UVINIe (Perceived Challenge) Wuni1sinainauidnvengu

A19E19118991N 18911939 1 iInaINNITABULUUADUAINTDINGUAIBEN Iaedanulu

% a A a DY)

wuvaeuautugIdelasiunnaainauideluedniifertesiunguinuuasznis

' ]
v a N a

UszgndlduwAnnuivdanlildng luidenifsitesiunisiuianuriinie lae
wuuaeuauldoanuuufindsnisiuianuimeldmdududsuuuninsidiu (Ratio
Scale) fiendidululd fia 1 &3 5 a1 Ao n1ssuianuvimedszdusiunn uaz 5 Aenis

Suianuvinmediseaugeun

n1sfuiaufnalarein1seaniuy (Perceived Design Attractiveness) ¥i1889 N3

sanuuumseNsasassAnuvsaiulsdvuluguuusieg tnemilsdrnunefives Visual

Design wag Creativity miaaﬂquﬁﬁﬁ]zﬂhaaﬂLﬁ%ﬂﬁ@flﬁmuﬁﬁmﬁmmmgﬂﬁuLLamﬁm
Anuaawaulunsldeu (Sutcliffe, Angeli, Hartman & Bruijn, 2008)

Visual Design wangflenseanuuunumseiuledsensmiiniiaisay 3013
T¥nmdsznevnienslimsnusiiauna nande senuuuiuledlagldnmniefsnysi
lslsnnvdertoaiuly saustednsliatmnyay

Creativity nuneds n1seenuuunuvsesiuledlaeiunisdninedia areey
wanilusufou dieliiesenisldau mﬁ@mqgﬂmwﬁmﬁamﬁﬁﬁaﬂuﬁwLmﬁqﬁimm
wilkazanansateuiulide

n13¥uiANufegalaresnseeaniuy (Perceived Design Attractiveness) L1
nsinananuanvesnguiiegnmdannldnuase IngaginainmsneuiuuaeunLves
nausegns Tnsdenuluuuuaeunuduiidelinummnnnmiateluefnfiistosty
nufinuuaznsuszgnaliuunannuivadilalving lusdeiiAsadestunissuian
Aegalavesniseaniuy Insuuvasunuldeaniuuiinlsn1ssuinnufmalavenis

panwuUlndusuUswuUNIns1du (Ratio Scale) TnedlaAduldls Aa 1 59 51 1 Ao
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Wuduusuuy Scale fianfidululdfie 1 8¢ 51ne 1 Aanisfuianudgalazednis

PONLUUHTEAUMNIN Wag 5 Aen1suianusegalavesniseaniuuilseiugann

vo o

2.4 nsfuianuidnaingila (Perceived Sense of Pride) vanedis n1slasudenauuny
vseEsaInMsiunieldanuimisvesaulesitusdunsegsaudiia (Glover,
2013)

nsuiauidnningilla (Perceived Sense of Pride) ungiis BeAUTENOU
vounuftafuayulitinisulaseinuiidiioqaivesiauliflenfiannsadald wu azuuy
571 (Score), duAU (Ranking), 1u3sys197a (Badge) e syAumunua tudu FaAn
mme‘hL%ﬁ]ﬁi’mlé’fiEﬂﬁLﬁﬂmwm’mgmﬂuﬂ’mfﬁ’ﬁ'm (Zeng et al., 2017)

mssuinusdnnagila (Perceived Sense of Pride) lWunsinainausdn
YBINGUA9E191E 991N 1911934 1ngagIneINNITABULUVADUNINTBING U083 1ng
Foomlunvuasunuiudifldnurmnanemiafelueiniiietostungudinuuasns
Usggnalduuannuivasililaing luhdeiiiesdesiunsivinuidnaiagiile lae

wuugeuauldeenuwuuiiulsnmssuianuidnnaniilalnlufudsuuuunsid (Ratio

'
o o

Scale) fientdulula Ao 1 &a 5T 1 Ao n13susanuidnaiagiiladiszausiuin wa 5

AonsTuAuIannngilatissaugann

1.5.2  AuUsseensanudsniny

Fudssemisediwusiiu (Moderator Variables) Wuduusdus Nfufduiussuiuiulseiu

iIeadladnu neduustianinsadanadefiamvseseauanuduiusseninadudsiulasfuusanm
1 nMsfnwanuduiusseninedulsiuuaginusnulagysirannn1sAnyfiuyssessiuiig 0198 wa

Ya v = Y a

TAnAMuraIaLARUlUNAaNEUI9UTENITIHIINITY HIT8TIADININTUINAVBINIFILUSAULAL LU

U

o v =

sosflsofuUInNNgIdedeensine 8 2 ngu laun

v
] '

1. e (Gender) Tnamad wiusuddeatuiazuviny Jadunwanusuialaefiansauini
Snuaurnadine Senfdululd 2 e fie (1) mewe wa (2) ianda

2. ¥y vide wueLstu (Generation) SienTidululs 3 an Ao (1) Wiueisdudnd (Generation X)
Usznsfinilnsewing w.a. 2508-2523 (A.A. 1965-1980) (2) 194upksHuIe (Generation V)
Uspnnsfiniilnsening w.e. 2524-2539 (p.A. 1981-1996) waz (3) LALUBLTTULER (Generation
2) Ussmnsiruidasaustd w.d. 2560 TulU (p.e. 1997) (Dimock, 2018)

Tnodnunzvaausazdieds vie wiuewsdu Sl

2.1 WweLstudndg vise Generation X lnsusswnsfiintunguiloglutnfiasasulanlasy

awdl Wudasiiviangguszimasuiianuids delu weluladfasuiintulugai wu
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Aoufiawmes Jalewny Wudu fwddauguieniivlnunieudumaluladlnig wdini
walulagluldimeuselemilusunisinuunnndniieruaynauiu

dnuagvesautuelstuing fe fauiulalufiesgs fienuaugaseminsa
fUT3n (Work-Life Balance) Woinwaneuunuiildainnsvirnumdnaisldlufunisineion
V30ABIANINALAINATLY LLazLﬁaqmﬂﬂumLuaLs%"uﬁa&ﬂusmﬁLﬂuﬁaasiaﬁuaqﬂmﬁm
welulatlvalg Fwhlddanuausalunisufusiarenisasuudadldd uenaind daudu
aufisilvansuiia veuanuiudaszuaghitnda Fwhltiunltufiesdsunudeena
whrunwsglalafmadunisusuiluaninuindeulnlg daunzisenzeiulas
nsziedosuilaniFousddmia egiave Taiainrunjuifufiesussaitinanednag (KANE,
2018a; fasnil ausnunily, 2559)
\tuelstuae vie Generation Y UsswnsiiAnlugail fedieglugaifauinisves
welulad liesdu Insdwiiadeuit aunsnlniy reufinmes sastdumedidn vilvinis
iihisdoyatmansheuarsaniEnniy

doswniAnutlugeiimeluladesueiuisgunsailefuazBumedidn silinsld
Finazainuazsanialunatsginu dnuarvesauiauasdureinduauidurey
welulafuazvourusinga vuiiiile uenaniavluawestuiineedianuaasely
nsldmaluladiiclunsinunarinsedoas wiidosandumefidnrildiadeny
vouladl Suilvauluawesduiisiiunsinsedoasiumanietedinuooulay wie
Social Networks uazfing@nssulunisuanseanaauaaiiulag danudaduvesioes 8
msfianlanleuedinnty

Tundvesnsvhinu auawestuneiiuliufasuisunuvesads mseduau
fveunaamadlia uavdniegiave fimsanludiulddmdsfinueazldsy ogslsfin
AuaLLaLstuNefInsgnasuslaiunadigs na1ide Qm??m@LLazé"aaaummrwWaLLai
Tuganountnd Whiuauiifinnusaiuuasnziwonseufiazussglutimansvesauies
warf Fafimnunsrietesulunisieuddsinig uazwasmanuvimelnie felunintuie
ﬁﬂmmé’wﬁﬁwﬁg\iﬁwmuﬁuQ’U%Wiﬁaﬂa’rﬂaﬂdﬂ ws1zuesinduiiousnauiu (KANE,
2018b; fFoshu aysniniily, 2559)

¥

\LuelsTuLn 1130 Generation Z Taguszvnslugatifnunlugaiimaliladiinnuviuas
wazknsuatgunn dadnunainvatenianaluladynaiy sy nsenng Iaanssy
Ieenans v waluladmsdeansinsauuiay

Snunzvosnuaasdunen shidumnlawesvieandiu seuanumng veu
Ammazmnauty waziesanniialugaimaluladiviuazunsvats ilviaulaiue
istunasianudunsuaziuglunisldnaluladivg suvainavgeuUanieenain

#9199 (Real community) 1igdsasnaiion (Virtual community) 103U wazsinazaes
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' a ' a v ¢ ' I v & a a
Jndmnegsanansaseuilannlanseulal eg1alsiny uliinaslugafivalulad

q q

(%

Winyfavhegann uifidudisfiesugiarlanannesetnsnn tumnenuimaniad
9199zL90an1uN TeiToWIFeafuTTe fuN1IENIINTEY v lFaulaLuosTulealy
AR fuANiuALasAmeULIY WaINwIBuRTiszuntnuskanu oy
Ameuunuiaumnauna TasAnouunuenveglusUituvienauszlonidug Tnsdiu
Tnajazveunududasy wavveuvhauaudes liveuitonddu fauaulalunisais
AaLanang Feiligaiiieuianssunnty winssiuaalalunsasauianssufiile

suaseautulann Rz innuazaintarlasnngludinuseaiu

uananil Aiduendnualognaunndmriuauauawstull Ao auaunsalunis
M9unane ) agansauiu (Multi-tasking) WInNLUINZAaUAIIUANTZNINNITVINNIUY
pg19lapgranileiudanneg sousaunanaiuainumedu (Boitnott, 2016; Patel, 2017;

fosnl auniniy, 2559)

1.5.3  Auusay

fuUsau (Dependent Variables) 1ufuusilasunanssnuunainnsildsunlain1vesi

va o

wUseiu Wududsidideysdnvuazindniieldiludeyalunisimsziwazneumaiuvesnsidesely

Y

¥
a a

FrwUsaudrsunuided S91udu 2 fuus town

1.

1%

Auaslalunisnduunlden (intention to Reuse) nunefis Amnuidnimaamauingidisulasu

U

INNSUILAnAuYsEiulavarfaladnarnduanltantuaunmn (Cobos, 2017; Li, Duan,

Fu & Alford, 2011) Tagdanissuiensuainnuay anuayntuseninnmsldauasiinyesads

o ] P

unseiaidismsaneenaznduinldBnlueuan
ausslalunisnduunlddn (Intention to Reuse) Wun1sinainainudnaesngu
A0819ma991n 17911359 1AgaginaINN1TRaULUUADUNINYBINaNMAI9E19 Inedanulu

Ya o

LUUEDUNNNTUENIULATIUSINL1NNUITe T uBRn AN 89 UN S ANT 1 WINN S50 T

Y

Aanssusineg Tuiideniieadesiuainusslalunisnavunlda (Intention to Reuse) lag

wuvgauauldeanuwuusmkUsaudslalunisnduunldgn Tmdusuwd shuuuinsidiu (Ratio

'
oAl

Scale) Hadulule fn 189 5 1ae 1 Aaarudatalunisnduunld

v
o @

Wlsgfuinn uag 5 fio
anusdlalunmsnduanldehdssdugann

asdlglunisuende (Word-of-Mouth Intention) vanefis avwianmdnmauvesdidniauou
Ananuusyiivle sudanuduiviedulaiiasdeasludyanaduiionusiiwievendeliidy
$ums1u (Harrison-Walker, 2001) Tngiunisinnissuionsuaianugy anvaynluseninemis

lguasngesadaunsengidisiuidansenazvenseliiugldauduliundriiulueuan
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ToesuUstidudinlsuuuuinsialu (Ratio Scale) iadululeade 1 89 5 lng 1 AoAnusdla

o

lunsuensiedszaumunn wag 5 Aeaundlalunisuenseluifisyiugann
ausslalunisuense (Word-of-Mouth Intention) 1uni1s¥nainarnuidnveangu
A98191189910 199939 lngaginainnisnouluuaeuaIuvengudieg1s tnadaniuly
wuvasunutugIdelasiusanananuidelueiniiiertestunisiindiwiunisidnsiuly
Aanssunnsg Tuiteniieavesduainusslalunisuensds (Word-of-Mouth Intention) Tae
wuugeuawldeaniuusnUsauadlalunisuense Tidusmuusuuuninsidi (Ratio Scale)
N1 g v A = I I VoA PR I 7
famduldle fe 1 8 5Ty 1 Aeanuddlalunisuendeiisyiumunn wag 5 Aeanunslaly

nsuensielvailszAugenn

1.6 V9INNAVDINITIVY

¥
av o

1 ilesnauddeilidunuidedsusalaeiinsifiudeyainnisuanwuuasuaiumiuaniud
#1199 FavhligRdeldanunsamuauan nwndensie) 10 wu anusivesdumesids n1sgn
sunuaNNSveInguMIegesznItnIsldeutaziuuuaeuny WWusu Wlvuagnsilaan
AT liaunso U uanniedeuiisnetuld ndesidaiios Aidedsdndudeadon
aniilunafiuteyaiifianmwandeudlndidssiulasaziinismageuanuidumesidnly
U%L’Jmﬁudaumnﬁwﬁaaﬂamnwmﬁlﬁaa&m

2. Wesnnninensfidrdandlusiuiaiazsulszanasinlinisiiudied1adadndnegluuia
aoudl lawn TuusnagiansaiunInerdedmsunieiegraiilduauesdudnduas
Wl tue wasantuniaiviuwiaiiefiudeyannuiiefegaiiiuauesduugn

A Va o 2 W | o 2 9 aAay ° =
Wesngideanunsaiudegildlunadunngs wagisanuniduneililiduguasse
GiamiLﬁU‘?JIE];Juaf\]’]ﬂWﬂ’JEJﬁ’JE]EJ'N

3. Tumsihldaunuiinnednsideesads (Gamified Crowdsourcing) 813virlinissuinisldau

WANENNAUAINAUYBVTBINITLEUNY NaIAD YyarandauTureulunIsiaunumIaLa Ny
1 3 Ve a a 1 o 1 ] a a .
agiluusedn enafdnaynuavindamaulunisldau diluganusslaangfinssy (Behavior

Intention) lasnnnituanafiligeudunuviseveuaunutaend

v
N 1 =2

4. uddgaduilidnumiiulsineitesiunisiu Feanaidelueinnuii msiuivesyama

3

a o a

AflmAkaryegiuaneiy a1aazdnludsedun1ssuinunndaiuiie §ideanuiinys

AU A Wi way oLt N lUTunsInszviaae

Ya A

5. esnduledinufivhedasndeesadefigideidonldfiniseenuuuifuniwdanguy

Y

AuEnsalumMsdeasnwdingy eraduguassasenisldnunuiinnedasnissesadd

va

oRazdmaronsuiveldauls feu {Idedssndudeseunynlidsefiuiiidesiosnns

‘u

Anwn
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1.7 ReUAANILANE

1. ATNAYe3ATI (Crowdsourcing)

luganmaluladimuiuaziasyinmviegiann Buhlideyaninnudidgyuiniu Msdedeya

ci' '3 ¥ =54 o

Wuniladsnrsnvinliladeuafnoidnsdeanis wadAeIwanu1dun1sIEIuUssu g1 UIUNNIATE

Y

o o o w

Asngesads Jududnuilsufafidrfyuazinalasuanuionmssduisnsivilvesdnsladeya

o

PN lunaTuTINEIwaZAUN U

ATTIRTOSATY inUN9INAIeIrIAe Crowd way Outsourcing Fe5auAMUMINERUaIINTdwweU
suvegsludnvazilanhildinguynnaasisaziiegaisuenlaglisidnsiudemisdumesdn
(Howe, 2006b) L‘fJuLLuaﬁmﬁﬂwuwiﬁLﬁaIﬁlﬁﬂawmi AMUAR 1138 LBLREIIUIUNMIAIAIINNATIRAINY
Promdeniennudaniioainnguansuialuglunisidisinianssy Tnsamenquauidugdld o

Buwesiiln lnenTsuIuNITI0INTINTRSET Ae Nsnsyatsnunselygmludinisusnssing islinax

q

£%

aufiegneusnasfnstiefuihnusesidymediilaegimils lnenguaudununnilisndudeidn

fuuazliddndudessyydng dunineaudl nszuIunsveIrsInTesadearliiuyanalayananis

Togany waagulunusunaanunlanduunannnisnsyateanuesnil

Usglevlvasmaiasideesadeanld laud (1) Jymndesnisaneuvieteyafidesnisaiuse

Y o ::4' 2 v N v 5 4 1% a ' N v A o v
Ienduanlunainadieaulszanasedununem (2) ssdnsasalauwifaiviqusedeyaniluly
Aovanluduiuumiaa (3) esdnsainsaladeyaniainnguauiidaunainuae ldinezduaiiy

WAINVAIEMIAUTUIR e Saussst 91y wazdus iesniludnvazvesnisdaeunuluaning

AsIFEESETe (Crowdsourcing) asnsathuwdadu 4 Ussiammuanuvainvaievesdnvuy
e M (Howe, 20062) (1) Yeyarvesanawu (Crowd Wisdom) vaneis N13TIVTINANUIHIOANUAR
nuraruvnlug ielfiAnnisudsduanuifafunasiu (2) msadrsassdvesuiasu (Crowd
Creation) LﬂuﬂWﬁLauﬁ%ﬂ’lﬁﬁaLLmﬁmmﬂmaﬁuuﬁ?hUﬁzﬂauéf’g&mejmuﬁﬁmmﬁwngé’mﬁu q fifl
Ufduiusfuuaniasurnuiuaginedafuuasiu (3) msliauuuiionvesnau (Crowd Voting) 1y

nsTUTNAzkuLisnnnasuielilinnsindwIu (4) nsielewluyuvesuiavy (Crowd Funding)

Junsyusutuuannasuiteinasuaunsaddwsululasinisiviaulals (Soresina, 2017)

dmsunuideadull §3duldden Quick, Draw! tieldlun1sd1599 ¥ Quick, Draw! datlu
AsMRTeadefiaglulszianues Crowd Wisdom wedayay1vesuiavu Jayandmsu Quick, Draw! tud
Aodumpaneiiinainnisnavesldaiu Wethunudugiudeya dnussaana wazinuszuulid

AN ugLariimuaaInlunswlanININEUaInanala Rt
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2. nudNIEAATNAYEIET (Gamified Crowdsourcing)
WnEiiveAAsIRTesats Ao N1sassasIANINTIHATNIAYesaddlliguiuuwmilounsiduwny lny

nsthnalnvesnaluguwuusingg iussendld lnenalnveanuifeudanldivuiundus aldlang laun

v
v

2.1 AzhuuAzay vse wivaray (Point) Wudsiarursalidudidinanudnsaainnisld
Nulugluuudies

2.2 wisegnsdyanual w3e A1unis (Badge) Wuiaiiousnaelufanssy vsuenianany

E ¥ 1 oa

awuegrvibiauidndudiauiiviy wanasluandiauaudus deenadteuls

U U U

Mewlunisiaun wu nsavauazwuuliasuauiinug

v
v o

2.3 seiutu (Level) vise Aruszaunisal (XP) n1susuenfisseautuvesdiau eilnsideu

v
[ Y

szAutu srAuANeInfazinduny wazdlediauldanunetealunisiensusuasld

sautunfziineunagiile wWisualewdunudusadbng doss annisiauwny

¥
a o o

uenanil Suiiliiaudniansegmiefiduifisysudnimy

2.4 g33uiuaviiy (Leaderboard) iun1sdaduduainezuuuarvanvesdidulugiaia
wils Inssfnuansfiduiifinzuuugsanlilususugedign 1WumsiSeuifisusuduvesdiau
Fauaiionsefulfianisudeiudusewiegidunelung

25 AT (Challenge) fovdunalnvesnufifindaunnlunisnsydudiau lnsanz

a

agnBandiduiianueinidsinieliladmsindt lneeraduianssurienisiaiige
Taligiaudedldanuneianulunmsiay eandranudusaiietuldnnnsiewuzvse
WAnssutuduse

2.6 dedrfnlunisiau (Constrain) lneiludsiinuasrauielvifiduidnlaandetunisiay

WU VaINARA1ULIAT (Time Pressure)

3. n1355u3AUd1Y (Perceived Ease of Use) et sgaufiyanaideitnaluladviessuuiug
Useananuneealunisldau welulagvsessuulafmundldausuiindendt ssuutiud

wwltuigldanuareeusuunnndy (Davis, 1989)

v = '

4. n133u§Ustlewt (Perceived Usefulness) nunefia vautuafigléarudeiinisldaussuy
asaunaiemaluladuian annsavieimuianuansalunsinuvesildny viewmun
vinwgmsvhanlitugldanulalumalamanils (Davs, 1989)

5. msfuianuayn (Perceived Enjoyment) nefia Y8 UUAv8ssEUUASAUIMANT AT 8a3
mnusanmdamaulitugldnusmemvesiues uenmilsluanuadwsiiinannsldauszuy

wonInlldmunesluiafianssureunuminaus iugldnuaunsaadeanuaunauiu
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CN

Tuislalifugldnuld Tneanuaunlunislday (Perceived Enjoyment) fadnduniisludady

v A v o

nanfudnauliiiangfinssueddlaog1anila (Allen et al,, 2015)
N135U3AUTIIMIY (Perceived Challenge) van8fie s2AUAINNNIMIEYRIAINTTUNTBLNUT
winzauiusEAuTinvrvesldnunianuaunsavainvaty wsnzduynwaynde ldenvsedie

v
[

ufuld firsuianinadriuluedididulunmageunnuannsnogidlaegimilves
fidngan uasdidndanidnhasiuennefiesfimsaruannavesmues (Csikszentminalyi &
Csikszentmihalyi, 1992)

n1suiaufagalavean1sesnuuu (Perceived Design Attractiveness) 3184 N158aNLUY
M’%aﬂ'ﬁa%f'maﬁﬁl,ﬂmw%aL’“mlsuﬁﬁuiugmwwhm Tngailsfanunedves Visual Design uag
Creativity mssenuuuiifasdieduaduligldnuidninnnuyniunasiisaudamduluns
1§91u (Sutcliffe et al,, 2008)

nsfuianuiann1agila (Perceived Sense of Pride) vnefis n1slasudInauuuLINeE1991N

AM5YN9UMS0lAN UMM EVBIRULBIVNU9EIUN998199UE S (Glover, 2013)

o

1.8 NUAN1EAATIINYDSATIFINTUIIUILU

o [

dmfunuideadull §3duladen Quick, Draw! tieldlun1sd1599 ¥ Quick, Draw! dailu

AsINYRsATINTNNALlNYLANNNLY 3 FTRA LAk

1.
2.

ATLULATAN Y30 whuarvay (Point) Inadasuuulduogi 6 AzLul

K]

AUYINIE (Challenge) fio Aauvimelunislenuenisiinain Fegldenallasiniiy

P

Weavglunsnenm uidesnlisyuuiises

o @

Jodfinlunisiau (Constrain) WuRae T9317AA1LLIE"

JURBUNNTLAY Quick, Draw! AYURDUAIT

£
s

dldauluduled https:/quickdraw.withgoogle.com/ WiulesdfisunuuiiGeuieuagldauls

U

A v oA

niluesesneniiunes dmiulugun 1-1 uazinsdwrideds daminluguin 1-2 lnevis 2 doans

geiiyUunmthaveaiuleafindeiy welifldnuausaldnuldazainis 2 demis
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Con o neurol network [earn to recognize doodling?
Help teach it by adding your drawings to the

, shared publicly to help with
machine learning research.

JUN 1-1 ntiusnved Quick, Draw! W11 Desktop

& quickdraw.withgoogle.com &

Con o reural network learmm o
reCognize dood(ing?

Help teach it by adding your drawings
to the
, shared publicly to help with
machine learning research.

< M m o

JUN 1-2 ntiusned Quick, Draw! K11 Mobile

-008
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' ' [ '

2. Wigunagumulandnszuuliunluudazde lnsssuvazdulanduligiau dagulugun 1-3

Y Y

defidunionazFunalinadiin “Got it szuvazifiauludanihdnludaduminsgany
Wanitelifiduisuasiionald fasuluguil 1-6 landlunsiduiidum 6 4o Fausazdeazidn
narlunmsnade 20 Junt e 1 9o Taewnuillisndudoanalias uddos “nalisites eg
udinn ssuufasunismesunmdug ledngudeyaddoglussuu mnszuumegn §

dunaglasuazsuuaIntatiuly

T ses rainbom, leaf

SUN 1-4 wenAlglunsine

Y
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3. Jediawauaunia 6 Jefvzanunsansiupzuuuainmsauluusarasild deiuandugun 1-5

Well drown/

Our neural net figured out 4 of your doodles.
But it saw something else in the other 2.
Select one to see what it saw, and visit the data to see 58 million
drawings made by other real people on the internet.

cxp U Cl
i | =7 | ==

Share your drawings

JUN 1-5 nthanvineveanisiay Quick, Draw!

[

1.8.1  Uszlevivaaivladnuliniefasinneesadediniuauissil

Suledinudinnedasiideesads Quick, Draw! daluliuleditadstulng Google %aﬁ%a’ﬁ‘ﬁu
msfne fusslevdlusivesnsimumaliladlvila wieuianssy Sweuisetiesneanuasanliiu
Aldula G’f’aa&hﬂﬁﬂﬁ@ﬁ Google ﬁﬁa;ﬂam’né%a%ﬁamﬂ Quick, Draw! 114 Aa AutoDraw (g‘d‘ﬁ 1-6)

Autodraw Aap3esiietaslunismenin awnsaldenldlaglidaldaeiumaivusiees
Uszlewilves AutoDraw Aeansnsasilvigldsusenuuuguaindiatssuduvesnutedld Tnonisae
aInanovEodnuAILTiFeIN13AT1I9 SEUU Autodraw AgimsianAigldnunauazuansasilngifeeiu
fuiigldanunaeenin deuszlevives AutoDraw AenisidsuutasmnatsTaiousenuilfidunmi

anean Dusuleu munuuiigldaudenis

UBNNTEUUNNTIAUSALUITRLE AutoDraw Sufiuflandunisidauiiuiu anandluning

1-7) wiaiuddunazesrusznaulriunwlaoneie eadl

1. Select Ao flertuiivaglumsindeudiedwingg neluninaa

2. AutoDraw Ao fladduliszuuimarnmeiifldaunaasly

3. Draw Ao flerdulunisianin ImﬂiudauﬁszumﬂﬁLﬂﬂu?ﬁﬁiﬂ%’mmm

4. Type fio Maddulunsifiusisnusadlulunine

5. Fill fio Msdndasivluduysenaunneg aesnn

6. Shape fio nMauingUsAluTRadlUTuAm Faaziieg 3 JUuuy 16uA 2enau Avdsy uas

ANUNAYY



23

ES

AutoDraw

Fast drawing for everyone.

i

* The faster you click the faster it goes

This is an

Al
Experiment

gﬂﬁ 1-6 Aulass AutoDraw

= AutoDraw Do youmean: &b b b wd» [ b

e,

U7 1-7 dregnamsldanuiuled AutoDraw
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1.9 YsElevuianndnazlisuainnisive
Useleriifunguiildnnauideaduil fe

1. mMmegevaunig uresifeluefnUssuiisuiunuideatuil nliaudenndaanzauansng
fusgnals mndlanuwanenaiy meﬁmﬁ’umiwmaim
2. inlvmsiuanuduiusve ik UsTEnIeLUsAuBar sk USA NI T uNaN19INN1S AT 8T

o [

AwdussEIafUsAneg AfATesiusaaen suldun msliszsiauduiudues n1siug
A113418 (Perceived Ease of Use) N155uiuselevil (Perceived Usefulness) N1sSugainuauyn
(Perceived Enjoyment) NM33u3A11vINN1e (Perceived Challenge) n133u3AuAsnnlavens
9ALLUY (Perceived Design Attractiveness) LLaxmﬁuiﬂ’Jmiﬁﬂmﬂﬂuﬁiﬁ] (Perceived Sense of
Pride) #ilsie Audslalunisnduuilddn (ntention to Reuse) wazmnudslalunisuonse
(Word-of-Mouth Intention)

3. idatuilinisdiusuusiiu fe e (Gender) wae Wiwelstu (Generation) iunsiinn
deatuayunuideluein Frasteliesdanusifatunissuslusudsengg fidde arudda
Tun1snduanlda (Intention to Reuse) wazarudslalunisuensie (Word-of-Mouth Intention)

dlowmenaziaeLtuveadlinuwanaieiy nadnsananideannsadunugiulunsdnyiie

WAIUNAINTIUAT1INLDSATINNAUNATWLUIAALN UL 1

Usglevideuszenaiilannanideatull fe

[ I

1. dwdunuided PTeldFnwdulsiaeiansadisfivdnaunadals Taun Auala
Tumsnduanldduazannuitlalunsvense SsmsAnufuusmandansoirludszandlil
nsAnwifewmumaluladlng fifesnsifinsaunisdisn Taediamausadilouas
niuiiladelatheiifdvinateanuidalunanguanlddnaganuddlalunsuande davis 2

'
o o ' a

JadeiimudAuaan SHINTILINNSNTIN

2. udgaduiliinmsiiudindsindu Ae na (Gender) Wag LALUaLTYU (Generation) BavgaeLiiy
aaAnudAeiuMsTuslududsineg Wameauaziaiuaistuveldnuunnseiu Faesdanud

frosaunsaduiugulunsfinviiieasianaluladsuuuulnly InaunaiuwwiAnnudily

wszhwAnnuausadnlilszandldlalunans susuuuenmilelainasndvesads
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= o A v
UNN 2 NITNUNIUATTUNTIUNLNYIVDY

2.1 yAdefiirtasuaznasuiseluedn

dlommassddeluuni diduldmurmssunssuaraidelusiniifeados etlRiuds
Uszifiusingg fiedestuasnideesadeiiinisnaunauuuianny ddeindumaluladlmifimddlasu
anuflenodrsseidedudiagtiu ldud 1) adeiiAeadosnssouiumalulad (Technology acceptance
model) w30 TAM Léun n135u3A111418 (Perceived Ease of Use) wavn135uiusslewil (Perceived
Usefulness) Afii1saulazuainnnslden 2) Yadeierdostuuuifainy edssandinudnldly
AsIIRYesad (Gamified Crowdsourcing) L n1suiauaun (Perceived Enjoyment) N133u3A3u
Mg (Perceived Challenge) n133u3AuRgalavesniseaniuy (Perceived Design Attractiveness)
ns3uinnuidnniagiile (Perceived Sense of Pride) ua 3) adoannudsavesnsdeesads laun
arumalalunisndusnldan (Intention to Reuse) wardadumrnudslalunisuanse (Word-of-Mouth

Intention) #w3deldunduiulsnudmivaiddeatoll

P a A o ¢ ¢ a
2.2 NOUYHUATUUIAANYINUATIINYDIFTS
221  AMUNUIYVDIATIIAYDIAYS

Crowdsourcing winedsuuInistunisundguilaenisnszanssuiaeyinlaentnaulussdns

Tifuyaraneusnesinssadunguauuaivgsauiui (Howe, 2006a)

Crowdoscope (2015) l@lsaaunuisassnsiifngesadinfinunuielndifsetusiin
Collective Intelligence #adasimneiansdiaviodumeunuatidlnegnamilsludinguauniouondi
guralng lneasndgesadeaziiuiinszuiunislunisdaeu lurmedl Collective Intelligence Lijudl
nevionadnsiildun ognlsfion fiasmdsesadauas Collective Intelligence sfgniuldaduu

pgUaYATY

Alonso uaz Lease (2011) naninnsnswesadsiensdmovanludnguauvuislvganeuen
wnufinsueumnenuliiuninaunelussdng danszurunsasdeeiadaduuufniiaiialen s
Tmiqlunisussaraduiavesuldnaetsznn swdadidanguenldnirennsdu lunariiduasuay
Funusias uazluauidednatiulag Alonso wag Lease (2017) #l#3991 Crowdsourcing and Human
Computation, Introduction na1711 AsMdresaduduiadesiiolunisujduiussenitsuyuduas
Aeufiume (Human Computation) lngasndwesadsldlunisnszarssusenlidiyananisusnluag

NI9TU NMsLAuTesasusulattsduasLazasslondlmiqlunsldusyleviandygiuiayu
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wianil tiensuaussaTmiesnisteyaiiiniinisusznanalngldudssuusnluiivioudyananulany
wila IagszUy Human Computation yuefenisunuiineufiamedfenyudiioutdymiuisediei
roufinmesliauisaulald (Bederson & Quinn, 2011) Tnsszuuiiazduiunislnenywdlunisasis
szuuilenunudeyavidemnuianuyed uazthludassdeu Anneiuazyszananadeya detoyadiiu

P

ssrUsznaulumsfwnniavgnihluaalussuuningau

Chanal wag Caron-Fasan (2008) Na1711AS1IAYDTATIADNITHELNINTEUIUNITIUNTTATS
winnssuludearsisusu lnoofudeiniaduinesiin LHBTIUTINAMINEINITANINAUABUDN
ANLAINIaWaTINel ANNEInsavesyAna (WU Unadeassn dninemans Jens viedus)

VSYNYUTABgUE (WU Yuvugansiig)

DiPalantino ay Vojnovic (2009) lalsiannumanedn Wwisnislunisdnviunguaunieuentidn
wswiunidgmiedidlaegrnililaamewnslunisdumesidansoyususaulal Fadaed1eves

'
s a

ASIATBTATINWULIL iU N15TuiueankuUlalAaumnsanIsasIawkun1snaln udu n1snsiuilens

Vo ¥

fiseTaluiudidnsauiefaganisdnn Teesiaonadusisianluitunselddudmtuild

Grier (2011) namisassvesadeinduisnislidumesidnlunisiraussudiuiuminain
meueniiiodyrliaumeuendiuvhaunsedundudunidunudug luveds suuisedas
Judusosenderinuerionisineusuanizegng wu n1sdsulusunsunionisuadymni snguang us
UnufdsImauAfissn AN IIviensSUSNug e syEs 1wy muamsalunisryUEnyally
mwvidensnatuersualvesyaaalunim Wusu Ine Grier anandninasndvesagaduniumeneny
Tumsluyvduaziniesinsluszuunandn dessuumanildfgadliiuibvssloniasiussansam
Tnsnsliiadesdnsifiowsuniuionszarsaueenluliuyudianistueudug Wy nsdadula nns
asafunimmdesuiednvazuarduaniniufn fegaweinsideeiatefiquinsiudtuiie

Wikipedia #te1fza1anadiasdnuiunaneniiuauaisansiynsueoulaiiu

Kazai (2011) namiensnagesadeindunisveanusiudoanuiavunisusniteuilatym
vnegensatiioNuudygianuyed lnednuandsuiudusisiadng e (Monetary Reward)

ns¥unedanu (Social Recognition) 38 ANTULT

Oliveira, Ramos waz Santos (2010) alinnumnednduisnmslunisdisnuanyananisuen
WioadassAmindadumatngveedns lneilinguszasdiiieidnfaassiuravinuruazUszaunisali
wa1nvay Wy Wikipedia) nMsidnfisniavigniguendigliaunsasiusiuuazd1sianiud inalulad
warAuaIN1saanneuenls wieorasenlaindunisin “Jygrvesuiaru” (Wisdoms of Crowds)

WanlussAnsiiteasnsassrasive
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Kleemann, Voss uag Rieder (2008) naninasiiaesadenenisiinsinvesoraainslufianssy
asnavesadilulagiudinnudennnlunguildnuduweside swdsuslaauisngy nstifuslansu

Dudnmildunmahalitvesdns vligustaananadumewdieusiunulunssuiunisuin

Bederson @y Quinn (2011) narnielfuasangesadeliin deamiadunesidaidiutqe
advayuliiinussueeuladfidunddwsudunmadaslunsbideyaiioinluuszuanaudlalem

fn9e) Muywdanusauilold lnswaniUasuiuAmdnadniey

Mazzola gz Distefano (2010) elvinnnumuneindunisseauanudaniuivlsdlaenisienns
linuyaransuenngulng welildnudnaiisassavseoloelndgnanuisaneliiinuinnssuls
wenantududunisnsgdulunisudladgmunedns lnedymlundlisuludiediingusvasdiioiu

mls aSawdndusivieuinnssuluianls eradunsudledgmnamgiangas

Yang, Adamic uaz Ackerman (2008) lalsariununeindunisldyuruesulalifiodinasu

Tatunieuen

va o o

INANUNHIENS1BlunEITenaeatungidesiusinan ansadunagulddasndvesads

Y

Ao Msnszanerueeniudiyaranisuenesinssaiuuidyivieeadunssiusuunniufa anug
Tnig anwsau Tnenisnszareuiazldveamdumesidaielidiaiauldogiiniewing egislsh
=3

Ay Aualiastannnasuazintulaenislidinsziuuisedn araduseiailuimtuneldduditun

1§ dnsgiunmnzanszgliinnisdrsalufanssuldunnay
222  unumvasaTnYasadluwivasnisihuUszendldludiusinge

1. nsdnnsivasIsaiewasingnnisal (Crisis and Disaster Management)

fhagnau Ushahidi dWuduledildwuifnasndeefadedmsuianssuiiodiny naduleddin

Idiieliauiegluiuiuszaudessuiiss swandayaviemeguuazuwysludaivled dwandlugy

d '

# 2-1 winthdeyanliuissydunisluinuivesszuy Awanslugun 2-2 viendouiondn

1

Crowd Mapping #eigaUszasAiiielidsaunsivaniunisalluaniuinass s iaiuu ulinaged

Qe

v =

slnauazimiounisnenulinuysmioldegrsiuiagg wszeihduludmdesiniduns

< a

Tianuthemdongluszesaisings Badideyaninwitls nsdiemdenasdesiniiuiniu

Wit (Benali, Ghomari & Zemmouchi-Ghomari, 2017)
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Courtesy of high-resolution satellite imagery on Google Earth:

Boston, January 18, ~2.00am

Boston, January 18, ~2.15am
@sarapouly Thank you! We just called him + got
info! Au Bon Prix shop is located on Au Champs de
Mars (just West of this Square)

.
| ‘
sshahidi about 2h ago via Seesmic in reply to sarapouly

JUT 2-1 fegnsldnsingesadinisdanisivasisudeuazinganisal 1

(ﬁuﬁz https://www.ushahidi.com/blog/2012/01/12/haiti-and-the-power-of-crowdsourcing)

{ - v 3
Q${r; ) :Jf w Q,e + 'a‘|
: f‘?w".-:‘:{ + q‘""‘"cu.., b, ° .-3 N
x T fue
: ?'@' ~4 A y O g il &8
! . W\ ))s'“mn’e é’\ ~ kh
y > ' \
Bas Peu De,Choses T“il b.,“‘

Rue . Rlc% v

Qs% B Saint f’i-,r"vl\“ﬂ.ﬂ.“ &

A :
4

P ’ v
et By
’ an -~ » ;

3UN 2-2 fregrinslansnidgesadenisdnnisivaisisudouasinganisal 2

Y

(ﬁm: https://www.ushahidi.com/blog/2010/04/14/crisis-mapping-haiti-some-final-reflections)
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2. msnaialaznslawan (Marketing and Advertising)

Tugmvesnsnatn asnsgesadeaninsnthuUssgndfuvainasianssy lidazidu meide
n1smaNA N1sdeansNIaNIsRAtA Msimuan ATy Msvaassdudiluel n1s5IUsINULLIAR
Tvsiqangnén wazduq Fedseiiuiigninunléunnide nisdeansmanisnatauazansiaun
wAnAnueilml §aog1a19u UT 2-3 McDonald’s LasaiauauUyiiiidedn “Make Your Own
Burger” Tudszimaeasiiu tielvguilnaiunesnuuuivesinesiiiuvesiies deldsunisney
Suanguslaadiwiuun Tu 7 Tullidislunisesnuuuiuesines ni1 45,000 sULUU o3
inesigneenuuuazgnAnidenlasazuuulmnanglidunesidaiidiunasnzuuy wesinesh
IF5uazuuulmnundign 10 Susuusnazgninlufinnsuiierindundnsausidilysdeld
LLmJLﬂmﬁamﬁaLﬁﬁwﬁarz}’ﬁiﬂﬂlé’maﬁa 21 $1uau Fudunisdaasuniseannldedad uenain
wdunsliinavulunsiessmanisnanuasSstasaiiandndusilnaie fgnlaguilandnse

(Razorfish Advertising Agency, 2012)

i lisbe o

BURGER-GALERIE

Zutat Geschmack von

8 - - ) 2 3 e
4 " wer von
- “ .‘ - | zurlcksetzen serris
Beol Chickes Pork Fish  Veggle Minner Fraven snxeigen
STEN N 5 > ALl INFOS

Ki M piace  25enila

BURGER-GALERIE

SUTl 2-3 draemislinstadvesaderiunisaatnuaznislavan
(ﬁm: https://thisisnotadvertising.wordpress.com/2012/05/10/mcdonalds-my-burger-campaign-
the-first-burger-created-by-a-fan/)
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3. Tumeasieans (In astronomy)

Tumsammansgninaldafusnlugasansseil 19 WeTemeianmgowminn lagluefing
nsnszneaTsefaduiielrnuths s unviddeiuihusema Tutlagiunrameneialy
nsldasnswesadalumemsmaniéanailiifiueglngsadnis NASA foehatu msduma
eguenszuy Taemslinneideyanisiuasueinigny lusinerdedilsamauninse
WAANAALATING K2-138 d1U150AUNUTEUUATIATIZN 5 AINEAINNEI8IUYITNAITIANENS
hlantnefudinszsiriiu Exoplanet Explorers dsdawfiundausnildiinsvosassvesadilu

miﬂ”‘umm’gLﬂiwﬂmwuq%z (Jet Propulsion Laboratory, 2018; Jimmy, 2561)

4. Tugsna (in Business)

nsldmsnfvesaduiion1ssausandeyaniee 1w TripAdvisor N93UTIAUAAVILYDIANIUN

'
]

Wioufieanngg aninvieadien TuednldisnisTivrinanuAniuanuisdevieaien wilsdeRuw

°

wazfineans uilulangafineasiuisaruaraanlinissivsinanudniutuitedulaely

¥ '

Faan1edunedida Fuduldtaauinduilaatureuiiazudsdudoya wu drfvu Tidu

TripAdvisor Liethundndusulsausuuazinmaisiaeldsyuunn Sedidnunnudniulaznis

Tinzuuuanguilaaunwils ssuulunisdnduduivzBaauudugunniu (Esty, 2015)

5. Tlumwienans (n linguistic)

msthasnstesatanlitunwmansivsslovinnlusivesanusnidilunisuuannumane
a0 U BUsERoURit1UsEula (Munro et al,, 2010) ﬁaaéwiuguﬁ 2-4 The Oxford
English Dictionary (OED) lduansliifiunisihasaseesadauldifiosiusiusogrsusslonly
nsldenen luefnagsrununoraalinsuioyanariag luiiBsusegnsiisuaeanvisde
#1499 wardsavaneads Oxford urlutlgtufifiBumesidataelinissusuiuieiu James
A. H. Murray ussaunsnisaulusines Oxford 163134 The OED Appeals tnglsforanasinsanniia
Tandhefudummdngudrsdaiiiunfigalunisldmdnidug Tnsanunsoduiindredndlunisld
“ndst” wlonrtauasiiinuaz Suilumsidldneluduled https://public.oed.com/appeals/

(Moss, Endicott-Popovsky & Dupuis, 2016)
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Home About What'snew Contactus Subscriber services Help

OE D ] appeals Help record the history of our language

Home  Appeals ¥

Do you have an earlier record of a word which our
— editors are currently researching? Please submit your
====== evidence in the comments. Find out more »

WO I(C earlier than 2008

#staywoke. In the last few years, the injunction to ‘stay woke’ in the face of racial discrimination or
social injustice has ensured that [...]

Posted by OED_Editor on 25 June 2017 15.53
Tags: 1960s, 2000s, North American, slang

JUN 2-4 fegramsldasinvesadeiuniweans

(Fian: https://public.oed.com/appeals/)

2.2.3  deatiuayunisfinernsningasads

AasMngesade Wunalnlunisdsieulufunavsunisusniieliiidiusiy anuimenisudu
ndmiuasntesads fe desendenisativayuainaudiuwiunnifisnuddlawesadasialunisldou
wevhautuns wiemesnetaldne dosq (Morschheuser et al,, 2017) IngseTatuenaiidnwaz My
U a = @ v oa @y A %% ° Ay ° 1% ca ' 2 o '
sRuveldiludiRuild elvlddeyaluduiundsanisuavihluasisassadsdniqvseuinnssulnin

v a v oy ¢ s a & a oo Y oy @ I3
V"T)’]llLGU'{[."QGLUENQQELQGU@QQLmqﬁ'ﬂﬂﬂiTﬂﬂeﬁaiasﬁﬂLﬂuﬁqwaqﬂwaﬂqﬁﬂqﬂ L'Wﬁ']3%Lm']ﬁ']ﬂlﬂﬂ.mwuﬂﬂ’]uiuaﬁﬂﬂi

Feldanunsamuaunginssuls (Goodrich, 2013)

Amazon Mechanical Turk Wunilsluiiuledasidvesadeiifidgaladuitu Tne MTurk
wileunanausinunaeTiosdinsineg ansadnseiiiod s uusseurdunshouidedddyaives
uywd (Human Intelligence) Ustlevtiues MTurk Aetaglsinuiifeansussnuaudwausnnaansoyils
Tunandusinduazazain Tnedndvafumtufiondntos fAouszann $2-$3 dodalas duduusenu

WUU VIP agldUseanns $8 sedalug (VidMid, 2018)

witiloandsgslaludndudesegluzunuuvesdiiiuansly ssdnsvansuitldlddumesiind
unsviane warguvuesulatlideyslevilunsnsransfanssunsidgesadeniegslanlilediiuladusa

Fudugaiviliesdnsvanswinnaunsasdgesadaenues Insiiasidgesadsluldiumainnany
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Aanssu ladesdufanssumenseann deogradu wauey ‘Do the World a Flavor’ wasledn3u Ben

& Jerry’s lnlonaliguslaateiufnsaufilvig iunsasndyesadainduilaaiiesauiuimu

a

dudn visensasaduguyuesulal (Online Community) feg1atiu My Starbucks Idea ¥4 Starbucks
Ml duguwuesulaudmiugnAn Starbucks wsandunvsluanudniiunieladelnig lddnezdunis

uugdAToINTANALYNY wouuziluFeauInigluge

P

UBNDINNITUIATIIATOIATIUNTTAINTUDIANTLNDALATUAIUNITIAIALAT ATIINTOTATIH I
Uszlegulununisinunldimenntymuisegniliotanilalalaspeuiamesnionuiiisalaluiau
Aegnagu NM3siuAuATesiu MH370 imngly Aanssuasninvesadillignasiulee DigitalGlobe

Twivled Tomnod.com tnglvifidnsiusiufiufumsesseevsediiiasdoinasdududiuaiesduain

v
=

MenenInIeNignguui InsuauUgiiigidnsiuanniandt 3 a1uau (Freshminds, 2014)

q

o

wiiasadeesadeariiguiioudie wildlddimnasidvesaterzUszaunudnia imszdad

' v
o a

ATTIAgE AT LI AU enTiTwIud U snliisawe (McGonigal, 2011) fatiu

'
@ =

AuTimeiidAgundmsuasaneesads duide n1smdsgslafimunzauuaziindwnneivzfge
Alfnuld mseasidgesatunzszavanudiiaselituivegiuduudlinuiasuinanuiiiaen

N33ty

a

faegafianssuasfvesadanysrauanudusangidelaiinaueludradunu ldineesdu

kAuLUe ‘Do the World a Flavor’ va9ladAIy Ben & Jerry’s, My Starbucks Idea U4 Starbucks %38

a

Aanssuasnsgesatangnaaulag DigitalGlobe luiules Tomnod.com wisAunazesdy MH370

a a

gl wardegransiilldluund 2 dredu sedliiuidsgealunmsdhsinfanssuasideesad

Tlaflosndumneg liddnasdu mnuassnanfseuwusud (Brand Loyalty) se nmseiewiaedens (udu

Y o A a v Y] I3 s AavVY 1 = a a - o a | .
Qqujﬂﬁlﬁa’]UQUU‘WLﬂ&nﬁUaQﬂUﬂ3']:]ﬂ“ﬁ@ﬁﬁsﬁ\ﬂmﬂa’]']ﬂﬂﬁﬂﬂf[ﬁ]auu@ﬂLﬁua‘lﬂﬂqﬂﬁﬁmu U Cai

'
=% a

(2016) 91909@999baluNSNTINATIINTRSETY bawn Uselesulunisnmuyinee Uselevulunisiiowmis

Y

fann AandAnnEY Anuvimesienues anunagilalunuies

= o A a v ) I3 f A daa a | ] o v ¥ .
ﬂqiﬂﬂﬂq{jﬁlaﬂmLﬂEJ’HJENﬂUﬂﬁ']']@"?jaﬁﬁsﬁﬂ°V1N@WﬁwaW@ﬂqumﬂiﬂiuﬂ’]ﬁﬂauﬂqﬁlqjsﬂ’] (Intention to

a

Reuse) wavanusslalunisuansia (Word-of-Mouth Intention) Wufsddeydmsussdnsiigosnisadn
As1fgesadaiioniusuteyavionnudnuiedns ludagtuisinisairsassdisnisimie wielils
sUwuunsATdvesaleiirsgalagidniauldunniu Ssguuuuifonfumnnlutagtuienisaiieasse
asMFasaslnsnaunauunAnnun lUlRI Ao ssufindrefunisiaung (Morschheuser et al,, 2017)
wielEldanuianiiddelunsldauasideesadafuinuenmieluandne uumuiidudatu nsi
wndmnanysuldluuunduiliilaing (Non-game Contexts) umsteduadunazativayulsiglny
FantlenurNY (User Engagement) wazdudunisfuAanssuludules Zichermann & Cunningham,

2011) Faanudnyniuilioavienseiuliinainunslalunisnduunlyd (intention to Reuse) kazAdy
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aslalunisuensie (Word-of-Mouth Intention) fatiu Fasiesiins@nwifsdegdlannsequlvgidnsiuidn
patalunisldauasingesadeauriilimnaaussbalunisnauulddn (Intention to Reuse) kagAIY

palalunsuensa (Word-of-Mouth Intention)

2.3 npufuazuuifAningnunui Aty

nstwIRnnuLUszgnaldiuasdue Aldlgnududdifatuassnluisnisniseain Tul

A.A. 1986 (W.f. 2529) Minnsmatane1e1umIsnsiievilignAniiaauasindng sanuniulasnadng

WengANssuNRvY auiiiinn1suslaneg ooy (Hamari, 2017)

2.3.1  wann1svaRnuInATY
A159BNLUUNINTSUNTNISHLBIMLIAAlNISBRNRUULN NN A uRanssuaunldldny wse 1y
AW AT (Gamification) ip9AUsENaUYBY Gamification Elements M19uun 3 a9AUsenauni1y MDE

Framework ﬁﬂgﬂﬁ 2-5 fatl

Mechanics

Set up, rules
and

progression

Gamified
Experience

Emotions

Dynamics

Player

Players' state

of mind behavior

E‘U‘ﬁ 2-5 MDE Framework

fian: Robson, Plangger, Kietzmann, McCarthy wag Pitt (2015)
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nalnvaunuiiiliadu (Gamification Mechanics) fia n1safenginausivienisianeaunieg lu
Avnssusiievinliifnadnuaunauu (Enders, 2013) Tnanalniideudiulduinlufanssy laun
WAl (Point), W38ays197a (Badge) uar sz (Leaderboard) (Huang & Hew, 2015)

wadnvesnuililiady (Gamification Dynamics) Manefia weAnssuveiauiinduluseninenis

v '
= o A

WrsaluAanssuiug (Robson et al,, 2015) FangAnssuiiiindugnduiadauunainnalnuaany

Y

Nafreunnielfiauiinujitemsonnudenisuiedie Wy anudesnisiasuseda

(Rewards) A1MuHan1sNazUszaunIudnsa (Achievement) Wy

' v
=%

915U8IANIAN (Emotion) mnefis n1gnisesusivseanuidniintulusynitenisidni

Aanssuveadiau e1sualanuddnidunamnannalnuaznainvesnufignaieassdiu (Robson

' ' a

et al,, 2015) frauazliiduiomnianssumdnsuldaunseainanuaynauiuriomanndula

2

Aoflau szanuaynawudeldudmunadid

U

o '

yianlunisadismnuyniuvesidudiive
A9N33U (Sweetser & Wyeth, 2005) ag19lsfin1u Aruidnaynauiu a1u1saAnd uldann
2aAUIENOUNAIEY D813 L¥U AUALLGY (Excitement) A28 TS (Amusement) A2l
Usgvanala (Surprise) wianu3anaynauueagnnsenulagesausznaun1auls Wy anudn
Aawia (Disappointment) wse aukdelaannisldussauanudnialunislasusneda (Sadness

at not achieving a reward) tJudu (Robson et al., 2015)

nN3aULLIAA MDE fwanslugui 2-5 lokandliiufiannuduiusvetesdusenouris 3 ognaleun

nalnvesnuiiliady wainveunuiindy uag 91suaiauan Adesdnldiuiuioaieianssuiivie

Windszaunsalfdlinudiay desnuuudndudeadennalnuaznainivunsausenuiioniuauensunl

Anuddnvediau luvaendauarlildaulalunalnvsenainuindn nauadidydmsudiau Ao ansual

anusaniinannsauliinandunisnagds nsesnevug Weruvinne (Robson et al., 2015)

2.3.2  A2981900NUANAYY

msinemAnvenuUsznAldivasinge [Wuisitieiiuanugniuesfidisufanssuid

' & ¢ o = Yo i ] a =
ARITUUUUS Uﬁgiﬂﬁuuﬁ]\?uqmq%ﬁﬂqiﬂﬁgqﬂﬁﬂmﬂua&ﬂﬂLL‘WTV‘a’]EJI@HLQquluﬂqﬂﬁqﬁﬂ'ﬂLLagqﬂﬂqiﬂﬂH’]

FdLiienIsnAa Fregegu

wendiadu Nike+ floanunflewiowd .. 2012 (Uil 2-6) Inewduwenndnduiildlunisinseriv
fuslaaifivdeyaianssy nswdeulwinseniseenidsnievesdldifiethunmuianduniae
YN A v a = a & . v o aa o v P v
Tasinee Aldnianssuvsenisindoulnindiiu Nike idnnuiifnduinldiduwsanseduild

wiu gialdmussermaiimunaglasunsdydnvalneulinglukenniindu Fansdydnual

wiardanunsaussluladeaiedioliasisarunagiilalitudldsunsdaunsauSoudiey
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AnuATImTAuious uenanaziunsaiiussiumalalimulinnuddgyiunisesnmdinie
windsaseanuidnniounisudsduiuiions lidnme waznistnaddeyaluladeaiifienu
nstnauAudug dadunisviinisnainlsiiu Nike+ 8nsae Feaznatedusisialusuinn

(GameWheel, 2018) Tnewnafinvasnuiivhuildde n1sld Trophy

Trophies
Bronze High Mile Silver High Mile 6 Weeks in a
Trophy Trophy Row
\&J/
5 Weeks in a
Milestone Row 3 Times a Week
25K {1 B
P QU
6 Months in a 4 Weeks in a 3 Weeks ina
Row Row Row

P & &

sUT 2-6 MU AU ATULNTY Fraenen 1

Y

(ﬁmz https://jjiwebtech.wordpress.com/2013/08/29/be-my-friend-on-nike-running/)

2. Duolingo Mléinudifiadulunisiieus 2ngud 2-7 aviulddnaefidauunliidenneulag
ansadenseaunietidenaulals Wedenudnaziunsiuvunegeunwiuazfideniden
13 Duolingo finstuwiAnvesnuuNaunauliinauaynauu lnamadavaanuitiunly

Ao nsld Trophy way Level iouanaderudnialunisdeu dwandugun 2-8
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=g French skills 1M o oV

Select “the boy”

10

duolingo
Learn a language for free. 0 0 el hombre
Forever. Basics 2 Phrases
2/¢ BT |
1 2 s ’ft
- N
2 s el gato el perro
Animals Food Verbs
o o o CHECK
Al

JU 2-7 mythinuiifaduanly deeei 2.1

(‘ﬁm: https://www.salika.co/2017/12/01/10-apps-for-backpackers/)

You've conquered the You leveled up!
French skill tree!

First of all, you're awesome! You've completed the French
skill tree! Second of all, we'd like to take this time to thank
you sincerely for your lengthy participation on Duolingo.
So in honor of you, here is a very special trophy in which
to show our gratitude.

B

But don't stop now, maintain your knowledge and keep
your word strength full by continuing to practice.

o®
L & 4
If you'd like a bit more of a challenge, try translating our

real world articles to put all your hard work to good use!

Sincerely,

\ ) —
‘(KA,".,;.‘/ [oam

JUN 2-8 nMsdnnuiiaduinld fregan 2.2

(171Im: http://www.gamification.co/2015/08/12/gamified-design-review-a-in-depth-analysis-of-
duolingo/)
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3. msiunldiunisnaaniidegialiiiu wu degelugun 2-9 fie Freerice.com lsiyananaly
< < v -

ansadnlunaudinuluiidenieg Weneugniaglasudiadrufievsaaliiudenseinly

Uszineisines Iag Freerice avU31ad1inn 10 indmsudnaudign 1 4o

S , « Click on the right answer

1 right = 10 grains afraid means: Q) in the middle of this page.

English Vocabulary Change Subjects p

How to Play

« If you get it right, you get
scared a harder question. If you

get it wrong, you get an

ill easier question.
* For each answer you get
mad right, we donate 10 grains

of rice to the United
Nations World Food
Program.

5 right = 50 grains big

WARNING: This game
may make you smarter. It

may improve your
speaking, writing,
A thinking, grades, job

performance... (more)

Play and feed hungry
people

p © 4316200 grains of rice donated yesterday.

Ov’er 97 bill'ion grains donated to date (see totals).
| ’ Al I '
¢ 1k Y y 4 J

§

SUN 2-9 nsuinuiiiadusnly daeened 3

Y

(17'1'm: https://gamificationplus.uk/gamification-case-study-free-rice/)

ilosninuifiedy sniinslinalnuaznainveanuiizoude Wutueiedld laidudeu lifes
Tdenamenemmnaudululumsldom Faumndisaning msgszuvennuazaislifiaudlveglu
anunsaifia¥1etu (Huang & Hew, 2015) maﬁmia%qL%flaﬁnﬁeﬁu%'aw%aﬁagmLﬁa’[,ﬁr;:il,dut,lﬁﬁagm
(Enders, 2013) wazAnuuAnasBnUszNTvils Ao nswivdesuy dmiuinu flonafiasiinnisuivie
yuztuld wiinuifieduazldlsnawiviesus uddunmitenalnveuny wu Asuuu sifiensedunie

afausadunalalilduanavisevingfinssuunse s (Upside Learning, 2015)

uananilunguinisnisnaialdnanliindedasiioongnaintuasszauanudiiavio
Sumartuegfuindafusiduaunsonevaussaudesnisuazaunianisesiuilaalduindes
wiwsls Tumanquiinuiisuiy msvianudlalurameuvesiiau (Playen) ileimesnuuuinailyings
fumnudesnsifusaimuaeudidavesnuiiug I (Fabricatore, 2007) usidsiihaulefesegnives
inufifiladuiiuszaunnudnsa wu eBay ie Woot.com lildgniFeninnuiiiadu mszusondnoy
wnlilldaulainnsiuuidavesnuuldazgnisoninedisls suAdosnisaiefanssuuisediaiie

AOUAUDIANABINTTVDIE ATy

aghalsfimy nsmevaueslinududsiiviime wszyanadisnsiulindinisiulutedesieg 7

Tiwidloudu Tuusumennudiflinduiwuiientu yaaadniinnissuiluanssuiifinnsuaunauuuifnng

a o

ludnwaeiiafunudnuuzdseynsemans yadndnvauzvionuaulavesyana (Koivisto & Hamari,
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av a a v

2014) WLm]&J‘wLﬂsnsumf’fumuﬁ‘?\lLﬂ%’uLﬁﬂ?fjuﬁ]'1ﬂmiﬁﬂmmjmuﬁaﬁumqmsmﬂmﬁ]"l,zimmmﬁwm

auNTUNAENEYRINSTUSInuTTatuTAnTuion IS usvesrulneld

fafu madaiufesslovivesamideosadeiildnaniludneiu Fuduiinnvesanideatuid
aulafinwirsndvesadddulszinalng Wethuinesisluuuresnsnsvesadefimnzauivdnuuzves
aulve uinsazairsasdeesateivszaunnudiiedududiosondedsgilaiiofegaaudausnnliin
W Fadufiunlunis@nwasidgesadefiiinnsnaunaiuwuifniny (Gamified Crowdsourcing) 4
$ududesdnuaduaseuagquiniadefifisadestunissensumaluladuas tafefiiedostunini

winAnvesnuulylufanssuduY faey

2.4 Jadginendaenuniseausuwmalulag

tadeiifeadesnissensumaluladaunseuuuanues TAM muguil 2-10 léun nssudana
418 (Perceived Ease of Use) uay n153uiUselew (Perceived Usefulness) nlunail nssuianudg
(Perceived Ease of Use) tag n133u3Uszlon (Perceived Usefulness) Wusudsdrdyiiinniseeusy
welulaBvasyarald uagldfinisnanlii mssensumaluladvesgldannsnaianisainudilaids
wefnssal (Behavior Intention or BI) ms1xarntladesisansiio nssuianuienaznsTuiuseleland

dndwaranundladang@nssy (Davis, 1989)

nllenn anuadladanginssu (Behavior Intention) vuneds TemansearululUlafiuaaa
AIUTIUNTDUAAING ANTIUUI98E13 (Committee on Communication for Behavior Change in the
21st Century, 2002) Wana1nil Fishbein wag Ajzen (1975) §3na118n11 Auasla (Intention) Av N3

v
a ' o

Aumdadenseduiiddnsnadongfinssu (Ajzen, 2002) WHunisseyiaiidianaiuisaiilugnisiia

N ANITUUNBELA
o/ I
Perceived
Usefulness
~—
)
External . Behavioral Actual
Variables Attitude Intention Behavior
 ——
Perceived
"| Ease of Use

N /

gﬂ‘ﬁ 2-10 Technology Acceptance Model (TAM)

fi3: Davis et al. (1989)
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241 msfuiannudng

N1355uU3AU48 (Perceived Ease of Use) visnefls sesiuiigldidainsimannadumneendlunis

Tdanuuadldanulisantsnnugaentunisldam

gldeuiivuldunagldmaluladidegldaunuininalulagldaulaing (Guriting & Ndubisi,
2006) malulagndedenansenunseddnsnadonginssulunisldam wenaniu n1sfuiaudte &
Anuduiusludeuindenisiuiuselen (Bugembe, 2010) nsfuianudeiianuduiushugauinde

nstdalutdagiuuararuaslalunisldaulueuian (Davis, 1989)

Looi, Jonassen way lkeda (2005) tananatiluniede Towards Sustainable and Scalable
Educational Innovations Informed by the Learning Sciences @t JuntsdoiiAsadostunisuiaiu
A1U3 (Knowledge Sharing) 31 M33u3Aue dawansenuseriauailunisuisduanuda uasvinuad
Tunsuvatluaudn Adanansevusenusslalunisusuaudnguiy Saduiiuivesnisine

HANSENUTRINTTTUANudenirennuadlalunisuense

v
YA o 2

FidedendlalunisAummneuveasanuduiusseninnsivinnudeivanuaddalunisnduin
T¥41 wag Auduiusseninnissuiaudteduaiuaddalunisuvende Tuusunve wnulived

AINAYOIATI (Gamified Crowdsourcing)

242 msfuiuselevd

n135uiuUselevtl (Perceived Usefulness) ninefis n1ssuitauselevivasnalulagigldidod

Y
v

Uszlovuvasnaluladdazarursadrgiiudseansainlanuanuvesnu (Davis, 1989; Lu & Zhu, 2010)
satelilanadnsinvy nssuivsylevdannsadiaanivserituieauadalunisnduanldgnly
aunAnlel (Davis, Bagozzi & Warshaw, 1989) n1siuianudteuarnissuiussleviiianuduiusludeuin

son1sidanludagdunararuasialunisldanlueuian (Davis, 1989)

sruuniinisiuiusvlevigasiiigldaueinsldnuianuduiusludeuindeussansam
waginuzveldau wandlidiuinsldnalulagesdieiniinuegsine faggaglisz@vnmnsienu
voalduRvy Mdagaglunisuiuusslseaninmnisinunagiiuuseangamlunisinau (Djamasbi,

Fruhling & Loiacono, 2009; Renny, Guritno & Siringoringo, 2013)

awv a o o A YY) v =t 1 v P v v &
addelusfavasaduiinertesiunisldmalulaglvig ladnsnaninissuiusslevise
anuadlalunisnduunldan Ineiinsnguiieiinissuiuselevdinavsoaunsagigaiamianunslaly
nsnausnldguanguweiinisTuiussler Lifinavseliaunsadisaaninnuasialunisnduunlyd

1
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#ilsde Towards Sustainable and Scalable Educational Innovations Informed Fafuntsdedn
Wendasiunisuusliuanud (Knowledge Sharing) nanain inlilansnasunalainnisuiuseloviiing

ARV AUAR LUNITWUITUANUAR

Ya o

ARdedsddlalunisfumeneuvesrnuduiusseninanisiuissleviduanusdlalunisndun

g7 uay anuduiusseninamsiuivssleviiuanuaslalumsvende Tuuunvesrsningesad
2.4.3  deaguninmsnuidsiingidesiunissauiumalulad

Mnnmsinwanuidelusiniiieidesiunseensumeluladannsaagudoyaldin msiuianu
fefanuduiusludindemsldnulutiagtuseranudilalunislénuluouian (Davis, 1989) n153us
Audednansenuseauafiunisuadupudn waziruailunisuisdunnudn Adwwansznude
aruilaluntsuisiunnudaduiu Jndufiinvesnmsfinwmansgnuesnisiuinrmdeiidseni

walalunisuense (Looi et al., 2005)

v

Twvaueh 1uddeluednnatsaduimneidesdunisldimaluladlvig lfinsnddanisius
Usglevddaarudlalunisnduanldnudn Tnedinsnguiweinnissuiussleniinavseaunsatisnin
wirnuaslalunisnduinldanudnuasnguiiiedinissuiusele lifinavieliaunsadisninmniay

o

adlalunisnduanldaudn wisnwidenaieatdussyin masvianuiedanuduiusideuinsenisiud
Usglewil (Bugembe, 2010) Usznauiu TAM Model @szuin niseausumaluladuesdld Faide n1ssug

ANudEwaENsTUiUsElevannsaaianisalnuadlalangAnssu (Davis, 1989)

YA o v

agalsinny fAdedilianunsoneudiaulidrninunsladangfnssu (Behavioral Intention) 1
nanutudsauaslafanginssuezlstnauiesnnlidfinuidonisesdu udauasladanginssy

(Behavioral Intention) NdL@3UAANTTUATIIAYDIATS Ad AUAdLalun1snauulEgn (Intention to

Reuse) kay AUAILalUN1SUBNA® (Word-of-Mouth Intention) A9ty 91u3deatulidenalanas@nuwd

JaduMnetaanuniseausumalulad iddnsnanamnuaslatun1snaullgei (Intention to Reuse) way

AMUAdtaluNISUan®a (Word-of-Mouth Intention)

2.5 Uadgilineadasnunulnnwny

nsfnundateiiiedestuuumdnnudmiunuidvatiuiiingussasdfiolnneitadovonny
fifinariorusalaluntsnduanlden (intention to Reuse) wa musilalunisusnse (Word-of-Mouth
Intention) Hussain, Williams wag Griffiths (2015) lana1aliin ?iqgﬂsaﬁuaqmuﬁmmzauﬁdauﬁqﬂﬁﬁm
naiaufigetu uenandudamudt madinumnaunaufuasiildldnudisfisanugniuvesgldoy

(User Engagement) (Cheung, Chiu & Lee, 2011) #sanuidnynituiinansenunisuindeninuadlalunis
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wanImgAnssal (Saks, 2006) kazausslalunisuande (Suh, Wagner & Liu, 2015) fulluuszlevide
N5EUIUNTSVDIATIIRTOSETY Fatu 1uiduatuiisedlednuwinuiivinedasiideesads nie Aanssy
ASTIRYESETTITNSNALNATLWRANY Lﬁaﬁa@oﬂ,a;ﬂ%aasﬁﬂﬁ@ﬁﬁmmm@ﬂﬁuluﬁaﬂﬁm AMUESD
YBISLUUNUAN A ﬁﬁuaguiﬁummmmszﬂ,umﬁﬁqawLLazﬂiWEua”nsmjwmﬂsiaQ’Léu Fen1508nULUY

fAanssuffinasionsnsyAuesuainiauinvesiiauld (Mullins & Sabherwal, 2018)

Anuayninasenuaslalunsldaunsidgesads (Ars, 2014; Chung et al,, 2016; Vaataja et
al,, 2013) wazglduazianuidndauinlunisidisuianssy Weklduianinauaunsavewmuaenndo

AuAuiimislunisidnsanfanssuiue (Csikszentmihalyi, 1975, 1982; Massimini & Carli, 1988)

@

AanssuifisgAuanueinuniiuliasiinadeonginssuvesiau lneeraviligiauaniaunuludingn
(Klimmt et al, 2009) warwiImefliuinwenitlinuniagilaldiintu (kkarinACT2, 2018)

WNINUSTAUANINAUNAUIU ANUTIMIE wazaun1nilauds McKinley (2015) Sananadeafiunis

gonuuuduledliin Vuledaislasuniseenuuvegedindnnis wWefiagaunsansys
dvdnaludeuindenisnduladisiy warivlednuifgeanunsoasaussaunisali

udiinilval uagdl
ldfianaly Jalldau

v
=1

nazsuligldnunduinduivleduazdidrusiuuniuy wenainil Zichermann way Cunningham (2011) §3

Re

na18nin nseenwuunuidudniianuddglunisnssiuliiAansiauiinnniu mnnsfnweidely

v
o a

anndasuladeninertosiuwmnfang weinindnyilunuideadull dedl
251 msiuiauayn

ns¥u3Asaun (Perceived Enjoyment) Tua1338ued Sweetser wag Wyeth (2005) lananaia

a '

N1sANwIs Csikszentmihalyi (1990) ARnwIAEINUANIBVENAsDANUIANAUNAUIUNEANELIINNTT
hAanssuegslaegrmilsvasyana Tnsfanssutuduionssudilildfisnaianouunuy Js1nnns@n willla
WuasuNegeTilugnssuianuaunldlufanssuivainvany uazkansinwlanaifisnsasdsnand

SR

1 Ysgaunisalihunganuduinazidrsauianssuuisegalagliviwanauwu sl

1. Aenssunsenusenaradudsiyaradeiannsailidnusale

a

2. anuasavesyAnatunsiianiiandenyivasn tu

3. MsiaunSandafiadumgianssuvisenusna i mneidaau

4. nisfausandeiinduinsizianssuvsenuninaiinisneundunsedeyadoundu

(Feedback)

5. anuansatunisldnnuidnlunisaiuaunisnsein

6. nstidusulufanssuvsenuiessiminnnuivalatasdsuniuluiinUszan iy
Y o o a

7. anuduivewmuessmelutivaslussninvihfangsy

8. lisuifanamdeululusgnivwifanssu



a2

MIWaNKaIUeIRIRUsEnoUmaN v IiuRRaFaANnTinNaynawy wdamau Juluseianeu

wnuAunasuAdsluainnisnsiufanssy

n1s¥uiAuayn (Perceived Enjoyment) annaddeluefnland1idnauaynlunisidauiing
doanusdlalunsldauasdeesass (Ars, 2014; Chung et al,, 2016; Vaataja et al, 2013) Fudunis
advayusmAdsatuilumsinudatenisiuiaruayniidssadenisldou tungenudiladmgingam
flanAntuluewian lueiddeiiAedosiuing Smudndr msfuienuayn Sevswadensldnuegng

Aoilos (Nguyen, 2015)

Adevanatunait msiuianuayn desdusznounatedsenis wu Myasianudui

msvinlviounane waznsyliiudu (Heijden, 2004; Lin & Bhattacherjee, 2010; Nysveen, Pedersen

Na

& Thorbjornsen, 2005) @siiansnanenuasialunisldausganaiios se anuaslalunisnauuilaen

aNa

(Wang & Wang, 2008) uagiidnswanennuadlalunisusnsesie (Hagen, 2012)

252  msfuianuionie

o A

n133uiA11uvimIe (Perceived Challenge) 5@Li‘ﬁlwﬁﬂufhuﬁmzwqmiumiaaﬂLL‘UULﬂMﬁﬁ
winefis Masudanuanansavdevinurvesyananuvisiiinnnelunisianisvideriuidaunsegiald
sastnsvhmieUftRerlsAmuiiuyudianuaansofiazsiils (Csikszentminalyi & Csikszentminalyi,
1992)

Tumuﬁﬁaﬁﬁmﬁﬁmﬁumﬁ%’uﬁm’mﬁww (Perceived Challenge) WU’hmﬁﬁQLdu%ﬁ
anufAnludainuandismRanssuaynauuegdlaegmislity fredediduidniiauannsoves
audenndasiuaumelunsldaunterdniafanssutue (Csikszentminalyi, 1975, 1982; Massimini

v

& Carli, 1988) mmam@aiwdwmmmmmﬁumQ’La'uLLaxﬂ’mﬁm’lwmmmﬂuz{'auﬁ’]ﬁiﬂuﬂ’ﬁ%’m

ANNAYNAUIUYBININTTY UagnudnfgItesiufmPinnaredilndauin wu anuiionsual (Arousal)
w399slanielu (Intrinsic Motivation) %38 AuaRNaWIY (Enjoyment) (Cobos, 2017; Csikszentmihalyi,

=% o

1975, 1982; Ellis, Voelkl & Morris, 1994; LeFevre, 1988) wazfayivaineanuidnaniuvoss e

Y

AansINUUe) e (Hamari et al., 2016)

£
o o

nssuianuinmeduditiaiidanunsaldlunmsiwenisiuianuayn wieerananilédn nns
SuianuaunwaznsuiAuTIesindauduiusiu (Hemandez, 2011; Hsu & Lu, 2004; Kiili, 2005;
Sweetser & Wyeth, 2005) kagn133unnnuinmeidanasonissuiauayn (Koufaris, 2002) Fapau

MmeRmzantangANunTureldau (Engagement) Nilsiafanssutiug

Sweetser uag Wyeth (2005) leina1131 inuiidaisinnuyimeiiineseseAuinugveadiaui

waneafiy egdlsfimuinsisaivanzauseiaunnau lildensutunsuanusdlalunisiduuazliieg
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a o

Wulvaudiausdnide mszdmAdeunsdninaigldviaueaidnienuinmeduanudiuinuay

YA v @Y

Tiumela egdlsfiniy {Idendinadednnudanuimeluduindeanusdadamginssy
253  msiuianufgalavaniseaniuy

nsAnwluisesensiuiaumgalalunisesnuuy (Perceived Design Attrativeness) Wufn
NA17989 Zhao uag Fang (2009) N&1331 N150NRUUNELIL (Interface) Nifegalaluuunvesny fe

n1seankuumunTiinieadsszaunisalifasediduny lneniseesniuunsnilinuszneusie 3

Uszenn bown

1. n19eenwuUNIIMANKUUALT (Static Graphic) nunefis suamusedeveslunuiiliingg
el
2. n1seankuunIMAnLuuLAzaulng (Movement Graphic) nu18fis N1500NLUUNIS

waeulmvesisevimniamuafioglung Wi 33 3e Msied namAnAidnsedeuln

@

favdendeuilugiazasiinfin Jaduddifirnudfyesdduny

o

3. N159RNWUUNINTNLUURLAY (Special Graphic) ¥u1eAs awadeulm MazAInsedss

Afinsaaulm 58 N1SNSEYINRLAYYBIRIATAT WU NTHARIYINNI

Zhao wag Fang (2009) §1nd13aa831 nT1AinveunufavYIeiiansTuiauaunvediauidl
AoUszaunsaiilasuainmsiawny i ldiausdnisesunl AnuAuLLaTUTIEINIAYEINN NTITINT

AREYILLLANUAUNUINTY

Wefnwiniseenuwuuiifegalaluvsunvesnisinnulyldluianssudug (McKinley, 2015) 16
Anwmdnnisnneg Anerdesiunisdiswianssulasainslavesyraaiietiuninsiziniseanwuud

AagaladmiuianssunsInvesads Jallnannnseieil

ulehasngesadeinemalan undnnisaes McKinley (2015) aasiiniseenuuuiayein tJu

sudeuiseuos nande fn1sdnuna fillemiinaula sumslifiesdusznouiladnlusuniugld
Auledilasuniseenuuuegiefindnnisazaiunsansiulidisiului wazidndnaludsuinsanis

Anduladnsn wazduledifsgaaunseasassaunisaligldionely Jeafidunsequlidlinduunds

Y

Gulwduazidiusiuundudn

AITU 21NN13ANBIVBY Zhao wag Fang (2009) Miluniseenuuutny wag McKinley (2015) 9
Junseenuuunsdinuldldlufanssudu anmsfinuniiFmeauliiinisesnuuuiifsgalanisiaau
aunaiulusewenisldnsmifinuazainuiseuing nafe msesnwuuivledlilinsmifininainane

waildsnniulauglidussideu suassyiligldnuinenugeenn



aq

31nn1533eluefanuIngluuuvesfanssunsenisdnaueniifigalaagyinigldauiin

Usaunsaifiaynauiu (Nguyen, 2015)

Aty Feenragunalainnisiuiannufegalavesnisesniuudinan1auIndonIsTuIANEaYn U
fanswaseauaslalunisldnuegiwiaiies vie anuaslalunisnduinlds) uaziidninadeaiunsla

Tunsuendewuiiesiunisiuiauaun
254  msiuianuidnnagiila

ns¥uinnuidnniagila (Perceived Sense of Pride) visngfis Mslasudanauunuu1eg1aain

° = v v ° a ' o &
ASYN9UNI B LYAUININNEVDINULBVINUNEIUNDE19IUASD (Glover, 2013)

nsfuianuiannagilla (Perceived Sense of Pride) vaneiis asAUsEnauvesnuiatuayuly
finnsudasanauiidniaqaravesfiaulidafiaunsadale wu azuuusiu (Score), Sudiu (Ranking),
W3eey3197a (Badge) 3o seduswit iusiu Jsaanudisanialdneliminainuniagiilalunisid

37U (Zeng et al,, 2017)

£%

nnmsdeluednnanlinanumagiladusnsyduifunsdoninauny fnvelunisaunsd
anwddngetnannssrunagilaludites Insemzegisdaieynnaiiinuedudug f 1wy sinvgiu
fFevinuglufiAunig egndlsfae tnadifisefunnuennnifuluazdssanseyuliiaudniauny
1UdaAs1 (Klimmt et al, 2009) widrArmenliifiesmeivinliaauainnilaliiiadu (kkarinACT2,

2018)

ns¥urnuidnningilla (Perceived Sense of Pride) dAnuduiussenisiuianiuaun nanee
gaffldinuidnningilannuinls anuddnaunauiusenanssutiufiazdunnau (Kimmt et al,, 2009) waz

reiunsedlalunisidisaulaunniu (Zeng et al., 2017)
2,55  deaguainmsnuddeninerdesivuuifany

ns@nwdadeiiferdesiunmiAnng muiteniorssunssuluefnfiAsrdestuinuldings
atfuayuLNARTIN AN (Engagement) annsodmavdeiiavinaifandenudilafmginssy
(Behavioral Intention) uenanii uAdeluuIundug wu nsvieadien nanin AT (Engagement)
vinefa Asiuyudfialssoun Wulssaunsaldwsiifsaivanmislavesyanadisatiuluiesniiy
avlauazanumdandulunisiuisdaunsess (Perski, Blandford, West & Michie, 2017) Fanuinaanu
N (Engagement) ANalBauInge auddlalunisnduunldan (Intention to Reuse) uay Audalaluy

ANsUBNAB (Word-of-Mouth Intention)
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[

AT 21NNSANYINUITETAgITeIiUNY Wudi YeyaiiieIteensll

1. n1sfuianuayn (Perceived Enjoyment) diaduduiusidauinsdeniudslalunisnduunlyen
(Intention to Reuse) kay AINAIIIIUNISUBNAB (Word-of-Mouth Intention) (Aris, 2014;
Chung et al., 2016; Hagen, 2012; Nguyen, 2015; Vaatgja et al., 2013; Wang & Wang, 2008)

2. M35U3ANNINE (Perceived Challenge) IAuduiusiBeuinsanissuinnuaun lunuidy

S e A

wuhmsngiauazinnuidnluduinuazdisinfnssuaunaunuegidlaegrmildlanu Aseudle

WWuidndnanuaiunsavesnuasandesiuaurIniglunsidnuniedisiufanssutug

=3

(Csikszentmihalyi, 1975, 1982; Massimini & Carli, 1988) LwimﬁuimmﬁmwﬁqﬂLﬁulﬂma
ﬁﬂﬁiﬂ“i’ﬁﬁmﬁdﬁ (Sweetser & Wyeth, 2005)

3. ms3uimsesnuuuiisgala (Perceived Design Attractiveness) fiaudusiudideuansenissus
ANEUN (McKinley, 2015; Nguyen, 2015; Zhao & Fang, 2009)

4. msfuimnuidnaingiila (Perceived Sense of Pride) dAnuduiusidsuinsianisiuianuayn

(Klimmt et al., 2009; Zeng et al., 2017)

ndayandn Mssuianuauniianuduiusidauindeauadlalunisnduunlyd (Intention to

Reuse) wag AnwAslalunisuense (Word-of-Mouth Intention) Usenauiu n13suiAnuvime n1ssus

va o

N1598NWULTAALY kay N155U3ANUNIAgHIA dauduiusiBauindonis Suianuayn §i3e3ensla

a

Anwiinissuianuaun n1sfuinnurime n1ssuinisesnuuunfgale war Mssuirnuniagila &

ANUFALNUSAEANNAIL I UNISNAUNIMEET (Intention to Reuse) kay AuAdtalun1suansaa (Word-of-

Mouth Intention) %i3aky

ndeagunis 4 4o Fuhundudeyeatvayunisd@nulunuidatuilinestudedenineideiu

wwaRnny Niidnsnasenrumdlalang@inssu (Behavioral Intention) agslsinnu {idedeldanunsaney

v v
o o

familsiranusslaidangfinssu (Behavioral Intention) finanuntufiorusislalangfinssueglsts
Wesnldfeuideunsesu Lwimm&gﬂm%awqaﬂiw (Behavioral Intention) fidaia3uAanssu
AsTIFTesads Ao Anusdlalunisnduuilden (Intention to Reuse) war AuRslalunisUBnse (Word-
of-Mouth Intention) fatiu suAdeatiuizeslafivsdnudadeveanuiniedasnseesadsitansnase
audclalunisnduunlddn (Intention to Reuse) waz Aarudslalunisuense (Word-of-Mouth

Intention)
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2.6 AMUALATINGANTTY

do o

ANNTIMERdAgNINYaIATIRTE SaTeRan sApaAUl N TlduT I luRansIH Nsildusy

o

o o =2

vosfbdufiunumdrAgrnnlunisiuaanudisasenudumaivesnsineesadeiniy 3963
adlalunsfinudadeiiiedesdiuauddalueuianveldiu Fuduanundlandisiiadiuaunisdn
sulueuran loun aunaslalunisnauuilde (Intention to Reuse) uag anusdlalunisuense (Word-

of-Mouth Intention)

a0

ANUATlABaNgAnTsu (Behavioral Intention) vanedis Bviwavesnuaulaveglinilsenis
wanIngAnssuueedns wie anudululdniyanaszuanangfinssuunseds (Septiani, Handayani &

Azzahro, 2017)
2.6.1 auastalunisnauun il

AnuRslalun1snauulddn (Intention to Reuse) nunefs n1sdndulalyszuuaisaumaniias @1

ysanavL b nsnasnnlgluuainsanila (Cobos, 2017)

Li et al. (2011) lalsimnununevasmnusatalunisnduanlddn (Intention to Reuse) Iduseau

a v & = ' o v a A a
nglgnslansemanninagnauinldaudnlueuaavseiiunislidlusuian

Wn3¥1N1358YINsIdUgIinadoTE UUATAUNALULIVBINARNDULNULAEN1TAINUY A9t

adnsmIsutulunngRnssundanasldnuluasausn lesanignisnduunldedn (Cobos, 2017)

v
' o

Cobos (2017) §anamsed anudisaveanalulaglmidusdiunsldnuedisedos vie ms

nauan g unnnInseausuwmaluladlunauwsn

Lu (2014) namids anusalalunmsnauinlden (intention to Reuse) nuneia nsandulaveld

e D)

v
o

TunsimgAnssugndna

ol

3
2.6.2 @aunslalunisuance

nsuensie muneds nswaniudsudeyaseningld laelunisdearsseninayanandsludadn
uaraniltegsliidunianig lnenisvendedwmasenisiiuanuienwaziiiudwugldlussuunde 16

(Sharma, Kumar & Bhasker, 2015)

o

Anuaslalunisuanse (Word-of-Mouth Intention) vuneds Anududusewiulanasdeansiuds

[

yARRuLBLUzU T oUBNAB R BuSUNIIU (Harrison-Walker, 2001) v insiaeduietisanudidsy

17

a '

ya3a1uAslalunisuensie (Word-of-Mouth Intention) 31d8nSnasengfnssunasinuaiveguilan

1NNNINABULLINTBNISUBNABNLUIDINBIANT WBNAINT Kim Laz Kim (2010) na1371 Auense (Word



ar

of Mouth) yhwihiliuunasteyadmiviuslaanudus Fagnfinnsuniningediennnniinisuugdiain

DIANSIAYATILALLNANTENUADTDLALIVDIDIANTHY

AsanwIuIsglusfnieinuaufstalunisuanme (Word-of-Mouth Intention) WU31A7Y

palalunisnavanldgniinansenusenuaslalunisuenae (Shaikh & Karjaluoto, 2014)

nnmsdnwauiteluefndanuniiAeadestunisuszendinadilulunszuaunisniai
Asdgeiads wud suATeluefmmdrduinsieseidedadeiidnaretadeiiieadestunisi
As1Iwesada 19U n153UAI1ud1E (Perceived Ease of Use) uay n155u5uUselontl (Perceived
Usefulness) ni3etladeiigatosiuuuafning wu msfuianuayn (Perceived Enjoyment) ns¥udannu
e (Perceived Challenge) mﬁv‘imiaamwuﬁﬁd@@% (Perceived Design Attractiveness) Lagns
fudmnuianniagiila (Perceived Sense of Pride) dadumsiinszilasiuSsuiiisussfuraanisiuily
Hadusineg mudnunizveanguiogisiisnati wu e 81y M3nw uazdus Taglaldidulunisfn
anuduitusiiseideslud anusilalunisnduanldsh (Intention to Reuse) way Anudslalunisvande

(Word-of-Mouth Intention) &aidutladenidAgguindearudniavesnsideesads insiziilugnis

MLTUVBITIUIUNITLUNS I

sty uideatulmauiuierudfguaruunlduvesnisiinturesdidnsiuegmaiiod

1=

sednnariasesianusdlalumandualden (ntention to Reuse) uaz mnuddlalunisuansio (Word-
of-Mouth Intention) #il#3udvanainantadesteg MAeades liun n1sfuiauite (Perceived Ease of
Use) uaz n33uiusslony (Perceived Usefulness) 3adadaliiondosiuuumanny Wy mssuiay
ayn (Perceived Enjoyment) N133u3A21u¥in18 (Perceived Challenge) Ms3udnisesnuuuiifisgale

(Perceived Design Attractiveness) LLazﬂﬂi§U§ﬂaﬂu§§ﬂﬂﬂﬂQﬁIﬂ (Perceived Sense of Pride)

LY o & I3 s . a
2.7 U938A21Ua159U09AT 1IN BB SHTS

n1sfnwidudsdu laun n1sfuiainudneg (Perceived Ease of Use) way n13suidselevi
(Perceived Usefulness) N153uiAinuaun (Perceived Enjoyment) N155U3A314% M8 (Perceived
Challenge) mi%“uﬁmsaamwuﬁﬁa@jmh (Perceived Design Attractiveness) wagn1355u3A1u3an
n1AQla (Perceived Sense of Pride) WagAauusnu Laun audslalunisnduuildsn (Intention to
Reuse) waz anudslalunisuense (Word-of-Mouth Intention) o1adlalifieane eswniitadesue 7
AU150AINANTENUABHAVOIFILUSEUTTnofIuUsnIL SulAA na (Gender) way LaLueLsTuY

(Generation)
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27.1 e

i (Gender) nanvin unidludnuazvesusyynsegails sumnefadnvagaudauanyaea
fausadanananIsuansngAnssu (Kotler, 1999) a1nnsinwisdduluefinnuin iaduladudagy

wnlunginssunsPevesduilng wafnssunisdevesmandaanannnnageadunainandiauaii

wANHA19NU (Ronaghi, Danae & Haghtalab, 2013)

Morris, Venkatesh and Ackerman (2005) na1331 Hansenuvsanalun1seausunsidmalulag

zuanaiulunueny AnuuanAsErianadenisgansumalulagazunnduluseduatyNay

TuuSunvaunalulad Wwuln ANLLANANNNINARNLISAdINANTENURBNISEauSUIAlLTadTy
anvasuaneeiu (Teo et al, 2015) seynnmsdndulaldnumalulaglumanowazimangadan ey

£

wansnaiu Tnginamedndndulalagiidnsnauinainnssuiusslevd dunandgaindadulaannnisiud

Y

A111978 (Venkatesh, Thong & Xu, 2012)

Broos (2005) ldnanafisanuunnssewneluninisldaumeluladin wamednazilulssy
mstrumalulaglmia Wesanmwangainaziiniuialuaiuaiuisavesnuesiazmeanudulam

iimangsldnailunsindulaldnuyalulaglnitgininnayie

luvunveuny nadfvenuinuAs inAYIgLazInAngIrniin1sTuiaenseduaininud
wanseueanld (Greenberg, Sherry, Lachlan, Lucas & Holmstrom, 2010; Veltri, Krasnova, Baumann
& Kalayamthanam, 2014) Fsvhlsmadudaudsdrdgidesldinnansenuneanuduiussyninadus

AULaTAILUIAY

TuuSunvesiny Sanudn Tuanssa 36% vesieguaunuduysedn (Cummings & Vandewater,

2007) InesdumameUszana 80% wazdmudninangyaluszaudsendnyineusuddaluinisauny

1 v a =

fauINNINANENDIDS 266 Talus TusyauisauAneimautatsuinnia 305 Frluswayluuniinende

] o

1NN 225 L9 (Winn & Heeter, 2009) 9n3U7 2-11 uansnuwesmlanludnduiiuandaiulume

Weuaznand lnsanigagedsluteiy 21-35 Y
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25%

20%

e
®

Share of gamers

10%

0%

10-20 years 21-35 years 36-50 years 51-65 years

® Male @ Female

JUN 2-11 insesmilanludndiunuandrsiulumeamsuazinangs

(- Statista (2017)

2.7.2  LAUBLSTU

INNsANYINUITEIUBAM Morris, Venkatesh wag Ackerman (2005) Na1371 HANTENUVDILNA

Tunsgensunislimalulagazuandniulunuey anuuandnserimasenisgensumalulagazan

o w

FuluszAuegNgelu winuifenngidesiviaiueistunagnissauiumalulagidnia ¢

a

IF8I9ANY

WinAuierfuadfveansiddunesiinluwriaziauossduwny

1nmsAnw Suudlidunefidaluidaziaesduiinuuanieiumin n1sdisadoya
woRnssuglidumesidaluusemelned we. 2560 andinsuimungsnssumedidnvseiing (esAns
wyww) (awse) vide ETDA Idimedeyasuudléumesdelunsosiaiuaisdu dsil Gen v Govaz 52.9)
098978 Gen X ($osay 32.7) Baby Boomer ($ozay 8.1) uaz Gen Z (Sowaz 6.3) muaiu deaziiiu

1A NTANULANANNTENINBILUBLSTUABUTIIUN

wonani Tuguil 2-12 deuansliiuianauwandisvesiiuaunisiddunesidnluunas

v
[ 7N Y

LWLBLTUANE st TeF i fuUsaueLsTuN LT uRLUTANAY WaMAMULANAIUIANLEURUS

Y

Y

vauuUsiunfsesudsnu Wowwastuvesdldauunnsieiu
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ATWSOU

Jurihoau/ |6 BU.

JuSsuktodo | 30 uIn
fu

6 Hl.
3u Kga 48 unn
fau

Baby Boomer

b o
unvnu/ s . 7 BU. 5 BU. 4 B0,
SuisgukULda 48 unii/3u 12 unii/3u 48 ui/3u 54 uni/3u

- 7 v, 7 6. 5 uU. 4 5.
U KE!Q 12 unfi/3u 36 UnfA/3u 18u1A/3u  12uln/3u

a

SUN 2-12 AULANANIUBITILIUNTS LB UM n Uz AL UBLSTU

Y

(Mn: dridnauimugsnssunedidnnsednd (esAnsumv) (awse) wie ETDA)

' 1Y 1Y =2

luuSunveany MnadiAvednunudl yaraiidengasiuassuitdinseduraanuuaneineiy

o

(Greenberg et al., 2010) Fevilmatuaistuasiludulsdrrundedldinnansenunomnuduiussening

£

AU ULALHILUTHIUA B LAY

v

wonanil fanudn gudisldnnailunisinueraadasuinniguie (Astin, Korn, Oseguera &
Sax, 1995) 91nadfvesansys wuin Wl a.e. 2015 gureidnsiufanssuonaainsfnidu 21.8% uaz

a

VA 27.8% MNUUANBIYWAY 939818 35-44 T wag 45-54 U fidadiuunniign Ae 28.9% waz 28%

o

] v

MuaAU YRegnldndiutiosian fie 41981y 20-24 U fie 18.4% druieuiieny 16-19 fidndiuagi

26.4% (Bereau of Labor Statistics, 2015)

nsAnyTINNTSURgasiumALazaaLsTuian srauumalulag R i TeIiuf LS
i Toun e wag ety Whlvlueudde mssiae iniinnuwans i TnALaz I UDLI T

p19finamanseausuwmaluladivdsgnanuinenns RS A
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L%

P = ada
UNN 3 8LUYUITIY

3.1 NTBUKLIAAVRINTTIATIZYaYE

Y va o

ANSANYIITTUNSSURazauITelusfnMiAe eI L34

Y

@ @ =® 5 =
granudauselevilunisdne
s f a aa a = a s s s a . . ~
AS1IAYBTATINTNINANNATUUUIAALAN 1730 LnuTNI8AATIIRTeSETS (Gamified Crowdsourcing) e
Juswmdlunsadsassaguuuuvesnudivhednsinvesadslivunzauazaiunsofgagldauein
Jagearnundlalunisnavunlagn (Intention to Reuse) warAnumdbalunisuanae (Word-of-Mouth

Intention)

NNSANYIITTUNTTUBALILI8TUBARNIIAINN5 NN T ULLAANS BNTBULLIANYBINTS

Ansziideyadmiuanddelafsgui 3-1

TAM [ Gender J [ Generation J
Perceived Ease of "
Use i
Perceived
Usefulness
- ‘-
GAME : i
8 -7 Intention to Reuse
Perceived 5 '/
Enjoyment B

Perceived Challenge

Perceived Design \ Word-of-Mouth

Attractiveness g
Intention

Perceived Sense of
Pride

JUN 3-1 NTOURWIARYEINTIATIZYITRYA
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INFUT 3-1 annsanusiudslieandu 3 ngu
naud 1 duUsAu (Independent Variable) 311w 6 fiauwds loun
1. m33uinue (Perceived Ease of Use)

2. mssuiuselevil (Perceived Usefulness)

w

nssuiAuaun (Perceived Enjoyment)
4. m3suiAuvinng (Perceived Challenge)
5. Msfuimnufegalaresnisesnuuu (Perceived Design Attractiveness)

6. m3suianuiann1agila (Perceived Sense of Pride)

ngufl 2 fuUsna (Dependent Variable) $1uau 2 fuds laun

1. anusslalunisnauunlygn (Intention to Reuse)

2. anuaslalunisuande (Word-of-Mouth Intention)

ngufl 3 fuUsiiu (Moderator Variable) $1uau 2 #aus léun
1. A (Gender)

2. 9TeuseLalueLstuy (Generation)

o
a @ Ya o Y =2

AT duNUITTINAaes (Experimental Research) d3du60in15AnwIAILEUNUS LAY

Y

vy A

Sniwavesfulsduilidediuusaiy Tnsluasuideaduiisdnuedediioafuinufinied
AsRwesads Ainasenudalalunisnduanlden (intention to Reuse) wazaudslalunisuense
(Word-of-Mouth Intention) vasRanssusnuiivhesasiideesads (Gamified Crowdsourcing) leffuys
v leun e way Lﬁ]LuaLﬁ%’wmadpﬂ%m Wiodn1eiine e Wiualsy %aa;ﬂﬁmuﬁﬁmﬁ’uﬁawﬁwa
sonusslalunisnduunld®n (intention to Reuse) wazarnudslalunisuanse (Word-of-Mouth

Intention) Aiwmanenaiunsa bl

3.2 MINAHBUANNAFIU

Wasnidedynymunglunsfnwanuduiusvesiuusduiagiuusanalunateyuues 39

wUsnsnegevaufgiueandy 3 diu dall

321  suNAgIusIud 1

nsfuimnade Tanuduiusludeuindenisiuiuselev (Bugembe, 2010) uonan

o Ao

AMU9E (Perceived Ease of Use) uay mﬁui"ﬂiﬂm}ﬁ (Perceived Usefulness) iusiuusdnduiinnig

D de
]
2
on
c
Sale
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gousuwalulagvesyanals waglaiinisnanlidn nssensumaluladvesldaunsaaianisalniuasla
\WangAnssu (Behavior Intention or BI) ins1zaindadevisassie n1sfuimnudeuasnssuiuseloviising

didvsnasioaunslalsngfngsu (Davis, 1989)

msﬁhmemammuﬁ“wﬁﬁlﬂﬁmwﬁwLﬁummgﬂﬁmaq;ﬁ%ﬂm (User Engagement) (Cheung
et al,, 2011) SennuFAngniuiinansznumavanderudalalunisuanswgingsy (Saks, 2006) wagaA
Filalunisuanda (Suh et al, 2015) uazanuavaamsAnunuiselusauusdumeds wut (1) msdul
arwayndiauduiusidauandeaudslalunisndunnldsh (Intention to Reuse) waz Anudlalunis
vansie (Word-of-Mouth Intention) (2) n135u3ANUIMMMeTANUdUTUSIZIUINAaNITTUTANNAYN
(3) MmauimseenuuuiifsgalafieruduiusiBsuindensivinrmayn uaz (4) mssuinrmniagiile
anuduitudidanandenisiuiauayn §idedsdsannfgiudnd 1 SudunisAnviuaziiegzi
AUFNRUSYe (1) N135UiAIINde (Perceived Ease of Use) (2) n13¥uiuszlewi (Perceived
Usefulness) (3) M33usAuaun (Perceived Enjoyment) (4) n135u3A1uvinne (Perceived Challenge)
(5) Ns¥u3ANLFeAlITeIN"TERNLUY (Perceived Design Attractiveness) (6) n133uinuidnningila
(Perceived Sense of Pride) ifise ATsilalun1snduunlds1 (intention to Reuse) wagausilaluns

yanma (Word-of-Mouth Intention) 4

{1

auufgIuil 1: Mensginnuduiusuenissuiaudie (Perceived Ease of Use) fifite Anudala
Tunsnduanlée (intention to Reuse)
HO: N155u3A1u48 (Perceived Ease of Use) liifimnuduiusidauaniy ausalalunsnduan
1991 (intention to Reuse)
H1: nMs¥udmnnds (Perceived Ease of Use) invudiniusieuintu armsdlaluntandusnld
%1 (Intention to Reuse)
auufgIuil 2: mdieseaudiiustensuidsslend (Perceived Usefulness) ifisio armiila
Tumsnduunlden (Intention to Reuse)
HO: n155u3Usylevil (Perceived Usefulness) lifiaanudumiusidauiniu awslalunisnduan
1991 (intention to Reuse)
H1: nssudsslond (Perceived Usefulness) favudamiudidsuanty mausalalunisnduuld
%1 (Intention to Reuse)
AuuRs i 3: nTATIEEANNdNiusveIn1sTuiANaLn (Perceived Enjoyment) fisie Audsla
Tumsnduunlddh (intention to Reuse)
HO: n13¥udAruayn (Perceived Enjoyment) laifindudiniusiBeuandu armdslalunsnduan
1991 (intention to Reuse)
H1: n13¥udAriuayn (Perceived Enjoyment) femudiiusifeuintu avuddlaluntsndusnls

v

%1 (Intention to Reuse)
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auuAgIudl 4: MylATEEANdIRLSYeINTIUSAIATTNY (Perceived Challenge) fiiiie A
slalunsnduanldn (intention to Reuse)
HO: n13¥U¥AMTMe (Perceived Challenge) laifinuduiudidsuaniu arwdslalunis
n&unldn (Intention to Reuse)
H1: ns¥ufauiimie (Perceived Challenge) fimmuduriusiBauaniy anuddlalumsnduan
144 (Intention to Reuse)
auuAgIudl 5: MylATERANNdITUSYeIIUSANFgelaveanIseanuUY (Perceived Design
Attractiveness) #ifisie prrudalaluntsnduanlddn (intention to Reuse)
HO: nsuianufegalaveaniseenuuu (Perceived Design Attractiveness) lifimanuduiusid
vaniu mnusslalumsndunnlden (intention to Reuse)
H1: n155U3ANALYAlIveINITeBNRUY (Perceived Design Attractiveness) 1Au@NRUSIT
wanfueudslalunmsndualddn (intention to Reuse)
auufgiuil 6: M TwiaNdIUsIeINsUSANEAnAAgTTle (Perceived Sense of Pride) ]
st udslalunisndualden (ntention to Reuse)
HO: n13¥usAusAnnianile (Perceived Sense of Pride) lsifinnudiiusifeuandu arwila
Tunisndunlden (ntention to Reuse)
H1: Mssuianuianningiila (Perceived Sense of Pride) fiauduiusigauiniy ausalaly
nsnduLldeh (Intention to Reuse)
auufgIuil 7: Mensgianuduiusueinisiuiamiudie (Perceived Ease of Use) fifiite Anudala
Tun1suensie (Word-of-Mouth Intention)
HO: N155U3A21u478 (Perceived Ease of Use) ldfimnuduiugigdesuiniu anudslalunisuensie
(Word-of-Mouth Intention)
H1: n33ugrnad1s (Perceived Ease of Use) farmduiusidsuaniu avwdslalunisuense
(Word-of-Mouth Intention)
auufgIuil 8 madieszaudiiustesnisuiusslend (Perceived Usefulness) ifisio armmila
Tunnsuensie (Word-of-Mouth Intention)
HO: n13¥udUseleni (Perceived Usefulness) laifinudimiudidsuandu anwdslalumsuende
(Word-of-Mouth Intention)
H1: n133usUselewt (Perceived Usefulness) daauduiusideauiniu ausdlalunisuende
(Word-of-Mouth Intention)
AuuRs i 9: nTATIEEANNdNiusUeIn1sTuIANaLN (Perceived Enjoyment) fisie Audsla
Tunisuenme (Word-of-Mouth Intention)
HO: n15¥usrmnuayn (Perceived Enjoyment) lsifleudusiudideuanty anuddlalumsuende

(Word-of-Mouth Intention)
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H1: ns3udruaun (Perceived Enjoyment) Sienudisiudidauandu anuidlalunisuansie
(Word-of-Mouth Intention)
auuAgIudl 10: Myleszsinnuduiusuesnisiuiauiinie (Perceived Challenge) fifisio Ay
#ilglunsuensa (Word-of-Mouth Intention)
HO: n1s¥ufAaavime (Perceived Challenge) laifimuduiusidsuaniy audalalunisuen
78 (Word-of-Mouth Intention)
H1: ns¥ufauiiinie (Perceived Challenge) fimmudiiudidsuandu anuddlalunisuende
(Word-of-Mouth Intention)

AuuAgIUT 11: MyiATIzRauduiusyeinsTuiaufigalaveaniseanuuu (Perceived Design

=

Attractiveness) fifldie eumslalunisuende (Word-of-Mouth Intention)
HO: Ms3uiANuFegalaveINIseenkuu (Perceived Design Attractiveness) lalfimnuduiugid
van v arwsslaluntsuenste (Word-of-Mouth Intention)
H1: n33uinufegalavesnisesnuuu (Perceived Design Attractiveness) dA1uduiusida
vanitu ealalunisuansie (Word-of-Mouth Intention)
auuAgiuil 12: msliaszimnuduiusueansuimnuianniagiila (Perceived Sense of Pride) #if
sio awilalunisuense (Word-of-Mouth Intention)
HO: nssuiauidnnianiila (Perceived Sense of Pride) laifiaudiniusiBsuanity anusidla
lun1suensie (Word-of-Mouth Intention)
H1: masufauidnnianiila (Perceived Sense of Pride) fAvuduiusiauandu arwsalalu

ANSUBNAD (Word-of-Mouth Intention)

322  sunAgiusuil 2

P

TunsAnwraudsenieadume 31nn1sane19uITelusfn NUI AINULANAIINI9L WA

1%

nansenudaniseoniumaluladiisnaiu (Teo et al, 2015) litazfumsiuianuite wie n133us
Uselonl Tngnudnisuinnuigasidvinasomevgannnitneig uay n1siuiussleyiagidvisna
FOLNAYILUINNINNANYY (Gefen & Straub, 1997) FeaonndeefunuITouss Venkatesh et al. (2012) #i
navinmsinaulaldnunalulaslumeneuasmanddidnvaedunnesiu lnameedndnaulolaed

dvidwana1nn1ssuiUsElevd daumendaindedulaninnisiuiniuine lusasiadfdiaunuiviulugy

U

o 1%

1 2-11 wunaddnisiaunuluniazdisegresnaswaznandgsiiuasidud AlndiAssiuuin and
Tugiseny 21-35 Y Fadeyaannuideluefnliiufrnuuaniiesenitananeuazinangs uag Morris
et al. (2005) fana1limedn nansenuvesnealunissensunsldwealulagezunndeiuluniueny Anu

wansssErIamesan1seausumalulagazunnduluseiuengnadu
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v

luuTunveuny natiavesnunud mandgauazinavieiinisfuidansegulunuiuansneiy

q

'
o v a v sLsu

(Greenberg et al., 2010; Veltri et al, 2014) FevinlimadudiudsdrfuidesldTanansenude

17

ANUFUNUSTEMIIAUTAUBAEAIUTAY

mndoyadrsfuiaiuniuteyalunisdsannfgiudiud 2 Sudunisfnuiuariinses
AuduTuSYes (1) N153UiANIY (Perceived Ease of Use) (2) n13¥uiusglevil (Perceived
Usefulness) (3) M33u3auaun (Perceived Enjoyment) (4) n135u3A1uvinne (Perceived Challenge)
(5) MsfuiAuAIgAlaveIN1seBnLUU (Perceived Design Attractiveness) (6) n155uiausanaingilla
(Perceived Sense of Pride) ifisio A1ilalun1andusnlds1 (intention to Reuse) wagauddlaluns

v
v

vansie (Word-of-Mouth Intention) wieuwavesiléidumame vie iwands fsil

auugIuil 13: MsATIERANNduRuSYeIN15TUFAIINGY (Perceived Ease of Use) filsio Ay
#alalunisndusnlden (ntention to Reuse) tilaimavesgldiiumane
HO: n15¥u3mnds (Perceived Ease of Use) liifiamudusiudideuandu anwsslalunisnduan
1441 (Intention to Reuse) tlemavasldifumens
H1: Mssudane (Perceived Ease of Use) faudusiudidsuaniy anuddalunisnduanld
41 (Intention to Reuse) iiowaasldifumaye
auuRgIudl 14: mansgimnudiniustesnssuiusslont (Perceived Usefulness) fifila anudila
Tun1snduarldsn (intention to Reuse) ilowmarasgldifumae
HO: ns3uuselent] (Perceived Usefulness) laifiaruduiusifenandu anudslalumanduin
1441 (Intention to Reuse) limavasldifummas
H1: nssudsslend (Perceived Usefulness) finvudimiudidsuantu eudslalunianduald
%1 (Intention to Reuse) iowmavasglé Ty
amﬁgm‘ﬁ' 15: MsAsIEiaNduiusvesn1suiaiuayn (Perceived Enjoyment) fiflsie A
dlalunsnduanldeh (ntention to Reuse) iloimavoslfifumae
HO: n1s3uiAuaun (Perceived Enjoyment) lifianuduiugidauiniu anudalalunisnduan
147 (Intention to Reuse) laAvasldidumame
H1: n13§udAruayn (Perceived Enjoyment) feudiiusifeuintu avuddlaluntsnduanld
91 (Intention to Reuse) LiaLWﬂmaqﬁﬂ%LﬂuLWﬂﬁwa
auuAgiudl 16: MyleszsinnuduiusuesnisTusaaiinieg (Perceived Challenge) ifisio A1y
dilalunanduanldsh (ntention to Reuse) iioimavoslfiiumae
HO: nns¥u¥Autiine (Perceived Challenge) laifianuduiufieuaniu anuddlalunis
n&uanldn (ntention to Reuse) tloiavasfldifummne
H1: ns§uaruTimie (Perceived Challenge) flruduiusifeuandu anuslalunianduan

141 (intention to Reuse) Wowwavaldidumayy
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auuAgIudl 17: msinsieinnuduiusvenisiuiniuigalavenisesnuuy (Perceived Design
Attractiveness) fifiso pwdlalunisnduanlésh (intention to Reuse) owmavasildifumame
HO: Ms3usANuFegalaveINIseanikuy (Perceived Design Attractiveness) lfimnuduiugid
vaniu arwsdlaluntsndunldan (ntention to Reuse) WammAvasglfifumene
H1: n33uiAufegalavesniseenuuu (Perceived Design Attractiveness) puduiusida
vanfuarusdlalunisnduuldan (intention to Reuse) aimavosldilumems
auuAgiuil 18: msliaszsimnuduiusueansuimnuianningiila (Perceived Sense of Pride) #if
#o uslalumanduunldsn (intention to Reuse) iowmavesfldidunare
HO: nsudausdnnianiila (Perceived Sense of Pride) laifianudiiusifsuaniy anudsla
Tun1snduanldn (intention to Reuse) iownavasgléidumeaye
H1: masuiamuidnnianiila (Perceived Sense of Pride) fnvuduiusiauandu arwsalalu
nsndulHEn (Intention to Reuse) iowmavesldidumene
aunfguil 19: MlineianuduiusueInisuiaud1e (Perceived Ease of Use) fiiisio A
silaluntsuensie (Word-of-Mouth Intention) iowmeavesléidumene
HO: n5¥udrudis (Perceived Ease of Use) laifinudiniusifeuantu anuddlalunisuende
(Word-of-Mouth Intention) Lﬁ@LWﬂ‘UBQEﬁ%’LﬂuLWMW
H1: M3¥U3AI1e (Perceived Ease of Use) fnuduiudideuaniy avwaslalunisuensie
(Word-of-Mouth Intention) Wieiemasgldidumenne
auuRgIudl 20: MyATgimudiusTeINTIUSUsElovt (Perceived Usefulness) fifisla anudila
Tunsuensio (Word-of-Mouth Intention) ilawmavesitidumane
HO: n13¥udUseleni (Perceived Usefulness) laifimudimiudidsuandu arwsslalumsuense
(Word-of-Mouth Intention) ilawmavesflfidumae
H1: Msfuduselom] (Perceived Usefulness) Sanuduiufideuaniu anudslalunisvense
(Word-of-Mouth Intention) Lﬁamﬂﬁum;ﬂ%ﬂmwmw
amﬁgm‘ﬁ' 21: MIATIERANUdNTusUeIN15TUIAINAYN (Perceived Enjoyment) fiflsio A
dilalunisuanste (Word-of-Mouth Intention) iowmavesgléidumene
HO: n15¥ugmnuayn (Perceived Enjoyment) lsiflenudusiudideuanty anuddlalumsuende
(Word-of-Mouth Intention) ilawmavesflfidumae
H1: n133U3AMaYn (Perceived Enjoyment) danuduiusideuiniv arudslslunisuense
(Word-of-Mouth Intention) LﬁaLWﬂmaﬁﬁﬁ%LﬂuLWﬂﬂﬁa
auuAgiudl 22: Myleszsinnuduiusuesnisiuianauiinie (Perceived Challenge) ifisio Ay
dilalunisuanse (Word-of-Mouth Intention) iowmavesglédumeme
HO: n1s¥ujAIavivne (Perceived Challenge) laifiawduiusidsuaniy anudalalunisuen

#e (Word-of-Mouth Intention) iawmevasilddumene
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H1: M3¥uiAuvinime (Perceived Challenge) dianuduiusidsuiniu anunslalunisuensie
(Word-of-Mouth Intention) iiaimavesldidumeae

AUNAFIUT 23: MTIATIERANLANTUSYRINTTUIANAIRAlIveINITEBNLUY (Perceived Design

=

Attractiveness) fifisie anusalalumsuense (Word-of-Mouth Intention) iiewmavesldifumnayne
HO: n3¥u3mnufegalavesniseanuuu (Perceived Design Attractiveness) laifiaauduiiugida
vaniu mudalalunisuansie (Word-of-Mouth Intention) iownavesglédumene
H1: n33uiAufegalazesniseenuuu (Perceived Design Attractiveness) imuduiusids
vanduamidlalunisuense (Word-of-Mouth Intention) ilainaveagléidumene

auuAgiuil 24: mslianzimnuduiusueansiuianuianniagiila (Perceived Sense of Pride) #if

sio wslalumsuense (Word-of-Mouth Intention) etmeesfldidumeayne
HO: nsuiauidnnianiila (Perceived Sense of Pride) laifimudiniusiBsuanity anusiila
Tunsuensie (Word-of-Mouth Intention) Wlemmavesldiduimeme
H1: masufauidnnianila (Perceived Sense of Pride) fnvuduiusiauandu arwsalalu

nnsuensie (Word-of-Mouth Intention) iiaimavesgldidumene

WATNAADUANNAFIUA 25 ~ 36 TudnuasiAgdiuanufgIud 13 - 24 8n 12 auugiu daine

vouldnudumemnds

323  suNAgIusIudl 3

Tun1sAnwIUaden1uLauaLsTu 31nn1sAnw1auIselusfn Morris et al. (2005) n@13737

Hansgnuretnalunissausunsldinalulagezunnadsiuluniuey anuuand1asenitanadenis

a av A a o Y o @

gousumalulagazanniulusedveegedu winwidenifeidesiuameaisduiasniseeusumalulagd

q

o Y 2 =2

diin AfeddFnviinduieivadfvesnslidunesidaluusaziueistuuny

luuSunveany nadiavesnunud1 yanandenyaeiuasuindansedureanuunnsineiy

o

(Greenberg et al., 2010) ?ﬁqﬁﬂﬁmLuaLi-ﬁ'umslﬂuéﬁLLUiﬁﬁﬂzyﬁﬁaﬂ%immaﬂiwwiammﬁ’uﬁuﬁ‘swdw
fulsiusaziuUTmudetuiy mndeyatrsiuiaiundudeyalunsfauufgiudiud 3 sudu
NsAnYIkarIATIEIANUFUTUSYeY (1) N133U3ANdY (Perceived Ease of Use) (2) n133uiuselevy
(Perceived Usefulness) (3) nMssuiaduaun (Perceived Enjoyment) (4) n1353uinnuvinng (Perceived
Challenge) (5) n135uiAufeRalaveInIsoanwUy (Perceived Design Attractiveness) (6) N135U3
ANU3ANN1ANILA (Perceived Sense of Pride) fifisie Audslalunisnduunlddn (intention to Reuse)
wazaa1udslalunsuande (Word-of-Mouth Intention) iilaiaiuaistuvesdléiiu aiueisdudng

LILUBDLITUINY 9D LILUDLITULYA AT
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aunAgIud 37: nMTlngianNduiusueanisfuiaiudte (Perceived Ease of Use) fiilsio A1t
dalalumsnduarldan (intention to Reuse) Wataueistuvesiliifuaiueisiusng
HO: n15¥ufAude (Perceived Ease of Use) laifimnudisiudidsuandu anwdslalunsnduan
194 (intention to Reuse) Waluistuvosléiiuaiueistusng
H1: n15¥ugrmnudne (Perceived Ease of Use) finudiiusiBeuandu armdslaluntsndusnld
%1 (Intention to Reuse) ioliuaisturesflfiiuauoisdusnd
auuRgIud 38: MaATgimudiusTeIsIuiUsElevt (Perceived Usefulness) fiflsla anudila
Tunsndusnlden (ntention to Reuse) Watatuaistuvesléiiuaiueistusnd
HO: n13¥udUseleni (Perceived Usefulness) lifiaduitudideuiniy anusalalunisnduan
144 (intention to Reuse) Waltuaisdurosléiiuaiueisdusnd
H1: mMasufuselent (Perceived Usefulness) finuduiudidauantu anuddlalunisnduanld
91 (Intention to Reuse) iiotaiueisturesfififunmeisiusng
aunfguil 39: Msliagianuduiuuesnisiuiainuayn (Perceived Enjoyment) fifie A
dlalunisnduanlden (ntention to Reuse) ilalaeistuvesdléiduaiuoisiusng
HO: n13¥u3AuaYN (Perceived Enjoyment) lifinudiniusiBeuandu arusdlalunisnduan
194 (intention to Reuse) iilalauaisduvosdléifutaiueistusng
H1: nsFuianuaun (Perceived Enjoyment) dAnuduiusideuaniu anusslalunisnduunld
%1 (Intention to Reuse) ifoluaisturesldiuauoisdusdnd
aunfgnuil 40: MIiszianuduiusuesnisiuiniusinme (Perceived Challenge) #ifisie A
flglunianduslden (ntention to Reuse) iaiaisturogldiduamosdusng
HO: N155U3AMUTIINIE (Perceived Challenge) lifipauduiusidsuaniu audalalunis
n&ualden (ntention to Reuse) iialeistuvesdléiduaiuoisdusng
H1: ns§uarusime (Perceived Challenge) Slruduiusifeuandu anudlalunianduan
141 (Intention to Reuse) Waiaweisfuvesgléifuaiuaistusng
auuAguil a1: N5IATIEIANNFITUSURIN1TTUIANNALYAlITeINT1TEBNIUY (Perceived Design
Attractiveness) fifiste anusslalunisnduanlden (ntention to Reuse) iilalaiuaisfurosiidua
welstudnd
HO: Ms3uianuFegalaveInIseaniuu (Perceived Design Attractiveness) lifimanuduiugid
vanfu amusslalunisnduanlddn (intention to Reuse) lotaiuaisdurosléifuaiuaisdu
Wnd
H1: n155U3ANAtAlIveINITeBnUUY (Perceived Design Attractiveness) IAu&NRUSIT
vanfuausslalunisnduanlden (intention to Reuse) iiloiaiuaistuvesgldiduiauaisdu
Wand
auuAgud 42: mAsgauduiusueanissuinuidnnagiile (Perceived Sense of Pride) il

sio Auslalunisnduanldd (intention to Reuse) Witaiueisiuveadliiluaiuesdudnd
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HO: nssuiausdnnianiila (Perceived Sense of Pride) laifiauduiusidsuanity anudila
Tun1snduslden (ntention to Reuse) ilaatuaistuvoadléifuaiuoisdusng
H1: mauiamuidnnianiila (Perceived Sense of Pride) fnvuduiusiauandu arwalalu
nandusldan (ntention to Reuse) iioiueisturoagldifuaiuoisdusng
aunfguil 43 MslineianuduiusueInisiuiniudie (Perceived Ease of Use) fiiisio A
dilalunisuenste (Word-of-Mouth Intention) iflelaiuaistueslfifuaeisdusnd
HO: n15¥u3ndns (Perceived Ease of Use) laifimudiniusifeuintu anusilslunisuende
(Word-of-Mouth Intention) ilatatusistuvesflfiduaiestuidng
H1: n33u§rnad1s (Perceived Ease of Use) farmduiusidsuaniu avwslalunisuense
(Word-of-Mouth Intention) Wlataiuaisiuvesfliiduaiueisiudng
auuRgIud 44: mynsgimudiniusuesnssuiusrlent (Perceived Usefulness) sl anuila
Tunsuensie (Word-of-Mouth Intention) lelaiustsiuvesiléifuaiueisiudng
HO: ns¥udUseleni (Perceived Usefulness) laifinudimiudidsuandu arwdslalumsuende
(Word-of-Mouth Intention) Wlewtuststuvesfldiduaiestuidng
H1: ns3udusslomd (Perceived Usefulness) favmduitusisuantu audalalunisuense
(Word-of-Mouth Intention) ilatatusistuvesflfiduaiestuidng
amagm‘ﬁ' 45: MIATIERANUFURUSVRINI5TUIAINAYN (Perceived Enjoyment) fifldo Aaw
dilalunisueanste (Word-of-Mouth Intention) ifleiaiuaistueslfifuaeisdusng
HO: n15¥ugmnuayn (Perceived Enjoyment) lsiflenudusiudideuanty anuddlalumsuende
(Word-of-Mouth Intention) ilawaiusistusesfididuaiuestuidng
H1: n133u3Amayn (Perceived Enjoyment) Sanuduiusideuiniv arudslalunisuense
(Word-of-Mouth Intention) latatuststuvesflfiduaierstuidng
aunfgnuil 46: Mylsediauduiusuesnisiuinuivng (Perceived Challenge) #ifise A
Filalunisuanse (Word-of-Mouth Intention) ifleiaiuaistuesflfiiuaeisdusng
HO: nM33u3AuTmIe (Perceived Challenge) laifianuduiudidauandu audalalunsuen
5o (Word-of-Mouth Intention) Wataiusistuvesglfiduaiueisiudng
H1: ns¥ufauiiinig (Perceived Challenge) Simuduiudidsuandu awdslalunsuansia
(Word-of-Mouth Intention) ilatatuststuvesfldiduaiestuidng
aunfgnuil 47: myleszianuduiusvesnsiuianufgalavesnisesnuuy (Perceived Design
Attractiveness) fifisie arwsdlalunisuensie (Word-of-Mouth Intention) Wiataiuaistunesldidy
olstudng
HO: ns5uianufsgalaveaniseaniuuu (Perceived Design Attractiveness) hifianudumiusida
vaniu ewdslalunisuende (Word-of-Mouth Intention) Wetaiusisfuvesgléifuaiueistu

I3 1
LAY
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H1: n13SuiAufnalavesniseaniuuy (Perceived Design Attractiveness) HAuduiusiys
vanfuenuddlalunsuende (Word-of-Mouth Intention) Wetaiusisturesflfiduaiueistu
WBnd
auuAgiudl 48: msliaszsimnuduiusueansuimnuianningiila (Perceived Sense of Pride) #if
#io Anusdlaluntsuense (Word-of-Mouth Intention) ifleraiusisduresflfifuauaisdusng
HO: nsuiausdnnianiila (Perceived Sense of Pride) laifianuduiusifsuaniy anudsla
Tumsuensia (Word-of-Mouth Intention) Wetaiueistuvesiléifuaeisiudng
H1: masufauddnnianiila (Perceived Sense of Pride) finnuduudidauandu arwslalu

nsuensie (Word-of-Mouth Intention) iaiaiuatstuvesdléiluaneistiudnd

wazNAFRUANNRATIUN 49 - 60 Bn 12 anufgnu Waiawestuvesildiduiaiuaisdune waz

auufgud 61 - 72 8n 12 auufgiu Weiuesduresilfiduauelstuuen

3.3 wialialumsldunBedayaiianaudiniu uaz Fumaumsiiudoys
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Tnguszasdndnvesnuideatuifonis@nuinsiuilutledesiieg Afldeuldsuainns
wesnanunandlulufanssuvesasduesads suazthluganudululiiegilidldnuaansnduanly
fuazuanse Fatladaseg fazunndrstuldmananazianesdy Swadnsmemsinuiannsadu
wunslisugoanuuuiulefludnuaguientull ead e ufgelalitugidisuearduaiunu

U

adlalunisldduazanusislalunisuense leefiduldeenwuuduneulunmsiiudeya dail

1. AURLUUEDUAINNIDTOAIDINTLAEIUR URILU A9 dmsuauideadull Taunis

@ £

Uszgndusudeutemalivunziuanuide §ideldsiusiuiegiavesuvasuniuly

a o A aa v a v v ANvao v - % &, g voa 1Y

nAdeluednfinnulndlfesivleyangisedesnisieasnaduiuvasuauiilndifsaiu

mowideuniian lnensiiudeyaszldnsiulaguuuasuauiilidauwlanainaivy
Tuefnialilinnuieiauniign

2. ieliiulalupaunmveswuvgeuaudildlunsifivdoya Jsazihundianuinteiouss

va o

TUATDINUITY ga%iﬁﬁﬂLLU‘Uﬁ@Ummﬁa%fwﬁuiﬂﬁwmsmaau Pilot Study 371u3u 50
yariteluiinsgsianduuszaniuasaseuda (Cronbach’s Alpha Coefficient) v844
Fouilldfunniauus (niennilade) lumsidendsid Tnglimisedegnsmounuuaeuany
\isuansmnuAnfiudedenslutuvasuanu Tasnslazuuu 1 -5 (1 wanad wWiuse
tiouflan wag 5 uanad1 Wiudeuniign) nnsiiuleyanuieiegnaieldlunisi

Pilot Study §1uau 50 Au Fadunweare Sruru 17 au Ay Sevar 34 wavinAndga
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1w 33 au Andu Seear 66 Taswuuasunufivanlglunisyiinnsnegeu Pilot Study

wUsoamdu 3 @ fell

dwil 1 Feyafevuieatunisldruivledluasad Inelimiedegrsitanssunely
Vuledngidedenun waglimiefmegnauasuuudilaninnisviianssy
dawil 2 Junsasuanuanuidnvemiiemedns lngluduiiludemauiiesdeiui

Ya o Y

8 Uadeeidvauladiny lngideaumainanuideluefnieiunuiuldivanuideadull

U

v
o

Fomanuluduiiiionmn 33 dofiom Usznoudae 6 dads 1dud (1) msduianude
13U 4 Torn1x (2) n1suiusylevd 9w 4 derniu (3) nsfuianuayn 31U 6
FaA1013 (4) N133U3ANTIIIe $1uu 4 Jediaiu (5) nsfuiannufsgalavesnis
0ONUUY 12w 5 Fafana (6) ns¥udmudinnianiila S1uau 5 Fednu (7) el
Tumsndualien $1uau 3 Fomanu uaz ©) mnuddlalunmsuende S 2 deday &
wandlupnsng 3-1 fa p9197 3-8

daul 3 Feyaviluresdnaunuuasuany dludiutasiidniuiomn 5 4o lHud e, 19
wetsdy, Anuvevlunisiauny, kailasedslunsidunudety uag anwAafiudy

a{' o v gva 1
LNYINU ﬂ’ﬁlﬂ]’ﬂfﬂ L?Uisﬁmu

AN5197 3-1 ‘ﬁaﬁmmﬁmwuLﬁ&nr‘i’ui‘]ﬁamﬁuifmmdwEJLLasza'qﬁm

Uade: 1135U3AUEY (Perceived Ease of Use)

JaMmnINNNUITE DR LIAINLN

nsseuslunsldnuluusduenniadulay

Igunsaideansiiudeninadmsudu

Learning to use the mobile
application on the mobile phone is

easy to me Lloyd

It is easy to make the mobile (2011)

) =] | a ° I
FunuIduseadngnagyinilaued

WaNNAATUYINUlARSINUNSURBDINS

application on the mobile do what

| want it do
ILM (5¥uU Internet-based Learning Lee,
A It will be easy to operate ILM
Medium) Tgeuladne Cheung
fuuziidesdulunmsidauiiauennluns | Instructions for using ILM will be uay Chen
Ujusnu hard to follow (2005)
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Jaw: ms%’uiﬂsﬂa‘uﬁ (Perceived Usefulness)

YamnuanauITsluedn WETin
SuAnmsldnusulediilduediu Using the LMS improves my Khalid
ANUENINIalUNITSEUIYa MY learning performance. (2014)

Hamari et
duianindulaiseuiorlsunsegns Did you feel you were learning? L2016

fuddniinisidhsaulufanssu Fitocracy W

| find my participation in the

Fitocracy community can be

Hamari thag

¢ o o v Koivisto
USSI‘EJ‘ZI“LJ%JEJW]’JQ‘LJLENLL@%QEM advantageous to me and other
(2013)
people.
TAESIULET AUAAIIAITIVNUTEUU ILM 3 Overall, using ILM will be Lee et al.
Usgloviluwdlauwinis advantageous. (2005)
M1319 3-3 ToMmaNAULUUAEINUTITENTTUAIEYNLAYILENIN
Uads: n1sfuianuaun (Perceived Enjoyment)
JaAn1ua1naiTelueds WWETIIN
o 1 v @ (dy o YV VR
dunuhmsldenuivlediliniduidn
o . | would find using ILM to be enjoyable
IWAALWAY
— — Lee et al.
gudninszuiunistumsldnu ILM e | The actual process of using ILM would (2005)
A5 UNARLNAY be pleasant
Audnaunauiuiunisldam ILm | would have fun using ILM
FUNUIONNALATUTIBET19ANTIR | | find the mobile application on the Lloyd
Tuau mobile phone entertaining (2011)
Auduyndmnegreseudiduvaeldu | forgot everything around me IUsselsteijn,
Kort ey
guidnflaundiunisidunyegemn | was deeply concentrated in the game Poels
(2013)
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Uad: nsFuianuvitnmg (Perceived Challenge)

YamnuanauITsluedn WAL
qudnvme | felt challenged
—— . = lJsselsteijn
dusesldanuneieuegimnnlunisly

| had to put a lot of effort into it et al.

U
v ve 1 o (2013)
QAUIANNNUYIN | thought it was hard
nstauniluasstidunssldanuanunsn Playing it stretched my capabilities to Hamari et
YBITUIUDINGR the limit al. (2016)

A599 3-5 %aﬁﬂmmﬁul,wuLﬁmﬁuﬂa{]’ami%’uimmﬁafﬂmi%mmiaamm‘uLLasza'aﬁm

Uade: ﬂ’li%"tjimmaeQﬂ‘lﬁma\‘imiaaﬂLLUU (Perceived Design Attractiveness)

JaA0ININWIIElLBA

"o
VAN NN

sUunmuaznAnAldlnNumngauiv

Graphics and pictures fit with content

Rosen @y

demiitiaue Purinton
flosAusznauiitrans Has memorable elements (2004)
o e w 4 T Eye catching image(s) or title on the
NMNNIBDINIVDNFSANA "UQ‘V]’]SL‘ViﬂﬂJaEﬂﬂ
oL ., homepage that makes you want to Zhang,

vioaiuledse

continue exploring the site Small, Dran
- oo N o Visually pleasing screen layout and ey
finmslainlasmihasnazaniiaula

Visually pleasing color use Barcellos
annsansulainassuduldauduled | Be able to know where to get started (1999)

loagndls

with the site's primary features
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15799 3-6 Yedmusukuuieiuafenisiuianuidnaagiilauasumaanin

Uade: nsfuinnuiinaingiila (Perceived Sense of Pride)

YaAnuanaiTlusin wEaTian
duidnuszavanudisalunisldau | felt successful
duiAninduaunsaussgingUssasduas | | was fast at reaching the game's Isselsteijn
nalieg1asinga targets et al.
Auidniduaaiauaziiiied | felt skillful (2013)
guidnnagiila | felt proud
o e o .. loT Lab
WUFANINVYRVBIRUNAIUE ALY | feel that my input is important _

Motivators

A15991 3-7 TamauAukuuNgInutateaumstalunsnavanldgwaz waanun

v
o

Uade: aunelalunisnauunladen (Intention to Reuse)

JoA10113INNITEILBARN LN
duAnIduaznavaildu LMS 8alu | 1 will use the LMS on a regular basis in Khalid
UIAR the future. (2014)

fanudululainduasnduunldauuse

| predict that I will use Fitocracy more

Hamari thag

o Koivisto
1nnan Lives frequently rather than less frequently
(2013)
duidnawlanagldauuenndiadudund | I will use another type of mobile Lloyd
anwauzillusuiam application on my mobile phone (2011)
A15799 3-8 TOAIDIUAULUULNEINUTRTAIUAILT I UNITUBNADLALLNAITIN
Uadw: anunslalunisuende (Word-of-Mouth Intention)
Jamnauannuivsluess LA

duaziugtgdu 1wy e aseuas T

1 lgau Fitocracy

| would recommend Fitocracy to my

friends.

Suagyadie Fitocracy Augduludeuin

I will say positive things about

Fitocracy to other people.

Hamari thag
Koivisto

(2013)
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V.

3. Adeinisysudisutemaiunfnviniainauideluedn tediunduwuvasuaiu

1% o

Weaduy FekuvasuaiuilosduiaziiunfudoyatasdiuiaianiAnduussans

U

294A50UUA (Cronbach’s Alpha Coefficient) Lﬁaﬂ’wma%ﬁqLLwaaumuaﬁuauysaﬁLLa:

Wivdeyavihedegaiielvinseiuasnaaeuauufigiusoly

= o ° £

q. Mfﬁmﬂﬂ’liLﬁu%mﬂamﬂWhEJﬁ’JEJEJ"NﬁTWu’Ju 50 Ay JIdeTadndruineduyseans
299A50UUA (Cronbach’s Alpha Coefficient) 983U9A10IU%Y 33 A101L (M3e913 8 Tad)

AILANIIUAISIN 3-9 LATA15199 3-10

P59 3-9 PuIuTenunarAdUEansvesaTeuTrresliadenieg Tunuuasuauiesdu

Uy U0 Andulszansvasasauta
nsfuiAudy 4 0.733
nsfuiusElevd 4 0.768
nsSu3ALEYN 6 0.827
nsfuiANmeY a 0.709
nsfu3ANAsgalavenIseRnIUY 5 0.821
nssuirnuidnaingila 5 0.737
ausalalunsnausnlden 3 0.803
ausslalunisuense 2 0.707

va o

A15197 3-9 wanslmdiuIngnTeausalduuvaauaudossuiliialdlun1simsieideuals we

Y Y

21NNITHINLUUABUDINNUIBAIDEN 50 AU iomArduUszanSvesasoudanudUymiudaiaiuly

3 U9y Town

@ o Y '

1. FaAauMneIveInuniIsSUsAINd1eUsEnaunile 4 Aanusialglunisdisia dudseans

Y

o v

Y99A5UTANAUILA AD 0.733 fanandlumis1ai 3-9 Fauinnin 0.7 vinlwanunsalddamany

v
o o 1Y) o

719 4 9916 wikliesantamaiunin “gunuinduisasdreazyinlmiuleadyinaunsaiuiduy
fens” Wudemaminudgmlun1smouluugauaNUeIIEA 19819 1o nNuUIefBE1s

£Z dl' a

Lamegidnlanunuiglumaiud {Idededndediniuiiiiaioanninuianainduiinein

anuneiliuivewesefaui fnaviliadulszdvdvesnseudngaiudu 0.762 Awans

Tupns199t 3-10

v o o Y

aAaungITesiunsTuIANuaynUsenaunig 6 Anuiiveldlun1sdie Ardudseans

N
2

989A58UTANAUILA AB 0.827 AdLandlumi1$199 3-9 Faunnn 0.7 virbianunsalddeamany

v
o A

1 6 Tald waflesandadaudiin “duduyndmnegisseudiduvazldnuiviedd” Gude

q

Aaunudgynilunisneuwuvasuniuvemiigfiagis iesainuilediegisuisauegly
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PIIANUNTeIAvINUUNeg ey lurMEin ULUUaUNY fatuTievinliiAneaRlung

v v '
Ya o v Y o a oA

AOULUUABUDNY HIFFATDAIULNUNDANANURANAIADUANIINDAR FINSAAVDAINIUN

U

finaviliienduuszavsvesnseudngaludu 0.881 dwuandlunsnedl 3-10

@ o Y .

FafrnuiieItesiunissuiauidnaingiilausenaudie 5 Arnuiieldlunisdsia e

Y Y

Doy

'
a o A o

#uUs2AN5U89ATUUANAIUIAILS AB 0.737 AYWEAILUAISI9 3-9 FeunnIn 0.7 lvaunsaly

€

v
Y o o

Foma1ua 5 1ol willlasaintera1uiin “BulsAtin1sRun NS IALRUUNTALAL” T3

Trduszfiunnudnialunisldnuls Wudemauinulgmilunisnouluvaeuauaeinuag

Yy
va o v ¥ o a A

Mg esnnmihemegeldaesidlannuvinglumaui fiTedsdadadniuiiiaiionn

AMURANANDUNAINANUNLN8N Lk UuaUVRItaAauT dnavihlvandudssdansvesnsaudn

gjﬁwf]u 0.777 ﬁﬂLLﬁ@ﬂuG]’]i’Nﬁ 3-10

Yaw £ o Y o

wiandinTeiaduyszavsresnseuliane 8 Yadvauysaiud fIdedadnderanuniludym

gen wdITIUTILiBRBNRUUKUUAR U TBuToyaTS ey inTIeszvinely Tnauuvaeuaudleavi

v

A5uALYLAIUSENBUAETBAININI LI 30 T8R800 8 FawUs BeanduUseanSvesnseulm veesn

wUsnnea fd1Au 0.70 dawanslumsned 3-10 wansliiiuindeauiildluwuvasuany Wudeaund

Aanmlusziufivensuld anunsaldiiudeyadulsiidesnisla

P37 3-10 Iudeniy wagmduUszansvesnseuta veslladenieg Tusuidy

Uady MUY ArduUszansvensauda
NsTU3ANY 3 0.762
nsfuiuselevy a 0.768
nsfuiAuayn 5 0.881
nsSuiALYTnne il 0.709
nssuinnuAsalavesnIseaniuy 5 0.821
nsfuinnuianaingiila a 0.777
ausslalunisndusnlden 3 0.803
ausslalunisuensie 2 0.707
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wuvgeUaLildTRLLaTAsIdeUANdLUs AR R sauTALE IR
1. M33u3Anaig (Perceived Ease of Use)
1.1 mil,iauil,waiﬂumulw,wlsn dudesiedmdusy
12 Sulwddldanldine
1.3 dunuiduuziidosilumslinudauihelunisufifnm
2. ms%’u%ﬂﬁxiaﬁuﬁ (Perceived Usefulness)
2.1 Sufndnsldanuivledi 'auﬂzhaLﬁmmmmmmiumsﬁ'auﬁﬂuaﬂ5‘14 Wi MIagU vise
nsiseuimdninudingy
22 SufAnhduldiGeudoslsuisedn weldiiulesi
23 Fufninadildudulediiulsslonitoriuewar]su
2.4 Tagsauudr sudninsldauduledinusslomdlundlaududs
3. msfuiauaun (Perceived Enjoyment)
3.1 mﬂ%muﬁul%ﬁﬁﬁﬂﬁﬁuﬁﬁﬂLwamwau
32 Fuininssuumaieduneulumslisuluduleditsaisenundamdulitudy

v

3.3 duidnaynaunuluiunmslénuiduludd
3.4 Funuiduledtitisasannududislatusy
3.5 duddndausiunisldauluiuled fognann
4. m3Fuianuvinme (Perceived Challenge)
4.1 Sununisnssuuusulsatidudiivimenuannsavesdy
4.2 Fugeddrnumengnuegiannlunsyinfanssuuuiulesi
4.3 Aanssuvuiuladiisinnuenn
4.4 msvinAanssuuwiulesi shldsuldemanansaitldegadiud
5. M3Tuianufgalavesn1seeniuy (Perceived Design Attractiveness)
5.1 ule ‘ﬁdmﬂﬁaﬂ%’wmwLLasm’]‘WWﬂ'ﬁﬁmmmmzauﬁ’mﬁamﬁﬁmaua
5.2 Julwdifilosrusznausneg firansn
5.3 uledianiseenuuunmierideiiazann fehlrduesnldnudivledie
5.4 Bulwdianseenuuulasmtidusasnsldafiunanle
5.5 mseenuuuvesiulsiivildsunsiuldinmssuduldnuivlediedls
6. Mssuinnuannnniila (Perceived Sense of Pride)
6.1 duddninduanunsaussgingusvasivesianssuliegnasinsy
6.2 fuaninduannuazilililen
6.3 Sufdnmagilalunislénuivlefluaded

6.4 Fuidnideyavesduianudifgy



AnuadlalunIsnauuleel (Intention to Reuse)

Tanluauan

3

7.1 duAninduagnduanldauiuled
7.2 farudululsisuesndualdoivledivens

7.3 Sufdnaulafiaglinuivledduiiidnuaedluouen
ausslalunisuensie (Word-of-Mouth Intention)

8.1 duavuuzihgdu 1w ileu azeuath Tulfmnuiuledd

=2 I3

8.2 suaznadwIulaed

U

o

Uiugauludeuin
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4.1 A274UN

Tunsiiudeyavesuidei ndwinmiediegeladldivled Quick, Draw! daegunsal
Iphone 65 uaznaapINFUILATU 6 JULED Fidevalinhefagsmaunuuaeuauiiafiudeyanziuu

1%

AlA91nN159193UveIRUTAUNT 6 /1 laud n1ssuianudie mssuiuselevd nmssuianuaun nMssus
AMNTINIMY MITUIANNAAlAveINITERNLUY Larn1sTuinuidnaiagiile nieumedayamuusay
F1u3u 2 /1 baud anusdlalunsnduanldan waganudslalunisvendes laenilediegddunisiinu

' < ' v ' o & & % v '3
wuseamdu 3 ngu taud (1) nguiatuesdudnd Inaiiudeyadain Amnansd yaains anglumnue

WYeAEnsLaznITUYIIIAIN TN ING1dY war ninaunseyaraniluluusiuganel
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a

un1Ane1de (2) nguiatusisiuaie Tneiiudoyaandanduli 14 angwidvemaniuaznisdeyd
Pamsaliine ds was (3) nauatusisiunen TneiiudeyaaindniSeu ananiduniaduluis
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90 ey Anidudeay 30.5 Wwiuelsiune 1w 119 au Andudosas 40.3 uasiauelsTuuse 1uu 86

AU Anusesay 29.2

A1519% 4-1 WIUAUILAIDE S

LNF
Generation ¥ OIN 37U
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Z 40 (46.51%) 46 (53.49%) 86 (29.2%)
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ALRRYgeEn Ae 4.15 7898981 A N1sFuiAduayn dAnadede 4.07 Tuvaei nssuianuvimied

Aafegn lnelinade 3.51 duandlumsned 4-2
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4.14
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Tuvaued Msfuianuimeliaadesinaanalunayeuasinavd Ao 3.43 Lag 3.59 ANa1RU

M15799 4-3 Aade wagAdegauuNnsgIu vesladesneg Tumudde wiwmiume
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R aslaly | A2w
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UINTFIU

v
=1

Aade wavAleuuunnsgIuveiuys vsedadens 8 Tuadded uandlumsnei 4-4 Fa9n

- ' o & e o v ' v v ¢ 4:1' = |
M13197 4-4 wud Twawelstudnd nssuianuieuazn1siuiusylevd daadegen fie 3.79 dlu
WweltuNeLazialeLTTuLYn MITuinnudedanadegn As 4.42 uaz 4.14 audiu Faluiaiue
ST MsfuianuheliaefegegailewIeuiiguiuiaiuelsiubug 589890 A LAUBITTULTYA WAy

wwalsdudnd WWuddugaiing
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UadeiifiAafiosesasundmiune 3 ety As n1suianuaun dduadede 3.76 Tulaiue
1

LSHueNg 4.26 Turaiualstunne waz 4.13 TulaweLstulss

Tuvaztadeniianedomandmsuauesdudng fie anuaslalunisnduunlds denade Ao

3.33 dSURLUBLSTUNBLAIAUBISTULYA FiB N15TUIANYIMIY ARGy Ap 3.52 Uay 3.63 AUEWY

M15N7 4-4 Aade avanleuuuninsgiu vosladesneg lunwddy uwewmnuaiuesty

ns3us AN
A2 ddalu | A2
n33u3 ns¥uf mssul | degele  nsfud | ms | dslelu
AN | MITU3 | AN | AN YRS | AdN3An | nduwn | nasuan
WiuaLsy dw | Usslewd| ayn | dwne  eenuuu magile | lddh | e
Bnd Aade 3.79 3.79 3.76 3.41 3.45 3.43 3.33 3.52
Andeauy 0.65 0.84 0.82 0.80 0.75 0.77 0.98 1.01
NINTFIU
My Anady 4.42 4.01 4.26 3.52 3.93 3.69 3.62 3.88
Andeauu 0.56 0.80 0.67 0.85 0.75 0.85 1.01 0.88
NINTFIU
uTn ALl 4.14 4.01 4.13 3.63 3.93 3.83 3.78 3.97
Andeauu 0.76 0.79 0.81 0.79 0.84 0.71 0.97 0.85
UINTFIU

a

Wewndidedinsifvarrzuuuildannisinfanssy Sahundnsesianadeiiiewseuiiisy
AzwurludazinAkazialuastuIdauanANiuLIndasiiedds Weolnsienaadenlaainnisi
Aanssuvemiiedieg 1y Fauandlunisei 4-5 aumiuladn memeliadenzuuuanImendgs lneue

yedanany 4.19 avuuu Tuvasiwandsdaiang 3.83 Azuuy

= N a

WORANTUINIULDLUBLITY WU LaluelsTueliandsaiian lneillAady 4.24 5098901 A

Y 9

Ao a o =

o N a O & ¢ & o :
LALUBDLIYULLY R Iﬂﬁ]llﬂ’]l,aaﬁl 4.23 LaglalualsTuLoNYLUULALUBLSTUNIANRALMAER AD 3.44

q

A15799 4-5 AzluURAsNleaINN1SYInAaNT U
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<
AZHUULAN = 6 ASLUY

AlnAsAzILY
LQLuaLi“ﬁl’u
LNF L’Sn‘ﬁ 9Ny LLYA EXEY
¥y 3.71 4.52 4.20 4.19
VI 3.21 3.98 4.26 3.83
ERCH 3.44 4.24 4.23 4.00

WeaNa151AUYaUlUNTEUNNYINFUAIDE NN ULULABUNIY INATTIN 4-6 NUT1 NG
ANUTRULAULNNLUY “¥ou” ddadiunuiniigansluinaviguazinangs Fegennneaiuilofansmn

WUty AnuIngu “veu” fdndiuuniigauniv

AN5197 4-6 INUIUNUIBAIBENE WINHINANNYUTUNISELLNY

Lmumﬁi’u LNF
AMuYRUIUNSIEY
LNl T =
LNy 918 LLYR UY1g 1Y
YBUUIN % 8.89% 35.29% 29.07% 30.71% 20.65%
N 8 42 25 43 32
YU % | 50.00% 46.22% 48.84% 46.43% 49.68%
N 45 55 42 65 77
UL % | 24.44% 16.81% 18.60% 15.00% 23.87%
N 22 20 16 21 37
laiwau % 8.89% 0.84% 2.33% 5.00% 2.58%
N 8 1 2 7 i
Tivauadnun % 7.78% 0.84% 1.16% 2.86% 3.23%
N 7 1 1 il 5
39U % | 100.00% = 100.00%  100.00% 100.00%  100.00%

N 90 119 86 140 155
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'
=]

WeN3auIaMlEluNSE LN NYDINFUAIBE NN ULUUABUNNY A1NANTIIN 4-7 WUT1 NaY
# fdnduunngansluneyeuazinandg Ao nqu “Andn 1 9alue” Faaenndesiuilofiansaiaiue

U Anudingu “fnan 1l Tdedusnniigaiui

AN51971 4-7 FMUIUNUIEAIBENG wensuTlaalageasniglunisiaunusa i

¥ 594
auvaulunsauny o
Ght 28 WY ¥ TN
. . % 12.22% 52.10% 45.35% 49.29% 62.58%
AIN37 1 YU
N 65 62 39 69 97
, , % 25.56% 32.77% 37.21% 33.57% 30.32%
11nN37 1 G2lu9 99 3 Y2lue
N 23 39 32 a7 a7
. , % 1.11% 10.08% 11.63% 10.71% 5.16%
11nN37 3 Y2lu9 99 5 Y2lug
N 1 12 10 15 8
. % 1.11% 5.04% 5 6.43% 1.94%
41NN 5 YU
N o 6 4.07% 9 3

% | 100.00% = 100.00% = 100.00% 100.00% = 100.00%

LY
N 90 119 86 140 155

4.3 wam‘smaauauuagm

= a g a a Y YA v a ¢ 1 o a £ v o s N s
LW@WG\&@UH@JNWE’WW 72 ﬁllllmﬁ']u N :L’.J Q?"{lEJ'?Lﬂiqgﬁﬂ’]aﬂﬂixﬁﬂﬁawﬁﬂwuﬁLLUULWEﬁau

v
o

(Pearson’s Correlation Coefficient) v@sfauUsauns 6 M laud nmsfuianudie nssuiusslevd n1s

Fuiauayn Mssuinnume nsfuianuiigalavesniseaniuy wagnsiuianu sanaiagila Ml

v o w

Aol InIuns 2 6 laun anusslalunisnauunlden wazanuaslalunisuense Nszautivdfny 95%

o A o

Tnafifauusiifu Ao e uag wiwelstu Fansveaevauuigiudunismegeusuuiifiamadeuan 3

annsadeududaydnualld i
NNAFBUAUFUNUSHUUTRANIBTIUIN
HO : p < 0 (Fuvssulifinnuduiudideuinsesiuysnim)
HL: P > 0 (FuUsauiinuduiusiBauindesinusniu)

Taarivuali p fie duUszdndanduiusszninssiulsiuuasfmnlsny
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ANSATNUATEAUANMUFUNUS

[

Tneseuaaduus (Evans, 1996) lammunsesuvosandusyavsanduiuslised
P = 0.00 4 0.19 v faruduiusiBauanlusedusiunn (Very Weak)

P = 0.20 &4 0.39 vefls farwduiusidauanluszdum (Weak)

P = 0.40 §13 0.59 Mueds druduiusBsuIntuszaulIunals (Moderate)

P = 0.60 fig 0.79 vuga danuduiusiBeuinlusedugs (Strong)

P = 0.80 fis 1.00 viedia danuduiusideuanluseaugann (Very Strong)

auufgiudnd 1 msfnwuaziinsgimuduiuduns (1) nssudanudie (Perceived Ease of
Use) (2) mMssuiuselownd (Perceived Usefulness) (3) n135U3A1uaun (Perceived Enjoyment) (4) N3
Fudaiuvinnie (Perceived Challenge) (5) A1s3uiAuAsnnlavesniseanuuy (Perceived Design
Attractiveness) (6) M33uiaui@nanagiila (Perceived Sense of Pride) fifie Ausilalunisnduan

1991 (Intention to Reuse) wazAuAIbatunIsUBNAD (Word-of-Mouth Intention)

1NA1599 4-8 wud n1ssuiaradng n1ssuiuselevd nmssuiauayn n1ssuianuiine

= v o ¢

nssuianusegalavesniseaniuy kagnissuiauidnaiagila danuduiusideuinse anusdlaly

'
o o a a @

nsnauunlggazausslalunisusnse sg1siitudAynsana NseAu 95% uag 99%

Tadeniianuduiusideuinderuddlalunisnduunlddanniian fie nssuianuidnangiila

=~ o YR

Faflauduiuslusedugs (R = 0.690) Inedaduduniianuduiuslusedugasosan laud n1ssuiany

Aunnlaveiniseniuuu (R = 0.666) N153uiuselevd (R = 0.644) uar n1suiAuaun (R = 0.629)

Uadendanuduiuslusyauirunansdennunslalunsnduunlddn laud n1ssuianuvime

5 o

(R = 0.493) wazn1siuinrudie [Wudadeifianuduiusidauindeauaslalunisnduunlddifan

Tnefimnuduiusluseaus (R = 0.374)

P

Jadgndanuduiusideuindeanuadlalunisvendeniniian Ae n1siuiusslevy Fad

1Y

AnuduiusluszAvas (R = 0.659) Ineladedunianuduiiusiusedugesesasn laud n1ssuianuaun

(R = 0.654) M35uianufwalaven1seaniuy (R = 0.641) uar n15uinuianaingiila (R = 0.631)
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Uadenianuduiusluszdudiunarsdennuaslalunisvense taun n1ssuiaiuvione

' '
o a

(R = 0.500) warn133uianudie Wudadeniamnuduiusidauindeninuddlalunisvensesiiiign lned

ANuduRuslusEauUIUNas (R = 0.428)

a

Wodlnssrkenaunguuesdiawls taun Jadeiifertesiuniseeusumalulad way Jady
Wendaeaiuny wuin ludrueealaseningltesnuniseeusuwmalulad nineanunstalunisnauunbgsn

wud1 Msfuivssleviiiseauanuduiusinnniinissuinnudy wudgiiuanuduiusnideanunda

Tunsuanee

Tuvaue? WeRnsandadeiiferdostung sxiulddn nsduianuddnarglilafifiernudsle
TupsnduanldgdszAuanuduiusiuinige luvaeissauanuduiusveinissuianumgalazesnis

panuwuundreauddlalunsuendeliseaunuInige Welleuiududsdus) lundumeniu

AN5197 4-8 ANFUUTEANTANFUNUS VIFLUSAUNT 6 NLRDALUIANUNT 2 F1

N = 295
- Correlation
AuNAgIY Sig.
Coefficient

H1: AM33U3AUEe (Perceived Ease of Use) #ANLSITIUIN 0.374* 0.000
ffu pnusslaluntsnduanldsn (ntention to Reuse) (8o3U H1)
H2: n133uiuselend (Perceived Usefulness) fiAauduiusideuin 0.644** 0.000
fu arudslalunsnduunlddn (intention to Reuse) (Bou5U H2)
H3: n135u3Auan (Perceived Enjoyment) fiAauduiusidiauan 0.629** 0.000
fu anusslaluntsnduunlden (ntention to Reuse) (Bou5U H3)
H4: n135u3AUTIMNY (Perceived Challenge) fiAuduiiusiu 0.493** 0.000
arusalalunisnduanlden (intention to Reuse) (Uvars HA)
H5: N133U3ANAIRAlaveINITERNKUY (Perceived Design 0.666* 0.000
Attractiveness) fimnudiiugiBauaniuanuddlalunsndunlden (015U H5)
(Intention to Reuse)
H6: nmsfudauidnningilla (Perceived Sense of Pride) il 0.690* 0.000
T BeuIniu eruddlalunisnauanlde (Intention to (ou5U H6)
Reuse)
H7: n135U3A48 (Perceived Ease of Use) fiauduiusifiauan 0.428* 0.000
fu anusslalunisuende (Word-of-Mouth Intention) (ousU H7)
H8: n33uiuseleni (Perceived Usefulness) fiaauduiusifiauin 0.659** 0.000
fu eusalalunsuande (Word-of-Mouth Intention) (8035U H8)




7

- Correlation
AuNAgIY Sig.
Coefficient
H9: n133u3AUEYN (Perceived Enjoyment) flAauduiusidauin 0.654** 0.000
fu Arudslalunsuansie (Word-of-Mouth Intention) (ou5U HI)
H10: n153u3AuYi Mg (Perceived Challenge) dmnuduiiusiu 0.500% 0.000
anusalalunisuensie (Word-of-Mouth Intention) (8015U H10)
H11: M155uiAuAIgalaveIn1seenikuy (Perceived Design 0.641% 0.000
Attractiveness) firuduiugideunniu anuddlslunisuensie (903U H11)
(Word-of-Mouth Intention)
H12: M3SuAuiann1ngilla (Perceived Sense of Pride) 0.631%* 0.000
Auduugidauaniu anusslslunisuense (Word-of-Mouth (803U H12)
Intention)
* A1 p < 0.05
* @1 p < 0.01

auufgiudnd 2 msfinwuaziinsigiaudiniuduss (1) ns¥udaudte (Perceived Ease of
Use) (2) M3¥uiuselew (Perceived Usefulness) (3) mﬁuifmmam (Perceived Enjoyment) (4) n13
Suiauvime (Perceived Challenge) (5) n135u3A11uAsanlaveIn150@nNUUY (Perceived Design
Attractiveness) (6) M33u3ANFANA1ANILA (Perceived Sense of Pride) fifisie Arudslalunisnduun
1441 (Intention to Reuse) wagausslalun1suense (Word-of-Mouth Intention) WiloinrAveffl#du

LWAE U LWAYES

1NM15299 4-9 wud Tumeyie n13fuianude n1sfuiusslevd n1ssuianuayn nsiud

ANNINIEY N135U3ANNALNALITDINITEBNLUY wagMsTuiauidnaianiila dauduiusideuinde

N v [ a a [ [

ANUALAlUNIINaULNTEE AT ANUAIb A UNISUBNAD BENRNEEANIEDR NSeautEdA 95% way

o o

99%

v
= 1%

Jagendanuduiusidsuinsernuaslalunisnduanldtruinias Wawmadusie fs n1ssus

q U

Audanniagiila Fedlanuduiuslusedugs (R = 0.682) lnetadedunianuduiusluszAugssesasn

loun nsfuianudagalavesniseanuuu (R = 0.629) nsiuiusslend (R = 0.622)

Uadeniianuduiuslusedvuiunarsdennudslalunisnduanlddn lawn n1ssuianuaun

(R = 0.568) NM133UFAIUTIIME (R = 0.537) daunsiuianude Wuladeiifianuduiusidauindenin

'
o

aslalunisnauunldgiinan Inedanuduiuslussauam (R = 0.319)
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v

Jadenfianuduiusieuindeainudilalunisvendeniniign Wewmeduye fe n135u3

U

Usglowl Bellanuduiusluseduas (R = 0.670) InedadudundanuduiusluszAugesesasn laun Ao

nsfuirnuidnningiila (R = 0.637) nsfuianuaun (R = 0.614)

Jadendanuduiuslusyiviiunaisdeainunslalunisvende loud n1ssuiaufsgalaves
N1988NLUY (R = 0.569) wazn133uiAaruimie (R = 0.513) daunissudainudne Wuldadeiid

AdNTusuIndeauatlalunisuendesiian lnedauduiusluseaud (R = 0.394)

o

Wodlnserkenaunguueiawys tawn Jadeiifertesdiunissensumealulad uas Jaded

o ¥ o o

WNetaetuny wuIn tudinvesladeninedesiunseeusumalulagnidneainusatalunisnduun bogn

o

wud1 Msfuiussleviidsyavanuduiusinnninmssuinnude wugiuanuduiusniiseainunda

Tunsuanee

a A

Tuvaue? WeRasandadenifedosiuny smulad nssuianuidnaagilandseaundla

Tunsnauanldagnfissiuanuduiusiunnign wuieiiuanuduiusiideanundlalunisuense

A5197 4-9 AduUsEANSanduius voaFuUsAuNT 6 NiFRafLUTAIUN 2 F Wauwenie

N =140
- Correlation
AuNRFIU Sig.
Coefficient

H13: M33U3AIUdY (Perceived Ease of Use) IAuduiusigauan 0.319** 0.000
ffu anusdlalunisnduanlden (intention to Reuse) Wlaiwmvasld | (vousu H13)
Dumene
H14: n35uiuselend (Perceived Usefulness) fliaauduiusifieuin 0.622*% 0.000
fu anusdlalunisnduanlden (intention to Reuse) Wlawwmvasld | (vowsu H14)
Dumene
H15: M33uAaun (Perceived Enjoyment) Auduiusidauin 0.568** 0.000
ffu anusdlalunisnduanlden (intention to Reuse) Wlawwmvasld | (vawsu H15)
Dumene
H16: NM135U3AUY MY (Perceived Challenge) Siauduiusiu 0.537** 0.000
anusdlalunsnduanlden (intention to Reuse) ioimavosflfifiu | (vowsu H16)
AT
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- Correlation
AuNAgIY Sig.
Coefficient

H17: mﬁuimmﬁa@ml%mmiaamw‘u (Perceived Design 0.629** 0.000
Attractiveness) fimnuduiugiBnntumnudslalumsndunlder | (eusu H17)
(Intention to Reuse) Wamava sl dumeme
H18: nM35uiAu3ann1Anila (Perceived Sense of Pride) il 0.682%* 0.000
muduTudBeuIniu eruddalunsnduanldd (Intention to (80150 H18)
Reuse) iloirvasflitdumemne
H19: NM135U3A213478 (Perceived Ease of Use) flAuduiudifieuin 0.394%* 0.000
fu arudslalunsuanse (Word-of-Mouth Intention) Wieiweves (s0u5U H19)
Al Tumere
H20: nM35uiuselend (Perceived Usefulness) flAauduiusidauin 0.670% 0.000
fu arudslalunsuanse (Word-of-Mouth Intention) eweves (80150 H20)
Al Tumee
H21: nM55uiAuaun (Perceived Enjoyment) SAuduiusigaun 0.614** 0.000
fu arudslalunsuanse (Word-of-Mouth Intention) Wieiwewes (gou5U H21)
Al umerne
H22: n13¥u3Auvimng (Perceived Challenge) dmnuduiiusiu 0.513* 0.000
mnusslalunsuensie (Word-of-Mouth Intention) Lﬁ'ameaa;ﬂ% (v0u5U H22)
Junevie
H23: N155uiAuRIgAlareINIseRNkuU (Perceived Design 0.569* 0.000
Attractiveness) Simnuduiug@auaniuanuddlalunmsuense (s0u5U H23)
(Word-of-Mouth Intention) LﬁameaﬂQ‘ﬁLi‘Jumew
H24: msfudauidnningilla (Perceived Sense of Pride) il 0.637* 0.000

ANMUFUNUSLTIUINAU ANUsIlalun1suanse (Word-of-Mouth

Intention) leimeveldilumeye

(¥ausU H24)

* @1 p < 0.05
** @1 p < 0.01

AN 4-10 wud Tuwands n1suianude nsfuiuselevd mssuinnuaun n1ssud

AUTNEY N155UANNANALITDINITEDNLUY waxN15TUIANNIANAIAQITe

o o W

Aausslalunisnauinldguazanuaslalunisuense egrslitodiAgniseda Aszaul

99%

]

1Y

UAUFUN

o

(%

Y

SLT9UINAD

& 95% Lay
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1%

Jadendianuduiudideuinsennuaddalunisnduanlddwnniagn Weomeilundgs fs n135u3
ANUAIATAVRINITBONLUY Wag N133uiAuidnniagiile Jalanuduiusluszdugs (R = 0.702) lny
Uadudunilanuduiusluseiugsesan taun n1sfuianuayn (R = 0.688) uaznisiuiuselevil

(R=0.667)

Tadeniianuduiusiuszaudiunatsdenunslalunisnduanlddn laun n1ssuiaiiudne
(R = 0.433) waz M3suianuinme Juladeifienuduiusidauindeanundalunsndunlddisiign

Tnefianuduiusiuseautiunane (R = 0.429)

Uadenfianuduiusidauindeniudslalunmsvendenniign Wewmadunds fe n1sduian
Asgalavesniseanuuu danuduiuslusyiugs (R = 0.709) lngdadeduniaiuduiuslussduge
seda317 tauA Ao NMsfuiAnuaun (R = 0.691) nssuiuselewt (R = 0.648) M3suinnuianninniila

(R =0.624)

Uadeniianuduiuslusedudiunaisdennuadlalunisuensde lauwn n1ssudauvinnie &
anuduiuslu (R = 0.484) uazmssuinnuie lnenisiuimnuie Wutfeniiauduiusidauinse

anwsidlalunisuensesiifian (R = 0.461)

LY

A a ¢ ' P v o A v 9 Y = v A
LﬁJEnLﬂi?z%LLﬁﬂﬁl’]Mﬂ@M‘ummLL‘Ui 1®LLﬂ {]g\]'ﬂEJ‘VlLﬂﬁnsﬂ@Jﬂ‘Uﬂr]'i’c’JEJlJﬁULVlﬂIUIaEJ waz Uade?

o v [ o

Werdaeiuny wun tudruveatasengitesnuniseeusumaluladnilsaniusdlalunisnduunlysn

o

wud MsuiuslevdiszAuanuduiusinnniinissuianude Wusgiiuanuduiusiiideninuasla

Tunsuanee

Tuvugd Weiansaniadeiifesdesiung asiulddn seduanuduiusuesnissuianufgala

Y8aN15RRNRULLAENTTTUIAN AN Tlanideauaslalunsnduanldgdseauanuduiusiuan

o

fan TuvaAiseduanuduiusvenisiuianufsgalazesnisesnwuuiisdeainunslaluni suensed

SEAUNUINTER
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N = 155
- Correlation
GHEEL ) Sig.
Coefficient
H25: n133u3A4n8 (Perceived Ease of Use) dAnuduiusgidauan 0.433* 0.000
ffu anusdlalunisnduanlde (intention to Reuse) WlawwAvasld | (vausu H25)
Jumends
H26: n133uiuselenl (Perceived Usefulness) danuduiusidauan 0.667* 0.000
ffu anusdlalunisnduanlde (intention to Reuse) WlawwAvasld | (vawsu H26)
Jumends
H27: nM35uiauaun (Perceived Enjoyment) SAnuduiusideuin 0.688** 0.000
fu easalalunsnduanlddn (intention to Reuse) Sommvesdld | (vousu H27)
Jumends
H28: n153u3AUYIMNe (Perceived Challenge) mnuduiusiu 0.429* 0.000
ausdlalunisnduslden (ntention to Reuse) ilaiavoadléidu | (sousu H28)
LWNAE
H29: NM155uiAuAIgalaveINseenikuy (Perceived Design 0.702* 0.000
Attractiveness) Sinrudiiusidsuanfuanusdlalunsnduanlddn | (sewsu H29)
(Intention to Reuse) WloinaAvasfldidumands
H30: msfudauidnningiila (Perceived Sense of Pride) il 0.702* 0.000
audusBauandu arwdstalunisndunilde (intention to (#0u3U H30)
Reuse) Wlaunavasldidumand
H31: n153u3Audng (Perceived Ease of Use) danudusiugidauan 0.461* 0.000
fu emusalalunisuande (Word-of-Mouth Intention) ilewmeves | (vousu H31)
Al umenda
H32: n1s3uiuselend (Perceived Usefulness) danuduiusidauan 0.648* 0.000
fu emusalalunisuande (Word-of-Mouth Intention) ileweves | (vousu H32)
Al umenda
H33: n1s3uiaruaun (Perceived Enjoyment) dAnuduiusidaun 0.691* 0.000
fu emusalalunisuande (Word-of-Mouth Intention) ilewneves | (vousu H33)
Al Tuwandgs
H34: n133u3AuYi Mg (Perceived Challenge) dmnuduiiusiu 0.484* 0.000

Aunstalunisuensia (Word-of-Mouth Intention) Lilelwavesld

e

(ausu H34)
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- Correlation
AuNAgIY Sig.
Coefficient
H35: N155U3AUAIYAlaTeINTRNKUY (Perceived Design 0.709** 0.000
Attractiveness) fiauduiusidsuniuanustlalumsuensie (wausu H35)
(Word-of-Mouth Intention) tetwrmasglidumemd
H36: NM135uiAu3ann1Anila (Perceived Sense of Pride) il 0.624** 0.000
aruduiusBsuantu anumtlalumsuensie (Word-of-Mouth (Bausu H36)
Intention) Wewwewaaglidumends

* @1 p < 0.05
* @1 p < 0.01

auufgiuainil 3 nsAnwazrlinsizsinnuduiuguss (1) M3uianude (Perceived Ease of
Use) (2) ﬂﬂi%ﬂiﬂiﬂﬂﬁjﬂ (Perceived Usefulness) (3) mi%"uimmauﬂ (Perceived Enjoyment) (4) n13
Fuiauvianiy (Perceived Challenge) (5) n1sSuiadunsgalavesniseaniuy (Perceived Design
Attractiveness) (6) M33uimnudnnagiila (Perceived Sense of Pride) fifivle auddlalunisnduan
191 (Intention to Reuse) uazausilalunisuense (Word-of-Mouth Intention) iolaiusisduvasild

v 1uousdudng 1uewsiuing v wuawsiuwen

91nM15097 4-11 wudn Tuesdudnd n1sfuiainudte n1ssuiusslent nisiudmnuayn

nsfuiAnurime Mssuianudgalavesniseaniuy wavn1siuianuidnnagiile danuduiusigs

N

ynsa Anuadlatunsndvunldginaranusalalunisusnde ag1eiidudne

AnNana NszdutedAey

o

95% uay 99%

v '
=

Jadeifianuduiusidauinsennuaslalunsnduunlddunniign demwesdulugnd e

n1sfuiruaun (R = 0.699) Inedadeduniiauduiuslusedugisesaun laun n1ssuivselowy

(R = 0.694), NM35U3A1UAWALITDINITBANUUY (R = 0.619)

Uadeniianuduiusluseduiiunassornusddalunisnduanlden Toun n1sfuianuvinnie &
ANMUFURUSIUSEAUUIUNE (R = 0.532) d1utadenimnudunusi3euinmaninusdlalun1snauuntyan
Afian fie nsTuianuidnningiila R = 0.342) wagnisfuiaiudte (R = 0.342) laedauduiusly

q

SEAUM

v o ¢

YadenfianuduiusiBeuindernuaslalunisuandeunniign Welatusistududnd fa n1s
Fuiusglond Fallanuduiuslusydugs (R = 0.690) Inedadedunilanuduiuslusyivgesesan loun

nsfuiAmayn (R = 0.672)
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Uadenanuduiusluseiviunaisdeainundlalunisvense laun n1sfuiaugalaves
N1590NLUY (R = 0.585) n153uiAnuvinnie (R = 0.482) dwdadenflianuduiusidauindeanusdlaly
msvensdeffign M nssuianuienasnisiuianuidnaagila Wu lnefanuduiuslussivuiu

na1e (R = 0.411)

Wodlnssrkenaunguvesiinys lawa Jadeiineidesiunissensumalulad way Uaded
Wentasiuing wud Tudwvesdadeninerdesiunisseusumalulagniseausnslalunisnduunlyen
wud MsuivssleviiszAuanuduiusinnniinmssuianude wuheatuanuduiusidneanusdla

Tunsusnsio

Tuvuzd Wefiansandadeiiiesdesiung sumulddn sedvanuduiusvesnisiudanuaynidl
seAuAslalunisnaunildgiissAuanuduiusnunnian wudeiuanuduiusidneanuadlalunis

UanNsa

A5197 4-11 ANUUSEENSanEUNUS VLU IAUNY 6 NAamILUIALIT 2 6 Watdwaiuesdudnd

N =90
- Correlation
AUNAFIY Sig.
Coefficient
H37: n133u3Audng (Perceived Ease of Use) daduduiiusidauan 0.342* 0.000
U audslalunisnduanlden (Intention to Reuse) Wiotaieisdun | (veudu H37)
aapﬂ%’ﬁmmumﬁmﬁn%
H38: n1s3uiuselend (Perceived Usefulness) danudunusidauan 0.694* 0.000
U audslalunisnduanld®n (Intention to Reuse) Wiotaiweoisdun | (veudu H38)
oslifuaieisiudnd
H39: n1s¥uiaruaun (Perceived Enjoyment) dAnaduiusiauan 0.699* 0.000
U audslalunisndusnlddn (Intention to Reuse) Wiotaiweisdun | (veudu H39)
oslifuaieisiudnd
H40: n153u3AuYIMNg (Perceived Challenge) dmnuduiusiu 0.532* 0.000
audslalunisnduunld®n (Intention to Reuse) Wlotaweistures | (veudu Ha0)
Atduaeisiudnd
HA1: N155u3ANAIRAlITeINTRNKUY (Perceived Design 0.619* 0.000
Attractiveness) SauduiudiBauanfunnudsialunmsnduanldsn | (gewdu Ha1)
(Intention to Reuse) Wolaweistuveslfiduameisiudng
HA2: m3SuiAuianningilla (Perceived Sense of Pride) i 0.342%* 0.000
auduTLSBsuanfu anudslalunisnduanlden (intention to (885U HA2)
Reuse) letatusistuvasgléifuaiusistung
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- Correlation
AuNRAgIY Sig.
Coefficient
H43: n135U3A213478 (Perceived Ease of Use) flAuduiudifieuin 0.411% 0.000
fu Arudslalunsuanse (Word-of-Mouth Intention) Wietaiue (80150 HA3)
istuvesiliifuaiueisdudng
Ha4: n35uiuszlend (Perceived Usefulness) fiaduduiusifiauin 0.690%* 0.000
fu Arwdslalunsuanse (Word-of-Mouth Intention) ietaiue (you5U Had)
istuvesiliifuaiueisiudng
H45: nM133uiAaun (Perceived Enjoyment) SAnuduiusigdeudn 0.672%* 0.000
fu arudslalunsuanse (Word-of-Mouth Intention) ietaiue (8015 HA5)
istuvesiliifuaiueistudng
Ha6: NM135U3AUYI MY (Perceived Challenge) siauduiusiu 0.482** 0.000

Anusdlalunisusnse (Word-of-Mouth Intention) Wietaiuaistuy | (seusu Hae)

aflfiluaesdudnd

HA7: n135u3ANRIRAlaTeIN5RNKUL (Perceived Design 0.545* 0.000
Attractiveness) iaudunusidsuinnuanusdlalunisuense (815U HAT)

(Word-of-Mouth Intention) iietasueisiuvesgldiiuaueisdudnd

H48: msfudauidnningiila (Perceived Sense of Pride) il 0.411* 0.000
ANMUFUNUSITIUINAU AURItaluNISUBnsD (Word-of-Mouth (z9u5U HAB)

. A ) v o & &
Intention) LlIE)L%L‘uaLS“U“LJ‘*UENQELGULﬂuLRJLUE]Li%ULE]ﬂ‘&I

* @1 p < 0.05
* @1 p < 0.01

AT 4-12 wudh Twawelstune msfuinnude nssuiuselent nsuiauayn n1s
Fufanuinme nssuianufgalaveansesnuuy uaznsiuiauidnaagiile danuduiudideuin

sie Anusalalunisnduanldenasanuddalunisuende sgraditudfamnieada Asssutodda 95%

W 99%

Jadeiflanuduiusidauinsennuaslalunmsndvunldgunniige dowuestuiuneg Ao ns

Fuianuddnniagila Faeuduiusluseduas (R = 0.722)

Uadeniianuduiusluszauirunatsseninudslalunisnduunldan laun nssuiuseylesd
(R = 0.580), M3suiAnusgalavesn1seaniuy (R = 0.541), Msfuianuaun (R = 0.504), n1s3uiA
e (R = 0.444) dudadenianuduiusidauindennuaslalunisnduanldgwnign As n1sfuinig

18 Tnedanuduiusiuseaum (R = 0.259)
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JadendenuduiusiBuanderudslalunmsuenseuniign Wewestudune fe n13sud
Audanniagiila Fedlanuduiuslusedvgs (R = 0.712) lnedadedunianuduiusluszAugisesasn

loun nssuiusslend (R = 0.604)

Jadendanuduiuslusyiviiunaisdeainunslalunisvende loud n1ssuiaufsgalaves

v aa

N1598AKUY (R = 0.594), N155U3ANNTIMNY (R = 0.526) M3Tuianuayn 8 (R = 0.519) drudadend

Y

AnuduiusigavIndeausdlalunisuensesifian laun n1sfuiaudie Tnelianuduiuslusedus

(R=0.318)

'
a

Wodlsierkenaunguvesiawys taun Jadeiiiettesiuniseensumalulad way Jady
W9 UNY WU tudineesladeniieteanunseeusuwalulagni aeanundtalunisnavui bugd

wud MuiussleviiszAuanuduiusuinnininissuianude Wuieduanuduiusifideauasla

Tunsusnsio

Tuvauen Wefinnsandadeiieadesiuiny asuiulddn seauanuduiiusveanissuianusdn

magiilandidennudddalunisnduanldgrliseauanuduiusiuinian wudgiiuanuduiusitse

ANMUAILILUNITUBNAD

AN597 4-12 ANduUSEANTaNAUNUS VLU sAU 6 NisafuUsaue 2 67 Waiduaiwasduing

N =119
- Correlation
AuUAgIY Sig.
Coefficient

H49: N135u3A913478 (Perceived Ease of Use) flAuduiudifiauin 0.259** 0.000
fu audslalunisndusnlden (Intention to Reuse) Wiotatuelsdun | (veusu Ha9)
aa@‘l%’lﬂw,muaw%’uma
H50: n155uiuselend (Perceived Usefulness) fiaduduiusidauin 0.580%* 0.000
fu audslalunisndusnlden (Intention to Reuse) Wiotatueisdun | (veusu H50)
aa@‘l%’lﬂw,muaw%’uma
H51: M35uiAaun (Perceived Enjoyment) SAuduiusigeudn 0.504%* 0.000
U audlalunisndusnlden (Intention to Reuse) Wiotatueisdun | (veusu H51)
aa@‘l%’lﬂw,muaw%’uma
H52: N153U3ANYIMNe (Perceived Challenge) dmnuduiusiu 0.444** 0.000
audalalunisndunnld®n (ntention to Reuse) Wislatuaisfures | (voufu H52)
;ﬂ%’lﬂummamsﬁ"mw
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- Correlation
AuNAgIY Sig.
Coefficient
H53: M135U3AURAIYAlareINTERNKUY (Perceived Design 0.541** 0.000
Attractiveness) fiauduiudidunniuanuddlalunsnduinldsn | (seusu H53)
(Intention to Reuse) Watwatstuvesfliiduaeisduneg
H54: nM135uiAu3annAgilla (Perceived Sense of Pride) il 0.722% 0.000
AU duaniu anusalslunisndusnlden (ntention to (805U H54)
Reuse) Lﬁ’e)LR]Lu@LS%U%@Q@%L@UL%LN@LS%&U’NEJ
H55: N1335U3A913478 (Perceived Ease of Use) flAuduiudifieuin 0.318** 0.000
U anusslalunisuensie (Word-of-Mouth Intention) iataiue (8815U H55)
istuvesiléifuaiueisiune
H56: nM35uiUselend (Perceived Usefulness) flaauduiusidauin 0.604** 0.000
U anusalalunisuensie (Word-of-Mouth Intention) Wlataiue (805U H56)
istuvesiléifuaiueisiune
H57: nM35uiauaun (Perceived Enjoyment) SAuduiusigauin 0.519** 0.000
U anusalalunisuensie (Word-of-Mouth Intention) lataiue (80u5U H57)
Lﬁ%"umaﬂéﬁl%lﬂumuaﬁ%bmw
H58: N133u3ANYIMNY (Perceived Challenge) dmuduiusiu 0.526* 0.000
ausalslunisuansie (Word-of-Mouth Intention) Weaiueistuy | (seusu H58)
aaplﬂ%lﬂummaw%’mw
H59: N155uiANAIgAlareINITeRNKUU (Perceived Design 0.594* 0.000
Attractiveness) fipudustugisuaniuanusslslunisuende (8815U H59)
(Word-of-Mouth Intention) Lﬁawmam‘%"umaq;ﬂ%lﬂumuaﬁ%’mw
H60: M3udauidnningila (Perceived Sense of Pride) il 0.712* 0.000
Auduiugidauaniu anusslalunisuense (Word-of-Mouth (815U H60)
Intention) LﬁaLﬁ]LuaLiﬁﬁuman‘L%LﬂuLaLuaLﬁuma

* @1 p < 0.05
* @1 p < 0.01

INANT199 4-13 WU lualwelstunen 1suinnudie nssuiuselevd nssuiauayn ns

YR

Fudanuime nssuianufgalaveansesnuuy uaznsiuiauidnaagiile danuduiudideuin

'
a a % CY

UN9EDR NTrAULYdIAY 95%

o )

a o o

f9 AUAILALUNISNaULN I AT ANLAILlUNSUBNAD BENlTEdNA

W 99%
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Jadeifimnuduiusidauinaeanudslalunisnduanldduiniian Weiweistuduugn Ao

'
o a

vinufsaalavesniseanuuy danuduiusluszdugs R = 0.764) lnedadeduniauduiusly

@

sEAUgeTedasun laun n1sfuiauaun (R = 0.697) n1ssuiaiuidnaingiila R = 0.678) n13ius

Uszlewd (R = 0.664)

Tadendanuduiuslusyiuirunansdennunslalunsnduunldd laud n1ssuianuvinme

o

(R = 0.498) warn1ssuinudie Wudadenfianuduiusidauindeniusslalunisnduunldgiifan

Tnefianuduiusiuseautuiunane (R = 0.497)

UadeiiflenuduiudiBavinsennudslalunisuendeuniian Wowwesduduuen fie nmssus
ANEUN (R = 0.763) Inedadedunianuduiusluseiugesesan laun nssuiuselovd R = 0.678)

nssuinnusmalavesnseaniuy (R = 0.665)

Tadeniianuduiuslusedudiunansdennunsdalunmsuende lauwn n1sfuianuianningiila
(R = 0.560) M35U3AUE R = 0.510) M3suianuinme udadenfianuduiusidauinseanunsla

Tunsnaunlggsmian Inedanuduiusluseduliunans (R = 0.463)

@ =

Welnsgriuenaunguaessiuys taun Jadeinerdesiunisvensumalulad uaz Jade

o oA

WNeYa9nUNY WU Tudinvesladenelvesnunissansumalulagniinaaiusalalunisnauunlydn

o

wud MsuiussleviiiseAuanuduiusinnniinissuianuie Wudgiuanuduiusifidenuasla

Tunsuanee

Tuvued Wiefiansaniadenifesdesiung azmuladn ssauanuduiusvesnissuianufgala

) v w s aa

YaanseenwuundaanuAslalunsndualddniissaunnuduiusiuniian Tuvaed sedunnuduius

vasn1sfuinnuaynidnenudslalunisuensieliseduiannian

A5197 4-13 ANUUSEENTANEUIUS VoI ILUIAUN 6 NiAafILUIALIT 2 6 Watduaiusisduwan

N = 86
- Correlation
AuNAgIY Sig.
Coefficient
H61: N135U3A213478 (Perceived Ease of Use) fliAuduiiudiiauin 0.497** 0.000
U anusalalunisnduanlden (ntention to Reuse) Wlewwelstun | (weusu H61)
aap:ﬂ%lﬂw,muat,ﬁumm
H62: n1s¥uiuselend (Perceived Usefulness) dpnuduiusidauan 0.664** 0.000
U audslalunisnduanld®n (Intention to Reuse) Wioteisdun | (veudu H62)
oslifuaiueisiunn
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ANMUFUNUSLTIUINAU ANUFIalunIsuanse (Word-of-Mouth

Intention) ieaiueisiuvesdlfiluaiueisdunn

(915U H72)

- Correlation
AuNAgIY Sig.
Coefficient
H63: nM33uiAaun (Perceived Enjoyment) fAuduiusigeudn 0.697* 0.000
U anusslalunisnduanldsn (ntention to Reuse) Wlewwoistun | (eusu H63)
sl fuaiuesiunen
H64: NM135U3AUYI MY (Perceived Challenge) Siauduiusiu 0.498** 0.000
audalalunisndunnld®n (ntention to Reuse) Wislatuaisiures | (voufu Hea)
At duaiueisdunen
H65: N135U3AUAIYAlaTeINTRNKUU (Perceived Design 0.764** 0.000
Attractiveness) firuduiudidwnniuanudslalunsnduunldsn | (seusu Hes)
(Intention to Reuse) LﬁaLmuaLsﬁﬁ"wuaa@‘lfﬁl,ﬂulﬁ]LuaLsﬁi}"uLLeum
H66: NM1335uiAu3ann1Anila (Perceived Sense of Pride) il 0.678** 0.000
AU duaniu anusslaluntsndusnldsn (ntention to (805U H66)
Reuse) LﬁaLmuaLssﬁl’usuaaﬁlﬁiﬂﬂumLuaLssﬁ"uLLsm
H67: n133u3Adne (Perceived Ease of Use) dAnuduiugidauan 0.510* 0.000
U anusalalunisuensie (Word-of-Mouth Intention) iataiue (805U H67)
Lﬁ%%d@ﬂ%@Luaﬁ‘?'}"uwm
H68: n1s3uiuseleni (Perceived Usefulness) dAuduiusidauan 0.678* 0.000
U anusslalunisuensie (Word-of-Mouth Intention) dlataiue (885U H68)
Lﬁ%’umm@%’ﬂuwLuaLﬁ%’umjm
H69: n1s¥uiAuaun (Perceived Enjoyment) dAuduiusiaun 0.763* 0.000
U anusslalunisuensie (Word-of-Mouth Intention) diataiue (885U H69)
Lﬁ%%d@ﬂ%@Luaﬁ‘?'}"uwm
H70: n133u3Auving (Perceived Challenge) dmnuduiusiu 0.463* 0.000
ausalslunisuansie (Word-of-Mouth Intention) Wotaweistuy | (seusu H70)
aaplﬂ%’tﬂul,muaﬁ%’uwm
H71: N155U3ANAIRAlaTeINTRNKUY (Perceived Design 0.665* 0.000
Attractiveness) fipudustugisuaniuanusslslunisuense (80u5U H71)
(Word-of-Mouth Intention) LﬁawLuaLi%buéuadpﬂ%’ﬁumumﬁmwm
H72: msfudanuidnningilla (Perceived Sense of Pride) il 0.560* 0.000

* 1 p < 0.05
** 61 p < 0.01



4.4 WaN1FAATIEVTaY ALY

ﬂ'lS'“JLﬂ'i'wﬁﬂ’J'lmmaElL%awn (Multiple Regression)

Junauil 1 n1sasrvdeunulsiuldiinnudunusiues (Multicollinearity)

89

Hair, Black, Babin wag Anderson (2010) nan3i1 Nsasaaaeundklsaulifinnuduiusiuies

A@11150n5798UlRa1nA1 Tolerance wag VIF (Variance Inflation Factor) #3@1 Tolerance Muunyay Ao

TA1unn 0.2 Tuwaeian VIF (Variance Inflation Factor) Mviungay fsiiansinin 4.0

AT 4-14 984U A1 Tolerance VBIFALUSAU 6 FaTiA1uInn7 0.2 Tuwausit @A VIF

Y8999 6 AU FAIRIN31 4.0 TULAAIIINITATIVFBUANUAURUSTENINAILUTAUNS 6 Fa bl

Auduiusiues (iatyn Multicollinearity)

A599 4-14 nseTdeUnUsAulddauduius U (Multicollinearity)

Collinearity Statistics

Tolerance
nsiuianude 0.580
nssuuszlevd 0.491
nssuiAuayn 0374
nssuiauvinme 0.671
nsuianungalavesniseanuuy 0.374
nssuianuidnniagila 0.436

QUABUN 2 NISNAFBUINTRUSAUUIIANEINITaU IdwensalRanUsaula
Ho: P = 0 (Fawdssunnsaldanunsarhunldnensalfuwdsanuls)

Ho: P # 0 (Fudsduuissanunsatuildnensalduwdsaule)

AuAslalun1snavun g

VIF
1.726
2.035
2.670
1.491
2,677
2.295

A9 4-15 Tudrunisiesgianudalalunisnduanldsn agwiulddn a1 Sie. = 0.000 370

Y aaa Y

auuAgudasulanduusduuiedanansadiunlgneinsadudsauld egraitudAgymeadianseau

95% FeanAanuduiusvasnsnensalagluseAuas R = 0.784)

o
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TudauveeAn R Square wuesduUsz@nsnsinaula = 0.615 TunuIEANIFILUTAUT 6 i
fhunAnwaiunsaesunenisilasunUasvesnnuaslalunisnauunlddnle 61.5% @udn 39.5% inann

dvswavesladeduy Aldlahundnwilunuideil

aMuaslalunisuansa
A15199 4-15 Tudrunisitasigsininusalalunisuende azfiuladn A1 Sig. = 0.000 370

o o o

auRguisasuliifuusiuunsiiannsadunlinensaifuusauled egrsiifodifynisadfvseiu
95% Feanaeuduiusvesniswensaiaglusziugs | = 0.767)

Tuduresen R Square vinedsduusyansnissnauls = 0.589 thimneanuindhuusduia 6 &
fndnwannsoesuemsidsunasesnuddalunmsnduunldenld 58.9% dnwsn 41.1% Anen

dvswavesladeduy Aldlahundnwilunuideil

M139 4-15 11919N153ATIEVAINDANRELTINY (Multiple Regression)

anunslalunmsnauaniden anunsialunisuanse
R 0.784 0.767
R Square 0.615 0.589
Adjusted R Square 0.607 0.580
Sig. 0.000 0.000

v

& ] a a v & A W P ] o v
VUNDUN 3 ﬂ’]iﬁli’JQﬁﬁJU@%SWﬁ%ﬁN‘ﬂ%ﬁlﬁméj 6 NAndAILUITAY 1ﬂLLn ﬂ’J’]QJGlﬂfﬂuﬂ’linaUN’ﬂﬂl‘d’]LLaz

AuAelalun1suansa

v dada a Y

TunsiadadeniidnSnanesmuwdsany sulawn anuddtalunsnduunlggwazanuaslalunisg

' o v v

vande ansainlalaegel Sig. vndiAdinda 0.05 avfiehiadeiuiinasediuusniu egrlidudAgnig

aftiAnszAy 95%
= I v dAda o i & 9 vy = 9 v o
1NA1597 4-16 eI Yadeniddnsnadennuaslalunsnduunldan § 5 Jade loun n1s
$uiAudng nssuduselewd nisfuianuaun nssuiausgalavesnisesnwuy wag n1sius
Audannngilla
Uadeniansnasoanusslalunisuensie & 5 Yade loun n1ssuiuselend nssudauaun n1s

Suianuriimne mssuianudsgalavesniseeniuy waz n13suinnuidnaiagiile



A15199 4-16 N1SATIVFBUBNTNAVRIILUTAUNLRDALUTAY

AuRalalums
nuanlddn

B Sig.
(Constant) -0.563 0.026
n133u3A2Ne -0.168 0.015
nssuiuszlevd 0.302 0.000
nsfufanusyn 0.205 0.007
n1s3uianuvinnie 0.098 0.073
ns3uianumgalavasniseaniuy 0.304 0.000
ns3uianuidnniagila 0.359 0.000

LHIB991NATIIABULAL WU U899 6 TdnSnasonrrusslalunisnavuntegn endu nssus

AMUTIIIY dudluvpInuRatalunisuansa Uadene 6

A5ATILNINASY Lagldanieianlsnidnsnawintu

YURBUN 4 MIATNEUNITAUNADNDLLTINY

NA5199 4-17 @nsnsaihuTeuaunisianed

Intention to Reuse =

¥
o

-0.563 - 0.168PE + 0.302PU + 0.205EN + 0.304DE + 0.359PR

@

anunslalunis
Uanea

B Sig.
-0.268 0.267
-0.043 0.514
0.327 0.000
0.250 0.001
0.127 0.016
0.216 0.003
0.183 0.006

91

[

Y

ARvEnauiy eniu M1sTuinudie Juih

Word-of-Mouth Intention  =-0.268 + 0.327PU + 0.250EN + 0.127CH + 0.216DE + 0.183PR

A15NN 4-17 11319MTIATIZVIANEANRELTINY (Multiple Regression) a1saunianizUadeiiisnswa

(Constant)

n133u3ANMIe

nssuiuselevd

n133u3ANNEYN
nssuianudionie
n1suianumgalavasniseanuuy

v Y b =1 al
nsfuianuidnniagiila

Auls

PE
PU
EN
CH
DE
PR

amusslalunis
n&uanlden
B Sig.
-0.563 0.026
-0.168 0.015
0.302 0.000
0.205 0.007
0.304 0.000
0.359 0.000

ausslalunis
Uanma
B Sig.
-0.268 0.267
0.327 0.000
0.250 0.001
0.127 0.016
0.216 0.003
0.183 0.006
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d' a o a 174
UNN 5 d5UNan19I98 aAUTIENE LASUDLEAUDLIUY

5.1 A274U"

MmATeludresund 5 awhiauananTiinTeideyanmunildlunisneuingUssasdves

NIty wazdinseAunenalulssinudiAyy Mnerdesiuanudde suuisdaiauswuzeing NERTeLddi

faanudrAguavdstleviifimiludnisfneses U

5.2 NMSNARBILATANYULURINGNADENS

a1 o=

suiteluadsdifunuideBamnans (Experimental Research) PRGNS ELIY PRFATRR
nansENUveIuUsLarauduiusvesuys feil (1) Jadedunisvensunalulad (Technology
Acceptance Model) Us¥naudag n133U3A1131418 (Perceived Ease of Use) wazn1s5uiusslowy
(Perceived Usefulness) waz (2) fadeifeatdeafunuifning Uszneuse nsfuianuayn (Perceived
Enjoyment) n133U3A1471MN18 (Perceived Challenge) Msiuiaussgalavesnisesnuuy (Perceived
Design Attractiveness) waw n135uinInusdnmagiila (Perceived Sense of Pride) fifitonudalalunis
ndual#dn (Intention to Reuse) Lagaudslalun1suande (Word-of-Mouth Intention) Taemiag
segndlumsinwiutsesnifu 3 nau lun (1) nduiatueisiudng Taeidudeyaan annansd yaains
meluaugmdvomanitaznistydawiainsaluminetds uag winauvioyananlluviiom
Pnasnsaluine1ds (2) nguiaiuaistune taeifutoyannddndutd 1-4 answidvemansuazns
U @pnainsaliminerds way (3) nauiatueisiulen laaiiudeyanniniGou ananidunmnivilu

NIVWNNUAUAT

N3ANwILaEIATIEINANTENUYDIRILUTA9 Y Fzandunisiaglvinqudiegnadnldanuasdly

o~

Vulas https://quickdraw.withgoogle.com uaziilelailfiAnenfsonisivy Fadenldgunsaideans
UssLamieariu fie Iphone 65 ilofanuianiiinainnisldausiavesniediedns Insnsuaiuidn
iukuuaeuay lnswuuasuanusenausiedenuiiieideiuiiedesiey Fududaudsdu teun (1)
Padeilfedestunisvensumalulad (Technology Acceptance Model) e TAM léun n135u3AL
$18 (Perceived Ease of Use) wavmsuiusglon] (Perceived Usefulness) figldanuldiuainmsidisay
uay (2) YadeiiAertasiununfnnm Téun n1sfuianuaun (Perceived Enjoyment) Mssuianssime
(Perceived Challenge) N135uiAnufnalavein1seentuy (Perceived Design Attractiveness) UWag N13
fudnnugannagiile (Perceived Sense of Pride) uagdauusm e (1) anudslalumsndusnlisn
(Intention to Reuse) uaw (2) Arusslalunisuanse (Word-of-Mouth Intention) Tnefisauusriu leud

WA Lae 1lualstuYeadldanu FanisadeuauuRgIuigg ienauA1n1aidenNundl 4 aunsoasy
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5.2.1  AMUFUNUSITNINRUSAULALAIMUTANY LLBAATISHIUNTNGIY

[ Y]

N3UN 5-1 anansaasuld dadl

Sense of Pride) fAuduiuslusesugs fis R = 0.690

2. Uajuiddvinagegadoninusdlalunisuense A n1siuiuselew (Perceived Usefulness)

fanuduiuslusedivgs Ae R = 0.659

PNwaNATgiamnsaasulainanuidnanuaiagilavemiiediegidulng

aunsavilbminauastatunsnauin bt launTu Tuvaen D1ReensiAnnIsUBNRBUINTY

£

onanentulunuselovunlaainnisldau wmszmidedegrdiulnglimiuddgiunissus

Y

Usglpwiduazihlugauaslalunisuensie

TAM

Perceived Ease of Use <]

GAME

Perceived Enjoyment <

Perceived Challenge =

Perceived Design

Attractiveness

JUN 5-1 naansauddeluningiu
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5.2.2  AMUFUNUSIETNINRIUTAULALAIMUTANY LUDAATISHANULNA

saice ' v o

n3UT 5-2 Fudunadnsn@nwimiedegianeve anunsaagule fil

Sense of Pride) fAuduiuslusesiugs A R = 0.682

2. Uajuiddvinagegadoninusdlalunisuense A n1siuiuselew (Perceived Usefulness)

fanuduiusluseives danuduiusluszduas Ao R = 0.670

PnwanTiaszanansaasuliiinnuidnanuniagiilavesmiediegedlgn

Wumevgaiunsaviliiaanuasdalunisnduunlddnleuindu Tuvaed d1deenisliinnis

£

vansalunArIgL1NTY a19sentuluNnUseloviilaainnisidau wmsizaaannnsIL AT IERLNe

Y [

enud mheieglinnudidyiunsiuiussleviduasihludanundlalunisuense

o

TAM

Perceived Ease of Use [~

GAME

Perceived Enjoyment <]

Perceived Challenge -

Perceived Design
Attractiveness

U7 5-2 nadwdeide Wewnavesldnudue
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sl ' Y o

NgUN 5-3 Fadunadnsnfnvimiredegranemdgs anansaagule dil

o

1. Hadeiiiidvinageandenuidlalunsndunlden & 2 Jade Ao masudnnaigalavesnis
28NLUU (Perceived Design Attractiveness) Wag n153uia11uidnningiila (Perceived
Sense of Pride) fianuduiuslusysiugs As R = 0.702

2. YaduilfiBnswagegasoanuddlalunisuense Ao n1s3uinaufsgalavesnisesnuuy
(Perceived Design Attractiveness) fiauduiuslussiugs anuduiuslusyiugs Ao R =

0.709

nHanTIATziansaazlladinnuisgalavesnisesniuukasaiuidnaiiy
ﬂmnﬁiwawmaﬁqadﬂaa’au’tmjﬁL‘T;Jumeﬁz@qmmiaﬁﬂﬁlﬁmmmﬁy’ﬂﬂuminé’uuﬂ%’ﬁgﬂé’
snau Tuvasi SresnisliAnnisuondelumendunntu enadeatiilufianufmelavosmnis
BONUUULIUAL INTIZHANNTAATIANANGINUI nidefmegulranuddyiunisiuiaig

fagalavesniseanuuusuaziiluganusdlalunsuense

TAM

Perceived Ease of Use [~

Perceived Usefulness [~

GAME

Perceived Enjoyment [

Perceived Challenge

-
Perceived Sense of |/
Pride

U7 5-3 nadwdnuide Wewnavesdldnudundgs
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5.2.3  AMUFUNUSIETNINAIUTAULALAIMUTANY LUBALATISHANNLILUBLTTU

saice ' v o

n3UT 5-4 Fadunadwsnd@nwmbeiegisauesdudnd aunsaaguld dail

v
' o [

1. Jajenddnsnagegasiaadiunslalunisnduunldesn Ae n1sfuiainuaun (Perceived

Enjoyment) fmnudumiuslusedugs fie R = 0.699

2. Uajuiddvinagegadoninusdlalunisuense A n1siuiuselew (Perceived Usefulness)

fanuduiusluseivegs danuduiusluszduas Ae R = 0.690

NuanFIegaunsoasUldihanuaunanansaiiliiiaauaslalunsnduunlden
Tounduluniediegramduaiuesdusng Tuvued drdeanistiinnisuandeluaiusisdu
WBNTU1nNTU 01980l UNUseleviNlesu Ins1snaaINNITIATITIILUBLTTUBSND WU UL

iegalirnudAyiunsiuisleviduasiiligainudsialunisuense

TAM

Perceived Ease of Use [<]

GAME

Perceived Challenge =]

Perceived Design
Attractiveness

Perceived Sense of |
Pride

JUT 5-4 nadwdeuide Wedldnuduaueistudnd
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NgUN 5-5 Fadunadnsifnwmesegnuamelstune aunsaagdle fil

1. Uadenildvswagegaseniundlalunsndunnlder de n1sfuianuidnaiagiila (Perceived
Sense of Pride) fiAuduiuslusesiugs fis R = 0.722
2. Uadenidvnsnageandoniuaslalunisuende Ae nssuianuidnniagila (Perceived

Sense of Pride) flanuduiugluseaugs danuduiuslusedugs fe R = 0.712

PnwanTiasgviansaaglldinanunagiilaiiliiisanuddalunisnduunldsn

'
1 a

wazAusslalunisuvendslauinduluniiefmesg19mduiaiusLsdulng WsIgNaannsg

[ [

Tswiaestune wud wihedegdlinnuddyiunisiuianuidanaagiiladuaziilug

£

anusdlalunisnduunldginaraiudalalunisusnse

TAM

Perceived Ease of Use [<]

Perceived Usefulness [~

GAME

Perceived Enjoyment [

Perceived Challenge <

Perceived Design | 1
Attractiveness

U7 5-5 nadwdeide Wedldemuduanestune
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n3U7 5-6 Bulunadwindnwimeseguauaisdungn annsaagUle dil
1. Uadeniddvinageaaseniuaslalunisndunnldan fie nssuianudsgalavesnisesniuy
(Perceived Design Attractiveness) finauduiusluszauas fe R = 0.764
aAa a !

2. Uajunavsnagegadeanuaslalunisuende fie n13fuialuaun (Perceived Enjoyment)

fanuduiuslusyivgs danuduiuslusedugs Ae R = 0.763

MnamTinTsiaunsaasUlihmuisgalavesniseenuuuriliAneuddalums
ndusldaldunniulumheiensiiduaueisiuien wrsmanmalinsshiauesduusn
wud1 mieiegdlimnuddyfumssuiauigalavesnsesnuuuduarinlugmnudalalu
nsnduanldn Weleseiarusdlalunisuende wuhaslianuddgylufinuayn wmsgsa
NNz tussanuI ms%fui’mmauﬂmmsadamaﬁiammﬁgﬂﬂu NSUBNADIIN

=
NeR

TAM

R = 0.497

Perceived Ease of Use [<]

Perceived Usefulness [~

GAME

Perceived Challenge =

Perceived Sense of | -
Pride

JUT 5-6 madwside Wedldnuduamesdunes
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5.3 madwmaaguluussenaldau

5.3.1

5.3.2

nsiwaagululdlugmged

1. wAdeilifunisdosenesdanuddunisimuimaluladlugluvureanufivnes
AsReesads Tnsnavesuddedliutnuddyresnsinuiadoseg fierdectu
mm:ﬁWﬂaﬁﬂﬁaéLﬁaﬁﬂUﬁmm%ﬂﬂumiﬂﬁwﬂ%sgﬂLLazmméy“ﬂﬂuﬂﬁuaﬂﬁia swluds
msiududsiu Toun e wag Wiweisdu gqﬁﬂﬁt,ﬁuguumﬁLmﬂﬁhaaaﬂlﬂmm’mié’a
Tuedin Faudunisiiivesdanuilvig iethludesennsnwinazanideiiAeteselulu
ARG

2. vlinsuseduanuduiusvestladosineg fdeadestunufinedasideesadeds
Adgladunuannenddelueda laun (1) n1s¥uanudie (Perceived Ease of Use) (2) N3
Juiuselewil (Perceived Usefulness) (3) n1s3uinnuaun (Perceived Enjoyment) (4) N3
Juianuvinme (Perceived Challenge) (5) M3su3AUAIgalaveinIseenwuU (Perceived
Design Attractiveness) wag (6) mﬁui’mmiﬁﬂmﬂqmﬂ (Perceived Sense of Pride) 17

famkUsay tawn Aumalalun1snaunlegl (Intention to Reuse) wayAINUAIba UG

yanae (Word-of-Mouth Intention)

o A

3. 31090 2 devihlinsuszaumuduiustestladenieg Auanansiunudwysniiun

N

o

AdeAnw iRy TOwA 1WA LAY LIS

ex2

(3

nsihuaasululglugauszena

1. uddelatursaldifusuanilunisesnuuuivlednisuuuuasswnuinies

N

asmswesats Mligeenuuulimsuisaduddyfimsiionsaniieshlusenuuuiiuledln
fisUuuuiimnzanfunguaudidesnisiiudoya Tnsanuduiusiinanaaiinsizives
midferilifeenuunaulihmaduguuuulafieasiageliianaudilalunisnduan
Tduaganudslalunsvense suasidumaifinsiuauvesfidrinilduntu Tnenadws

o

nuidbansaasula fadl

1.1 wadwslunmsau
nsadrsgUuuurennuiivhedasndeesaduiaiueuddlalunisnduunlden
msiuluiinsairsgiuvuiieriligldauinanuidnaagilanlsdnldou esain
Hadumssuianuiinmagiladiarudiiusiuanuitalunisndunldelusefugdian

(R = 0.690) owFsuiiivuiunng dadeiivhandnw (Ui 5-1)
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idlefinnsanusazdoran wuin fesnuuumisesnuuuliiiniueinvesionssy
Wisswefiarasuanunagilalifntulfidedldauihfnssulfesnafinanialy (§19ds
91nA15197 A-1 Fodnud 6.3 Fafldn R = 0.638) n3o Insinauetendiuludsuand
wansliifiunmd duosteyagldanun sWulsiuiuled 1y Ushahidi feg1eiigide
vhiausluuni 2 felduduledilinAnasndvefadedmivianssuitedsauuazsinazgn
thanldnszanednansluvazifndofivd desslomivesdoyaiiflinutisfuudsiiuthn
Fsrnummilunsinnuggamme msdhiausliiuisanuddyvesdeyarrdieia
Fruaunsudstiudoya (91nmsnsil a-1 fedanud 6.4 Tanudusius R = 0.592 Feaglu
sefuUunanaiougy) Jefldanuazidnnagilailifdusulunshemdeduszauds
Dusiu

'
@ a

wanandadunisiuinnuanamaniiloudy Yadedug Aedslianuddayiiuda

)

Ve =2

lawa nssuianuidndsgalaluniseenwuy n1sfuduselevl way n1ssudaaiuayn
desnts 3 Jade fanuduiusiuarudslalumsndualddrgaguiu (U 5-1) way
definnsanudastemanmeusaztlady (M9 a-1) nui

nssuimnuianaagela: aseenuuuliiiidnuasigalaauiidanldom 91nns
Sridedormanit 5.2 lumsldesiuseneusnag fiviansifinnuduiusdenusslaluns
nduslddunniigniieiioudieutudesniudug Taefanudmiuslussiugs (R = 0.625)

msuiuszlovt: deai 2.3 fndnisuselovisenueuazsdu fenuduiug
soanuislalunsnduanlddsnniigndoieudieututosmomsulutiafedentu (R =
0.627) Fameaguliinmsasraiuledfannsaidussloniodldnuewiogdug axhlug
arwsalalunsnduanldeldunniy

Ms3udmnuayn: msgsairsianssuiasuairsanvaynliuddldany sl
WinAuaunlesdusenauratelsenis W n1sadieanuduiie nsilideunate vse

VY2

a1l dnfuLdiu (Heijden, 2004; Lin & Bhattacherjee, 2010; Nysveen, Pedersen &

U

Thorbjornsen, 2005) dawaniianunsaadisldainnsynnuunauna Tnsesldnalnves
LﬂwmmﬂLLUUM’U?smﬁl,ﬁa%’umﬁau’l,ﬁl,ﬁﬂwqﬁmsmL%qmﬂLLavasz:ﬁL%waﬂﬁias’ﬂ%'mu

%ammammﬂu‘uam Wmmm’maamﬂamﬂwamamw 6.3 ey 6.4 mnanmﬂiiaﬂuu

orau SuavdsmaliAnanusslalunisndualds

Y

i

=b

nsassgUuuUTennuivhesasdresadafioiuanudilalunsuende madu
luiusglod esanguil 5-1 wandlifiuindadedtiauduiussonnudilalunisuende
wndign Ae n1s¥uiuselevt edinszidemauiiAsadunissuiusslond wui 1o
Frnufl 2.3 finanfssslovdonuariau Sanuduiusdeaudlalunsnduuly
sunniiandoieudsuiudemaudulutiafoieatu |/ = 0.656) WuFeiuanuitla

Tun1snduanlden Tnefianuduiusnuinnitdntios
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Tudiuvestadodusg Mfoonuuuorslimnuddqiiuga leun mssuianuayn
nsfuianuianfegalavesniseeniuy wag nssuiauidnaingila lneliauduiug
sonrmdlalunisuensolusziugs Fudodinsgidemauluudazdafoanansed a-1
nu

msfudauayn: dosinud 3.4 Sunuiiiuledivisadsautuiditudu
aruduitusionnuitlalumsuendemniian (R = 0.600) ilewFeuifieuifudemanudueg
Tutadenisiuimnuayn Tnefinnuduiuslussivas

ns3udanuidnisgalavesnisoonuuy: iednsesidedaoniuusazde wuin
dofauii 5 Fefieudiiusieauddlalunisuendelussdutiunans dadu Feorals

o v o

AnudAyiunseaniuuluvatys Ysean wu nsldnsmiin sunn viietennuiazgn

o

o A = Y & o &, =~ P
128} Iuig(ﬂ‘U‘WL'Mll'?ﬂallLW@IﬂﬂﬁQVUWLQ‘Uﬂﬂ'ﬂNLUU?%LUEJUWJEJ

nssusrnuidnningiila: dedanui 6.3 duddnaingilalunisldanuiuledly

o o 6

1l deuduiusdeanudslalunisvenseuiniian (R = 0.602) Inedinnuduiusiu

aflee

A

v
o v o =

seauge fady Jsmseanuuuianssulvilianseinuinnenazaisnnunailaliinduld

1.2 WaawsSaune 1aua iwAYIY Lag LNANES
121 wwAwe

nsaeguiuuvennuinigdasIfgesadaiiaiuaunslalunsnauunldeily

v

wiAy1y wudn Jadedfiauduiusdeniiunlalunisnduunldgrunniga Ae n1sius

]

a

ANuiannngile (R = 0.682) (3U# 5-2) WaTasesiusaztarin1ulunisnei a-2 wui

. o
Al [ [ N

amaud 6.3 duidnniagilalunisldeuivledluaied Sanuduiusronuddlaluns

e

= [

navun g Tuseaugeanan (R = 0.650) LlaslSeufisunudanianudulutdadenissus

Y 9 Y
v =

ANuidnningiila sesasun Aederniuil 6.4 Juidnitdeyavesduiinnudfy lned

Y

ANudNTusluseaugs Wiy

ludiurainsasieguuuuvesnnuiivigansiagesadunetiuaunslalunisuen

N o

AoluLnAY1g WUl UadeiianudunusaonlnumalalunisuanfauInyan e n155u

q

ealte

< £

Uselawd (R = 0.670) LD ASIEARUTEAIDIULAAETD MUAITIN A-2 WU T9A10UT 2.3

v '
v a

dudnimadldauluivlediiluusslenideddueuasiu danuduiuslugign

q

(R = 0.667) Wawssuisuiuternuaulutadenissuiuselen

1.2.2 WAL
nsaegukuuveunuinigdasIngesadaiiamiuauntlalunsnauunldeily

wiends nud1 Yadendianuduiusaornusddalunisnduanldanunnian & 2 Yade loun
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n135u3ANUIAnAagalavenITeRniuy kag N135u3ANNIANA1Aille (R = 0.702) (FUN

5-2) WipAAsesudamaufazdalun1snen a-3 wuin

=% &

nsfuiannuidnigalavesnisesnuuy: dedaui 5.2 uled

Y Y

UiperUsenau

s

#1199 M19AT7 TAnuduiiusasiian (R = 0.647) Wawssuisuiudemaudululadonis

Y

¥
=1

Fudmnudnfagalavesniseenuuu sedawn fe dedauil 5.5 nsesnuuuvediuludd

Mlrdunsulainessusuldnudvlediiognals R = 0.619) Insfianuduiusluseauad

U

LYUNY

o

ns¥uinnufdnaiagile: dediowd 6.3 1Budefauiifinnuduiusgadiae
(R = 0.625) WowFsuiiivuAvdemamduluiadonisiuimuidnnagiile

Tudrumsadeguuuurennuivhedasdeesadaiefuanuddlalunsuense
Tuemds Inetladeiifanuduiussenuddalunsuonsdenniian fle mssuimiusdn

fannlaveaniseaniuy (R = 0.709) Wiedasizvmudadiauusiasdalunisnei a-3 wui

v
6 alal U v 6

Formaud 5.3 Buleddiiniseenwuuninviedmdeiazgeni udemaufidauduius

E2=1

Wga (R = 0.627) WiswSeuiguiudednuduludadunisiuiauidngalavenis

=N

aonuuy Inefianuduiusluszaugs sesawwn Ae dod1a1ud 5.2 Vuledifiosdusznay

#1199 N11U19031 (R = 0.620) IneiAnuduiusluseiugudui

1.2.3  M9IATIEIHARNELIDLUIAILLINA

[

nuadnsuIdeasiiuladn weye Trudidydunisiuiuselovd g

a 1%

ganmanInunuIeNINAT etnAnaulgausumalulaglneddndnan1annnissus

U

Uselgau (Venkatesh et al,, 2012)

uana Nt Sanudn wave szdndulalaefifugiusnannisinuresauesdn
Hedadudiuiiierdoaiumeua (Verma, 2014) Juvauaiinavsidenltinaluladife
nsfimeluladduiiusslon]

dlofarsanwands wuin mendlianud) Ayiun1ssuinusagalavednis
oonuuy inszmandaindadulooylsimulasldisanosdndrefiieardestumanauas
Au0ITnINTIAEITeTUAILANES19d5SA (Verma, 2014) eﬁqﬁﬂmﬂuﬁmﬁmm@ﬂﬁ
AR UNITEBNILUUME
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1.3 NadAWSAUDUaLsTU TALA LLUBLSTULINT 1LUBLSTUINY WA LILLDLITULTA

1.3.1 LaLusLstuend

nsaegukuuvennuinigdnsIngesadaiiamununtlalunsnauunldeily

1%

Wwiastwdnd wui Jadeifianuduiusrernusdlalunisnduunldgunniian n1ssus

U

AwEYN (R = 0.699) (FUT 5-4)

\dedinsgsimudodnuusiazdelunisiad a-a wuin dedaud 3.3 duidn
aunauwlufunsldouiuledd faruduiusasian (R = 0.640) Waieuiivuiude
frnudulutafentssudamnuayn sesaan fo defawi 3.4 dunuinivledidieaing
rutuiisliiiudu (R = 0.634) lagllanuduiuslusgaugaduiu

ludrunisasisguuuuvesnuiinngansavesagaiaiuaunslalunisuenses
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Tuiwaistudng wuln Jedeiiflauduiusreninudslalunmsuendeuniign fe n135u3

Y

Usglovy (R = 0.690)

dindnsevaudedniuusaztelunsned a-4 wudl deranud 2.3 duidndinig

v g v 2 = 1w W P 2 v o PP o u ¢ A
wWhldaulwivlediiludsslevdsedmduiesuazgou Wudemaunianuduiusgeiian
(R = 0.667) WawFouiguivdedarnudululadonissuiussled lnglanuduiusiy
J2AUER 509893 Ae TeAnniudl 2.4 Inesiuuds dudniinisidnuiulediiivssleviluug

Towdndls (R = 0.646) Tngdianuduiuslussavaaguiu

1.3.2  LQLUaLsTUINY

nsadeguuuuveunuiniginsInvesadaiiaiiuaunslalunsnauunlyeily
WS tuY Wyl Yadendianuduiusaennusslalunisnduanldeiuiniian fe n1s

fuianuianaagiile (R = 0.722) (U7 5-5)
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Wodiangiaudadiaiuudazdolunis1ean a-5 wudn JeAniud 6.3 duidn

a
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uazilliled (R = 0.644) lngilanuduiusluszauasduiu
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Tuaiwaisiune wuh Jadeidanuduiuddenudlalunsuendeuniian fe nssus

ANu3ann1Aila wuii (R = 0.712)
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q

wWiguiguiudednudulutademsiuianuidnangiila Tnelianuduiiusluseduge



104

o

3898931 Aig YeAaud 6.4 Fuidninveyavesduiiniud sy (R = 0.646) lneflimnudusius
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TuszAugaguiu

1.3.3  LALUDLSTULDGR

nsadeguuuuveunuiniginsIfvesadaiiaiiuaunslalunisnauunlyeily

wialstuken wudn Yadenlinnuduiusaennundalunisnduanldgiuiniign fe n1s
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(R = 0.719) lawFsurisufudadnmdulutiadonssuianuidnisgalavesniseonuuy
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(R = 0.681) Ineiianuduiuslussiugauduiu
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