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ABSTRACT

Spending real money on virtual goods has become a popular form of consumer behavior,
particularly among generation Z (Gen Z). This conceptual framework builds on the unified
Theory of Uses and Gratifications (U & G Theory) to examine the role of functional motivation,
social motivation and hedonic motivation affecting intent to purchase virtual goods in online
games. The research model is tested with data from 400 consumers with the experience of
purchasing virtual goods in online games, Udon Thani province. By using multi-stage sampling
methods. The statistics employed in the research were descriptive statistics and structural
equation model. The results showed that the conceptual model aligned with the empirical
data. The findings of this research indicated that virtual goods purchase intention are direct
positive influenced by functional motivation, social motivation and hedonic motivation. For

online game publisher, this research results should be used to design a virtual goods.

Keywords: Motivation, Purchase Intention, Virtual Goods, Generation Z

anuduuuazanudidguasleym

Tudlagtiu Audiadiou (Virual Goods) narerfundlslutsziannisuslaaiiddyulaniadou
939 (Virtual Worlds) Tneiinn54 08 deuass (Hamari & Lehdonvirta, 2010; Lehdonvirta, 2009)
1 Farm Ville inaiifidomifgnfunisinasdiaes wut 1w 2009 fyadnsdensaudiaiiounas
lawusing 9 a1eluinundt 150 a1uneaaisansy (Huang, 2012) Entropia Universe 1nauuiduLiienf
Anermans (sci-f) wudr Tl 2010 fnistereluiaduiaiion Tusia 635,000 aeaasansy Uung

N 1

and Pawlowski, 2015) way CryptoKitties \nULE8ILNIUULATOUE Blockchain U89 Ethereum WUl

o

17 2017 fimstevswinaiioulusian 170,000 moaa3ansg (Barloletti et al., 2020) \Judu
audnatiou Tngnsuunsunmevsdsauuazutifinisléan Uankowski, 2014) 1w 1ok
Yasasasiaiion (Avatan) fianld elduanspnudusnumedng wielomunelunuficiunisld
nufiodiuuszansnnluningu neisnsldaudatou suiaisnsdenouaniudsu azegneld
ngszidevvessyuuiAswgialaiiou (Virtual Economy) fignesnuuunieldanmnndouiidivunly
(Hamari & Keronen, 2017) Tngmsvedudnaiiou Idnanadusuuuussiasududmiudinounsuas
Thusnsinueeulal ‘1'7iﬁmuﬂiﬁﬁglﬁummmLa'umulﬁw% (Free to Play) uaa3s@sesnelaainnisune
duAailounieluiny (Lehdonvirta & Castronova, 2014; Nieborg, 2015) #8AASBIiUGAAIMNTTUNY
Tutszmalve wuin 1wl 2019 aananudivnaseldndnunainnismedudaiouduwendinduves

nweeulal fyarsin 16,999 dmum viseAnlufesar 67 Mnyarmensnain wazdsnsduvualidy
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Aulmegnedad sainnginssuduslnafdomdunueoulatund u woznisiaunans alnuiid
UszdnSnnge anunsasessunisiaunuesuladliiluegned @inaudaasuasughafivia)
Mnmsnumunuisslusdndsiiuan lddnsiinseunguiang q unldlunisesuisusegdla
fidamasiongAnssuguilaanuooulategiamainvats 879 Ryan et al. (2006) l¢ldmguinisimun
AULes (Self-Determination Theory) Baidungufifiiuedutsusegslanslusiyanaiiaznszvinile
Uselomivasmues Insussgslafidmaronnuaynauluninduny inananudosnisiugiu
3 Usznns Ao vinweanuaunsalunisiau (Competence) anududaszlunisiau (Autonomy) wae
nsudunusiuludeny (Relatedness) 1Muva3 Merikivi (2009) T8N0 B NOANTTUATLLUULHY
(Theory of Planned Behavior) findniflsmsuanswginssuvesyudarldsudvinannanusdlanany
NOANTINVDINULDA Tnetlidefidmanerimunilunisauny Ussnausie anuwanandy (Enjoyment)
ANaYnaulu (Playfulness) kagnisuwanainuludanu (Social Presence) #3uUn15ANWI1UB4

Mantymaki & Salo (2011) l¥mguinsseusumalulad (Technology Acceptance) @ a1 ungud

N a =

NeSurgdensvausursenmsanaulanazltnalulagusewinnssului IneladuNdnaseiAunfnisye

auAnailouluinuesulatl Useneume n1sfuinnundaundu (Perceived Enjoyment) n1siuiaiud

£ [

Tuuslaadnduddndulalunisidendedudnaiiow wensvausspruiswelavesmueudundn

U

'
=% a

Fauinanusgdla 3 Ysenis Ae wsegdlasiunisldeu (functional Motivation) wsagaladudsay
(Social Motivation) kazl3933lanuALNEAMEY (Hedonic Motivation) lasusegdlasunisldauy
wazaundnndu 1uussgalanielu (ntrinsic Motivation) fidntuneluresudaziayana dau
ussgaladudany 1Wunsegelaniguen (Extrinsic Motivation) filAnainaninuindeuniouend i
Arwdutus fuidusedu lnetafomadunssduliiAnanuddadodudnatoufiold iduny
aoulau (Zhou et al,, 2011)

\LueLsTud (Generation Z: Gen 2) daidununguusniiiinlugadda wisfiundt “nawles
#avfa” (Digital Native) vanedsauiiinsmioutumsldimaluladansauma funoiunsldinalulad
2870 (Smart technologies) (Priporas et al., 2017) lngfnanwaziaunianisusiaa 4 Usens laun
1) mnuavlaluuinnssy 2) fnudurevlunuasainauts 3) desnsawidniivasnds uas
a) mnuUssanigvdnuiasndusieiansainlanuianiunduaie (Wood, 2013) Tagxaannnns
dmanginssunsuilaadeUssiaminuvenguiaiutstusinag Tud 2019 wui amndalriunaneidu
gunsaifililunsiaunuild$uanadonnniign wafildvaneanuiinunoulea (wu Play Station 4,
Nintendo Switch) wagia3asnsuiiannosazdimuddaanas uitnidunudsadiifugunsaldana
mugivanialiu Taslanzngu Gen 7 Ssadliinuaoulvauaziniosneufmosifugunsallunisiay

Soway 71 war Fosay 25 MUAINU MINRIITUIINANUDKALTLELLIAINITEURDATI WUT1 NGY Gen
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Z fuunlifilunmsiauinugendingudu laedingy Gen Z Seway 31 Ansaaununniy wagiliosas 23

Ploszezartunisiauransanaws 3 GIlustuld (Nielsen, 2019) fannd 1

81%
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sy hupoulea e <1a5Y 260dy = 1e¥uu <17 1-2 . > 3.
pouines dai dUami

MGenZ MGenY Gen X

A 1 wgAnssunsulaedeussiminudkunanualueLstu U 2019
717: Nielsen (2019)

Weansannistdanedmiunisiaung wudl ngu Gen Z I51edneiadienawiou 2,762.7 um
(92.09 vaa1sansy) Swundu s1e918lunsBouruLNL 875.7 UM (29.19 Avaaisansy) $1897Y
dmsuanulyaning 756.3 UM (25.21 Aeaa1sansy) AEUITNIIERBN 525.6 UM (17.52 Aeaals
ansy) wagsednedmsunisdeliomuasduaialiouiuiunigluny 605.1 U (20.17 Aeaais
ansg) (Nielsen, 2019: 6) Tauansbiiiudsduadovesnguauninanliduegied
fadu nsvianudlainuglangy Gen Z 3adendeduinaiou Jududymilufun
dwsudmeunsuazliuinmsinueeulal Wewinuimsmarilagdilnglifind stmunsiansudu

- - & @ P & v o= & A aw oy o
wagnsdedudinaiioulululnsanuadaslavesiaunudundn Jaduninnvenisidedidesnis
Aanudilady dussddalateidmaronnunslagedudnaiioulunuesulatveingy Gen Z lagka

a v <) €1 v ! Y a L4 o
M ITezilulsslevidedinaunsuarliusnisinuesulal anansathluldlunismununisnain

warfvuasiAduialiouivnauuazaenndasiunginssuduilaalasely
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QUIZAIANTITY

1. ulenrnaeuaudonadoseteuduiusidiannaussgdlafidmaonuddatodudn
weulunuesuladvesuslaangy Gen Z

2. \iefnyidndnanmsswenssyslaiidsmarieanuisladodudiadoulunuesulatves

HuslaAngu Gen Z

YBULUAYDINTTINY

ARdglarmuaveulnnsIde el

1. vouaduiionn fvuafiudsitdlunisineioenidy 2 nay A 1) dawusuelanieuen
loun usegdladumsldau usdadmdiny uazussgsladuanumdandu 2) dudsunanigly A
ausdlateaudasioulunuesylay

2. wouladulszans Aefuslnandu Gen Z angseming 15 - 25 U fiflussaumsailuniste
Fusnaiiowdieldlunsidunuesulal Tnefuswuiasegafildlunisineg S1uau 400 58

3. ypuiad iU fvuaiuiinsifefemingassd

4. YaulRRusEEEIaT AMmuasrezaildlunis@nwseninadsuliquisu-Suau 2563

AUNRFIUYDINTIVY

m9idendall fidedmunauuRgumsidely 3 Usenns

1. H1: wsigdladnunslfou Svdnemmsandauindeaudtlatodudatoulunuesulad
vauslnAngy Gen Z

2. H2: ussgdladudsnu TavEwamensadsuandemiuddadodudiadioulunuesulavves
HUslnAng Gen Z

3. H3: wsegdladnuanumdamau $avnsnanansadsuindeaunsladeduanaiouluny

soulativasuslaangy Gen Z

NIOULUIAANITIVY
faudsldlumsd@nen Usenausie dudsuseniguenae usegdanunislden usgddan

dann wazwsegdladmuanumdandy dudsulsnelufie anundadedudatoulunuesulal
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usegsladumsldanu

(FM)

usegsladnudeny AMuAslagaduAEilou

(SM)

Twnueaulay (PI)

ussgsladuaany

WaAWEAY (HM)
AT 2 ATRULLIAANITIY

NUNIUITIUNTTU
1. wginssun1suslaAveengy Gen Z

\LuBLsTU (Generation) LunsuUINguUsEaNsAenanUszInsmIans (Demography)

o w

IngfinnsanangatinakazusingnisaldAgintulude®in nguauiiegluameistudediy il

ﬂmé’ﬂwmzmwwﬁﬂa"wmﬁﬁu WU dnwgildy siruad Arden 1Wudu (Lyons, 2003) “Gen Z” 1du
nauAuiAnlugasd A.A 1995-2010 (w.A. 2538-2553) (Bassiouni & Hackley, 2014; Francis &

Hoefel, 2018; Priporas et al., 2017) ¥adununguusniiiu “wadiesddnia” nande Wunguaudiia

'
5 A

wndeudunisldmaluladansaume dvinveauiiinanvaislunisldounsaldidnnsetdndi

d' " a ¢ & = N A a a v | . ¢ & v Yy
LsdallmQQULWaiLumLLagi"lﬁLsﬁﬂaﬁJL@EJ :M‘Wz:]mﬂiinﬂ‘lﬁLﬁaﬂaiulwmagiuiaﬂaauiauLUuL’Jmmu IUFVBLA

o v

d1a15ke 819599157 TRAUARN L UANT19919AN0ARLas U SUTUTMUSITUN WANAIS ST

a o

ANAIAYAUNITUSIAALLUASE535Y (Ethical Consumption) NIANTANANTENUVEINITUTIAATIOY

Y

uenileaNTIAUALAMNIN WU HansenURTTFeAunden Wudu (Francis & Hoefel, 2018)
nqu Gen Z fingAnssudiunnsnsarnausunou wAnssumaiivilugnisudsuuas
wAnssun15uilaa (Schlossberg, 2016) TnswaAnssunsuilnafivsvenqadnvusues ngu Gen Z
{4 Uszns 1dun 1) anwaulalumaluladlue 2) anudeanislunisldanuiieuazazmnauie
3) mnuUsIsaunisanismnutasnsds wag 4) Anuussauniisgnaundanlanuisanuaiading
(Wood, 2013) Fwhlvingu Gen Z \ungueviifivszaumsalinnuslutadinduy wasdeundayiu
ﬂmﬂﬁammaamqmwgﬁa d9au n15ileg wavwmalulad (Merriman, 2015)
2. wwnAnfeAuAuA Aoy
Tulaniaiiousievesinuoaulatl In1sats seuuiasugiaioy (Artificial Economy) Ly
Tun1sPevieduduarlomusing 4 #18i3uass (Castronova, 2002) Tneszuusinanfoserfelaseadng

fugruiumalulagansawnea ldun nsdeusedumesilaanuisigs uazsruuasevilianend
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Uszdvisam tieidonsiofaudiuaumnnidnlisefunasannsodnsodeasiulsiognssnis Tngede
WNaANIUYBNATYA AT A Lﬁ@iﬁfﬁlﬂuﬁdawwﬂ’liﬁ'lﬁjﬂﬁwm 9 MAndy (Vyshnevskyi, 2019)
stuuimsssianelunuesulatfanuuanssniasusialuanuduaie Tnsamzduduazuinigd
¥imsdevisuaniasuneluing (Lehdonvirta & Castronova, 2014) udiailou Lﬁuﬁuﬁwﬁgﬂa%’w
Funazldlulanaiiousss Tagliansanevaussmudanismenienin (Physiological Needs) lu

£%

FIna39le (Martin, 2008) AudnwiAiwvasduaaiioulsen1sddgyfe mmiﬂmﬁmszhl,l,azdﬁaga

4

dufene loegrelidndn Tnesidunudnniia (Marginal Cost) wWhlndeud (Lehdonvirta & Emkvist,

v
=

2011) Usngmsaifananiiiniu eneliiAslenamaasvsislmilulanvesinuooulat Taogueuns
wagliuinsinuoeulatimeienuaiadomiiunaula weatanuimewasmaudedulunisfega
fuslan andudatvusanuandesliiin muwawaauiien (Artifical Scarcity) Tnefiinguszasd
Tumsvilvausiasiouduiidesns udhSahmeldannmsnedufiaiounuszuunsuaniuaeud
Auald (Hamari & Lehdonvirta, 2010)
3. eusaladedudiatio

ausalade (Purchase Intention) Wumsuansisanuidululdlunisdondnfusiuay
U%ﬂﬁiﬁﬁmumimaﬁﬁim (Kaur et al., 2020) %f'qLLamw'mmmw%’amaaLm'azuﬂﬂaiﬁﬁﬁLﬁumu
wgRnssuiisinuel Ineanussladedudatiouszuanssi auidialagne (Ho & Wu, 2012; Yang et
al, 2017) nslAuLELNNSTo (Yaras et al, 2017) ansuduldldlunisde (Ho & Wu, 2012; Huang,
2012; Yang et al,, 2017) mmﬁiums%%@ (Kaur et al., 2020; Mantymaéki et al., 2014) wagn19319
LLNuﬂ’]S%EJSLUEJUWW (Ho & Wu, 2012; Mantymaki et al., 2014; Yang et al.,, 2017)

4. ussgdafidsrarannunslateduduaiiou

u399¢1a (Motivation) Llunszuaunisityanatiug gnnseduniesnihaindadlfianms
nwvh Tnsussgdlaanfntudoyanatufiausesnisiisslignaevaues JshlwAnusesdndufivils
AangAnssunionisnsyiiannsoussgtivaneuaznovaussnudonisuaisuld (Solomon,
2013) Inglaniafiouasslunueaulay laiin1sdmguinisldussleviwazainuiiansla (U & G theory)
wlfidunseulumsiinszyt Smguiiiaumnnuidesudemsnasuiiloodwunivans e
T4lun1sdnuwiusegddavesfuilandelmi (Dholakia et al, 2008) fiodu1e3n fléderdugimun
Whvsneuazmsidenlddeianunsanevaussnuiioelavesaueds uandliiiufagaiiuremauii

TimnudAyiugldde Tndudinisddglunmsdadulalagedenugiuainudeanisvemudundn

o

o

Jevhlvinguflgnihluuszendldlumsianudilausgddaveslddemeinunaluladasauna gy

U

Guled 5o guvuaiouass tudu (Zhou et al, 2011) ann1s@nwlaniaiiauasaitiuun wuin

q

wsepsladuypradwanenusdlazedudiaiiouhunuesula Suuniu 3 du dsil
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1) usegdlashumsléon uauawesdudateuiitinnnnsldnulunuesulay il
dudunnudosmsvieldlunsuidamininiy (Hassouneh & Brengman, 2011; Ho & Wu, 2012;
Lehdonvirta, 2009; Lehdonvirta & Castronova, 2014; Zhou et al., 2011)

2) wssgslasnudsan Hunarvesdudnadiouiiinangiauldlunsairsufauiusma
dsan uansianunedanu wule wasdemsiugiauduluinuesulat (Hamari et al, 2017; Hassouneh
& Brengman, 2011; Lehdonvirta, 2009; Lehdonvirta & Castronova, 2014; Zhou et al,, 2011)

3) ussgslashunrumaamay Wuguavesdudialioufiamnsaaiisussaunisaluas
Anuaynawnaanduliungidunuesulai (Hassouneh & Brengman, 2011; Lehdonvirta, 2009;

Lehdonvirta & Castronova, 2014; Mantymaki & Salo, 2011; Mantymaki & Salo, 2013; Zhou et al,, 2011)

Wmsaniiun1side
mM33duasail WunsfnwpuduiusiBeanmusegdlaiidmadoanudsladodudnaiiouly

YV

nueaulatvrengy Gen Z lngivuaisnidunisidediil

1. Uszrnsuagnquiiagng

)
[

Useansildlumsfinuasaiifie Juslaangu Gen Z engsewing 15 - 25 U filivsvaunisel

lunms¥eduanaliouiieldlunsawnuesulatluwadmingassidl Avuavwindisg1dlaglddndu

v
a a

FIUIUABE19 20 518 AofkUsdwnala 1 fauus (Hair et al,, 2014) dwSunisdnwiassl feuus
Funald $1uau 20 dauds Feuszaauianguiogaiivangauld S1uau 400 98 Fe3innsdy
Free19uuumaeTunou (Multi-stage Random Sampling) Taed uiinile Mnsduidendnaaluien
Jmingassndl $1uau 5 §1ne Fae3Bn1sduetieite (Simple Random Sampling) duftass vhnnsdy
LHRNFUAINUAGIAD 9 Ay 2 A1ua T3 10 f1ua AedsnIsguegnedg uaztuiiany vhnis
dudenduilnangy Gen z Aifivszaunisaflunmsdodudnatoudelflunsduinuooulatanion
fua 9 8 40 18 ST 400 318 AIEITNITAURUULAILS (Purposive Sampling)

2. \edesiofldlunisfng
fAelannuuTaussgdlafidmaronuidatodudnatiovlunuseulay :nnisfnw
wAn e warauideiiisidosvesinssmadiuilaadurazfusanidundn esnly
Ussalnedaaunaunuidefidnuluvssidudingn Tnsuuuaeunuiidnvasifuuuuinnsndiu
UszanauAn (Rating Scale) 3siifaden 5 szu Tnefinisnsiaseunnunsadaiiom (Content Validity)
Mnindrnsuazdiderngdunuesulal $1umm 3 v ilensndeumuaseuAguUen oM LA
mnugnFsasdLILLazwild Tnemardviinnuaenadesvestomamiuinguszasd (Index of

1Y

ltem Objective Congruence: I0C) 19ANUNARYTAINADAARNDITEIING 0.67-1.00 FILANINAT

0.50 folsuuugsuauiianunsadauilont udsandulavinimegeuainuiesiu (Reliability) 1ng

WuvgeunulUnAaeIfungudIag1e 91uIU 30 578 WUINNIATIEIMAIANULEDIY NANSANY
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wu Ardulsavduearivesnseuuia (Cronbach’s Alpha Coefficient) wssgslasunislday e
Winfiu 0.937 usegalannudaau dAwindu 0.853 wsegdlaniuanundanady davindu 0.858 way
Anudslagedudaiion fAvinfy 0.834 @siiA1annnin 0.70 (Cortina, 1993) aguladnuuuasuay
fsvduanuidosiueglunasia

3. mMaiususndeya

o

A3dewas9re3de TIuru 10 518 vimidilunisiiusiusindeyaniaauiy lnsly

5 v va o 1 ]
Tuau 63

gihnsineusugYIedde ieliAnanudilannseiu iReiuingussasrveanside Bnns

—

fiuteya warunuImedd ¥ie3de Teyagniiusiusinsenitufsudmau-naiau 2563 lng
nszvaumaiiuieualdvesygmangroutuuaoua evimaifudeyaiiielilunsise ndmndu
FiTouazdrridelridmesuiaifntuingUsyasdinisids uasnssuiunsidelifudneuuuuasuay
le3unstu Sslimeunuuasuna dsldnanuszana 10 Wi udwhmseseaeuanugndastazaIm
auysalvesuuuaeun e lldlunsinsesiteyasoly

4. myieswiteya

aa al

ananldlumsingviveya Usenousie 1) afifllanssasun (Descriptive Statistics) tiveldlu

mIeSuedeyaiuguvenguitegarfuUsglunsfinu 2) afifiiBeeuunu (Inferential Statistics)
Ilunaauni15194lAs9a3na (Structural Equation Modeling: SEM) Tun1s3iasigviveya lagusunm
Armsdmes anlamanie3Snisuszuiaeidoanudululdgean (Maximum Likelihood
Estimation: MLE) ud 23 sUseifiulainanisin (Measurement model) A2131L4 8405918 991un

(Discriminant Validity) La3lAs1gidnewan1ansegisn19tAs1eMdunie (Path Analysis)

NaN1339Y
1. dnvauziluveanguiieds
naINNITlATgidnvrtiluresiuilaangu Gen Z Afivszaunisallunisdodudi
iadlouielflumsidunueoiler] wuin leednilve)dumemne Gy 230 3, fevar 57.50) flengszwing
19-20 U (31wu 128 918, Seway 32.00) waziiuszaunsallunisaunueaulad 1-3 U @y 162 518

, Yovay 40.50) (Fam157991 1)
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meedl 1 dnwaigiluvesnguiois
(n = 400)
Snuaizialy U Sovaz
LN
Y18 230 57.50
N 170 42.50
218
15-16 39 9.75
17 - 18 92 23.00
19 - 20 128 32.00
21-22 7 19.25
23-25 64 16.00
Usgaunsadlunsiaunuesulay
Hounin 19 79 19.75
1-3% 162 40.50
4-61 112 28.00
7-9% 34 8.50
11N 9 U 13 3.25

2. luwansin (Measurement model)

HavNNIsUsEiulnan1sin wuldl WininesduseneuuinsgIu (Standardized Factor

Loadings: SFL) vasneuusiiasiaws 0.50 Fuly (Hair et al., 2014) Imaﬁﬁaﬁﬁagmaaaaﬁizﬁu 01

ﬁv’hLa?a'EJsummmeUiUi’mﬁQﬂaﬁmlé’ (An Average Variance Exacted: AVE) 5$%313 0.508-0.637 &4

UINNINAUN N IuAlIAe 0.50 (Fornell & Larcker, 1981) wana1nil A1AINUL 9898 3uUS IR

(Construct Reliability: CR) §ifinsz1ing 0.831-0.897 Fawnninnaaifismualide 0.70 (Hair et al,

2014) wanaidudsusasidluliunanisindanuineiogs waransaldlummeasuanuduiug

WJalassasela (Famns1ai 2)
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a519f 2 abfdanssauuaznsusadiulumanisin

AauUsurs faudsdanald Mean S.D. SFL®
wsegdlashunsldonu  msuesuuuiana (FM1) 3373 1073 081
(FM) miLﬁuﬂizﬁm%mwmqﬁ/ﬁaazm (FM2) 3547 1.044 0.82
CR = 0.897 ns1vurTunIsutsdu (FM3) 3.535 1.101 083
AVE = 0.637 nsvinea/nsialiussaidmang (FM4) 3310 1.073 081
maaunuldegeaiios (FM5) 3397  1.066 0.72
wsegdladudena (SM)  NswanegIuenIsdany (SM1) 3590 1.086 0.86
CR = 0.831 NsuanSRAN walveiay (SM2) 3567 1108 0.90
AVE = 0.508 msuansruduan@nngs (SM3) 3.285 1.108 0.65
MIASANNENNUSSE AL (SMA) 3125 1.103 054
NM3SNEIANNENRUSVIEIAN (SM5) 3.118 1.152 052
wsegsladinuay nsasAnuaynauy (HM1) 3670 1051 087
IWaALWEY (HM) nsUTuusagUanwalfazas (HM2) 3.655 1.041 0.86
CR=10.884 ATANUNUIMAIALAT (HM3) 3595 1.122 0.83
AVE = 0.612 Aun1AgitaInnIsfivaza (HMa) 3522 1.090 0.79
msfumuazasadesslung (HM5) 3.283  1.098 0.50
s lagedudn Ansdnladne (PI1) 3678 1.054 0.85
wadlou (PI) nslifuuztnsde (PI2) 3.567 1.074 0.85
CR = 0.843 arunduldldlunsde (PI3) 3325 1057 0.63
AVE = 0523 Auilunsdedh (PIa) 3322 1061 0.59
M5NIURUNNSTeluswAn (PIS) 3.485 1.001 0.66

2 ihntinesdusenaunnsguvesiwlsyn IldAgmeadinsedu .01

3. ANMUNBIRNTITIRLUN (Discriminant Validity)

NANTIIATIVADUANULNLINTUTITUUN LaeNTUNUTBUTIEUTENINNAT AVE Uo9RuUs

[

Wl 9911l 99 AUATFNUTEENT anduUS N8 9d0I5ENIN9A LU TUENS (Hair et al,, 2014: 620) Waan

n13AnwINUI1 AuwUswelene 4 laun wsegdladiunisldau usegsladudeay wsegeladuaiy

o w

wanmay uarauadadedudaiiou e AVE aeninmdudssdvsanduiusidsaesseninadiiuds

weld wanehdulsdunalalulinanisin danuisansadeinuunaglunmed (fannsedi 3)
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A191991 3 ANUTIBIRTUTIUNVRSILAANTIA

o

ANFUUTEANSENFUNUSNINa9EDe

CRINIEON
FM SM HM Pl
wsegslasunsldau (FM) 0.637
wsegalasudana (SM) 0.332 0.508
wsegslasuaNGANEY (HM) 0.545 0.454 0.612
arusslatedudadiou(P) 0.486 0.382 0510 0523

ANRAAVIUINLLUINLES V8D A1 AVE

4. Tuwaelassadne (Structural model)

Han1TATIwiaNN B ddasasnelusunsudusagudmsumsidemedaumans wuin
lumalianudenndesiuteyaidaszdny fnrsantian Ala-aundsdusivg (Relative Chi-Square or
Normed Chi-Square: y2/df fidnwinifu 1.935 aenndasiuinmuiives Hair et al. (2014) fifuualii
Asiialaeni 3.00 dvilinszauanunaunal (Goodness of Fit Index: GFI) wazdwilinszaualm
naunauysuwnual (Adjusted the Goodness of Fit Index: AGFI) fAinAu 0.94 wag 0.90 AuaI6u
denndesiuinasiues Schumacker & Lomax (2010) ilWdaiausuusinaduindosaisias s
0.90 3l ﬁwawmaaﬁ%aﬁ'aﬁwa"ﬂaawaqLﬂwmﬁalugﬂﬂmuummg’m (Standardized root mean
square residual: SRMR) kaze1s1nMasdesvesnIuaainad oulasuszaia (Root Mean Square
Error of Approximation: RMSEA) A1L711U 0.038 1ag 0.048 MUa1AU d0AAH BN ULNMUII VDI

Schumacker & Lomax (2010) Ma@ueinA1aanamisiaidssnin 0.05 wazaui InseauaiLdannaad

W3 uLiegu (Comparative Fit Index: CFI) §A1Lv1AU 0.99 @onnassnuinagives Kline (2011)

' v v
d

AauswuzAvINraunsiaaasa 0.95 July wanandaduuseansnensal (R?) vosnnundlad

a v =

duinaiioulwnuesulatvesuilaangu Gen Z faviiu Seraz 85 uansbiiuinlumalunimsy

fianuannsatunisnensalegluinadia (Ganini 3)

A15197 4 HANITVIAABUANLAFIUNITINY

Wumednswa  wadndwanienss  AiAneanuduius NANSAFBUANLAFIY
H1: FM — P 0.22** (+) SRR
H2: SM — Pl 0.19** (+) gouiy

H3: HM — P 0.57** (+) RIEY
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INATT 4 WARINANISVAROUANLAFIUNITITE WU wsegdlansauduiidngnaniemss
Wauaneeaud sladedudatiouluinuesulatdvesnquiuilan Gen Z Ingussgaladuming

wanmaudvunsvswauniign seswmanfe usegslasunisldau uazusepdladudeny

usegsladunsldau

(FM)

0.22**

AMunsladeduaaliou

usegsladudeny

(SM)

0.19**

Tunueaulay (PN
R? = 85%

0.57**

usegsladiuany

WAAWEAY (HM)

dl a v
A 3 JHan1snnaeuluaaldalATIEse

NHULNAG): **p<.01

nseAUseNa

sanmsfine (ifedssiufioAnediuy felfiAnmmudnau dil

1. ussgdladunisldon deadanndennuidadedudatiovlunuesulatvowuiianngy
Gen Z \losndudnadioufivsslonireiduiielflunnemus gassauasdymiignadsumelu
wna Tnenauiiudssnsnmensniedarasildlumady silddazuuuvioanaifiuty awise
wvuglunsudsfufugiausnedu ansaiimaniemsiasing q aelunliussadmneisivua
14 wazanunsadunuldegseiilos Unaandediialunisiau lnsanudeanisdudiaiou ona
uanssnaatesnsaudnenwliulananiuess fanusalinevaussnudenisiiugures
sywdld pgslsfimumnudosmsfiugiuiingnds Snisudsulasegnasanan fedurudoanis
fiAntulasdnlvgandumudessiinnnimisdesnmsmusssurifiuyudslésu (Lehdonvirta
& Castronova, 2014) @enAdasiiu Lehdonvirta (2009) Ainande wsagalafiviiligiaudnoiuiels
Ihungadudiaiion inananugesnisldau (Functional) ilensvaussninudesnistunisudtem
aeluny uazmsioirugaenanmadomadioufignimustumelulanvesinuooulad
AonARDIY Hamari et al. (2017) finudn usgdlafidsnarenudsladodudnaiiou inanaany
Fosnsluntstidaguassalunisiau tdud maswenmdlunasu vndeanmadud msvinisia

TWussaumne madunulddeiios uaznsuntesrudnsaveiauny
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2. wsegsladiudsen dwaidsuandonnusdlatedudnadoulunuosulatvesuilnangy
Gen Z \flosanmsuilandudiaiion vsuenfsmsiufduiusmsdinuvesiiaunslunuesylad
Taun annugynedeay (Social Status) enanwaln1edau (Social Identity) N1TUaAIANANALAZNT
Huaundnnielungy saurnsadiauasdnuanuduiusiinisden Taensuilnadnuuezd auin
nsAsuuadluides Wedudatoumanduifidunusiuusnnifliluaseunses agiliuilaa
flaudatounnlflunsuilangifuuang uesidudmandulsilfasiiouanurgsanvenueuds
wazsondudosssaunfieuialuannsadild duilnaazasiisdudmaiuly wasmaudlng fivs
venanuglviinaseunsesdely Jwihlvgudanuisnldlunisadinagnsnisuiedudnaiou oy
@579 “A@NUInLAAULALL” Lﬁaa%fmﬁaiﬁmﬂqiﬁa (Hamari & Lehdonvirta, 2010) genamassiu Ho & Wu
(2012) v ussgdlavsgnmsddyiifennudslaedudaiion iinnnauadudseudldluns
wansnmdnvaivesfiay uisnisadiauaginuauduiusfuddu aonndesifu Hassouneh &
Brengman (2011) wuin nsduineldaeslulaniaiiousdmadiudeay 1eun msduiieldaseiiioadns
miaam%’umﬂ@’ﬁu (Shopping for Community Acceptance) nM3dudneldassifiouansanundusiao
(Shopping for Self Expression) wazn1siuaneldaesvisdsny (Social Shopping)

3. wssgdladuanuindaimdu dswaideandenuialad edudnadouluinuooulaves

£

fuilaangu Gen Z 1losainnisuslandudniaiiouanansnadianugy ANUAYNALIY 91NN1SALM
uard15993093196199 Melung anumaamduannsUiuuiagudnualinasas uaznsaaLunum
Tushazas imﬁgqmmﬂfmqﬁhmﬂmsLﬁuazamﬁuﬁ%aﬁau (Cleghom & Griffths, 2015) @enAdeany
Guo & Barnes (2009) l¢@nwngAnssunistedudniadiovlulaniadiousss wuin ussgladidn vl
AangAnssudsnan Aenissuiaruaynauiu (Perceived Playfulness) 1uussgdlanisluvesdiau
flandeeyfunisumamaudiaiou eadeauesiniesniiiu uasanumdamauliiugiaulsdu
09R @onAdearfu Stefany (2014) wuih ussgdlansluitdmaroniudilatodudiaiion Angnns
Sudanumanmdu (Perceived Enjoyment) Wumnuguitlésuannsildiusniulanaiiouass anu
mgnamw%‘ammLwﬁmwéulﬂuﬁqﬁmum']ﬁaﬂiimﬁﬁwﬁuﬁaLﬂumﬂﬁmmqﬁuﬁ’mﬁ’aLadLﬁaﬂm
Turnumdaimauiusoonduvansysenns iy madsradiedes (Story) nelun ansnsansesulsi
fraunduglaniaiiousiaiiegiazaslunuseluauay msuiuussinazas (Customization) Tnofiau
szadazasunuiiiaunieluny wazlidudiadeulunsusuusnndnvaziiazas Jeausn

aseenuguuazauaynauuliiudiauladuegned

JaLduBUY

1. Yoausurdmsunisinaiseldly

o

HaINMsAnwnansiiudlsedngi dweunsuagliuinmanuesuladasinudifey

o

3

sausegelasunsldau usegdanudiay wazusslamuanundamau ewinuseyslawmani

dewasieaunsladedudnaiiouluinuesuladvew{uslaangu Gen Z dsliu n1sivuAnagNENI
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msmanmdmsududiatiounieluing msfiansandausqdadingn emmmnzauuazasnndes
fungAnssufuilaa duieluil

1.1 defisananussgslasunisliau msdmusdudasieudievslunuesulatigg
FuunUszianaudnuaznisldouvesiau laun lomuilflunsifiussduaziuuianaveadisu
Tomuililumaifisdssansnmens/fagas lowildifislomalunisiensuglunsudeiu Towuild
yhuea/nnsfialuny uaglowuiiviliaunuldegiwioiion axsilvgiduannsadendodudatould
asauANUFBINTISkazaanAaediuTngUIEasAsuMsldnulunmsiaunueaulal

1.2 defiersanainussgsladudien msimuasiadudiasiounisiionsanainsesu
anumenLaznsiiogdiie esanduduaiioudimeinun axdfidusiuiuindeanislily
aseuUATed iesngiduannsolduifinaniuansaniuzmedeny eldugaaulauasuandiiiiy
femufurutuiludienuianuesuled vonandfiauddddaudnatioulunsasasndnunives
auesunguvieguvuatiounglunueeulatl ileuansdsaugniukazaunduaindnvesngusinu

nslduazmsuslaadudiaion AsunisesnuuudnAaiioursANYINGANTTHvOaULAaL NGNS

aghamanuanenglunuegaseiiies Weldilugudeyaluniseenuuvdudiaiioulidenndesiv
Audesnsvesftaunsasngulilduniian azdunisnsziuannudsladeduinaiiouveosiauli
ATCTITRRGTEHY

Yo v

1.3 iflofionsanainusegdladnuanumdaindu mseenuuunuliidomiviligidusd
fansfidaudan TaemsimuaFesslifienuhadlawazindum sugeliifiduannsoadisiagas
LUAULEY LagyinnsUTuussiIazaIusee1ysildlunsiauls asiligiduAnanumdaimay
aynauy uaziAnauniagilaiiunisliuasnsfvarasdudatiould fueg1ed uvenanidadu
msnszdummiesmsvesidutazfunsifiunnudlumsiaulviesnidindisaiesssmen aely
wssnBetu TagliAnesnudeulaluidunady

aghlsfiony fweunsuazlivinmsinuesulall amsinnsanauaunaszritnmsasieseld
fumNaynauvesiduifildsunmsEung msemnmeismaiseld Tnenisimunguasse
Anvndlunufisnuazdudousuiuly Wesswsdudadouliuiniu oravhligidudeddaniu
wengunniulusuAammdeming uazidniduluiian

2. dawauakuzlunisivuasssaly

v
av Ao

NATeiddidedinlunisidenanedsznis Weswnidunisfinwianiziuilan Gen Z us

]

Wigenguien Jadunquiiauiiongties wazdinnuduasiunisldmelulagluiinusediu dniuens

Anwifandudussgdafidsmaromnudilafeduiiatiouvesuilnaneinsiuduiitongunnni feay
slildosdanuduartoyadeininndetu suluusslovidedinounsuazliuinmanuesulayd iield
Musunsrmalusuesliaeandoatunguitmangldrsetu uenaini usegdlavis 3 Adidusuus
Tuns@nw Wamnunaneddelusssemadundn dadufuilaaannguuszimans unn enadl

vimuafuazngAnssuuanaanguilaatulssmelng deuddanudndudedinsidodnmuain
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