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PUUARIN SUKKUL: EFFECTS OF PRODUCT CONGRUITY IN IN-GAME ADVETISING
AND INVOLVEMENT ON GAMERS' RESPONSE. ADVISOR: ASSOC. PROF.
SARAVUDH ANANTACHART, 195 pp.

This research was a 2 x 2 factorial designed, experimental study. The
objectives of this study were to examine the main and interaction effects of congruity
of product placement (i.e., high and low congruity) and product involvement in game
(i.e., high and low involvement products) on gamers’ responses, which consisted of
overall recall, recognition, advertising intrusiveness, attitude toward the brand, and
purchase intention. The experiment was conducted on April 2018. One hundred and
forty undergraduate students at Chulalongkorn University were served as the
experimental participants. The results presented that congruity of product placement
had main effects on gamer’s recall, recognition, and purchase intention. Moreover,
product involvement had main effects on gamers’ recall, recognition, and advertising
intrusiveness. However, the interaction effects of congruity of product placement and

product involvement on gamers’ responses were not significantly found.
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Nadwsngiausu3 liiawnuiansseui 7) inudnsuidym vnlagdiduinaudn

b4 (3 a L3 ) v o YY1 a =2 ! Y IS
A319495A 8) Lﬂllllﬁﬂ’]“IJﬂﬁimle@flﬂ’]'mL‘U'L!E\JJ‘?I‘L!% mﬂ,mﬂLaummmmwawdﬁlmum 9) LN



Aime 1 finssed fmswsduiudonsstamieutsiunan vlvdauiansudiu
videdlanuguuaziduny 10) invanansafiazyiulfnuldluvanvarednuwas tgan
guassalumsldau 1) nuanansavhlifiduiideeusiuiugou uas 12) inaiinisuansuaydl
Fossm lifiduiionsualsiulfuinusng

wennauuszneudfesinyiidmasudulselenidenisdeansnsausiug
woRnssuguslaalutagiu Alnadensiaminuuarnslavanlunuguiu anuad e
yoadules insights.fo.com lelvideyain fuilansinasimgdnssuaunandiesiatlueny
TNNTBUNETE 45% LaunuvIAunIg 44% uaziaunuluvaizyinay 21% lagsinagiau
rulnsfwvidofionnniian Anu 71% sesunAeiduritunexiames Andu 64% uazidy
ruuiiuidn 26% TneUszmvesnaiguilansinasldiduiiosnnavievnseionin
Casual Game fia inufliiiusuuuumaiduszeydy sulusou lidiuauseiiies Tauedly
nsuilalamlnefidamiulilenuiuly Aiawanansadunulalaglifomenguihaiy
dilavidefnwsruu 81 Casual Game tufiguiuuviainvians Loy inuUiaun (Puzzle
Game) LnuNagyAe (Adventure Game) lNABUANM (Quiz Game) tNUTALYS (Racing
Game) WJuiy (Shaul, 2016)

dmuuszelng Tud we. 2560 dsnumudidunudndu 18.3 Sueuain

Uszmnsnelsema wdeumilinuluasaunsesUseana 19 nuseAy LagnguAuEuLNLLIN

' '
= ¥ a A

flgnfe fuofiflongsning 21-35 T Andu 26% sesasnfe gudiflengszning 21-35 1
Anu 25% (“The Thai Gamer,” 2017) lngiaununulnsdniideds 51% wasiaununin
ADUNIADS 49% (“5 n3uA Mobile Gaming,” 2559)
mnFsudisufunguussnaluglimaeidony fuoanidedd wuissmalnedy
Snrmasunurulnsdwidofouazaeufinnosifudnnuie 63% uaziimsteduiiots
audeineg Tunandudnnu 45% suinduinnugandeSsuiisuiulssmedulaiite

WAy aUTUE uazdenuiy (QUAuNING 1.1)



WHUNINA 1.1 adfvesUsennsluyieeny 10-50 YaunuuazdneRuliny U a.a. 2016

. Share of Gamers Who Play Both . Share of Gamers Who Pay on Both

PC/Laptop & Mobile Games > once/month PC/Laptop & Mobile Games

0,
61% 60% 63% 61%
56%
46% 45%
6% 36%
32% l

Indonesia Malaysia Philippines Thailand Vietnam

i - Osborn, G. (2016, December 13). From mobile to PC games: The big screen
opportunity in Southeast Asia. Retrieved December 22, 2017, from:
https://g00.gl/daCjN2

Sodu mswwnadulueadioudanssueshmiduiinusysfuiivasshna uavads

Anudusliugiau snmdadudetuiaidnddlaie nslavanriunadadunsdesns

msmaneildiustnaunivas Taouiuled www.statista.com Ieldeyaairvesnislawan

sugsanalu ae. 2016 Tilyarnunda 3.17 Wuduneadts uasiluualtufies sy

13.71% TudsU a.A. 2016 89 U A.A. 2020 (“Global video games advertising market

2016-2020,” 2016) &3 Verna 91ndiulas eMarketer w31 nstawanlunuiiiindu dawu

TvgjiAnannmsdulavesnuiauruivled Tnsuisdrududildasannsfudaduayu

Tuinueeulat waznislawanluguuuvasrusenausne lunu (“eMarketer in-game

advertising,” 2008) lnaseganufdrafiuszauanudisalunisiseldaniavan Téua

\ny Flappy Bird Wuinufduuuasnialvy famnsaviseldanlevaninnda 50,000

maadw%ﬁafwdauﬁﬁmamzaamLﬂuaaﬂmﬂ App Store (Terdiman, 2014) #i3aLna Pokémon

Go ufuazgsiasee ldsreiuindennanilelianuiveswuiilowiumein (Sponsored

Locations) tiepsgaiidunsilifidunludumseanuiifiiwemsduddeins Tng

¥

v N a ¢ ¢ . . . ' a ae a v v Y v
WUQaQWQJWQQUIau The Financial Times 189714721 ﬁﬁﬂ"ﬂ‘v}@QNUiIﬂﬂIWL?n@J']i']u\lﬂmqmLLNU

kY



eglunutiy inligenueidulaga 75% (Bradshaw & Lewis, 2016) Toyaimail uandlv

LY

@ = 1 1 aa Aa Yo I [ ) 1 A
WindeuuaulaveInslawRIUALAT ammgmwamﬂummumn LA UUYDINIINY

Y a

anuthaulalunisinauslavandunnsouinisnneg Taddwuslng

Y

aa

Chambers (2005) T@nanen1sd9a15n159aIaRILLNNAEIN tnURITAT LY D4

a o

naMsdeansnmseaniitiaulaillesndanvuzlansinuana19INgeaus) As tNUAITE

De

= v o

fiongdueuu weedidutnasdusyidlfiansiulavanldesnindedug uenani
vz fauaznennuldanrtlunsauy unndsainnisgiodun Afuilanaslléfilag
wnwhfumaaung Sntdaiitateneueniifsanualavesiuilnaandemandu wy
Mslalnsimiszmineisulssmueimsludng videflvinguagyiaudiu uddmiunmsiau
N rhaulinagldaunSuazandaiunisiauiny (Interet Advertising Bureau, 2007)
uennil lawanflegluinudusindiagnatu (Skip) ¥insTaiu Block) wiendnides
(Avoid) LWiﬂ%I"ZJ‘lﬂmﬂﬂmEJLﬁuﬁ’mViﬁﬂﬁagﬂuéﬂLL?@%@@J‘U@QLﬂ@Jﬂfu (Chambers, 2005)
SnvannsthiauensAudvinunudiainsatisfiuanufgalalituduilag 2
unstidausiuszrieguslnadunsiaud feairsanusniuserieuslaadunsiaud
tuldegnaemuu sufvdmalifuslnameundnsdudtusentudauslnangudug annty

o

3nee (Ramsey, 2017) F3sn1siluminmsaaaldinauslavaunlasldnuluiidngs

Y

A £y

Auslaalidniaudl 3 suuuy laud 1) lavanegluing (In-game Advertising) Ae 1nn1s
paadenUssanvennuiinguimaneidu visenafunaiisdaduiiteslurisnaniy
udtiarAudladnlududumildung Wy nmstolavundelvinsaudwiedudly
Usngegluing 2) msadranutuuniieviinislasan (Advergame) Tnetmastfuroins)
Audntiu uandwesmnduiazannsnmuaudsiiesinuenlifufiawnild wiidedefo
Yre01g7idu wazsinuiuo19llfiduiifen (“Viral marketing Aoogls Msnaauuuglaalnd
1a5a,” 2017) uag 3) I@meﬂﬁagjuaﬂﬁuﬁﬁm%’uLa'umu (Around-game Advertising) 1Tu
Tawanitlallémnduinalaenss uidulswanusziam Banner fiogludduled Wediduiny
awruduleAduiulavanlusie (Smith, Sun & Mackie, 2014) nslawabunuguuuy
fanan vilviaunuuenlevaniuinuesnaindu delifnilavandudumilsvesny
Nndoyavmsaiafiuanstiiuisnsifvlnvewaranslulssnalneuasysylovd
YDINTIAYUINIUNNATE Q%ﬁﬂﬁqau%ﬁ%LﬁaﬂﬁﬂmmﬂwwmmmmmizLm/l In-game
Advertising ilaaanidusuuuunsdeasasdufmeldanmuandendiaynauiu fiaunsa
frwananuniagylumaivlavan Snisdsiongiondesmuunimsieasnaaud

WUU Advergames tazdailganglunislawanilesnin (Ferrazzi, Chen, & Li, 2003) &4



Uspnninudildluauide fe nudszannisnanse (Adventure Game) iosanidu 11u 6
ﬂizLm/lsumLﬂuﬁﬁaamm’gﬂmmqqqﬂu App Store Tag@ny135n1slavaNLuUNITINNEUA
(Product Placement) mugfumnsifgiuresdud (Product Involvement) tilasannnns
MeFUALINNTTURTAUR afunuAnTAu waztieifitgenvie F935nn5eEun
Funnsnetutiu dewasensansinsauduaziruaisensaudsati (Entertainment

Marketing Association, 2004; Nelson, Keum, & Yaros, 2004) duANLLA gL DI FUATY

v
a IS

rdmaseNgAnTIUNMITeaUA1YREUILAA (Celsi & Olson, 1988; Suh & Yi, 2006)

[ a

Hnudendnwineiiuassdualunuegiarainuang 1agyinin1sanysaunusi
wUsTuALBUEY WU 91UATBVRY Verberckmoes, et al. (2016) Min1sAnwIALADAAADS
Yo3duAiuINY (Game and Product Congruity) agujjduiusvasuslnasawny
(Interactivity) #3941U398U09 Vanwesenbeeck, Walrave tay Ponnet (2017) 91911015
= N YY) a a v & & a v a vy ada Y] = 1Y)
Anwuienuiiruafdensduiuazaundlagedualung Tudumndsyauaaie e
wazen dmsuaiTeveslny WYrR Laseans (2552) ladnwnulawan (Advergame) Tagil
AUTTAATDMLEINIINTRRNKULBIAYTENBUYRNUluN SR In AU U uslna

aov s U a A o = ° a v =
LRZITUIYVDING YA WA UUNA (2556) IN15ANYINITINTIMAUALaTAUNINSIUDY
Austnaden1suLauens duAlunuuuannsaliy 12 iy Mldemvesnuwagdunianig

LY

MEATIFUALANANAUY WATIlUT1UANIINISAEN BT D9AINUADAAA DIVDINITINFUA LU

(%
a YA v

InLazAAAEIUYesAum ewnil §IdeTimlafnwiTesnaenndeireinisns
dudlunulusziuanuieaiuresdumilunneatiu Tezdmanen1sseannsndusi (Brand
Recall) N153a319151@UAT (Brand Recognition) ﬁﬂuﬂaﬁ@dumuﬁ@iamﬂauﬁw (Attitude
toward the Brand) NM15gnsunIuNswai (Advertising Intrusiveness) uazauRilade

YoakauNY (Purchase Intention) 8814l

o/

nnUsEaeAn1TITY

1. Wiefnwmansznundn (Main Effect) vassziupudonndeaivaanisiedudily
INUFABNITNBUAUBIVDILAULNY

2. Wlefnwnansznundn (Main Effect) veassiuauieriuvesduisonis
MBUANBIVDIFLAUNY

3. ileAnwINansEUTeUFauTTUS (Interaction Effect) Ua458fUANADAARDIVDS

N59AUATUNULAE SEAUAIINE I UVBIFUAIIBNTRBUAUDIVBIFIAULNY



Ugyn1i3e

1. SEAUANUADAARDIVDINTITINAUAIULNY FNanIENUan (Main Effect) #anns
ovUAURBIaINUNToLY

2. syfumsAEIfuresdu dawansenundn (Main Effect) fon1smeuauesosy
LAunNnRID L

3, STAUAINADAARDITBINITINAUATIUNLLAL SR UAUAEINUYBIEUAT dena

nsgnuTIAU (Interaction Effect) flonsneuauasvasiiaunuvselyl

YBULUANITIY

M3Ideaseilliun1sidolimeaes (Experimental) Tuguiuu 2x2 ulanades

(Factorial Design) Usgnaumig seAUAINEBnAd8IveInIsIsduaAlung (N152198uAE

AUADAARDINULNULIN BAZNTINEUAINAINUADAARDINULNULDE) X SEAUAILLNYINU

v o v

a v a a a 9 a = a v o Y A

YosduM (FEuAnlianuieIiugs uagdumnlanuieaium) Inedfmuusay As N3
5¥ANHaMIEUAT (Brand Recall) N139A970578UAT (Brand Recognition) TiAiuARAons EUA
(Attitude toward the Brand) migﬂwmumﬂimwm (Advertising Intrusiveness) Wy

& & Y o & o v aa o a a
AnuRdlageveiauny (Purchase Intention) lnevin1snaaesiuildnseauuaaies
AINTANNIING 18 NanAIBLaznd 998521319 18-25 U uuadu 4 ngu nquaz 40
Ay Ifanunnvesmauiunes Tu 3 81A1TNINNaNNRNA Auslvamans PanTel

UG08 TUBILADUL I W.A. 2561

a [ e’z:l' a o
Reudwnnlglunisiae

!
aa o A4 a

WNUAINA (Digital Game) vaneds lWsunsuvsededidnnsetnddeUfduius

1 A a

Uszaviny Aiiauanunsaauniugunsalddvia wu Insdwidede reufiames vseudiuidn

1%
Y

Inefiingusvasdiioanutuiiadundn Fanuadviaduesdndn Afeudosufufauie

ldansjamnennuimvuall

5ZAUANNNADNARDIVDINTISAN9AUAT LAY (Product Placement Congruity)
YUY TLAUAMULNYIVBITENINEFUA AL ELINADNIUNY YIBTEAUANUNAUNAUVDS

AupfuaInvawny kU



1. Mynamsdumkuuiiauaanaaesiuinugs (High Congruity) Ae as1aUAYTe
ﬁu%ﬁﬁmmLﬁmsﬁaqﬁ’uﬁaﬁl,l,amasﬂw,ﬂm (Peter & Leshner, 2013) i598NWMEN15319084
aAumiimunaunduivanmds tuidanuaenadesiunugainindudinauuulany
WmsznssauALuulaaeuneliinALIANINNI (Rejmersdal, 2009, as cited in
Xiong, Brittany, & Jiachen, 2015) dwSulueiisei] nsrnansduduuuiinnuaenados
funugs fie n13a19dudneine lndianunaunduivannvesny wu ainvednuduawiufin
willawanduiluguuuivestheaUouwesithauy visanvesnuduiios aziithe

Tawanduiegausin wsedud [Wusu

2. M3nAuAsUUTinuaenadastunLs (Low Congruity) Ao nsndusvie
audnliinelminenuidenlswielifoatuasae Tuny W liieruiededuna
Aeatusnazaslung viieduaniiaulanldnaundutuainuds Wusu (Lee & Faber,

2007) dwiulueniddeil msrwsduduuuiinrugenadesiuinus fie nsndduiaee

Winlaneanunanainuds uagldidniudiudsznauduglung

AMUAYINUVBIEUAT (Product Involvement) maneia n15iguslnAUszilu
durindannudAydiuaueunnioaiiedls lngazUsziiuanszauanuaesnis (Need),
AAT (Value) wazmuawla (Interest) ¥09uslaa (Solomon, 2015) Fenunsauusseiy

ANUNEIRUYasEuUm ey 2 SEaU (Assael, 2004) fail

1. AuAndanuigiuge (High Involvement) visngdis duAniguslanaulavieln
Y ) & a Y aa A A a v ) o a aa
Auddgyluseaugs WuduAnisaas viielianuieidesiusuuuunisanidudinves
Y A ' &G a Y Ay a v o A a S Y
Auslamegaunn Wuduiiiguiinearldmenalunsdndulaidentes dnsmdeya uae

AsaneEasdensaunaUnaufnaulate wedaenululminmnulde9INNNSTD d1msu

A a

Al PIeladenauenianuneaiugen 5 Ussnn taud Insdnvilledie Aswiiunes

+ 13 a [
nszidlusualuY Aoulafilfuy Larsnaus

s a v ay

2. AuAndiianufgiugl (Low Involvement) nanedia dusiiguslnalireglv

0w I _aa 1 [

anuaulavielildfinnuddgsetinvesiusinaunin Jududndsaligs fuslaads

o

LildnsgResesunazmdeyaiieriniinsanneunisinduladende o1avgldtoyaimiuni
Y Ao

1 =) € a 1 U a = dy o L a o d’J va o Y A a
@q%i@ﬂi%ﬁ‘UﬂﬁimL@uﬂﬂ“ﬁ’]EJGLUﬂ’ﬁG]@ﬁiﬂﬁULa@ﬂ%E] AMNIUVNUIYU Qaaalmaanaumwu

AMUNYINUAIUN 5 Useenn LanA UNonay YUNIULAEI NTEANNTITE UIAY haghIUN

Y



N13MRUAUBIYBILEUNY (Gamers Response) visngis ANAA AIUTEN 130

'
= YA v

nsnevauesludimgAnssunintundsannsauny Jendeladneiludseiiueeanis

Y

SLANDIASIAUAT NNFINTINSIAUAT NAUARTIHLAULNULADATIAUAT SEAUANUTLANYLABIAD

[

T wazAURdlade tnelisvazdun Al

~ = a v = Ay a ~ e v | aAv v
N195¢an993151A7 (Brand Recall) nunedis Msnguslnatindadoyasieg Nlasu
Tagansavantedn aweiunsawglasutiuiozlstng dmsunisinnissyannsauaiiiy
AAdeliUszendAnINaINWITEUes Sreejesh uay Anusree (2017) Fadumanudaieidn

Tiiawnunaud asduiinuaeiiulunuiinsdudlatne lneszdndmsdudilalaneud

a v & 1o & v A
ADUAINFUATUU 13J"i]’]LUU@@Q@@UG\’]@J@W@UWI@LVU

n159A919578UA1 (Brand Recognition) vanefia nsiiuslnaseyfedsiiaeiiiuan
NOU D199LFADIIFBLIATIUNITIEANUTNAYI8 (Hoyer & Maclnnis, 2007) d1m5un1sin
N3InTnTauA §I3elauszynamonuainanuideves Hwang, Ballouli, So uay Heere
(2017) Tneazinsdudn sansduiivnnglunuwazasduiilildusnglung udali

Ansaunisnaasddenasdumimiuluny

w”ﬂuﬁﬁﬁgﬁa'umyﬁm'am575%5’7 (Attitude toward the Brand) ¥ W loun

¥ a ¥/

Auslaa Ussilluanuianiifidensiausiluiiameuinseau %ﬂLﬁumammﬂmiﬁauiﬁum

e

[
Y oa a VYa v

AUslam (Nelson, 2016) dmsunudded fIdelausvenduinsinu1a1nauideves Muehling

Y

54

way Laczniak (1988) NHAIANULTDIUNTEAU .96 FIUTENBUMETDAINU 4 ToAINY Tu

EULLUU Semantic Differential Scale 7 S¥#u

N139NTUNINAINNAIWALT (Advertising Intrusiveness) MiNgi s¥aUUIUBNTANTTYN

snannlaannNdesie veeiuslaa (Edward, Li, & Lee, 2005) iWuaindnlawan

anunsalsauuanuaulavesiusinauneeiiiedls wazneliinnasglsiuguslng

o [y

(McCoy, Everard, Polak, & Galletta, 2008) dwiuaided {Idulauszynduinsinunan

Aa =~ &

UITYY89 Edward, Li wag Lee (2002) NiA1Andidasuluseau .96 §9Usenauniedaning

5 ¥aA213 Tuguuuu Likert Scale 7 szAu

AI1uRIlade (Purchase Intention) vineds winldunguslamvzsnduladedunvse

U313 Ineguslaaaunsaadnennnuadadennmsiusivsiudeyaneiunsduaiu

[

(Mowen & Minor, 1998) Tusnuisedl

ya v

AelaUszandnnsInunnawideves Baker way
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Churchill (1977) PifiAanuweiulusedu .82 Feusenoumedoniu 4 Taanu Tugdiuy

Likert Scale 7 s¥#u

Uszlgvinaininazlasu

Y & v 1% a

1. iiedulsglevilunsfnwinidivins lnvawnsalddudeyadadadodiu
dnsugnaulavinnisfnwidenesiunslavaniiugesmanuaidvasely
2. weidunwimisbidnnisaainrseinimunnuaiusainandeluuszendldlu
- 1 - Yy i a @ A o v
nsdeansn1saaInsuNy ieliEldwnuinanuyseiula uagiewmuiliguuuunig

= IS a a -dy
dnansuUsraAnsNINUINYU



UNa 2

a a av dd v
LLUIARN 'Vli]‘l"i{] LLASITUIVYNLNY IV

ASAN®NEDY “NAYDIAINUABAAADIVBINITINNAUA MULNULAZANULNEINUYD
durrenisnevausswasiauny” ladnisuuufn e waznwidennesdeunlddy

wUIMSlUNSANWIASIT duUsznauluse

Y] a

- wnAangiugramnssulemATTaLaginuadvia (Digital Content and

Digital game)
- WUIAANISINIRSIEUAT (Brand Placement)
- wnAangAnssuguslaa (Consumer Behavior)

TngusazIAniarnall

wuAAALNEINUIAMNTTULLBNIRIAUAZINNAING

Tullagiugnannssuilonndnanseniviansumus (Digital Content) 1y
geamnssuiifivwiaivg denuiawlaseslasuanudenaninnsaainuasinlasm

Py A 2/ Y U o w 1 [ <
wennil GallAnanngennltunsnagasieslaliiulsemelneg (@nen le.duidu,
2560) Tud .7 2545 drinNUANENITUNITIRUINTATYFRILALEIRL LR LALTATR

ANIUUBIRRAMNTIIL T ARTIavEeRIiana s Wuasaunandizuwuundva lng

faa o

91AFenIaN TR LM IHIUNNQUNTIATVAR19) LU A IMeT QUNTaldeas w38

wiiuslnsvimiselssnneuns Fellagiuldszuuadnalundn aonndosiu Rowley (2008)

PN v aa o 6 1 @ v PN v & o aa o Y =
Wlmﬂﬂ?qll%Mqﬂsﬂaﬂﬂﬁ]maﬂ@umﬂu@’m Lﬂumﬂuamgﬂﬁ]@LﬂUquULLUUGU@QanyimmﬂQV]ﬁ LRI

Y
UssanaramuddanlasuiiveiUasudygrafdvalvnduineglugusuuiguilaailaniu

T o

MegUNsalanINataYa

= a

Rowley (2008) lanauiiuiutsfdvianeunuanegluguuuuvesdua viemisond

Y]

duAnA3va (Digital Products) Fwneda %’aaﬂaﬁﬁmi%@maLLamU?iauﬁwhmiaqmq
ooulatl Inefuilnnazlisuaudnfleglusuuuuiia fedrsesdufiasia laun 4m
goulat! (Online News) wilsdedidnseiing (e-books) dniidonaiiou (Virtual Pets)
Ameunsooulall (Online Movies) LnuAdvia (Digital Games) twad (Music) TUsunsy

ABNIABS (Computer Software) §1utoyasie9 (Database) tUusiu
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YUz Kosio-Kantilla (2004) na131 wansugiansaumediannsating (Electronic

Information Products) Atuidufdviareumudiguiu inssiinsuanideudoyauuy

soulatiutosmediannsedndseninagliuinisuazduilan lnendndasiasaume

o

ddnwselindtu wuneds Audueuinisnneg Nlgauszasandnde nslideyafidfynse
AnusnUlaaansadn i uteBidnvseiind wu Suvievesseulay fsausi
Wedeyavesdualidudwiunn minguilaadeinsfinundeyaifesivaudile awise

= 1

v a s A TR Ay a v ) |
LUTONINTIUABDUNILA BT VT?@IW??‘WWN@Q@ Iﬂﬂu@ﬂ"ﬂqﬂ‘VlQ'UﬁIﬂﬂ‘U%?ﬁll'ﬁﬂLSUWITJ@JG]'J@EJWQGUBQ

a o

auenle GaanunsniUSeuiieusmaun 81uteyasndu vsedaunudeyaug lngnss

¥

fugueld (Mittal & Sawhney, 2001)

AINIUANZNITUNMINAUINITLATYFRIUAZEIALLIIR (2545) TalUsUseLanues
Advianaumusieanidu 6 Usziam 1iun 1) wediudu (Animation) mnefa nisaia
amedeulmlnsnisanenmisianimsuasuudadlunudifureanan (In-betweens)
nanee mw&i&ﬁmﬁ’uﬁwmwm%aqa ﬁﬂﬁrﬁ@lﬁ@mi%’ufd%ﬁumwm?iaulm QUPRERN!
amipdeulvidewedudu annsavinldvateds 1wy msnedeile msldlusunsy vie
yamdaiuszananamenesimeftelun1saina

2) 1nuAdtia (Digital Game) manefls TWsunsunesfowme fTignauTusngunasel
Wi wazivanevesasne lnednisimedasmunisasieninnsdiln nsviideana
myvihamiadeuln anldlumsass 3) Fedidnvsetdndiiion1siSeus (e-Leaming) manefis
sUuuumsSeudmenueslngedeinietnaneniinnes viededidnnselindlunisdneven
Fosam TnegiGouannsadnuiSeuiienues hiffiadrinEesszasma nan wazanui
Tnefiniaidsunisaeuiiuaunsniiavedlusuuosmsaoumaie vionisaounuuyfdusius
(Interactive) ¢ AodidnnsefindilomsSeusiinliinaluladveaiu (Web-based
Technology) Tunsenenesilem iamﬁgﬁzwmﬁmmwé’ﬂqm (Course Management
System) 1aUsMsinnIsauaeudLegg annsiildszuudidnnsetindlunisanenen
A vilvszuunsSeunisaouanansothavaidevlaslfineluladiafiie
(Multimedia Technology) 1y n1sviins1iin msldwmas nsldnmedeulndedale iie
Waszavsamlunsiiausuniou

s 4) peufiamesvasasu (Computer Assisted Instruction: CAl) vianedia #en1s
Bounmsaounsaeuiinmessuuuunis dddanuannsaveseuiinnesluninitauesie
Uszam Téun donrm amds niin unundl nsw Aaveinmedeuln wazides iile

i & = a ¢ Y] A v a o a v a a
D1YNDALUBDWEIUNLIYUY Wﬁ@@ﬂﬂﬂ?qﬂﬂuaﬂwmgﬂ/ﬂﬂaLﬁUQﬂUﬂqiﬁ@uf\]i\‘ilu%@flLiﬂuuqﬂwq@
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A o

Taefithmnefiddy fe asnsadsgaenuaulavestSounasnseulianaudesnisioy
Bous Aeufiumestisasuiusodsinvesdonsinuludnvaeisios daEowAnms
Feudanmstufiduiug vidensldmeundouisnsldsunatloundu (Feedback) uenainil
fafudefianmnsonovauesanuuaninssrineg Feuldiduedned mutenasofiazdsaiu
wagnsIIduANLnlIvesuulinaaniian

5) ilevneg fignuansuulnsdmidioie (Mobile Content) vanefis Tldnm dos
vidonmiadeulw Tusunsuiny vielusunsudulafingn sonuuy uaviannlifieldauls
vulnsdwiflede Tnefldavanunsoderinussuuiuauinimesliuins uazaevine 6) n1s
9ONKUULIU (Web Design) M18fie N1500NKUUKAZINHNUNITHARINARAZNITININITOUA
s199 vonuledlmAnarumnzausrisyannwlunsuanatenviedoyadngg uif
Benmuiuledliognstaau Whlade wesiinarsnihaula

(Y ! aa o (3

MNP LaLFIREvBRITaRaumud ilaguledn Aiviareumnud e

v 1 Ql' aa o 44'

Toyan1aq Negluzunuudivia uazillatoyamaiusunTzuIuNITUTELIARS JTUAAINE

Y
HunegunsaiBidnvsedndsing

a

Tutlagiu Adviareumudgmirnlifunmsieasmsmann isediFendt msnan
Aavanaunud (Digital Content Marketing) FaflA1umuNeuAne1991NN1IHAN
Bidnnselind (e-Marketing) nsngnsnaindiannsednd wunefia nsaudufanssunig
msnaeleeliia3osdiedidnnsedndsine Wudenans Inenaunauiuisnismmenisnaa
199 19U nsUsEE@UTUS (Public Relations) nslaiwad (Advertising) haynisidu

aa

Hatiuayu (Sponsorship) duMmInaRRITARDUMUSITY Lildaseunquiangludiuvenis
yhmsaakuteasBidnnselinduiniu widunssuiunsiiaunsassy enanisal uay
asanuianelaliiuduslaalugluuuvesdeyaddvianutemnsdidnvseiindsie lng
lailsmmasnumsviedudlaenss wiiitensedulifuslaaifnnsiug auls Anaunsidud
wavaiuanuduiussEnitmauauarngugusiaaidming (Rowley, 2008)

INUTHANVDIFIVARDUNUATY 6 Uszianiinaiundneau gideladend@nwiny

' 1
£ = £ fsaaa a

Advia esanidudewmninisdeasnisnainfdvianounuaniisnsnalunisyelaguilan
(“aanany Faaauilildienaun,” 2554) uasdulugaanssuiiiulaeg19sinsd suds
o v Yo a < ! ! o « I & Ll
maalasuanutenduegreaslugaliiniun (‘g Aegnavnssuneumnudnlngfaniy

lan,” 2561)
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%

LNUAING

Kokhuis, Hansson Wag Toska (2005) lvianumungveanufdvadn iWunuiigiay

1 U d‘ a & 1 € A L3 £ 1 aa =) !
aunsaauiuAsasneuinesiiussuveoulatrsooenlal Inen1sldunuinsen walau

= o

Ingldgunsaldidnnselind vaugdl Nabi uaz Oliver (2006) na1331 inuAdvia Juldsunsy

4 A aa a v ¢ o=

wsededlannelndlsdunusussinniny Niauienvsiiiissmilaaunsouinnintu 14

Y

aa o 1

gunsalRdvia 1 nsdwidletie Asuiawes Wuaunsallunisiau nediingUszasdiiieniny

v a & o = < a a @ = ' Ay 1 v | Y
YUNWTUMAN FANUUUIZUNANT AITULYIVY 5'31]@1@@@1]\‘1%3\]']EJVlNLaum@QN']ﬂuvLiﬂmﬂ

9 Y

aa v

ganAdpiiuAeSuIBuas Lavoie (2007) INa1731 nuAdva iWunundniswiadusewinag

a

ey Faiauanunsaiuagsinfiuwteiuld Tnefiinsspeuiinmesiudfndunanis

Y
LYY

Y

1NN Aleem, Capretz hag Ahmed (2016) 85U1EAUNNIBVDINUATYIA

'
[

a a ' [ & o A a & v a s a o '
YUPNIS2PN IOl LUUIU?LLﬂi@JWﬁ@ﬁ@ﬂ']ﬂQV]LGUEJUSUNG]'JEJJWU’W@NW']L@Qi NOAUNNLAAINANIU

s

ca & PN | a o A A = aa =~ d'
Q‘Uﬂimamﬂﬂi@uﬂﬂmfl‘] LUYU ABDUNILN DT Vﬁ@lﬁiaﬂqfﬂia YIUNUAINHAZUNIIDDALLUUN

[
£ 1 CY o =

FUFDUNTUNLUUUAUFY INTIBNUATTAIVIaTEUUEES A1 waziinSAIUANMYTEUY

a L3

Uyausehivg (Artificial Intelligence: Al) lanunsaasnsanuadiowasslvnugiaulaunndn

A

(%
a

LU

\nuARviainane ULy egunuuvesinuiitia awnsaudsesnidu 11 Usziam
(Alessi & Trollip, 2001) sl 1) 1numasysie (Adventure Game) ﬁi’mqﬂizmﬁﬁaﬁaﬂmﬂﬁé
wunu3INNIsWAdeyry MslEvaNaAUMAINEU WALNTNARBUANNATIY INTIZHLAUINIDL

TUpUaNEINUITNITHALIIUALLDUALBYUNN TUIULNADINUNUTDINNANINUNY LYY HBILUG

Y

funan videresiediugUassamieg Tuusiaza sunsevisanunsaevuyldlunouau 1y
nuiigedldlwnsu LLazﬁﬂwmmdwLﬂuﬂimmﬁuq (Dickey, 2006)

2) inug (Arcade Game) Duedeadunuiisinagnunaitansisaey wu Tu
RNATIWAUAT $I1UDIMNT NIDADTUTULIH9) Ima;ﬁmuﬁﬂmﬁé’aqmi%l,a'umuﬁ EONE
Sureudu o19asdinsuanvisynietontes Sednunvonnussani Ao Wunudifiau
wfomeenuussqimnglildniglunafiimun Sanauaraziuuaniufiiuay
euusdlitugiau dedidumusaidusiuduusn susioluagiinnueinuniu wasidu
annsaaulUldiFesy aunidazaszuivdevunan Lﬂug’fﬁ?uL"f]ut,ﬂmﬁlé’%’ummﬁammﬂ
Tugased aa. 1970 89 e 1980 wagldsumnuieudesauiiofinuaeulea (Console Game)

99N (“Arcade game definition,” n.d.) 3) tnunszA1u (Board Game) Hunuedne
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[
Yo Y 1

nNNTEAU ideseferiaunus 2 auguly iewdstuiulunsussquvanenils gl

Y

aa o = I

Hagtuldgnitmunduuuuddve dnsanusidiinfaganniudemansznay uazgniau
maindeulm widirsnguagniiniadion ibu anulfiuieurennuussanide dausuu
nnfuaeivisnsauluegisfeguds vilianunsaauuliegnasing,

Ussanndi 4) vnunswiiu (Gambling Game) Wunuildiduiovessieiasneg Ju

wsegelalunisidung dnsviunegvisemamnanaziadulusuian wazlunaunievaunuay

A ¥

TEstuTuRuToresseda dauaulaildRuuniigamedvue 5) nused (Combat

Y

Game) Wunuiidudnvuziendazasassinuluunmadnuee danwazvaunuusenniay

Y

widlviiauldfonzuazanuuwiudiieviminlauieneg eenun yedAgyantunusodas

Y

masadfesgnutsoanidiueny uazaelifissfiduiiiosaosowintu Snisaasiildasdos
fianuanunsafignstueenly (Griffith, 2012)

6) 1R33Ny (Logic Game) Wunufiauasdosldszruumudniidummdunaiuly
nsudlatlyrluny 7) naflnsinue (Psychomotor Game) Wiinufisaunisiininueuay
ANannsavansAndieiy fieudugfnduisnsiidesnmsienvugihenssty
fheghavenniliniinue Taud inuBedu nufined Sunumaniifeserdernuzauuiug,
winaulupeufiawes fiaunuazdsduingsng nenisldunddumdn (Kapp, 2014) 8) iy
UNuUMaNNR (Role Playing Game) 138nladneenganu RPG Lﬁummﬁé&du Suumdusn

L2 =

azasvisluiny lnedunungninivesny Jaiauazanunsadenoulusingg Anuivue

Y

4 o

1 wagFowinthmnelunlidise sadwsiiAnazunnieiunadouladiden naUsziam
iiﬁuiﬁ;:hdummqaaﬂLmﬂ%’miﬂzLLf’ﬁ]ngﬁ'wﬁuﬂuﬁuﬁ’u@duﬂuﬁuq (Wang & Yu,
2017)

foun 9) wnunaulym (Quiz Game) nAuTuvasnuUsEABUAIlY
Insvenififiuneuy ilnuneudymnansdudumilmesinusssy fegununey
Yoy Toun tnudaunuing Jeopardy) inamsuiade (Wheel of Fortune) waginunou
ANNUTIUTIIR (Who wants to be a millionaire) m:ummﬁmmsaﬁwLaua%aqiﬁaﬁiwq61
Tudernuvdensta melunufanansnidugatiauedudvizeuinsld iwu Wneudn
Rendudeyavesdudivieuith Suileegluguuuuada Aaunsaairaniiniifegn tas
Uszneu saudamedandeulsingg fannsaairsmnuaynauuliiugiau (need

WaNEINg, 2552)
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10) snudAnT (Word Game) unuidiauaglannuiizesrdniilunivisineg uag
gavne 11) inuuiuuu (Template Game) WunuilszandsinanuasuazIsnisauanning
wrazUsEnninaIintnesiu

IMNANUNINLLaTUTTANVDLNNATTATINA 1IN T9AU anunsaaguladn inuAivia
- - | fa & a & R ] a s A <
Ao WWsunsuignuanaanugunsaldidnnseiing wu Insdwilledie reuitunes visouny
@n lnenglunuagiing ndinn wazhmunegladiaulanimesazlisuanuduie duny
aa v o Y v v g v % 44' v
Adviadiguuuunainuaiy gaswanunsalsuldnuldlunainvanednuasiiveliney
aUszasanaalila

Tutlagdu dnnseanauastinlawanlansenindansdeasnsnalnpIunuRIva
AgIEN13699 Nannsavilvussgdmunglunisdeansniseain wasiiuyseansnmlunis
doansnandumludafuslan wu nsidudaduauuluiny (Sponsor) MeduAniensdualy

i3 (Product or Brand Placement) Tngsuuuunistawantunutiugniauwlundouy fu

'
aa v a

nsildsunlasvasnuadviamuasulumuimusssutazmalulas Tudauseld azidunis

'
Y] v

natiinnuiluinvesnsHuiuvedlavaniunuadvangniiauniegwmaiionduna

yanel (Lewis & Porter, 2010)

%

I~ aa
ALYl lUnUA VA

(% '
a v [ =

aaumgnilundbilunuddvianssusnidiet a.a. 1973 lngu3un Digital
Equipment $11ia Aindny Lunar Lander iuinuiligiaudaduenuainimiieassnuunig
) ¢ 4 A Ade v & ay s & ' A Y
Funs Feiunnlviasventuazliiu McDonald’s fdog winglaunuansadsfugiueInie
Lazasaenlnas usiasu McDonald’s 19dsa Wndusainirasiiusenunaing uaanie
wawds Big Mac nauly wimngidunudadugiueiniasusiu McDonald’s A¥iltomnunans
UN1I1 “You clod! You’ve destroyed the only McDonald’s on the moon!” Wunis
asemnuduidviiugiaung 83n1519m518usn McDonald’s Tuinudsnana lalleiite
Y] 13 P v a v M v a a4 & X 4 a v
TagUszaeAnianisnain Wesndivensidaumiladetuietoiuiilunismsdua

L%

Tuny uidunismensdudidioingussasasmuanuduis Anuagldasismnuaynliiug

[

AUNLLNNTY (Skalski, Bracken, & Buncher, 2010; Vedrashko, 2006)
tnlawanduiuneruadlatunslevanlunudivauntulul a.a 1980 e

gRavNISUNNATTalasuANLTeuaanluUssmaansgewsn adumlsummanazlaasng

Usingnsalmeiausssalul deluraedfingn I6Aaf31 Advergames 3u (Vedrashko,

2006) \nsusniiu Advergames gnwanduiilet a.a. 1983 fided1 Tooth Protectors fign
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NanTUlAen31AUA Johnson & Johnson Wunudilifiauundesituainaverms tneld
wUsdity nudaily wagthentaudinduens (Herrewijn, 2015) (@ununinil 2.1) uazlud
Wearu dnswdnnuidu Advergames Fudn laun 1ny Kool-Aid Man Tngia3ashunsn
Kool-Aid Wagtnyl Pepsi Invaders Tng Pepsi (Bogost, 2007; Skalski et al., 2010;
Vedrashko, 2006)

fawiiiaanasiangn Advergames agisugniaunldlunisdeansnisnainuiniu i
lawalunukuy In-game advertising (IGA) Agadiusngiituegtng wu iy Tapper
(Marvin Glass and Associates, 1983) iuwnug (guwun1ni 2.2) Inglvfiaudaduimazas
A & s A as |« v o 1 a a v a4 A
Muvnuees weadsnideslviiugnaluing :nUSunveuny aauALATeIRY
Budweiser lawdnluidudiunilslung Inenisuanslalinmunswesiuemsiuing wagdl
sUAMIALITUATIEUAT Budweiser ANWASTIZN WUIAANITEDNLUUINLLAZIZWAIATIFUAT
Budweiser #and13 113 NU3EM Bally Midway $17in fiasainug FaadszasAnandie
v o w & I3 \ ~ a ¥ | a
Aoen1sugny Tapper LWAskiluuisves Budweiser Litalfinganuieinus wasyieliiy

AuIaAnaNasslun1siawny (Skalski et al., 2010; Vedrashko, 2006)
Lqumwﬁ 2.1: L@AInINNNLNN Tooth Protectors

Clean Ups:
You have 3 free clean ups. Bonus
clean ups are earned at each 50,000
point interval.

Replacement T.P.s:
The game ends when all 3 T.P.s hav
been carried away by the Snack Anucke s.

Snack A

Snack Attackers drop sweet snacks on the tooth which in.
crease the growth of plaque and promole decay. Beware the
Snack Attacker warning sound! At any time, a Snack Attacker
may swoop down and try to carry away T.P!

Snack Attacker Time Bar:

This colored bar will alert you to the remaining time in the Snack
Attack. To move on to the next level, you must successtfully pro-
tect the teeth during the entire Snack Attagk.

Decaying Tooth: T P. The Tooth Protector: i o\ coorng:

Blinking will alert you to a decay- TP, utilizes dental floss to protect
g tooth. A tooth will beginto ~  the teeth from the cubes. The cubes 1%08bon ":;'?é‘.fnz'ﬁe:ng'ngfgfc"u?feTnﬁsd:f\';c':r
a
%?ss "sgés 'e‘d :glm\? ‘B‘;J;:gﬂw!il Dol ﬂol 'ed directions. In addi- ?x"«lr'-‘g 2#.’3%,‘3 ‘é%‘?,&%'ﬂiﬂ'&?é’lfuﬁ?’"»’%u‘.’&'&' 2’.3'2;‘3.'23'.
tion to dental floss T.P. al
10 pressac In A, lon t0 denta ampg;se P also uses a only 1 tooth is lost; and 1,000 BONUS POINTS are earned if 2
and fluoride rinse.

teeth are lost.

= | JOHNSON & JOHNSON
=7 | DENTAL FLOSS @,

REACH® TOOTHBRUSH () ACT "FLUORIDE DENTAL RINSE

The REACH toothbrush is an im| Is a major advance in fighting

WAXED Dally fiossing with JOHNSON & JOHNSON Dental tant innovation in preventive denug‘ary i Clinical sludles show that us-

Floss helps remove rlaque from between ) your testh REACH is. angled?ke a dental instru- ing a fluo Ide like ACT can reduce
..... and under the gum line—areas your toothbrush ment to help you clean even hard to cavitles up 10 40% more than fluoride.

can't reach. It also removes particles of food lodged reach back teeth. REACH has a unique brushing : Blone ACT o specifically.

between your teeth. If plaque isn’t removed every Bi-Level Bristle system which is designed for kids with 1ts unique

day, it can build up along your gum line. As more designed to clean between the teeth and dispenser that delivers the exact dosage

plaque accumulates, your gums may become irri- gum line. The bristles are concentrated = each time. Additionally, AC'T has a mild

tated, causing them to be tender and bleed. Floss o help clean each tooth surface better. taste which children prefer.

carelully atloast once a day to help keep piaque
from building up and eventually causing gum disease.

fn: Swetlitz, I. (2016, January 8). The 1980s video game that made tooth-brushing
cool. Retrieved December 22, 2017, from https://g00.¢l/4TsY92

YIUAENAITTYN 1980 9NEUNTIUNUATTIANEATEIN LiBsINAAIMNNBUF kAL
° o ' [ o ¥ [ o 4
nuAAMIEaNN TN TuT RN INEuRan Wunavilinislavanluinumeld
nsytatummssed 1990 granmnssmaulldndusntussnadimils iesananudey

vosffuslanafiiineinuneuleaanui Nintendo St fla¥aunu Super Mario Bros. Tuan
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199191108 (Skalski et al., 2010; Vedrashko, 2006) Unlaiewatsuingasn1abunisdaansnsi
AuArunudnasimils lnglud a.e. 1992 U3EM Gremlin Graphics lonanLNLAII1 Zool

(Gremlin Graphics, 1992) 7ifins1@uén Chupa Chups aglunsiazauvanny

WHUAINT 2.2: wanan gy Tapper wazlawai Budweiser luiny

ro AEVE°¥RR I ENceR 4
r8%6-IR"BEER /

>
=S

fn: Vicsage. (2017, November 20). Retro arcade art by CTUPA: Tapper (1983).
Retrieved December 22, 2017, from https://go0.gl/wak4f5

uenni insdssaninfidugninndudesmdavanliiuamaudiinss q
i 1w FIFA dunuwdsdunpuen Seituiifiuanansiduddo thelaumsnmsey
At Selsunluiny FIFA § Sanfeus® . 1993 w1aufialiagiiu (EA Sports, 1993-
2017)

nnsuafilaanengg Tidlueglunudy dnlewaniadumesit inuddviadude
Tawandisnzauuasiidnenm (Vedrashko, 2006) ilasanmslawantunuansise
Usudeuldvaneguuuy 1wy mafudalivayuluing (Sponsorship) M311905ALAN
(Product Placement) nsl#iwasvemsdua (Branded Music) n5liIazATveInsIdUa
(Brand Characters) LLazms%umwﬁuﬁwmmmmqG] Tuiny (Easter Eggs) Iﬂﬂiﬂ’s%’%mm
voamslawanlunudu flavanazgnimualvogluinuuuuansuazasd Ao laiaunsas

nsidsunUadliillewnueengdnain e Wulawawuu Static Ads weikilad a.6. 2004

nslawanlunugnitmunlianunsawfsuwdasniendals 158031 Dynamic Ads (Bardzell,
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Bardzell, & Pace, 2008; Bogost, 2007) Lilesaninuidsiaanansaiaunuuseulay lawand
oglunuFsanunsadsuniaslumuanunisalilagtiu inuAdviafiannsaidesseuuy
poulatii duulsslonddotnnisman Aldifisurasasuadavanldmudosns
it uenansoudeyaadifvesdiauny wu deyadnunzUsseng vionginssuvesy
wunulFdnge (Bardzell et al, 2008) Inslawanluinufiasnsaasundasnevadls
wianiiinareglugiuuulawesviethelewanlung faunsoldadavavomantusil
Satuimasdnan videnmeunsiimdnadiats Sntsdsanmnsaduiuilitunmidesmes
tinn9ifios @9lud e 2008 war T Af. 2012 Uses1uBuR Barack Obama eiiufiv
eodluinufe 3 1nudhefu Ae tnu Bumnout Paradise (Quiun il 2.3) (Criterion Games,
2008), 1ni Madden NFL 09 (EA Tiburon, 2008) waztnil Madden NFL 13 (EA Tiburon,
2012)

LNUATNTA 2.3: LEAIAINANSANASUDIUTEEIUISUR Barack Obama Tukny Burnout

Paradise

EGUN ~
%AI'EIEL)HCHANGL coM

ﬁm: Sinclair, B. (2008, October 16). Obama campaigns in Burnout, 17 other games.

Retrieved December 22, 2017 from: https://g00.gl/3H6McZ

Mnsegveddavaniunuinarindieiu azdudamsiannlavanlunaily
sUMUUIaY saLiloadausdd A.a. 1980 snaudsilagtu @9 Lewis uag Porter (2010) nddn
thmssaiauazinlavan ldasemindinisdeansnsnaiainunuddnadeiinisenen i
ansovihlrussquimnelunisdeasnsnain uazsifinussansnwlunisdeansnaudly

faruslam wena1nil Obringer (2007) fildna1ifianisdeansmanannniunadn WWunis



20

HaNNaUnsa v kazATuALd ey Taeendedady 4 agrdluniswda lowa 1) ns
fufdustussenieduslanfuing 2) snuiiendnualvesnsndudi 3) JUnuumsiaud
wannvanewiisliinnsuense uaz 4) weluladlunisuan (Faul, Erdfelder, Buchner, &
Lang, 2009) Fwhlinsdeansmsnanmrunuduunnstsannislavantie U 7
szasindnlumslideyavesduduazuimauduilnn Snvauayniiguilnaldsuan
MsEwNUEIsaTIanAuIANgNIUNILAINLRYaNtA (Herrewijn & Poels, 2014) 1ag
$UIUDY Verberckmoes, Poels, Dens, Herrewijn waz Pelsmacker (2016) Viﬁﬂ‘mﬁ'm
msmsdudluing wuth msnsduiiifianuaenadesiuideniluny vilvgidniaunis

. =

naaesidntsnnuaNasslunIsiauny wastiganauiangnsuniuanlavaniteglunyla

2

£ ' [
a vV aadda 1 a

YBNANT HN5IUNNSNARBIEILNAUARNARDAUAILUDNAIE

54

wenanmslawaniunuasivslevilumsvilisangnsuniuainlavandosadue
FeflinAdedug Avlidiuiaselevivesnislawanlung Tng Ham, Yoon way Nelson
(2016) IgvhmsiseriteAnwiisnavesmnuaynilinanmstaunasevirunfnensdufuay
arusilate wuh Wedneassdanaunfuinudidu asiiViruadfifroinuuaznsidud S
Fufinmnusslateuniu @ Ping, Goh tkag Teo (2010) IgvnsAnwLAfunisa
Ufdiusseninsidnsiunsmaassiunsidudfiegluny wuin wedidrsrumsmaassd
Ufduiustumsaudlunugs asiVieueniaronsiauddu

a o

Uszinnvodlawalinuaana

Blayundumliagi Ut anuaIaivainaieguiluy 9NUITeed
Smith, Sun ke Mackie (2014) wag Verberckmoes et al. (2016) lawusUseinnuaalaiwan
TunuAdiald 3 Ussuammdn (uannmil 2.4) loun

1. wnallawan (Advergame) A nuftadretuiteluslundursonisusnnswi
lngiame lneimnevdnveanuds mvihlvguslaaaglasuuszaunisal (Experiential)
Rendunsiaudlurazisung waziiedesmsliguslnafnnisneuausdlaenss (Direct
Response) Wiananfinsnduddeansnsnaianiiuing wu nslifdiuannsidudn nislewan
dudnitoenlnl Wudu Jeuslananunsanilvaninuunauldlaglsideldane uazinum
gnaatuntuariidnuagnaauiiig daunuaunsoldaeiaesnsinda us Advergame
wilengiidu iesniduedesionmsnszdunieduaiusennslutrsnamilarhiu (Lee et

al., 2007; Moore & Rideout, 2007; Quilliam, Lee, Cole, & Kim, 2011) @udaffs @115
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=

Aapannuadlannguilaalduinniinislavantudonadu aunsaiudeyasien ves

¥

KUSLnale wazdealdanetoaninnislavanludonidiu wenaini Advergame faanunsa

Y

nelAnnIsAaIaluuUanae (Viral Marketing) laandae (Ipe, 2008, as cited in Vashiisht &
Royne, 2016)

WNUAINT 2.4: wansUuszinnvaenislayanluing

Game Advertising

|
I l \

Ad In-game Around-game
vergame i/ >
advertising Advertising
| 1 [ | | |
Experiential Direct Static Dynamic Banners Interstitials
Response

‘17‘|I3J’]: Smith, M., Sun, W., Sutherland, J., & Mackie, B. (2014). A conceptual framework
and exploration of advertising prevalence. The Computer Games Journal, 3(1),

p. 97.

2. MsuanglawaINILng (In-game Advertising) M8t nstalawanasluny
Adva AA18AUN19I198UA (Product Placement) Tunmeunsninazasingiieil (Bogost,
2007; Interactive Advertising Bureau, 2010; Nelson, Yaros, & Keum, 2006; Teelutter &
Capella, 2013, as cited in Herrewijn, 2015) n1slawa1iuy In-game Advertising flvane
wuu U Wuuuuueslavan fegluguuuuveduamesmuainidedluny viethelawan
MUYaUALINLYNWY YIaglusUunuunTduAlng 1w duinfiduonvseinsosiu
fiffidunuanansadedulimasastoaudduld detiisasaslunuauld viosummuei
fhazaslunuld egslsing Sushnuaswamardorillavan uwiihwnevdnidmadunis
aseanudusliiugidung (Herrewijn, 2015)

MsuanslewaE LNy @unsawtaeanidu 2 Usean (Ghirvy, 2012) TawA 1S
Tawanlunuuuunsd (Static In-games Advertising) fia N133193uAYE0RTIAWA T

Aqnasuvuauny wu Unelawan (Billboard) ¥3awuutuas (Banner) N1slawanlusny
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1Y aa ¥ o

Ussanil llannsaudlodomnislavamdniinusengnain uidefife diaunuaunn
ududmiensdudlilaglidesdunuuuuesula mslevanlunudnussnnuils e &
mswasundasle (Dynamic In-games Advertising) #ungn4 demlunuannsawdeuudas
Isflerenianeividegunsaifldiaunuiimadeuedumediidn thnsmaindsanunse
Wasuuasguuuurdaromnslemarlunaliisngauiugisnaiseg 1§ (Abrudan,
2009, as cited in Ghirvu, 2012)

msuanslavasinuing Wumseasmsmanaiiansaidennguidmaneditinnis
paafesnsiasia uavannsatuiindeyaiediuguilnanlflugiudeya (Database)
uenni Saannsofennuaulavesiamnniuszernannunnnilavanuuuiad was
Aealdaetiosnin fedelfiSeuiiddiianvesnslavanlunudnuuzddo n1sdearsn
audluanmuwindouiaynauiu Aliifesusgtisananuiihaafunslavan dhlawan

wseinmMInaadiasnsaasanudssivlalidudiaunulusuuuuresmisiivinisiagly

Y

o/ v

1Ny 1wy Wewiunauasldnzuu Ssazdieligiaunuiiu fauus funsauduasiin
mmiﬁﬂﬁﬁﬁiamﬂﬁuﬁﬂﬁu (Ferrazzi, Chen, & Li, 2003)

3. Tawanusing seuinyl (Around-game Advertising) flo nnlawanviedaled
Unngegueniiuiidmiuiduing tneflasswdntulavanilaildfnusunalaenss uidu
TawanUszamuuuiuesiegluiuled iWediaunmausinuivleddaiulasanluse (Smith
et al,, 2014) Dubé, Goh wag Chintagunta (2006) fianududiudu Imwmﬁﬂsmgsau
nllafldudnsilavunsngiuinuiuiiseun inuuidsarity uilswanannsousing
Tunuld Tneusaginusinasdiannduseninanisiaunaisain Wy a1nduny anlranng ain
NEALN s'?}qimwmf’ﬁam1imhtwﬂ;]ag"lumaﬁ"uswdwmmdumuma'ﬂﬁ (Interstitials) N5
Tawanlwnuguuuudenan mlifaunuuenlavanduinueenaindu e luanilawundu
drunilevonny

wanni Terlutter uay Capella (2013) Iiiudszinnvesmslavanlunufaials
Snusznvmils fe Tawanlunuuudsauesulal (Advertising in Social Network Games)
Junsdeansnisnaialaenisndudviensiaudlunuiiduinudeuseulat wu
Facebook duffiaunlalldfidrusamameduinuiniu widiaunsafeasvidoiujdurius
fuidieuludoseulat Wnensiawduity fnsudsduiu wiefinsauunumibuiasasila

Famidluing (Yee, 2006)
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PnUszanvatlavanlunuAdiannauntsiu gIdelaidondnyilavanluny
aa v 1 .. A [ Aaa 1
AaviaLuUNIsuandlawaEIuLNY (In-game Advertising) Loda1ndununiiisnisiau

i Y @ Aa P Aaa Ay o v Y a
wannvanesULuy wasuiazgluuuduluinfey Wesningmsaunlidudeunaviuilan
dlvajAuiag (Yang, Ewoldsen, Dinu, & Arpan, 2006) 4ana1nil feanunsalszyndnisée
asnsdAuA avaIeISauAIMIgaNiuTULUUTRLNNARYIaNNe (Herrewijn, 2015) lag
NI asus s ganlun1TIeduAmtensAuATlunle Bauining
Hurgeangnainudy Juslnandiaunsaiulavantuguuuulminudeuluinenssuinn
nosTULNY Wazanunsaianalaeesviudl (Ghirvu, 2012)

Herrewijn (2015) lalusUsetanaeensiawanlulnuwuy In-game Advertising 13 6
wuu fetl 1) nsiludaiuauuluiny (Sponsorship) Usgianvesmslawanbunuiduiiey
Aonmaudatvayuluny dnlavanldiznstdieiiunssuinsdud uagldieUseduna
Tunyiniaung geannssunuddviadiulvgjinazgnasieanaineuns willeeilaata v3e
An7dui3dn (Bogost, 2007) v tny Star Wars: The Old Republic wag The Lord of

. . = I Y] 1 [l a v v 6 A 4 [ 4ﬂy
the Rings Online Fansilugaivayulunuadnlngjazianuduiusvisodenaqesiuiilom
YBANY LU ANRUSHAUAWIUIYIR (Fédération Internationale de Football
Associatione: FIFA) LﬂuﬁaﬁuaqﬂumMWWU@a FIFA Game series (Bogost, 2007)

2. MmsaseiazaslunuaInAsIAUAT (Branded Characters) [udnuilsUseinnues
msuandlavadung lngilunisifmazasanasauanndusasasiegluny Julnae
Unngliiulunulasanifudnlvg wiffvsnglumslavandunuegtne wu luny
Fight Night Round 3 713i§1agAs The King 91ncs1@uA1 Burger King’s (EA Vancouver,
2017) #i3aLnu NASCAR 2005: Chase for the Cup 713ifaazas Mr. Cleans 21nAS18UAIUDS
USEN Procter & Gamble 911a (Vedrashko, 2006)

S oo o o Aad o 2 = & o
wenani dalinstmsvseyaranivedssunduiasasiuny dadunisasng
P g.// 1 A Gl Ao = oV Yo 1 Yo
naUsgleviliniunsassefie asvseupraniivedeailasunisiustun dunulasuany
aulanguslanaundu (Nelson, 2005) fpgranuinsinnunislavaniudnuaeilae nui
Heniufun fassazasiluinfuiitewdes wu tna Tiger Woods PGA Tour 14 7ifiéin
avATNENAD Tiger Woods (QUAUAIMA 2.5) Laziniaunaaiidveideaaudus (Todd, 2013)

o

13 FIFA series fifazasidutinnauoailaasuddluauinads (EA Sports, 2017) wazing

Y

NBA 2K series fifishazanduinAviuiaiauea (Visual Concepts, 2013)
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WKW 2.5: faazas Tiger Woods Tutnal Tiger Woods PGA Tour 14

R WOODS

(=A) TIGER
) PGATOUR @14

ﬁm: Loor. (2013, April 10). Tiger Woods PGA Tour 14 Review. Retrieved December 22,
2017, from http://3rd-strike.com/tiger-woods-pga-tour-14-review

Fegnsdus inudtuuenantinfwiuds fe nsthtnauns vietnuananasiadu
Frazasluuny Wy 1ng Grand Theft Auto: Vice City Stories fiflinuans Phil Collins 1ugh
avasuanluiny (Leeds & North, 2006) 1hsl 50 Cent: Blood on the sand fisiu§Umas 50
Cent 1BusazasTuiny (Good, 2017) 4nst Beyond: Two Souls fiassiazasluinuann
UNUAAI939 A9 Ellen Page wagz Willem Dafoe (Hamilton, 2013)

uennil dazaslunuansadundiduneslitunsaudisne feglunildlae
mﬂﬁé’hamsﬁ?u‘i%ﬁué’wﬁaélumu (Nelson, 2005) GTfamﬁauﬁ'U?ia?ﬂuq ﬁiﬁqﬂﬂaﬁﬁ%mﬁm
viemarasianimslifud widuiulunuduifenninsaiifidunuaunsonuaums
wanwawiasasly vilvaunudujduiusiududvionsidud ldldduiepeasien
(Nelson, 2005)

3. UNYAINTINT31 (Real-world Analogs) viunefia Tawanlunyuiwiieudulawand
Fiuludinaie (Nelson, 2005) Tawaussinniidunwiedefiuanalounufls wazinas
Unngliiuluguuuuthelavan Wawes desavananinguielvsvimilung giun1snng
audiluny nslavanuuuummaanndinssatuisiinlavansnagldlunufidniufeditne
Tawauwineg wedlidthelavan inuduenrsrquianiuananuduas wu inufm
Hreauudesiitielawan insudssafidesuansliifunsduisnsud viedatuayy vieiny
fannndaduidles iielAnanuanasedafosithelawan Vedrashko (2006) na1i
Tawanuuuunynandintsadiuslemsotnlavanimszanmsatiodfiueuidnaaie

Tifudiauny fegreiviuladn 1w tnu Alan Wake (Dietz, 2010) Nfithalawanvens


https://kinja.com/kirkhamilton
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AU Energizer uag Verizon Wireless munuuiifiazaslulnuAunIawg tna Tom
Clancy’s Rainbow Six: Vegas (Ubisoft Montreal, 2006) Mill29a1v99n518UAT Axe UL
Uhelawaundaualawni Score with AXE “saLnusawds Gran Turismo (Polyphony Digital,

2013) MUglUUINUNIUIITARAETFITOUI (QUNUNTNA 2.6)

WHUAINT 2.6: U18laiganm el uesauag uusiisalunusauwds Gran Turismo

fan: Walker, R. (2017, October 19). PST Review: Gran Turismo Sport. Retrieved
December 22, 2017, from https://g00.e/KZFXTe

4. M32198uM (Product Placement) \ihu8n3suilsitldsuanudendmiunisi
Tawauluina (Skalski et al,, 2010) masdudntuetaazogludnumzilidu Aeogainmas
Yosunu wseanuulaau Aetludiuusznoundnvaunuile (Nelson, 2005; Skalski et al,,
2010) nslawanuuunsnsduintuinazdmngWidlulssnnvesnuiifoummusdy
nén Inelanzsoeus TwnTuifinasnglidiluieunninusands (Vedrashko, 2006)
W LNY Gran Turismo series (Polyphony Digital, 2013) ﬁﬁ'ﬁa Audi, Alfa Romeo, BMW,
Ford, Honda, Jaguar, Nissan, Porsche, Toyota ez Volkswagen a&_ﬂumm uaﬂf\]’mﬁl $191
usnguiinasusngliifiunafiinuiainludes Tnseaszegludnunsiifiaunuiiuse
Janagsunnumluny thelavanse vsedazasduse 1 iy Alan Wake (Remedy

Entertainment, 2010) Aifiushagasudnldsa Lincoln (quanmi 2.7)
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LRUNINA 2.7: Fazasraniuny Alan Wake 1959 Lincoln

fin: Vistaboy. (2017, February 29). Alan Wake PC verzié bemutato. Retreived
December 22, 2017, from https://¢00.el/XwnGNg

Lifisausinsduisosudvhiufiamsaviulsveslung unddasmauiiieatu
apausane liinasfuidei soash aNR7Y ﬁﬁﬂ%ﬂsmgiﬁﬁulummﬁm (Vedrashko,
2006) WU \nUUEARUDa NBA 2K14 (Visual Concepts, 2013) ﬁ;ﬁl,dumummml,ﬁaﬂ%a
wazusemeliishasasiidutniv Inedoruaysonrinazsinmaaudn Nike, Adidas uas
Under Armour wsi asrauilidudeindlsildusingliiuamelunufwmiidu uadd
Usnglunudssiandug e fegsanesidud Diesel iunsnduddeinamaudund
TawanrunukuuNNdud uagvindaidomansl inufifiderinives Diesel Usingag 1iu
wnnUszINAAe taun Devil May Cry 2 (Capcom, 2003) wagtnudiaesaaiunisal tawn
The Sims 3 (The Sims Studio, 2009) fiau1 ﬁLﬂllaﬂﬂJ’]mJ’]HﬁiﬁﬁgLﬁULLmﬁﬂﬁﬁU(gf’laxﬂﬂu
inslpguuidofduaiinnaudiandudussandulsnges 1wy inu Metal Gear Solid:
Peace Walker (Kojima Production, 2010) ﬁiﬁ;ﬁlﬁiumuLﬁaﬂLgaﬁ’ﬂﬁﬁUﬁaamwé’ﬂ Tawil
n3TAUATEINEnfusiTETuNAUMY Axe uazt8nau Mountain Dew Ungey

(@Lmumwﬁ 2.8)



27

LLNum‘Wﬁ 2.8: 1Nil Metal Gear Solid: Peace Walker ﬁﬁm’lauﬁ'ﬂ (1) Axe waz (2)

Mountain Dew ULLEBHNUBIAIAZATUAN

(1) 2)
fisn: (1) Ashcraft, B. (2010, September 4). Metal Gear Solid: Peace walker product

placement explained. Retrieved December 22, 2017, from https://g¢00.gl/
6QPRSA

(2) Gantayat, A. (2010, April 8). Hideo Kojima defends peace walker product
placement. Retrieved December 22, 2017, from https://go0.¢l/RE5psK

a v A oA & a = a v a g
AFIAUAUTELAND T waztATesaN WudnnisUszinnuesnsaunniuussluny
Tgluunanutu duamussinnenmssiaziesesnuldlmdudiuuseneundnueany fe au
Y @ I 1 Y] Mya av o o a ¥ 6’5 1
sgusngbiiuluueanndunailivig wesfazeshilaliujduiusiunsduduu wu iny
Homefront (Kaos Studios, 2011) Agiauaziiuginap3esis NOS energy drink fa08n1490
| I N 4 a % a a )
#1199 Tuny [Wualieugunsaiusznouann wiluuiany dumussinnetmsiasiasesnudu
dgrulszneundnveuny laedazasazfesiufduiusiunsdud enadunisiosimsuas
\ATDIGULNBLLNEG 31U (Vedrashko, 2006) L1 1Nl Worms 3D (Team17, 2003) figlauiny
rodlimazaslunumieTasRuyige Red Bull fMarAssaslnduiiuay viainy Metal
Gear Solid: Peace Walker (Kojima Production, 2010) ﬁl}ﬁLéummm%muumﬂ Doritos
A d' A . . A o =3 Y
30LATIANATT Pepsi iag Mountain Dew LiO5N®191NISUINLAUTDIRIALAT
dwsuuianuiiu aglisuannnsnaudiengg Wuanudadieliinnanuanass
(Vedrashko, 2006) 11 tnasaas Need for speed: Underground 2 (EA Canada, 2004) 713l
$1uuesNo3veY Burger King (RUKUAIMNA 2.9) kar31ue Best Buy 8g3eninemnaundese
#38Ln3 Homefront (Kaos Studios, 2011) Mfif1uweaunsaldmsunauiinnes ¥e

TigerDirect.com Haz31181%15 Hooters Way White Castle suanluliiosnifiazasiiu
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WA 2.9: 570 Burger King muv1gutesaluiny Need for speed: Underground 2

ﬁu’lz Nicholas. (2013, May 30). Interactives: Games as Advertising. Retrieved
December 22, 2017, from http://magamaps.com/interactives-games-

as-advertising/

a 1%

a a v oa ] PR = ) | Y a X a

aurmisensduiegluiny oraduldvaesesdiaievieslsuisesliiniiy v3e
mﬁ]Lﬁuﬁqﬁﬂizﬁummmﬂiﬁgam%mﬁu (Vedrashko, 2006) @ wsutnuiuinaduaiundy
drulszneumilewaiadeiiieineylsunedns duintuevsiludangnivualiauny
Faanun waziunldiievinnisaalunulvdiisa vsedudsnfnuntusiazas laensazas
podldaustuiognusyasaningly 1y iy Tom Clancy’s Splinter Cell: Pandora
Tomorrow (Ubisoft Shanghai, 2004) ffazasnaniaadldlnsdniilononsd Sony Ericsson
evnavhaunlasulidnsa wieluiny Alan Wake (Remedy Entertainment, 2010) 7%

! v 3 ol . P 1 v 9] ' )

BUNUARIAUATALLUANABSINT Energizer Waldlulwaiefidesldseninms wazdazas
nanltlnsdnvislofionsn Verizon ieRasedoarsiudazasous Tuins

5. @83 0LNaNINN9INAsIdUAT (Brand Music and Sound) Ingenagnianlddu
waslunusenIeauLny (Background Music) L@eatevnmsngg (Sound Effects) %39
deannuewiiazas (Voices of Characters) wninunulafilfidsanadninianuniase f
Ly) | I Y a é’j < [ a =) ¥ 1
duindumslavanliiuasaunitu Ingaziuldaninunuinuns wsenuausiee) (Nelson,
2005) L% Ly Guitar Hero Series 3etn3 Dance Dance Revolution Series (Konami,
2013) NAWUUNAS V3D IIAUAT LN

WBNINLNULUIAUATVISOINILA LT Sailinuuuinagdendiaunuaunsalisiasas

o

Uennglunuuasilanasld wu iy Grand Theft Auto V (Pereira, 2015) fisiaagAstuiny

A11150UA TN TANAIIINWAUATITI) (QUNUAINT 2.10)
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WNUAINT 2.10: Lansdaag9n1silaieinas Cha Ching U9929aUAS Imagine Dragons Tutny

Grand Theft Auto V

Tap + to quickly switch to the next
station

Self Radio
Imagine Dragons

Cha-Ching (Till We Grow Older)

‘17‘|I3J’]: Smurfynz (2015, April 16). Radio Wheel GTAVpc. Retrieved December 22,
2017, from http://gta.wikia.com/wiki/File:Radio Wheel GTAVpc.png

6. gnslnainal (Cheat Codes) uazAudusingg fiteusgluina (Faster Eggs) N3
Tawarlunussanifaueuudannnimslavanussamaug idesindiaudosiings
fum Uanden wieteusdufeafuasaudiitoliiaudistu (Skalski et al, 2010) 1w iy
NASCAR 2005: Chase for the cup (EA Tiburon, 2004) Lﬁ'a;ﬁl,a'ummﬁuﬁﬁﬁw race dodge
o oldspice venue FzaunsaUandensautsidenishd wioinu NBA 2K12 (Visual
Concepts, 2011) Mnfidustaanislimazasainseasi Jordan Sneaker Faiuseavin
meldns1dudn NIKE ansnsafiumisiay 23 Tuvedldsia wevandonsasvindiaeinliazuuy
Atunandun (@Lmumwﬁ 2.11)

wenannslandenifieldudsneglunuuds §ai3gsuy iinlavanlddnaiuns
19lé 19U Pizza Hut lavilsisaunnluing EverQuest Il (Sony Online Entertainment, 2004)
TneiauifianiAnin “/pizza” AzasndegemIeg 90 Pizza I tneliifeseanaininy
(Skalski et al., 2010)

NnUszianveamslavandunaluzuuuuniieg §idelddenuszinnnislasaniuy
N159198uA (Product Placement) igldlusmiAde esnnnldsuanudoudmsunisii
Taiwaunlutny (Skalski et al., 2010) mmaaﬂizqﬂﬂ%ﬁumuléﬁzimsﬂizmmé’qﬁlﬁaﬂﬁaaéw

Tudnadu lidnasiduinusauss tnunagie wEenuaINUNUImMmaAs TINEIN159EUATIY
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anansausulvmngauiunulavatgguwuu (Nelson, 2005; Skalski et al., 2010) Tuddiu

sald azdunisaSungnulAneITUNIIINRTIAUAD

WHUATI 2.11: n1sT4 Cheat Codes Tuina NBA 2K12 titeUandensassin Jordan Sneake

Enter NBA 2K12 Code

Air Jordan |

A to Equip, ¥ to view

fan: Kinkoman. (2011, October 6). Unlock Jordan retro collection NBA 2K12
(Complete Set of 34). Retrieved December 22, 2017, from https://www.
youtube.com/watch?v=8FAQUwekJVQ

LURALNYINUNITINATIRUAN

1199190573 uAN (Brand Placement) Wupsesiielunisdoansnisnann (Marketing
Communications) #l#3uaafisususofnauatiagiiuiiudetuiis (Mass Media
Entertainment) 39 MAsdesiviinuszdriuvesiislon lidaudunmeuns azas
Tnsvien] inueeulay frdndile wilens warluiomas ienausslovinenisnain (Gupta
& Gould, 1997) warlumsdnwiAeatunsnemsaudiu sswui T8msfignuaiednde
wiladn M39dudi (Product Placement) fia nsthaudiifinsdudlundusienis
Imﬁﬂﬁm’%a?iamm Imaﬁ@’%ﬂﬁﬁué’ﬂmm (Balasubramanian, 1994) FIuAnA1991NNNSINS
mwﬁuﬁwmﬂﬁmsmqmiw?ﬂuﬁwﬂaﬂé’ﬁﬁuﬁw?qq LIUNLERIS B 19U (Balasubramanian,
Karrh, & Patwardhan, 2006)

dmsuluenisei AelalEI8N153198UA" (Product Placement) Tunsvinigeiis
naaed Lesananuaneidlunisesnuuuing uidmiumsinwinndn §ideldfnwnisng

m318UAT (Brand Placement) Wunan iisliaenmadesiunuitevstinivinisvaies viuil

TavinnsAnenlusassanarndialdAU N[ LN
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AIUNUIEYDINITINATIAUA

Steorrtz (1987, as cited in Karrh, 1998) T9iA1usangv9an1si19ns1auan iy
° A Y A a v v < | ) Y4 §f A a a
nsuns1auAvseauA N lUuaIuU TN UNTIlUSIENSINSTAY A neuns Bsaingn
F9te galuauideves Karrh (1998) laawmdninauvesnsaasauaindlignaes
WALLALNZEULUNNEITU TABNE1IIN NFINATIAUAT AB NISUINANNUD 1SaTDAINUNYINY
Hansdaet wnsnlusienisinsvimivisedesiiag Midrdeausinaeg1inineng Ineinsguwuy
= =3 ~ & o X P A v v | a A &4 X dgve
APLALLEY FI98TANUNAUNAUNULLDI WALLINVDIRSIAUAADIINYRUNDYDNUN BANU
A1579ASIAUAN
FiDdT 191UA8U09 Gupta, Gould Way Grabner-Krauter (2000) NAIRIAMNRLNY
YINN1FINRNTIAUAI WU TsulawawaznisUszaduius Inetns1auavseduanasy
U3N139 L NAuLenIveddeniee wagldsunanausnunIIin1stiuy w3eussqinguazaadnig
nsnanlundyulawdyuvil geanasdfiu Panda way Tapan (2004) AVIAMUMNNEVRINTT
a v o & ~ 9 A o ¢ A o v a Y a v a
ensauai Wulewaniiunsneglude IynUszasdiverinlvinsdua duAuazusnig
dhdsuslaaliunniian saduignisnianuunnsaainnslavaniugeiinuessienis
INI12N1519R51 AU TN udLUsE N UNTIvaL e TIeN1T
Nelson wag McLeod (2005) 85UN8ANNALIEYDINITINATIAUATIT N1TINIATT
duen Aenshausvsensnduddiliusngeglunmeuns stensinsviad Luled vsewny
AaNIMeT ngeniieEg19n15InsduAlung Croc 2 7llgneunst Lifesavers Usingag
n3olun1neunsiSee Tomorrow Never Dies i James Bond 9U5a BMW $23%i9lu
S18MTINAITes MTV Nonslusienistadesinns) Tommy Hilfiger Wudu
Tusu3deaes Newell, Salmon Wag Chang (2006) NAnwUseiRn15119ms1@uA" 1o
a3UmNUMINBYBINITINTAUAI Wunsunsndudwasusnsidnluluiliemaesde wiie
AeaNsiiliansAgulUawimuaRuagngAnssuveeuilag
a v o Q1A ° VY < a v o |
Anuvingvasn s Maumuulilddissnsi g usinamiundusludosian
Wity wilagnuengveunlugseaunsassnnuduiusseninduslaauazasiaunilag
FUEB UL 91N911398989 S. Hudson wag D. Hudson (2006) EN¥1AULANGAI9U89NTS
MIAUAINUNNTASINTIFUAINIBANUUULAY (Branded Entertainment) tagaSunein Ans
asmsduAmenutuie Wunmsnmsduisviuulniniienumagauunningy
INSIEANINNTTINASIEUATD UL UNUINANN AU U5 89517 lUs8NS NSRS 0

nmsiasesiudedus 11nTu ldlmduiesnsidusmmiensiduaunnelseauluain i



32

snifunsriliduanenndudmiodud (Visualonly) wiaflansdasiiisadosiuns
Audn (Verbal-only) Tnefifrsunsnustadanadiu uiunsauflsiviu 3nsidudunnduy
anutuil deifluuu Passivity of Brand Placement o Audvionsiaudlalldifuqaunuly
demvesensienmeuns dsnisedinanlaldmumnevesnisadrmsaudnge
ANMUTAY TndumskaunauegnsasiisEinansiawa (Advertising) wazilemues
sremsitenuTui (Entertainment Content) tnenisvinlsinsnaudiiannunaunduuay
donmdasiuiiemussnneuns stensinsrimd uasdetuiisdneg (Entertainment

Y a 1% a

Medium) 9904195 UANNSIUILDINNNUINVDIVI BENARTIUNT LASLANVDIATIAUAT AILEAS

Y

Dugvuvudaeduusunini 2.12

WAUAINT 2.12: LEALUUTNaadn1SHaNNaIuiuIgnInglavawasA LU

BRANDED
NTERTAINMENT

ﬁu’lz Hudson, S., & Hudson, D. (2006). Branded entertainment: A new advertising
technique or product placement in disguise? Journal of marketing Management,

22, p. 491.

fitivnmsvinuduildfnueumnevesnmsaiansiduismeadiuis ng
G. Belch wag M. Belch (2007) ldafurganumunguaen1sasensauameninu i 1
Huguuvunslawandinaunduivauiuiisiiudetuiising Wunslidetuiisige
aruaulavesfrunieutuuaninsaudwiodud duu andudviedudiady
psrusznavlunsidubeaiioaiunruansiannniflasdugeaulanmsnsnas

S. Hudson wag D. Hudson (2006) lanaafiesnsimunnagnsnisinansiausivg
arunaundutuidiemuesdonniudenq sunaefunisadrmsduideanutiui &

WAASTUWANUAINT 2.13
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WHUATWT 2.13: LAAIAILADLEDI89N1519R 1 AUA AU ATUN1Ta519n s A UA A8 AN

U a
VULV
Key Influences on q Supporting Consumer
Effectiveness of | Media Used h Bran || Promotional Attitudes to C:lacemien'.c Regulations
Placement aracteristics Activity Brand Placement aracteristics
g o High Level
ich Leve
No Brand >
© rar.w | | of Brand
Integration [ [ .
Integration
Visual-only/ Brand is woven
Verbal-only into the

Passive Placement storyline

[Pure Product Placement] [Brand Entertainment]

ﬁm: Hudson, S., & Hudson, D. (2006). Branded entertainment: A new advertising
technique or product placement in disguise? Journal of marketing Management,

22, p. 495,

PNUNUAINT 2.13 AoufinT1ensaumasiauundunsasmsauiisening
ety Buannsnamsdusuuulaasundlildanuiedestuiienvesde (Passive
Product Placement) 1 s18n15Wisviad America Idol fiflasndudn Coca-Cola wansliidiu
Tusems Ssmanwsdudiludnuaedivssdiuatosiianlunsnmmauduuudug
(Gupta & Load, 1998) sia1 35N151190T1dUAMT0FUAABE | NTRILN Jusunanedudu
wilsfinaunduiuiomaesssenmsvienmeuns Benin nsasnsauddenutuis
(Branded Entertainment) 1y Tuazasinsiietiizes The Eleventh Hour Sfazasiigosnis
Anyvid Baivannitans Nicorettes Usngegluiiiodes uasifuaudnidiageslddmsy
Madnyvd feiEnmwsauiiifsdesiuidedeaduivhly Branded Entertainment
LANAIINNNTIIRSIEUALUULRY e Speck waz Elliott (2006) nanafiundingn dnlawan
Iimsimunagnsniswsdumbiguilaalisdniismenisinsiamirienmeunsgnanuiu
TUdelawan Tngnsviildnsdudnlilaausnnauiull wasistewdesiduseidion
vosdelvinniian

nsEs1ansIEuARIEANNTLAI N sHRIL lUnSauius18n1sInsiAUUSTLAN

o

Suaanlyinige NTUANENDSY Ferpse1dpduamsonsiduadiuiislunisaneyin 1w
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n31dUAeNElY Colgate-Palmolive lviRuwngyugniseaniuugsnagnd@itusavidivg Tu
snenslas The Apprentice wusy wananil n1sasinsduameautuisdUTIng v
Fulusuuuureanuddvialasmsnenaudiidarnietesiuidemvenny viaiieades
fusazasluny Suduifoudmivinnsmarauazinlanan Tneuinndn 1 lu 3 veansan

Y

ASIAUAT LEBNLIYININLAITA (Financial Post, 2005, as cited in Hudson & Hudson,

2006)

[
a 1 Y

A aAaa a ' M M v a o o & A

A9NTdnsnanan1919nT1AUAMIUUTARLA UL L lATIA LTI UL YD 9ED
WAZAITASATIAUAINILANNTULAY TAatl (S. Hudson & D. Hudson, 2006)

1. #o91lY (Media Used) my119dudusingludeynguuuu (Friedman, 1991) laii
wifusnudeunlasuanudensngg wu willons unagas was wilsdeiun uazineans
3anslddedumasiinlunismsaus iy Buledniinuuainsidusn N3EU A
nymiin Pfdrvuivledansanniivants Urbach et al. (2004) ldandaegsainiiuled

3 d'd U 3 1 d' d' U d' ) d' 1 d' 1 3
saeud BMW Aillntliduianseuneaiuaniuiviesieaniee laeiliflavaunsosudias

=

pgalsinin msidendefagldnemsndudifinudfy wsvusasdelauuanmig

aa o $% a Yo [y a

i 1 M3IesduAlunuAva aasaainsidusussnisaunuiuasdudle

WNNNFDBUS haraNIaIzANgud vINeN1INIIRA1ALe TNt NgIuILLAE

AaNIstaugILINAINEBUS (Nelson, 2002) UonanNt NISINATIEUAINY SaTusiu

Y

[y

ngUszasAnIenIsnatn mndnnseaiasesnisirauandndanguitnedudiuiuin
Ay o i i = P I3 & w A Ao A =
wsaitanguidvangluieUseina nsifenlddenmeunsendasiludiudenia weswind
| 4 a ! 9 A 3 [ = o
MsdteeNAMEURS Laviinnisaugnilenmeunsgninduguiuy DVD visemntinnis

(3 4

AAINRBINITUTIA TN UILAIANINNITNAIALUURNIZIAIAE 813ABUFBN1ITN1TI9NTIEUA
Tusemslnsiimidesnniididonnanvatslunsdnnemsdud wu ansoidensey
PnaInIseneIna vieUssnniommensiidesnisle

2. dnwalzlannzfreng1dudi (Brand Characteristics) ns1audusviinusuiuaey
vidouszgndIsnTnanTaudlsesniinsdudidug iesndidnvaurianiziiuneei
U¥udsulgenn IummzﬁﬁuﬁmizLﬂwqﬂimﬁim (Fast-moving-consumer-good) Lju
Coca-Cola ¥i3® Pepsi aaninsaUiuasunieUssgndisnisnsmsdudildvainmans
sULuUINNNdT 33 Ephron wag Erwin (2003, as cited in Homer, 2009) n@1i1 nagménis
MansAudi wanefussAusaunsodiulddn viessusauldiehenaudidul
Snvneilaniduagiels uenaind Karrh (1998) nanafisifiudt ssAudfiwdanuiens

aualniszlasuanuaulaindvuuinndt W asrdudnlug Junior Mints wag Snickers 7
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UszaumudifalunslénagnsnmsnansdudluagasinsvimiFes Seinfeld Wuainpan
%Usﬁu%uﬂuﬁﬂﬁ’]’)ﬁﬂﬂﬂﬂﬁﬁﬂﬁu (Bukszpan, 2015)

3. MANTINANEINN13918 (Supporting Promotional Activity) Sauer Wag Adam
(2005) ndi1 msazsiliiuslnadedud vieiin Call to Action innsnanadasi
Aanssudaaiunisuedug muglufe wu nifialine Tyson Foods fiuanainagliisnis
Madudluagasinsvien Saduffaduayuares uosilavanuuuiodafudisssviein

578015 (Vranica, 2004)

v

q. ﬁﬁuﬂa%ﬂ@Uﬁﬂﬂ&iami’nﬁuﬁ’l (Consumer Attitudes to Product

a

Placement) JuUslnaiilviruaRnRsan1311995183uA1 viuuiliunasiiansyedumuaziin

I
tY

ANUTNARERs1AUAIY (Nebenzahl & Secunda, 1993) agnelsAniy anwaen1aUsesng
e TS TINILANA LY USINANNARDN 1IN UANEIHONITINATIFUA 21NIUTTEVDS

Emma (2004) nanvin §ustaafiongsening 15-34 T fleniafiaziitun1sinensnduaunnnii

¥

AUSInANGuBY uana1ntl SallAuuANANNAEN SNAINAsEN1TNBUALDIHBNITINAT

a v

duen TneauglsUinazdunaiiun1snesdudiiiniinuewsiu wazauedeasiinig

e

gaUTUNITINNTIFUAININTGR (McKechnie & Zhou, 2003)
5. 8NWENI5IN9ASIEUAT (Placement Characteristics) In15398a183UNLALINU

n53uiveruslaanlreUselann1sImAUMIuANA9TY Tnga13deas Russell (2002)

' (%
Y aa v

wag Karrh et al. (2003) Wu31 {USlnAa11ns0andNIsINnsauAm NN niasidesla

UINVEA TOIRIUIAD NMTINATIFUATTRNISLASLTEDE 1AL LargATNgAD 1153199

q

a v 4

= = 1 = | aw | a v da o &
AUANRNIZAINLNEIDEIAYD FIUUINBYBY Russell (2002) wu duarmani ity
Aotlonvessensingyial viselimiuigitesiusens ssanunsailvgusianandila
11N uenanil Gupta ag Lord (1998) na1n31 Msnmsduaminliguslaaiin

£y a ¥ 2V 1

ada ~ a & A < |y % v
VI@TL!?WWI@G]@G]T]au@]'ﬁ]%ﬁ]@ﬂ'ﬂqﬁaEJ'NLLUULUSUﬂialﬂJLﬂuwaﬂLﬂmLﬂu LLﬁ]ﬂ’]W’]ﬂ(ﬂﬁNﬂ’ﬁIM

€

HUSLNAAATIRSIEUALE B9 9RTIFUALUULAUTS d1rsusrenisingyiad n1sidu

e

]
Y a

AatiuayuneIUeiulseanTaesIen1TiNad oN15IN TN IEUA MnFatuayuieItes

€
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€

fussianuessensun axvilvguilaainnisandléfinin safelvimadfifdensidud
thu (Tiwsakul, Hackley, & Szmigin, 2005) daludusazas mnilfasasuansnslidud
%ﬁﬂﬁﬁﬁimLﬁ?iamiaammﬁuﬁ’ﬁuﬁaazﬂilﬁ (DeLorme et al., 1994, as cited in Hackley
& Tiwsakul, 2006) kagynnissdudiuiedestuyaraiitedonsyhlmiuay

Udedovonsnausly (Morton & Friedman, 2002)
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v v a

6. sz108UTaUAU (Regulations) TunmazUsewne dsztlsudevaAunisIemsIaua

wanaaiy Wy Tuussmelsaea n1semsdudlusensinsieidudsiiangmune Tu

a ¥ 4

Uszinadingy Indndewasinsenshianunsaduilavanauld vielulssmednan
Wunstawanu (Surreptitious Advertising) Fsnisisdumndndulavanudsussinnmile
TurememunIveidy nruneneIfunITINesIEUAABUTISTANTININNTT B9
sz U8UTaUAUAI9Y) Ra1H A8iiNafan1TIeRTIAUAT TIuBensAulAUeY Branded
Entertainment Tusuiandnaae (S. Hudson & D. Hudson, 2006)

dmsuludssinalneg Jewddenfnvifeiunisnmsdumegimainvais g
aa a o 4 a ¥ LY 6 6 1
A31900 WIS (2538) aguanamuneveIn1sIeauilusenisinsviriuas nneunsi
[d ! a a [ o a [ ¢ A A a [ &
Junsduasunandusilaenisindaduavsetevesmdnduetuusnngluiienives
Mneuaswarnsieyd waglunwidevasansned Sugiusny (2551) aunungvenis

a v 1 & =t ¢ - o a Y a v a A a A
Men51duA1I WWunilslunagnsnisdeansnisnainiuing dum dufn usn1s n3edenus

= a v & v 2 [ | & v ¢ s

vanfansndustu iWhluusingrsedudiulssneuvesilanisnenisinsviruuasnmeuns

ufvdedue wu vy Uneans was Hdndate Talewny duwmesids willeasie) g

[WvensduAAzdeLduA iR lniuIIIveHeNTRRKNENTIENT waLdl

% =

nnUszasALivelv

1%
=

AUslnA3Indudn ieviruaRnAdedun uazausaldudilalidusinadnduladedudla
INMIANYIATIUTDINITINNTIFUAIRAINTNIYIN TRV VI IVEIREENT0
a3uladn Memsduan Ae nagnsNsdeasNIsRAIRHILERIENH NN SHaUNaIUELA
A Y A a A A Ao = a v o 9 & &
AAUAVMS oA FeAMIMINEvE B enlesten sduAtY iusinglullenvesde
Feagiauaenndas naunauiuillemvesde lnglinsanasiuseninaggnindeiuidives
aduAeraUseleylvewisaesiny warllingussasiioasninissuinaaualvun

AUSLaA viIelUAsuLUawinuaRdons AU Lasdindulatedum

ThUITaIAYINITINATIFUA)

o

nagnsn15Iesduan duidunislunagnsnivszavsamuazidnsnmunnaieen
Bnsadlawaiog 1 msiznisinaenduafinnunaunauuaziuuideudusssusnadiiu
& A oA o & ¢ A .
HaM381389919U89518M S WSViRY A1neuns uagdesneq (Balasubramanian, Karrh, &
Patwardhan, 2006) Nelson waz McLeod (2005) na1131 mMy1easduaitudoniss 1Uu
lenmaiaglinsviseyananiveideandusenissenmeuns waninistadualiiu

dualiiulaensdladndae warludagiu nsaesdudinatedudiumilusinisnnuny
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nsnankardsasuNInaIn lnegaussasalunisidnagnsnsinmsiauaiivainuaie lu
Jesduiieliguslnaiinnisilasunsndud (Steortz, 1987, as cited in Davtyan,
Stewart, & Cunningham, 2016) uagilumsiiialenialiguilaalasdndusuazusnig il
a vee A N o ada i a v a v & S = o | v a &
AnAnusanTureukariviruafnfdeduAazasduAty Ity Juiludnisindulage
(Cowley & Barron, 2008)

avisway Sayayysnen (2551) laduuninguszasduainisnemsdus lnswiadu
TPUITAIAVRINITINATIAUAIVDLIIVDINENA N UaETNgUITAIAYRINITINATIAUAIVDS
Y a v € dl' d‘ (% Q’lj
AnanIEnNsinsiriuasdoudavuau fail

TQUIEaAr0InNITINATIAUAYBAIVDmEN M TakA 1) Lieikeuns lawan
Usganduiusnanau auamseusnslidusiaaladan 2) ieduaSunnanualnfliiuns
auen laegNN13INFURUUNITINATIAUAM LTINS A euns wSedesne Tillaay
= o & A a Y a 3 a v A g vy o a

winzay wuuilleuldiulent 3) ieduasuliianisnenginsdum wasiitelviguslaaiin
ANUALLAEAUNTIAUAT WaTAATINY 4) LBNTEAUEAYILAUA

NINUIZTAIAMINGT AZIUI nagNSNIsINRsAUATIngUszasAitonisdeans
mssamdunan &1 Cowley wae Barron (2008) narinfisdt Wnnismanadinagldnagns

a Y & = = A 4 ' a a o 1 2

nynesdudlunildlunisieansuuuysanms ielvinquidmaneiianisilaSurude

'
Y o

waztiulanialyausasnsnauandunsan wazvinliauausensiauaudunduyeu

Y
(%

iludnsandulatiovesjuslaaluign uenanil Nelson uag McLeod (2005) lana1ain
a v & & aa = A a a = ' o

N30 573U T duIsnmdeansniivssansamunn uasdinnuunndiainlawaniiily
- = = & a Yy o & 4 = o9 vy o vee
\Weanniianuuuuisulusssumdvagaenadasiuilomvesde dagyilvgvuiniuidn
AnINsueNtaYanlaense dearanisiiieanvedue

TUTEAIRRINITINATIAUAVRIRHER e TITTAtLAsFRIAYLAYY lauAd 1)
AULATYINT LTUBIINEHANT 18NS Hdnazas Aedldduyulunisuds Jufansuaniudeuiu
Wvamsauaiinuaulalunisnwmsduilusemvisenmeunsiu lieanaununig
NAM (Balasubramanian 1994; Russell & Belch, 2005) 2) snuanusndudesidumusenau
2INMUAINEUATUIBIIENTINTIIAY [TBLRAAINENITUaYYIBUIUBNTIULIDIFIaLAT BNYIY
fudulsloniluiuesdvsenauAadassnmeunsuagsnenis (Russell & Belch, 2005)

3) AUNTTOUATIEN N3INATIFUALUTIINITTeNM N RTINS AmIuA
Jualdineuduou uilinsweneanasiussninudivemsaduiuazinansionis luun
n3el gauvayuranenauniouduiuanaiiiuguniaus (Presenter) asnaumiuagudy

(Sheehan & Guo, 2005) wag 4) AMUNISHAILINISVEIAEA L1D9ANMNLYeIRs1auAT L le
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ADINITHANITTOLIATHYAIVINTY HNENTI8NITVTOLIT0IEHDTIRNDINAYNTNITINAT

A A

uduiadusmddunsilasan Wunsduseldlisunmeunswasdodug
wiiui nguszasdvesnsnwmaudvesiranensinsvimiuazdomavuy 1u
fnqusrasdiieatesiudunulunisnande denaiuassgiafiniswandeutununis
wAnfuLemIIALA nsandunugUnsaiusznouaneine WeanuauaTdlunisiievh
vionslau3inisnwmsaudtiunineuns wazdese

I3 s =

NTRQUITAIAVRINITINATIEUA iuIINsIesduddunagnsnisdoans

]

a & = o

msnaaiineliinralszlevisiumiadedvewmsduiuaziednands Jaiudumeua

=~ o o t% a v & ¢ o ¥ ! ! U
nilsminlinsneesdudilunagnsigninldegrunsnatelutagdu

'
=

| < & a v 1 | a Y Y P 6 1
ag3lsfnn nagnsnisaeesdumlussazdedaniideliuieundulselovise
nsdeasn1snain wazdeldeUSeu @9 G. Belch wag M. Belch (2007) laasuninsiude
TaSsuresn1snwmauatd asil 1) unsidasuyans (Exposure) N1519a518UAN Y
GRIANG %Lﬂ@l@ﬂﬂﬂiﬁﬁu‘ﬂmLﬁumﬁuﬁmméﬁu W UNN1sRandenINansIauniiuy
v 4 dll I3 ::l' dld a, U F2y £ a a, v} d’{j %
s1emsnsviad Wesnnludeninisdasulaie duuilenaladuionmenisiunion
funsdudivedlusenis waruuludesdsdnldinglunisiury InemnSeudieuiu
12WNNLENDDNUIIINTIYNITHIBALAT TIAITIINISIU NI0ALATHAALYI9UAIILI L8 wauN
AU frueraudsutesivaniiou vhlvdlenawiunsduitesniin1smmsdua (s
gel 53505nY, 2542) uonanil BnFeniiantnnisnaindnazldnagnsnisnnewsdun Ae e
Ameuns inszanunsadiagaulidudiuaunnn wasvazsurunmeuns gualiaiunse
a a v A ¢ a = &
Wasuanille uwavdenmeunsdaliongnfsgnuusussegiialunisatglulsinineuns
sudsgnudngrlugunuu DVD Feazionguszana 3-4 U Bnnsdaiiloniausnganutomng
185 WsTAULariAdanIanaae (G. Belch & M. Belch, 2007)
a = < a v = &" K] a ¥
2) winmnad (Frequency) Tun1siiunsdua Fs3uegiuguuuunismemaauaily
dor1a9 1wy mevilvesdumunngluain slirsidusgnnafeiuinuagns vsevili
asduifiunumilugunsailszddvesiazas Judilonanasiianisdasugnanguilan
3) wialiinsauagy (Coverage) naxvdmiung wsgdeusasUssinmidnannlunisnszasly
& A ° VY o L Ao < a v P a v A A
AuNuNneg wasiliguslaaannvateiunilonaiunsidud sudanisnsduatuded
wananaiy il fengudhmanglulninale
faun 4) Weatuayudadue (Support Other Media) N3deansn1snaalagaly
finaglddenarnuanaiiielidfsuslnaliegnangs Fanismwmsdudnludniesedionds

MhgatuayunislsvaLuuaniy anvisdaiienseaunisiuiveuslan deiiuniseeusy
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n91Audn wasifinededelvitunsndudiuniu 5) tiedeulssauduiusyosiudn
LAZUMAIANT (Source Association) ileyanafifiteidewiemsrtinuandiduiuions,
Audnludesneg wasdondanuidndureu msnaduiviensdumaztisiiiunndnual
Tifumsndueila (G. Belch & M. Belch, 2007)

6) \leansuyu (Cost) ilesmnmnilisuiitsuldanslunsnansaudi Ingldns

[ 1

FaAlddnesoniuay (Cost per Thousand) agnuindualdineiliauleieuivuiuui

1% ]

Ayiinsdnsu 7) Hreai1en1sanda (Recognition) wazn13sednld (Recall) dinan133de
na1i1 Msldnagnsnisiensdumiuuwudaluainvesnemsinsieivsanineuns vl

AysaNnsasEandmaaualaunndinislavanuuuiily (Rejjmersdal, Smit, & Neijens,

e

@

2010) usnNaNY F98au

a o

a9 Davit, Kristin kag Isabella (2016) 181371 AFh75974
asaumavgluiunslavantuasasinsialazyelvgusiaafianisandilauinniinisly
lawuitgsegnufen

8) WiuN158au3U (Acceptance) lunsndumaindwy lngn153emsaunogng

Tl a

naunduuazmnzauduidenluie usnaindsieiiumsseniuuda duudnlvedad
viruaRludauindendudanse uazaang 9) ilendnidsangyneuagdotiumnge
(Bypassing Regulations) luu1ausying wiu UssimaAansgewsni duduisilagniuladldl
mslawarulnsiaindeludedus wiansaldizmsnmanaudils
dudoideiuiouresnisensaudii Tiur 1) funuiiuiaiege (High Absolute

Cost) fawdineldeseiuay azligunndn udelddelaemulumynwsdumegly

JeRuas Fuibidvesndumunneliansaldnagnsiiienisdeaisnisnanals uay

Y

ANudenlun1TIeAuANWNTY Yilinsdusiinisudatuiuieusingludesie) dawa
Ialda1glunsnmsauaaunulume (@luee s35usnY, 2542) 2) natlunisiesu
(Time of Exposure) flawsiin15119nsdumaziionenisuaninauiy wazylgiiulanialuns

Uesulifuuvsediuans uildawnsesulssAuldiduuimuaazdunaiiunsdud auls

[y

AIIAUA MSe3ANAWTIAUATIUTINGlUHe F9871398TUeE TUTEEIAlUNTWARIRTIAUAY

uWiazASY wazAURudRismeTfazasaIiu Fsdmnnisimsdudilifianiulon

1A W1V0INTIAUAMBIRIENUANILESINEYLzIst AT EUA 3) Todriamuaiy

o w

waula (Limited Appeal) Inen15219a518uaivedndnlunisgenlesanudunusiuiile

v a v o w

139970450697 TRANHAUNAWINIINNSTITAUAVRIIAEAT BNTdlitedninlunis

Wauetoya wazUselevivemsdumetsaeiduntosninasolodeasnisnainusenm

'
=

()P



40

siosn 4) aAnmentunismuny (Lack of Control) esnnidvesnsdudilianis
muAuATIAURYesIUd agiinmsunngluludeidlela vesudlnu viseseiSnisedals 3
019zl dulunuiiaandaly vilvinadnsildenalivisginguszasd 5) eranolviAn
Forduslunnsau (Negative Reputation) Lﬁaﬁué’m‘%amw?{uﬁﬂﬂﬂmﬂgagﬂui’]’qmsﬁiﬁ
wanzautuiomvesde vdensludnngegluanunsaiiliaenadestunmanuaivesns
audn ordwmaliuaninaudniiagunniidnsey viedeiug orafdszautiym
Tuwdau wasidvesnsdudlianunsaaeudianmsludaduayuls 6) nnsnevaussain
15158471 (Public Reaction) Fsenalsiidulussmn funeraddngndniBonainlemanusdsly
e shlsivirueilunsaudendud vievmndnsdudunngludemann
Auly onvvibiguuidngnsuniuainmslavantd uag 7) 1fian1ien1sudedu (Competitive)
spyhadmesmsduiseiues iesnmanmnaudidutesmssdoasnsnainiia
UsedvBnm Saiimsuwdsiugadiefioavslunsfunnaudifedldunngeglude viseylu
duillaniruninasduddu (G. Belch & M. Belch, 2007)

ndoliuisukazdoidoUioureansimedumdndiu waaddiiuin 1151w

audduisnisdeansnisnaindifiusyansamitasnsadnfengudmingluaening vinli

aada a v & =

fuslamiiniinuniirensidud unsedleativayuioduy siielivanissdeteiu
ngvanenalavaneie e widddedndnlusuildinawaranuidnviseriaunfvesyvy
fedu mslinagnsnsnmsauiiiuseansam dhnsmanevietnlawansiiuazes
AnuUssinnveanisensaudludei LﬁmmﬂmimamﬁuﬁﬂugﬂLLUUﬁLLmﬂsmffu
daHARaN1INBUAUBIVBIEUSLNAUANGNAY (Bergh & Katz, 1999) Fastelu azdunisnaniia

UTELANUDINITINATIEUAN

UsennNYeInIsINeTIFUAT

mM3ensduAlimsianfusefnauisdogiu nsmewmsduilugasuwsndu
WeaN1sEAUA NI T UA LU TE N UMD I URINURININEUASUS BI18N5 N ST AL
winti wnvagluiiduifentestuionvesdelay waziinnisnaiavseiinlawannliled
UNUMUNITAIUANYIBANUNITINATIAUAIEY (Sheehan & Guo, 2005) WAN15319AT)
A Y ey ) A = MY g ~ o a v w
ausmnlagnitaunsuuuulumsusngmudesnag undu lagldladuimesnisinduaidin
Uszauluain LRaANAIIaUSNNSTULLAIUNEITIN UMD DIB9S 18NS DATNEUAST B9

tnnseanavsetnlavanazannsaduniiunumlunismiulinsauneglusessivesds
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1
a1

I¢oenaiisioansundu Shrum (2003) FenTsmsmermaudluguuuulvalii Wuns
AoansiBananunany (Hybrid Communication) ka¥INFULUUNTTINAT AUF TR
aunsanualsEnNUaINITINesEuAINdade 2 Usenis fie 1) seaunisilufidnlunis
muRuNsUTNguasaudludevesinlawan way 2) seiumadiludidusuredenly

dovenandua yibiuuinsnmsdudeendu 4 Ussinn (Quaunnd 2.14) fail

WHUNINT 2.14: USLLANUBINITINATIAUAN

Integration

Product Assimilation Product Integration

Low Control High Control

High Integration High Integration
Control
Traditional Product Placement Enhanced Product Placement
Low Control High Control
Low Integration Low Integration

fan: Sheehan, K. B., & Guo, A. (2005). Leaving on a (branded) jet plane: An
exploration of audience attitudes towards product assimilation in television

content. Journal of Current Issues and Research in Advertising, 27(1), p. 81.

1) M52193UAWUUSARY (Traditional Product Placement) &8 N15199573UAN7
thaudanuseiulunintaefiaudlildfduhusudeonvesde 2) nsnsduduuudiuus
%A% (Enhanced Product Placement) funisyensiaudiinlawaniiunuivlunns
Bl RIfUIR TR AU Tuiamens ilidomsenisanansadauasuns
oy X o v

Aunundula 3) duAdenunaundunuiiemvedde (Product Assimilation) A8 NNSYINLA

[
a Y a

Aurnildusinluilon1ve9s1enis watnlawanliledunuimdnunmnunisidiusiness
dualusenis wazgaving 4) nskaukauauAiuLiienvesde (Product Integration) Mg
N157719958UANUN LawaNTUNUINTUNNSAAUNSHAIUSINYBIRSIAUAN ULLDINUDIED

$IN99)
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wananil d’Astous way Seguin (1999) lauusanwazn1sduminnainnsidu
atiuanuliasnanisinsvied (Television Sponsorship) u 3 Useian Al 1) n133198un
wuuwuuilley (Implicit Product Placement) i gUkuunsaeduiiduamseuinislal
Usngeglusanisuuulasuds winzduilesdlszneuniislunniiasessnvesilomly
57813 Tiwsakul et al. (2005) 8nf79819N19799T@UATUaZATINTYIAUS 09 Friends 717
azasiAunslagldansnisdu Virgin uwnanen1sSuilldlmdudiudaglubes violuagasmas
| = aNa v ! & a v 4d & Y
U11304 EastEnders Hdumaguuiuindumimtumnvdvesaras wagsienismedym
(Quiz Show) Nl udsduaNIERNInIFUAMVBIATUAUTIENTT 21NAIBE19NNEIUN
anansaaguladn nsnnemsduAluuLuuley Aonsins dudn Yeusunidnvesdun vse
aususingegluan walilimsadnisnisldvieUseloviveswnsdumiusgsdaiau

2) mysduAuunaunaulpetiusutdn (integrated Explicit Product Placement)
2 a v A a Y a w a A A a o 1 < Yo
Ao JULUUMIMEAUAMTIRTIEUAT FuA1 USN13 viseTauTem Unnglusienisegiaiiulddn

a Qll -1 a a = va v '

waziiauneatasiuilonivesnens lngaszdnisadavseusniselovilunslaaudioeig
FaLau (Hudson et al., 2007) 1 Tunneunsisod Minority Report 7 Tom Cruise astdes
Guinness (Tiwsakul et al., 2005) #3BlUNNEURSLIDI | Am Sam AL 1NN Starbucks 9
hildusngegluannudaviniu uiluaauninidazasndnyinaued (Hudson et al., 2007)
wazlunmeunsises Castaway Nnwanyda Tom Hanks AinN1esanazfadanfanaian
¥99 FedEx Tun15a1538n (Yang & Ewoldsen, 2007) Wanainnsasnuselosuvnsdunian
v a a v | ¢ Aa o O a &
Fainsuaalaunurasmadua wu lunmeunsises Love Actually Nilfagasauies
Budweiser LLaszmaIaLmueumLﬁEﬁi’l “Budweiser please, king of beers” (Hackley, 2005)
NFMBENTINeTIAUAMIFULUUTY vilanunsananladn Wunisisduiiuansds
AaNvazkavUsElerivasdumlangtniaukasinuasnnaoinaunduiuilioesube

3) Msneduauuldnaundulaediuauda (Non-integrated Explicit Product
Placement) fig JULUUNNTINEUATIATIAUA FUAT UINNT viseTouTem Usinglusiens
aghaiiuladn uililddmnuieidesiulienvessenis Inetevesdativayuenausing
U IIMBUAUVDITIINNT TEWINTIUNT Y3OROUINEYBISIBNITAL LU agATIngmidl Sex
and the City atfuayulag Bailey’s 38 a13azindususinglulaiianeudngsenis
ionouaIenImeuns (Tiwsakul et al., 2005)

919138 UBY Ferraro waz Avery (2000) ivinn1sAinenluiide Brand

Appearances on Primetime Television TaLUsUTZINNU8411579A5I@UAIINTENTTUNTS
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Wnaweidu 3 sUuuu fie 1) M3UsInguewmsIduaimenin (Visual Brand Appearances)
Junsemsdudiifiniswanmsdudn the faud wiededus Mierdestududlae
wanadunn Unanndennuiidesledusmanaudviodssiifedostunsaud wu lu
AmguRdiFes Twins AiMazasAuATesfs Coors Light lnefifvuannsaifiunaumdaau
wiiazasluldndndduduaslaifidennuiaifugudn sl Ferraro wag Avery (2000) 1¢
nafisfin MsUnnguesnsiaudlasamiy Srmsusinglusumisilani
(Prominent) wazluainwds (Subtle) vasnmeuns azastnssimd wiedosus uenaini
Ferle waz Edwards (2006) lawusnisusinguesnsidumlaenaimesndu 2 Ussindes fe

v o

Msemsduddulgund (Primary Brand Placement) Wudnuauzn1sanns@usiigvy

kY

a a

WILAUAT A5EUAT M3oUSENTUSIY (Actual Product) kayn529nsaumaunfend

9 Y

(Secondary Brand Placement) fi® 1152 9ASIEUAMIINTUSULUAEUS NWUZ UDIRTIAUAT

Y A a

a o ¢ A a o Y Aa ! 1 [y =] [ a v
NARANEUN NIBDUTEN IﬂLUU']Gm%iaﬁQVIlIEUTNLLWﬂWWQﬂuaaﬂlﬂuaﬂLﬂu@ﬂqﬂaﬂ‘iﬂmgaUQ’]

9

1%
=

9399 19U fazATdnaIudeifing dus Coca-Cola 1usu

2) NM3UTINUDINTIAUAIGIBLEYS (Verbal Brand Appearances) 10un153190151
dunildBuameides o1aldmandniadu nslimazasyads niedeasndudesn
inluguuuveadeddaglsiiududilurenin wu anameunsides Wall Street fdhazas
alnudadesin “Get this kid a Molson Lisht” fifen1snanadadesns Molson thues §9
msﬂimgmaamﬁuﬁwé”mLﬁmﬁ?u anansanusdu 3 Uszim (Ferle & Edwards, 2006) é’qﬁ
2.1) mMIynfadedud iems1dud (Mentioning the Brand Name Itself) 1 tihuansyain
“da Diet Coke Tiduniay” 2.2) n1suadaUszinnvesdual (Mentioning the Product
Category) 19U ﬁml,amawﬁmmﬂ “qerthdnauvannile” udiithuansdnauds Coca-Cola
1% uae 2.3) mayadsdudnlaeldmassnummunuauditgu (Using a Pronoun) Lt tnuans
Auvilaynin “wdusuiuliviosd” udiiinuansdnauds Coca-Cola Itk

uay 3) MaUTNgUeInAUATTianLazdss (Visual and Verbal Brand
Appearances) \unsinemsduiiifiniswansninuesdud wasidssiiisadostunsidud
Tunadentu wu lunmeunsizes Wayne’s World fagasyadn “The choice of a new
generation” Aeuflazudunszes Pepsi Tunniy \udy

uananil Russell (1998) ulsUsznnvasnsensaudily 3 Ussiam (QUALANT
2.15) fail 1) nynedufuuaenn (Screen Placement) Wumsansdudmiensidudi
FynanunsaneiududTiuaInveInIneunsses e sinsvial lnganusowiassiiuaiy

AUTAVRINITINNTIAUA IABN A TEAUTUBLAUTULUUNITIAI YUNFBINTUAINEUA

Y Y



aq

arudviesiunuadsfinnaudduuing fansmaesaudssnniaenadesiulspnm
n15UsINUeInsdUAImEnIn (Visual Brand Appearances)

2) Mynemaudluun (Script Placement) Wunsiamsidudidauazldiuded
Aedestunsduiriudyauesazasilineuiuluameunduiosensingdimi nsng
asduAtuurausasUeenilunangseau %uagjﬁ’uLifamLLazmm?{ﬁmﬂauﬁwﬁgug
namfie satanslfenudndyfunsaudinudime wu 1ides aouil wasiazasiiu
AuyRdsALA Bin1mwsAuiUssaniaenadesiuUssannisusngvesnsaudde
\d84 (Verbal Brand Appearances) uag 3) msmnadudlulasades (Plot Placement) Ju
msmwnsdudlneiinsaudwiedudandlubudunidudenvessenis videdudau
dluilonvosnmeuns azasinsiien Fsmsansduiussaminsatunsnemsaudii

UsIngvian1masides (Visual and Verbal Brand Appearances)

WHUNINT 2.15: N1SWUIUSZANTBINITINATIAUA Y 3 17 Ine Russell (1998)
Visual Appearance

!

Screen Placement

Script Placement

» Auditory Presence

Plot
Placement

Degree of Connection to the Plot

fn: Russell, C. A. (1998). Toward a framework of product placement: Theoretical

propositions. Advances in Consumer Research, 25, p. 359.

o

uennil fafimantsssinnvesniwmanduilaegainssfuresauaudn G
Cowley waz Barron (2008) ldutsUssinnuasnisdudosndy 2 Ussam il

1) MIIMTFUAUUAIUTA (Prominent Placement) A NM1539EUAT ATIAUAT
vidodsifeadesiunsdudlunngeeninegdnuiuuailvgwoanans vieo

suntsnusngluniedidumidndfesaudnansilifvumiutaeu uwag 2) n133198uA
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WUUBLULTEY (Subtle Placement) B N153198UA MSIEUAT MIDEINLNYITDINUATIAUAN

wuuliliusngeenunliivedsdnmau wu enssivwndn Wuveslssivluainndsiieg
wenynaulavesay fanunauniududinlszneudue wieusngliiuuuseluszeziia
)

INNTLUIUIENNVDINITINATEUMTING1NUT9AY aansaasUeanunlaiu 2
Usennuang Ae 1) N3ensnaumiuuiiuaude Jsazidunisnmsdumfiunisée
a1snsdua uduazuinisegadianudaau guslaasuitmaaum duauazuinisiu
= a v IS a 14 [y dy - ) A £ <V v
FIN5INTEUA1e1RvEiiaRgIteiulovvesdeviselidingitenla uag 2) N3

a v = & a v ada a o & E o =
aauAuukuulley Wunsnwsduiilianunaunduiuienivesde win1sdeansly

Faguslnaluuen IN1SYANIRLINTLEAINTNYTONATINTIAUALALNATS

Tutaguu Nfdevarnrategunuuanndu nsaesdudbilausngiiuamely

Y
4 v a a

Y < Y a £ s a v A A A PN
donufudnsely dnnsnaiansednlawaniimsldnagninisinnsdunludedus Mdu
a P v ¢ v ¢ A & =% a Y
Heuuenmileansemsinsviad azasinsiiald e meuns FagUuuunITINRTIEUAE
ANURAINTaNeNINTU lae Eagle wag Dahl (2015) laanfegranisiansiduailudeln

A9 feaglanandduanuinly

n753799578uA 1 UFeFPuReulaY

(% ]
A a1 U

Tudedinusaulatidu msreamaudeingg auisndfeiuiiduyenavesuilon
¢ waruilnaanansodoanslasnssiuamaud Snimsreamaudrihudedsaueoulaids
mmaaﬁﬂéﬁﬁmsgmmu esnnurannesunainviate wu Blog, Twitter, Youtube,
Facebook yMANN1snaInanunsngas19@ssAIon151 19T aUAALANA1IAU SINENEINNTH
T luremsfinyianudesnisvesuilaald (Kaplan & Haenlein, 2010) UoNANG AN
asAuRrnuFessulay SenunsadinlemalunisuanildsumuAnmiurioUssaunisel
FeINEUSINATULIIvem AU viserusLaAmeiues (Chi, Yeh, Chien, & Tsai, 2013)
wardmnguilaaldsuanuduiisenuaiuniswiunsidud ﬁu‘%lmwﬁﬁmﬂaﬁﬁ@iamﬂ
ﬁué’wﬁ?ul,l,azﬁwlﬂajmﬁmﬁuia%aiﬁ (Wang & Chang, 2013) nslddedsaueeulailunising
asaussududesnianisioasasdudidusesansam fegienisinmsausludedany
soulativeadesiuneanaged wu Wes Peroni viAanssudeansymenisnainuud
Lifestyle siugasmng Facebook Tnafetonanssudn The Sweet Life Tngasiinsinasiamn

Aavs aums 915 warluudaznnazilides Peroni agluninene (Mart, 2011)
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Liu, Chou Wag Liao (2015) Ndi1331 n1sensduasudedsausauladulvajod
lusduuunAeutnang lngsegreguuuuniienan As Myieasiauatuunany lnenisii
WveaunANvseUdennesilsutsdudtulnguendeyadieg neiivaud 01adzunn

wiateanuduaiunisviesinegiieg 1wy vdsnnesideuunanuiegiiunin Tuduled

S

Tufvzuanagunmuazdenudaaiunisvievesniuil Starbucks wnsnagluumanu WWudu

=2

fesuuuuivhlinmnsaudludedsauooulatiinUsyavinal 4 Ussms dedl

1) dnvazns9esdud lnewdadun1sneesidusiuuuiau (Prominent Brand
Placement) wazluukuuLiley (Subtle Brand Placement) NMshUdaN®aEN1TINATIAUA
Fnananandnuaznseenauiivnnglunmeuns uassensinsimd Tngludodsay
poulall N15MIFUAWUULAY AD NISLEAININYRIRUAMMToNAUARE1 TR T3
ansniannsld videlieyauaruenivlsslovivesmsauddu lurusfinisnmsduduuy

= [ @ a v ) a v k% 1 a o . ! |
LLU‘ULUEJU*’\]%&QLﬂGlLﬁ/iuﬂ‘l,mq%ia@i']ﬂuﬂ'ﬂﬁﬁﬂﬂﬂ?’W 91N9UI8VBY Liu et al. (2015) na1an

adda 1 a

nMynnsduitudednuesulatiuuiuuilouasyiliguslalvinuafnnensduen

11nNINN59R S FUA LA dIPNeauladLuUlAALAY FIdnAdetUNUITURNILNNARN Y

=

nsNmsduAtudelnsviad fe Wensidumtuiiwdudiwuuiuuilouguilanag

adda 1

NAUARTIANDATIEUAININAINNITINATIEUAMUULAALAY (Reijmersdal et al., 2009)
uennil dniuludedsnuosulat mynwaduduuuuunidoudinelmannisadniiten
gitlevmannn

2) sUuuumsdeans Tasuvadu Msnemsidufuuuzuniw wagnsnmaudn
wuuidle Llesanmsnansdudrudedinuosuladannsanaudevansuia 1y dony
sUn e n3iin Fdle Sendn Aesdadiliie (Multimedia Content) Nowak et al. (1999)
naN791 MsdeasmeguiuviAleansassauaulavesuildinnniuuuguaim 91
$ATev0e Liu et al. (2015) nénin Msnemsdudniudedsauesulatfluguuuuiile
annsafsgamuaulavestiuilan uazai wimuaRiAdens1dudannnitnisnamsiaud
shudedsaueaulafluguuuunm uenaind msnwsdududeduosulatlusuuuy
Flodanunsovinliidsunmeassedniodlugdommnniinmsnmaudunude
denneaulatluguuuunn

3) ANUADAARBITENINNITINATIAUAUALUNAYN INNTANEINUI JUTLaad
wwiltiufaginudeimnvidornnssuunany fudu misaenndoivesunmiuuay

Joudearsnisnaindndudsddgy Jstoanudearsnsnataivainvaneguuuu lidnae

JunsWeuussens msldgunin wen1sldiale (Falkow, 2010) uazillaunauiudeniny
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doasmanmniinnaenndeaiugs fuslnaduualiufiazyhnunisdaiatunisuenng,
Audnthiaua wu mandndlg vieldnantulumssiudoyadud nauideves Liv
et al. (2015) naa Wlemsnamsidudiinnuaenndesiudeyavesunany fuslnnas
FosnsnudeyavesduegisanBemnntu lnsvhmsnanidluludulsduasddinaly
mssuiuledvesdudduunty

4) mslidesmsesulandiiffuslnaiinlunisnmsaudi Voorveld, Neijens uaz
Smit (2009) wugthnsNemsAuArudedsaueeularin msnansaudluduleddud
530 Toganunsataandnsnisadnidluluiuled iwseduilaadnagldnanluniseudoya
yosduiluiulsinduiiinuuninuasiirunivasdensidufannnitnisnedudily

[

Aulediilaires3dn 91nu3deres Liu et al. (2015) ndvd manemsdualuiuledi

%

AULaA3an ashlvduslaafnwdeyavesdumasideninntunagldiailuniseruuiusin

Y

©

2D

1
175399598UANINUATYA

Tuthgtuiguilanausaidenidiasudeldies viliinsvanidesinlawansn 9
ilesaniAngnsuniu thnmsmandsliiBnisasisanutufisnugiunsdeasnsnain de
FosmefiiiuszAvdamgauaziduiition fio 1nuAdvia (Lenhart et al, 2008) 195910
Fuilaeiiufdniusiuinuganindedus mnzlisuaoududionlumsdniudossm 1
srunalumssindule limileudedurufifuslnaduiesurifivsogauien (Passive
Audience Consumer) Gsguuuurasntsensaudlunuduivanssuuuy o

1) sefumnslamiuvesduiiignuansiude (Placement strength) lugUuUUNS
wansdudviensaudi iiasdumsuandidiudenin os vievianmuandes sumis
ﬁmﬁué’msmg WaENNTEBANS IIUTBIEUAT (Bhatnagar, Namita, Aksoy, & Malkoc,
2004) Tnelus3deves Cauberghe Way Patrick (2010) LLUﬂizﬁummimwﬁwaqauﬁwﬁgﬂ
wandludesanifu 2 jULUUAe

1.1) Mansauduutlanisu (Prominent Brand Placement) dmiuluinuiy
mMynwauuuulaauusnnaziinAuAvedumiusngegistaauud fiauna

anunsafiujduiusiunsnduiuulasndie wenainil Peter uag Leshner (2013) ana1vin

ALUUINITIRSFUA L UULAAWIY 8138INSUTINUeInTduArsadua luaaiauny
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vethaqeeildidunudls uifidunuannsofunsdudduegreiniau Vashisht ua
Royne (2016) Sannsinamsidufuuuiiulddaaundeniin msnsduiligaaudnans
(Central Placement) 9119113989849 Cauberghe Wag Patrick (2010) PlFAnwnaveIns
TNATIFUALUULAALAUADNTABUAUBIVBIRLAUNY WU MTINATIAUALUULARLAUEAINE
AoN15ANINTIAUAANINNTT wazliiinaseriauARveElawny

1.2) M3NWTIAUAUUKLULTEU (Subtle Brand Placement) Aig N135319m31dUM
vidoduffinaunduiuainuds vionsnansdudlaefinsdudfvuiadninn videduu
ﬂ%’qﬁﬂiﬁﬂgﬁaa warllldlududdnyuesann (Gupta & Lord, 1998) &1 Vashisht wag
Royne (2016) 138nn153190518uAaenaIndunuuy Peripheral Placement 31091133
Y94 Peter Wag Leshner (2013) na17i1 Myrwndumuuusuuiieuluinu@dia vilgiau
nudAnaynauuinnn waediviaunfinsensaud nudsdaudilafiosnduunduny
Fudannniudledsuiuinuiifingnmsduduuulanisy

2) AINEDAAGBIVBINITINATIAUAAUNY (Congruity) wuadu 2.1) M3199)

aupuuuiiauaannaediunuEl (High Congruity) fie asndusvisedumilauiieives

'
v a a

fudsiuansegluny laihazdunmessduidmiuisdestudsunas vienudnuuzves
dupiieuieatesiudessniintulung (Peter & Leshner, 2013) Wiadnuaizn151ne
vowmsAuATinunaunduiuanmds Suidunisndusidanudenndasiuinuuinndd
Audfinawuulani insiznmsmedudiuuulamay azneliiaanusiagluvazauny
1710111 (Reijmersdal, 2009, as cited in Xiong, Brittany, & Jiachen, 2015) 21n9147398U94
Huang &g Yang (2012) Na1331 NMSINATAUARUUABAAGDIAULNLAHE LVELAULNILAR
TauaRTiAtensdud uinninisnensauiuuulilaenndetuiny

2.2) mynseduauuulidennassiuinunisiinudonnansiunuon
(Incongruity/Low Congruity) Al asndudviedudlinelmAnanudenlomiolifieiiu
desine lusnu w ldiitensudededuny lifersusasashuny vieduddeulansiu
lainaunduiuannuds Wudu (Lee, Mira, & Faber, 2007) 1ag Lee, Mila wag Faber la@nw
DNANIZNUANAITINEUALUUAI9Y) Tuny wudwnlunuiinisneduanuuligonades
fuidemuaany azreliinnssyandmaudlsinnninnsnduiuuudenndesiy
dewweany uenanil Seileiseves Huang et al. (2012) find131 Msneduuwuul

danAaIN UL wnUna i ANN15aAINRSIAUALARNIN
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3) nsfiuduiusiuiny (Interactivity) insdudenanunsaasisufduiiusivduiiae

lpannnidedadu Wesnnglawnuaunsayinisusuuasunseddiusilunule wu

U

ANU1OLERNFIALATIUNTHEY WASUNNANUNAY MIBLFLUNAY UBNIINT S9a1U1TAUSULA
iavasiananuazduaulifisusamhmauidesnis wieuSuundaves wu sasud Tl

Y A v 6 J

anwaEAUNReIN1sLe (Weber, Behr, & Demartino, 2014) #sanuaignsiuduiussening

[

rhawnuiunTAuAlunud 2 gUluU (Verberckmoes et al., 2016) Al

Y

a 1Y

3.1) N1S319HTIEUA

U (3 a ¥

Vunugiaunuiiuduiusiunsiaus (in-game Advertising
.. 2 Ay ) a a 4 a Y A a v N v
Interactivity) fi9 inufiiaunuEssaUsuUasuAN dun dumvseduailung wiesas
v o Y a a o v §fw a 1 A a ¥ = QI ¥ .
Tarulviiazasiufdunusiunsduivseduatunudazaunsoiiuaziuuls Siemens,
Smith tag Fisher (2015) unsaeatny Tiger Woods PGA Tour (EA Sports, 2012) Aifnuun
7 dauaulanvihezuuudadming asannsadesesinfun Nike Iniudiazasluing w3e
NUKYETD NAEdiTaNATIFUMAY THlauInudonLasANLAITguAnLAILABINTTLNe
ugaluny 91n9113T8AN89 IINSANYINARIAUNTINATIEUATULALNUTY WniuEu
anunsavinsuulaenlndulumuidiaunusioins ssibigiawnuidnaynauiu uaz
anansoseanfamsduneglunuld (Dardis, Schmierbach, & Limperos, 2012) uana1nil
ala1AdLve3 Lee, Park uag Wise (2014) ind1idn fiauinuaziiviauninanensiduiiuas
AnauRslagelununiugduiusiunsnduauinnid

3.2) Myesduitunuigiaunulifivjduiusiunsdudn (Non-interactive In-

.. a a v a a v g a v A M va

game Advertising) fia N135719RAUALAETINTIAUAT WedurNUsINglunululasidiu
] I Y = & o oA 1 ] a & |
Sufudaaslunuvsenzuu lWumsdseaudieliantugauaswnndu wu drelawan
auennegluanudsvediny visethelawangatuauulunuin (Lee et al, 2014)

INMTUUIFURUUNITIRATFUA INUTLANA199INNTIEUA Ludonwsia VNl
& Y vy A a Y a v 44' S a o & ! =
WiutalamuIsuldlaiisuiunisieesdusiudeuuuaafuaisusznis aell 1) nstaunud
dauiinislaneuiureuiiames luuiesadidunuasiinnisuunguediunmsiau Sdnmileu

s Ay o

Igagludnlanvils Fadudduanssiudonmeuns nguslaailauanssusuegiaien

Y

| o

(Steuer, 1992) #3 Nelson (2002) Nd1291 2INMTAFLEUNAANNNTAMIUANAITNTEINANGY
Tunusheaues tududeiiaigiauadlafimnuidngiu vieflufduius maemauniuauna
ﬁuﬁﬂﬁagﬂummiﬁ Gamasutra (2002, as cited in Molesworth, 2006) 8nf788194015319A51
dumiiusnglunalasnanfanusauts Granturismo 7iflsaeus Mitsubishi Lancer Us1ng)
vuLASBsILLY Playstation defflauaunsatsdusasudldsmemios vilgiauddnis

AMILTIAE SANAUNALANIINNSLTITa NG Faruiantazaanuausiulauinnd
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Msgiinudesarulnsiml wagnmsidiaunusiufdmiusiunuagyinlianauianso
TdsinsUasudeyasiieg Ausinglunuldiinnnindedun §1 Roehm wag Haugvedt
(1999, as cited in Nelson, Keum & Yaros, 2004) na1371 mmiﬁmﬁQ’La'umuiﬁé’mﬁamm
\@loudse Idwmalvilauiiviruailunisuindensidusiuny

2) madwn agvilifiauldsusraumniiduiivdsululumsiduasiasads S0
iAninnsidenvestiauinuvioaniumsaifignimualunalsifinnuunnsieiu lnodiduas
Anensual 113503 aaenaunInouauewine windsiululuusazads uagaudandy
dawalrifiaunuinalnsunsidufuansaiiy Saunnssanmssusunimeunsdlalléiing
Wasuuasweailon (andwad Sygy1uing, 2551) uavanhe 3) nuazresnisiaunudid
mameuld udsdu vilvgiaulfnanmadunmmiadunaniu uazaniinaandrsdiuing
unldsuuszaunsaiisuiidedlulunsidussiagads ilifduwnuianindunadus,
vilviinTamanlirnuaulalunisnsmsdudlung esngiauilomadaiunsdudles

1N (gVianey Seyeyusne, 2551)

]
a

i WegUwuudewdsuly nmsnemsiduindidnvauzlsufeunuluse
e linsdeansnsduAninUszaviinaasan Tnuideduauinifnumimanssnuainnig
YensauAlusULUUIRANGTY WeSeuiiuUseanSaresn1sImaumluusiay

Usznm Tagaznandsludsudaly

KANTENUTINADINAITINATIFUAT

o

fanAseivhnsinuniwanszmuiiinainnsnemanaud TaeAnuluspmeses
Auslnalaun viruaRdens1duA (Brand Attitude) n1338dntians1dum (Brand Recall) n13
N5 1AUA (Brand Recognition) Audsladedud (Purchase Intention) ATMLLR
Y9IMT1@UAT (Brand Salience) uaznwanuwalns1@ual (Brand Image) Fa1nn1sdnw
ﬁﬁuﬂamaq;ﬁu%‘lmsiam’]ﬁuﬁ’]ﬁLﬁmmﬂmimqmﬁuﬁﬂuﬁasﬁq q 1 Balasubramanian,

Karrh waz Patwardhan (2006) léugniduussifiusineg sauwunmni 2.16
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WHUANT 2.16: UAAINTOUINUITEITRINTNEUALBIYBIETHUADNTINMTIEUM

Execution Factors (Stimuli-based)

« Program type/program-induced mood
« Execution flexibility

« Opportunity to process the placement
o Placement modality

» Priming of brand appearance

« Type andd amount of brand information Effect(s) from Placement

presente « Brand typicality/incidenc, Cogniti
o Strength of link between brand/product and Processing * p;::eml)e)ﬁ:iiégé;’;fi’o: - ;CZ;::‘{;Z:;
(a) story character, (b) editorial Type/Context/ « Brand salience (Cognition)
content/story, (c) vehicle and (d) medium \ Setting « Placement recall (Cognition)

i o Brand portrayal rating (Affect)

IAI;SZ cor;s;'lou.s, . || o Identification with story character, traits  (Affect)

me——or—— e Hioghel)riac(e) r{v z;:l:s‘cwus, o Identification with brand/imitation (Affect)

ndividual-Difference Factors SOt = « Brand attitude (Affect)
« Familiarity/ethicality(strength of link (implicit v. explicit « Purchase intention (Conation)
between brand/product and individual), memory implications « Brand choice (Conation)
« Judgment of placement fit, appropriateness, for recall and choice) « Brand usage behavior (Conation)

relatedness—strength of link between
individual and (a) story character, (b)
editorial content/story, (c) vehicle, and (d)
medium

« Skepticism toward advertising

o Attitude toward placement in general

« Program involvement/program
connectedness/Motivation to process brand
information

ﬁu’lz Balasubramanian, S. K., Karrh, J. A., & Patwardhan, H. (2006). Audience response
to product placements: An integrative framework and future research agenda.

Journal of Advertising, 35(3), p. 117.

NNUNINAZLTAUIT NANTENUMAAIINAITINATIAUANEINITALUIUTELANANY
¢ ) a a Y I3 Y o v L I3 o
29AUTENRUVDINAUAR NUIZNBUMIY BIAUTENBUAIUNITIUF (Cognition) BsAUIznaUATU
ANUTEN (Affect) waresrUsEnauMuUNgAnTINvTaRUILTNTIAERaUaNDY (Conation) Tudqu
& ¥ o Y a Ay aee = = v o v
Y0404AUTENBUMUNTIUS Ha13Tenfnuienissednle (Recall) wagnsandila
(Recognition) (Law & Braun, 2000) kagAiautnveIns dualuaud1vesdusian

(Brand Salience) TusnuesAusznausiuauian Usswuiiiinnsfinefe viruafdensd

17
A a ¥

&uAn (Brand Attitude) dmsussnUsznauiungingsy dn1sfinwifemnusdlaniasgedu
(Purchase Intention) n13tdenas1duA1 (Brand Choice) wginssulunisidenadodum

(Purchase Behavior) LagNanIENnuUUBINITINEUARBNINENYAUATIAUAT (Brand Image)

NI195¥ANNNNTIAUAT

'
aa v

N155¥8ndams1au (Brand Recall) tuUszipuniidnivnsvinn1s@nenig
HANSENUTLAAIINAITINATIEUANINTIAR (Nelson & Devanathan, 2006) &ilvan135Ean

Dans1AumuufTiY (Aided Recall) tazwuulifisieie (Unaid Recall)
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AIunIeaesitaansasEanaaualalitng lnednvaznisinduiwuulanauly

s v a ¥

ameuns Juslapanansaseiniemaaumlasesas 56.0 YBINTIAUATIALA UATANLTD
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Austnaausasyanfmsdudlafosas 12.9 wavanunsnandnsdudlasesay 7.6 970
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dmsunsnedusludedug wenainnmeuns Brennan (2008) WAnwinaveinis
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wilengannsadinnssyanddensdudld faudaefinsasaeusdinvesdensaudily
TnsmsnemsduduuuiSnanimsduilasiinsaziasuisdinvestonsnaud 1uguuuy
famnsafiunsseandammaudldinniian uenaind Brennan (2015) Idvhnsidelag
Anwin1seesndudituwidens uaswusgluuunsleuinsdudeendu wuulanmuway
wuusnudley Tnswuulaawiutiu fazasezdinmsnamimsmauiiiulnenswaziinisldau
T dhusuusuudeude finsyedmausuuudeny lldlangasdnau vieyniuies
dnwairusduvesdudn Wy & ndu Wudu ndsnlididrsmmmeasssuuaionouds
AOULUUABUANL WU T mmmeassaninsnandnsaudinauulaauluudens

Iptefosag 95.0 diunsduinnawuuiuuidouy fid1siunsvaassaunsadilasesas 65.0
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Gupta tag Gloud (2007) ¥n1s@AnwINITIEANTNRTIAUANTN1TIRTIEUAT LY

sUbuutduvassatalusenisingiay wWisusuiulavanyilulusenisinuled Taeli
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Felusrenisusznavlumelavanyly wazn15119ms 1AL MUl UUY9519Ya 990N1S

2

= Y Y =~ = a v oa Y] Y] !
Anwinud ginsiunisneaessginfwmsduaiegiulavanuuuiilulumenslauinnii
a 1% 3 [y ] a 1% A & [ 5 v Ao

N159R AU UL TUYRTITa drunisinsdumlusuuuuiiluvessisiady Jadend
HaRBN133zaNENIAUA TokA duntsduaiusnglusenisuassInIvesdua

TuduressnsAnwdnvuznsreasduaituny Tae Nelson (2002) 1avinnside
e inraniinannTemsdumbuny laglviEiinriunsidenaassauny naantu 3q
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wennil Jailanideves Siemens et al. (2015) NA¥INTIRTEUATLNLAIUE

Y a
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MITeLEuNUsINYe Inenuiiauiiuduiusiunsidungs aelinsduamegnsouds duu
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1 a ¥ Dol
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Brennan k&g Babin (2004) laANW1HWANIENUININAITINATIEUALUULERSTIIAIN
waztdsslunneuninen1sandIngdual (Brand Recognition) HIUNTITULTINAGDITILUS
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Seainsreedumegidudniuinn wasaniu Wdsiunsmaasmeukuuasuay

Y
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mMsnwnsansnsaudiudenineund Sanuldlunuideves Yane uaz Roskos
Ewoldsen (2007) ﬁﬁﬂmmaﬂszmﬁLﬁmmﬂmsmqﬁuﬁﬂugﬂLLUUﬁLL@ﬂ@iNﬁ’u Ao N394
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R v a2 =
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A Y o ad t% Va o e = ) °
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a ¥ 1 £ A a 1%

AUAANUNNWENINITBLASY @IUNITINNSIFUATLUULAALAUANUTNWERINLTDLESY 92

Y Y

feliAnnsandns1duminaniinisaduigivinuansiisadasiau
Kureshi wag Sood (2009) 9AN¥INAT8INITINATIAUAINENITIAINATIAUAIVDY
Auslaanidneny Junsidolmeaesiiuusdnyazaauniidy 2 Ussian fe inufildnuose

Ao o <

! v av A9 w a a =3 i
nstaukuud (Slow Game) TusAdeiildinufmasniin uazinundanvaugnsEauluuLs?
(Fast Game) Tdnusauds Tnewnufmesnindnsdudilung 12 asndudn daunusawad
ATIAUAN 15 AFIFUAT VERINLEWNUNUD JL139un159naewinsandnsdualunuid

SNYUEMTIAULUUT S aNUARIAS AR LALINNTANNTE N W NISEULUULS S BN

SANKIN
VAUARN 9N TIAUA )

NNUITEAN 9 WTIUIINITINATIEUAIUDNIINILAINARDNITILANDIRTIEUAN
LALNISINV N TIAUA LA SIS AR DT AUARFRDNSIEUAN (Attitude toward the Brand) e
Wwuiu Iae Sheeran wag Guo (2005) ¥N1SANYINISINNASIAUA IS IENNS NS ALLAE

¢ Ao a v & ' A & & ) a v A & |
Aneuns Nilasrauadugamuriadussdussnounaniusignis waensiauaiidudiu

s UM UTEAUANWATlUII8N1S Tnglds1an1siBeaanidein Airline Sillanigiduianssy
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)

PRBMNTIAUAINDUTUITIENIT WALWAIDINUYL 1 LADY JINDUBLUUADUDINDNATINGY IR
nsilAsuLladiFuARAaRIIAUA NaNTITENUIN Ien1ssduAwuu i duesrUsEnau

1
o Y]
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naaedlaglgiinsiunsideidunusouts Ailfuusiu fe nsnemsduduuuiinam
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A Y = o Y} | | ' a o A X a v =
aur Feflnaunandaderaleagnd 1wy seanislunisiasudelayan NsTeaUA %5
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AupazAUlaARuYaInsIausT U1 Tulanand lnglvigidnsiunsideney

[ ¢ A . . < a0 d‘l’
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vimupAveIgUslng

fiminmsdnauanndnsiffuimeiluwdiyunmaiaaznislavan adl
yuupwanA3iy 1ng Lutz (1991) eduieanuninevewiauaiin Wuanuidnveunield
yousiddladmils InsaruddniuininmsSeudinusraunsaiveausasyanavidonis
Ie¥udoyanndas 1wu mslawan msUszduiug nsuense [Wusu simuadidudedi
Fnu annsad1edald wasdusimmuangdnssalunisnevauswiedas

Hoyer wag Maclnnis (2001) na1731 FeuaR munefia N1Ussfiuuun N IuTinans
Tdiufsnnuveunieliveusoing 1384516199 yana ion1snzsieingg Tnevirunfti
AnanmiaeuduieUsraunsaifiniuuvesiiyanaiu wasdinnuamugu fauaids
Humsagyieunnaslunminvesyaraiineu1sduiegig

du Krech, Crutchfield wag Ballchey (1962, as cited in Kotler, 2003) na1111

vimuadun1sUssliunanaudn anusdnuasiuiliuveamginssudedsladmile 4

Aupsaglugieszeziamils udaiuasuudasls aenndasiu Assael (2004) NeBurea
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VimuaRAon1sUssivddledmids Jufnainnisiseuivesuana [udsazviounnuddnveu
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vselivounadiu Fluyuneinisnainuasnisiayan ruaifen1sUseliunsdunly
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A A = a = v o a Ay a I3 °
ﬂ']Wi'Jil'n@‘Vﬁ@‘lil@ IﬂEJLﬂ(ﬂ"U']ﬂﬂ']3LﬁﬂugLﬂEJ'JﬂUmﬁ']au@'W]N‘UiIﬂﬂLﬂUl’ﬂu@'ﬂ'ﬁﬂ/ﬁﬂ‘ﬂ'ﬁgﬁJg
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817 FeazdwanangAnssulunIsnauaUpsanIIEUAILY
wona1nil Solomon (2015) TiAumunevesiduafin Wunsussiiuvmnllves

Aa a =) a ! = [ a 1 ay Y1 I
YAAANUABAU VB I lawa I@aummmamamazmag VlﬂUWﬁlﬁ’]?,J’]iﬂUﬂsﬁlﬂ’l’]LUUU’]ﬂ

= a a ¥

¥39aU FUANIINMTTUIHIUUTZTAUNMTAIRAZENINLINGDY WaziiBnSHasongAnTINYes
ELEIMITREREENTIY
o aa Yy v Y @ a o =t
NPV VRWIAUARTINAINNTIRY anunsaaguledn deuamduladenis

a

mesnuImnendamadenisandulanaznginssuvesuilan laeviruaielvguslan

Usgiliulinduilafvieli wasinlugnisdnduladedudi dalu Aauafdednaudifyse
dnniseaaunaztinlavantunistigliinanudilanssuiunisindulateduaiiay
WoANTINA9Y veusina FadiaiinanudilandiiliaunsaivualuInienisaeans

nsna1R s auLngus LAl
09AUsENOUVIVIALAR

p9AUsEnaUvRMIALARwUNTY 2 wuaRa laua wuiAnesrUsenay 3 Usensved
NAUAR (Tripartite View of Attitude) wazliuiAnasAlsznauLAg) (Unidimensional View of
Attitude) TnousiaziunAnisioasdon sl

WIARRIAUISENBU 3 Usen15ueeviAuaf (Tripartite View of Attitude) 971un
safUsEnauveiruaRsaniy 3 d1u FaununInil 2.17 (Assael, 1998; Hanna & Wozniak,
2001; Schiffman & Kanuk, 2004) sa1nununmuanslidiuii feaunivsenouse

29AUIENBU 3 UTen13 aedl 1) aeAUsznaumuauAnAudila (Cognitive Component)

a dAa o

[ = % a o= I3 v v - S

Jupnuevesyana A3 AnuAnfilseddadmils esdusenaumuaudilall uiadu

d1u09A133 (Knowledge) uagn13¥u3 (Perception) Feravasmnuiiaynisiuitiuag

nebiinduaude (Belief) lnsrnudevasypravziilugnisiiviauafluiianidafiamng
=t ! Y a < a

wils uagnalialungAnssuniumn

2) p3AUsENaUATUAINSAN (Affective Component) WuesdUszneuiisitesiiv

81518l (Emotions) WagAu3an (Feelings) vasyanaiilsoddladamnis annsausediuanla

'
al

Toetdumnuveunseliseau Ausolif deFanuaralRnviFuARfg AUSENTa1L150
9 Y
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Wasuwasldmuanunsaifiasuly mnyaeaiinnuidndfazivmuadlumeuin usmn
frnuiAniliffasivirunadlunsay uavesduszneudl 3) ssAusznoufungingsy
(Conative Component) {lunwiliiusonsiin wefinssuvieausdlalunsiineiingfinssy
Tumdlamanils lnendmniiyaradienuiuar arudladedsdiu iaduanuidnly
MevInvseausedstiu szdwaseunliumsida woinssu lunsdvesthnmsnanmsinag

nnegierunalatievasuslna (Purchase Intention)

WAUAINT 2.17: WaaalnAnALARLUUDIAUSENDU 3 Usens

Attitude

Cognition Affect Conation

fan: Lutz, R. J. (1991). The role of attitude theory in marketing. In H. H. Kassarjian & T.
S. Robertson (Eds.), Perspectives in consumer behavior (4th ed., pp. 317-339).
Eaglewood Cliffs, NJ: Prentice Hall, p. 319.

fioun Schiffman wag Kanuk (2008) naaih esdusznauiia 3 Ussmstudidvdnasie
fu FeesduszneundsazidumsliiAndnesduseneunianiun uazannsalimansiu
Anuvouviseiiveuvesyanaseddadmils Feiniuslansuiuasdeluusslovivesnsdud
(Cognition) fuslnaasdimudnteuviefianslatunsiaudiiy (Affection) uagriliiin
Huarwsslationsdudmun (Conation)

2819l5AR Fishbein wag Ajzen (1975, as cited in Lutz, 1991) a5unadaudeiu
uAnesAUsENoU 3 Uszmsvesitruniidn sadusznauluduvesaudeuaswgingsuiiy
lilsidussdusznevvesinuad inszesdusznouifsiunndedudfivsade

¥

(Antecedents) WazasAUsznoufungAnssuLdunaiin?u (Consequences) AULLYINTIY
& a 3 o a vaAYy o o v o = !

wanNll wwIAnesAUsENaU 3 Usenisvesiruad Sulidedinludunisiang Weaswinly

aunsadnnaveansauesrusznaunsauiule lneinldlanizesdusenaunuanuian

WY AU F9LAT N SN UL AATINA1IIINTIAUARUUTLNEI99AUTENBULREN
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WNAAYTIALARLUUBIAUIZNBULAYY (Unidimensional View of Attitude) 1ng Lutz
(1991) afUBuwIAnild iruARNuABIAUTENOUANUANIAN (Affect) MUansdls AIUYOU
Waeldyeunedslndenils drussrusEnouAuAIALLLe (Cognition) WaresAUTENBUAY
a . I3 o s o a a v & =
WgAN53Y (Conation) LUWAMALALNASNSYDIWIAUAR INUHUAINT 2.18 wansliiiuds

NSLUIUNNSVBITAUARLUUBIAUTENBULAYT 15UANNBIAUSENBUAMUAMUINLD 980N

Y
¥

Wasuduanude Belief) wazarudeiduanvnliiiaviaund vauziinuasladonse
a 2 A Aa X [ a v a S = o ! & & =) I
woAnssududiintunendwinmsiaviaued 1ntudahludanuadadenseliie

AuAu

d' o a o a (3 a
LAUNINY 2.18: LA UUINRDILUIAAVAUARLUUDIAUIENBULAET

Beliefs Attitude Intention Behaviors
(Cognition) (Affect) N (Conation) g (Conation)

l

fan: Lutz, R. J. (1991). The role of attitude theory in marketing. In H. H. Kassarjian & T.
S. Robertson (Eds.), Perspectives in consumer behavior (4th ed., pp. 317-339).
Englewood Cliffs, NJ: Prentice Hall, p. 320.

NNt Assael (2004) wag Solomon (2015) lAaSUNgaIAUTUYBINANTENUV

Aad

nsiiniruaRALenAsiu WuwATEYeI1 Hierarchy of Effects Tnaulspanidu 3

JUWUU AausunImi 2.19

[y

1) SFUTUVBINANTENUNISATAUARKUUNUFIU (Standard Learning Hierarchy)
Duguwuuiidnasinduivauindssduauieaiugs (Higsh-involvement Product) lng
Y a v ‘:4' 1Y) a v & a Y A . a v oa v o
Auslamgmdeyaiigiuasdun Wunsisuasaaue (Beliefs) inglfuaunity
nudsihnmsssluanudeuarimunduanuidndedudt (Affect) uazneoliin
WeANTIUNNTTR (Behavior) nszuiunsianariilvguslnaiiaiuynitu (Bonds) funsy
dudngs esnndnisldnanulunisifivasandeya dnsfiasanmadensdissednsgda
= ) v v a oA A o v & o VY o ada X
ethanlduseneunsindulanings Bnnsdadunseuiunsiviliviruadiinuy
WaguwUadleenn

[%
v v a

2) @1PUTUYDINANTENUNITNANAUARLUULANULAEIWUAT (Low-involvement

[y

. < A o a d’{ U a Y aa a [ ° .
Hierarchy) tJuguluuninagiAATuUNUaUAMNTEAUAINLNEINUAT (Low-involvement

product) 1w dudaulnauilaafiinsanldunann wazgusiaalidndudemndoyaiienn
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[ (%
IS v

Usznaunsindulatie suidlilaldlanaandfvieussloviandudunnin neguslaaoe
afunnudesedoyaiilogesnadin (Cognition) liildvnieyaiisnmsziiuilsiduiunan
fidgly wdsantu JuAengAnssunsde (Behavior) uédsUssiiumnuian (Affect)
n¥rnldFudtund ieufsuuuuiisAntunnmadsudiiungingsu (Behavioral
Learning) 3oUsvaunisalanmslddud lildandeyaiguilamhmafususmitein
Ussifiuaudn Tuddududingn guslaaagliiiaausnddennaududiouddutures

HANTENUFULUULIN wazgningalaiigarndusmianisnain

WHUNTNG 2.19: KARUUIIRRIEAUTUYBIHANTENUNSNATIALARTLANA1AY 3 SUlUY

Stardard Learning Hierarchy:

Attitude
. ' Behavior . based on cognitive
information processing

Low-Involvement Hierarchy:

_ Attitude
. Behavior ' . based on behavioral
learning processing

Experiential Hierarchy:
_ Attitude

* Behavior * * based on hedonic
consumption

Fin: Solomon, M. R. (2015). Consumer behavior: Buying, having and being (11th ed.).

Upper Saddle River, NJ: Prentice Hall, p.325.

(%
1Y

3) MAUTUURINSIARAUARIINUSEAaUNTal (Experiential Hierarchy) L“f]uiULLUUﬁ
sty ﬁ’uﬁuﬁmmm%ﬂﬂumiummmiaﬂ lngguslanagldmnuian (Affect) Tunis
Usgilluns1duaringeunse liveu LLazmﬂwqmmimmwa (Behavior) Ingldmanusdnidu
Hasemdnlunmsidendodudn anntu Sadresanude (Cosnitive) mnUszauntsainldld
Audntiu andiui guilnaldmuddnduensuaidundnlunsussnaumssinaula e
Tvgjazifunuantfvesduiiliausadusiodls 1Wu Snvaznisoonuuuussgsast ns
Tawan Foidosemsiaud Wiy wardavariaviidvsnasensiavirusisedudmie

AF1AUAT
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AIAURUSTENTNADIUTE TIFIAT UaeNgAnTIy

auduiusseninsaande Wauad wagnginssy Saudfydenisdeans
mMsnana esnnaunsaiunyszgndldlunsnanagvdnisdeasnismanaliuseg
Tnquszasdldl (Assael, 2004) Tnevguiiiisates liud naufaruauna (Balance Theory),
wuuinaesiruARaeAMaNYME (Multiattribut Attitude Model), wuudnaeens
Uszawna (Elaboration Likelihood Model: ELM) ngufjn13nseyineensiimnng (Theory of
Reasoned Action) uazvgufauliaenadesiunisnianuda (Cognitive Dissonance

Theory) lngdisivazidun A9l

VYA IUAUNS

'
a a =

Junguifiodunsfsnnuduiusvesesadsznau 3 Uszns fe yAAAKAZNITSUS (P),

daypmallviruaRalg (O) warAsduiitinieItes (X) Ineanuduiusuedasnusenauns

anuillassasraduanuwdey (Triads) ASRUAING 2.20

WHUANT 2.20: wanalASIas19mNuduNusve999AUsENaU 3 Usenis

yanauazIiUiveyana p

X uARa Ing visodwineg

FINUNHAI NI

fn: Lutz, R. J. (1991). The role of attitude theory in marketing. In H. H. Kassarjian & T.
S. Robertson (Eds.), Perspectives in consumer behavior (4th ed., pp. 317-339).
Englewood Cliffs, NJ: Prentice Hall, p. 321.

PNUNUNIN AU lneUnRLdIuarafanisliesduszneuiaeglunizauna
[ [ 14 a = 1% Ao [ Y a =2 a
Junmsvilianigmednlatianuaenadeinaunduiu waglinelviinannufuaien in
asrUsEneuntauliaennsosiu yanaazyinsusuldsuriauadiiewitdeym (Heider,

1946, as cited in Baumeister & Bushman, 2008)
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nsnasAnnzaunalaviselituluegiuyArauazn155UITeIUARS (P) Ussiiufen
yaraiiviruaRae (O) uazdaineites (X) Wlufirnsle Geraasluniauin (+) fie

“q9uU” (Favorable) wioau ( - ) fis “liwau” (Unfavorable)
UUUTIADIAUAAYAaIEAMON YaAlE

Fishbein uay Ajzen (1975) aSunguuuinaesiruARa1gAuaNYMlE IIN15LAA
irupRvesyAnasaddladmils Yusgiuladesuanuieresyanawaznisiiniudifyse

Qmaﬂ@mvmmmuu fawvudranili¥ariaund Taelduasuesnisusuidun ADUANYULAY)

(%
o w o w ! 1Y Y YAl Y o

futhwiinaruddyveutazamudnue Séuslnalidminanuddyiunudnuaslaves

Y

A Aa o w 1w aa v

AU AudenitinenndnvuruIiiaALd S seTiAuARTLAATY LLG\'i’h@U‘%Iﬂﬁiﬁﬁmﬂﬂ

q o

(%
A v a ] o

mmmﬂmﬂmmaﬂwmﬂﬂuaa mm%awmaﬂmaﬂwmz UILUAIUAN VQJ, RoviAuARD

q

€

wuvaesigniluldluntsimundudn ma‘wwmmiaamﬁmsmmmLﬁmﬁuamé’wmﬂ
Fuslanlsienuddann wislifuslnaliviruedifsensdud Tnonquiilaansatiluns
Usziflunsdualiiuinnisnainledn asndusvesmuiulianuudunsslussaufinnnse

weeiiedla Woanihlugmsimunauautivesdudsely

wanNil Solomon (2015) na1331 ruaRNFUSInATiRe Ingnils uediuauitedn

Y

Auslaailinenfiunuaudavaies ag1avesingiu Fawuudiaewinuaiviaisnuanyuy

Usenaumeasnusenauiiugiu 3 asrUsenau taun 1) anaud (Attributes) Ao anwae

#1199 Veeing 2) AUTe (Beliefs) Ao Anuanudile wianissudneingiiuganune 3

fnouantanidlunisusedivegnels uag 3) n1sansdmtnAud1Asy (Importance Weights)

Feagvourhumnuduiusvesnuantisuanuidnveiuilan fio fushnduslanazfiansan

AnianTRAvesduflunans ) auautd udeziunnuantafiguslnalimud A dufim

vielsiaudndnydusuduusn SnviausazyanadilinnuddfunuaudRuandetu
Assael (1998) dosuneifisidnieaiunguiid fuslarasduanmalssdu

AMANURAVBIAUAN mﬂﬁfu%qa%’wagmmmammL%ﬁﬁaﬂmﬁ’uﬁuﬁﬁﬁuﬁ]uﬁmLﬁuﬁﬁuﬂa

9

[

At TirUARYA1UAMNAN YUEIUANIINNATINVBIAUT (Belief) Lazaman (Value) 7

AUTlnALideduA (QUANNING 2.21)
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WHUNTNG 2.21: KERUUIIRRIWIALARTA1EAMAN Yo

Evaluation of Brand Belief
Product Attributes

‘

Overall Brand
Evaluation

'

Purchase Intention

I

Behavior

fan: Assael, H. (1998). Consumer behavior and marketing action (6th ed.). Cincinnati,

OH: South-Western, p. 304.
UUUTI1889A15UTEUIRAA

wuuiaeensuszanana (Elaboration Likelihood Model: ELM) gninauslng
Petty uaz Cacioppo (1986) ddlsiodursinduuuuirassiiuansisnisidsusinmunive
Fuslandensitiniile (Routes to Persuasion) fumnsneiu 2 1N (guaunIwd 2.22)
Aoldunamdn (Central Route) Wagtdumnases (Peripheral Route) Begjuslnaazidontld

[y [y

wumaleduegfusgAuanuieiuvesiusing lnedmnguslaaiinnuineaiugs gusloa

wldidumandn fie nsUszananadndunans dedldnszuiunismeanudngs Idvsuay

a ¥ 1

warfundn Wanuaulatunmsiosandemdoyavesduiedisasdeon wanianisdous
foyavesdumlusme dwalsiAansiauiruadifiredud Fuiruaaiiinainnisld
umandn Sunliufayasegemun uazannsaltammnnisifenginssuld luvueisn
mmilafio idunsses iunisuszmnanaandadouinden TanuAnismssngiiosnin
mslforsuaiuararuidnlunisussinanadoya dufuslaeinldiBidedamunieiusedy

'
o

2



WAUAINT 2.22: LAAILUUTNADIN1TUTZHIaNS

High-involverment Cognitive Belief and Behavior
Processing Response Attitude Change
Communication
Attention and
(Source, Message,
Comprehension
Channel)
Low-involvement Belief Behavior Attitude
Processing Change Change Change

67

fin: Solomon, M. R. (2015). Consumer behavior: Buying, having and being (11th ed.).

Upper Saddle River, NJ: Prentice Hall, p. 358.

NuNIINTLI0G WNINAAS

Fishbein (1967) lananfanguinsnsyyiegeilivsua (Theory of Reasoned

Action) 11 firuaRsiangAnssu (Attitude towards the Behavior) {ulladaddgyianunse

e seimuawwildulunisiianginssuvesiusiaalauiugnnniviruaangusinadl

sodng (Attitude towards the Object) Fstladeiidusaimuawwilidilunisiianginssy

YoeRUIlnAaLTIalaanATe (Belief) inuad (Attitude) Lazlanuniinszi

(Intention) sipwnn1sallawmsnisainis lneguslaaaginsauasiinisUssdiunanaunis
LEARINOANTINIINITNTZVINVBINUIZANANTENUDE LS NaRINTY rsedndulaitazii

noAnssuRanaviseli lnengufiiduladelusesanuaslalunsiiangAnssu (Intention

to Perform the Behavior) Liasanarudslalunisiinng@nssududrinnisuansngfnssy

Yoe5ULnA ernusdanazuansnginssuldldiinuainanuidndiuyanavittu uwe

a

derasionsiinanuadlawazngAnssuvasuslnauiy (Ajzen & Fishbein, 1980) lng

Bviswannedemu (Subjective Norm) usInalasuanymAraseutne Aludnladenddn
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avanamedsnuanunsainlaanmsuseiiuanuianvesuilaanelesiuanufnves

o ! o - L= - ! < ! [ A Ay a a
yAAaaY Wy AuluasauAsd Liteu wIsLitouTinal WudiuvesszRuanueuslnailse
ATNA1ANIIUBIAUBY (Normative Belief) Miluusegsla (Motivation) Tunsweuviany

avsnamadanutiy (Quaunnit 2.23)

WHLAINT 2.23: WaRIIAUTENaUTBImMaEN1INTEYNoLelivaHa

Beliefs that the behavior

leads to certain outcomes ;

Attitude toward
the behavior

Evaluation of the f

outcomes

Intention Behavior

Beliefs the specific referents

think | should o should not | =——————1

perform the behavior

Subjective Norm

Motivation to comply A

eith the specific referents

fan: Shiffman, L. G., Kanuk, L. L., & Wisenblit, J. (2010). Consumer behavior (10th ed.).

Upper Saddle River, NJ: Pearson Education, p. 254.
nguNAIUlTonnaDININAIINAR

Festinger (1957) na1131 Anuliaennassnieniudn aAnudn (Coenitive
. < v v ya = = a = =
Dissonance Theory) {JusUiuuamudNiusueIns3an Se53uiannuAniuuaznuLe
#1199 IAnudaudanu yilminanuesenludnla yaraddoanetgananudauwdeilively
aglunnvauna tnnulidenademnenuAnil 3 dnvae Ao 1) ANUdaLduTmIIng
(Logical Inconsistency) {Junnudaudadnssnaans Aeliilumadunaiu 2) arudauds
sEieviAuARLazngAnssy (Conflict between Attitude and Behaviors) tun15nszvind

ToudeiannuidninAnvesynna uag 3) ANudaLEIINANLAIAKIY (Expectation is
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A a

Disconfirmed) fiadsiseusuazidnlalutagiusazefniinudandeiu §938n1siyanaldan

[
= =

Y Y a a aa & a 44' o a a a
AMUTALEITIAATY & 4 35 Ao 1) weeuUAsuwUaInULe IAUAR SoNgANTTUTOINY
2) Wnesausznaulmld lUiioanauRuaIen 3) NeeINaNTs0anANEIRUDS

asdusznauiiiinaullauna uay 4) dadeunsedaudeyaiaieuluainainuas
wiivewiAUAd

Katz (1960, as cited in Assael, 2004) lauUsnindivesimunfosndu 4 9o Teun 1)

iiguslnamlsdemayselovinagldsu (Utilitarian Function) Ineviruafagidusagulli

v A Yy a

VSLNAAUMIASIAUANTIANLNTOMDUANDIAMUADINITYIRU [Wudsdannyilvnusinaden

v Y

e

De @

a @ ac

Y a = Yo ¢ v o o & a oo
%amimumwmquwaﬂlﬁlLLaﬂﬂiUQmUiﬂmﬁumm%mmﬂ’ﬁ ﬂLu‘V]'Nﬂa‘Uﬂu NAUARNLUUFININ

Wiguslaavandeswmaduinliausanevaussanudenisld uenaind vinupdves

%

Auslapaziluuinvioausensidaun Yusdiuanauifresduninananeuauenly
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U ¥

Aoin1svesuilaalavselyl

2) uanstaAenvaaguilaa (Value Expressive Function) \Hlosaniruafanunse
avviounmanuel (Self-image) Wayseuumilea (Value System) vasuilaal lnaianizly
Auidanuiediugs wu soeud Nsnsududazurseusasdreansauanifanndnual
wazefenvesfuslnald wonani Katz (1960, as cited in Assael, 2004) na1vi 1in
TawanvForinmsranndddussloninnnisuanseendsmiounyssgndlunisdoans
mananieRspeliguilnadentodufiivsuanauduiiies

3) nihfigunistasiunues (Eco-defensive Function) lnevimuafianunsatie
deafumnuinauazdsnnasiieg anneuenliudfuslan daduldanndnsasiigusian
annsadeniteanauinaluiusneg Wy drerthuuin ndnsaeissiunaune Qudu
fedu msdeansnismanadendnsusitingn Sailuiinsduiitureuuarldiunissensy
Mnavludsey uazgavine 4) whisumsdaszdeuanug (Knowledge Function) Tng
Wirnuaiaunsatieliiusinadnssideutoyaniag Adnluwsarulidussuumniu tne
fuilamazuenysunnvesteyaiifiosnisesnaindeyadimaniunlildaulavielsimudny
sthiidutl ausatieaneuduau Tuwdlavesiuslaa Solomon (2015) ndmdn iu
wﬁwﬁ%w‘lﬁ@ﬁimLﬁﬁﬂ%?ﬁﬁm6] SOUM LLazLﬁmmmiLﬁaﬁﬂﬂiﬁé’ﬂumiﬁmﬁﬂﬁ]LﬁaLﬁ]@

A0NUNITAUNTNIY WIDLIDNUNAN 2491 LA
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Faifu wihvestrunidsiunumseduilaalumsyssiiudsingg Aduludia n1s
fiffuslnatodudnfimiloutuorafivanaiiuandieiu 1wy Aundsdoaudinseauanifives
Audasstunnudesnisvesu lurneiisnaundsdedudniiofoamsnissensuanely
faaw vonnivihfivesiausfdsanunsonanseeninldnnmiimdotihfindontu g
anunsaanUszgndldiunisdeansnsnann iedeanslvinssiuiruaduesiuilan viielile
asevimundliuaguslnadensAudi

[ 1 '3

uananu M3TaTALAR (Attitude Measurement) fpudAgyson1TAIANITal
ngAnssunstoaudvesiuilng Saduamgiviliiinnseaalfanualalunsinw
Fovimuafiunnimeinssunistovesiuilaalaense Blythe, 1997) way Aaker (1991)
Na1I" miifmﬁﬂuﬂﬁé’qmmiaﬁwLﬁumﬂé’dmﬂiwmii’quﬁﬂiimms%aﬁq Fasziden
Bnstumste ansanvadu 2 35 laun

1) M33eBanan1n (Qualitative Methods) 1unsinviruafivesduilaaly
N9Pau @1nsakmalian1sanenIn (Projective Method) #387583n# (Observation
Techniques) wag 2) M5338i33U3ua: (Quantitative Methods) \Ju3s7lasuauTien Tne
1438n19388139d1978 (Survey Method) rhuuudeunudilddundesdelunsise wasden
Tumsinnwuu Likert Scale %aﬁﬁuﬂaﬁﬁaqmﬁmzagJJ'sLu'gULLUUSi’J’ammﬁa%f’lﬁum
(Attitude Statement) TnaneulunuuaevaiuazuuadunuAniu 5 ¥3e 7 S¥AU uAaz
TEAULNUANNVNVBIAUTANYINY T 1y (1) lsiiffugheagnads (2) lddiude (3) e @)

Wiude (5) Wiuseag19d9 Wudu
M59ATIUAZNITIYANDNNTIFUA IV UT LA

Schiffman waz Kanuk (1997) Tennumnevesnisans (Memory) 31 Wuduneuly
nszvauMsUsEnanavearuilan Taeilunisiiu mssnw wazmsiedeyadiiulinduanly
Tmidnafmils Fadunafifnanmewdeusamainssuniensiteus Ins Engel,
Blackwell & Miniard (1993) 1@3uin nMsandrdsvinliiynnaanusadenendsiaeiiouinie
mgnsaifienueeninlsegisgndes Tuvasd Assael (2004) na1231 Msandududuny
vostoyafiuslnaiuinwly uazanunsofseoninlivieszanddldlusunan

Solomon (2015) 83unsAmNmNeYeINsans1in Wunseurumsiiyarasudoya
udwhmaAul waganmnsahdeyandunnldlalnl Wisuaiiouidnlafuneuiiomes 7

srfpslinadnsiadeys wazihdeyaluiiuld lnedmnndainisSenfudoyaiaiuisans

Foyatiiulinduunle dsununimi 2.24
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WEUNTNA 2.24: LEAINTZUIUNITINGN

Retrieval

Enternal Encoding Storage ‘
inputs Information is Information is > .\nformatlon. stored
place in menory retained in memory in memory is found

as needed.

Fian: Solomon, M. R. (2015). Consumer behavior: Buying, having and being (11th ed.).
Upper Saddle River, NJ: Prentice Hall, p. 131.

szuuANIIUsEnaumesyutlunsiudeya 3 szuu (Solomon, 2015) Ae sEUU
ANIINUTEamMEAUEE (Sensory Memory) SYUUANINSSEaEdY (Short-term Memory:
STM) WazIzUUANUITEE81 (Long-term Memory: LTM) Tnglsiagszuuinanuuansig
fuluFeswesanuannsalumsifudeya uazszeznanlumaiivdoys samfeszuums
vhau (quaunwil 2.25) TnsanansaeBuneld il

1) AN Uszamduia (Sensory Memory) L‘ﬁuﬂ’g’mﬁi”lﬁ%'m’fagammmz‘uu
Ussannduifariiinganuidn uniwdidansy Schiffman uag Kanuk (1997) 85une
Fanfnin daswieteyaazriummdinindszamdudadususuun Inedudatuuszam
$umu3n (Sensory Receptors) Yil¥iiAnA1u3An (Sensations) ituiflunisifuainus
Tughuuszamduifadivmalugunn mszanunsatuiindeyaniwidnynetnaiiudszam
dudfadnan wardiannsafudumuaaiiate iWesndsliinsulssuvidedanu Weyana
SuAuud sruumnuinnUszamduiaazifuteyal ifeslifiund fyaealslilram

aulaiudoya deyatufsrmely warlifinslieseyt ndsaniusdainudeyaludanud

(%
1Y

Jreydu
2) Aud1seegdu (Short-term Memory: STM) file AU maaInfiyAnasuiwag

(% '
= =) =

Anudns Wussuuanudidszeznawasiunddalunisiivdoys Gwenunsadisialag

de (Acoustically) wiawdsiailudsiignininueanuiuds (Semantically) Inanisiiudeya

v [
IS I

Tuauasyeyauil %mzwmﬂﬁmmﬁagaLﬁu%uﬁau (Chunk) LalAIN18mABNNSINTT A7
FaTaFUALIeY Fend1 MsTaNgu (Chunking) 1w MsTmsneLaulngdnm
029483738 iin1sasiaswadulu 02-948-3738 1Wusu Ingsnuiuduaiufiausinazsile

gl 72 U usdmIunmsisendeyanauin IragiusEaNn 3-4 YU (Assael, 2004)
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Assael (2004) na1771 ANUITEEYdUmilauATaInTaIdayATIuARATUN LT M
furia wesinduinaniudeyalald viieliaulatoyal esnlifilasfianuisaiutoyann
a9l waglunnudrssesduil yrravziinisianudayailasuiasyianudilaniumang
FragTiutoyanilegudivieuseaunsainnuiciun uagazinsidenveyaiiveddly
[ o 1
Nudsmnuinssezeisely

1% [
[y [

Atkinson wag Shrifrin (1986) Na1777 18991NANUINTLELAUITNUNINNG D19N
4 [ o 5 < d' I o d' o
Toyalnegluanudissegduuiuiasdsuliegluanudissesen WewinAudnsees
A A o o I o aa | a v oA v a ' o v a
fnunlaidnde wasiluanuindanuans dwdeivseteyanuanaliaunsadnlnazgniy
v o A oA a 9 | a a A oV v
Aty N1sau Ao USunaudeyadiuivmngllaindsiuanadnle

nsnveyagnasludannudissezenilaty yaravzfododunismuniu (Rehearsal)
wsgibilinsnumu deyadrgniulaeriunssuiunsidesdans (Bettman, 1979) lny
Uszinnvasnisnumutiuasiianuuandaiuiuegiuidming Wy mndesnsieseiiig
AS1INAS MIafaINTAusn azldnisnuniuiiensld (Maintenance Rehearsal) 1Hun1s
numudeyaiiialinteglumnuinssegdu Fadlifimsmumugiagyiliteyatiumely dw
ANSNUIUBNWUUNLG AB NSNUMUNBLALSI8azLaen (Elaborative Rehearsal) dA3u
\Nevesiutoyaiiy Wunisnunuiiedealudininuinszeze1 (Loudon & Della Bitta,
1993)

WHUANT 2.25: LEASLUUI1889I8UUAINT

Sensory memory

Temporary storage of _ Short-term memory Long_-term memory
. . Brief storage of information Relatively permanent
sensory information . ! -
currently being used storage of information
Capacity: High . - : -
pac y. 8 Capacity: Limited Capacity: Unlimited
Duration: Less than 1 second Duration: Less than 20 seconds Duration: Long or permanent
(vision) or a few uration: wration: gorp
second (hearing)
A
Attention Elaborative rehearsal
> Information that passes through > Infomation subjected to
an attentional gate is transferred elaborative rehearsal or deep
to short-term memory. processing is transferred to
long-term memory.

fi: Solomon, M. R. (2015). Consumer behavior: Buying, having and being (11th ed.).
Upper Saddle River, NJ: Prentice Hall, p. 247.



73

3) AUENSEEEeN (Long-term Memory: LTM) iusyuumnudfifianuans
wnnAnudssezau Ineteyalszesnainisaseguiulubow \Wul vieoznasntin

= | co w1 aAa X Aa a yva v a & v
%@Quﬂﬂﬁﬁu@ LYU L‘Vi(ﬂﬂqimaqﬂiquqg] VlLﬂﬂGUiﬂ,u%’m Wi@ﬂ'ﬂ']llz%lﬂlﬁﬁulﬂ WUy

a

(Schiffman & Kanuk, 1997) lagndaniiuanasutedadmnanuinszesdu aeinsunui

P =

(Placement) Toyalnsifiungudeyaiiuiiieg BeUusgiun153nTzUUANNIIANYDIUARALIY

Y

a = =

Tnevndeyalmiduiimuasnndosiudoyaiuiiteg asimaunuiitoyadlulundudeya
A wivnndeyaivaildinedunneulumnuinsvezens %ﬁmségmajwﬁumim (Bettman,
1979)

Assael (2004) nd1331 Nsisviateya (Encoding) luAudnssezeny As N3
Amnuvane dausazyaraszinisinnumnemiioutunieunnsisiuludsuiifuteyayn
ey iilesnuszaunsalifsdisled safannng anuide wazmnuaulavewusiaryana
drudoyaiifienudaudsiudszaunsaiifu shazgnufasuaslsisensy

1AT9a519909ANI T8 S NI NTusTUULAS 0918 (Network Model) N19an1s

v =i

L o ¥ Y [ ' ! [ J
Toyaegluminudnszereny Usenaumengutoya (Node) iWugntoysney 019auidumm
ANUARA WWIAR nEnwalvesddladmils WU nduleyavensidun McDonald’s
Usznauniy 8 1m139UAU (Fastfood), Bigmac, deyanwal Golden Arch uagfaunanan
(Ronald McDonald Character) @stayausaznguazinisidoulesiu (Links) luduinil
AuduLSHU W Juslnrenvvzieulesngudeyaiiiluddn McDonald’s Aungudeya
U3MsT5Inse, AN@za19, Bigmac, fnm1 Ronald wasauesey lnenguaesninude
P A i P v v o [ a X S !
wiailisendt 1aseainanisiug (Schema) laglassasnanissusasiinduainmsiusas ngy
Toyauuweulesiu (Assael, 2004)
ANNATEEreIl 2 Usen taud 1) n1sdwmnnisal (Episodic Memory) fie 11531
dl' a v aa - o e e a &£ 1 ° =~ - v
139957UALINUAINVRIUARAYIONSUUANWANSAAATY 19U N1sTnanuviosedla
| o ° Y & A vy = "y | =
agwiug Fansdludnuaslianunsoduld selivanisalludidiunegiate Turaeh
° . & ° 194 A v & a M
2) M391AUNNY (Semantic Memory) Wunsiianuiugiuidudeinaasa lile

Neasiumanisal amseanIui WisulalounauiunsuieIfuausnugIu Ferud

anwaziyaraunuazliduey (Assael, 2004)
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msisenAuTaya

Assael (2004) Wipnumunevesnsisendudea (Retrieval) 3ndunszuiunisidnf
Joyatunnuinssezen tneinsfsdayanduunldlnl wazazgninulinanudissesdu
1Y) = v Ao & ! L= A v Yoo
n511 Fadafendndusenszuiunsiienaudeyalaun

1) NM13n3¥HU (Activation) d@uiiauste (Linkage) seninangudayalaglunig

Yo 2 DA a = a Y o a da Yoo

a1 N1snseiuAensimeulriulnaliansvedleansduaiudams 0199eldisay
lawandg Wetaelinis@eusesenininguioyadinseguiivaatriuly wasilunisiasuus

neuInliiunsIdudn 2) nsunui (Placement) Wusimuaiingudeyalaazlasunis

¥

Feuleswiaaningnnssdu wag 3) nsanglew (Transfer) Wunsimuaitziideyalaain

]
[ =

ANUTNSTEEEUTITtuANNd SEeray Inevialuty duslansaeleutoyaidAnyian

wIeduselevisonisindulanou
Uadeinduguassalunmsisdayanduun fie n15du (Fogetting) Wunisiduilnalal
anansafsteyanduinldlvg dsavneraunann 1) lildassia (Encoding Failure) fie lalld

mmstoudeyaiuliluaudinausiusn 2) n1sidesaats (Decay) nuniaian deyain

'
a

anunsadewmelilesanlyligninduanldiussesnanunu 3) nsdunwszluegiuas

A I ¥ U

Buuy (Cue-dependent Forgetting) e N1sliAudLngIiuuIsdallaunsofstoyatiu

Y

= v

oonunldle 4) mssuniu (nterfere) Ao deyailldarnnisisouslmiduunuidoyais
Hoyer waz Maclnnis (2007) wususzinnveinszuiunisisenautoyadu 2 Usean

il 1) udilneu3ens (mplicit Memory) luamsufgrfumnniseifiusnlagllégn

AuANnIaladnlin visen1sdlagliusen 2) Arudrtauds (Explicit Memory) Juaudad

anunsaseanmansalluicuinluefn viseteyarie laneldsuadnla wazyaragans

I [

o = = o 3 1 o @ 2 1 < o . [~4
MNIAITLANDIAMINIIUUDE ANDIVALIEINTARURTY 2.1) N159797 (Recognition) LU

=l

Msszyiadfimeiuliney e1avzdesnndeallunisssdnvsediftie wu Weduilaaly

(%
£ o [

PoUDINTIUAT ABdDdEANUTIINAUATILT RN NUTBTUIN TON15INTINTIFUM

= Y a8 v & v = I3 o a =
W3UsTTTvInsdua 1Wusu waz 2.2) n15388n (Recall) Wuanudiiyaaaanuisailn

'
= =X a

I WWunsiindedafiod Jududiuwsng vemminnyaudn lnenssedndl 2 35 e 1) 13

= v ! PN

seanuuuliiifYlswuy (Unaided Recall) e mslyuslaassandeyasnia nlasu laelv

Y

(%
U =

I a A & = va O o v = a v & a 1o & v
U@ﬂ']qﬁQVlLﬂEJL‘ViuwiaLﬂﬁimﬂuuumaglquﬂ i%aﬂﬁﬂi@l@ﬂQUﬂmaanuu lmﬂL‘Uummizaﬂ

'
= =

AuaTUN LS o lAsuL way 2) N13sEAnuUUAITY (Aided Recall) Ao n135¥and

Wndulneiinisuanly (Hints) v3alidndwuy (Cues) Natunsatiglunisseananuaile d9n1s
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seAnarmsdnuriidunamnaeuminsuuuiiusniuisiiteuuslieednldhfoosls
Bahrick (1969) nannin msiiyaraldiusduuy (Cues) asidulselowilunisdagls
seAnld wmgnsildannsasyinanudnuulifduugiu lilinnefnnudidugnds
veideuaanely e dunsaydomadonlsnnuduiusiuasidomissyaniavindy
JadlefiuusfinnyanaranmnsonssdulifnmaseantdBnadmis
Tudiuvesnissyanasdud Brand Recall) Wunslguslnassdnfamsaudilaed
laifdud snrdu viooradunslignisioasnimaianouudiaiinisiamsssanas
Audn Gamsanauineaflunssydnasaud ansoldlnensauuAtens auddun
Tl iflesanduslnrenaazanansnszdnaauminuidnivielimnudureuldnounsdudn
flaldlvianuaula venaint masgdnaraudldlfianzasamsdonsauduvindy ud

sdsalalnu UoAN WI0NNAFRENSNINTIEUAITU (Vashisht & Sreejesh, 2015)

p1usilavedunIvetuslng

Mowen uag Minor (1998) a8u1871 AuATla%e (Purchase Intention) Mg
Anusdlavesusiaalunisdanisvisenisnssriiilaungedunuaznisuinis lneduslon
anunsoaseeudslageannisiiususINdeyaediunsduaty waznsasnuadla
& o a &£ ady a a N Y Y} a v . .
Foinawiinulunsaliguilnatinnuineiugeiuns1dua d3u Berkman, Lindquist Waz
Sirgy (1997) nanrinanussladeiluesrlsznaudungAnssuresirunfnon1stensaun
Feanansahunhwenginssulaanitnade (Beliefs) wazauian (Affect) uagyin
nmseaeviaadilaluanudslagevesduslan asdrglianunsoAumuuiniansilaeu
noAnIIUvRUIInArenTIAUMLA

Assael (2004) nanatispuadladeinlutuneunidunssuiunisdndulade (g
LWHUNINT 2.26) fa Wakuslnarain1sdum (Need Arousal) {uslnavgyinnsmndeyaves
duA (Information Processing) WadUsziliums1@uA1iu (Brand Evaluation) 31ntudaiia
AuRalage (Purchase Intention) Be5uslnmvziinaunslationsidunneuingUsyasd
WNige Waiinmunslateudy guslanvziinsuseiiutaduieg newde Wi mnguslaa
Aalagosn AzApadendmunuImuiY dndulainasdelliolus manuniagee 1on1591818uY
a 1 dyd 1 o a & Y 1 . [ Ay a dy a 1%
dananilisendt nsnsehdudigie (Instrumental Actions) wagndsaniguslnatedusi
Y. N N S Yo &y wy oy s E
Wuud wiinsUssdliundsde Nl Mmafaanuddlagelilamneanuinguslanasdodun

wawely danuduldldinguilaa dadulaiaslideduiiy esasiededndnaeueniug

(Outside Constraints) wu soguluioanunTni vsesedensunaumdntusludu Wudu
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G. Belch uag M. Belch (2012) na131 lunsyuannnsde (Buying Process) agiivaadi

AustnangavinMsinteyanediunsidud welugyisninundade neuasiinnisinaula

%8 (Purchase Decision) LilaguslnAinaduasladeunm awluuliuiavdensduniy
wennl mnusdladevesiuilaaduszneumedademdunsinszdulunisde loun du
ARG (Attributes) ULavdnwaglamye (Characteristics) vesduaiguslaaiinig

Usgidiu

A v a & [N
WHUNTINN 2.26: LL?WIQﬂsEUQUﬂqimﬂauaL‘U"ﬁ@sU@QE;ljUiIﬂﬂ

Need Consumer Brand
Arousal I Information ’ Evaluation
Processing
: }
Feedback
| Instrumental
Action
Postpurchase ¢ Purchase | Intention
Evaluation to buy

Outside Constraints

No Purchase | <=

fan - Asseal, H. (1998). Consumer behavior and marketing action (6th ed.).

Cincinnati, OH: South-Western College, p. 88.

1 = 1

Kotler (2003) nan331 fawsi31AuadlatoaunsatinunAInnI s ng Anssuues

1%
a = |

Austald ualidadedug Minduseninmsdndulade Fedadewmartulaninadenginssy
voeRuilaa linsihwefagAnssuvesiuslarananunslatetuligndeausly Tng

Uadenilnasienginssuvesiuilnadadenil Aeannufeiu (Involvement) lngagasuiely

GRISAGINY
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AN N

a v I v dada a 1 v a Y a 1

AR (Involvement) Wuladeiniiavznasrensindulavesiusina uaziu
M uaNgAnssuYeRuIlaa (Mittal & Lee, 1989) fitinynisuazviinnisnanliAiien
Liegnavainuane lag Zaichkowsky (1985) nNan331 Mg vanedia n1siguslnasug
Y N a v o= = a v N o v fu W v ~ a
MNingrisedusmien deanufetewseduiusiviieunnieeiiods lngussduain
AUABINTT (Need) AauAT (Value) wagmanuaula (Interest) Y09nutog Fedailumng
nsnaIAvneis lawan KAt nsaun vseantunsallunisteveduilan

a1 Engel, Blackwell wag Miniard (2001) e5ugauiieaiuin iWusyauvesming
aulauazmsnyaralvinnudidgsieaniunsaini) dagldmnusednseTanzanninudes
Iteeign wazsiunauseleviaunigalviiunuied aonndasiu Mowen wag Minor (2001)
Inan231 Mgy A nshirnudAydnuraaiudsiilaun (Acquisition) ®5ens
U3lnA (Consumption) 511119015913 (Disposition) AUAINTEUIAT LazillaAmLALIAY
P AT a d' 1 ° v 3 1% Ao o oA
gy Juslnaszdiussgelanasglimnaula vianudila inunusudeyaiddayive

)

wlgnisdndulaie &1 Bennett, Hartel uaz McColl-Kennedy (2005) leinanludnway

'
1 [y a

Aenfiudn seauanuieiunguilnetisensidum vieduiuazuinisnigg utade

—

v o

ddniidusimunnisuansngfinssuvesduilan

Blythe (2013) WimnumanevesnsifeIiuin iluszduiiyanadngnitusions
audn wedlouduruidnsndsensidud Tasanuieniulszneusmemnuaaaudile
(Cognitive Element) waze13uain1u3an (Affective Element) maa@’u%‘lmﬁﬁsiamﬁuﬁﬂm

AFIAUAINTY

(% ' '
v Y = a

Aetiy MnAMUIENnaIteeY agulad anufeaiu fie nsUseliuves
AuslaAndumvisensduiluiianuneitemseianuddgysenuadduszaula :nuuds

Wldrumaunisaum LﬁmwiawﬁagammzﬁummLﬁsnﬁ’mﬁaﬁmﬂﬂurméfm%u%

USEANVDIAIINAL INY

Solomon (2015) wusUssiavnyesnnaniaiusenifu 3 Ussian fio 1) anuifgiiu
soduAN (Product Involvement) A Anwidndigfuslnaauledudmilsg wWeoguslaniinam
Aeriusedudngs faedawadladeyaifaiuiudiy wasiinisdumdeyaanundedun
wntu Fennthmsmanaanansaviligulaaddnaniuiuaudnnsils Adehliuilned

ANUIANNITURUAUAINATWYINTIY
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2) anuiAgiusiedeya (Message Involvement) fio anuaulavestfuilaasedeya
Inasildsu Fefuslaafifiaufeiusiedeyageazysvinatoyastisaziden uaziing
Wisuidisuiuteyaduq Tnedefianansnadannuieiusedeyalslusziugs Ao dodeun
wszguilnrannsaUssanadeyaldinnnitdedun aunsongaeuniedounduly
grutnldmanana uandsandelnaimitiduedifionuiAsiuseteyad inszduslag
Huiflosurron (Passive viewer) iy

3) AnuLALiusieanunsal (Situational Involvement) fis A wanlauaznis
Ussanatoyaudlefuilanegluanumsaifiuansedu Tneenuifeiulssand enaifnia
Tufdn duledt videanuiififuilnadedudmielduinig

araAsiuvesuilaalilfiAdosiuiamsauduieuiniawiniu widdiennu
Aeadasiudedun 8n g Blythe (2013) Iiduunyssunnanuiosiueendu 4 Ussian
el 1) panReaiuiumues (Ego Involvement) Wuaruieaiussninsdudnsualunm
Y839ULR4 (Self-concept) VoeKUlnA 5?%@mséfmauials‘gasumﬂﬁimﬁmasiamnﬂuﬁsau%’uiu

danu uardwmarioulun nyednuled IIUNIANUIANTBEUILAA 2) ANUALIUTUATS

'
=

mavAUDY (Message-response Involvement) iuaupniiufifuslnanevausratoyaiiny

&

195U Fetoyatueraluterrululavanviomlavan wanlieduilnaiinnnuieiuiu

a %

Toyaninand Aaedinsusvanadeyanlisuin 3) anuneaiuiuaniunsalvesnisdodud

(Purchase Situation Involvement) iupnuigiuntuegivaniunisallunissedudntu
| A v oa =1 % o w | LA W v Y a a = )
W WeguslaadesdevasliiyanadiAty 1w Jlravsermtiau guslanasiianuie iy
aian1s¥edui wivnndein1sdevedliiiten {uslnentzdinnnuieiunenisdeduiey
NE0UNIRIIN 4) AaAeLiUAUAT (Product Involvement) Wuarusniusening
Auslaafudu Jsaunsanuseanidu 2 Uszan (Assael, 2004) lauA 4.1) AnuAeIMLTe
¢ . . = & a v Aa X o ) |

an1un1sad (Situational Involvement) F9Ldumung N UL AR UL NG ITIAS1I MUY
srgznamlvisaRnganunsainiavini wu Weduslaadnduseweduaniesnin

[y [y

anunsaiiady wildlffanuaulalududduindeu fuilamasiimnufeilusyduge
Audndananluanumsaity wivdinaniunisaiavas uilanaglléfienmfeiuly
seduduBneiely uay 4.2) Anuieaiuluua1s (Enduring Involvement) L‘t"]umiﬁéu'%lm
Tnwanlavielimudfyivaufanetelilesuasasinane Snsinwmdeyaidu
Uszdn wu fuilnaiaulasosud asinisfumdeyaifsatussudegianeliinogiu

sy X ¢ I
amuﬂ’l’imwﬁlawa’iﬂSumﬁialuﬂmu
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[
= [

uenaNil Hoyer uag Maclnnis (2007) IdutsUssianesnnuiiesiuiiinduity
fng (Object of Involvernent) 1u 5 Usgiam fail 1) AnuAeiuiuUszanaudn
(Involverent with Product Categories) fe §ulnafimanieastumanuAnuionmidn
fududn Tnsuszimvesdumiunnisiuazdamasessiunanieaiudianaiy 2)
Aeiuuns1ud (Involvement with Brands) Aie fuilaafinrunAgiunismiudanie
msandunsiaud msfifuslaatinnuieiufuasduings e1ananlein fuslaai
arufindnendud uandefuslnafieusinironsndudanianindendodudanem
Audifuegnesoliios

3) ArAgiuAulaan (Involvement with Ads) fie fuslaaianuiAediunis
mwAnvEonmdandulavandadunifsniuiuandiifuiusegdalunisuszana
foyaanlewan defuilarazdmimisriuiulavanlusziugadloguilaniiamaulaly
Tawauntiu 4) anieaiudude (nvolvement with a Medium) e fuslaafiauiieaiu
nsnuAnvEeruIAndudenineunslavan 1wy nidefuniviodneans fuilanaziiaiy
Aeriugendlnsdied WosnndeaddlalumalinduuasUssanadeyainnd uavaniie
5) AnuAgiufunsiadLla (Involvement with Decisions) (38ndneg1awilsinm
AeiiluBmouaues L‘fJumiLLamaammqwqaﬂiimENQ’U‘%Iﬂﬂﬁﬁ@iaﬂizmumié]’m%ﬂﬂu
sefuaaA IR Lunneaty iy defuilnadasdedudiidauieiulussdugatu

nszuunsandule guslnadesUsediuiidensgraannvateneusndulage

SEHUAIIUNYIN

(9]

Assael (2004) TonUssesuvainuneIiuesndu 2 seau fall 1) seauany

% 1%

\NeIuEa (High Involvement) fia nsiiguilaaaulaviselvinnudAgyivduamsousnislu

sAuad dinsussdiunsdusneude Ianunseiesesulumsmdeys HarsuUTeuiieu

v A

| | a = v & A Y a & Yo . =
AILEDANTIE BUWNACLDYRA %QEULL‘U‘Uﬂ’]iﬂW%@%@L%UU LﬁEJﬂ'J']%l‘UiIﬂﬂLUUQVH (Active) 1179

—

Jugmdleya (Information Seeker) Fsmsmdeyastnsaziden uazfinnsanetrasouney
reusrdulatessintudeduilnariuinduidulirnudidy mssiauduiusfunues
LAyt TInveny TudadvEnavenguindidmareanuduiusuesdudiuadounay
UFIINg1UBINGAN (Assael, 2004; Schiffman, Kanuk, & Wisenblit, 2010)

2) seduANaAEIuA (Low Involvement) A msiiguslanlianualaviols

v a v

ARy ivdualuseaum lngguilaaldaeslvmnuauladiunismyeya waginism
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A v

Joyaiefvauimiauinmslulinades WunsSudoyawuuiludsu (Passive) wiailug

udfeya (Information Catcher) fe §uilnaagliteyaiiuiifioguiousvaunisalifannidu
nausllunisiadula Wldfinsanegneseuasy Wunsiadulatossaiidednin (Limited
Decision Making) 1ty t3endoAudniidisegnilan wioAudilusludu Assael (2004)
namd luusedafuslnnanfnnsdadulatolusud Tagldlénwaudmihingie

a

156171 (Unplanned Purchase) wisiin1sandulagaiuuiaey (Inertia Decision Process) A9

FoAudiAng ilevAnidsenisinaula

faiu nuilnefisgduenmieiuineiu fagvhlfAnguuuunszuiunsdagula
Fofinaitu Tae Assael (2004) IFutsanuduiusssnisauieiuiungfinssums
dnauladevesuilng i 4 Unuy (Quaunmil 2.27) fil

1) Mmssndulageuvudutou (Complex Decision Making) lngnauiiguslnaay

¥
v FLdQEI IS

sinauladedud axdinislinszuiunisdous Tneduanmandeyainuvdeieyanely
waguvastioyanisuen 91ntiu axfinmsuszanadensssniasden ileUsudiunadensis 4
wandlifiuiduslnafimsfnegnsandeateute nistadulatoludnunsdindafuiudii
Fuilamiinranieasiugs fuiteenadedussineg ge viedudumifaududeu
(Solomon, 2015) @4 Assael (2004) IdutsUszinnvaduiillintsiadulatonuutudou

= 1

fail 1.1) Audiiiisnnnge wu Thu sasud 1.2) Audfidnsarnislénulienudes wu dud
Uszlanen 1.3) Audniinszuaunstitianududou wu reufiumes wag 1.4) Audiil
Anwdsiusuguslan 1wy Leesdens

2) masinauladeuuuiidesnin (Limited Decision Making) sinfuaudiiguslng
firnuAeariui Fsffuslaaduualiifiasdsululdnmaumduldie (Brand Switching)
mndimsiauensdudlv viefuslaaianrudesnsiivarnraieminiu o1avili
fuslnaBeunsndudnfiasield sunuumsinauladeuuuiidesini fuslnaaglsifiany
weelunMmvnteya waronRliin sUTBEUUTIUTEUAIUANANTENTRTIAUAT uATe
1935andldnaunaldeuseliunanienas (Assael, 2004)

EULLUUV{ 3) maﬁ’@ﬁu%%??aLLUUﬁmmﬁﬂﬁ@iamﬁuﬁw (Brand Loyalty) lag Assael
(2004) ndm1 JUwuunsiadulatouuuil duietutuduiiiguslnafinnufeily
sedfuga Tnomsdnauladoludnuvaednanninananuddniienela (Satisfaction) daan
msffuilaaldlifudn wasdeiiiluasauiu (Commitment) 3wiliAnausndens,
Audn Senouflaziinausnddensaud fuslnesinasldBnsdinaulawuududeulunisde

o ° % & & 5% ' Y] | v a E A | a v A
aTasn vilvnisaeasanaluludaslnsnsaauinin dwwaliinn1stedn dreg19dunii
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Austaminisindulaludnuaei wu Fuidssnmndndusienmsitainsyiy um
Uszinnsaainim (Jusu
gnvng 4) nsdnauladenuuidey (Inertia) MseauinfAwuuIaNUasy (Spurious
Loyalty) fia waAnssuifuslnasndulafioduiiugny Tanvazn1sveniduilde dnifeiu

'
a Y AyYv a

audnfiguilnadarudesium lneduilnelilfidondenmAudifuanausndisens)
audn wiguilaadeansananumensnlunmsdumdeya vieuesinliduiunaidely us
sUwuungnssumsindulatouuuides dunginsauitlinmu aunsadsuldnasniia

ynguslaaldsudahiiiannssdulidasungingsy Wy anduddulimsdudsunsnain

AN anansavilvgusinadeulugensidumiuunu (Assael, 2004)

WHUAINT 2.27: wansUszinnmsdnaulagevesguslan

High involvement Low involvement
Complex decision making Limited decision making
Belief Belief
Decision Evaluation Behavior
making Behavior Evaluation
Theory: Cognitive learning Theory: Passive learning
Brand Loyalty Inertia decision making
(Belief) Belief
Habit (Evaluation) Evaluation
Behavior (Behavior)
Theory: Instrumental conditioning Theory: Classical conditioning

fn: Assael, H. (2004). Consumer behavior: A strategic approach. New York:

Houghton Mifflin, p. 100.

8NN Hawkins, Richards wag Granley (2004) §soSuneisaniunisaifidmase

anuneiulunisdindulagevesiuilne nsutsoandu 3 Ussinn (Quaunmi 2.28)

1% '
v A fal v a a

fafl 1) anunsalindnaulateduAiniuainuAedu (Habitual Decision Making) tUun1s

1
a %4

Y] & Ao a & o a A a 5 A a S AN - T A a & a v
Wa‘lﬂ‘ﬂ‘d@%ﬂﬂ%%Lﬂ@ﬁJUﬂ‘UaUﬂ'Wllli']ﬂ’]G]’] VIDUAITUENYINURAT Mi@l}_jUﬂﬂﬂﬂJﬂ?i%ﬁHﬂﬁ

14
A a

tududsydn deduilnadesnisdedud azmdeyasnnglunuedlaglduszaunisalifui
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fiog] o1vazdedudAuTiegliudmela viawdeuludenaudlmilaeldnsdaaulafil
dudou thnsmanaudaginssumssnauladedudnunnuasiuoendu 2 sULUULieYh
nsdeansmsnana e 1.1) nsdififuslandugniniiaglddufogudn agldnisTawan
donongrenuiulanasanusudiuilnn Sntedsdnwamnimuesdudn ufennuazenn
Tumsithdsdudliunguilang wag 1.2) nsdiguilaadugndilue nnsnainaznenes
asrsnaulaluasaud Snsthauedudlusuuuulie wu Snsdauans o 9ate n1san

31A1 NSHIN NTHON N15BeLYA LanseAuaaulaveuslan

WNUAINT 2.28: Lansnseuaunsandulatoniuaniunisal

Low-involvement
Purchase

High-involvement
Purchase

Habitual Decision Making

v

Limited Decision Making

v

Extended Decision Making

v

Problem Recognition

Selective

Problem Recognition

Generic

Problem Recognition

Generic

v

v

v

Information Search

Limited Internal

Information Search

Limited Internal
Limited External

Information Search

Internal
External

v

v

v

Alternative Evaluation

Few Attribute
Simple Decision Rules
Few Alternatives

Alternative Evaluation

Many Attribute
Complex Decision Rules
Many Alternatives

y

v

Purchase Purchase Purchase

v

v

v

Postpurchase

No Dissonance
Very Limited Evaluation

Postpurchase

No Dissonance
Limited Evaluation

Postpurchase

No Dissonance
Complex Evaluation

17‘1|JJ'1: Hawkins, D. I, Best, R. J., & Coney, KA. (2004). Consumer behavior: Building

marketing strategy (8th ed.). New York: McGraw-Hill, p. 502.
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2) anumsalmsinaulageluassin (Limited Decision Making) Wusaunisald
fuslnadesiadulanuuiinnududousiniy wu fuilaedesdodudalandsiinussam
voaAudtu uliddnamaud Sufsumendoyarsaeueniasmelunuios winns
wanavndeyaanaeuantiu fuslnnasuanmndoyauuusin fe axfansanauaudfifies
UNEUYRIEUA MSaTaLAUIIRIAUA Lariinisussliunuulddudausnnin ¥asan
tuisinaulate Wefuslnaldlifuud asfimsvssiiundnsléuuuliasBoamntn

3) anun1sainisdindulaluiendng (Extended Decision Making) 1uguiuunis
dnauladeresuilnafiiaududousnnitan duilnedesiuasmndoyannianieluay
AeuanegNavtden In1suseiliunisdenvialgnie fnsanauauURegssounsuneu

v a

anaulage nsdndulaludnuaridnifnlunsainguslaatininuieaiues danudeddunis

(% '
1Y v

Foge veLinnaiuslaadewinaulageduinliidn liduee lnendainidndulade

Y Y

¥ a a ¥ 1 a % r-ﬂla./ a dy a 1 [} & 1
WA TNSUTEIEUNE D1ANUINAUAINSRAUlag a1 AN uAIen T lunela

vilnAe1vazuAdymlaensnivenaus 1Imaunu wienveaiduesnsiaunnaulile

e

(%
=

naulate

e <

3

AIUFANGNTUNIUIINIRIWAL

Edward, Li Uag Lee (2005) 85U18AIUMNEUBIANUIANYNTUNIUINAWAN
(Advertising Intrusiveness) 31 t{JuszAuivauanianisgninaiainlavanmudesieg 1es
HUSLAA donAReafiu McCoy, Everard, Polax uag Galletta (2008) 91nd1331 N15gATUNIU

< Y] lelcu [ a Y A v =1
Pnlavuduiidindlawanaunsaidsauuanuaulavesusinaunntdeaiiivsla uaz
neliAnxaegdlsiuguilan

ANNIANYNTUNINAINLABUIUANANIINAINFANTEABPB D LaIwaI Lag
Advertising Standard Authority (ASA) %3083AN51195 1Ll ITANUMINEYDIAIUTAN

& \ | ] A o VY a Yoo '
szaeiAssselavand Wulawaniihvguslaaieanuianlunauiazaiunsodea

] v & a ° v a & v oA & a
nsenUE9nINg nglavnlulawan o199 bANnAIUSEA8LABY oA 1S90 UR
(Race), Aa@un (Religion), et (Sex), lnAduRUS (Sexuality), wagAufinig (Disability)

sufsanufifllavanying (Where the ad appear), &uf (Product), fualaisan

a

(Audience) uazdsiuiioousu (Acceptable) luraginuddngnsuniuainiawan fenis
PNEVIPN v o % Ao v oo - & = | A v oo o w
nuslnegndadamemelavaniuvasnidsuramieilatlemluie wu Weguslaafids
v iulgduailavanunsntunndunistavinnsiauriensmdeya fuilaaay

nanaealawanlnenistnlavanvsessnainiuledfiilawansuniuy (McCoy et al., 2008)
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Guardia 4ag Lopez (2014) nanfslsznnvenisgnsuniuainiawaniugiuy
sinae et 1) nMssumudinaaus (Interference with private life) fle dnwazvodawani
LsﬁwmLﬁmﬁaqﬁ’m’;mﬂuduuﬁ’mmﬁuﬁm (Nelson & Teeter, 2001) wiotdulawand
UsngWidiulneililssusyanainguslaa (Sheehan & Hoy, 1999) 3sgfuslnaazidningn

sumunTudedulavaniiaulifuiay (Milne, Rohm, & Bahl, 2004) Ingaa1nauideves

a1 1

Mormoto uay Chang (2009) Mvinnsanwifgaiulaivaniiluanvuneaes (Spam) Ny
= ] P P A vee @ N o ady 1o
Buadiuyaaa wud Weruilaaidngnsuniuannlavaniiduanvaneves aiviaua@ilid
N = Y & @A = a A P2 & ' voe
foYaeneN1sHeanTUY Fanee Bua warlinisvdnidenisldduauniu uinuidngn
sunmulilatinasevirnuafdelavaudetiln
2) NM35UNIUVBAlBANTEMINNTEUIUNITANYBEUILAA (Intrusion of an ad
during cognitive process) g lawaniunsnidnunlunaeNuslnnandeivddadmilmse
uegdlaegnmilsey muideiefunssuniuvedavanssani dulvganlunisg
Y A v < = ' o v Y 13
nsnevaueveusnaAlofe tiulaYaNUTINGTUTENINNTYINNUTABIUTTR I UTEaA
U901 (Mormoto & Chang, 2009)
3) lawaNsuniullonvesde (Ad’s intrusion on content of the communication
. I PN = Y a & | ]
media) {Wulawaningrguminnuaulavesusinalagnisunsnluilomveyemiwing 9
M3vzinmszauausIAgiiternulavansuniuyanaty nduazdeadloussgilanie
Tngusrasdnnuslaalidntistomenisdeansidlavan (Ha, 1996) usepslandulyls
WseingUszadmanil Ha wag McCann (2008) lagndiaeg1ain dvaanudesnisieyaves
AUSInA ANURBINMSlEnAMUTUT nsedeIn1sdTIamdeya JaileTngUssasAmanign
Tndamizmelawan Juslaaagidngnsuniuy
Edwards et al. (2002) na1731 Msgnsumumelavanidudimidaniinannssu
lawaniunniull visenisgndawiumelavan (Advertising Clutter) wagduslnaasiangn
sunuanlavaiiislayaidndadunzvsesuniudmingluinlavesiuslan wu
Tuvaeiidwndeyaludumesids flavanuuy Pop-up Tuinsznintanishumdeya
lawanuuy Pop-up tuldudsiiundndameglunisdunmdaya vnliduslaaddndn augn
sunuANlavaNty karANIANgNTUNIUAINLEBANTLTUMNEUS LA ATaN I ARluNTS
mdeya wenanil anuidngnsuniuanlavanaiunsaihludnisiiaviruanlisse
1wy (Edwards et al., 2002) ware13711a18%8Ld89989951aUAT 8AAIINUILTDDVDIRNT

auen wazvilvguslaadinae ldaulansidauaitu (Zha & Wu, 2014)
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411738ve9 Rust Uag Varki (1996) na1idemnnusangnsuniuainlawanin gusloa

Sangnsunuanlavanludeseulatidesnitlawanaininsyiml wagseun Sundar way Kim
(2005) Hpaniiuiisning mnlavanriudessuladiliiuslnaidngnsuniutosnii
Tawananingiied Mihazibiguslaaangnsunmutieeniinislavanludedsiiusiag
wszEUslaAUsTliunsdualunsuinmninislavandiudeesulal wasinlvgusloaiin

& & P & = & A v o X = ¢ |
Auadlagale uenaindl mnlawanndessulatinnunertesiuillenluivled wieed
Tuuledniinnuungeds sganunsatieiiun1siuivesuilan uazainanuuntetielv
As1duAle (Choi & Rifon, 2002)

' < a av aa Y v o & ' A
28149b51mY T9AdeNTanuTiudakganuUsElev1YINS YNNI UNI9ED
paulaudsiu lne Edwards et al. (2002) na1231 lawanludossulaufiluwuy Pop-up
wag Banner Mg usLlnAsangnInaImIesangnsunILYMeyiniaIl FausLaAeneNe1UvaN
= =l 1 1 gj a Y 1

nilviseliaulalavanivaity uazsiinanuidniumsaustelawauuy Pop-up kag Banner
Fernuidnlunaviiannsalugviruainlifdensidun Chatterjee (2008) tawedn v1n
ADIN158AANTANYNTUNILAINLAWAIMUY Pop-up @nansavinlalaenisanvuinvedlawan
a9 dulawauuy Banner 1u Newman (2004) wue3Sanauidngnsuniulaglng
Towanuuy Banner luiuledniilloniiendeatulawan wenaini McCoy et al. (2008)
iaueistvannuidngnsuniuanlavandmsuglaivlsdiadng dmnlavand
YR A A A = Y AN A < &, Yy A
midenlita seinaulimanidesnnnsivulavan Wunshigusinaaunsonivay
lawaunlasignuies Sundn “Control over an ad” IzawsaanANIangnIuNIUle

(McCoy et al., 2008)
AINFANGNIUNIUINIRWANTANKAN SENURDTIALUARYOIEUTLNA

Tutagu lewananunsadduusinalduuuduseyanalagldviemanisdeansn
uwaneafiu (Francisco et al,, 2014) Weguilanddngnsunmuanlavanvziiviruafnduay
| a v o4 & ] ) =~ o 0§ VY a Ve %
Aonsaum Falevmvedavaniiuladenilaionaviliguslaaddngnsuniula
(MacKenzie & Lutz, 1989, as cited in Francisco et al., 2014) Morimoto Wag Macias
(2009) nan331 MsguslnaiiviruARLand1afuRBIlamvetluwun Fuegiutadediu
yaaa e mnguslnaaulasanaulalavavile vseddninlavantuiauineitesiuauies

raNTnanAuIAngnsuNIula
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uenantaduaiuyanaud suuuuiilideaslavananunsadmaseviruaives
Austnalalguiu (Elliott & Speck, 1998, as cited in Francisco et al., 2014) lag Cotte,
Chowdhury, Ratneshwar ua¥ Ricci (2006) Na1359n15la¥aINIUNIDUND IR GRUR
Tawanlasnssdeuauussogluunan Selavaniisaeuuy mnannsoadsenududia
Tiurgeu vievhliuslnaliddninlavandusuniu sgvililiinnsmevauedunisay
venslawanludumesidn lneflavandulsilévinistadudemveaivledimn vie
Lilgtnnsfuslnannmssiuniesaden duilnearlildvinisUaviendnidedlawan
(Goldfarb & Tucker, 2011) McCoy et al. (2008) %’Naqﬂlé’dw E:\TU'%Iﬂﬂ%ﬁ']miwamgm
Tawanamgdssaniuguasselunmsdiiunumiity

Shana et al. (2016) la@nwfsruidngnsunmuainlavaniunuuasimunaise
lawanluiny Tneldignsidedmaass WdTaddesunuesulatdiuuaunuunum
(Massive Multiplayer Online Role-Playing Game: MMORPG) Tnglunuazinisdeasns
Aueisnmsnedudlusuuuuiiuansei fie sUuuUAuATinuaenndes/liaenndes

v v

fuslomveany waggUuuundiauiufduiusiuasdui/ i jduiusiunsidun

'
aada i

VRINEUNLRAIRS NN TR ukuuasuauie TavirunRNlidelavanluny Tona

asudn inundumilanuaenndesiuilomveuny Hrgannnuiangnsuniuaniavauay

a1

HigiiuALanaTilriunsay dwaliidunuiviruainadelavanlung dugueuunud

v 6 v a

Aeuiiujduiusiunsaud fusyldlfdofinauianauaiwasiauny uiausate
anmu3angnsuniuanlawantd dwalifiaunuiiiruniaselawantun

Wen (2016) lalauaizyisanaiuidngnsuniuainlawantunudn mngasiang
vIetnNIRaInRBINsAA e unuydlayan deslimidonigaunuasnsadentain

o ¥ o1

segrisaliglawan windenglavan fanunsaduesaiaviediineuwuliiugiauny wu

lomzuuuluinuiindu viieldvessdiaaiion lunsalliasilvidiaunuaulanazglavanuas

LinaliAnviruaflunisausislawan
AINFANGNTUNIUINIBYAN TN TN UFBAINTIVOEUTINA

Diao wag Sundar (2004) na1731 Weduslaeiulawanusnguuniseninanshd
Auled lawantuaznengnuuunvaulavesduilag nsgnnseiuanvaeil vnliduslae
amstuiindeya Bedlawanilianusiudavsesuniuiin gwihlvgusinaianisandileven

warAsIAUAILULALNNTU
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McCoy et al. (2008) l9vIMsITeiAgITuNaveIAUIANGNTUNIUINALARBNTT

o = & av a o v v 1 v cal v X 2 ¢
5Saﬂﬂﬁi‘m@m7 LWUIULTINAADY m‘w%L%'ﬁ'ﬂmﬂ'ﬁ‘m@a@ﬁLGUWL'JUVL%WV]QﬂaTNSUUNW LUIJL’J‘U%G]

v A

a al' U aa o w | o A a v oA o a
YWFAUANNYINUTINUTLANIU YU DIUNT GU@QIGFL'UU'TU Wi@aUﬂqLﬂﬁJfJﬂ‘quUﬂTW IWEJ"USN

Y

Tawaun 8 Yu L TukuU Pop-up 3 U wag Banner 5 ¥ UsIngUuunludnuaueiuanseiuy

Ao vuradn/lng) suvsilasanusng uaznarildlunislawan wan193denwudn lavan
fatedennuluivladunsdrudiunnuidngnsumuniguslaauniian udanansaviilyi
fuslnafinnssyanidlavantulduniian

uonani SafleAitevesuisn IPG Media Lab $afut3sh YuMe Anwdeaity
Tawanuazmssyaniedonnululavan lngwSsuisussuilavaniunngreunduidle
(Pre-roll) Tawaniiusingsewinenduiile (Mid-roll) uazlemaniiusingineaduiile
(Outstreamn) wuin lawaniusngsenineduimlevinlvguilaafnauddngnsuniumin
fian wst 27% vesfuslnaaunsnssndedonululavantuld funnnitlavaniiunng

s Y a

Meadu NURUSInATEY 8% Wwindunsyanasteaululawanls (Dughi, 2017)

Y

NIDULUIAANITIVULALHUNAFIUNITINY

'
a CY

9INNINUMILIATENAITES WnARkazNgudMNeInUNsava lunuAIva

NTINATIFUA UasngAnTINvosusLaAMuUALAR NM3sEantmedus anuadade uax

(%
v a Y A

ANUFANYNTUNMUAINIRYAN ansaasUnsoulIAnLALAENRFIUNNTITE LAl

LAUANUADAARD IYDINFANIRUAT TULN

« MIINAUANLUUHANUEDANHDIEN ﬂ"I‘W]EJ'Uﬁ‘IJEN"UENéIU%Iﬂﬂ

« MSINEAUAULIANLADAAADIN . s =
. NNFIEANDNATIEUAT

« N15IAIINFIAUAN

- irARYDIEAUNLABATIFLA

'S
Usstvasiuen - ATWFANDNTUNIUAINLEWAN
s v da a4 o 51 &
- Auffianaieiugs - ANuAdlaEe

Y e

o AUATITIALLNEITLE




% Va v A

dwsuludvesaunfigiunisife §Idelnnufein TN AnwInaveInTIEun

TunugUuuusine senginssugusing dludunssedndmsaud maaesinaaud
firunRosiaunusensAud nsgnsunauanlaman warausdlate fauufgiudel

1. SEAUALABAARDIVRINITINAUM lUNNAINANTENUNAN (Main Effect) don1s
MOUAUBIYBIIAULNY

2. S¥HUAMINYINUYBIAUAIAINANTENUNAN (Main Effect) fon1snauauadvedy

LAULAY

3. SEAUANMUADAAADIVBINITINAUATIULNY LATIEAUAMUNLINUYDIFUAT dIHE

NIENURUGEUTUS (Interaction Effect) Alon13mnouauasvasfiauiny
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a [

= aa
TLUYUITIY

MAdEes “navesmnuaenadesesnsAALAMTlIINILaTANIAL LY UM
don1smeuausvalawny” 1un1539818maas (Experimental Research Design) WUy
2x2 Factorial Design finguszasdifionyinanszvuvesnisnsdudlussiueaieiud
unnenafty fdsmatenginssuveadiduiny n1smeassiatuluiomnaesiioFouls
(Laboratory Experiment) Tngfinsausuuazdnidondudsiiielinansideiiauiienss
aelu (Internal Validity) g9 ileflazanunsafnuunguasnavessuusfimuesilunside

£
v A

FarIdelamvuaguiuun i niuniside el

sUnuunInLiiun1sIY

[ 7

nM9I98luaildun153981BannasaluU 2x2 Factorial Design NiUsgnauiafwls

dase (Independent Variables) uagsuusnul (Dependent Variables) #e33larimun

£%
Y v A

SYALLDYAVBIAILUS ALY Aatl

AU soase

NSNARDUNDNAFDUNAVDIANNEDAAGBIUBINITINAUATLALAILNLINUYBIFUA
FEN1INBUAUBITBNEUTINA 9198931N Russell (2002) wag Reijmersdal (2009) inanadi

sUwuUvBIMNaUAINaseRuslnadt Wensdumilnmynawuulanauluainagyinli

'
=

fuslnaddndsailiaonndesssriansduduanteiFeddude Womnamalansuats
msAngnIunuTrfuTLde wazdwalrtuilnainiruaAilifronnaud uazsnide
103 Lambert (1980) fina1y31 mﬂ;:JU‘%Im%’Ui’ﬁammaamé'migij?mﬁ’]LLaz?ia A
Aanssedndemsdudlduinninmsneduiuuulidenndaddude mszauaenadovih
ThAnAdenlesszninsdouaznsndus Turaeii Caubershe uaz de Pelsmacker (2010)
fieududauden mnnemsduiuuulldenadadlude sxvilmannnssyandansaudile
find1 lesmnasauiiuasnaefugndunafifienslanidusenunanesduszneudug Tu
210 Mlian1saandnladng

UBNAINTTAUAIUABAAGEIVDINITINAUAILEY SziuauduiusvouAT
WANANNAL ﬁﬁ‘u‘Vl‘U’]‘Vl?T’]ﬁ@IUﬂi$U3uﬂﬁiﬁﬂau1ﬂ%®ﬂ@QQ’U%Iﬂﬁ (Assael, 2004) waznN1T

v o

= a v da d' o a a ~ I = a o
ﬁ@ﬁqiﬂqﬁmaqﬂﬁﬂaqau@qmuﬂjqﬂLﬂEJ'JWUEj\TLLagﬁUF"I'WIZJﬂ’J"IﬂJLﬂEJ'JWUGnN’]UﬁE)‘UigLﬂ'V]L@EJ'Jﬂu
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1 (%)

Aanusalinaseviruafiveaduslaauwnnaneiu tae Te’eni-Harari (2013) loandaag1ein win

ada 1 a 14

lawanludedsiiun fuslnavzilimupinfsedurninnnuneiuaainnindunninig

v
IS J
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1 vo & ' = AV Yo Y & o ' =
nga lmmu ngd Al llLLU‘UﬁE]‘Uﬂ']lI‘V]I@TUﬂ?i@]@UﬂiUﬂ?u%ﬁNyﬁm%quju 35 ﬁﬂ naa A2 3



101

WUUEUNNTLASUNITRBUATUN ALY TAITINIY 36 YA Nau A3 Huuudeunuilasuns
MOUATUMIUALYTAITIWIU 32 ¥n N Ad SluudeunuiilasunisneuAsuiIuaNyTe]

FIUU 37 Y Aauanslumn1san 4.2

A1599 4.2: waneduuginsiunsnaaesulsiazngy

sfuvesALALYTY TEAUANUADAANDIVBINTTIFUAN LU 774
YDIFUAN frnuaeandesgs  flAnuaenndeds
AR WIS Al A2
35 36 71
AR A3 Ad
32 37 69
U 67 73

PneTedsuLanstiiiud fidrsaunismeaedliiuiniedelunisvaaes e
SZAUANLADAAADIVDINITINAUATULANT LU T U N5NEUAEANARARTBITUNLES

U 67 AY NTINAUANAIUADAAABINULNUAITIUIUN 73 AU FIUTLAUVBIANULNYINU

¥ QJ‘:II

YDIFUA %auﬂui‘]u%umﬁﬁmmLﬁmﬁuqﬁ’lmu 71 AU WALAUAINIAIULNYINUAIINUIUY

[V
Y

69 AU I@EJTJ@JL%URT’]U’JUVN?{U 140 AU

(%
[

Tuns3deasell ffdrsaunmmeassdadumeagediuin 56 au Aadudevay 40.0

a

warmendgednau 84 au Anduiesas 60.0 Tnedid1saummeasionysening 18-20
J1uau 58 au Andufosas 41.4 vesidniunsveassianun 9ng 21-23 Y31uau 60 AU
Andudewar 42.9 vosfidrsrummeaswionue wazeny 24-25 Uswiu 22 au Andudes

av 15.7 voulidnsaunisnaaesioiun lneiduddatuln 1 9w 46 au Anluiesay 32.9

[
v =

YosrLiTunmveaeiaiun Juldsdudin 2 $1uiu 17 au Aadudesas 12.1 vesfidnsu

(%
o

Asnaaawiavue LWudEntuln 3 $2uiu 20 au Andudesay 14.3 VOIFLITINNTNAGDS

I [J

Panue waztdudantuli 4 31U 57 au Andusesas 40.7 VILNTINNTNAGDIVIVILA

AabanIlumI$197 4.3
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M3 4.3: LaAPTIUIULALTRUAEYDILUNTINNTNARBITIRUNALNA D18 wazdul

AnwuENINUTEIINT U (AN) Sovay

LN UY 56 40.0
AN 84 60.0

21y 18-20 1 58 41.4
21-23% 60 42.9

24 - 259 22 15.7

Fudlnsdnen U1 46 32.9
Ui 2 17 12.1

U1 3 20 14.3

Ui g 57 40.7

Nﬂﬁ?iﬁ?ﬁi}ﬁé}ﬂ"%

Tuduvein1snsIaeaud (Manipulation Check) dwsunsnaassiundsil Adele
Fuunnisnrvaeuieendiu 2 du fie diuesssdiumiuaenadestesnisnsdudilung
LayaLYITEAUANLAE U8 IEUA

nInsapudludmvesseiumIsaenndesaamssauAlung (Ideld
UszgnAldunnsinves Ulmanen (2014) Ysenausigfiaiudiua 1 fm1a1u fe “vinufndd
sziumasudnvesduiuasielananseg fusngluny sgluszdula” Tnednuazues

Amouluguuuu Likert Scale 5 53U Haszdu 1 Ao enfivzdaunmiiu fesedu 5 fe

[y

dunauituladn nan1sliaseitoyadiea1aia One-samples t-test Tudulinuin seau

IS a

ANUADAARBIVBINTINAUALUNNES HAnadewiniu 2.01 SulegnitFnisnaaeuil

o w

faualif 3.00 Fadurnansednefiduddyn1eada (H66] = 24.89, p < .05) uazsEiv

o

(%

ANMUADAAADIVBINITINAUAIULNLAT TANRAYWINAU 4.26 FIUINAINAINSNAGDUN

o

Smuali 3.00 Fadurnatsegnadfoddynieada (t72) = 48.80, p < .05) Fauansly

AN599 4.4
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AN 4.4: NANTITASIVEDUTINNUTLAUAIUADAAADIVDINITINAUAT UL

SEAUANUEDAARDIVBINITIN

. M SD t df p
AuAluny
HEPRHGLELERNAR 2.01 0.66 24.89 66 .00
fanuaenadasn 4.26 0.75 48.80 72 .00

vinee: n1sbinzkuuduluy 5-pointed Scale o 1 = szauanuaudnvasduiuasnelavansineg
Musnglunueniazdanaiiu Wnaului 5 = ssdvanuautaesdunuazielavaniieeg

fusnglunudanaiildda (Test Value = 3.00)

1
L% =

NInTIvERUEBNdIUnTleRe SeRuAIAITuYREUm KITelatmuNInginen
MAnAMLTIAMIAE I UYDIENAIUEY Assael (2004) Mldlun1sAnidansdudsiu s
o A « o a A o Y 1 & < ! a a v A Y A [
AaNAe “anAlienunivue e Ul inuiivinstinvesduaiseynnv daanuieaiu
gwisennungiumanteeiiedln” Inedvdnvesdunnusnglung 5 vlin uazanuue
yoermauLdugULuU Likert Scale 5 szau lagsediu 1 fie danuiesius fesedv 5 fe 1
ARG

HANTIATIEVTRYAMEAARR One-samples t-test Tuguiinuin duaniaing

Aeiugs danadewiiu 4.02 Sunnnitrinisegeuiininualin 3.00 Fadurinaidedns

v o

HlvdAtunneana (t{70] = 55.64, p < .05) wagdumNiALALINUAT TAnadeiniu 1.97

FetloaninAnisnageufinvualin 3.00 FaduAnaisedreiitedfaymisaia (t68] =

25.90, p < .05) (geN51471 4.5)

ANS199 4.5: NANITASIFDUTIANUTEAUVDIAIULNINUVDIAUA

SYAUVDIAIULNYINU

- M SD t af p
VBIFAUAN
LA IUE 4.02 061 5564 70 .00
AIAEaTus 1.97 063 2590 68 00

e N13hiRzkUuLUY 5-pointed Scale tng 1 = AundinuAediun iaauluds 5 = dudnd

mmﬁmﬁuqa (Test Value = 3.00)
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AIMIU TR YA 10IUT T W3 TE

[ 7

o v o = a v v A & (J o vo Y 1 =
dmsumanunlelunuidensedl Lﬂummuﬂmmmsmauauawmwaumm FaUu

] Y 9

druvesiindslunudde §ideliihnsnseaeumarudeliuveassesdieludiuvesda
Sowienad 7ldu1n5IAuUY Semantic Differential Scale 5 5e#iu wazduvesiain
ArudAngnauniunlavanuazauidlate Mldunsauuy Likert Scale 5 sedy Tngld
an3 Cronbach’s Alpha Wui1 fauitliinvirunfvestfiauinuiifsonsnaumduu 4 4o 4
Arnudesiueg .89 MmawildiamnuiAngnsuniuanlawandiuiu 7 o danny
Foriueg 92 wardnuildineudilatiosiuiu a 4o Searanuidosiuegil 87 (e
4.6) ImaéhLLU'ﬁﬁ’luﬁmﬂamm@éumuﬁﬁ&iamﬁuﬁw Junnsiauuu 5-pointed Semantic
Differential Scales dausfudsiuminddngnsuniuainlavanuazenuidlagolduuasia
WUU 5-pointed Likert Scale siai msldmzuun 1 = lifiugheetnes luaud 5 = Wuge

81984

= i A o a4 A
#1319 4.6: LEAANAIAHLYDUUYDILATDINUD

AU FIUIUTD ANPINULTDIU
Y a 24 1 d‘d 1 a ¥
VIAUAAVDIHLAUNUNNADATIFAUAN 4 .89
ANUSANYNTUNIUIINTH WA 7 92
ANUAILTD il 87

dud 2 Nams’i’ﬂmimauauamaﬂQ’La'umm

(%
[ k% QJVLWQJ

Tumsideasell §I3eliinn1InoUaLoIVBElaUNUTIMNA 4 NgUnaaDs lngusaz
naulasuiuwlsBasyNLanAiumINNGgNVAaDY Aell
! [ L oav v o a A LY £% a v
nau Al Wungunlasuiuysdase fe seRuaNLARAARBIYRINITINEUALNLES

a v a a o a a v = = a v a ! a v °
LLaSaUﬂWNﬂQWNLﬂGQWUQQ UANARYATIUNTIZANDINTIFUAIN 2.31, ALRAUATUNITINIING

'
a Y

Auail 3.11, AndgmuiiAuARREAIIAUATT 3.32, ANAREAUANIANYNTUNIUIINLI YA

'
a

7 2.08 LarALRAYAIUAINUAILITDN 1.99
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soun nau A2 Wunguilisudulsdasy fe siunuaenndaveaInIseduily

a 1%

LNF LLazﬁumﬁﬂ’mJLﬁ'&J’aﬁuqq fARAuEIUNSIEANTIMTAUAT 3.36, ALQAUEIUNTS
ANTINTIAUAT 4.06, ARATEIUTTALARREASIAUAT 3.65, m,a?iaéfmﬂmmiﬁﬂgﬂiumu
nlawanit 2.60 uavAdsdunusdlated 2.51

nau A3 Wunguitldumiudsdase Ao sedunnudenndesueaniynsdudiluinigs

a v a al' o 6 A a v = = a v a ] a v °
LASAUAINUAINULAYINUAT UANAFYAIUNITTIZANDINTIFUAIN 2.75, ALRAYATUNITINIIANG

a v a

AUAN 3.69, ARREAUTIALARADATIAUAIN 3.25, ANRAEAUATIUIANQNTUNIUIINIUYAN

a

7 2.68 LATALRAYAIUAINUAILITDN 1.86

) ' I3 | oAy Yo o a cs ) Y
wazgaving nau Ad lunguildsufiulsdasy fe sEAuAUEeNARBIUEINITIN

a v a v a0 4

AUAMULALAT LaAUAITAUNEINUAT TANRATAIUNITIEANDIRSIAUAN 3.81, ALAAY

AUNITANTINTIAUAT 4.78, AlRfeAUiRUARRans1dUAN 3.29, ARREA1uAINIANgN

SUNIUANBIWANT 2.70 LALARALAMUANUAILITAN 2.30

AT 4.7: UAANARRYYBINTTRAUALBIYBINUSLAATIULUNMUNALNITVIAGDS

msmavauawaepﬁu’%‘lnﬂ

QGHIRE .. - —-4 AUSANgN
QUPPERINAN N153937 NAUARADATN s ¥
I - — — JUNIUDIN  AUATLATD
AINFUAN AI1FUAN aAun
Taiwaun

M SD M SD M SD M SD M SD

Al 231 155 311 130 332 085 208 091 199 O0.77
A2 336 107 406 083 365 086 260 109 251 0.84
A3 275 116 369 109 325 071 268 104 186 0.71
A4 381 100 478 042 329 088 270 101 230 0.84

47U 3 HANTENUNANVDITLAUANUFINAADIVDINITINAUAT IULNULAZTLAUAINU

\NeuvesiuAfanIINaUAURIYBIEUNY

AMsANwINANTENUNEN (Main Effect) Tusiddoasell Wunis@nwnansenuveadsi

v

wUsDaTE A TEAUANULEDAAABITDINITINNAUAT LWL (Congruity) LAz IZAUAITLLABINL

=

Y04duA (Product Involvement) Sikasian1neuausdveEiauny Fawanlaainnisidy &

UATLDYARIL
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1. NANITNUNSNUDISEAUAILADAREBWBINTNBUATlunuTiERoNsmoUaLes
ULNAGIIGH
Fudsdasyludesseiumiuaenadaswainisnedumlung wuadu seduan
donndesuaINITAuMbunge Ae duAuazthelavandieg Ianunaunduiuainves

a [

N1l wazsTRUAMIdenAdaweIN1TIsALATlunue fe Auduazthelawandie Sau
InawiusenaInaInveuny damsnevaussesiuilnadifivessfumnuaonadesesnisng
Audnlunuiunnsstuaziinnadeseiu el Tumsvagevauufguted 1 §3delévinag
VAdOUSEARRLUU Independent sample t-test iianAdaUINTZRUANAENAGDIVBINT
MeduAlunudNansgEnunan (Main Effect) donsnovaussvasiauny sulaun n1ssedn
DIRTIAUAT N13ANTNTIAUAT NAUARFDATIAUAT AIUTANNTUNINAINLAWA UAZAIY
diladevisolal Tnenafilduandunisned 4.8 - 4.12

Tudiulsn Ao HaNIENUNANUDITEAUANLARBAASBIYDINTINEUATLLINURONTT

SEANTNTIAUAMTDIELEUNY AINNANITITENUT TEAUAIUADAARDIVEINTIEUA LN

'
o 1 1

ANAINArEN1IIEANAMTAUANINNTITEAUAIINADAATDIYDINTINFUA tLINUEIDE 8]
eddgneadia lneanadevensseaniwmsaumlunuilssauanuaennneinag

3.59 duAadeveInsiEantwmnaualuinuniisyauanuaenadegegi 2.52 (1138] =

5.16, p < .05) Fauandlunisned 4.8

M1397 4.8 LanIARRYNTITEANTINIIAUAYRELaLINY TAglumUsEAUANNADAARDY

89NN INEUAN UL

SLAUAUEDANADITBY

- . M SD t af P
A159EUAN LAY
JLAUANLABAATDIGN 2.52 1.39 5.16 138 01
SEAUANNEAAEDIN 3.59 1.05

v v

SIPUEANT AB NANTENUNGNYBITLAUANNEDAARDIYBINITINNAUATLULANABNTS

APNTAUANVDIELAUNN PINHANITIENUD TEAUANUAOAARBIVDINITINEUA LWL

= =

daHAR NI TLANDINTIAUANLINNTTEAUANILABAADIUBINTITINEUAIUINUGIDE 4]

Aa LY

gdAtyeadia (gnn3197 4.9) lngAnafeveamsseaniansidumlunuiiseiuning
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o i

donAnedrnegdl 4.42 duAtafeveamsseaniansdumiunuiiissiuanuaenndesgiet

71 3.39 ([138] = 23.13, p < .05)

M15NT 4.9: LAAIANRRENTINTINTIAUAIVBIELEUNY LALUMINTEAUAINADAARDIVBY

A152198UAN UL

SELAUANUEDANRDITVDY

. M SD t of P
A159FUAN UL
sERUANLABARAD IS 3.39 123 2313 138 .00
SEAUANADARE DI a.42 0.74

T NINANSENUNENVBITLAUAINADAAADIVBINITINAUA L ULNUADY AUARA DA
AUANUIN FLAUANUADAARDIVBINITINAUANLUNUFANNUY AINARDANRAYYDVIFUARHD

o w (Y]

a 1 1 o 1 a o aa d‘
mmumL.Lmﬂmmua&mluuuamﬂmmam GNLLﬁG]ﬂ‘LWHi’NV] 4.10

M1591 4.10: ARReTiAUARYOMEAUNUNTRoNAUAT TgLUIMINTEAUAINNEDAARDIYEY

A159FUAN UL

SLAUAUADAAADIVDY

- M SD t o/ p
N159198UA LN
sERUANADRAdeIg 3.29 078 131 138 .20
SefUANUADAAE DI 3.47 0.88

wingwig: n1shinzkuuduiuy 5-pointed Scale e 1 = fvirunf7lifnonsdufsig Tunuduee

g9 1iinluauds 5 = IrurinAdenduaane Tunuduedada

NHE5197 4.11 TUEIUYDINANTENUNENVBITEAUANUADAARBIUBINITINAUAT U

mwiammiﬁﬂg]mumumm‘[mwmmudw SEAUANLADAAR DIVDINTITINAUA LULNUA1IAY

v o w aa

danadafRfgvInNFANgNTUNILIINIIwANTANULANATueg s liTTed Ay eadia
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M397 4.11: ARfeANuIangnIUNIUAINLaBM LAUWUINNNTEAUANABAAGBIYEINTT

MeduAluny

SEAUANUEDANRDITVDS

- . M SD t df p
A199AUAT LN
sERUANLABARAD IS 2.37 101 002 138 .10
SEAUANADAAE DI 2.65 1.04

wianewe: nshinzuuduiuy 5-pointed Scale e 1 = $Angnsuniuainlawandue1ads widly

udie 5 = laiFdngnsuniuainlaivan

AT UNANTENUNENVDITLAUANUADAASD9Y0IN1TINEUAM TULNLRDALASTATD
VOIPAUNUNUI TEAUANUADAADIVBINTINAUATbUNNAITY danalvienadeny
Anundlagevesidunuuandeivegnityd gy meada lnedadevesnnusiladevey

' A v 1l ! | ‘:4' & & [ Aa
L'ﬁuLﬂll‘l/lllig@‘Uﬂ?qmﬁa@ﬂaaﬂqf@%ﬁ/‘ 1.93 aTHF‘ﬂLﬁaﬂmaﬂﬂaqﬂmﬁi‘ﬂ%a%aﬂE‘\JlLaULﬂlWliJigﬂ‘U

mmaamﬂé’awﬁagﬁ 2.40 (t[138] = 1.64, p < .05) (Qmswﬁ 4.12)

A15N9 4.12: uansARfuauAilagevesiauny lnguuwuseRuAINaonARoIUBINTg

MaduA N

SLAUANUEDANRDIVBS

- . M SD t af p
A159EUAN UL
TLAUANLADAAG DG 1.93 0.74 1.64 138 .00
SEAUANADAAE DI 2.40 0.84

e N1shinzLuLuLUU 5-pointed Scale Tne 1 = lifianusdlagedudndueenads winluauda

5 = fanusatazedudndusgada

2V

WA a3uladn lumsmeaeunansenunanvedsEIUANdAARDY
yosmsneAudlunuifisensnouaussvestiauiny daszneufe Msszdnfnaud
M3IndInAUAN iruaRvesiaunuiiironsidui mausdngnsumuanlavan was
arusilate wut sedueudenadesaaITsAuAluinusineiy dwansevusentssean

fansduA1 MIMTMTEUA warAuRdlade uilidwaseviruafveslaununisens
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AuFuazANsANgNIUNINAINLAWAN AU Nan1TIdEluATal FeouSuauuAgIun 1 wWies

YNAIULYINUY

Y A 4

2. NANTENUTANUDITLAUAIMUNLINUYDIAUAN MBNNTADUANBIVBIELAUNY

TuaruvasdinlsdasyisasseaumnusneIRuvesduslunuwIded wiadu Fuang

I a

Ql' o [y o e s + s a =
ARG 5 Usean taud nsdniiiieds meudiumes nsuiduusunuy Aoulafiviley
LAYIOUUS WATAUAITIANALINLAT 5 Useinm TAUA YULVULALT U1ERaL NIEauinTe
T A [V | a Y da a Y Y a a a
WA Uazlydy Inen1sneuauevelaunuieiumnilanuieIiuseiuaziaadedn
sariu 9l TunmsmeaeuauuAgiuden 2 fidelavinmegeusieadifhuu Independent
sample t-test OATINABUINILAUAINEDAARDIVINITINFUAT I ULNNENANTTNUSAAN
(Main Effect) sionsnevaussvesiiawnuvisoll nenanlaiseavidundswalull
AMTUNANSENUNENYBITEAUANINEINUYIFUATLFNBN1 TN UANBIYDIELAULNY
Tuduusn Ae N13szdniensdua InsduadssAuanuineaiiuilaadeaiunisseani
a v P = | a v aa ) = 1Y) P = = i Vi a v
AAUAIRYN 3.32 FannnIFumniseAuauieIuEs NALady 2.85 Jananilaindum

'
[y al o w

NdszAuANuNITUAUdINanaN1TTEanINRT ARSI UeE e d AN NEnR (t[138]

1.60, p < .05) Fauandlunisned 4.13

M137 4.13: kARIA1LRRENITIEANNWSIAUATREAUNY InBLUInuTEAUANE IR

YDIAUAT
seduaMUfEINUYaIEUA M SD t df P
LA TuE 2.85 142 160 138 .04
AN 3.32 1.19

Y aa L4

AAUEALN KANTENUNANVRITEAUANINEINUYDIAUANIIRONTNOUALDIVBE LAY

o a 1 ‘:{I

ndluAUN15IRTNTIAUAT (9AN5199 4.14) wudn FuAiidlszauauneiuiiiaeie

= ¢ a

AUNIIEANNIMTIAUABEN 4.28 Fasnnndnduanidsyauanufeniugs fiAtade 3.59 3

Y

nanlanduaidszauanungiiua st udmanan1sseanianaunineiueg1siitedfgy

N9@DR (t{138] = 4.42, p < .05)
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M99 4.14: ALRREN1TINTINTIAUAIVDIRAUNY TELUINUTEAUAIUNEINUYDIFUAT

sefupILAEIT LY IALAN M SD t df p
ARG 3.59 118 442 138 .00
AR 4.28 0.97

Y aa

ANSTUNANISNAZBUANLRASVDINANTENUNANVBITEAUAINUNLINUVDIAUANIFD
PAUARADATIAUAINUIN SEAUANULNYINUYDIFUAFNU AINARDANRAYYDIVIAUARFHDNT

[

auAumnasiuegalufitdAyeads dsandlunisnsi 4.15

M137 4.15: wansARfevinuaATeslaununinenT1dum TnguuamuseAuAUAgITY

YDIAUAT
seduaUfEINUYaIEuAn M SD t df P
ARG 3.49 087 091 138 .13
AN 3.27 0.80

v Mslvazuuduluy 5-pointed Scale a1 = firuaATilifronsidudsineg lunanduegn
59 Winluauds 5 = IvimuaRvindens dud s lunudueg s

Ty INaNISNAFBUANLRRLVDINANTENUNENVBITEAUANULNSINUYDIFUANNLAD
ANUSANYNTUNIUINLABAUNUIN TEAUAIINAEINUTDIAUAIRTY danasdaf11afeYes

°o v aa

ANusAngnsUMUAIINlayanuanaiuegeliived iy neada (5199 4.16)

A15NT 4.16: UansAlRfgANIANgNTUNILAINTRYAN TnguuannusEauAUAgITUYes

aunn
SzAUALiEIT UL IEUA M SD t df P
AR IUE 2.35 1.03 0.01 138 .05
AN 2.69 1.02

e N13hinzkuLuLUY 5-pointed Scale Tne 1 = Angnsuniuainiawaniluegned diuly

uila 5 = lufdngnsuniuannlaan
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LAZEATINERD NANISNAFBUARRLYBIHANTENUNANVBITEAUAIUAEINUYDIFUAT

[y

PRBANUAILITD WU FELAUANUNYINUYDIFUA RN AINARDANRALYDIAINUAILITD

1 o

wpnAeueeelulidudAyne@ds aslanslun1siei 4.17

M13NN 4.17 waner1RdenuAslataveadiauny LgwuwuseRuANUAEINUYDIFUAT

sefupIAEIT LY ALAN M SD t df p
AR LGS 2.25 084 000 138 .26
AYIAE N 2.09 0.81

e N13binzkuLduLUU 5-pointed Scale tne 1 = lifinnusidlatiodusndueenegs dnldauda 5

=~ g X a v o a —
= Nﬂ'ﬂﬂmﬂ@%@au@]%ﬂuamﬂﬁﬂ

NneamsITetadu asnsanaaldin nansifeeniuaunigiui 2 Aseylih
sefumIAEuve suidananssyundn (Main Effect) sionisneuaussuasiauina
Fesunsdusiniu fe seduanuiAsiuresaudlunusinetu dsanssnuenissvani
AINAUAT LAZNITINTINTIAUARENITBE Ay 19ana LLﬁiﬂﬁamaﬁiaﬁﬁuﬂammﬁLa'umuﬁ'ﬁ

AnTIAUA ANUIANQNTUNIUNIAWA Uavausdlage

d9UN 4 HANTENUIIUNUVDITLAUAIUFDAARDIVDINITINEUATUNY LAZTLAUANU

NeuvesiuAfanIInauaLRIvRIiawNY

UBNAINANYININANTENUNANVDITEAUAINABAAABIVDINITINEUALULNULAZ ALY

v v

NYINUVDIFUAABNITNBUAUBIVDIAUNLILED HIFBaRNYITINANTENUTINAY

(Interaction Effects) 5£1IN45¢AUANNEDAAADIVDINITINNAUAT TULNLLALTEAUAIL

'
a

Reauresduduiu Wi \enouauuAgIud 3 Aind1nin seRuAuAeAAFDITRINTTIN
dudluinuuagseduauieiuresdud dmansenudesufduius (Interaction Effect)
Aonsnevauealaunuvieli Ingliasgviiemaiiuuy Univariate Analysis of
Variance WagaSuIglunmIUNISITANTNIIAUAT N1IANTIATIFUAT TIAUARADATIEUAT

ANNIANYNTUNINAINLHWA wazANRdlate Tnelsieazidendasialull
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INNSNAFDUAIUNITIEANINATIEUAT WU FELAUAINUADAAADINWANGIIULLAY
SEAUAMUNLINUYDIAUAINLANATULUAINANTENUTIWAURDNISEANDINSIAUADEN9 L

HrlpdAyneana (F[1,136] = 0.00, p > .05) sauandlunsnei 4.18

M15797 4.18: wanransznuaUfduiusssninsszauaugennaodlunisduailung

LaEAINEINUYDIFUAFBNITIEANTINTIFUAVBIFEUNY

Sum of Mean
df F p
Squares Square
SZAUANUADAAADIVDINIT 38.75 1 38.75 26.41 .00
NsduA LA
sefuAI A TuYe AU 6.84 1 6.84 466 .03
IZAUAIINADAAADIVDINTT 0.00 1 0.00 0.00 97
98U TUAN X SEAU
AR AUA
Error 199.52 136 1.47
Total 1573.00 140

WULAINUKNANNTIATIZIAIUNITIATIASIAUAT WU TEAUANUADAADDINLANA

AULALTEAUAINULNEINUYDIAUAI LA NAINULUFIN AN TENUTINAURDNTILAN DN TIAUA

o w a

pgsliifidedAysaiausiedsle (F11,136] = 0.23, p > .05) (@G]’]i’]ﬂﬂ?ll 4.19)
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M15197 4.19: uanranssnuaufduiusssuninsssauaugennaodlunisedudilung

LAEAINYINUVDIFUABNITINTINTIFUA VBRI AU

Sum of Mean
df F p
Squares Square
IZAUAIINADAAADIVOINTT 36.22 1 3622 3954 .00
NsduAluny
sedupI ALY AL 14.78 1 14.78 16.13 .00
STAUAIINADAARDIVDINIT 0.21 1 0.21 023 63
MN9@uATUAN X SEAU
AR ITRAUA
Error 124.58 136 0.92
Total 2338.00 140

14anNNNU TudI LTI ALARADASIALAN (Qmiwﬁ 4.19) WU FLAUAINUADAARDY
NANANNNULAETLAUAIULNINUYBIAUAI NANA NN ULUAINANTENUSIUAUADTIAUAFTABD

v o w

asauAegelilidudAynata (F11,136] = 1.06, p > .05)

M13°99 4.20: LARINANTENURNUGAuNUSIEMINsEAuAUaanndadlunissdunlung

wazAINEITUYIEURsRTiAUARYBNaUNUNTROnTIAUAY

Sum of Mean
af F p
Squares Square
STAUAINADAARDIVDINIT 1.21 1 1.21 1.74 19
NsduA A
sedupIL AU AL 1.64 1 1.64 2.37 13
IZAUANUADAAADIVDINIT 0.74 1 0.74 1.06 30
MN9AuUATUAN X SEAU
AR AU
Error 94.30 136 0.69

Total 1699.38 140
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Tugnuanusangnsuniuanlawan Weuiaeaifiuuy Univariate Analysis
of Variance #UI1 S2AUAINUEDAAR DTILANANNULALTEAUAINULNEINUYDIFUATLANAT

futiudaansenuniniuseauiangnsuniuinlavanegrslifiduddayvneada (F[1,136]
= 2.14, p > .05) (5199 4.20)

M58 4.21: LanananIsnuRufdunusseninssaiuanuaonndadlunsdunlung

LaEAINYITUYRIEUAFRALIANYNTUNIUINIHYAN

Sum of Mean
af F p
Squares Square
STAUAINADAARDIVDINIT 2.55 1 2.55 2.48 12
NsduAluny
sefuAIATIYe AU 4.29 1 4.29 4.17 04
STAUAINADAARDIVDINIT 2.20 1 2.20 2.14 15
N9duATUAN X SEAU
AAETITRAUA
Error 139.94 136 1.03
Total 1036.18 140

% 4 I 1

LALANRUANYINY AB @IUVDIAIUAIIIYD WU SLAUAINUADAAADINLANAIIULAE

9

SEAUANULNYINUYDIAUAIMLANANAUTUAINANTENUSILAUsDANUF AT aendludl

Y [

HedAgynsadfirunu (F[1,136] = 2.14, p > .05) Fauanslumsnsii 4.21

o
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M13797 4.22: wanranssnulaufduiusssninsszauauaennaodlunisdudilung

I e I N i R G R e M R T R NI Y

Sum of Mean
df F p
Squares Square
FTAUANUADAASDIVOINT 7.91 1 7.91 12.51 .00
98U LA
sedunI AT UYI AL 1.03 1 1.03 1.63 21
IZAUAIINADAAADIVDINTT 0.05 1 0.05 0.08 78
MN9EuATUAN X SEAU
AR AUA
Error 85.97 136 0.63
Total 757.13 140

nanlagasy sedumudenndesTiunnsnsiuLas sERUANLIAE U0 AUAT
uaneefuiiy lddssansenusion1ssednnsidudi nsansinsdud Viruafnensidui
arudAngnsunmuanlevan wazamuilatewms fau nan1maaesiivlisoufuaunigiu
7l 3 findnin seRumuAenAdereINITINALATILN UasTzduATIAE IR AL

% s

danaNTENUTIUSEUIUS (Interaction Effect) flon 1snauauevesiauny

d9UN 5 AUAUNUSITENINNNITINIINGIAUAT ANTTLANDIATIAUAT NAUARADASIAUAN

AMuZANgNIUNUINTABAN LaTAIUAIIRATD

o
¥ a YA v

dmsudiugavined (idelavihnisneaeunefuanuduiusseninanisseiniime

&

duAn N15andneTAUAT TiruaRsens1duA1 ANNIANgNTUNIUAINILAN LarAuetlaTe
%aﬁﬁﬁammwmam TngAneANUFURUSYRILAaLFILUS NIUATNTNAERUAINLFUNUS
wUUANUSEANSanduiusiesdu (Pearson’s Product Moment Correlation) Tagkanis

NAFOULENIIUAIS1T 4.22



116

AN 4.23: LAAIANUAURUSIZNINNNITILANDINTIAUAT N1ANIINSIFUA VAUARFADAT

aupn ANUIANgNIUNIUFBlawAN WagAURlATeRUAMYBIEAUNY

ANEUNUSTENINAINYS r o

N33EANDIRTIAUA - MIINTINTNEUAT 78 .00
- NAUARADATIEUAN .04 66

- ANUIANYNTUNIUAINISILAN 11 19

- anudslade 20 .02

NSANTINTIEUAT - NAUARADATIEUAN .00 98
- AMNIANYNTUNIUAINTSILAN 19 .03

- adslade 22 01

ViruARR oI IEUA - AUFANGNTUNIUAINLSILAN -.29 .00
- ausslade 27 .00

ANUSANYNTUNIUIIN ~ ausislade -13 14

Tarwain

NATNAINETT FIUTODBVIBLYNAMAINEURUSTZINAMUTANY Tareil Tu

NSUNNAITUNTAUAUNTIZANDIRTIAUAT WU 1) N155EANDIRSIAUAITANUAUNUSITS

a v

VINAUNITINTINTIEUANTZAU .78 98 1elltadAyn19enia 2) nsseantensiduand

v 6 ]

AMNEURUSLTIUINAUTIAUARF ORI IAUATITEAU .04 agslilfiedAgyniead

3)

Y a

3) MssEAndmduaianuduiusidiuinduauidngnsuniuainlavanisedu 11 8g9
lufitudAneads wag 4) nsszdniensduaiianuduiusideuinduaudsladefiseiu

.04 289 TeANANINEDR T9d1U15085U18AI1 NNSINTINTIAUAT LAZANUAILITBUDS

o

WaN15un luaIUYBINITINIINTIAUAT WU 1) NTINIINTIAUANTANUFUNUSITS

Y

vINAuTiruUARRERTIdUAINTEAU .00 agslifitedAgnseda 2) nsandinsduad

o w

ANUEITUERUINAUANMNIANgNTUNIUIINIBIwANTISEAU .19 egralitdudAynivadi uay

o

o

3) NM5INIINTIAUATANUFUNUSLTIVINAUANUALIZNTLAU .22 Be1eluudAn19ans

o

Feanusnesureledn Anuidngnsunuainlavan wazauAslageveIii1sINTMAGeS

WUSHUAILNNTSLANDINTIEUAN
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¥ 1 =

ludiuvewinuaRsiens1dUM WUl 1) iruaisenduaveadidisunsmaaedd

o w a

ANUFNTUSIaURUANUIANQNTUNIUINIAYNTNITEAU -29 aeeiltludAynieata Lang

<

11 ANUIANYNTUNIUAINIIEANTBNEUN TN TNARRIWUSHNRUAUTIUARd on T EUM YIS0

=

dleglinsunmaaeiiviauafnfnensdu az3angnsuniuainlavauntosas 2) Viruad

1 a 1 v

AonIauMvBIfid1TIMIMesllauduuEdwINAuAuAsladenseAu .27 aeil

v o w

WedAtyn19ada Faanunsnesuieladn anuddladevesidnsiunmmaaeuUsiumuviAuaf
FOATIAUA
&

gnvnefs ANNENRUSTENINAMNIANgNIUNMUAINIA¥ALALANRATLATE YRS

o w

ANTINNTNARDY WU 919 2 suUsiiauduiusideauiseau -.13 agelaideddgyns

ARG



unN 5

a3U afUseNa uazdalauauuy

ASANENITLTDY “HNAYDIAINUADANADIUDINITINAUAT LULNULALALLNEINUVDY
Aupienisnauauavelawny” 4 ITngUsrashiiiofnwin1snouauasveiawny iely
JEAUANILADAAGDIVBINITINAUATINNGY LATTEAUAIILABAADIVDINITINEUATINY

i TegiiaueaiuseiuaNufguvesdumMALana1eiy Ao Aurniannufeiugs lawn

a v A

INsANNIaND ABUNAADS NTLULUTUALY ABULANTHEN LAaYInUS LasAuAINTIAINL

Aeamu Tawn vuurufey d1nau Nsea1eg1sy UIAY LaRILYATERN B991NNNINARDY

VA o

AIdganunsasUnan1sITeuareiuena tnnwialudl

#3UNan157Y

(%

1 + N % < 1 = a Y oo
nslawaNIULNu (In-game Advertising) ULl ugiaInen1sdoansnsnauandiAgy

¥ 1

Foen il ieanndudeanianunsadeasasdudlunious duaruduie fawny
wlasupnuianundnmau Ianugy aunawiu vsensunangluvmsiawny Inefdaunud
U

FetoduSesuninaunsaievulanisluny Guying WeERs, 2556) Uanand Nslawn

'
v 6§ a ¥ U a

fuiusiunsdus mazasiludydnvaivemsndus dhelavansie nusngegluny

o))

12

sunudfifeldusulufuanuvannvans Sendnwal Snviadvesnsauidanne
Mruansuandlavanluguwuudneg legrmainvate danals wazlinnudaneu (“Game
Ads to Top $1 bln in 2012,” 2007)

sUuuumMsAsansnsdufrunuivannavateguiuy Tnelutiedulium e
dnilvggaiiufnwizesnuaenndesweinslavaiunuiidmasonginssuvesgiauny
(Huang & Yang, 2012) Ing Shamdasani, Stanaland Wagz Tan (2001) lananai Tawaniidl
AruaenedastudomvounuaznelmiAnnssedndemsauding iesanduilneideya
yonisiiieatunsaudidueglunnunsed uandlelfiiulavaniidauieadesiuuion

& & Y o a4 A Y Aa [ &
1IBLUBNNVDILNN ALEUTOV5YE (Encode) Wﬁ@lﬂfaiﬂﬂﬂﬂUEU@;JUanI@EJbL@NqEJLL@STJ@LTJ

Y

N1 @ulusuAUAR Peter kaz Leshner (2013) Na1777 ANSINAUALUULANNADAAA DY
funuaszyiigaunuiiviruainfsensidumtu isslavanuulineliiinanuinig
WIBTUNIUTMEIAULNY dmSurituauidngnsuniuanlavaii N15eELALUUEAIY

donAdaIuLNLgs YIganmuidngnsuniuanlawan Wesngiawnulignrililadion
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58139N154aU (Nelson, 2002) wagviligiaunuinaiuadlaiiounniu (Chang, Yan,

aov a

Zhang, & Luo, 2010) useg1alsiniy Seuidenlinaunns1aainanuidedanann
13384 Vashisht uae Sreejesh (2015) finain Tunaiisuuuumsiauiidn n1sans
dusnuuuiimiuaenadesiuinum azneliAnnssrantmaudliing Wesndiauina
ansdanaiunnaudldiendn uidmiunufifisuuuunsiEuig ssiuedennded
yoamsnadudliiatenissyiniensdud luduresiauafdensaudtu 9nauise
U84 Cauberghe uay Pelsmacker (2013) Wui1 gﬂqumi’m%uﬁwﬁ%quaa@ﬂé’aqﬁ’ummqa
uazin LiifnaseviruaAifidunuiionaud uazsnideves Lee, Park wag Wise (2013)
na1v MsneduAuuullasaafediung vien1seduAlviglaawmLeeNNAINA YA
ylsAnauidlatomnnn

ey {HdeddianuanlanazfinwisesseauatEaenAd 01YeINTINELAT Y

NUABNTNOUAUBIVDIHUILAA LD INNANTTIAEA9 ANundiliifiaudnia viedsly

(% M I

funaguiiuuou TnsvhnsAnmaugiusssueaniemuwesduiiunnety fe du
fisziunnufeiugs uazdufifiszsuanuioium Jadufiinveans@nuideluinde
“HavTBIANLABAAGDITBINNTINALMTIINALAT AR UYBIALAAB NN TABUALDIVD
AUy

msondsl] Wumsisedmeans (Experimental Research) LUy 2x2 Factorial
Design IngiinguszasdLilennaounaYeITEiuAIADNAS D9UINNTINEUATIUANFIAY

Uy 2 Uszian Tonn ANUADAARBIVBINITINAUAGY UaTANNADAATDIVBINTIN

'
a ¥ o

Aufnn) wagseduauieIfuresduiuanmety (Wadu 2 Ussiam Ae Audiidiaany
Aeiugs loun nsdwitlefle poufiumed nsziuususiug aoulafidey uazsaeud way
AudnfidanaAeaiush Tiun sunmuier thdnau nszawdise didl waswmmassau) 7
danasion1smeUaueTesiauIN FsUsznousie n13sEandans1audi (Brand Recall) M3
AnI19518UAT (Brand Recognition) ViAuARAanI1@UAT (Attitude toward the Brand)
arudAngnsunuanlawan (Advertising Intrusiveness) wagAusdlade (Purchase
Intention)

Tneiisoavagunansifoifiennaeuaniigiuiindld Ssusenoude 1) wanseny
wan (Main Effect) ¥895¢6UANABAARBIYDINTITINEUALUINIRDNTNBUAUBIVBIELEY
1Y 2) NANTEUVAN (Main Effect) vassziunnaiefiuvesdufsonisneuaussosiay
NY WA 3) NaNTENURUFUNUS (Interaction Effect) U0458AUAINADAARBIVBINITIN

AualunuLaE sEAUAIINLIILYRIEUAIFBNTROUALDIVBIAWINY WBNANTIY Wuwa
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Y9I TINANUFUNUS (Correlation) sewinediwlsnisneuauevesrlauny Jausenauld
Mg NTIEANANTIFUAT N1FINTINTIAUAY TirUAFsolawa AMUFENGNTUNILANTAYAN

v

wazAuitlatovesfidriiummanasdnde
Tudesdu fidrsunismeansioun 140 Ay wadumeye S 56 au (Gevas
40.0) inAvgladuiu 84 au (Fegay 60.0) 018w iTIINTNAAReglunguYIIey 21-23
U 9uIu 60 AU (Feuay 42.9) 709a91A ¥39018 18-20 U 911U 58 AU (Seuay 41.4)
waetaveny 24-25 U §1uau 22 au (eeaz 15.7) Ineidelauusdidnsiunisvaaeseeniy

Y

4 ngumNdnuaizveasalelilunisnaaes (Treatment) 4 Uy

HANITNAFOUALURNT Y

auuAgudl 1: sefumudenndosenITeAuAlunudssansundn) Main
Fffect) fonsnauauesuasiiaulny Smdsinnsnaasunsnavaussesuilag Wold
SLAUALEDANADIIBINITINAUATILLANLANASNY (SEAUANEDANADIIBINTINAUATTY
INNEY WazTERUANLARAAeBIMTINIEUATLINNA) WU AeRBYeINTTEANT AT
Aufuagnisandinsaudi fenuunnssiustnedideddymeedn Taodl 1) fidrsaunis
VPABRTEANNT0TEANTIn LAl UNNNTisE R UAILdDARE BIV0IN1TINEUAT LU
mﬂmhmuﬁﬁszﬁummaamﬁawaqm’imaauﬁﬂumuqq Wag 2) Hi3IUNNTNARBIRY
anusans AU luNLASsEiUANAenAdDswBINITIBUAT AL AN LTS
sefumudenAdoIwesNTIAuATlunege uag 3) fidrfmnmnaesasiinudate
auslunuiifissfuaudonndeswasnisdudilunumunnninnufiissiunuaenadas
Y23 duAlnugs Tumanduiu seiuanudenadaIreIn1TIsdum lunuuansneiy

%

danalviARaeiwinuafsonsdUAwAzANIANNTUNINAINLAYAN danuuans1eiy

Y

pg1 ki AyMeata nan13398luAsIlteaNSUANLAFIUTON 1 WiBIUINEIUYINTY

auuRzud 2: seRumNREITLYeIALAANANTENIUNAN )Main Effect) fonnsg
AOUAUBIVDILAUNY INNNANITNAFDY SEAUANLIABITUYBIAUAMLANFSY Fio Fudil
firnuAeariugs 1éun Insdwidledie aeufnes nsziuusudiuy aelafidoy uas
sovud wardufiidanuietush THud susruden théau nseavinse dhiy uay
wmaszH WU Audidanuisiugs dwaliriedsvesnisssandansiauduayis
W nauAinaunssiuegeiieddymisada lned 1) fiirsmnismaassazanunse

sEanamsauAlunundumdanugiumInA I lununauAMdaNAe g 2)



121

[

WISIUNTNABDIALAIUITNINIINSIEUA MULNUNAUAIT AU ASINUAIUINAIT IULNUT

W
Y
a v A ¥ Y
d

WAIANUALINLES uay 3) (IITINNINARRREIANgNTUNINAINLRwA luNUNELAT

v = 44'

ANUAIRUEINAITTNUNAUATAMAEINUAT WATEAUAIAEIRUYDIEUAT

WANAIAY AN TAANLRASAUTALARADASIAUAT WAaTAMUAIIATBIAINULANA1IA ULkl

Y [

WedAgyneats nan1s3dulunsalifeensvaunigiuten 2 wWigaunsadiumintu

o

AUNATIUN 3: TEAUANUADAARDIVBINITIWAUATUNY KAILAUAINALINUVDS
AupdaNansen Ul duius )interaction Effect) sion1smauausvasilauiny lngluns
VAAOUHANTENUTINAUVBITEAUAIINABAADIVBINTINAUATNY UagTeauAILNeIiY

YDIAUAT WU SLAUANUADAAADIUDINITINAUAIULNY WALTEAUANULNYINUYDIAUAT

1 a 1%

AIHANTENUTINAUABNITIEANTINTIFUAT NTINTINTIAUAT ViAUARFRONTIEUA AUEN

v o Y]

gnIunIuINtaLan wazAundlade luradenusneaivegelifidudAynieada datu

= ! Y a o S & a a Y A
"\]Qﬂaq'ﬁ@n’] Naﬂqiaﬁ]UIUQiﬂUﬂﬁLaﬁﬁm@imﬂ’]um@ﬂ 3

HANITIVENTUAN
Tun15398A39 UONINNIINAFBUNANTENUNANLALNANTENUTIAUALANURFIY
N93Te9e 3 Tetneiu RelmihnITemuiune UL IEnI YT NVeY

Y]

NNSROUANDIYRILAWNY TUTENBUAIY N135EANNINTIAUA N1TINTINTIFUA viruARse

ATIAUAN AUIANYNTUNILAINILAN karAuAtlade WUl MKUsATUNMTIEaNTNT

U 1% a o

AUAN TANUAUNUSITIVINAUAIUNITINTINTIAUAT LALAIUAILAILIYD D19t TudPeuNg

o

ann lnedAAnuduiusegsedu .78 uay .20 muddu Tudunisandiasidua da

]

ANHEITUSFUINAUMUANNIANgNTUNIUIINIIwALarsUANATIATe ag1altd Aty

LY a Y a

Meata lngdlA1AnuduiusegNsedu .19 wag .22 mudiu dausuviruaifensdua i

o [y

ANUANNENTUSITaUA UM UANIANgNTUNINAINLa v gl T A AN ERRTTE AU

'
o w aaa

-.29 usdleuduiusiauaniuauaugdlage egsiitedfAgyadanszau .27

ANSIASIZALATaAUSIENE

nuaazUiesu ITeansautinsiesisiiareiiusenansidueeniu 4 diu
191l 1) NaUDIsEAUANNADAARDITDINITINAUALUNUADNITNOUAUDIVBILAWNY 2) W
YBITEAUANUNLINUYBIFUAMONTNOUAUDIVBIELAUNY 3) NANTENUBIUFTusvas

SEAUAIUADAARDIVDINITINAUA MULNULAL TLAUAIUNLINUVDIAUAINDNITADUAUDS
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VOIHAUNY Uae 4) Anuduiussenieuusnisnevaueaiaun laun n1ssednis
AIIAUA N13INTNTIFUAT TiruARAEATIAUAT ANUFANGNTUNIUAINLIBAN LazAuesla

& v = ' | = a o &
‘U@%@Q%Laumiﬂ %ﬂul,mazmum’mamam ANUY

FIUT] 1: HANTENUNANYDITEAUAIINTONAIBIYEINITINFUA UNUFON1THOUF UV

IRIGEY

¥ ¥ a

NUITBATIHTIUNTINBTIMAaBILUY Factorial Design @sUsznauniefiwusiu 2

U5 LAWA SEAUAMULADAARDIVIINTITINAUATUNY LAZTEAUAUNLINUYDIFUAT Tag

N

[y

FlAvinnsEnwinansenuian (Main Effects) ¥aawpasinusaundinanasiulsniy du

D X

8 NINBUAUBIVDAELAULNY (NTTLANDINIIAUAT N1TINTINTIFUAN TiAUARADATIAUAT
msgnsumunlavan uasanuiilate) Ky fifearutsnsedunenafetunanszmy
vdneeniiu 2 du 1iuA 1) navesszfumnuaenadesesnsadumlunuidnens
AOUAUBIVDILAUNY UAE 2) NaTBsTYTUANNIALILTBsAUMFBNINBUAUB YL AULNY
TnefidazisueAuneandiuil 1 neu fie navesseiuANABAAdDIvDINTNAUA TN

Aa v = a = o 1 =
WN@@ﬂWﬁm@‘Uﬁu@ﬂ%@ﬂ%LaULﬂN G(IQﬂJﬁ']EJﬂ%L@EJWW\T@@lUu (@LLNUQWW‘V] 5.1)

1) M332ANINTIRUALAZAITINTANTIAUAT

PINMIVAFR UL UNNTSEANTI9S1ALAT (Brand Recall) wuin HLUIUNITNARY
JrannsosEandwmauilunuiifissiunnudenrdeasnisnaduddldunninnuii
siuALABAAABIYBINITINSALAGY Tedonadasiuuideve Lee uaz Faber (2007) 7
Fmsanwieatunsnduslunueeulay Tnewuin nsaeduduuuiieudenndesiu
wnusn viiedudliiendeatuussenmanioainveny Ay ElaunuaIusasEantang
audnldunnnitnmsneduiuuuiinuaenndesiuinugs vieduddiauieadeuas
naundufuainvenny Wesndleinnnullaenrdasiuiuszuindavaniuuiunvesde
fuslamazsudismnuudanuen unneng waglaniiy dsanansofegamnuaulovesinuiiu
Tawantuld vonani Weduslnasuiielsiaenndosesddladmile asdunanseduls
Annszuiun1sanegnaziBeniefudfinudiuiliaenades Wenereuuddamanyly
donAdou (Lee & Faber, 2007)

FadulUlufiemaientuiunuddeves Vashisht uaz Sreejesh (2015) fildviinas

naaaungIiuNIINBUAUBIRNlauINUNilion1sIsdumlung tngldinuniisuuuunisiay

LANENSAY 2 WUU Ao Inunfzukuunsausuusy wasnuiidguiuunsausuud laens
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duAimnslunutundussdudfauuddetuinlugd wudn lunundzuwuunisiausuud

uwaginduAniaudenafedfuNue v VEldunuaNNTaTEan

nsNeauAndauaenadesiuntgs TuvusInuIIFULUUNISIEURUUL

= a

fansnaumlanna

v
[ v

FIUU TEAUAIU

ADAAADIVDINITINAUANBANAINUAINARDNITIEANDINTIAUALANAN LB E N9 L]

WedAtyn19adia Mnuanana anansaesuieledn lunuiisuuuunisauiuut gauny

o a 1 a [ P J Ao 1 < a
A1U1T0INIAINNG wagiummlmmmwmemgﬂl,mumnaummsa laglawaninidaulan

i viseldaenadeaiunuas asaunsafigaaualalauinndt vinliAanisseandale

11NN31 drunuiifigyuuunisiauiuuity gaunudesddansluiuguuuunisiau a

=i =< v v PN ;
weemnazeue Ihilaaulalavanitegluing

WHUAINT 5.1: UAAITARREN1IABUALDIVBIRIAULNNADTZAUAINADAARDIVBINITIN

1%

ANRAYUDINITHBUAUDIVBINLAULNI

0 FEAUAIIUADAAGDIVDINITINAUAIG

Y

o = N w »
(%] = ] N (2] w (2] B 2]
1 1 1 1 1 1 1 1 1

AuAluny

3.59

4.42

3.47

SEAUANUEDANABIVDINITINEUAIN

1.93

UszLnMIneUaLeveIiauNY
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Yonnd Kim wag Eastin (2015) fananiin welawaniiuanslisenadesiuuium
viailevnvesde agsununsinavesdeyalunszuiuntsinvesiuslng (Cognitive
Process) Willamantuisaruaulavesiuilnald aenndosfuiuiAnuos Nelson (2002)
findnri deffumssuiisnuliaenafesturedavanuanilonvosde azfimanensia
foya (Decode) Tudnmithasfierfiunisusvanailiaenndowasdoyatiu vilvideyad
Iesumneglunszuiumsaniisnuiunii fiuamsisansaandteyailiaenndosivdels
winnt wenanil Tawaniilsiaenndosiuing awanveumuidnaaidlunisaun vl
Wunuiiulavanuaranunsoansilavanldienilavandidenadosnaundutuiny
(Nelson, 2002)

Tudur0I9UNMTINTINTIAUAT (Brand Recognition) #asaInnIsnagey 6338
WU TEAUANILABAARBITBINTTINEUA LN I ElawnuIndnsdudle
WANANSAY T,mEJ;E’La'uLﬂmza’mTﬁmm‘hmﬁuﬁﬂuLﬂuﬁﬁmia’mﬁuﬁﬁLLUUﬁmmaamﬂéjaaﬁ’]
iﬁmmdﬂmuﬁﬁmmwauﬁwLLUUﬁmmaamﬂé’a@qﬂ FeaonndeatuiudTeves Rejjmersdal
(2012) AilgvhnisnaassdusilunuudInud asaumflannuoenaNaINaesny
FUNIUUELENY Y3edmuliaenAReiunLgs NTEAUNTEUINNTANTDIELEUNILGY
-

Aagannuadlavesiaunuliunnidusinfianudenndeanauniuiuiny Wuamgivinli

LAULNUAIUNTDININNTFUA bAUINTU

ey

Petty waz Cacioppo (1981) loinanfiwguijuuuiiasinisuszananalagaziden
(Elaboration Likelihood Model) Ingfuslnaagiuuinienisussanana 2 wuu tauf 1) 113
Ussanawalngldidumandn (Central Route) lunsldnsyuiunisnisninufngs edewme
waznalundn deserdiemnuneneiuuazdesnisdeyauin uay 2) nsuszananalagly
#uynas09 (Peripheral Route) Wumaildmnudntiesnin whildorsualuazanuidndu
vanlun1suszananatoya Felumsiaunutiy ANz sUszInanalagldidung
vdnlunsuidagmluny niiSiitefazienyus uaylugaajomneluin usdaziinns
Uszananalagliidunssedlumsuszanateyannlavanidiilung widvndiduiuii
mallilaonadesedavaniiintuluny wldnssznanalngldidummdnununms
Uszananalagltidunieses Lﬁaqmﬂ;:JLﬁuéfafL%’ﬂﬁﬁmﬁmimmaasLﬁamumﬁuLﬁawmam
yiyauUuanmudinliaonadesiu deu fdudafnmslinszuaumemneanufniy
Tawandiliaenndastunuunnnilavaniidenadostuiny Suiliannissyandmsaudn

WALLANNITINIINTIAUALPANTN
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oslsfin nadsnandaudsiunuidenes Gross (2010) Afnwnsnedu-lung
WUl inufinmsnsduduuuiianuaenndesgsneliiAnmsandnaumldfniunuisng
Nedufuvuiinnuaenndeaiuinusi 29 Gross Ifesuiein msiansandmstdudi des
uansdaveaviennisal FududauiiimaseuineyszausnudlusfnUzuiuaaiilie
iy frnaeuazistoyaiifogfunussnanaitidiiunngegnsmildviold Sed
yndaeglunuvdelavanianuaeandestuinuiifnaaouiiiaauly grageuarlsiin

anuduauluseninnszuiunsiafiudeya dau Jsanansafeyanduniladendy

2) IAUARABDATIAUAT

Aa a ¥

dsunanivaaasluiwinuaRvesfidunuiidensidua (Attitude toward the

Brand) Wu1n ARagluAUiALARRBNSIEUATMULNUATN1SINNEUALUULANNADAAADINU

o w

NG UANAIAINNNNTNNTINERARULTRNEERRAGRIAUNNAT BE1ekifitdudAyn1eaia
PeaonAaRINUNaNITINLUDY Cauberghe wag Pelsmacker (2013) AU SEAUAIM
aenndesvaIN Tsdumbunuliiinaderiauafvegiauny eawn giauliaiwaulaly

Auisnsiawnuwagldnszuiumsantunsiensuzavassalung weluigamneiniuall

U 2

Ineiluldusediunselinnudidyivdumnielavanieglung Fanndusiaafinauidn

Y ada

AuAANAsaLNY (Attitude toward the Game) WHU el

)=

auntunsiauny Ieiinalviin

aaa

Tuladsnalminn1siviAuARNARans1dUA
18NN Hernandez et al. (2004) §39n81771 ANSlawNIEISNI5I19FUA tULNY
Tlsdunstarnemsiaunuvseilinisaunungavein sugulavanussiam Pre-roll
a PN i v o & . = PN 1 )
ads A9 1aWNWENINDUNDNLEN wae Mid-roll ads AB TaIWANNILEAYTERINGNITSUTY

\evn Falawauuselan Pre-roll ads wag Mid-roll ads aznelifinAusdngnsuniuain

LY

e Wasnvilimsianilevvesdusinavenvedn (Kirkpatrick, 2016) widg1m3un15918

[y

auanltuinuialusgiuniianuaenndediuiniEILaz TEAUANABAATDIUNLAT DeuIE

(%
a Y 1

1 1 & o ! ! v A v = M va o a ]
LA UASLUAUAUATUU LW]ﬂENa']lniﬂLaULﬂNWQIUIWLiaﬂq 2:!LauLﬂﬂJ"\]\ﬂﬂJi@ﬂJ%ﬁUﬂ(ﬂiquQaUG}@

v A &

ps1auAMALl UL

7198 NANTTIVETALEINUNUAIBUDY Peters kaz Leshner (2013) Alevinnsnnasy

o Ao

MeduAlUNL WU JaunuagiviauARAfan13INERALUUTANARARTBINULNLES
WINNNMTINEUAUUIAUARAARRITULNNAT o nluziduNg Hlauazing
UszinatoyainesefunseuiunisAn (Cognitive Process) Ao TugLaUADIvinmIunRnT

Y

latne desledumazasiufiamidla viemisnazionvusielugidmanennuasly uaz



126

N3UIUNNTNNeTTUal (Emotional Process) Ain M3Usziliuauidnvenusiainy wu 3an
aun fudi videuide JenszurumsAnuagnssuaunsniorsuaiiinalagmnssetu lng
Lang (2006) 83U Woriaunetennmisnsiiaglugyesjmneveny viseldnszuiuns
Anagiiu mnlalfFadundnunmiesumu Agiilidduansaussanimanglidnge
uaztilugauddnlumauan wu $Fnayn fnrwau viefianelaflanunsaussaudmangle

o & = Yoo e EIRRY ada i Y] o a1 a o |
GRIYE %Qﬂﬁqmgaﬂwmm@LﬂmﬂﬁaﬂﬂUﬂm‘Vlllﬁ]@Lﬂll ‘USLLﬂiNu@iQﬂ‘Uaﬂﬁnﬂﬂ ‘VlE)gLULﬂlIW'JEJ LYU
N o

A v A o ada ada a Y a % @
LN@%LaULﬂNNWﬂUﬂW‘W@W@LﬂN U ﬁu@@mﬂm@@ianquﬂ%1“Lﬂuﬂ'§8L°UUﬂu (Pelsmacker,

Geuens, & Anckaert, 2002)

3) AUSANYNTUNIUAINLH AN
ludmvesanuidngnsuniuainleman (Advertising Intrusiveness) 31NKHANTT

VAGDINUI TEAUAINABAATDIVDINITINAUALNNF1TY danadaA1RdEYaIALTEN

[V
v

gnIunIuINlawandauuanaiueg 1elaiieddymsada visil anunsaaiuiglaann
LWIAUAAYEY G. Belch wag M. Belch (2007) Mindnfen1ssiuiusenineanuduiiuas
m313ufn (Branded Entertainment) 3slugduuunislawaninaunduiuanuduiisiuge
#199 wiadunisldetuiisiiefigaauaulavesrunioniuuaninsdunvsedu

o a Y A a Y= & I3 o a o P % a A
Aty aduamiseduAduluesdusenaulunisailiuFeuiioasninnuanase anninae

& a v S A )
LUUQ@ﬁuGLQV]’Nﬂ’ﬁWa’]ﬂ Iﬂﬁ]ﬂ'ﬁi%@m’]LLUUﬂWiQWQﬂu@WIULﬂNUU 29LUUTULLUUNUIUD

)l

a o

Branded Entertainment (Anon, 2005) @$lnuigs199ud1nsuauivy

o [y

ANSUILAUAINY

e @

Y S a v v o I3 2 P Yy
ﬁ@fﬂﬂa@ﬂq@uu ﬂu@?f\]zgﬂ@@ﬂLL‘UUI‘VilIam;%ugLUU{]']EJIGZJ‘HW'WIUQ’]WUEJQLN@Q LW@I‘VTE&L@UW&I

FAnfanuanass wazdmsusziuanudenndessi dusavgneenwuuliluguassaluny

o

i vildsazuuu vsedavananisivgdmnelung msihduiundudnulsznevveany

Tusduuudanan Juibdiaunuldsdngnsuniuainiawan

Y

Waatl nan133TeRINaTANLANAAINMLITBYRS Nelson et al. (2004) Nlave
asud wnlavanlunuianugenndesiuinugs giaunuazlisaniinugnsuniuvaziay

wna spsanlawanlilavinnistinvananisiaunsefsenuaulaluannsauny Jennett et

al. (2008) laeSugiaanuidnididunuivaziduny Tngisenanuidniudl Anuidnaus

(Immersion) L{JUQ’NiJiﬁﬂﬁNLﬁummiUgﬁﬁﬂ’J’mﬁNﬁﬁﬂuI@ﬂLﬁfl’e)u wazUnNuAULIDBNIN

Y
TanAuase Famnlawanieglunuiianuldaenadesiuing aslusuniunisiaunuuag
Manganuidnaufwwesgiau liinauidngnsuniuainlawan (Chang et al., 2010;

Lewis & Porter, 2010; Poels et al., 2013)
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4) ANUAILITD

dmsunanisaaedludnanyng Ao NSNAABUNANTENUNEANUBITERUAIIY

[

aenrdosaamsTsduiiiinaefiauniludunuitlalis (Purchase Intention) wuiy
sfuauAenAdasTasNTALATwnuseiy dealiiiauededuauddladeresiau
insuanssiusesiidodfynain Tagnuiiinsneduduuuiinnuaenndedi diauns
wiAnanudilatomnniunuiiimsneduduuuiinuaenadesgs aunsaesuield iy

AnseduALULilaNdonAfeIn i RUIIAARANTIEANImALALAZANTINT

a o

aurlaunnii dawaliAnanuaslagiouinnii (Tsai et al,, 2007) Iag Tsai et al. (2007) 141
AnwinMynedualunimeuns nuii Wensdumuuulaawulunmeuns fuuazeannse
seandkarandnsauslage wazasiinanudiladensduituasiy Jaaenndediu
WWIRAUBY Aaker (1991) MInan331 Huslnadiuwilduiagiiondodunvemsauainu
aunsnsvantevseandnladususuusnlula (Top of Mind Awareness) 1io321nn15%

Y a = = vy & o Y 1Y) A Vv a O o &
Austaaaunsasyanfeseandnlidulunisaisanudulaluseduvesdu Snnsduduns

a319AAIMIIAUAN (Brand Equity) Inemsidumiguilnasyanislineunsnduiaunie

dle zdinuAnsduiganitesaunigusloadilild wasdielinnsuihenmuang
auras fuslamasiunldunazianisanduladensidumtuiugu fal 1nuiinsng

a ¥ =

dusuuuiinugenaaon Neliiaunuainsaseaniwaauauazandinsduslaa

Y

Fwhbiaunuinausdatioannninuninmeaumiuuiinnuaenndosgs NEEwny

4
seanflansdumuazandinsdumindesndy

agnslsfinnu nanHTeRInd1IuenA1991nU3TEves Chang et al. (2010) finnass
Rendusgiuamnuaenadesyesnsndsvanlunufiinadesiauny wuir inudifllasan
Aeardosiuinugs faunuasinanuidlatoduddiilunudy Wosnlawandidany

gonadosiuinuas fiawnuazsuiinevandudumilonny wasinnuidnauasduns

' v
adda | U 1

i vibriauaulalunsidunuuasiiviauandneinutiy dwalifaviruainssensidum

[
a (%

neghunuuasiivwiliuiziinanusdladeduaiiulunuiy doandesiu Cobb-Walgren,

]
a 1 1

Ruble ag Donthu (1995) ina1vin minguslaainviruafniselavanuudeladents ag

e

dmaliinrudsladoiuau

WannE Soebandhi way Andriansyah (2017) lpAnwinavesgULuunsIedualy
AULUUA9Y sonuitlatoresdiduny wuth sefunnuaenadesreasnIsaiudlunalsl
fnasornudclate Tnsesunein msnsduduuuiinuaenadeiung vieiinnunaundu

o w 1 a

fuannvenuiu giaunuagldlalinnuaulavselvinnudAgysiensidumtu ewinias

o
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aulwnuifsneanuaulavazauinn it wu dazaslung guassaluny veesedaluny

Judu vilinismnsdussuuiianuaenndesiuinugau lifinanernuddlage

a v A

Turaziediy FurnNwuulannuluny s aiaNUaenAaaINuULNLAT TUNSENLERIIAUAN

N

Ay i =~

Munidn favesiivszaunisalfuieiuasduituegiounds Jsn1539duAluny

Y

&

(%
[ v 1

Lildlvdoyalaiudu iuisansuanddiiundniuriuazasdudint faunudslid

Y

1%
v Yo o

o A ° v a o 1 | ] X a Ay !
%@Ha%‘ﬂ%u’]&lqismUﬂigU'JUﬂqﬁﬁﬂauyLﬂ‘U@ Qﬂlﬂmwa@@ﬂﬁquﬁﬂiﬂsﬁ@ @ﬂWQNLaULﬂﬂJWE U3

mansdualunudunislavan vsedimaignidyyiuielawan (Persuasion
Knowledge) gnenenudasiumiedninnisgnidayiuny Inenereuiaglidaulalawan
ysangngIunanaealawa (Friestad, 1994) Javilrinisinedumlunuliinaseaainussla

(%

o
FIUT] 2: HANTENUNANYOITEAUMIIMNE INUVBITUR 18N 1TABUFUDIYBIFLAUNY

TugrsusialUazidunseAusenelfunanssnunan (Main Effects) U9952UA1

Y aa

a % a ! Y IS a v dy d'
LPINUVDIFUATVNADNITABUAUDIVDIHAULNY Tneiis1vavidunsanelull (@JLLNUﬂ’]WVI 5.2)

UBIUNING 5.2: UARIA QAL YDINITADUTUDNYOIEAUNUTIRDTEAUMIIUNE INUYDITUR

—o— FuATINANUNYINUES FuANLAMULA LI
45 - 4.28
. )
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G 3.32 3.27
ag;\ 3.5 A )
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@
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g ﬁq
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1) NNSLANDINTIFUA LA NITIATINTIAUAN

NANTSITEIUAIUNITTEANATIAUAT LAZNITINIINTIAUAT WU ANRAEVDINITIZAN

a v v v a

DIRTIAUANYBIELEUNNNINTTINEUANT TEAUANUALINUAT GINTIAUNUTTNITIN
duanilsyauanufeniugegslteddgneaia wazAaieveinsandnsdunvey

'
[

luNUNinTTEUANIsEAUANUAEITLAT gandFidunuiinsduAiszAuay
a o UaJ

L 1 a v aa 14 U a o dl o L2 =
WEINUGIDYWHUTEIAYNWENR dDAAADINUIIUINY VDY Zhang (2016) MMINTINNTTIZAN

>

2

a

DIRTIAUAILAZNNTINTINTIAUAIVBIEUSLNAIINATTANENBAEAIIU Super Bowl WU
AUSlnAaNsasEANfmAuALarandn s AuAvesduA AL IRLE lALINA I

a Y da a o a 1% a A 1 = aa o o
auAmilanuieaiugs aunsaesuiglaainuuifanves Lang (2000) inanifiangulindaia
suaqmmaﬂuﬂizmumi%’umﬁ (Limited Capacity Model of Motivated Mediated Message
Processing: LCAMP) @405u1871 #uilnaaeiiannagidnnalunszuiunmsfnvisensusyaiana

¥

Jaya (Cognitive Processing) Ingillasuansvivedain guslnaaeiin1sidnsiia (Encoding)

Y

A aa v

Jauiudeyaamiieniudi (Storage) washsdoyanduunldlmi (Retrieval) wiidlofgas
vangeedlunanedu fuilanazldnssuiunisAnedvasBeatudaifiriiauls
viefieuddyannndt uasteyaduaziuuiliugnifvlumheemusssesdunarszeren
diedsdeyandusnldlv widwsuaasiguslanlsliliauaulavieiuilifiaruddy
eiinsaanaunsyuIuNIsAnYIENIsUsSEIaKataya LLﬁ%%@Qﬂﬁ?ﬂ@W%%QﬂﬁTﬁLﬁU’ngJﬂu
mhoausszerdushiunieligndnfuee

Tudhuwesauiriuvesduiiisnetudy Greenwald way Leavitt (1984) lfuus
seiumualafifuslnafivernufetuvesdudidu 4 szdu fe 1) Funmiuusdslailalsr
auaule (Pre-attention) 2) Wanualafuaudniulnenss (Focal-attention) 3) ey
lalugudnidy (Comprehension) uay 4) Anlnsnsosegriazidoniieniuaudity
(Elaboration) e?faﬁm%’uauﬁ’]ﬁﬁmmLﬁaaﬁuqawhii’uﬁ;liu%‘[m%ﬁﬂﬁwmamﬁ’]mmLsi'f’ﬂ,a]
Tushaufuaziinsanlninsesetsaziden dnduiiidanuieium fuslaaaylalild
nszUIuMsAnegsaziBuniflalinsateyauardaiiulumhaud Frnmsvnaesadeil
fiinsmnmsmaassiesdunuiidudnfiauAeaiusiisiu asdiuin inududasifen
aulavewlinSIunmeaennd lngglinsiunmmaaeazaadddnssuiunisanlunis
whtlymluny anszurunisaduiieniugdte iligdrsunimeassannounsld
nsvuauNIARAEafUlsvanAuEwhag Toglunu iy Fudiitaaudeiush foide
Weaansdunaiunselvnnuaudla lufesendenisianudilalufmausuayly

NTZUIUNITAALATHIDIDE19aLLDA %ayjamaﬁuﬁwﬁﬁmmLﬁmﬁuﬁﬁqgﬂLﬁﬁ'}iﬁauaz%’mﬁu
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Tumheanudlddenitdumniianuieiugs Gn9unsaaeREunTnseanim

Y

duAuarandInauAvesduAmdaIAg IR IANINNIEUATIANUAL TG

2) NiAUARADATIAUAN
TuarureWiAARNIRASIAUAT LN INAISNAADINUIN TLAUAINULNLINUVD

a v a1 o ! P q' v o W

Aurieneiu denadeAladuediAuafsonTIduATANULANANI U llliTedAg

£
a VA o =

adf Lesntunaidell {Idedenasdudidunidnunanduny feiu faunuasd

Y
VimupRnensduAegiouwds nsiiawnuldiunsduainudindunalaefilavanlils

Tidayaneatuasdumtuiiungy wasnisusnguesdudituny Wunisusnganizen

(% Y L a

au uazdanwalnsAuAingy AnugTuresdumIdhilinaseviruaivaslaun

o

aonARaafUNYITeues Phelps Laz Thorson (1991) finan irusdvesiuslnasionsn
aumifuslnadinySeduinsananiaziianuamumnnnimsdumiguilaalidinuield
duins uonanil nansIdednandsaonadesiuiniduues Cauberghe ua Pelsmacker
(2010) Agvhmanaaeuligidniunmeaesdunuiu 2 afs wuih anuAsituresdudn
lifinasevirundvesiiauny osndidunailiadondengfuidnisiau uasnene
vmaevuy Jsllliussidunnuidnvesnuniironsnaudlung usimaligithsums
yaaoddunIANE 4 a%t wud faunuiiviusilunsausensaudiidarnieniugs

v Y

WsEAUANIANLAEITNEY Arannsamsgeavaulanngaulaunnindusnidaiy

oY

et fiawnuazinisldanudalunisyssidunsiduaiy wasdlefesUssiiugivang

ASIALLARANNAATIAUADATIAUATI

3) mnu3angnIuNIUAINLaILa

v v o 1

A1AUEALNAR AIUVBINANTINARBINIUANNIANGNTUNIUAINTRwATUNY WUT

v a

TEAUAMILAEINUYDIFUA1ANTY dIHasoA1RReUDIANUIANYNTUNILIINIAYIUANGNS

o w a

Muegrelileddgneadia Tnensndumnidanuieiugduiny giaunuazidngnuniu

o

11ANIINITINFUANLAMUNYINUAT @NU5085UIDIN IDTEAUAULNLINUVDIAUAT

ey fuslnpagldisnsussanananaanudnssiu lnedmnndudumndannuie iy

Y a

a9 Juslamagnenenumdeyanenuaumiuliunniign weananudsdunisdnaulade

Y Y

a Y =

aue Jsaulalulavanillesnituisnidunsinusiunudeyaiietanldfndulaly

Y] ) U a Y aa a U o Y a 0 v P =
Mevias widmuaumnsianuieaiui guilnaglilalianuaulalunsmdeyanse

[

aulasieazidunvalawaneInuaurmuuNIngn wareFeUssaunsaaunnuiaedu

Y
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Yoyataelunisindnulatio (Gunter et al,, 2002) AonAdasiuuLIAATEY Edwards, Li ko
Lee (2002) fina17i1 AvmiRsriuresduiiinasionsiiaanuaulanaznszdunszuiuns
AnvasRUslnA

TngAufifienaientugs fuilnasvaulafiazglamaninnnitdudfisina
Aetusi Fsdmsuauddifienuifeiugs malawanaugiunslideyavesdud
fuslnaeglienuaulatulavamiunn i lewandlildlideyalag uazaninanudangn
sUMuUtiaani1 (Yoo, Kim, & Stout, 2004) Tuvaizfidudidnuieius Austaaaglila
Foensteyadiuuanniitetunldlunsindula Sslalldlimnuaulaluseazdeaves
Tawaunanniin Gefmnilavanduiifesamniuly fuilnaasdingnsuniudfisdu (Bain &
Moutinho, 2011) Tnglunsvaaesil §afeldlawanluzuuuureanmsnddudilun Tng
lailpidoyalag Usznevduddands iunsuandiifuansdnvauzvosdufaugiunm
Auduidy fey dmvaudifianuieiugs AguilaedesnsdeyauazeaziBonsiieg

2
a v a U a

Tunsindula uilunismeaesilillalvideyavseosvasBeaieiudud Bnvisdumdalinig

' '
v o a

UsNQUUL vianease i vdaunuinANangnsuNIUNINAIFUANIAUNAL IR LA
Usnglunulugduuuiiedtiu Jeaenndesiuanideves Lee, Kim wag Sundar (2015) ild
= a v ¢ ° LAY a I a g v v Y Ao
Anwimslawandusuausaliunuiuiigusinaegusiniuilndifgsuand
AuA1U (Location-based Advertising) TngtoniululasaazUsznaunieg ATUDNEUNIg
Wi lUFauAMSouanInIMILHLT Toyavasdumiariium dauaavisenisdauasunisnaia

auq ewan1sITenuin Weduslaalasulavanvedusnianuneiugesangniuniu

Y a

nlaanieunindudfidainudeaiusi Lﬁmmﬂ%uﬁﬁﬁﬁmmLﬁmﬁuqﬂ Huguii
AedesiuinUszsriuvesuilag uazfuslnaduusiodideyausznaunsindulade
mslesudemmilavanuenteyaifeafivaudedisazidon videlddeyaiidnduriamnin
Tlunefuslnreguinalndifssiuiiinedudiiu silisannuidngnsuniuan
lawaun (Antil, 1984; Zaichkowsky, 1985)

wonand Salauisuuns Broeck, Poels way Walrave (2018) fidnwn1suaniaes
T,wmwuLweziﬂﬂsuaa?mﬁwﬁﬁmmLﬁ'mﬂ’uqqLLazﬁué’wﬁﬁmmﬁmﬁu@?w Femsmanides
lewaniianuduiusiuuwlsiunsaiuanuidangnuniuainiavan Ae Lﬁ@ﬂU%Iﬂﬂifﬁﬂgﬂ
sumunlasanuniuarneemnanas dasantuuntuge Tnsanranisisenuin
Audnifanuieitugs Weuandawanlulilal (Timeline) fuslnaszvanideslavaniios
AnsuanslaBaNUI AL USIUTNS (Sidebar) Tunazilavanaesduddidanuieius

~ ¢ Y o A A ' a
deuanalawanlulngdlad fuslarvgndnidedavaniinniiniswansdavanusinmuay
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sudng ilesandudifianuieniugs guilanazsuitsmnuiadeaiuTinuean
(Perceived Relevance) $uisanarasdudniiu (Perceived Values) wardinrwaulafioy
émw’%amﬁa;&aﬁ'mﬁu%uﬁﬂﬁu (Zaichkowsky, 1985) 1nAT1AuAATiAUAEIREN N3
wandlavanvesdumifaiuifiugauuiiuteyataau vieusnguulndlavil
fuilnmsudeyalitieninuasfangnsunutiosninsuandavanuinauausudsill
annsolddoyavesdudlfosandenmaziiuiisrte uidmivaufidamietush
deuansdeyauulniilavodvanden fuslnaasdangnifaduliienudeyatu Tawene
vanideslawanluguuuudsnanmnnilavaniivsnguinauausmuing (Broeck, Poels,

& Walrave, 2018)

a) puslate

dmdunanismaaesludiugaring fe nsvageUNansEnuMaNveIsTAUAIAL Y
%aﬁuﬁwﬁﬁwaﬁan;iim'umﬂué’mﬂmmza‘m%a wud sefuaufeIuresdudluinusiafiu
ﬁﬂwaiﬁﬁﬁwLﬂﬁ&JﬁwummgﬂﬁmmﬁﬁumuLmﬂ@mﬁ’uaeiwhiﬁﬁﬂﬁwﬁzquaﬁa %
ADAARDITUNUATEDS Vanwesenbeeck, Walrave way Ponnet (2017) fivinn1snnaes

Aenfulawanluny lnedidisiumsnaasadudneigszning 10-12 U linan153dedn

a 1%
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aunslunisiduing waefushaumidiulunudududulssnounilwenny Swgunnsng

nnsiulasanUsEan Banner 1950 Pop-ups (McCoy et al., 2008) figiaunusu3indu



136

Tawan wazfennuadlalunnidenvdn Jafneuidngnsunau uidmiumsnddudily
insdtenaifunisnethelasantung Wy item Weriuazuuy vieusinseadunsadng
guassaszsriamaay viedardlallifidunulugidmene fdunuagiushaudduiy
dutsznounddunuiviilfnudiauaueianniu vieidudsidonomuniielugitmne
Twnu Tneluueads Audindunumadannsaaanuaunuagarmuvimeliungidy
st Taoamisinauniund (Fantasy Game) Alaifisuuuumed fmuninuuaziiives
SudannsneenuuunaldnuAinudeanis (Lewis & Porter, 2010) fatiu Avaunudlala
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