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Abstract

The core purpose of this research was to study the impacts of factors influencing purchase
intention of virtual goods by real brand logo mixed by using structural equation modeling (SEM). The
sample population was chosen from e-sports fan watching or playing e-sport in Thailand. The
questionnaires were distributed to 387 respondents. The statistical treatment of this study is based upon
the statistical techniques such as frequency and percentage, means, standard deviation and SEM method.
The results showed that the conceptual aligns with the empirical data (CMIN/df = 3.055, GFI = 0.946, NFI
=0.943, RFI = 0.918, TLI = 0.943, CFIl = 0.961 and RMSEA = 0.073)

The findings of this research indicated that esport involvement has positive influence with
esport’s virtual goods purchase Intention, esport Involvement has positive influence with character
identification, character identification has positive with esport’s virtual goods purchase intention, character
identification has positive influence with brand knowledge and brand knowledge has positive influence

with esport’s virtual goods purchase intention at significance level 0.05 and 0.01.
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' o va o o . ¥ A o o o ¥
dzinamnanuin Jadsmsldsumisensunmessauiinadanisde S9mslasunmsseniunmesianiiias
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Tuusunvas neiadana S et I ToAinuisondneeanlsihindanuues Guo, Y., & Bames, S.
J. 2012) Alevinnsdnesiasudns g ﬁﬁﬁﬂﬁwaﬁawqﬁﬂﬁumsga§uﬁuaﬁam'§ﬂumm World of
Warcraft Wui1 aanuendgiauianinanisasedangdnssunisaadulanazisninan1sdendaluds
wqﬁnﬁumieﬁaﬁuﬁwmﬁam%amﬂlummﬁofu u.ﬁ'zmsﬁﬂmmﬁufﬁaamu:maé’aﬂu‘lumnﬁaﬂga
ﬁuﬁ’lLaﬁaua%alugsﬁaerLm:ﬁaﬂai‘mfuﬁufluﬁaﬁ'ﬂﬁuwzﬁﬂm iude sudafonasiudazuasd
NI LLITEAUAMNNIENN (Rarity) sudsnasaafiuandnuluudssiu SsdSofisuiuaudase
ﬁﬂﬁwr_mﬁaﬁ'umﬁ%aEu@‘fwﬁﬁuﬁuﬁmgmwfﬁmaaLﬁaamnﬁﬂﬁ@”’ameaﬁauﬁa (Avatar) danulaaian
WANAINTIUN WAL anaSITeInudu g aghuinldda

91N9W3T8V09 Ho, Cheng-Hsun, & Wu, Ting-Yun (2012) lavinsdnsfisanunssaiula
Fosuruaiianasslwnueawlaileslddnufodass “MITZYFIAUNLAINZAT ﬁ@du‘%‘uuwmwﬁmzm
(Identification with the Character) G4ldw1a1nn136a wlaanguf “nsszyaraulugiuzedesdnny
(Organizational identification) lagwyin m'ss:yﬁ'muﬁ'ucvﬁazmﬁwa@iamw‘i’mﬁu%%aﬁuﬁuaﬁam%a

o

. . o Am “aq & v L A
ammidndanud Tasumeszydiauiiinadensdaiulagevasfiauinuasulaiadefitodany
N9Ena
aaudsnsdidiuiinludatasa (E-sport Character Identification) Wuininuidunatsanud la
Anwmdniwaniaanudunuinninuzainsfiduiig (Involvement) va4uTlnaniaunu g vasfin
Uszlnnanaityna (Traditional Sports) Tiniinasdadadun13szy@aau (Identification) 8191 914189 Kevin
Gwinner (2003) 7 bdvinMsANEGILUT VoL UANTSHEIRTIN (Domain Involvement) INRENTWadadIuLs
N7IEYAIAUGABNY (Team Identification) maauﬂuﬁwwvﬂmuaw%a"ﬁi w”aﬁaﬁwaé’ua:ﬁﬂﬂgjwqﬁmw
A o § A & 4 % o
N179ANUUTUAT (Patronage) 184UW1 9 ANIWALANITANNINIU TI88AANDINLIIUYES Rodoula
. A ok = v & v & v @ 2 ' A ' '
Tsiotsou (2007) lddanwAsnaawsannadndudatvayu laswanisdnswudn mafiduiiuda
AR AAUAANHANIIS o NAaAINNAI AT AUMVAIUNUAWILIFLAG LS NILIFaaATaINLITUTDI
Ko, Y.J., Kim, K., Claussen, C.L., Kim, T.H. (2008) fila¥n1sdnmwuiunu g niaguilnanddady
mifian (Involvement) gaazilinadanuasladia (Purchase Intention) 197N4ATILAZNNIEaN
Lﬁa'ﬁﬂmﬁﬁnmua:ﬂummssmﬂﬁuw‘?mﬁu;ﬁﬁ'ﬂﬁﬂﬁwuﬁﬂﬁwaLm:mmé’&lw‘"uﬁ{s:mdn
T938n133:y@2a% (Identification) lanainauissfiinadadla g Afin1sldaauls Team identification
gulngjunanminamuwiAaainaiudsuaimgejnindrui3a9ue9 Organizational Identification Theory
< 2 A ay o a o2 o A a v o & a a v
nIw Fanguf lawsiewefuisenlifsanaiinvesdfaansundanuauwus Sanufoidas
A o o & A ' o o P R R A < oo 4
flanugnwunuesdnilag suneula g nianihonudeula g Anwdanuianindaiauindusiunii
#30QNATBUATAIRIHDIANTIL Y (Mael & Ashforth, 1992; Jone & Volpe, 2010) tlaiuwifannugaiuil
. . _ p Fa X o o
VINUNIWITIHNIINABWL 914289 Cheng-Hsun Ho & Ting-Yun Wu (2012) Fednsnanuasladadudn
wliowaTevasidwnuaauwlainigildlinifinudiuys dentification with the Character 1ld@n131w
a v v o ¢ A vk, o = . Al & e A a
wnda lihdiswnuaaslabizionuiinineszydiendudazaildlumadudunuaiionats
(Avatar) Mmuluinuuazfiansdunnazlimazandudunuiiaiaunaanuiinvasaneanuniniu
' A o v @  w o & a @ . . .
duniansomasduarszasaanu laganuanisnasausuufgiunuinaanys Identification with the
Character ﬁﬁwaé’ﬂ%wa@iamiﬁ@?xula%af%uﬁ”nLﬁﬁﬂm‘%ﬂuhnLaﬁam%waapj’mu FOANBBINLIWITY
289 Makoto Nakazawa wazags (2016) ba¥inn13@n®1a38 Team Identification WuNdaIuFNWHTdE
nsaadulafovasuilne (Purchase Intention) dronaLiiouuwifannejaldnsdraundradun
a a a & A . e oA o a A a @
wasonluuiunaesisdesalugrusniduinunisuasiuimluanvasAunsanslislugsnisuasdn

v em o @ a

2 . Ao
3‘1_] LLUU%%GV]’]‘LMN’J’% HWRAIWINIDULWINAIVEL

U
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AaAa o a a o
ADANLBWHNIINVE

szansnltluvnisidn

ao E I . od a A A & ,a & A o & o

Uszminslunisidvassit loud dniduunuimdidnnieiing (Gadate) Sadaadunsdouuas
Qtéumuﬁwwmﬁﬂmaﬁﬂﬁ ;_j”ﬁl,ﬂu;ﬂ"mu,a:;&”Lﬁiuﬁwwé’l,ﬁnmaﬁmﬁm:ﬁmsa%”’mmmanw”uu,a:
wWinTuawmuAmimazasiwiasmemafiiiaizasmelwnuldinaue netrudulngvas
ﬁww&ﬁnmaﬁn§ﬂfua:ﬁaaﬁmmjﬁamaLﬂu"L@TLﬁiumuﬁ@mawwmsmjw”umriamﬁ’sﬁwuwsw:
azgfhlidlandn meflawazanuaunluaudstuvasnnuiu o ld

A Ao < X A = A o a [ Al

whasannisidsluassfidasnisnazdns e UsultluusSunvesssanlng Uszonifilslu

= o a A & A &€ A a s v & o o A A o '

midnsuenanazndugfiduuiufimdidnniefindwiadaloioud sdsdondunailiasioondvaglu
Urzindnowriniu lasdnudszmnammuenuldmaninszy ldedauiaivifamedwnritla

NaNAAN

o '

nanala9n b lunsAn lainmsvinmsiiudiatnamiu 385 an LL@'Lﬁwﬁﬂﬂ’liLﬁm‘Ta;&mﬁa

a
9
a
q
@ a o ' o A Ao & A a o '
ﬂaaﬂunimwumaylavlmsumumamayjagmumﬂ 15 A% FINNINNA 400 A% TITVUIAVBIA2EN
FOAANEINY Hair, et. al. (2006) lduuziirauiadiadiafiinunzauindauiandud 200 fi9 400 aratnd
& o % o o o a o aF o A v ' a
NIgIRaAANDINY aigentl AnsALaw e uazaiad 23smsail (2556) 9lananadn lunsdluasmaTiaezv
o o & ) [ ' = ' & (3 '
AuuUFNNIIlATIRIIIRuNITlTIRIaaI8619 400 fi9 1000 azaflunnianmsive9IUIAGI0ES
A o o e » 2 & X o o ' A A o | a
Amunzanluszay “CWaIwa” i ange lumsénmasinazlduur adaatn9f 400 an F93ai1Tvue
zRULNgIwan b lulunsAnsdaTsdidsaauuurINITlATIRI9 weiLibasannaAuTayaats
a Y ' v o o o ' A A wa PR v A
finawuiaatayaliasudu lwldawediadansflalienziniauudife 387 au

Fulsilaansn

dudsilglunmsdnundnaau 4 sauds lasdnoaziBoasil

1. Msfdmsnaanwidalasa (E-sport involvement) ldunanmsnuniwissanssnaad
Hollebeek, et al. (2007), Rodoula, Tsiotsou (2007), Kevin, Gwinner (2013) "fdﬁﬁnimméﬁwui’] e
soansasizaunsaiunlfluuiunsesfimssladals uazmusoaaudanuistluasaitle

2. mﬁzqé’f’mm*flué’f'au,mw.aﬁaua'%a‘luﬁﬁ'lﬁaﬂai‘m (E-sport character identification)
1IN MINUNINITIUNTTNVES Wang, Michael Chih-Hung (2012), Makoto Nakazawa LLRz@ ks (2016);
Crosby, & Taylor (1983); Ho, Cheng-Hsun, & Wu, Ting-Yun (2012); Wang, Michael Chih-Hung, et al.
(2012); Mael, & Ashford (1992); Kevin Gwinner (2013) lasRITUURIND TN ﬁmmaa@ﬂﬁaaﬁﬁ]:mmm
inlglussunaesfimaatadald uazmusonaudanuiseluasoitle

3. ﬂ'nmf‘l?a‘la%a%uﬁ'naﬁam'%a (Purchase intention on virtual goods) 1duranmisnuniu
37N ITNVAY Kevin Gwinner (2013); Wang, Michael Chih-Hung, et al. (2012); Ho, Cheng-Hsun, & Wu,
Ting-Yun (2012); Crosby and Taylor (1983); Xuehua Wang and Zhilin Yang (2010); Aysel Ercis and Bilal
Celik (2018); Tsiotsou, R., & Alexandris, K. (2007); Wang, Michael Chih-Hung, et al. (2012); Hollebeek,
et al. (2007); Makoto Nakazawa uazamiz (2016) lagiansmudanudn darugeandasiiazannsn
thanlslusunesfimisdefald uszmansnnoudonuisuluasonle

4. a3 luAsIAUA1939 (Brand knowledge) 1dNaINNINUNIMITIBANTINLAS Hansen, S.
S. (2013), Barnes, et al. (2014), Xuehua Wang, & Zhilin Yang (2010), Aysel Ercis, & Bilal Celik (2018)
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TagRMTUIINLI Banusaaadasnazanansaiianlfluusunaasfmdadasald wazaunsnaay
danwisuluaisitlavinliiAansanumfansise sauaasluawi 3

Esport Involvement

Purchase Intention
\.on Esport’s Virtual Good,

Brand Knowledge

Esport Character
Identification

NINA 3 LRAINTOLUUIAATIY AILUURNAITLATIFT

NnsauuwAalun1sise aauuusumilasiassrainsiae miliieduauudaulumsise

[

J

=W

a a

H1: Tadamsfidaniinlufanssunsutstudaasa (Esport involvement) A8nswaldiuinnu
anuasladafudiadionase (Purchase Intention on Esport’ s virtual goods)

H2: Tasamsfidaniinlufanssunsutstudatasa (Esport involvement) §8nTwaldiuinnu
mirzydawdudunuadauwaiiludaiada (Esport character identification)

H3: thssnsfisiusinlufanssumsutstudatasa (Esport involvement) A8nFwaiFauinnu
anuluanaudnais (Brand knowledge)

H4: Tadunisszydrawdudiunuwiadonaisludar/asa (Esport character identification)
fanswarisuiniuanuesledesumiaiionass (Purchase intention on Esport’s virtual goods)

H5: Tadunisszydrawdudiunuiadonaisludatlasa (Esport character identification)
ﬁ‘é"n%‘waL‘Tmmﬂﬁ'ummfl,umﬁuﬁw%a (Brand knowledge)

H6: Ta3A11u31uAT1EUA1934 (Brand knowledge) f5nswaifeuannuauasladodudn

EHRVCEN (Purchase intention on Esport’s virtual goods)

a A A Ao
w3asilan 1z lwn1539w
Ao & X9 o P A A A = % A o =
nassassiltuuuseunnuduiaiasiienltlunsiiunurudaya Ssiawannsdnm
AUAT1d1T7 WATAITNLNIWITIUWNTTNVRINWIIALITes lasdanluuuuseuarududionu
Uaeda udseanidu 2 dau laud
dwmn 1 °ﬂ"agaﬁﬂﬂmaqﬁmammuaaumu L'flumil,ﬁuﬂﬁaHaé’nwmzmaﬂs:mnsmamfﬂuaa;ﬂ’l,ﬁ
Toyalumaianii
daui 2 szauanuAaiwisInunIdsuiiudadalada (Esport involvement) M3zydan
Wudruwnuiaiianassludaasa (Esport character identification) aanuadladiafudiaianass (Purchase
intention on Esport’s VIRTUAL GOODS) Lm:mmﬂumﬁmﬁw%d (Brand knowledge) lasin1suaad

ANBUTVITOMDULATNNN AILFAIUANTNN 3
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A1999 3 LFAINAULAZAN BV BIT DAY

v o
2aaiany

¥ a
a9y

E-sport Involvement

o o 22 P e 3 ‘o <
ﬂumnﬁ]zuﬂﬂﬂﬂ']sl,l,"lldwuaﬂﬂai(ﬂaguaﬂﬂiﬂ

(Yukyoum Kim, 2015); Gwinner, K., & Swanson, S.
R. (2003)

) , o oA 3 < A o
ﬂuﬁ]i@ﬂ"liLL’Uﬁ“ﬂ%aaﬂai@]nﬂﬂﬁﬂLNaNIaﬂqa

(Yukyoum Kim, 2015); Gwinner, K., & Swanson, S.
R. (2003)

A a 6 a a
anfauNuI0I8FlaTRA939

(Yukyoum Kim, 2015); Gwinner, K., & Swanson, S.
R. (2003); (Windy, 2008)

E-Sport Character Identification

auuaInmunmalawasluny (@razas) iuar
9 &
AuBNAURTI

Ho, Cheng-Hsun, & Wu, Ting-Yun (2012)

Ao A & o YR 1 e & o
naNawakaslate am:gaﬂ’nam:muma:m

Tuinurin

Gwinner, K., & Swanson, S. R. (2003); Ho, Cheng-
Hsun, & Wu, Ting-Yun (2012)

A o A 3 o A o A
Iaanandalatannanauainlazas naaninn

mazasaznanaiduiduntihivasdranlldre

Gwinner, K., & Swanson, S. R. (2003); Ho, Cheng-
Hsun, & Wu, Ting-Yun (2012)

AWNLAIRZATNRULABT A RINZFNLTIN ALY

NUAIRY

Ho, Cheng-Hsun, & Wu, Ting-Yun (2012)

Purchase Intention

o X a o o a \ .
am:maaummuamsamaiﬂamaLLuuau

The Anh Phan, & Phuong Hoang Mai (2016)

) A a o P a P a ' o
duazdefudadouaanniulddninnnimniui
o

tidlema

The Anh Phan, & Phuong Hoang Mai (2016)

) o 9 o d ] A A & &
aua:LLu:mlmwauﬂ ﬂﬁulﬁ]“ialﬂuaﬁﬂai(ﬂ”ﬁa

a v oA A oA o do &
FUANRVAWAIINDTULALINUNAWDD

The Anh Phan, & Phuong Hoang Mai (2016)

Brand Knowledge

Sudnanauddveildinnnidudsunusuiaia

a o Ao 4
LAEINULNDDW )

Goi Chai Lee, & Fayrene Chieng Yew Leh (2011)

anFumdRatunuandumwinuaIFuaINInue

A _ a o Ao 4
TRALALINUVDILRDDU ¢

Goi Chai Lee, & Fayrene Chieng Yew Leh (2011)

9 P a v de &, v o X A o ¢
anaziinfsanAudivaiinawianasdonianmi
lag MAsITas

Goi Chai Lee, & Fayrene Chieng Yew Leh (2011)

T g T
v Ao Aa o & al

@mEumwauumwanwmmmn@hﬂﬂmnﬁﬁa

o a ¥ a o

g N AR IRALADIN

Severi, E., et al. (2014)

= v A 5 o ey
anaumdreiiinwansalng Severi, E., et al. (2014)
anFuwadRaidnuduunacneg Severi, E., et al. (2014)
[ £
mimmamwmaga

D - B R

™~ 'Y ad . ° o & @ oa a
a?ﬁ]ﬂl;aaﬂ(ﬂqE]U’]G@]’JU’J'ELLUUIQ’JWW (Quota Sampllng) I@Uﬂjﬂ’]slsaaﬂLﬂumaﬂa"ﬂ’]ﬂzﬂﬂw

{ @ 9 [ a = 1o @ @
UszaumsoiN eI TaInuNIIUTNLAzAaa N T asAn Batase T9lusnawwe s2AUNTANI a1TW was

v d4 . A Y < 299 = o . .
5']?.]‘1@1:51@?.]@]9[;@3% ﬂﬂ\ﬁ]’]ﬂu%ﬁ]\‘ﬂ”ﬁﬂ’]if‘!uLaaﬂm’JaU’]\ﬂ@]ﬂaz@]?ﬂ (Convenience sampling)
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MIIANzRdoya

mMsispiiumsisoBesunm (Quantitative Analysis) laglfuuusauainlunsiAusiusu
Taya Lm:ﬁ’mj"a;gaﬁ"lﬁmﬁwmsfjms’]:ﬁ@hﬂIﬂiLLﬂiuﬁ%ﬂL%agﬂmaaﬁa FafinsldaaaiBonssmun
(Descriptive statistic) tWa U381 88N B MY CRRHE imﬁmﬁﬁﬁmgmu (Inferential statistics) e
m3ld5En1sdaunusun1slaseains (Structural equation modeling) Wia¥iIN133tAs1sHasRUsznay
L33981323 (Exploratory factors analysis) 533 1189 n13Tias1zvesddsznauifadrsiadativgu
(Confirmatory Factor Analysis: CFA) 784@2 4131 snualunsauunifasain133se i uazifarin
MINATIZALEBNG (Path analysis) Lﬁaﬁwmwﬂaauawﬁgmua:a%mUﬁﬂ'ﬁwaﬁawwamidLl,a:mm”au

YIRS

mMInsNdaLIAIaie

Nuispassiiiinisaareunissiielarinnisariaseunsludiuainunse (Validiy) uas
FunnuLdasiu (Reliability) lasluginvesnisamasaudianuassindsznavludonsaasey
auasaiBaiten (Content validity) lefur anagaulumsldmeuaznsfemvestasinn nasen
fu%‘aﬁwLﬂ?ﬂ@ﬁﬂﬁﬁ%ﬂdifuuﬂ1ﬂlﬁ;§t%mmtyoﬁuﬁumsmmaau Tagn IR TN fIdIANNaTILAS
mmaa@ﬂﬁawaﬁ]’aﬁwm&lﬂ%awqﬁﬂimmﬂmma:ﬁau,ﬂi niwiaiasiiafiiiunsiarsoanain
gij”t%m"ﬂ’lﬁymﬁﬂm WRIA1ATHAIINFEAARE (Index of ltem-Objective Congruence: I0C) ka2 111
WARHETHES iauﬁa‘ﬁmsmwm“'md%u.@iam"’a’iwﬁm"’aﬁa%ﬁa@ﬂﬁaaﬁ'ugmjwmyLm:tframﬁﬁaamsa:i'@

(A3T0 Myawd, 2548 19fdlu Wit dnanyiaiiied, 2558)

HANI5IY

[ [ o & ] Py o
Fayannansmengilszrinsddasvasilszning FeUsznovlddre wa 81¢ 32y
= a v A oA ' o ' ' ' ° a @

m3dans a1dw Meldadodaidon wuin ﬂ@um@mdmﬂmytflumﬂ*’ﬂ'm F1uw 212 au Aadusoea
54.8 fla1gazning 21- 25 U d1uan 149 au Aaidusouas 38.8 dazdunsdnmazaudiyanas wau
247 au Aavdusasas 63.8 WuiniSow AFa/ dndnw $1un 197 au Aaduiasss 50.9 i1 ldiadoda
Lﬁauagluma 10,001 UM §19 20,000 LN MW 219 A Aeduspuas 56.8

FRTUHANNTIAITNEATARY ;ﬁﬁ‘ﬂoﬁ”ﬁﬂmsw‘“msmwLﬁaﬁmﬁzﬁﬁafﬁ'mam“'al,l,ﬂsa?‘m,ﬂm"lﬁ
2 i a Ao o A a s o o . o oA v o aa
Faualduddmiu 16 a1 lasdlaNansananetiminiads (Factor loading) Wi2 wWuin & 5 Tadanuiidl
e ' Vo o a o o A o o y %
f161n91 0.6 39181 INIIRAEaNIINNIITATIERAILLURNNITIATIRTY TeTadnunniaedn 11 98
fidnihmindadbginii 0.6 Fsgniandenzdludauuusunislasiasisdaly (Chin; Gopal, & Salisbury,
1997; Hair, et al., 2016)

o ot a 6 . 6 a A - v Y o a 6 6 a A e

FTUNANITIATIERTIB IR UsenauL T atiuai @’sam"l@mmmmswmamﬂs:nammww
YBIAILUUFNNITLATIATIINLIN @TﬁLm‘uﬁmmaaﬂﬂﬁaaﬁuﬂagmﬁmszﬁ’ﬂﬁayﬂumm%ﬁ Taudlen
CMIN/df t¥i1nu 3.055, GFI 1¥inNU 0.946, NFI 1¥inNU 0.943, RFI 1¥innu 0.918, TLI \¥i1ny 0.943, CFl

@ . @ A o % v = o

LMINU 0.961 Waz RMSEA Lyinnu 0.073 mmiwmmsnagﬂ"l,mwLﬂu"l,ﬂmummgmmLmuaumi

Imaa%’wﬁﬁmmaa@ﬂﬁaaﬁ'uiagaL%dﬂi:?ﬁ'ﬂﬁ MNNIENBIN ST I INUNIRITTRNTING s 8 UL
@1 CMIN/DF %aen31 5 (Loo, & Thorpe, 2000) i1 Goodness of Fit Index (GFl) annni1nIaLvinny 0.8
(Cheng, Shih-I, 2011) @1 Normalised Fit Index (NFI) 41nn31%381¥iNnU 0.9 (Bentler,1999) A1 Relative

Fit Index (RF1) #1nNI%38LvinAy 0.9 (Bentler,1999) @1 Incremental Fit Index (IFI) ¥1Ani1%3a Wiy

0.9 (Bentler, 1999) @1 Tucker Lewis Index (TLI) 41nn31%381¥iInL 0.9 (Bentler, 1999) @1 Comparative
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Fit Index (CFl) annni1m3aLvinny 0.9 (Bentler, 1999) Wazf1 Root mean square error of approximation
(RMSEA) ia8ini1 0.08 (Hair, et al,1998)

namIeTEiauNdgIn wud sundgiud 1 Tassnsdamialufinsuniuidusleta
(Esport involvement) ﬁﬁﬂ’ﬁwaL%amﬂﬁ'ummmﬁla%aﬁuﬁuaﬁam%d (Purchase intention on Esport’s
virtual goods)’ WANNINAREUNLN BauTuaNN@AgIL AiszauisdAYN9aia 0.05 T P-value trirriy
0.025 lanfanimsiniaiowinty 0.24 aundzud 2 Tasunsdaminlufnsmunisuiiudsleda
(Esport involvement) fianfwaiBauannumsszymawdudunuiadousiiludalaia (Esport character
identification)” WAMINARELUNLIN sauTuFNNATIL Aszdui@aymMIaia 0.01 1 P-value YAy
0.000 Tafidiwindadoivindy 070 sundgud 3 “Tadunsfisuinlufanssunswudalata
(Esport involvement) ﬁﬁ"n%wav’ﬁamﬂﬁ"ummflumﬁﬁuﬁ”m’%u (Brand knowledge)” WaN1INARALNLIN
Ufiamaunfguiiszauiniaynieaiia 005 fd P-value iy 0.923 Tanfidnsimiiniaduiniy 0.10
auuﬁgnuﬁ' 4 “Tavunisszyaraududrunuiaiionaisludaiada (Esport character identification)
fantwatdouaniuaiuesladefudiafianass (Purchase intention on Esport's virtual goods)”
HAMINAREUNYIN BoaTURINAT AT AUTEAYN19EHaA 0.05 T P-value iy 0.019 Tasdidn
iwiniTasuindy 0.247 auudiguil 5 “Taspnsszydrauwdudiunuadonaisludasada (Esport
character identification) ﬁﬁw%waL%amﬂﬁ'm'nuj‘lumﬂﬁuﬁ”w% (Brand knowledge)” WANINARALWLIN
pousuaunAguiszauinidgnieaiia 0.01 dd1 Pvalue winry 0.000 Tanfidnimindaduwiny
0.458 auuﬁmuﬁ 6 “ﬁaﬁ'mmm%‘lumwﬁuﬁw%a (Brand knowledge) fiantwagsuannuauaslade
Fuaiaionade (Purchase intention on Esport’s virtual goods)” WAaN1INA®aUNLIN ﬂau%’ua&luﬁj’m
fiszdusidAyneaia 0.05 e P-value iy 0.003 TadnsiminTasawinny 0.186

mnmimpﬁ]ﬂ"l@ﬂiuﬂygﬂuuummmLLuuaumﬂmaaiNlmmwmm:auaa@ﬂﬁaaﬁu
°1TagaL‘Tmﬂi:ﬁ'ﬂﬁmnﬁq@wﬁﬂﬁﬁﬁbﬁﬂﬁtﬁﬁ'ﬂﬁ sanuusumslassaaaseidaninadennuaslade
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FATLMITATNEALFUN9ENT NG (Path analysis) s LlaNITNNIBNTNANI9ATS (Direct
effect) AnFwannidan (Indirect effect) Lazdniwalausin (Total effect) WU BnTwavastfadufisinads

MINANAMNTILATZALFUNNIBNTWA (Path analysis) U3 TaUFA IAARIFAIANTI9N 4 wazANT190 5

A13291 4 LFAINANTIATIZRLEUN9ENTNA (Path analysis)

(n=387)

Path Analysis Direct Effect Indirect Effect Total Effect
IN — PUR 0.240 0.235 0.475
IN — IDEN 0.702 - 0.702
IN — KNOW 0.009 0.322 0.330
IDEN — PUR 0.247 0.085 0.332
IDEN — KNOW 0.458 - 0.458
KNOW — PUR 0.186 - 0.186

86 “IN = Esport Involvement, IDEN = Esport Character Identification, KNOW = Brand

Knowledge, PUR = Purchase Intention on Esport’s Virtual Goods

@139 5 uFaIAn P-value TaIMINARDUFNNAIUVBIAMIFURUTAIL T

ANMUTNNUS CR. P-value
IN — PUR 2.236 0.025*
IN — IDEN 9.315 0.000***

IN — KNOW 0.097 0.923

IDEN — PUR 2.347 0.019*

IDEN — KNOW 4.928 0.000***
KNOW — PUR 2.971 0.003**

naEng *IiydAyneaianszau 0.050, *IRpdAYN1IaNaNIZAY 0.010, **Hiudany

@ ]
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