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Abstract

This paper aims to investigate how a gamified investing approach enhances investment intention
through a context-aware online investing environment and explains the effects on motivation and
investor learning. A system of gamified investing activities based on GFCS (Gamified Financial
Communication System) was developed and implemented in online investing in improving investor
motivation and in helping investors engage more actively in their investing activities and self-learning
process. By applying Structural Equation Modeling (SEM) to empirical research, the questionnaire
contains 1. An Interactivity Scale; 2. A Gamification Scale; 3. A Learning Motivation Scale; 4. An
Information-processing Scale; 5. A Risk Aversion Scale and 6. Investment Intention Scale. A total
of 247 retail investors participated in this study. The Structural Equation Modeling (SEM) analysis
includes the path directions and relationship between descriptive statistics, measurement model,
structural model evaluation and six variables. The research results support all fourteen hypotheses,
and the research findings also show the effects of learning motivation on investment intention,
with strong learning motivation resulting from a high investment intention. As a result, it is further
proven in this study that a well-designed GFCS would affect investors learning motivation and
investment intention. Finally, the relationship model between interactivity, gamification, learning
motivation, information-processing, risk aversion and investment intention is elucidated, and three
suggestions are proffered for a financial service provider of online investing environment and for
further research, so as to assist financial communicator in the application of favorable gamified
financial communication strategies.

Keywords: Financial Communication, Gamification, Retail Investors, Investment Intention
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1, W ALLLANARINNIRBAN TN BUdELLAAEUNY (Gamified Financial Communi-
cation Model, GFCM) mu‘u@uuLLNm’L@’Luma‘meLm.;Wwmmumwmunmmumﬂﬁ@ﬂ

2. LW@aﬁmﬂmmmuwuﬁiymwﬁmwmm@mamwmuumimm (Investment Intention) U84
Unasueeee

LUIAALAZINUARBNLN TR
Gamification
a a e . I a V= s '3 a s v
ULIAAIEINH (Gamification) \uiuiAansinszansianesdlsznoauseanunaniomasinld
AufansINauANeNWTeaINL3UNI89NN (non-game application) (Dominguez et al. 2013) Hamari

and Koivisto (2014) flaldeidmelidn qauszassmuuimndanugniannldinunisdyfauiug

L’Wjﬂ\‘iﬁ’ﬂL’ﬂﬂ‘].;ﬂﬁ@LL@%‘QN%uﬁﬁﬁ@ﬂiimmmiﬂﬁdwqaﬂﬁuﬁﬂﬁﬁﬂjﬁu (C. Girard etal. 2013 ;Wu et
al. 2012).

nsanuaINt T AU TN RrANFinun1a1aesanunsallulanAanass
(Coyne, 2003) LLmﬂ"m%’waﬁm%mmmﬁfmiﬂﬁqn’mﬁaLLmuLW@mizgLﬂwmmmémuvlﬁlﬂu
atiNA (Piaget ,1962) FathusmanansanaialddnuuedadanuifuninindnaniwlsEumildls
mwhum@@'aﬂLL‘uuLmzmiﬂxﬂ@iﬂmmmmﬁ'@m:ﬁﬂﬁﬂ@L@ﬂqrﬂmLﬁmmiﬂﬁﬁmﬁuﬁ’umﬁﬂﬂ@
nsuiiloyvnsneauiesadeldsz@nanan (Dominguez et al.,2013).

‘Lummﬁuﬁfa”mqﬂixm Fuazithuunedaiauludies feanunnaneseda (external motivation) 1
ﬁdeumiqLﬁwmmzﬂ:z%u@ﬂwLﬂu%uLﬂum'aum?ﬁqﬁﬁﬁﬂfﬂﬁél@iu (internal motivation) 818130719
11szLﬂmmmwzﬂm”Lmu%m (Domde-Marcos et al., 2014).

Amab etal. (2013) Wasillassaireneimuinuiienteeuaaniilu 4 37 (4DF, (Four-Dimen-
sional Framework of Learning) Usznavldfag wusanassresaniunisal (model), Eumiting
1‘1J'1Ji°’f;|ﬂ[§l“1°n (context of deployment), ﬁ‘ﬂﬂ@‘”vﬂﬂm@ﬂ‘]&m%m”wqmm@m’a\‘mwﬂu (user profiling)
LLmNNNmLL@ LLuqmwmmmu (pedagogical perspective) Iﬂil'a’aﬂLLi_l‘LWN 4 ummwaﬂamaumw
Lu'amLL@vgﬂmemmmuuLm

fethuiletuunanids NNz N I IUNNEEUTMNNNNIRULATNIZLAUNNTANYY LIIATNNTD
asAlsznavaasnudnun g lduainuana Tddnazdu nsazanazuuu (point), Adyansniians
faAanudnda (badges), AadALazudAslnAINNATNTD (progress bars and meters) LAZEUALNT
wiisduaeagen (leaderboards) 1w %ﬂﬁﬁﬁ@ﬁﬂé’muﬁuLﬂ?}lﬂquﬁmmﬁmmﬁnmmm
anananielugidimanafiandls

aMNN3ANEIU89 Sandberg et al. (2011) wudﬁﬁmwﬁwmumrﬂ%mwﬁ ABINARENYN (trial
and error) Slumummu@%mﬁmmmammmﬂuz&quwm WJEIL‘\/?[E]NLL‘IA%W@L‘NLﬂN@\iLMN’]‘”@Nﬂ‘U
ﬂ’]ﬁ‘@@ﬂLL‘]_I‘Lqu,‘LI']_IZQ'B@’]?‘V]’Nﬂ’Wi‘L\‘i‘LJLW@Hﬂ@\W]u‘i’]?;I‘FJ@EWlm@\‘iLi‘ﬂuﬁ‘LL@ ANEURANITNNINNTAIN Y
R HLIRN mmmmvaum@\‘m@%L°n<1mm&wmmemuﬂmnmnmmmmmulul,ﬁmmﬂmi
a9y (Investment Intention) auanxnsnussqitlmune ldlaaniszanifaasales (Prensky, 2001)
ARCS Motivation Model
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Tmmﬁ'f;uslmywqwﬁﬁ@umgﬂ%uﬁﬂﬂﬁ nagslaliitalanyaranensaauanginsully
LAGWETIaanng (Robbins, 2005) N1334la L‘ﬂu&l@@ﬁﬂﬁ@L@ﬂ‘i_qlﬂﬂ@%ﬁﬁu’h@mﬂa}ﬂuuﬂ@\ﬂE]uL'E]\‘iVL‘L]
mmﬁ'ﬁmmi megﬂﬂumi@ﬂuimmmLﬁm%uiﬁ%wmma’lu(intrinsic)Lmzmﬂu@n(extrinsic)
Prensky (2001) ¥aglidussaslaidunoyuadnfyfindnsuligduuesnnidildgnazuaunsdau
Saveniazugald

nufiitaiuungslafildfuesnsunsvaneiigangufvilie ARCS motivation model 194 Keller
(1987) 1ngl Keller Taiifiudnefnia ANt AnI84n1709n MULIN S A UILLIANTAAN dEauaiusiad
ﬁmmu'l@l,l,a:é’m@ré’iwﬁqLmLmzmsmuﬁiﬂf«%ﬁLﬂumﬁ”\ﬁmm@ﬂ@ wndednsaeuiifilszananm
Favaieusqelauazgnasnuuuan iR LAuaIANEBINI19E U LILAIa89 ARCS A9gnadng
Tuiteifhunsenlunisesnuunwiensiannstnlssaninmaesnistaunisaenllusa anvis Karoulis
and Demetriadis (2005) l#@ua31n135n36 LLim‘l@ﬁJ@qéG‘ﬂu‘lﬁiﬁﬂmqLLﬁJuéﬁﬁu ARCS model
s lsanAuuWIAREaINY (Gamification) ilunimsgiuresnisainussqelalunisauiandos

adftlsznat1ed ARCS model uiisaanithi 4 37 1)anuawla (attention) naslddantssauivain
wangaNsnnIzsurNanlalasiuedFaulsd 2)mmwﬁlm°ﬁm (relevance) LUenAsANAEate
AUIZUINLN E‘S‘ﬂmﬁ@mﬁﬁu RTAE 3)m’mﬁu1@ (confidence) LUaND4 mmﬁu%mmrﬁjﬁﬂusjm
izﬁumiﬁﬂﬂﬁz‘hL?@ﬁ@x%ur;huﬂmvl,ﬂmimu@umumwméﬁﬂu 4)pyuivanala (satisfaction) 193
fepnnaienelavisedsslanilauannsBaus Tnefia 4 DRmduiaduinaeuussqslateadden
dudsnliinasmuBuuiuannisnisasusassiaedlsetnllss@nsnmn

Keller (1987) ﬁfafi’]mmwmmmmﬁ@ﬁwﬁuﬂﬁﬂﬁ'LLﬂir;Tumuﬂmummm”\‘u,l,@”ﬂ’]ﬂﬁﬂmﬁ’]
FIONNIFUUIBIUAAZLAAR mmmmmmaLL@vﬂ’wﬂummmumumnﬁmmmmeaﬂwmmuiﬂm
neasiiaUfji mum@@umiﬂuiﬂzmﬂwmm TmﬂmLmumnimmmmmmamufanquwﬂfmm
UsvauanudnISa iail Keller (1987) faifugindnnnsitiaseuaznnstinl/4aes ARCS model Aasld
Fluﬁﬁu”ﬂ@tl%ﬂ‘ﬁl@‘mL‘HE]LLN%FL@‘?;‘H’W avnerliaeegFan

me%mLﬂummﬂiwn'ﬂumﬂmmqmﬂwm‘wﬂi”mummmm mevmLiwml,miuumvww

% 1

ifamwamm (Prensky 2001) muu ARCS motivation model mmmﬂnmmLwama‘lumifafammu

a
o

‘WZ\]ﬂQM?LL@‘VL‘W'E]ﬂivﬁluLLiﬂﬂﬂlﬁluﬂ’W?L?ﬂug (Keller, 1987)

wadnaniaasunlasmeussqelalunisiEaud Karoulis and Demetriadis (2005) 11831 ARCS model
pogaziflunuaiduiudnsdanas 19 lunsin@uszuunisBauininuuAndany (gamification) i
anszandld Wedsannuuudtaes ARCH lunisdneiliaduimunssuunld gamification iianis
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LIERZATUNITAIN UL

= \ a o Ny o = o a o PPy
LN@@%SLU‘UTUVWQQ GFCM uﬂmnu@:lﬁﬁlugmuu@ﬂ@m UNITRAUIANNLNDNUTEALITL HLTE

adlEFuTaedaaiion (intangible reward) WU theed (badges) AZWUU (points) LaLsNTANTAF
1% (tangible reword) 1w wlsde lutlseniAlanaaniue Lﬁ@LL@@x‘lﬁxﬁﬂMﬂ’]WLL@%ﬂ?‘NWm%’ﬂdﬂ’]iﬁmu
saulundngms

Gamification mm:m@m'a\mwmt’ﬂﬂnLL@va‘q,‘uu“l‘w@u@mfﬂuumummdqumu"l‘v]uﬂmwm
m’;‘mummmmsmmmﬂmm*‘uuummmﬁmmwLm@@w“lumLsﬂuwmmumnmmwmw\m@wm
I¥5uansTLL QL‘?EI‘LLZQ’]SJ’]TE]Lﬁ‘f—‘_lug@’mﬂ’)’mNﬂW@’]ﬂﬂJ'ﬂQﬁ]uL’mLL@;‘ﬁuﬂﬂQI@ﬂ’]@W@xLLﬁlﬂﬂﬁﬂ[ﬂuL’ﬂ\i
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NN5RANULLUATWAUITEUL GFCS
37U GFCS {luyia Website uaz Mobile application 19ausanasdlsznavfaniluseiingyu

v

sneielag ANNINWA 1 TTULNTARANT GFCS annsautsaaniilu 5 asAdsznaumail

1) Investment Tools Lﬂuﬂ;mLm'?;mmimnwﬁ@mﬁﬁﬁq%@mﬁwd’nﬁwﬁﬁqLLu'u Manual, Automatic
Trading nstiufininlaanenu sanlfenstiaesfaniunisafsesnisasmuaesmesanisasyuiiio
%u@?\mmﬁﬂmnuum:ﬁu

2) e-Learning Module LﬂuﬁmGﬂuiwwmmmuﬁﬁLf':fammuﬁquimﬂﬁmmﬁmmﬁﬂ%mezﬁ
mamsdusazinasuileatdn unFeudwisludmou] s fiRnuleladawsanszdunts3eul
(Learning Motivation) Wl lulasea¥raunFan Aenssewilundiinle (Video Clip) UnAx (Blog)
wazuuunagaumNidnla (Quiz) Tneunsnnalnmafia@any (Gamification) HUNNTUARIAINELR
SefFeunuunFauvielfunsiadleiuumesen|frzuuiinmudimang

3) Information Module LﬂuLmziﬁﬂH@‘1‘71'mmfmmmnmmwzﬁ”nﬁwsﬂl,@:uﬁLmﬁw?'%“mm
Broker iudayafitiunsmmasauuazniunnanig laaniedniedayaaiunsorildvansg WL
N19 Search, Ranking, Category

4) Communication Module L‘flwnmmqmm@mwam@muu GFCS Lﬂu?ﬂLL‘LI‘LI Instant Mes-
saging fiinawmuaziuinasualinaniuduned Investment service Inefaanisaunuiutieenn
musnmozAanisnisasuithauanla salufaszuu Auto-message finaeniewinasmuiile
ATLANMUANITAY AN

5) Competition Module Lﬂumﬁﬂizn@uﬁ'ﬁnmnummmLﬂ?llﬂw,ﬁﬂum@mmmmwdwﬁu
IFuazanunsnuteiuienaaeutlss@nsnmsesnisasmunuassmesidiaiunmsaanunannaln
WARAELNN (Gamification) L‘ﬁl@ﬂi:éjﬂﬁﬁ@ﬂﬁummmmﬂuvl,ﬂmhmﬁﬁme

Investment Tools

e-Learning Module
+  Progress
+  Completion

Infermation Module
+ Equity Research
+  Market Summery

Communication Module
+  News feed
Feedback
Instant messaging

Competition Module
Leaderboard
+ Point, Reward




' '
a o o

058N FINAANARILTV AL T 24 @1Tuf 2 (WOHANAN - RIVAN 2563)

R
G IESTMENT STA

Learning Module

T, * Live Stream Class
[} * Video on demand
Progress Bar
Quiz
Q&A

(VDO) vrsa: §iniEmsiesivdmindaladiionats
vaetnls

AR 1 User Interface LWaAd0989A132na19993 s UUAS479 GFCS

NSALWUIAR LUNSANEIIAE

= X 9 a a a P a ~ ~ o

nsAneinenennlduarlssilingss@nsnmnisdedsn1anisRunnsamuienisizauias

asilavnfnsauesretinawueges Tnanisinagninis@auiidany (gamification) Uszegnsson
AueaAtlsznevaessyuunsasueaulall (online investment platform) tunisaanuuuliiuiie
IReiuzUdNaRanssuNIsAIUasILazianssunsEauiasna ludsuneunii Whunighanis
Hufunansznuaes gamification Naswaste useqelalunisiGaud (leaming motivation) nstlszaag
N@‘il"ﬂﬁqﬂ@ (information-processing) ANFUANLAENAIHLAEN (risk aversion) LL@:mmﬁm“ulummmu
(investment intention) TagANHUN1THUIZLL GFCS (gamified financial communication system)

= a Ao A o o P S a =
AINNITANELUIARLAZINWIAENINEdes fadeRenuuansaLLuIAAN 14 lwn19ANEA (Conceptual
Framework) f4A W 2
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. A ¢ soia N =

[Acc 1k, RN \ermen Recognition) . " ’v'- s A e |
5 Kb ST

Joea]

! Active

e
[y el ;
oo

= Higher-order ’ = Lower-order aisakon
O prok e s 8 -

.ﬂ’W\lﬁ 2 LL‘LI‘LI’QO’WZ\]@Qﬂqi‘aﬂﬂ’]ﬁ‘wq\‘iﬂ’]i‘ﬁuﬁ‘)ﬂLLu’]ﬁﬂL%ﬂLﬂﬁJ (GFCM)
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ANNAFIUNTIAE

mmﬁgm'ﬁ' 1a (H1a) NIMBUAVAINANTNATILINAB WU ARALTALNH

@uuﬁgmﬁ 1b (H1b) NspaLUANeIHaNENAEILINsaussqelalunsFeul

mwﬁgmﬁ' 1c (H1c) uwrAnTanuianswaldsuansaussgelalunisens

mmﬁﬁm'ﬁ' 1d (H1d) LLuqﬁmL%qmmﬁ%‘w%‘waL%\mfmm'@miﬂivmm@%@m

muummuw 1e (H1e) usqslalunisFauianinadauansdenislszananatoys

mwmmw 1 (H1f) LLN@@‘I@‘LumaLmuiu@mﬁwaLm@umamsmm@mmmmm

mmmm‘w 1g (H1g) me%lmmwmmmwammﬂmmmmmu“lumm\mu

muummuw 1h (H1h) m?ﬂivmmm@m@mmvmwmmmﬂrﬂfam‘mmﬂL@mmmmm

mwmmw 10 (H1i) mavmnL@mmmmmmmwmmmﬂﬁvammmuu‘lumimwu

mmmgmw 2 (H2) LLu"JﬂﬂL‘D\‘lLﬂ‘MLﬂu@’ﬂﬂ@Wﬂﬂ%ﬁWf\l?ZﬁW’JNﬂ’)?WﬂU@u@QLL@vLLﬁﬂﬁﬂiﬂluﬂW?S‘ﬂui

auuﬁﬁmﬁ 3 (H3) ngﬂﬂumiﬁﬂui’tﬂuﬁ'@ﬂm@v@wmwdwLLmﬁm%\immmzm?ﬂixma
nadaya

mmﬁgm'ﬁ' 4 (H4) ﬂﬁ?ﬂ?tu'mm@‘ﬁmﬂ@Lﬂu?ﬁlﬂﬂ@%‘iaMEW@%MdNLL?@QQI@IMﬂW?@EH?LL@tﬂW?
WANAEIANNIAEY

muuﬁgqu‘ﬁ' 5 (H5) mauﬁmﬁlmmwmﬁmLﬂuﬁaﬂ@ﬁa%w%wai:udwqLw@ﬂﬂumiﬁﬂuim:
mm%@ﬁu’lummmu

ReNANN

NTABLANEY (interactivity) MuNeID Qmﬁﬂwmmmmi?ﬁ'ﬂmmuuﬁ%m@ TagLannsdnTeAL
aanid 3 NAA8 Active Control, Two-Way Communication, Synchronicity (Liu, 2003)

WHAARAEINN (gamification) MNNED Anstnesflsznetma NN UL FumA laildng
Tnemsaluntsisiine vsuniannsunisasueanlal Tnautenisinszsuaaniiu 3 Sfsznaulyl
gl Enjoyment, Social Recognition, Usefulness (Hamari and Koivisto, 2015)

wseqalalunnaEend (learning motivation) xnade n1saieussgelataedngFauduguinans
lunnseenuULABNNIFeU LWILA1ABI ARCS uiieenili 4 TAAe Attention, Relevance, Confidence,
Satisfaction (Keller, 2010)

nsiszananadaya (information-processing) wanes AvNaNsalunsilszuanadays
11a196uNIIRUNNTauIeinamy Tnauieanidu 2 §RAe Information Acquisition uaz De-
cision Quallty

NIVANIALAANIEEN (risk aversion) MBI ixﬁ‘ummL?ﬁlmﬁﬂﬂmnuwmmmwﬁﬂLfﬁlm
Lﬁ@mmmmu%hmmmu (Slovic 1972; GOMEZ-MEJIA and BALKIN 1989)

mmrﬁ?@ﬁﬂummmu (investment intention) MN8N AMNABINITUAZUNUALRLAANTTNANS
mnummﬁﬂmvgmﬁl@ﬁ%maqLﬂmuwmqmiﬁummmu uthaanidlu 2 dauAea Short-term Laz
Long-term (Mayfield et al. 2008)
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sziliauagiag

miﬁﬂmm%\a‘ﬁtﬂumﬁﬁﬂL%qﬁ?mmﬁgﬂLLuumﬁﬁﬂﬁqz\?ﬂm@ Tnafidszanshatinayuse
fjfaﬂ‘ﬂ'm"ﬁﬂﬁi@w;uﬁimﬁmmq@@ﬂ@ﬁmmwu GFCS Haunangusinetneauiu 247 au Inafaae
13EN191ANNANFIAENILLILIANZAY (Purposive Sampling) mm@mmuﬁﬁﬁﬁmumﬁdwxrﬁm@mu
Hudesnveaulafluszuy GFCS uazlingusnetadudadiaslalunisneuuuusauninsaeso
189 (Self-selected) Tnafidadniiuuuaaunnaaulal (Online Questionnaire) dsianguiiinvang
Fafldunanafunisdears GFCS Tnams Lﬂé@qﬁ@ﬁiﬂumiifmmu%mﬂ;”q‘ﬁ AD LLULABLIDNN
ﬂﬂﬂ@ﬂﬁﬁﬁﬁmmﬁlﬂﬁmLﬁ‘ﬂﬂﬂ@luﬁ"mﬂﬂﬂumﬁmuLL‘LI‘LIM]‘Lm’m (Screening Questionnaire) AN
@mauu‘“ﬁﬁﬁmumﬁ Tnautsneazpunlassaiauuuaaunineaniu 3 dou

daudl 1 Aonafeafusnesmeilszaine Wud me 81¢] ADUNINNNIANE Uszaunisnlly
NMIA9YU LN URNAY Y meimmm‘ﬁ'mwd"\amnmmmu NMUANSIAFILLTILLUN Ny R
(Nominal Scale)

o

doufl 2 Annafaniunislddauazn1siuasmiesaenisiunisamu AuuansiasausuLL

o

WIN1Ttyal® (Nominal Scale)

douit 3 wuAeUINREaRUTTasefideansralunseunsiaansmnenisfiulusyun GFCS sznew
gl Interactivity, Gamification, Learning Motivation, Information-processing, Risk aversion, Lag
Investment Intention NuUANIIAALWU I ULLLEUATANA (Interval Scale)

gadeldanmmansssuLazimieuNulunTiascideyadeliniu Inaazuilanadeyaain
WUgeUaNRLT UK IEE AR snenRames a4 sunsy Smart PLS 3.0 Lmﬂ%ﬁmaﬁﬁuﬁm
lunnsiimvideya il

1) ADATINTTUUN (Descriptive Statistics) LW@@@MNQ@‘MNLL@;LML‘W@FLWVIi’]‘].l@ﬂ‘]:rmwwuﬁ’mwﬂﬂ
m@\m@um'amq Imﬂ‘lﬂjmmmm (Frequency) ANFaeaz (Percentage) ﬂ’]L’va;l (Mean) LLZM@‘JL&L‘LIEN
\WUNIMIFU (Standard Deviation)

2) anpLINaYNIU (Inferential Statistics) Lﬁ@wmmumwﬁgmﬂzﬁuﬂ?zmmimﬂ%mmﬁmmzﬁ
\&Un19 (Path Analysis) Wil Partial Least Square (PLS) el nssianuLAnsnaszinadals

wazatAIzAIA Nkl sl nanafquls

NAN5IaE

namsIseasnagUldFase il

ngusetadumatanInndwan Andudenay 62.75 Hengalumag Generation X 110
'17{2\3@ AnfluFasiay 51.42 ﬁmiﬁﬂm‘lu?:ﬁuﬂ?fyfyw?‘mnﬁzgm Anfluiatay 52.63 u@nmn‘&uﬁmﬂ@
nansasunudndaulnnjreanguanedeiilsraunisniaa 0-1 1 Anfluasas 48.58 Hiuasu
findn 1 & AnfluFenag 66.40 ﬁiwmmmm)if;"\ﬂumimnuﬁ 1-31 AnuFesas 46.56

ﬂzg'mﬁq'aﬂﬁﬂ%mmqmi?ﬁlfmmﬁamiﬁumimnumﬂ'ﬁ'qmr:i’m Bua Anflufasay 32.46 904
asanflunsdegnenelussuy GFCS Anidufenaz 27.39 u@ﬂmﬂﬁumjuLﬂmmﬂlﬁmmﬁﬁﬁﬂ;
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Auunasdangaietsznaunissindulasmuain nuddandaminavssnudnning Anduienas
44.94 ansuaasaaniu wilidasdunisasu Anlufenay 13.36 uay Facebook Page Aniilufas
ne 12.55
nanlaaagUlfdngusinedwaesinamuduiaiinuuazBuaniiufanssunisasmulugeg
. e - Ao aud B
wWasukureamalulagdeaisaziinldannisnidealddenuazanzimaaiuiidlniude lnalu
AUz dATY

HANSNARALANNAFIUNTIAE

ﬂ’]i"JLﬂﬁ‘W”M@VIﬁW@L%Q@WL‘Wﬂﬂ‘ﬂ\iﬁ@@ﬂ[ﬁﬁ\i I m'mnﬁ‘wamammmuulw,ﬂﬂmmmmwulu
LN ADENIMNINN RUdaEaAF LN TaRNENANIA (Direct Effect) LaBNENANNE0N
(Indirect Effect) tme/ld mmuﬂiummumﬂmmmqLL'mJLz’q“umqmﬁmmﬁ@ﬂﬁa;mmqmu (PLS-SEM)
AN Path Diagram AEinaueliuga (Chin, 2010) A9NANT 1 e lAnnaeuanuRgIunisise
m@ﬂmmiwm@ummﬁgmﬁqﬁ

mmumm‘w 1a (H1a) wudﬁmim@uaumﬁ%w%waL%qmnﬁimt,mﬁmL%qmummﬁﬁm”zﬁﬂﬁm
(B =.757,p<.01) TnessfunnInaLguasTiinauasyin s fTeanuanNTuANE eI ABYENG
mﬂm (Large effectf =1.341)

ANNFFIUN 1b (H1D) wmqmimmumu@mwaLmquqnmme‘l@luﬂmwmﬂﬂNuuﬂm
A1ty (3 = 155, p <.05) Tmmmumimu@ummmnmumwﬂmmume’L@’LumiLiﬂmmnmu
muﬁqmmmmwamm (Small effectf =0.023)

mmmﬁm‘w 1¢ (H1c) ‘wmﬂLLmﬁmmmmmmwaLﬂmmﬂWﬂme%‘luma‘mwmmquuﬂm
a1y (3 = 624, p <.01) Immvm‘uLmemmmmnmmvmﬂm”mumehlummﬂmmnmu
muﬁfmmmm@mww‘l‘wm (Large effect, /* = 0.377)

mmumm‘w 1d (H1d) ‘wumLLmﬂmmmumwﬁwaLﬁn\‘imﬂmmiﬂivmamm@m‘ammumv
A1y (3 = .357, p <.01) Tmmmuu,mﬂmmmemnmmmﬂumumaﬂum@m@m@mmnmu
muﬁqmmmmwaﬂmﬂmq (Medium effectf =0.128)

mmmmw 1e (H1e) wummeﬂfﬂummﬂmmmwammnm@miﬂumamm@m@mw
Haezddny (B = 439, p <.01) Tmm”mumesl,fﬂumiLiwaﬂnmnmmv'wﬂmvmumiﬂi”mmw@
%’fau@mﬂﬁumummmmfamwmﬂmnmq (Medium effect, /= 0.198)

zmmmwn 1f (H1f) ‘wmﬂLm@\ﬂﬂumﬂmmmmwam@ummwaﬂLammwmm@mmuﬂ

Wmmu (B =-.400, p <.01) Tmﬂi‘“’ﬂ‘]_lLLN@QSLWGL‘HH’]iLif;IuiV]N’m‘ﬂu@”Vlﬂvii“”m_lﬂ’ﬁ‘ﬂ@ﬂL@ﬂ\?ﬂ'ﬂll
mem@mmmwmmmwwLzm (Small effectf =0.088)

mmmm‘w 19 (H1g) ‘W‘umLLi\m'lﬂumimemmwammﬂm@mmm\muhmammu@mq
Alaazdn Aty ([3 = 375, p <.01) Tmmm‘umehlummﬁmmmnmummﬂmvmummmuu’lu
mimwumnmummmmmmmww‘mm (Large effect, /* = 0.157)

mmmm‘w 1h (H1h) wm"nm&rﬂawmamm@mu@mﬁwammﬂmmw@nl,@mmwmawmq
uuﬂﬂvmmm ([3 = 249, p <.05) ‘Emm funsuse mammau@wmwm”wﬂm”mumimnL@m
AN AR BN TN ABYENATLAN (Smal effect, f* = 0.034)
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mumﬁgmﬁ' 11 (H1) WudwmiuaﬂLgmﬂfsmé‘ﬁjmﬁ%w%mL%\imﬂﬁifam’mr;ﬁﬁuslumimnu@ﬂw
Hilrezddny (B = .217, p <.01) TeIs AU ANIAEN ARSI NT WAz s duAn L Aasi
’Lummmumn%mm5@%mm§m’§mﬁLﬁﬂ (Small effect, /= 0.053)

mmuﬁgmﬁl 2 (H2) W‘LIR]"]LLu’]ﬁmL%\iLﬂuLﬂu?ﬁl’aﬂ@’]\‘i?ﬂV}%W@LL‘]_I‘]_I'ZQ'QLﬂ?‘u‘i_l’mﬂl".)u(complementary
partial mediated) sen99NNIRELAUBILATIINRI LA TN EEUE

amﬁﬂm‘ﬁ 3 (H3) wudﬂngﬂﬂumiﬁﬂuilﬂug@ﬂmﬁw%mLL‘uumL@?ummfm(comple—
mentary partial mediated) s¥#d19UUIRAITINNUAZNNTLENANATRYA

mmmﬁﬁmﬁl 4 (H4) Wudﬂmiﬂizmama%@HaLﬂuﬁﬂﬂ@ﬂq%wﬁwamewjﬁum\am’m (competitive
partial mediated) iwdwmegﬂalumiﬁﬂu?jmzmw?mL'&immwm?ﬁ'm

muuﬁgm‘ﬁ 5 (H5) wuinsvanaaAnLidsTudenasaranauLLutaduLn oy (compet-
itive partial mediated) a‘:‘m’qqmegﬂﬂum?ﬁﬂuimzmm[;Tqﬁu‘lummmu

Relation- | Path Co- | t Values | p Values 95% Con- Significance f2 Effect Size
ships efficients fidence (p < 0.05)?
( ﬁ) Intervals
IN—GA |0.757 22.729 | 0.000*** |[0.684, 0.815] Yes 1.341 Large effect
IN—LM |0.155 2.278 0.023** [ [0.019, 0.281] Yes 0.023 | Small effect
(Indirect | 0.472 9.324 0.000*** Yes
Effect)
GA—LM | 0.624 9.955 0.000*** | [10.494, Yes 0.377 Large effect
0.738]
GA—IP |0.357 5.083 0.000*** | [0.223, 0.496] Yes 0.128 Medium effect
(Indirect | 0.274 5.830 0.000*** Yes
Effect)
LM—IP | 0.439 6.519 0.000*** [ [0.298, 0.561] Yes 0.194 Medium effect
LM—RA [-0.400 3.897 0.000*** [ [-0.570, Yes 0.088 | Small effect
(Indirect | 0.109 1.920 0.050** [ -0.160] Yes
Effect)
LM—>1I 0.375 4.897 0.000*** [ [0.206, 0.504] Yes 0.157 | Large effect
(Indirect | -0.063 2.206 0.027** Yes
Effect)
IP—RA 0.249 2.180 0.029** [0.044, 0.430] Yes 0.034 Small effect
RA—>I| 0.217 2.661 0.008*** [ [0.004, 0.332] Yes 0.053 | Small effect

Notes: *significant at 0.10, **significant at 0.05, ***significant at 0.01.
FI19197 1 HanIMAgeLLULSIaedlasaFTdu (Path Coefficients , 0)uazauinvesaning /
(Effect Size)
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aflsananisiay

mﬂmma;ﬂ%%ﬁwmuammﬁﬂswNamﬁﬁﬂmmﬂmﬁuﬁqmiﬂﬁ

nsasziannislassairanudnanisansniullmuannmgiu Tumansdeanadpanm
apnndesiudayatialsrandluszAuraudngg TﬁmLLN@ﬂﬂumiﬁﬂuilﬂuﬁ@ﬁﬁﬁ'm'qN@’lﬁmm;ﬁ
ﬁu’lumimnumn‘ﬁ'@m sasawfuuuRadany aaansneinauanisisaeanidy 4 dou
doadane i

douft 1 nalnnisa¥epauAuag (Onboarding)lsznaslidnspaudiiugszwing n1smay
A14 (Interactivity) WIAAEINN (Gamification) wazusegelalunisizewd (Learning Motivation)
@qmﬁiimu%ﬁ@“lummﬁuﬁuﬁﬁaLﬁuLLamqﬁaEw%waﬁmmuﬁqﬁuimﬁm\imn Interactivity [ | Gam-
ification [ Learning Motivation &uﬁﬂ?mm%mmmﬁﬂmm wanslshisiudnfladngezuy GFCs
UnasuaINIe dnlauaziEnl$en Website 1oz Application 18luiud Turnisnsaiufitlnlantalsd
nalnidana (Game mechanics) Awnsnaglussuudnannszdulfifansdauiuazianssunisaau
Ty FIIRABLNANITANNUW E1UT19ANTuALYAAIIzINIsawu usy nanalidndadenisney
aued (Interactivity) waznalni@eins (Gamification) g Ee LAy TURTINANAULALIAN
szasvheszwinddfusssuudeans delduiuudiaziinusanssiuldinamuianunsziesedu
‘l,umiﬁﬂuimn%u@mﬁmw

AUt 2 ﬂavlﬂmé’wmmgnﬁu (Engagement) Usznauldfaemanudusiussemndns wamadany
(Gamification) LLNfﬂﬂﬂumﬁ‘G‘ﬂui (Learning Motivation) Lmeiﬂimfmr}m"ﬁmﬂ@ (Information-Pro-
cessing) nanaldindanalnidana (Gamification) a¥1eusenszgulurinaudadldunnduinlus
narnannsalunisdszunanadaya (Information-processing) Rahumaldan snzileti
mmu?ﬁﬂﬁzﬁwﬁlﬁmm‘uﬁuﬁ@ﬂsiumm\mwﬂmmuLLz’w’qr‘“—i%;ﬁ%ﬁamqﬁ (Focus) ﬁu%mﬁié’i”mmz
sndulaldednadumgduns duRasiudleinamuldiuusnszduniaideu (Learming Motivation)
@vumﬁmmwLﬁn%Lmvmqumu’lﬂummwummu dlanifingls ansnannisiszananadeya
’Lu@;wummiﬂﬂfm LL'&L'NENﬂ's’mL‘H'ﬂi@luituu@'ﬂ’&’]iLL@&ﬂQWNNuSL@GluﬂWﬁLﬂi’]:ﬁﬁ‘ﬁ”ﬂﬂﬂ@ nanaledn
ANNATNITD luNTLsTaaanataya (Information-processing) VL@TS"‘JJmmﬁuméuLLuumLzﬁuﬁumﬂ
Fauua@any (gamification) uazusaaalalunisEauf (Learning Motivation) a519A2 N NAWITIINS
@%mezuuﬁ@mﬁu ﬁﬂﬂgﬁmmﬁ@% (Trust)

dud 3 nalnairsaananna(Equilibrium) Usenaulifaauduiussendng LLNNT@‘LuﬂWi
Lﬁ‘ﬁlui (Learning Mot|vat|on) miﬂummmﬂm (Information-Processing) Lmvmimmammm
e (Risk Aversion) SetnasmulFfuusanszunisi3an (Learning Motivation) azlpnudanuidnla
WA m’muu‘l@‘lumimwumnw ﬂfauquﬂimmmwmaﬂiym@mm@mi‘wmmumﬂﬂmﬂ Wi
lummmmnumuﬂmnummmgu@zmnmm@mnumﬂmu donalilauazndidlasumnandes
ﬁmnLﬁ@T@mmmiﬁﬁﬁﬂa’Lﬁz};q ﬁ\‘iﬁummnﬁqﬁﬁﬁi@mmLfﬁlm(Risk aversion)lunnsasyuasanaq
wazAmsTdlaiiaiu

Tunanguing Indirect effect igaeiudansmetasanislazang Hadaya (Information-Processing)
Hupamdiugidaanielllufiamaieaii denssznanadeyaissansnmgeiuasinld
m’mﬂﬁwifammﬁﬂ\ﬂuﬂ’]mmu@ﬁumu nanalidusanIzAuNI9Ea (Learning Motivation) LAy
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n1susenanadaya (Information- Processing) AaANBNALLLLE T UR N SURNIAEIANNILEEN
(Risk Aversion) @mmﬂmmmﬂmmmm?mmimqmmw,wmvmmLmﬂ\ﬂumimmuimumqm@m
Winel1f Srdusmnnlfiacilenanaquminuazinlidoaaeiliansnsainilslé tneiaes
ﬂiﬂiﬁlﬂugﬂmmﬁi@mmaqLﬂmmﬂmqmmmu uﬁwﬁlmmﬁﬂmnuﬁ@mamu@mmzﬁﬁmmm
Festhulimansauiudaies dunsruaunisadeannaszndennlan(Greed) WarAIINNAY (Fear)
m@\iﬁnmmuﬁ@uﬁmﬁu%éwLﬁumm\mummmu

daudt 4 nalnnisdseifiuiazliuilge (Improvement) ﬂivﬂ@uiﬂmammﬁuwuﬁiymw 1194
m‘l@iuma‘mm (Learning Motivation) m?mm@mmmmm (Risk AverS|on) LL@vmmm\mu‘lu
N13849Y)14 (Investment Intention) N19IFEUINTAINUNILNIITNIAIIAZATN 2 mmmmy A 1) HAau
¥ (Knowledge) ﬁﬁhﬂﬁﬂﬂmnuﬁLmi’];‘iﬁ%uﬂ@iﬁﬁ%u (Information-processing) 2) {¥inse (Skill) a1n
ﬂimumitﬁmqG\ﬂu;ﬁ‘mnmmammmmemm"l,ﬂﬁum’iqLﬁﬁﬂﬂunﬁumm@mmmmu (Risk Toler-
ance) ﬂmqvlﬁfiﬁ'qmw;ﬂmzﬁnmum%u ﬁéqa§ﬁqqﬁﬁuﬁu1ﬁmaﬁu%@ﬁﬂummmu (Investment

v

Intention) AvagjiusaTinamuluszazaalfitiies

¥ s v s Y a
daiduanuzrdmsumsilszgnalddusug liusnisnisamu
P , Aa ¥ o \ A v

1.n9awueaulatifiedidudeamnienisamuniusazaenellluaandas dnasugulndindau
Tunanayudauudausduag funisaunursniames AniunisdeatssauwiAndanuaiusias
W ldpnsiinasungulnsitiiuesnamin

2. fulsznaumawnemirAwdnnindaniudesimuindngnanisGaunisaewnaaiunisauli
dunnsgau sanndmisinlasansawdesrelsindusslignAramu iesaninamuluiaqrii
paen1gAuAdANEliulanauiInIsam L

3. S2UUNNIARANIATHNIIIANANITFEUIUAZNIAULLLAININATASY (Real Time) Wazsie
dleailelinamuuasdliimaiuiaimmnninietlymilfetu inldnszumunsamudull
atisasiniane ufiamsfigndes

TalduakusdINsuNNsIeAsIAa bl
1. MaddeeissiellasrenaszaznaAnsngAnssunisamueesinamumates Wunawiy
1 -3 Ynalitinamuldiivszaunisaliunisamulusaniszimsegianuansneii
2. msldRsnsiiudeyaidansdaeian1sdunimadlianzan (In-depth Interview) nsduniemnings
-ﬂl 57 tﬂllﬁ v v a
(focus group) Walifladayananlusunisdndulasenu
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