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Abstract

This study aims to assist instructors in adopting gamification in their classrooms. While not
everyone enjoys games, our research provides guidance on tailoring gamification to accommodate each
learner's style. This is the first study of its kind to examine not only the behaviors and personalities of
game players but also their learning outcomes. We analyzed data from surveys, Classcraft, and
traditional assessment methods using various multivariate data analysis techniques. Four segments were
identified: Oppo, Warrior, Commander, and Master. We recommend evaluating these segments through
different approaches. Unlike Oppo and Warrior, the Commander and Master segments can be assessed
from multiple perspectives. Finally, ongoing assessments of the Oppo and Master segments are

advisable throughout the learning courses.
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nslauandsraunIsos N3 lawasgmeer n1slauaeialniuean1seenuwes 99:919n13 e (e
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Spirit (Orji et al., 2018) A UaTng# Sociability &ewuwanuULAINITULINg K LaUne AT D
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Taunamne  (Mogavi et al,, 2023) lmansdAnyansrLaungyil Ao nslauduisdn (Bartle, 1996)
posaimaunnelaataudadals (Nacke et al., 2014) uazniaiiusaumilsTunnsasnajduig
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ARITHBIZBUNN (Marczewski, 2015) waziiaangiulUunuFauwndatynn (Nacke et al., 2014)
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w3 aedaaulunisunilymn gannafing s Domination 7 15A197 “Do” M3 8N19NTTIHAINN
(Performance) Wingnandilsasunaulmunauaydinisunilaymn ngu Domination 92A5ITLUMIAR
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Factor Model Waz MBTI — Myers-Briggs Type Indicator (Furnham et al., 2003) 4143949 aT8914% 27
o Ao & a 1% o o ! a o o o ! & . dl
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v o/ i . . a a o
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yinems wagyininanansalalafinfiisarasiunismemaedungs i nueszmassnuinguiies
Tuftnlpmnsinsupesnieun uAanssn “Boss Battle” aflann@ntuiiniiaasslunadonumummie
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109lHIAAT AB AHITEABNNTYNAHIINTS WAZNNSHIREY 4 BuARNATIHSTHINTA NN T aNAe
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fuszmnsaasalnale 77 (Achiever, Explorer, Socidlizer, Killer) @ym@m;ml,z‘ﬁ@ﬂdq wqﬁﬂﬁumﬂz&u
mmmmuﬂﬂmﬂgﬂaﬁ’uﬁ’qﬁﬂﬂ?mmﬂﬁqm Tmm&mﬂfm@;%gﬂé’u@LLuuwuﬁ’uﬁm A 6 c{;j
(AE, AIS, AK, E/S, /K, S/K) gy 5 1adnnn sansiusinazuuniiunazalng (nannynaadiaissn
5on waaRnudnaw (3p882) arnazumiidu il lnimnn Wetiazuusesazaewi 4 alas

o v 1 P (]
m1ganiiazln 200 Azuwn Insunazalnaszdnzuiugegaagd 100 AzuWw
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2. wuuEpUnINN aday AR nanlasr 39818 anly The Big Five Inventory %5 BF
(John & Srivastava, 1999) Faluuuudniazinmn 5-Point Likert Scale 91491 44 BBANDTH LHBYIN
a T o ¥ dl = aa . dl o o/ = o dl
AATILAAINBLAILLATBINBNETR Component Factor Analysis tNBYIINITAALABNIANILAIDINT
arlunabnfndgymaruliwi@stiadmiusaulsunazsa a1n 44 IefaiaugnaniamasLies
23 9BEINTU 5 Factor 919 5 Factor 7114119911 Rotation A1835 Varimax §8AARBINUMAIWLS
Y971 (OCEAN) aremguf] wara nisnafultaaanulsusaulaiannn 54.79% lanwaananui
manay A1 Commundlities 8891319 0.399-0.668 uaziAn Rotated Factor Loadings Agaagy

0.48 ANMNIERRY AU NANININIWN LT DIRUEMSUN3 Factor Andlysis LA 8%11 Data
Reduction (Hair et al., 2010) éﬁﬁ%’mﬁ@ﬂﬁ Factor Scores @138 Regression THANSUMHANUARZFILLS
Feazvinazuunuaasaulsinnedef 0 uariiaraanudsUsaumasy 1 dsznsadayintn
fautlsupazsia i fianuduiuatiues Tymianudaiusfugeasansiaudaviantu Five Factor
Model @ wuwinlnuaslunanasiudss (Gao et al., 2023; Jia et al., 2016) waznanyin{Uvin Cluster
Analysis S9nAUAILLaNGANTTHNNTAUNNENINENIUTZAUAMHEA Ty aR9Ra L TN AnTTanTg

bAULTIH

& v ° o Y ~ o £
ﬂ"l‘ilﬂU‘i’]U‘i’]Nﬂﬂ)jﬂ N"I‘lﬂ‘ill“llﬂﬂj@L%QU‘?N’WQ&THW‘I‘?']@EI‘%L%U’WTTLLUUN@UQWN Lmzﬁ\mmj@
N19INFIUVBYA LUUABLDHAZANARNSIAUTImMEe 3 ASS ASIusnTuEaeEuauIes nABaues
& ¥ a Y a P Yo Yo =y =y & A 3 !
LﬂUﬁ@H@QﬂﬂﬂﬂﬁWﬁ@ﬂ%L’ﬁEIHLW@T"ZT’VWQJ]L‘EEIuLﬁ‘LWIN NHRY 4 A mwammuﬁfum\mmwm

= & ¥ a ' Y o A ¥ a = A o
ﬂ’]ﬂL‘jEIuTﬂEl@?JLﬂ‘LI‘?ij@Wﬂﬁ]ﬂiiﬂdﬂﬁ‘jmumﬂﬂ@ﬁ@Li?;lu LWﬂTﬁLﬁuﬂimﬁﬂEﬁTﬂﬂﬁﬁL‘j?;I‘LALﬂ?;I”JﬂUﬂ’ﬁ

1 1 v ¥ 1
o/

LLUSAIUARIALAZNTYIIN19ARIA g AFeTiann TuramnezesnaBanez iy Beutiazuus
aansandelunisvineuidniineesau@nandu q itueesauies (5-Point Likert Scale) 811151

¥ ~ o Ao A A Y o = & ¥ ! o & ¥ P
ﬁ’]‘l«k“ﬂ@?ﬂZ\]VIH’TN’IU’?ZT‘I@UTHQ’WH’]@EHWF;I’]?Iﬂ\im_lNﬂﬂ’]‘iL’ﬁiluVN‘VmG’l TG‘ILLﬂ TLAUIUYAN Y (Level) v

1 v 1
A YA

HIBEUUART AN SEALEUGIgAYE8ASBILAINIY (Equipment) 28989107571 B EULARZAWADN

! v vV <& Y v 1 Vv & Vv
w1anla 2eyarestgn1siannsaiivinlaanseann Classcroft aagaaauganisansaivln
9INFMIBYA 7D AUEHEI LN IHEIUTITAsT AU R Fansan iufians Tz ennA B e

2 1

ADININAITULNT Classcraft

a e 4 A And® Yo - .
N1FIATITNYDYR muLm'ﬁﬂqmﬂmmﬂmw?mmgfuﬂa#:mw Multivariate Data Analysis
Usznaumay Cluster Analysis, Multiple Correspondence Analysis (MCA) was Correspondence Analysis
(CA) BININNAVINUNEBNIUIT SPSS

TURaNLIN INN19ALATIZN DY AT (ANT AB NITULINGNYADLULURBUDINAIY Cluster

Analysis 57 JeRenly Hierarchical Clustering A98 Ward’s Algorithm tiiavannasziumaninzssunas
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nquadinly uazluanfaadufaznensnsnuiauuanaassaulung uinuesige
(Hair et al., 2010) Fautlsfitaenibinsimssilsznaunsdauls 2 %A FID Wqﬁﬂﬁﬁuﬂq‘jLéuLﬂu
fisznausan 4 faulsses (4 alng) Lmzqmﬁﬂmwﬁﬁﬁ:ﬂ@myw 5 fiautlssas Ty Euclidean
Distance TNN93AAMNLANANNTZMINUARTAY F24M9YIN15 Standardize FauLswgANTssnFLa%
e nflanaiemaiu 0 uazAAHULIsUTmMRD 1 iiReedudauayadnnm tudumend
FaulayARnnmEanudAyos198eneniadasnsn ins1zazsasantadtinasling Bartle
ﬁlfa\ll L%@NT?J\‘]TEI/U LL‘NQGT@ Mogavi et al. (2023) ‘WLI’JIﬁ Lﬁ@ﬁqwﬂ\mﬂﬂmm (Bartle &z Big Five)
sunlrganiiazinemlnlnafassdulneanisusnguiifinaadudunonanng HEXAD Tn

nasaNlANgNKIEEUNILAY HATEYINNMsETNAeRINER AN izrasuAazngulanly MCA
TunnsasnsnamifieiznlasnemisumuaAn Data Visudlization HATEAUNHALETNS 2 N9TH LML
azinResnaidsaieanaanduranlunisauazfinan namianazledaudsfiasynguans
WiEsuiunaAndstaLszn U UFuL WG ANTINNSIENEAT 4 Faulseny aaunsiiaeey
Tydulafiszynauaney Beuitunarandsdnlsznauaidudaudsyafnamitd 5 daudsass
Sauluddnyuas MCA fie daudsvionsnii lsaznasiininadniiu Nominal Scale maamail yaduds
yinn19ulasnn (Recode) ?Iﬂﬂ(;l/’]LLﬁiﬁﬂﬂﬁg@ﬁNﬂﬂﬂQWqﬁﬂ‘i’imﬂﬂﬂ@lum&lLLZ\wL!ﬂﬁﬂﬂﬂwgﬂﬂﬂ’]‘jﬁﬂ
Discretization uuudmifin 2 ngu (Hi i Lo) Tnsuminfinisnazanasaeyalnaidesdunuy Normal
Distribution

1 v Vv 1 Vv

FMEUNNTAT9ANBB LN ADANE I I DY ATBILARENNATE I BN AYARY o WATeiRanTy CA
Tunasaneng v iflasandaudafiaslegAudaudafissynquunsydenludiulsses Andudauls
NOANTTHNTTRUANUATY AN S Aaulsg s uanNn nemiAsmanidanlananisiEon
4 din wutlasptnagnieladaulsinanfesdaiiien daudeis 4 Taun sedudugeqaln Classcraft
#Avinla ﬁzﬁu%uqqqmmLﬂ%mummﬂu Classcraft Maandannly seiumnsanialunisyinem
ufinfianrdnandudundanin wezazuiusey v 4 faudsfuulusasfiaoaduiie dugs
upnsinaafmualuRssiauafsaazssantymn Multicolinearity AaasuAaziaLlaazgn
uasnuiiu 2 A7 (Hi sz Lo) pnidenlauazasniaiduatuniain MCA adauatasimddsid
Fadanansiauaiiasnsiuln adendududowiligrendansay 4 daendadanioun
8 §i1 (9NN 4 A2uls 9 Ay 2 A7 ¢ Hi - Lo) Amuatilzan Chi-square iuAUAAIAIIHANTS

FENINEDIAULT UAATWNTINULL Symmetric Plot
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NANTIS398

Tudesmudaiidaulsuendia 4 ﬂﬂqwqﬁﬂﬁm%‘@ﬂfmﬁmﬁL@'ummﬁﬂummm Bartle
NIMARBUMIATTHANTNE 1A% Correlation Andlysis WUA1 5unA5LIW Killer RAananHs1B9aL
ﬂﬁwﬁﬁﬂzﬁqﬁﬁy (p<.01) fuszAuNI91n Explorer uaz Socidlizer (r = —.561 UAY -.464 AINETAL)
aAgaiuseauniaidn Achiever fipaudnius Beauasnefiiiadfty (p<.01) fusziuzaenisidu
Explorer uag Socializer (r = 352 WAz 478 ATNAAFU) 91WAT87 L2 liAa Bartle sN91897%
AITHE NN WS WULLA 2R (Jurado & Rodriguez, 2021; Konert et al., 2013) wazis amsae ey
ANNANITWE3zMI9RaLL5e e 9esTHIAE Bartle WAy BFI ANURE9AaNa N RS BeUanmnizszay
9m9n191T1 Socializer fTUTEAUYBY Agreedbleness IR AYNINERH (r = 147, p<.05) Tinulalu
WAL TeLENEYW (Hodges & Buckley, 2018: Mogavi et al., 2023: Tondello et dl., 2016; Winther,
2010)

e g ANTTNNISIRUINNUATY ARNATWHIYINAITWLNNANAY Hierarchical Cluster Analysis

9zWUQ1 AT Agglomeration Coefficient @mmmymmLﬁml,ﬁmﬁm?ﬁmuﬂquﬁLLU@Tmmﬂ 1 ﬂfqaffﬂﬁa

6 N (2457, 2201, 2062, 1951, 1857 way 1772) AzaUAITNUANAT (Heterogeneity) 289AuN"Y M
oA A ° ¢ g A ' ' )

NQNARARY LL@:memmmmmemimaﬁmmmﬁmmqmmﬂmwmmumﬁsfuﬂzgu (Hair et al.,

2010) 9zWUNTAAAIBENADIHDILAZIENASTINGIa1nuUsln 4 nguiduanull aznewbifivainis

P 2 v v v
= o/ =

s anngunasan 4 nguiduanulilulvnanisinseifiguan aramail wideaadsnnganis

U
v Y v 1

uuengulafl 4 ngu usnenfdosanaaasiudmanngussausnluaanes Bartle Aag (v
Aadrnsdaulssoaaasluing Bortle uaz BFl 90y 4 ﬂzglmmﬁqmﬁwmmmﬂ%‘ﬁmﬁﬁu
An% ANOVA faNsnsnUiasanafgmiing 4 nquilnadsresdaulstasmai Aesiuliudidny
N9EBANAnNIT .01 BniauTziIes Neuroticism ﬁfaimmmﬂﬁLﬂﬁﬂmﬁgmﬁmémﬁ &Tfmm&ﬁ‘:
Fautasas Neuroticism F9gnitannainnisdiaszniuduneuns 7 [ ifloriaiedaresis 8 d
usEanaNnma 4 ﬂﬂ;NN’ILLﬂﬂWTfJ?;Iﬂ‘NWL‘jW]‘; (N 1) aznnan LLG;’&::ﬂ@:N (S, K, A, E) HAzuuu
qqqmsfmw;ﬂmyﬁuﬂmfm \@a Bartle (Killer, Socializer, Explorer @z Achiever) Tﬁmﬂ@:&l K Lﬂuﬂ@:NﬁIﬁ
wﬂméfmg‘ﬁ'qm Amdn 34% 2991529913 HWN19398 3998917 AD ﬂf\}:N S (30%) ﬂro;:u E (19%) uny
ﬂ@:N A (17%) ATHAA L me‘jﬂﬁmﬁmmumuqm‘iﬂmwmnTNLm BFI ?J?NLWIINZﬂQIN W21
Openness to Experience LWaE Extraversion %ﬁé’]mﬁ'ﬂqqqméfuﬂ@iu A ﬁfm Consciousness A¥H V‘;"Imfﬁﬂ

FIFATUNAN E UAZ Agreeableness aziANARgagATHNGH S
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FConscientiousness

ZSocializerQ U- FMeuroticism

= Socializer

ZAchieverQ FOpenness

s (il LT
— Achiever

e Explorer

ZExplorerQ FExtraversion

ZKillerQ FAgreeableness

A 1 AZUHWNOANTIHNNTRUNNUAZAZUHHYARNNTWIINNEN S K A uaz E

Source: Analyzed and concluded by the author

dorindaulsfilrszynquansiFeu (S, K, A, E) N18319n510A8 MCA sandusiauseas
ra9AulaNgANTINNITIaUNN289 Bartle (AMEMd3a1nYin Discretization) WL Dimension 71 1
AN5R9B LSRN WiTU5ln 45% Dimension 7 2 ANNFaDBUNgAHLLTLTIWTR 3T % Lfiagan
2 Dimensions WAR8iWazaBLNEAINLIS15990 76% Bannnwauas [nsiiumealfia Dimension 3

91nn"15%N3m Object by Object Wua1 UszannsdmiBuaidungunen uwu Outlier lagsngngs

A DETIRINUNIBINTIN F9UNaH E S Uaz K 9:0gfiauaneeeens i Besdaaingis (Ueaneeis
pouznaiuszdoy dnwornsBesiamiuancmifingn unuueu (Dimension 1) A1H1IDUENNGH
ESKaananiulaf uarmese1duunuda (Dimension 2) uenvie 3 nquileanainnas A 1de
M399MBUAIEAT Discrimination Measures (81WATLULLA AL Factor Loadings) fi neaaqLuuy
a (¢ QI/ = . . o/ . A a a ° '
WAeau sTuAe Tu Dimension 1 fiauys Explorer e Killer @:34ﬂWﬁWNNWﬂTuﬂ’I’i@WLLuﬂﬂ@‘NTu
WHANBWINNZHAN Loading g9nandiaulsu q 9w Dimension 2 fauils Achiever aziianananintu
i ! 09; = ! . ! o/ dl 09; dy & o/
nn39uunngutuuuasansnziiAn Loading genandaulsdn o vivassunuilaanaanaiy Tseng
(2011) fiAuwy 2 Factors Twn193iAsnznusegelazeainauns laun Anae9n1siunisdnsne
(Need for Exploration) WAZAINABINTITIHAT@THE (Need for Aggression) \Hawndaulsninies
3901710 2 Dimension (A W7 2) A¥WLa1 52AUN196T% Explorer avaaunasiuszAunailu Killer
Taanqs E (@ouein) avey ulowwasyifszduaes Explorer galuanifiszduns Kiler aziiansn
AsaiNAUNgN K (380991) auluunusasnfiaswolsingnissuuuifeadiu siufie sesunisuiv
Socializer az@aunaiuszAUNaLTu Achiever lnangu S (uauane) azey tulsnisaiidsziung

Socializer g9 Tuziisziany Achiever azflansin assiuaniungs A (weUUW)
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Joint Flet of Category Points

&
g
E
=
50 5 2K s 10 T
Dimension 1
A o A . . . . . - ° 1 1 1 1 Vv
A 2 SzAUNgRnTINNTSIanNYasuaaznaRTiuusln Tag v : durwsessnguiiuvusin

S KAE @usd : USIafiuar9gesuaa9nigiiis Achiever (Hi-Lo) A17¢7 : UBIiLARANTEALI289NS
14 Explorer (Hi-Lo) @ : US1asfiuamesziuaasniiiu Killer (Hi-Lo) ua C R
WAP9TEFUB9N154% Socializer (Hi-Lo)

Source: Analyzed and concluded by the author

dpsindaudafilaszynguansyBen (S, K, A, B) 418319n51WA%8 MCA saufiaas 9ufiy
faulstasvnsdaulayafnamaaluing BRI (n1emdsannyin Discretization uaz(Haandaulssas
Neuroticism) W1/31 Dimension i 1 9z88u18A9 N TU59UlA 32% Dimension i 2 9zaf U1
Anutlgtaaula 27% fas9n 2 Dimension avaFutaAEuLTanla 59% feunazlufmaiy
MCA sauusn unfiogtusziuuwele ingnziutsyatinmlnieussaneadn vibnlidudureads

Dimension 3 91nN19%1157% Object by Object Wua1 Uszansdmiseaidunguneow uwy Outlier

[ 1 [ v

Tmﬂﬂmﬂgﬂém A BYAFIUANYBINTIN équﬂ@ju S K uay E 9zagfaauuuaasndm (3e9faennegiy
TUamnegrsnanstadussifon anuoienisideeiaeud uanstifiuan unuuas (Dimension 1)
N’]N’]’iﬂLLﬁﬂﬂ@:N S K E pananniulaf uaraesendounusd (Dimension 2) Lanw 3 ﬂ@imﬁ@ﬂﬂmﬂ
ﬂ@;}l A Lﬁlﬂm‘sfmﬂfﬂumyfmﬁﬁ Discrimination Measures ‘W‘LlfJI’I %34 Dimension 1 $iauil5 Consciousness
%ﬁﬁw%wamﬂafumﬁ@?muﬂﬂéNTuLLmuﬂu &% Dimension 2 #au15 Openness to Experience Waz
Extraversion axfianananintunisdiunnngaluunads dmiudautlstes Agreeableness il Loading

Gf’]sﬁquﬂ Dimension ﬂﬂ@@zLﬁm@ﬂﬂﬂﬂ‘jTN Dimension W ¢4 2 WA Bean (2015) ‘ﬁﬂ}lm@ BFI {1

o 1 A 1 1 o | dI 1 Q/d?/ 1 o o .
LLUQﬂZ\!NuﬂLZ\]uQﬂTﬂLﬂN WLIT ATHLANANIRINUYEN 4 ﬂZgNVILLUQTﬂ"ZIH@%ﬂU‘SZﬂU?I@G Extraversion /

Openness LAz 32 A U89 Neuroticism / Consciousness / Agreeableness a8 AAa 8971 LU 2 Dimension

Tusndagail Waimnsoulsuinaansaniuly 2 Dimension (AT 3) axwuan Nge S (WBUTNY) 92
g lulnnpanfifiszsiuaes Conscousness 5 uazegAIRsaiuaNALNgN E (291U291) AM3UNgH A

Y
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v o

(28Ua) 9zog ulaureeyinseiuany Openness to Experience Waz Extraversion g9 A59fkaHiy

U

GE K (290UU%)

Jodnt Plot of Category Points

Dimension 2

18
Dimension 1 o

Al 3 TLAUATUUULAARNATNIBSUARLNANTILLS (A lag : G'hl,vmﬁa‘*ﬂmﬂfojuﬁl,ﬁﬁm
SKAE Russ : UBInosfiuamszsiuaas Conscientiousness (Hi-Lo) Aien @ LSnfinanassiues
Extraversion (Hi-Lo) 743 : LE1n4fiuamesz@uaes Openness (Hi-Lo) 411 @ UBnoufiuamssziuaes
A5uin Agreeableness (Hi-Lo)

Source: Analyzed and concluded by the author

v < o o 1 1 v v o o | 1 v
TunsasllsiadmsuunaznguyiFaunns CA azdunisindoulsiisyynguaeyi3ew

HIFLASIZNTINAUFAILUTHANITEEY WIBIAUATITRDUAITHANN U TN STIFDIAIYHE

TAA o o

o s (% o/ o o/ aan ! > B .
Tﬂ‘jLLNﬂQiWUiZWUﬂQ’]NﬂN‘WH‘EWNuﬁﬂ’]ﬂﬂsjwqﬁﬂﬂm (p<.01) LETNLUIN ﬂ’]‘jTﬁ’L‘Vd\liN 2 Dimensions

ﬁﬂ’]ﬂ’]‘iﬂ@%ﬂ’]ﬂﬂ')’mLLU’iﬂ’i’]u?IﬂQ?JﬂH@r@Tﬁﬂ 98% 17]%@ 2 Dimensions NWNW?H@%UWﬂﬁﬁLﬁﬂﬂ%}ﬂﬁﬂﬂﬂ
WARAauLlS (Contribution of Dimension to Inertia of Points) Tanannan 0.95 lnadadanddansna
(Contribution of Point to Inertia of Dimension) mlﬂ Dimension 1 N’m‘ﬁlqm T@yLLﬂI ﬁQLﬁﬂﬂﬂ_@l;ﬁ S Ay A
N@ﬂ'ﬁL%ﬁugﬁuﬁxﬁU%NQQQGmﬂdﬂfﬂ6]’1% (Level) izﬁu%uq\‘lqmmm%mLLﬁ;amﬁ LALILAUAIN

' A v A ' v A tilda a ' . . til ¥ ' v A ! =
FINHBNUH FIUANIDNVIHBNTNAFE Dimension 2 NWﬂ‘VITG"ILLﬂ AURBDNNAN E ey K NINIFLIEU
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Row and Calumn Poirts
Symmetrical Normakization

Dimension 2

-J 2 -] & iEEE [ F] sd 1

Darmension 1

A 4 SLAUNANTTEEUTURIUARLN RTINS Tsdvi « duseresnaaiiuula S K AE
Fun : sEAUNAnTa3eug (Hi-Lo) uenidu XP - szfufugegaeasannad ltem - sxduiugegnans
LAED9URINTE Coop — FeALAMINTINRBUTN UAY Mark — ATIHUADL
Source: Analyzed and concluded by the author

ATMAzUMLEEY LHaYi Biplot (NWT 4) SENUAHANTLETENINANRENNANKIEEY UATHA
maBauunaza Sudniulz T Enanlmunilefiduresngy K Afwnlusazuuanuaausg
g9 durnduldaresnay £ AfunTinazususaunausein leunsfunniduiasngs A Geay
AnannaBauinslunmussAufugigaenn1md stAUEugIRATDATILAINY WALTEALANTN

1 - o A o Vv o o I Ail - ‘I) 1 Vv ~ v v
FAINNBNUNH maﬂummﬂeﬁummumwmﬂ@gm S VINZ\]T‘I’]‘?L’iimm’]ﬂﬁqﬁfuﬂﬂG"l’]‘HVIﬂ’Z\]’]’JN’W‘Zﬂ\?@]u

afU uazailanena

AINNANTTATHAIHNTARILUAMHUANANITEAINNGHKIEEY 4 NuTiaumy Ffl

nau A viedntefinesnounienigan “uin iunquiifszdunzum Achiever Biluiaa
99 Barter guiga (Bartle, 1996) ¥8Un32¥m3aLNN"5HULN (ACTING on the WORLD) tiungudis
szAUAZUNY Socidlizer WoY (AWT 2) RENBuITIN IAIINTIA YA BN TTUT NN UT 1 B
(Bartle, 1996) anzazyini (HanansymALmansrasmeslnas1fisi (Hodges & Buckley,
2018) Jurado and Rodriguez (2021) WU AUAGHARSULIUNSEeUSUULUENG TaUUTzHIAATINg
LULAIS (Reflective) TuannyAGnnIW 9100wt 3 uanstiinan Wiunqueniidasiyssaunisol
ia 7 uazanlanadvniguan wuRsadufl Mogavi et dl. (2023) and Tondello et dl. (2016, 2017)

WU iinuAnuouzaATyEBs Free Spirt AREANENzYBINgNANgEaTW Alnulantefiaxd szaudulu
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1oy hiz=ALgs (nwdl 4) Jia et al. (2016) wuan nguanfifiaamaulanefenieusnazllanian
funnslasssudnlunsuaznstnayudmnaduesn nosfmasoumniebissiginduaning
yeapunguil (il 4) azveuassesntsunsuaRsesnTiisuuLRTUYe e (Customization)
fidatmdon(abunudaman Role-Playing uazsinaznulungu Free Spirit (Tondello et al., 2016) Uz
ﬂqlamuﬁ' {Tasulszaunisol nu 77 (Bean & Groth-Marnat, 2016; Tondello et al., 2017; Winther,
2010) FaunAunguiar iU Auiusuaf Bafuaad Ay aasnnduiustunAusaniy
Tugnfiazrintnanlndamuneiiamdsl deiuannquildslnsunisseansuides nrsbmamsands
(TupH 9NN 4 (Konert et ol., 2013; Winther, 2010) aufladuiinigaansunsyinfiaifunenei
(Hodges & Buckley, 2018)

“Tnau” A dadang u K ufung ui dazduazunn Killer tulainaaas Barter g97i gn
(Bartle, 1996) ¥aUNTzvivAaLINTaiuAUEUTlNN (ACTING on other PLAYERS) iiunquil fazdiu
AzuLM Explorer Hat (Ml 2) axviannnsudanuenvunanissaAesnadns (Jurado & Rodriguez,
2021) waz ulnmawarinaanisazanaa i i e unauns (Bartle, 1996) 99nANA 3
WA WA N e AT WNa Y “Wnsn nanaRte vbraarwaisnaanidasiyssauni sy
uazlumilanpaaniguan wRaAx Ao fw?%%omaff/ﬁ?ym:@mmﬁmﬁwmgv%ﬂ ﬁﬂwm:Lﬁéqﬁgﬂ
AuNL9T iindnsasAue eI a1 ey anlunalaesay (Winther, 2010) tun1gUEng
Tunaansunmduanmie (Goo et dl., 2023) gauinualma Player vs Player %738 PVP (Bean & Groth-
Marnat, 2016) uazaanayifuiniaunsmemg (Hodges & Buckley, 2018) Tuuinasm Annguias
Tnnzwiuaauiianenasminalenaion sy bisussuny hizsaige (il 4) nanesnnide
AunLNaHaed “inu” Dudnsnsduadud Seradunsmiunguaniiumaontsfisasoadu
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