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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, CFl = 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.

Keywords: Structural Equation Modeling, Virtual Goods Purchase Intention, Virtual World, E-sports
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wazdnadeanuaslidefudisionass

NUVBI Hansen, S. S. (2013) lavimsansinsfuduadaunasolulaniziionaseanlainls

A I

Fouwaawaiuin ‘Real Life” Aidmsldanfudutudsinuiufud1ate woh enfuddmadadayTalu
ANHULTULAIINLABA1DII HuAo ﬁuﬁ%aﬁauﬁdﬁa@mwﬁuﬁm:mNaWcJu'%hafﬁn"lﬁﬁaamuzma
§90u (Social status) wananidalariinimuniwissmnssudeluwudn anuidoves ouuna
Y a & A v = A @ o o 3 A o dAaa a '
wzniiauazisng nige (2561) ladnsdnsufsanuiisnwansalandudffianinadenszuauns
v a ¥ v a 'Y o v a ¥ = v
aafulagavasguilnalasldfimidsfimgunizuiunsdadulage (Kotler, & Armstrog, 2016) G4'ld
a o A & ' S A A &
oo limuniriluduasumamzumaminmmavilne dudunilluduaeuseinszuiuns
v a A & o a v o a o dad A & o § o, ' a X a o & 24 a
dadunladans dvnadwduduanfudifidafosizildsinadan1siansandefuavun g God
AMUARUARINLWEY Fah et. al. (2011) Alevinmsdnsiiernufasudne g Assuaingdnssunmde
ﬁuﬁwaa%ﬁimwuh ﬂﬁ]ﬁ’i’mmﬁujﬁaamu:mdé’aﬂmwa@iawqﬁﬂﬁums%aﬁuﬁwmgﬁbﬂ 71489
FOANRDINLWUAY Park et al. (2007) ﬁ"L@Tﬁnmmssﬁaﬁuﬁwﬁmﬁuﬁmgmwaa;ju%“[nm”w@umwaa

. 9 v o o . 3 A4 v % o ¥
Uszinamunanuin ‘]j’q]i]f;lﬂ']ivl,ﬂilm’ﬁila&JSUV]’]\‘]ﬁdﬂilﬁNa@mﬂ’ﬁsﬁa mms"Lmummamummaﬂuﬁmo
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a a o = a & ca Ac da Ao AR o A oA
Iu'ﬂslw]"ﬂaﬂﬁuﬂ'ﬂyﬁﬂﬂuﬂiﬂuuﬂ&]\‘]’]%"] BNANUITUNANBIILL THUUADIN WV DI Guo, Y., & Barnes, S.
=

J. (2012) Alevinsdnesiasudng g 'ﬁ'uﬁ'ﬂ%waﬁawqﬁﬂﬁumi%aﬁuﬁuaﬁauﬁﬂumu World of
Warcraft Wui1 annuendgsandsninanisasedanginssunisaasulawazidntwantdaudaluds
wqﬁnﬁumisf}vaﬁuﬁwLaﬁam%amﬂlummﬁfu u.é“’;msﬁnmmﬁ'vfﬁaamu:maé’aﬂu‘lumnﬁaﬂga
ﬁuﬁ’lLaﬁaua%alugsﬁaerLm:ﬁaﬂai‘mfuﬁuﬂuﬂaﬁ'ﬂﬁuw:ﬁﬂm iude suduafonasiudaztuesd
NI LLITEAUANNNIENN (Rarity) sudsnasammiuandanwluudaz i SediSouifsuiusudase
ﬁﬂéﬁr_m5aﬂ°’umi~§aEu@‘fwﬁﬂuﬁuﬁmgﬂﬂﬁmaaLﬁaamnﬁﬂﬁﬁa unwiadanase (Avatar) Sanulaaian
WANAINTIUNWET anaSIveInudu g agruinlada

91N9W35809 Ho, Cheng-Hsun, & Wu, Ting-Yun (2012) lavmsdnsfisanunisaasule
Fosuruaiianasslwnueanlaileslddnufodass “MITYMIARNLAINZAT ﬁ;jm'u%’uuwmﬂﬁm:m
(Identification with the Character) G4'ldw1a1nn13ea wlaanguf “nisszyaraulugiuzsesasdniy
(Organizational identification) lagwuin mis:ym‘“muﬂ”m‘"m:mﬁwa@iam‘m‘“@ﬁula%aﬁuﬁnaﬁauﬁo

o

. . o Ea « a0 X " A
ammafinsdinud Tasumaszydiauiilinadenisdadulasevasfianinuaanlaiedsfitoday
N6
aaudsnsdaiuituludatasa (E-sport Character Identification) WuINENuIdunatwi e
Anwmdniwaniaanudunuinninusainisfiduiin (Involvement) va4uTlnaniaunu g vasfin
Uszinnanaityna (Traditional Sports) Tiniinasdadadun13szy@aau (Identification) 8111 914183 Kevin
Gwinner (2003) i laYinsAinsdauls vauluan1Ida113In (Domain Involvement) INfanTwasadaudls
n33zyaIaudadia (Team Identification) vasunuiiwiWavaanialai nadsfinaduazii lugwadnyaw
a @ y A X A % o
N79ANUUTUAT (Patronage) 789uW1 9 ANIWALDANITANNINIU TIrBAANDINLIIUTES Rodoula
. A ok = v ¢ S T 2 ' A ' '
Tsiotsou (2007) AldAanmAsnaansannndndudaiuayu laswansdnswuin nsfiduioude
AmuisiAauaadnaniidandannuadlatafuivasunnimuiaiauan NISIgaaARaINLINUYR
Ko, Y.J., Kim, K., Claussen, C.L., Kim, T.H. (2008) i la¥n1sdnmnwudunu g niaguilnanddais
mifian (Involvement) gaaziinadanuasladia (Purchase Intention) 1a7N4@TILAZNNIEaN
Lﬁa'ﬁﬂmﬁﬁﬂmLm:ﬂummﬁmnﬁuLﬁmﬁugﬁ'ﬁﬂﬁwuﬁwﬁwmm:mmé’uw‘"ufx%iw
T938n133:y@2a% (Identification) lanainauissfiinadadla g Afin13ldaauls Team identification
gulngunanmnamuwiAaanaiudsuaingeinindrui589u09 Organizational Identification Theory
[ S | an o a v v A a v o & a a @
NIFw Fanguflawoiewafuioenlifsanaiinvesdaansundanuauwus fauhoidas
A o o & A ' o = a R R A & o 4
flonugnwunuesdnilag sueula g nianiisnudeula g Anwdanuianindaiauindusiunii
#30QNATBUATAIRIHDIANTIY (Mael & Ashforth, 1992; Jone & Volpe, 2010) tlauuwifannufaiuii
. . _ P o X o s
UNUNIWITIUNTINABWLIN911U89 Cheng-Hsun Ho & Ting-Yun Wu (2012) Gadnuianuasladaiue
wllowaTevasidwnuaanlainigilalinifinudiuys 1dentification with the Character 1 ld@n131w
a v v o ¢ o vk, o & o A Y A a
wnda lihdiswnuaaslabizfionuiinineszydieadudazailslumadudunuaionats
(Avatar) Mmuluinuuaziansdunnazlimazandudunuiiaiianananuiinvasaneanuniniu
. & o v & o & a @ . 3 .
duniansomasduarazasaany laganuanisnasauauudgiuwuitaanys Identification with the
Character #finadniwadanisaadulagafudnadowsislulanafionaisasfidu saaadosnunuids
289 Makoto Nakazawa wazamse (2016) ba¥inn13@n®1Ta38 Team Identification WUINTANNFUW LT
n1saadulafovasuilna (Purchase Intention) droinadiLiiaiuuwifannujildnsraundraduan
a a a & A . eoa o a A a @
wasonluuiunaesisdesalugrusnduinunisuasiuimluanvasAunsansdislugsnisuasdn

v ua o

4 o o A Ao
3‘1_]LL‘LJU‘V&‘HG‘Y]’]SL%N’J’%UWW%’]H?QULL%’JWH’JQ{J

U
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aAd o a a o
ADANLBWHNIINVE

szansnltluvnis3dn

ao E AN e . od a A A & a & A4 o = & o

Uszminsluniyidvassit leud dmduunuiwdidnnieiing (Gadate) Sadaadunsdouua:
Qtéumuﬁwwmﬁﬂmaﬁﬂﬁ Q‘ﬁLﬂu;ﬂ"Mu,a:;‘ij”m'uﬁw*lﬁLﬁnmaﬁﬂ§ﬁfua:ﬁmsa§’mmmpdnw"’w,m:
WiNAuauINTATINLaIazasHuisasT il amasnitaisasmaluinyldtianas wwaﬁé’wmﬂm},jmaa
ﬁwwSLﬁnmaﬁﬂ§ﬁfmsﬁaqﬁmwiﬁamaLﬂu"l,@i"m'umwﬁ@mad’ﬂm’mvﬁw"’umﬁamﬁ’sﬁwuwswz
azgfhlidlandnm meflauazanuaunludaudstuvaanuu 9 I

A Ao < Ao A 2 A o a [ Al

whasannisidsluassfidasnisnazdnsuneUsultluuSunvesssanlng dszoniilslu

=2 | oA a A& A &€ A a Is v R o o I A A o .

midnsuennnandugfiduunuimdidnnieiindaniodaleioud Sadsdondunaiiiosdsanduaglu
Urzind i lassnudszmnimmuenuldmaninszy ldeduiaivifawedmanritla

HGENZe el

o '

naNal8e9n b lunsAn lainmsvinmsiiudiagnmiiu 385 an LL@L@Nﬁ’]ﬂ’]iLﬁUfﬂHmﬁa

a
9
a
q
o A @ 1 o A Ao & A a o '
ﬂaaﬂunimwumaga"lmsumumamagagtymﬂ 15 A% FINNINNA 400 A% TINVUIAVBIA2IDENS
FOAANEINY Hair, et. al. (2008) lduuziirauadiadrafiinunzauinduuaadud 200 fi9 400 aratnd
& o o o o o A o a5 o A v ' a
NIgIRaAANDINY aigentl AnsRLawad uazaiad 233mian (2556) 49ldnanadn lunsdluasmaTiasezi
o ) & @ o ' = ' & (3 '
AUUUFNNIITLATIRTIIRUNITITIRIaGI8E19 400 fi9 1000 azaflunnianmsiveIIUIAG 0L
A o oA L, R ad ” 2 & X o o 1 A A o | a
Anuzanluszau “WaIna” i afge lumsénsesinazldunuiadiadnen 400 au F93ai78u1a
zaNLANganan i lulunsdnsdiassdiaisalnuusunisiasiain g weiLiheIINMTALTaYR T
a ) ' v o ) o ' A A9 ea PR v A
finawuiaatayaliasudu lwldrwadiagansmlaienziniauudife 387 au

FusilFansn

dudsillumsdnundraau 4 sauds lasdnoszboassil

1. MsfidmIrnaanwidalasa (E-sport involvement) ldunanmsnuninissanssnaad
Hollebeek, et al. (2007), Rodoula, Tsiotsou (2007), Kevin, Gwinner (2013) %dﬁﬁnimma‘"’mui’] a1
soansasizaunsaiunlfluuiunsesfimssladald uazmusoaaudanuiseluasaitle

2. mﬁ:qﬁ‘mmﬁuﬁameaﬁaua‘%a‘luﬁwﬁaﬂm‘m (E-sport character identification)
1A MINUNIRITIUNTTNVES 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) lagRTUURIND TN ﬁmmaa@ﬂﬁaaﬁﬁ]:mmm
thanlsluusunesfimdadeinld uazaansanousonaisoluassile

3. m’mmfa‘la%ra%%ﬁ'naﬁam‘%a (Purchase intention on virtual goods) lduranmisnuniu
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 Waza@s (2016) La8RINTUILAINLIT flarusonndasiazanisn
tanlflussunvesfimsaesald uazaansnaauiniaisuluaioitla

4. mwi‘l%mﬂ?mﬁ"m‘%a (Brand knowledge) l@31a1nn1TnUNIUISIANTSNYBS Hansen, S.
S. (2013), Barnes, et al. (2014), Xuehua Wang, & Zhilin Yang (2010), Aysel Ercis, & Bilal Celik (2018)
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TagRTaudInud Sanusaaadasnazanansaiianlfluusunvasfimdadasald wazaunsnaay
fonavdsvluasailavhliiiansavuuwifaniidisy asuaaslunind 3

Esport Involvement

Purchase Intention
\.on Esport’s Virtual Good,

Brand Knowledge

Esport Character
Identification

AINA 3 LRAINTOLUUIAATIY AILUURNAITLATIFT

NnsauuAalun1side aauuusumilasiassrainsiae miliiedusuudaulumsise

o

J

e

a a

H1: Tasumsfidaniinlufianssunsutstudaasa (Esport involvement) f8nwalfiuinnu
auasladafudiadionass (Purchase Intention on Esport’ s virtual goods)

H2: Tasamsfidaniinlufanssunsutstudatasa (Esport involvement) f8nwalfiuinnu
mizydawdudunuadauaiiludaiada (Esport character identification)

H3: thisnsisiusinlufanssunsudisiudstasa (Esport involvement) d8nSwaiFauinnu
anuluanaudnais (Brand knowledge)

H4: Tagunisszydrawdudiunuiadonaisludarlasa (Esport character identification)
fanswarisuaniuanuesledesumiaiionass (Purchase intention on Esport’s virtual goods)

H5: Tagunisszyarawdudiunuiadionaisludat/asa (Esport character identification)
ﬁ‘é"n%‘waL‘Eqmﬂﬁ'ummflum’]ﬁuﬁw%a (Brand knowledge)

H6: 2382103 1uAT1EUA1934 (Brand knowledge) fanswaifesuannuauasledodud

EHRVCEN (Purchase intention on Esport’s virtual goods)

a A A A o
w3asilanlglun1sIw
Ao & X9 o = A A Al = % A o =
naassasiltuuuseunnuduaiasienlslunsiiuniurudayas SsRauranndnm
AuaT1d1T7 WaTNIINLNIWITIMNTTNVRINWIFALITRs lasdanluuuusauarududianu
Uaeda udseanidu 2 dau laud
i 1 “ﬁaﬁaﬁ’ﬂﬂmaa;jﬂammuaaumu Lﬂumil,ﬁu*ﬁayjaﬁnwmzmaﬂi:ﬂmmmam{maaQ’LVT
Toyalumyidni
daudl 2 szauanuAaiwisInuNIdsuiiudadalada (Esport involvement) NM33zy@aw
Wudruwnuiaianassludaasa (Esport character identification) aanuadladiafudiaiianass (Purchase
intention on Esport’'s VIRTUAL GOODS) Lm:mmﬁ‘lumﬁuﬁwﬁa (Brand knowledge) lagin15uaad

ANBUTVDITEADULATNNT AILFAIUANTNN 3
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A199N 3 LFAINAULAZAN B LVBITDAN DY

v o
2aaiany

¥ a
a9y

E-sport Involvement

o o 22 \ oA 3 ' &
ﬂumnﬁ]zuﬂﬂﬂﬂ']sl,l,"lldwuaﬁﬂaiﬂaguaﬂﬂid

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

o y oA & & oA
ﬂuﬁ]i@ﬂqsLL’UQT%aaﬂaﬁ(ﬂnﬂﬂﬁﬂl&lalﬂaﬂqﬁ

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

A a 6 . a
anfauNunY0I8FlaTnaA939

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

E-Sport Character Identification

auuasnmunmaiawasluny (@racas) iuar
o &
AuBNAURTI

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

Ao oA & o P 9
naNawakaslata angammmmﬂuma:m

Tuinusin

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

PN < o & o A
Iaakandalatannanauainiazas nIaninn

mazasaznanaiduduntihivasdranlldrs

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

AWNLAIAZATNRUABTARINZFULTINABNNY

NUAIRH

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

Purchase Intention

o X a o oA a \ .
am:maaummuamsmaiﬂamaLLuuau

The Anh Phan, & Phuong Hoang Mai (2016)

o A a o A a X a ' o
duazdefudadouaanndulddnannnimniui
o

thilema

The Anh Phan, & Phuong Hoang Mai (2016)

o o 9 o d ] a oA e &
aua:LLu:u’ﬂmwauﬂ ﬂaula%iamuaaﬂai@ﬁna

a ¥ oA a oA o do &
FUANLRVDWAIINDUELALINUNAWDD

The Anh Phan, & Phuong Hoang Mai (2016)

Brand Knowledge

v d o A o .

audanFumdnai lannnintifsunuRuasia

A

a v Ao
LAEINULNDDW )

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

=

anFumdatunuandumwunuasFumMnInue

A _ a o Ao A
TRALALINUVDILRDDY ¢

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

o P a o de &, v o L A o ¢
auaziinfsanAudiveiinawianasdonianmad
lag MAsITa

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

T g T
v Ao Aa o &

@mEumwauumwaﬂwmmmn@ha"lﬂmnﬁﬁ"a

v

4 Ao a A _a o
% NMFUANTUALALINY

Severi, E., et al. (2014)

Y v

a d o Ja o e da
ANFUANYADBUNTNINBIUNG

Severi, E., et al. (2014)

A o

P S A
AINFUALRDU mul,flumamm

Severi, E., et al. (2014)

<3
MIAUIIVIINTDYR

D - S R

™~ @ aa . o a & @ oA
Q’Jﬁ]ULaaﬂ&ﬂ’JBUWG@I’JU’J‘ELLUUIWA@H (Quota Sampllng) I@]U‘Y]'m’]ﬂaaﬂLﬂumay‘aﬁ]’maﬂ&l
€

{ v o o a = 1o o o
drzaumsaiiieadaenumsivrunazfaaudasindatesa Selidnamme szaunsdne andiw uas

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




MIEnsuIwIniaiuaiunsilia 01 11 8l 2 nIngnaw - SuNaw 2563

a &Y

mMIIaTIRVaYNA

Ml sisugelsunm (Quantitative Analysis) laglfuuusauainlunsiAusiusu
Taya Lm:ﬂ’r’ﬁagaﬁvlﬁmﬁ’]msfjms’]:ﬁﬁ'sﬂIﬂiLLﬂiué']L%agﬂmaaﬁa FafinslTaaaiBonssmun
(Descriptive statistic) tWa U381 88N B MY SRR Tufaiiage 837 % (Inferential statistics) ldun
mld58n1sdaunusun1slaseains (Structural equation modeling) Wi a¥iIN1331As1sWasRUsznay
L3981323 (Exploratory factors analysis) 523 1189 n13dias1edesddsznauiadsiatdoduan
(Confirmatory Factor Analysis: CFA) 784@2u13nsnualunsauunifasain133se i uazifarin
MINATIZALEBNG (Path analysis) Lﬁaﬁwmiwﬂaauaumﬁgmua:a%mﬂﬁﬂfwaﬁaammsaLLa:maa‘”au

YIRS

mMInsNdaLIAIaiie

Nwispassiiiinisanasesuiadasiielasiinsneseunsluduaanuass (Validity) uas
funnuLdasiu (Reliability) laslusginvesnisaasaudianuassindsznanludonsaasey
auasaLBaitam (Content validity) lefur anagaulumsldmeuaznisfessvestadion nasen
fu%‘aﬁwLﬂ%‘aaﬁaﬁa%adﬁ‘{wﬂﬂﬂlﬁ@%mmfyoﬁuﬁumsmmaau Tagn IR TN HIAIANNATILRS
mmaa@ﬂﬁawaﬁj”aﬁwm&lﬂ%awqﬁﬂimmﬁmwia:ﬁaLLiJ's niwiaiasiiafiiuminasanan
gij”t%m"ﬂ’lﬁymﬁﬂm mwrraaThauTaanaey (Index of ltem-Objective Congruence: I0C) ka2 111
WARHETHES iauﬁa‘ﬁmsmw@de%u.@iam‘"ﬁwﬁﬁam%ﬁaﬂﬂa”aaﬁ'ugmjwmﬂLm:tﬁamﬁﬁaamn:i’m

(A3T0 Mawd, 2548 19841u with dAnanyiaiagd, 2558)

a o
AAanNI3IvY

[ [ o s A o o

Fayannansmnvilszrnsadalvaslszning FyUsznavlddre wa 81¢ 32y
mM3dns andw Meldiadedaidon wuin ﬂ@luﬁ"m&i’mmﬂmylﬂmwmw F1uw 212 au Aadusoeas
54.8 0132319 21- 25 1 $ruan 149 au Aeduiouaz 38.8 fszaunsfinuszaulSygiad Swan
247 au Aavdusasas 63.8 WuiniSow AFa/ dndAnw $1uu 197 au Aaduiasss 50.9 I ldiadoda
wianaglugag 10,001 w1 i3 20,000 LN Fwan 219 au Aadusasaz 56.8

FRTUHANITIAITNEATARY gﬁﬁ'ﬂvl@i”ﬁwmsﬁmsmwLﬁ@imﬁ:ﬁﬂﬂﬁ'ﬂmaaﬁ'mﬂsé’qmﬂvl,ﬁ
2 P a Ao o A a s o o . o oA v o Aa
Faualduddmiu 16 a1 lasdaNansmnanetiminiads (Factor loading) Wi3 wWuin 4 5 Tadanuiidl
e ' v o A o o A o o { o
#1619 0.6 39181 IN1IAR0aNINNNITTATIERAILLURNNITIATIRTY FeTadnufiwiedn 11 T8
fidnihmindadpgenii 0.6 Jsgniandenzdludauuusunislasiasisdaly (Chin; Gopal, & Salisbury,
1997; Hair, et al., 2016)

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

dniunamyianedtivasddaznoudsiugu g3dpldvinTianeiesdlsznaudeiuiu
YBIAILUUFNNITLATIATIINLIN dupudanusaandasnudayaidalszandogluinmuaid Tauden
CMIN/df t¥i1Au 3.055, GFI 1¥innNU 0.946, NFI 1¥innNU 0.943, RFI 1¥innu 0.918, TLI \¥i1ny 0.943, CFl

@ . @ A o o IR = o

1AL 0.961 W&z RMSEA LYinny 0.073 mmlﬁmmsnagﬂvlmwLﬂu"l,ﬂmummgmmLm‘uaumi

Imaa%’wﬁﬁmmaa@ﬂﬁaaﬁ'uﬁagaL%dﬂi:ﬁnﬁ NNIENBIN T I INUNIRITTRNTING G 8 Ut
@1 CMIN/DF %a8n31 5 (Loo, & Thorpe, 2000) i1 Goodness of Fit Index (GFl) annni1nIaLvinny 0.8
(Cheng, Shih-I, 2011) @1 Normalised Fit Index (NFI) 41nn31%381¥i1nU 0.9 (Bentler,1999) A1 Relative

Fit Index (RF1) #1nNI%38LvinAy 0.9 (Bentler,1999) @1 Incremental Fit Index (IFI) ¥1An31%3a iy

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) Wazd1 Root mean square error of approximation
(RMSEA) ia8ini1 0.08 (Hair, et al,1998)

namIeTERauNdgIn WU sundpud 1 Tesnafdwnulufansauniuidudslota
(Esport involvement) ﬁﬁﬂﬁwaL%amﬂﬁ'umm@%laéaﬁuﬁuaﬁam%a (Purchase intention on Esport’s
virtual goods)’ WANNINAREUNLIN BauTuaNNAgIL iszauisdAYN9aia 0.05 T P-value trirriy
0.025 lanfanimsinifadowinty 0.24 aundzud 2 “Tasunsdamiulufnunsuiiudslesa
(Esport involvement) fianfwaifauannumszymawdudunuiadousisludalaia (Esport character
identification)” WAMINARELUWLIN BanTUFNUATIL Aszaui@ayIaia 0.01 H61 P-value YAy
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)

FATLMITATNEALFUN9ENT N (Path analysis) s LilaNI1 TN NIBNTNAN19AT (Direct
effect) AnFwannidan (Indirect effect) LazdBniwalausin (Total effect) WU BnSwavastfavefiainads

MINANAMNTILATZALFUNNIBNTNA (Path analysis) BuxnanTauzadliiAuladaia9f 4 uazans90 5

A139 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 ugaIAn P-value TaIMINARDUFNNAIUVBIAMIFURUTAIL TG

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**

naEne *Ikyd AN eaianszau 0.050, *IRpdAYN1IRIaANTZAY 0.010, **Hindany

@ ]

NIRAATNTZAL 0.000
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