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unAuidoifunuitedunuiiinguszasdifiovanudilassduanuiuresnis
venUnnsetnosulay amnumanmau wazaududruvislungudiauvesainy Dungeons &
Dragons (D&D) lutszwelny warfnrmdvinavesifadodananiifidonusislade nquiiegig
Adlunsivendedl Ae au1¥nnau Facebook Dungeons & Dragons Thailand $1w3u 400 iudaya
Tuthadounuaiusiediunu 2569 wdssdlefldlunsAnuiluwuuasunuesulad daduuszans
Anudesiy ogszning 0.710-0.867 Jaszvideyasuaifiidanssam uaznsiieziinisanaes
N

namsIdenuin nguiogadiseiunanaandugean sesannde auddlade wagnis
vonUndetneeulal uaganududiunis wanismeaevauuigiudienisinsginisanaes
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wsUsuesmuitladeldfesay 36.0 (R = 0.360) Insnundaindy Tdvinaemnusilade
undian sesasunfe anmidudiunils daunnsvenuindetinesulay Lifdnsnaserefitod gy
maadRseruilate Seinustuauufisniadld nansitedlnduitateihlninnusdlate
UasALNY Dungeons & Dragons lungueiaulnguiaindadesuensual iy HUIENaUNI5A9S
jatumsaieuszaumsaliilimnumdamau msdafanssuiieduasuguvuliau saudamsaiis
nsuenuindeuneeulatiidaanm
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Abstract

This research article is a quantitative study aimed at understanding the levels of
opinion regarding electronic word-of-mouth (eWOM), enjoyment, and sense of belonging
among Dungeons & Dragons (D&D) board game players in Thailand and interpreting the
influence of these factors on purchase intention. The sample used in this study consisted of
400 members of the Dungeons & Dragons Thailand Facebook group. Data were collected
between February and March 2026. The research instrument was an online questionnaire
with reliability coefficients ranging from 0.710 to 0.867. Data were analyzed using descriptive
statistics and multiple regression analysis. The results showed that the sample had the
highest level of enjoyment, followed by purchase intention and electronic word-of-mouth,
and sense of belonging. The hypothesis testing using multiple regression analysis revealed
that the overall model was statistically significant (F = 74.323, p < 0.001) and could explain
36.0% of the variance in purchase intention (R? = 0.360). Enjoyment had the greatest
influence on purchase intention, followed by sense of belonging, while electronic word -of-
mouth had no statistically significant influence on purchase intention, which contradicted
the stated hypothesis. The findings indicate that the factors driving purchase intention for
Dungeons & Dragons board games among Thai players come from emotional factors.
Therefore, business operators should focus on creating enjoyable experiences, organizing
activities to promote player communities, and generating high-quality electronic word-of-

mouth.

Keywords: Electronic Word-of-Mouth, Enjoyment, Belongingness, Purchase Intention, Board

Game, Dungeons & Dragons

uniin

Aevdansunsszunesanunsalladn-19 3T0 waznginssuvesiiuslaaldiudsuutas
U iliguslaauisnguidslafiaglidesnniuiieuantuussaunsn vilviosdnsvansuraneens
USuiadenisadissyaunisaliiaenndasiuidludasmnsesulad waveswlay (McKinsey &
Company, 2025) vasainslugiurdudidsszaunisal dyadmaraviilaniifiugeluedisraiios
Tud 2025 yarmansmegi 21,400 druasaanianss uazamniazidulaouis 31,930 Sunoaans
aw%’g Tud 2030 (Grand View Research, 2026) dofasuanizaainvesussanuUseLanaly
UNUIN %138 Tabletop Role-Playing Game (TRPG) Wud1 dlyaf19a1ngans 2,153.7 d1uneaans
ansg 1wl 2025 Anlusosas 10.6 vesmatauasanulan (Global Growth Insights, 2026) @115y
nanavasanslulszinalne flyadiogi 81.1 duneaansanss 1wl 2025 IMARC Group, 2025) uat
Semanisalmudagaieriunaialan avmneamiinain TRPG Tulsemelne fyadnged 8.2
a1uneaansansy (Grand View Research, 2026; Naghikhani, S., 2024)
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wilsluvedanuiiiauly wenfudusuurennuanunumuiuaginuusnvestans s
U 1974 A vosALNN AULTEUE & 517U (Dungeons & Dragons #3® D&D) (Naghikhani, S., 2024)
Faddnuazianigiiful fauiusnadaunuudson Yaonsgduiunuins wazaiuaineniny
n5ed15IuiusEninsaseuasa uaziiours Nandal, D. (2024) aeandesiunginssuiuilanynilne
‘1'71|L’%ﬂﬁmmﬁﬁmﬁumsﬁﬂﬁé{’mﬁuﬁ‘@iaﬁ’umﬂ%wé’qamumimﬁﬂ%m—19 Tneriaudlngdanaiy
nauitsu wastin@nwiaulud 91981y 18-25 U uay 28-35 U (ThaiPBS, 2024)

Tunstinsevinginssunsinduladedudniszaunisalognavedanu D&D s1dufos
Anwinseunay 3 ddd1Aey Lun n1suenUindeuinesulail (eWOM) Auteyay1ians (Liy, Y.
et al,, 2024) AUWEANGAY (Enjoyment) suensuaivazusegslaniely (Kawabata, M. & Mallett,
C. J., 2022) wazaududiunila (Belongingness) Auininendanu (McLeod, S., 2025) ae13ls
fimu wan1s@nuilusindsnsdaudsiusdneiivodify 1ne Kosa, M. & Spronck, P. (2022) wuin
eWOM wagarunanmauiiavsnadenuiilate winguitegedsfnamedidussiudoi
TusnsUseina vauedl Sandyatama, Y. & Istanti, F. (2025) N&UTI eWoM laldananianse s
&emu Hakim, M. A. et al. (2025) wuinanududiunisdenaiBeuan aaumaiy Tumtong, N. (2020)
lunquifiaulve wag Dulko, D. (2024) fseauinaududiundamdonnunannaulddsnina
VA5

nniinauuiselusindwiauuusiassiingiu 3 duilidetusdadussuu uay
dnilvgamiadsluefindsd@nuluuunsisUssma vidoinuddraiily Jufavesiernuiin Tuuiun
duddunuinadsinussmges Ailyuruuuununiindodululszmalng duusladuuse
Fuedeuiiwiade uazdenaetetaudemauiiu uanidudussdnidiumginssuiuilan
Tunanuesanuvelunndstu

o

AQUsTANAYRINIIITY
1. WiefnwiszdunnuAndiuvesnisuenuindetnesulal mnumanwdu uazaudy
drunila Tunguiiduuesainy fuldeud & anfeu Tuuszmelne
2. \ilolinsesitladeiiiavinadenudslatevosany fudeud & nsfeu lundudidu
Tudszinelng

N1INUNIUITIUNTTU LAZHUIAN

aulsud & asiieu (D&D)

TugrurAudnBsUszaunsal vedany fuioud & asidou fefuindulud 1974 feudu
U ANUUITZLANEINUNUIN (Role-Playing Game: RPG) wuiuwiumdidanidladinuusnusslan
Naghikhani, S. (2024) wazfsdnduauiniBsuszaunssl Fsaenndesiunuifnnginssuguilnaves
Van Boven, L. & Gilovich, T. (2003), and Guevarra, D. A. & Howell, R. T. (2015) ﬁiﬁmmuma
vosdufidessaumsnlin (undesusidduilaadadulatoiioTagusrasdlunaduadosdioliiin
nsvihAanssuazadisUszaunisal deuslanass adunmsaiisnurmisensual lauianizsh
94 D&D Ao msfiiaufounsunguiuuuusies iomsunumiduiiazasiognansonield
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N13A2UALYES Dungeons Master (DM) Fatagnsgduiununnis azvieurilon Sausssu uazaing
mmmsﬂaﬁ’wﬁL%auimiwdmﬁuﬁmﬁuﬂzjmﬁaulé’ashﬁﬂ%ﬁ (Nandal, D., 2024)
wuaRangufnsuaniindainaaulail (eWOM)

nmsuentnsieuinesulall Aensdeassunuunisifuilnauninszaanudaiiu vie
Toyaideatududt u3n1s nieuusud Wuvosmsesulay Wy luileaiiife uled3ia was
LoUNALATUAa 9 §aaunsadids]audiuiunineg1esInsa waziainuaisvestoyaniu
dumesidn lnsnsuenuindeuinnsesulay inaindomnuangldasaimeunseaularl danu
Ui ofeu1nninnisaearsanuususlaenss (Liu, Y. et al., 2024) Tudagtunisuandinsdedan
neaulaunaraiduusngnisalddey lnefidvsnasgrswnnaengfnssuduilan lnsanzlungy
Generation Z fiflswAedsauooulatifiomdeyadud uazmsifuilnaednaulatotduguninves
Toyadutiadedionsnadavnddgfianiaziliuiinasuiirdoyatudanundulsslovd
%aﬁwiﬂﬁmsaam%’uﬁaga’tuﬁqm (Ngo, T. V., 2024)

WUIRAANYEHAMUWEALNEY (Enjoyment)

AnannaudunszuaunslamgAnssunazininenuugn ﬁqﬂﬂaﬁdauﬁmaﬂwﬁgﬂa
diesjsluguszaunsaimusdnluBauinegannuaynauny wazanudaBuAiAnanmslidnean
Gudl yaraszUszfiuaniunisallunivin uasdslafidrusauduAanssudusgadudiieadns
ArudAniia wu msfianugy vieeuaynauy llddeuAselmanausdnivindy wasnene
ShwarusanuIndIun1sUsEiu waedldiusiugesn (Kawabata, M. & Mallett, C. J., 2022) Tuud
vosasnUsenavresnisidnalnvesny (Gamification) Addayldun s19%a mnududase uaznis
Fudy Frwdsmadsuinderrumdanduresduilan fadutafeddlunmansgiulfineuila
Tun1sgooaulat (Xu, Y. et al,, 2020; Neo, T. V. et al,, 2025)

wunAanguianulugdiunils (Belongingness)

Tunguiigdutunudeansvesnalad (Maslow’s Hierarchy of Needs) {lunseuniai
n93ndnen fesursussgalavesuyudiifdiundede anudnuazaududiunis (Love and
Belonging needs) a3ty finTnm AsaUA uazarwalvauy audoansiifunaudeanisi
arwdaveuiiueg fuyarauazaniunisal legnifuitnrudeanisfiiinainuiauaau (Deficiency
needs) Ssavanaiioldsunisnouauss (McLeod, S., 2025) uazidionrunludumiiegedu wanw
wdoslostuuusuduniu uaznevauesionsdudludeuaninniu (Fazli-Salehi, R. et al. 2024,
Schultz, T., 2022)

LLuaﬁﬂwqwﬁmméﬁgﬂa%a (Purchase Intention)

Howard, J. A. & Sheth, J. N. (1969) l@na1l341 anuddladafenssuiunismiednlaves
fuslaefiuansiamnunien saufimsnauudmihieudaduladodudlurisnamils lnsiiaan
fiaundnuararshilavesguilaadeduditu Tneffugiunandoya anud anude uazianad
%@'U%Immmﬁ GﬁaazLLUiLU?{EJumémi%aﬁuﬁw%q OB NgANTsUAIULNY (Theory of Planned
Behavior) I8 sunmsfusuindunseunquifiiussansningdlunisesuisanudtadevesiuslaa
Igaluusunnistedudesulatiuazesnlall (Wang, L. et al., 2023) LagSANYIAINURSlaTe
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FnududesanzdnamslundazTamsssudiuandeiy 1osanimuaivesfuilnalinadnéy
lalmilouny (Noman, D., 2022)

uAded iR gadas nnsmuniuuideluedany Yesinadmguiuiauls ag
Anastasiei, B. et al. (2025), and Sandyatama, Y. & Istanti, F. (2025) S¥ynssiudn eWOM Tuguen
amznaulilddmalasaseaudilade uidesdeufuusnanadedninet wu nwdnwal
WUTUA ¥38N153UIAMAMN WuienuiRG UL Hakim, M. A. et al. (2025), and Ahn, J. & Lee,
J. (2024) wu31 Aududrunila (Belongingness) FrefuLAdeuUNsTe druniety Tumtong, N.
(2020), and Dulko, D. (2024) fis1seuindfsudnywazanunannaulidsnsnanimss veued
Kosa, M. & Spronck, P. (2022) uiagwui1 eWOM LazAAMNE L Snsnalaunsaron5ee
inunszeu widiidedinEesnguiegsiiiuensdiauiiauegann

Fau ieasurenalnnisinduladovedainy D&D WaseunqunnAnssuvesiauly
Usznelne uasitonmvaeudedauddunuidedu §ideTysannisfusiuisamdiuauiy
Tneg ewoM unmsindeyaangliaieiivisanaudesanngniniidudou uastinisde (Liu, Y.
et al., 2024; Ngo, T. V., 2024) mnuLnannau (Enjoyment) ?fqa%’wLLsa@Jﬂamsﬂu@qgﬂmﬂ
Aruaynauy warnssuduluing dlugvirueidaunlumstaiiefufiuanugy (Kawabata, M.
& Mallett, C. J., 2022; Van Boven, L. & Gilovich, T., 2003; Xu, Y. et al., 2020) wazAUlU
dunils (Belongingness) finouaussnudosnisiugumadanununguiaalad (McLeod, S,
2025) sirumnausvundymiidaudy awfaanugnituuazusmdndulunisdoifiesnuay
L‘ﬁuﬂﬁju (Fazli-Salehi, R. et al., 2024; Hakim, M. A. et al., 2025; Nandal, D. 2024)

agUlnsamsamudmguidudidsUszaunisal uasnguianudons iudumieddling
aﬂuaqmmmﬁ’waaaﬁ TngAnssulunguinmssudes msgniuindeusemmay wasiinisdany
Hundn suifortusuuassysanmsidsimiiignidedauddusin isenindvinanionss
784 eWOM mumguimnanesulatiidy funssiuiedounisensualwazdsaunelungy d1ilade
Tatheflasiavsnaseaudilatiovasiduvasainy D&D lulssalve

NSAUKUIAANITIY
AUsAu AUy

nsusnuinseuneaulan
(Electronic Word of Mouth)

AN Asinaulate
(Enjoyment) (Purchase intention)
I3 % a
AU UNLILALN

(Belongingness)

2A 1 NSURIANITITEBNSNavRIN1sUanUIndaUneaulal AUaANEY wazAuTudiuni
nfideanudslifioussainy dudeud & asfeu Tunquiiaudsemelng
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VBULWANITIAY

ms3fenssiisdnuniadeiiisninaronrunsladovesan duifeud & asdou lundu
iauvnlng Usenausie 3 Mudsdase laun nisueniinsieuineaulal (eWOM) auwmaanay
(Enjoyment) wazaadudiunils (Belongingness) Tneiifudsauie anudslade (Purchase
Intention) & eUsziiuruNagiNATTA Likert Scale 5 58fU (4.21-5.00 = Wiud1eundige,
3.41-4.20 = WiumeuIn, 2.61-3.40 = WiumeU1unan, 1.81-2.60 = Liusietoy uaz 1.00-1.80 =
Fushetesiian) Usssinadhwanefeyanaeny 18 Tauly AduauBnngy Facebook Dungeons &
Dragons Thailand 400 au lngleisveswes Cochran, W. G. (1977) ’runuugeuaiueoulatsyning
fufl 26 nuatus detuil 30 funreu wa. 2569 el PuideRdeditaannisquiiogania
mwazmInlunguiednifisanguifior Ssoraviilvingusnesnalihndedlugnaudiauiitinnugnitugs
wazlinsounguiauiiluueniaietnsdinuseulay srudededidadundosilofiifuiiuszuy
soulatifpstoamiaien deorainanuddosainnisnoutame]idnnudulafiszney
LUUADUN MY

HUNAFIUNNTIAY

1. msventrndetinesulad fvsnadsuindennusidlatovesaing dudeud & anfeu
o nivsddgmeain deauufgiudaianisaidn msldsudeyauazamAniuaingldae
vuwnanwasueaulataztienszduuazyinlviuslnadaduladeldiedu TasdnsouuuiAnsesiy
mﬂmng eWOM %84 Liu, Y. et al. (2024) LLazmsaam%’usﬁagaﬂnmiﬁum Ngo, T. V. (2024) 5714
NANUITBR Kosa, M. & Spronck, P. (2022) uffagwuintadedfdediinsd eanquiesnadiidy
ewfiduiiduies (idelsimuigruiilenaaouin eWom axnsdmalnensetonisinaulade
Tungugfiaurmlululne violsl

2. mananwdu S8vinaduindeanudsladovesanu dudoud & asifeu egnadl
HodAgmeadn Teauufgiuddoguundnmsin enuddnaynauiuuazauiuduimied |ty
Mnmaiduveiainuaziduusigdlannsdnine1Bsgn (Proactive Process) Aidsualiiyanaiinvinund
Feurnauwdsidsuduanudsladendnduiluiian 16 $unisaduayuannguiiningraina
WMAANAUYDY Kawabata, M. & Mallett, C. J. (2022) nalnusegelanigluvas Xu, Y. et al. (2020)
ARRAILILITNANTIUELAUYIIMEVDS Tumtong, N. (2020), and Ngo, T. V. et al. (2025)

3. araidudiunils S8nswaidsuindenrudsladovesainu fuidoud & asidou ogad

Ly

DEGA

Feyn19add Toanufigiutiaianisalin anusdnuniu waganuludiunivesreuydn fiauy

nansulmanaualageduan elminn1sidiusiunediny dnseuwuifnatuayuanmgud
o v QQJ’ 4 s I LY s

aeuduAIuA 89n15Yesunalad (McLeod, S., 2025) Mgu AU NHUYUYULUTUA VDI
Fazli-Salehi, R. et al. (2024) uaza3deves Hakim, M. A. et al. (2025) Faguduinaruludiumiig

{gnsnalagnssegniivdrdgyreninuddazeveiuilan
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ABANLUNITIRY

13381751 08U38 90159918 9USHa (Quantitative Survey Research) laguseying
Juau@innqu Facebook Dungeons & Dragons Thailand ddnwuzluadieanldnasniian
adadudssrnsfilinsusuauutsa (nfinite Population) f3de3sdmunnuunanguiiegietusi
Tngldgmsves Cochran, W. G. (1977) Aisgdunnuidesiu 95% (Z = 1.96) dadrudnuwazUszvins
flaula P = 0.5 wagszduarunaIaad sufisausuld e = 0.05 unuAtldvuinngudiogiadus

384.16 AU kAZIUTEYAI3I5 400 AU Mswadansduuuuldldvdnanuinndu erdenisiden

p =

AIuAIINEAEAIN (Convenience Sampling) W1unmakuuasuntueaula lUgnguasnanings
vosugnfiguaiisuiesuda Tnetwuanasidansesrouiiduandnnguiindniideny 18 Yiuly
uariivszaunisaiiduvdededuduasainy D&D in3esfiouuuaeunuutseenitu 5 @ Hunmsda
dndruuszunan (Likert Scale) 5 53av Hunsasadanunn tnsddrddaudonndonds
oy (10C) Wiy 0.75 N NTIA A LLazﬁwsﬁ’azﬂavLiﬁLﬂi'}zﬁé’uﬂigﬁwémmL%ﬁuuaam
¥99ATEULIA (Cronbach's Alpha) fungumaaes 30 AU NUIIFIANNTeIUBETEMINe 0.710 - 0.867
Feflotunuinasitusnuaasguves Tavakol, M. & Dennick, R. (2011)

NAN338

HaN133ATIENYayaatALdanssaIun (Descriptive Statistics): #338laUssanananguuy
AMUAALALIIEAUVBINGUAIDE1ITIUIY 400 AL LUAAIUNIIEAINNINTIA Likert Scale Tag
fuARzLUAAESURATAATUTNAY 0.80 AzULY NaNTIATIELeNTeRuUs wastasinuling
TEalBuA LA

A15199 1 Nan1sIATIAsEAUAMUAaiusafLUsnsUanUndaUIneaulall (eWOM) (n=400)

JaAnnulifnanls eWOM X S.D. S¥AU
AAUAALAY
1. reuwudronsuenaeauladilvsusnauledoduiuasusnsiety 4.06 0922 WiLmEaIn
2. pouuividomsuenidreeulatitelitulaingendelfamnneudesnis 4.04 0925 \Wiusiaeun
3. peuuiviensuanidesulatiidunsedulidudaduladeduiuas uims 3.90  1.000 \iusaeun
awsauaaudsnisuanuinsauineaulad (MeaneWOM) 400 0.778 WiuAEIn

210A15197 1 wudn muAaiudenisuenuindeuinoeulay Tunmsiueylussdu
“Fiuseunn” (X= 4.00, S.D. = 0.778) Ima%aﬁlé’%’umLLuuLagaqqqﬂﬁa ABULLUANIDNITUDNLAN
ooulavishlridnauladodnstu sesaunie drelvidulalununmdud uasddunsedulvidinaulate
AEAY

A15197 2 HanITIeTEsERUALARTLsefWUsAINERWEY (Enjoyment) (n=400)
Jamanudinfauus Enjoyment X S.D. S2AU
AUARLIY
1. SufAnayniildidundetoauduaruinsiiiaiuiudeoud & anieu 444 0802  usheunndian
2. fuwdamduilfiaudetodufuasuimsfifeatuduioud & asfou 442 0819  usheunndian
3. guidnhmslddunietoduduaruinafefuiuowsmiudonhauls 445 0839  wiudwuniian
4. fufaniusuilfidunietoduduaruimsfifatusiuioud & afou 447 0840  uiushenniign
MWFWAWMUTANUNEANEY (MeanED) 444 0703  wiuddeuniige
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NMINA 2 WU AnuAaiusenumdnmdy Tunmswegluszdu “Wudeunign”
(X = 4.44, S.D. = 0.703) indorauaglunaeiiuseuniian lnedeilasupzuuunisgegade
sAnAuunlidunsededudiediu D&D sesawunde sanuraula sdnaun wazidnmdamau

AUAIAU

A599 3 HaMTIATITsERUANARTIuRdnUsAITuEUnTls (Belongingness) (n=400)

Jamanuiiinauls Belongingness X S.D. STAU
AUAALIY
1. fufAnduduninesnduiiduiuioudensifoustiauiiais 361 1.068 WiudENIN
2. fufAnhdudfuldfituaudy 4 lundudisusuioudensdou 355 1.027 WAURIELN
3. dufienugniuiunguliduiudoudganioud 357 1.269 WAURIELN
4. fufAnhauldsumaseuiulunguiidudiuisudeaniou 337 1141 iudeuiunans
nwsauiauUsaududunils (MeanBL) 353 0981  iusawunn

1113797 3 WU AnuAnudenduduvids Tlunmsaweglusedv “Wiusioun”
(X = 3.53, SD. = 0.981) Inedefifinzuvuindegeante SFniduduniwenguotisusiass sesasn
fie Amgnituiung W lFRRUEY vasiiderauduauidnldfunseensulunguiinzuuy
lRAEsan wazeaglusyiu “Wiusetiunans”

A151991 4 NaNSIATIESEAUANLAALTURBFLUIAINATLRTD (Purchase Intention) (n=400)

Jaaauliinauds Purchase Intention X S.D. S2AU
AAUAALAY
1. $uiiuunlufiesdoduiuarusnsithoafususoud & asfou luowansulnd  3.87  1.258 WinmeaIn
2. Huarnunuioteduiuasuimsiieatuiveusitdlofomnisiuaie 4 414  1.077 WiuAag3In
3. mnillemasuardeduiuazusnsiieafusuioud & asdeu 4.16  1.084 Wingesnn
AmsIuFuUsANRTTade (MeanPl) 4.06 0942 WiudeuIn

21191997 4 wud AnuAndiudeauddlade lunwsweylusedy “wiudieuin’
(X = 4.06, S.D. = 0.942) Tnsdeildsunzuuuiadogeanie mnilleniasdodudisatu D&D
sesaunAe MNwnuToidiedeinisede q wariuuliuesdeluswandulndnugiu

HaN13ATIEVADALTEYNY (Inferential Statistics): §3deldvinn1siiasigiinisannsy
wyAad (Multiple Regression Analysis) Jionsraaputhmiindvana

M1399 5 wanslinTgvinsanneenvgauienaaeutvtindvinadeauadlatioussainy D&D

(n=400)
fianlswensal fuuszivsonaes  aanuemaAdeu Fuuszans daanegay  UvdnAgy
(B) (Std. Error) NI (B) () (Sig.)
ﬂlﬂm‘ﬁ (Constant) 0.353 0.267 - 1.324 0.186
nsueniinaeUneaulay (eanewom) 0.091 0.054 0.075 1.663 0.097
ANULNEALNEY (MeanED) 0.575 0.061 0.429 9.377 < 0.001*
prrududnumis (MeanBl) 0.224 0.043 0.233 5.179 < 0.001*

NG ADANAHBUVBILUUIIABITIU R = 0.600, R Square = 0.360, Adjusted R Square = 0.355, F = 74.323, df =
(3, 396), ANAINUARIALATOUNIATIIUYBINITNYINTA = 0.756, A%l Durbin-Watson = 1.714 (*Tdvdrdgvneadifsziu
0.05)
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a

1NTENUADTATRUNUIUNITI9T 5 NUTRTBNIITUIMUUTIABININTIM ANERRA F-test

1Y a

Wiy 74.323 Sdeddumneadfivesnd 0.001 Fenneanuinfiwlsdaszenaiesndadauys
ansasantunensalnnudcadeldogaiveddry Tnadn R2 = 0.360 TkiTuinlumanisideil
annsnesUIER UL TUTIWese s ladevasany D&D Tufidurnilne ¥euay 36.0 dau
Jadeduiimiesniosay 64.0 Juladenmevenlumadldliiundnuluaded wasdeonsieaeu
dmindnsnadsdudszans siediu nudndifaudsdaseiites 2 au AdwansEnuidauinuas
o Aymnsaddfiszdu 0.05 laun dauusanumdanay (Enjoyment) duuindninagsgn
(B = 0.575, B = 0.429, t = 9.377, p < 0.001) veuFUaANNAFILA 2 FosaunAe FuUsAudy
dumils (Belongingness) (B = 0.224, B = 0.233, t = 5.179, p < 0.001) soNFUALLAT A 3

Tuvauziishuusnisuenuinsetinesulatl (ewom) wuinliiisninalaenssed1eivedfy
yadfrennuddlate (8 = 0.091, B = 0.075, t = 1.663, p = 0.097) Ufasanufgiui 1 uwa
fiaonrdasiuuiToves Sandyatama, Y. & Istanti, F. (2025), and Anastasiei, B. et al. (2025)
Feszynsatuinnsueniinsetinesulavlunguiudiamsiidesededeyadedn Lilddmansenu
Tnensaennuadlare Tunenduiunadndivaudatutadunureas Nofal R. et al. (2022), and Liu,
Y. et al. (2024) 5281 Kosa, M. & Spronck, P. (2022) f1A8518411431 eWOM danaldauininenss
sionuiiilade esnnguiiegdluauidedifuamndnaouydivesany D&D Tulsemelne
fifiszdunud Ussaunisalnss uazanugniutugueugeegnds Seluuldudnauladelnedan
ANNEY warUszauMsainssTInfuLieuannnindeyasiinnauludsaueeulay §ideisaguaunis
annogladail

Y =0.353 + 0.575 X3 + 0.224 X3

Y WU SEAUANUAIIRTBUDSANL AURsUd & As1NaU (Purchase Intention)
X2 kU AUWAALNEAY (Enjoyment)
X3 WU Aududlunils (Belongingness)

v '
o v P

(Manewe: FaUs eWOM Xq) lgnihhgaunisnensaltugading esnnlifideddynsadiansedu 0.05 lned
A1 p = 0.097)

a3U afUseNa uazdalauauuey

A3UNAN133Y

HANTIFBNUTIT NFUMBEIiauuasany Aulsud & asiieu (D&D) Tuusewelng lseau
AnuAnusisruImEnAugiaalusziuiuseuniian (X = 4.44, SD. = 0.703) 509a9AD
mmgﬂaeﬁlaazﬂmzﬁuLﬁué’aamﬂ (X = 4.06, S.D. = 0.942) nmsveninsieUneeulateglusydu
Wiugeann (X = 4.00, S.D. = 0.778) uazanuidudrmilsoglussduiiiudhounn (X = 3.53, SD. =
0.981) Fadlefinrsansiedonuin fumnuiuwdulunsiuldfuazuuuadogean (X = 4.47) vz
mnufAnldsumssensulunguiinzuuuiadesdigalussdudiusneuiunats (X = 3.37) dausans
NAFDUANNAFIUAIENITILATIEVNITOAD LN AMNUI wuUTIaedlaesiudided1Aynieai s
(F = 74.323, p < 0.001) warsaufuosuemuulsusurssmuidadoldsosas 36.0 (R = 0.360)
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T,mEJmmL‘W'SmLwﬁmﬂuﬂﬁaﬁﬁﬁw%wa@ﬂmﬂ@iammﬁgﬂﬁammﬁqmasmﬁﬁfaﬁﬁiy (B = 0.429,
p < 0.001) sesasAe arududiunis (B = 0.233, p < 0.001) Turaedinisuenuindetnesulall
Lifisvsnamanseogedioddymeadanenudslageluninsan (B = 0.075, p = 0.097) Fauduy
nsUfasauuRgd 1 Aisaly

aAUsENANTIY

mamﬁ%’aﬁwudwmfmmﬁﬂL‘wauﬁ@w%‘waL%waﬂqquiaﬂfmué?ﬁﬂs?}ja azviouliiiuituase
3 D&D flanugtiudundeuszaunisal (Experiential Products) 9814U11359 ANULUIAAUDS
Van Boven, L. & Gilovich, T. (2003), and Guevarra, D. A. & Howell, R. T. (2015) Aigu3lnndndla
“ﬁyaLﬂIE]LLﬁ’NM”lQmﬂ"MNE]’liMﬂj LaEAIIUNTITTINAUIINNTTE T mluAnssuLINN I
N13AT0UATOIING @DAAABINUNABNTEUIUNITNNTATNGUTITNVRY Kawabata, M. & Mallett,
C. J. (2022) wagnalnuaanuaIunIsTugduvad Xu, Y. et al. (2020) ﬁLLUiLUﬁauLﬁuLLiagﬁiaﬂﬂaiu
%ﬁﬂwqﬁﬂiiu Faaenadosetedaiunuideluuiunuesainuues Kosa, M. & Spronck, P. (2022)
naenauuIdudiawnululnevss Tumtong, N. (2020) 53ufia Ngo, T. V. et al. (2025), and
Nofal, R. et al. (2022) widaudisiiu Dulko, D. (2024) fidnwlewisnuseulay Weswndudnasa
whudselewildaeslunisuiedu srsannuesany DD fifuirdeussguySsnmuasaNNayNaUIL
mederudunnuman

Tuduvesenududunisiidmadaninemuitlatety aunsoesuisldnunguidsu
Fuarudesnisvesanalad (McLeod, S., 2025) i1anudeantsnissensunarnisdudunis
vosdanmduusaduidouiiugn Usznoufudnuaznisidures D&D Adesiianuasiufdusius
wuUuWUMEA (Face-to-face) WlaiiuiEedsnd (Nandal, D. 2024) anuananitudatisaiiadndnual
Srufunsduduagnizdunisdeiesssduiusnmlunguaunseuves Fazli-Salehi, R. et al.
(2024), and Schultz, T. (2022) %qaﬁuayumammaq Hakim, M. A. et al. (2025), Bilal, M. et al.
(2021), and Ahn, J. & Lee, J. (2024) waan@1391n Tumtong, N. (2020), and Dulko, D. (2024)
finuifiadudennlifidnsna Wesaninuesulatvihluisuuuuufduiusmaddviaiiniuuas
himﬁmlmuwhﬁ'mamgﬁ??ua%mmmmmwmm

[

YurfinansFonuin nsvenundethnesulatl (ewom) Lifdvinanmsseteditedfy
ynaadfsemusidlade Sednudsivaunigiuil 1 duaunsoosugldanndnunsamevesngudiau
D&D Tuuszmelng dadmduinusssudosiifisesuanug Uszaunisal uazanuidevaluszuuing
asegudn faudslemnnisdndulannuszaumsalngs wagersualmmddnsauiunganitowdundn
11NNTIN134E 833 vesauludaussulay nadniddenndesiudedunures Sandyatama, Y. &
Istanti, F. (2025), and Anastasiei, B. et al. (2025) ﬁszqmﬁﬁu’h eWOM Tuduaanignausin
Liidanalaense usagdwiudninanideuiiuiinlina1s Wu amdnvalvesusud v3en1s3us
AMAIN UATALEAU Kosa, M. & Spronck, P. (2022), Liu, Y. et al. (2024), Nofal, R. et al. (2022),

and Ngo, T. V. (2024) \flesannaddeneunthdnng@nuilunguiuilnaduaundu duasdva
wsedumMlundniunistngainiiieeulatlnieninguinussiugesniidnuazianize
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De

fosrinvesnsisenisidunsail

1. nsdiangudleg1e: n1siivdeyaiden1sguniuadnuaganIni1ungy Facebook
Dungeons & Dragons Thailand 1leengafien ilingusneesdinlngjoraidudiauiifiamugyniiu
a9 Bsonadslsiidusnunuvesdiduill iefiauniilmilusemalneliegansudou

2. myvadeyaduuszrnsmant: wwvasualdlddafuoyaUssansmansiiugu iy
018 et seuseld wioowessaziBen Feliamsniduusvadimaseuanuuanamie
Aaselugiugswdsifule

3. auaRuUsluLuuTIaes wuusassannInosuisnuiuLUTTasRIRldel oy
Az 36.0 (R? = 0.360) wansdeiltadedu o Snfewar 64.0 Mhildsmeglunuudians Wu mssud
AnIANvDINERITN (Perceived Value) arundedeluuwusus (Brand Trust) vietediiasdusen

YarauauusufuRdmiugusznauns

1. funagnsn1saseaumanndy (Enjoyment): Husgnaun1siuuesany wavinns
pammsjatiudnfanssundaszaunisaliimiirueewlar Wy Msdnfanssu D&D One-Shot Night
w3e"Event nagyfefiiAuUsesnduni Tneanudsaniud uas & 1deq wasussennielidedlan
uun @it liiAna i udugsaalulaguilaa saudunsiuuidnnalaing (Gamification) 184
Xu, Y. et al. (2020) AMun1T1oUI19TA Lazdniusslonliiiay WU SsUUazaLLAN NToUDUYDS
anuAuTIILn Weadenisduduuasussemeadidunan gelaliifinaudladamusias
984 Ngo, T. V. et al. (2025)

2. frunagndnisiasuainennadudiunis (Belongingness): lesanndudsanudu
dundlaflunadviswadoudnaseu (B = 0.233) Usznauduazuuusuaudanldsunseensu eglu
naseiUunad siniige §3nfanssy warfud1vesainuiemnseuiudaseuuiid o (DM
Mentorship) peefeusutiewieglaulva ¥38dnianssu Beginner Session wenFenLiieensziv
msseusulungu sawfenisesnuuuiauiUylavaniiunuAIn LY Sn5nm Layamsadn
Srufuvesnguiiieu eanneumnuidndnunludinuaonndesiuuuiAnues Schultz, T. (2022),
and Fazli-Salehi, R. et al. (2024)

3. sunagnsnisusmsnisuendinseUinesulal (eWOM): udin ewOM axliisidnsna
Tnemsatamusidladelulinnat wiiosnwginssunssaunssyiduilaadusomninisaely
sindulatodudlaietu uazdulaluguniw (X = 4.06, 4.04) {Uszneunisisiuaziasnisdanis
Fosmnseaularl witnnsmaadesusudsuunumideniiinnnnslasanuuuienss anuns
advayuliandnaouy i viofiduateiamuesidonludnuazninandes (Storytelling) Wy
Indimadansadiaiiaras vieTisudedomandoiiands iiold ewom vimiiidsinudaya
Fanunlutenseduisdfnmundanduwezarududiunis aensuiulunadvinanisden
U849 Sandyatama, Y. & Istanti, F. (2025), and Anastasiei, B. et al. (2025)

YalauBLULIYIYING

1. unauifeduensveuanguidududsszaunisal lugeamnssuTausssuges
(Subculture) InedoyataUseindtisdudutaauufgiuues Van Boven, L. & Gilovich, T. (2003)
Tunguaudameifauduyurula yadmaersual wazussgslanglumunguinisussidy
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\Badayayn (Cognitive Evaluation Theory) \usauusiidndslunisvinenginssuguilnagean

g7

I aa

wilenidinuteyatiasanaieuen

2. unarwideidunsaamdngudUssdnvativayudeditavemans ewom Tungu
Auffifsziuufduiusas lasnadnsissyinmsuenunseunesuled Lifdvswannsaimiii
U astduniadnsnalagnsmiunsausudAniy Sududedunnves Sandyatama, Y. & Istanti, F.
(2025), and Anastasiei, B. et al. (2025) T1inivimstusuansndudesUsuasunsouninudn
MsAnw1 eWOM luguuudiassdninanisdensitudiutsnans (Mediating Model) 191131
Uszgndlifnuwmginssuvesnguiuilaaiidssfuanudenviage

daauauurdmiun1sideluauinn

1. msihnsvgigveuwansiudeyailisuszeinsmans Iaeyiin1ssiusy wasiaszids
e 01g szAuseld wazendn iy vievins@nuideiuseulfiou (Comparative Study)
nAnssuamd slad et uTausssussninafiaululssmalng wazUszmadu q lugdaia
douUdnifunltumsiiulags audedanaves Noman, D. (2022)

2. ilpannlumatiagduannsnosuieanuuUsulddesay 36.0 n3iduaisaluans
AR ufulsdassdadninet wazdenudu 9 Wiunluszuuuuudiass niedauusiifu
Fruseiueal uasdsraunisalluninduwny dWeiiuussavanm waendslunsneinsaiaudsls
Fouesmnunszmuunasunumliaseunquauiivie fovar 64.0

3. AU UIUABLATNTITElRoYTUNNNTIBITEITan AN (Qualitative Research) 1Hu
Ms&uAwalBsan (In-depth Interview) wnsaunLINGa (Focus Group) SamAunaugiausialy
(Casual Players) uaggdasiany (Dungeons Master) i adunusiydladeinfidouny 4eazeae
iy uazaaneunudBssnmsitintesiieuvuasunuesulatifisssuuuifien

¢ yay v aw
29ARNINIARINNTTL
av A o =1 ) ¢ ¢ & o ] , D
PNMTITTUsEandluasell anunsoasuardunsgiesinnuinlaamueenuniunede
\eaSuengAnssuEUIInANgU TRIusTINges (Subculture) Uasawnulng ladsil
nsnateaueaniIsnatandanilulududnanizngy nulduasriounmdaauin Jeya
o o A a ] 4 raa a S o
AUz vieauAavinaInuaraniguaniulaneaulad (ewoMm) lufidnswanimsslunisdn
nauRuslaandaug Uszaunisal wazanugniulunguasuydawuulanmieinduy Fanaie
NTOULUIAAN YA NITRaIALAL Lard LiiuI1n198 oa1sasdua lunuinduda Subculture
Fndudealdsuniulaseaseligduuudiaosdninansdourunindneal uaznisasisnmeily
LR
Y9931 sRAIgnamNgsH LA “nMsgausuaundniva” ananasiouvean1sIy
WssUNTuUsTa LAy wlreuylfvesanuazasiennuidnynin uwasiludiunidalds
winalnnisWasuiveasianuidnlasunmseensuliunaundnluviediauniludinseglusedusm
Fudugaunniauwazdesitsddgvatanamnssuuesanulng Adussnaunisheasudluiioadns
nsiuleigeduvaanainluauing
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