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# # 5684684028 : MAJOR COMMUNICATION ARTS
KEYWORDS: GAMIFICATION / MARKETING COMMUNICATION / ENGAGEMENT /
LOYALTY / EXPOSURE / CONSUMER
PIRODOM LHAITRAGOOL: MARKETING COMMUNICATION BY THE USE OF
GAMIFICATION. ADVISOR: ASST. PROF. TATRI TAIPHAPOON, Ph.D., 117 pp.

This research focuses on the study of marketing communication by the use of
gamification. It aims to examine level of consumer exposure as well as to examine level
of consumer engagement and loyalty toward marketing gamification in communication.
The research methodology is quantitative survey research from 400 respondents; 200
from those who consume and get accessible to NIKE+, and the other 200 from those

who consume and be a member of My Starbucks Reward.

The finding shows that the exposure to marketing gamification in
communication is middle level for Nike, and high level for Starbucks. The level of
consumer engagement toward marketing gamification in communication for the two
brands is high level in terms of trustworthy, dedication, and participation in brands. The
level of loyalty for Nike's respondents is middle level in behavioral part and high in
attitudinal part while Starbucks’s respondents is high level in both behavioral and

attitudinal parts.

The hypothesis testing found that the relationship between consumer’s
engagement and consumer’s loyalty toward marketing communication by the use of

gamification were significantly and positively correlated.

Field of Study:  Communication Arts Student's Signature

Academic Year: 2014 Advisor's Signature
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a
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:/’ 1A dly a 1% ! ¥ 14 qI/ a v 14 o 3// o
NITUIUNNIAUALRDNTAAUAT T2UINNNNTEAUAN aungzyiaan T auAT Aviulinnsmnans

nflunazbiassiuladnfislnalinistaiuse@einianismann (Hoyer & Macinnis, 2000)

b4 o o Y

Solomon  (2013) n&a1791 nadlasusiulunssuaunsusn RN desiunisFU%

2

©

v
(Perception) futlsznau@ae 3 arsudu Ae n19Elafy (Exposure) nnsamszuulunnsiu?

2

. . a . al o a di/ dl o o
(Organization) LaxN19AAQTN (Interpretation) N19itlafuaziiafudalse @ NANETANIS
NNANIWIY 5 1 N1suagwiu N9 lAtu nau duila gnnszfiusina @B ndudald aaniuag
a Y . ° 4 o o v =
Rannsliimnuanla (Attention) uaziinlilddunaunasnisanszuulunisiuiuaznisfingi
= | Yo dll Y a = A nall a o % o al dl o
wsaananana tian wegislnadinismannazilaiuuaslinrnauladudean aseiuaony

4 1 ] ]
fiaannslurniziii (Perceptual vigilance) visaraeniiazliiuludenldlfinannanla vise
infiaudayaiadayatiuliaannieaiumnufniiuaessi (Perceptual defense) faxiiin
o o o Ao p N & a
nsdnszunlunisiu i lddssananauaziannu auinangaasuanseanuiunginssu

(Solomon, 2013)

2
o A

Becker (1997) EiAnuingreann2tlnude Tnasuunly sl
1. mﬁ‘Lmeﬁ@H@ (Information seeking)

2. n3illaFudiaya (Information receptivity)

3. nsitladuilszaunignd (Experience receptivity)

nailafuarsresusiazyanatiu anainanniladeiuansnsiuaanliinlifina
woAnssNlun A AfuansuANFNeTY Merill Uaz Lowerstien (1971) ﬂmqﬁﬂﬁ@%ﬁuﬂ,m

tﬂl [ a a s | 1 a 1% [ d”
LﬂEI']ﬂ'LI‘WZ]L‘]ﬂﬁ‘ﬁ‘ﬁJﬂ’]ﬁ‘Lﬂﬁ]ﬁ“i.l‘ll’]’)@"]ﬁ"l’m’iﬂ’]ﬁ‘ﬂLﬂﬂiﬂ@qﬂﬂ@@ﬂﬁﬂﬂﬂqfﬂu

v & o IS !

1. AN Weanuyedudnddian An199aunquiNenIsaunuILATa519
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A 1

A998 AaRNeILazNAIN1IgnUiasandany Asiudaes1e nlElunsdeansaaiy

' [

1 dl = va dll %
DRAININN L‘LE‘H‘LI L@N”ﬂuﬂqﬁ‘iﬁﬁl@ﬁlﬂﬂuuﬂﬂ@ﬂuﬂ NNDAN

2. AnNeengaaniiu uikiluauaninug uresnnulunystiie AuesIng
agnuiu Helugslnddauazinasn Tnaannzadsialumanisnindsnansenusanuiagls

:/’ % :/’ d”ﬁ [~1 dgl dl o v o a a o
MNNWATIASN NN ﬂmwwuﬂuwugmmmﬂuméwﬂ InANT7tafuansg
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3. watlszTamd nsuassnalssTagiannanaans alinanniarduilumtslugs

o

nFuansuanann Tdanaziilulunnsazdqaliiiaaauinlud inenndeyaniatuayu

v
1 o

Y o a =3 = dll v a a e
YBAALAL TR LW@GL‘VILT]QQMF]’WNVH\?ﬂ{]U[ﬂLL@xﬂfJ’m’%‘ﬁ‘I@\ﬂ@

4. anmouzaesde dAeusazilsvinnidninasenisaaniuaiaasaeusazyans
wanila llananeuen1edssaing |u e 818 N1IANEY ADIUNINNIVATHTIAUAY
o | S | % =
ax wsiaryAraaziaentlniudenainisoneuauedsianmfiaInIsuaANNane laTed

RLaabE (Merrill & Lowenstein, 1971)

uanaINil Klapper (1960) a3u1ed1lunsdlafutnnansiu fiislnaazinisdnnges

. = o < "
419417 TIUTLNAUAIY 4 11FD AR

1. na@enitlafu (Selective exposure) YARAAZIABNITIATLIANIAITANNUNAIATT
1 dld 1 1 o 6 v A a A A a o &
Finee] MRegNINNNe i Tnevied wlsdelus fnaans vizedumeiiln muanaulauay
y < & AN 1 ¥ “ -
AINABINTTURIAY T9IALUNALAIYAAANNALIABNTLAINAaAARBILATATLALUANNAR

WAL

A v s 3 [ % A o 1 1%
2. nstaanliiArnaula (Selective attention) AIARAINNITLAANTUUNIANTHAY UAna

azliimnaulaiudneansnlFiuninasnafieiua N TawasiALARALANTEILAARTIL
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Tumsnduiufaznaniaesdlinanaulatuannansidasionaudan vauas LazauLTe
A | v a ' ¥ a . i ° P
209614 LHavanaana iinanliaennieanisaauda (Cognitive dissonance) Mnlik
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A o ow P ) ) . . A~ 2
3. NTRANTUILALFAAIN (Selective perception and interpretation) LlHANN19LAAN
o 1 dl £ v al = :}I dJ = a dl
fudnasnliiANaulandn Yanaarin1sRANUNILU89a1IU T991AHN1T AAIINN
wans1anueanty e niALAR ANNNITEE ANNATANTY UsraUnITnd LAaZANI2ENIY
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'm\m'mmemﬁlﬂ«qwugmmmum:uﬂmuLLrﬂﬂmqnu #qlun1sRANTUENIAiNIFRT LA

yadouaanly INHANLN4Wd NN visaRnsdaLlautng il

4. N17AANaAan (Selective retention) #AIAINNUARANNIFTIASY TR NaU]A

3

AANFUFUATAANNUNITBNANTURD AARAZIAANAAS1T19817 IdounnsaiANaula

o

AL TwanzidaafiuiiaanNazariaanngnsludiunlinsaiumnuaulavisadausiariy

v 4 1
1

WauaRaasauaan bl iallannansiyanadananan i aziflunistqediuuazaiuayu

1 v v 1 1 v
MAuAR LA AT ALANT89 AR HillANNLAININENTU (Klapper, 1960)
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a v Y QI d” a 1 1 Lﬂl dl -dl
mummmmmﬂumnﬂmm@gmuwmmmumﬂ Lﬂﬂﬁ’]’]ll]lll widlalulsaslalsaaniig

D,

A ¥ ¥ ~ v a dll @ = a v =
viraRanTsdeyaniielsznaunisindula nsdeanmienisnataiunilaludasiy
2 Y a a o 1 dJ = v o dl [~1 o
annsansziuliinanisitlaiudneans damninisnssulussAunanzaniazausany
WezAunadlafuidnsiinninau szavluniadafudnearsaiunsatiinngdaeduuuanig
Wirinnisnaiansunstladauasnginssnlunisdlafudinaisseanguilvung waziiu
1 4ﬂl 1 4 ﬁl 4 1 4 a
wuInednsaednsstuuulaazannsanauguadnguiiunn ineling uilunneianis

Ta3uliunnnga

2. WWIAA Gamification (Gamification Approach)

ANayNAaUI U uAIMI {3 Tnauasun iiaNauAaIaaN12ENAA LAY

o [ %

AuATEn LazinuiidunildluusediinfaaudAty (Zicherman & Linder, 2010) N14514

v
[ % a o

o a 1 :/I a | o o o ] =
AN Taenale LﬂllL‘ﬂuLLﬂu‘Vl@ﬂ’&WﬂﬁUiuﬂﬁm’]Mﬂﬁ‘ﬁ‘Nﬂ’]ﬁ‘UMLVN[ﬂ\?LLWIH@@W

o

= o = o Ny gy Ay a a Lo @ v
auatlaqiiu Inswaunnianalulagnlildudinaainsaansmanman usdadunisasis
dszaunisainvuaynawuligusinalugduuusne) iy nasaunueeuladiiunig

'
1%

dumasiinlbane n3ldansninurzaunuanlun1aauny Wransyianisaunulan
i@leu (Simdes et al., 2012) azwinlddinisiau (Play) uRdnAtynegaiuuymdundi
W1 (Terlutter & Capella, 2013) wazauisnasANaulaangauliainnsnldnaiiumna
1lneladnde

nasdszgnaldinalunislawannisnainlaldFesudaniua Tne Terutter &
Capella (2013) lautsdszinninunidnnisnanafien i lawanduavisenauiieendu 3

o o A . - Aog e a & ey oo
gUuuusaeiu Aa 1) In-game advertising Aa N3N WitENanaueiun lfinn1aaTA

o a v A a % [<] ] dJ & o
arn3niduAnviransduanllonsluinalsedudiuniliasany InaqatlscasAnanany
nHilunsaiea N iuniau 2) Advergames Aa INNNIGNATI9UATOENULILINILAS
Tarundusiuazizng Tnadqayanunaineainanaslunisdeansnadusiaanly 3)

Advertising in social network games A8 N1sUNAUAUTERT1ARAN I Tludiunilaans

nNNHeNaull Social network agina1Ty Facebook (Terlutter & Capella, 2013)
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Tddnaziidunulugluuulafinan nszuaunisvzanalnaasnududaagly
4 . , - . Y
wlasulad Zicherman & Linder (2010) 83uU18n7zUaBN139a0nNqNlsenaullfag 3
A4ALIZNALNAN AB AHINARNAY (Pleasure) $199a (Rewards) Waziaan (Time) lunng
. o o & A o~ < . 4 o =
waniuiuANaynauulunufnBFouaieuanuisguasiaziinishaien aanuaulalil
Y a o v =3 o = 1 o o acal [ %

Anguslna wninnisaatnsiaInIshIAINaRlanauNITaLINdWALLINN A5N15ARD Fiad

wlasusaealififluing (Zicherman & Linder, 2010)

wignslEnudlursasiialun1sdagnsnismana il ld@anilanlud ws Gamification
Tunansneaanty Gamification luldnnsas19assmnudusnlud waflunisienduaung
agjudn wiu Bulas (Website) Tlsunsna31apa1nsing (Loyalty program) 1isedus inilaes

sUuunldinananfluiny taenisimannalazesnyldasll (Paharia, 2013)

Business Insider (2013) Na1991 “Gamification” Wun1uaaNsaNaas@anniaaily

a

Manludaqiiu 4 adnadinfoaiume 1) n1sldaudipnipsadiaetnedunay (The
explosion of social media usage) 2) miﬂﬁfﬁmqmmiu‘ﬁ@ﬁm@ﬂmﬁwﬁﬁﬂﬁ@ (The mobile
revolution) 3) dayaNNWNNINTY (The rise of big data) 4) N1IITMUINITTRIgLINIOIAN

a

ldn98aansaiingd (The emergence of wearable computing) (Workman, 2013)

[

Tun19dnuRgIn193u n1314AN91 “Gamification” e TeadNNUSAL 2 A NN
o 1 [~1 o dl = QI da} 1 al o ala [
wan7 egausniiuAnuanene nsiuNNIUIeINIRAIINN Innsiuenialanuniiy
\ =< aa o o = 2 y e o aa -
dounilalugdnyszandu douadnunnianaes Ae esainqalszaeAnanaeanlamnune

tﬂl % o a zﬁl =) VY a a g 1 a os// 1 v
INBATI9ANLIUTAN TeaunTnpga TEaWNANNIREIuIN Hadusalalunisiau uazld

U
2 1

waniunu i luszazinanenauu Auiuesdilsznauneaniasnasaiinsanazlssgne
tal dll F 7N o 1 o ya % a = o a ds, .
Aedu) Wdui wu nneinlidudiuasisnisiiaauaynauuiuggiannay (Deterding,
Dixon, Khaled, & Nacke, 2011)

“Gamification is the use of game design elements in non-game contexts” —

Deterding et al. (2011)
“nAdy An nstasAdszneaunazgtuuuaesnyld 1 uiBunnuanmiialilann

\NN” — Deterding et al. (2011)

BNAUULN Hamari  (2014)  Na1991 Gamification  sugnwaunNnalififinng

4
NITNUNNNIsaTIauseqelanInndniAupRTeanyAnssnNinense uay Gamification 11

1 b4

= ,a & o A 9 1 o = A g
punenanigaaRNANlundnldlussuundatiugn Tdldn1a319nnaunn v ina 19

u
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[ %

LaUBLN9a3999 (Fogg, 2003: Oinas-Kukkoen and Harjumma, 2009; Hamari, 2013 #1479

134 Hamari, 2014)

Tugumaﬁﬂﬁﬂmﬁqﬁumm Deterding et al. (2011) waz Huotari & Hamari (2012)
1 feaesmidde llfnaamaneaeadndn “Gamification” s1flunsresdiszneuzesina
anlgluFund g luinaiteas e szaunsaiuaznisidausanliniadulugliou finns
d5naszaunisaianandunsifiaiu Ineflitmneiieainauseqslaliilianuinns
darvun miﬁ@:mmﬂwmﬂﬁﬁ nsanenanssuanansasansRdausanlisdu
°luﬂ@:mgﬂ'mmmfmﬂu'§m?ﬂﬁm nsa¥edszaunisalaansdwnadunileluiingg

(Deterding et al., 2011; Huotari & Hamari, 2012)

TIAITUNLTENEUNH11 Gamification 9819 BunchBall waz Gamification Corp. 1§
TiiAnaninaulidn “Gamification” TaldnisasainuaiunnlusinadngilszasAniegana

ynusiflunissesanaaaaninuiflegiaadsryndldmaianisaiussaslaadli e
zﬁmﬂmmLL@:Lﬁ'ummﬁﬁmﬁuﬁ’ﬁdeE]u’?ﬁm fedamaniazansnsninsmaLee AT
A lHAnAuTanela a5 eAnnudndenazAuAnAlURT AU AR TS (Bunchball,
2014; Gamification Corp, 2013)

inAgnnsvanavinusanlediesa s dnnusne esunasndn “Gamification”
Faindflunsianszsuaunis esfilszneuuaznalnasanu atheigy szuunsfunzuy
(Points)  9vAu (Level) ATUgzaun19nl (Experience) miﬁjmmiﬁmmﬁ@uhmm
(Mission) mﬂizqﬂmﬂuﬁqﬁu@ﬂmﬁ@mmﬂu (Zicherman & Cunningham, 2011,
Thunbsup, 2014) vidadntiemitaae nsinalnresnuuiUsulflulanresannuiluaiaias
Tufadnstszandusine lnsandenalnimaaiudunszuauniainy (Simoes et al., 2012) 1w
sl,um??ﬁ"@m?m?mmmu%ﬂ@qwﬁmqaamﬂ@ﬁmq Lﬁmﬂumiﬂ@xﬁmmgﬂ@me’éwmiﬁ
dausan wwaAe Gamification wuldgnAnmdndudansvildedunliufiazanunsavas

'
a o

waanngAnsseesdiFinalidulllunidiuualila (Ribeiro, Farinha, Pereira, & Silva,
2014) Tngrinunieaniafvdesyaludaaaanguslnanal jduiudivuazszaunisniiou
NWNTEUAUNNTINN (Paharia, 2014)

“Gamification is the process of using game thinking and game dynamics to

engage audiences and solve problems” — Gabe Zichermann (2011)
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u

dnuntdausanuazuiilailoyun” - Gabe Zichermann (2011)

Radoff waz Smith (2012) nanal391 Gamification gnnaqfaaiausnluaenisdeans
TuihaunanAn I 2010 (Radoff, 2012 and Smith, 2012 §190911 Simoes et al, 2012) usilu
YUY Ribeiro wazAy (2014) 1Hnana91 A191 “Gamification” T FuAEAN1AA

gaaunssndananaalull 2008 waziuundzenellFes luniadausinae 1y N1t

¥

(Entertainment) R iudeaudAnylunisineauduiusiugnén (‘Global

gamification market 2012-2016," 2012) visearlunAEIULIBINITANET NRN1THN

nszuaun Ny lUiuldlunistaunisasy neaiemnuaynauuuaziiluusegslaliinia
= L ! = = = ]

AYINBENEHY (Simbes et al., 2012) wazluniAdandus] ansanllie deusesansisige

(Healthcare) n12R8% (Finance) A11an (Retail) n1982419ANUNAN (Telecom)  WaAE

a o 6

N@mﬂmwﬁ@ﬁﬁiﬂﬂ (Consumer goods) ("Global gamification market 2012-2016," 2012)
TnadANEanaw) 8n iU “Funware”  Zicherman & Linder (2010) l&lfimanumunaues

J | o dl = 1 A dl o [ o dla
Funware 'D’]Lﬂuﬁ’m@ﬁ:ﬂﬂﬁ@mﬂ%“ﬁ@ﬁLﬂlm‘ifrﬂﬂ??.:‘]_lquﬂ’]?mﬂ')ﬂuLﬂll waziiluAntguuanly

% o

NM9RANAFLLLILLING (Game-based marketing) — TRUANANATYAMFUTINNNIAAIATAS

'
VY a

pvNaunsanazudnAuliifsinafiangAnssufitinnisnainaiunsnaaan Ly viveantis
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dl @ ¢ a o dl a o o rall a d” o ¥ a
ikt Funware finemaniuacAaillunisidasunisjduiusninnivluyne duresiislng
Tinalugluuuiny ienazaiunsoneudngilszasdniagsnals

ludauaasnalnnazuqaunisina Zicherman & Cunningham (2011) N3N«

dsznavlilfasasdAlsznaunainnane deanisadninfianlitinnisnavauesatnei

o [ %
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1. AZILLUAZAN (Points)

o o

srutAziunazanAnilunilsdsdAnyaesnalning ludiuaesfian Aziuuazas
asniiatuléiannnisiasitivung nasianisiasiie] vieluazuuiiAsngiauinasy
4 PO . o, = o
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UBILNINT 4: N197NLAINe U AL ALULUASAN

Action Point value
Explore 100 points
Comment 200 points
Join 400 points
Express 400 points
Recommend 200 points

N Zicherman & Cunningham (2011)

=KX a 1 dgl 1 v 1 a a o 6 o di v
T@snaIlazaInTauendgiauinianisUdunusiuinuuarnisdeansluminu
FIN9°T wntlaaienle avuuuazanlianilusesatlugilassazunwanalil faatigans
pzunuazaniulilulaqiiuae Suazan (Cash score) MRl uDavfiuuazfiauainigm
o a dl QI o a v d” [ ya a A o
NNN9NAaNaINANUIBRWITININAY A1uuEFEARTN (Follower) TUWBUARIUNTN WTBITUIU
18 (Like) Tuafia Adantislugluuusesaziuuazaniguneaiu

A
o o

2. 7rALTL (Levels)

o u’: [~ a dl v o v v o/ 4 1 dl o
seautuiuganlEdnA NNt L sWRNLINI T8 LAY 1O UNNTRa UIE AL
Tuluusiarduii fiesendaAnnuneIeNwaznIInziiAne sesdiauninaullausedudy
4 &2
g
WHUNINI 5; MTAOUIZALTULAZAIINAIANIT TUngENsTx

EXPECTED ACTIONS PER LEVEL

35
30

3

EXPECTED USER ACTIONS

0 5 10 5 20 5 30 35 40 45 50 55 60 65
LEVELS
Figure 3-3. Level complexity. Although this progression is different in every game, the basic concept
shows that progression through levels is not linear or exponential.

N Zicherman & Cunningham (2011)
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6. NFTENANNNEEN (Onboarding)
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Figure 4-7. A social engagement loop, designed to maximize player engagement and reengagement
using core product design.
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UEUNINT 9: WezlamNANAsenTBUAI8NELFINA (Brand Loyalty Pyramid)
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1.9) The True Loyalist \{lunguiinaatieuiiasg duilungulugauainazaiuis

P o o 1 = 1 v Y oA 1 tzl” aI/ a 1%
a319puduiusetinamtlanuduivufisinanguil laavinllenaialiainnisnannany
sendNngAnsINTALduATLAMNENRLIesHITLTaungs naname HLFtnalunguil
& & a & & A o = el = v
TORUATLALINANITTRTLUBINIANNAIINANANNBNINUNHADATIELAT

2. ANHANENI9AWaTNnS (Emotional loyalty) A8 8NAsdRTzEzUe18IANIANT

a !

o | a a v LA a v & o = Y a aa
WU IﬂﬂLLm@:ﬂUNm@m?’]@uﬂq ﬂ@quﬁ@m?q@uﬂ’]Llﬁ‘ﬂUL@N@uﬁqqﬂgﬂﬂﬂﬂﬂgﬂﬁiﬂV']V]Nm@



44

AuAuazlInig eﬁqmmmmmuum@mmmmmnmmmmlummu@ﬂ ninialavan

¥ o

29IATIAUATIAD m’mzﬁuﬁuﬁlmuﬁqﬁ@ﬁqazudwwﬁﬂmmem'ﬁumﬁuj

TuynnasAR8il Jacoby waz Chestnut (1978) NA991 AINNANAREATIALA
v 1 ! v
WufudsdnAnynazinlinmaustdszauanudndalussazeana wmzaaugisaniulals
o o Y a dl v dy a v [E~] o o dl o dy a v OD [
TnanauIuELInANd uTedUA1 welduN1sTRAINATUIUNNA LN TRRUAITT N3
o a a % [ % % o c % a
ANANAREATAWAIAINITRTA LA 2 unanie nedhlaegesAlsznaunsiunNgAnTIN
(Behavioral) wazn19inlaanesdlsznaumiainuiAuaR (Attitudinal) Gaieniugiuads

Vméimmm’é (Cognitive) ANNTUTRL (Affective) wazn1slsziliuna (Evaluative)

Aaker (1991) NlAutin19dnAuNATuATAWA ludangFnss eanidlu 3 guluuy

A8 NM35AANERIINATTR9n (Repurchase rates) n19imannilesidusinisde (Percent of

purchase) ﬁﬁuqmjmmﬂauﬁﬂﬁ%ﬂ (Number of brands purchased)

Fauansngann Baloglu (2002) fieaunefefautlslunissnaanuinaluns@usn 91
sznavudng 3 AsAe

1. puilunnae (Purchase frequency) Iﬂ?;l’jvmsluﬁmLﬁﬂULﬁﬂUﬁUﬂﬁiﬁyﬂauﬁ’Mﬂ

a v 1 o
mmumﬂuumumgmmﬂu

2. nslimanuganiie (Cooperation) tHunisdnAnusslalunislfiaausuiaiy

mAuANTuAANITNENaT NAnT

3. n1suensia (Word-of-mouth  recommendation) A8 nasliinsatiuayu i

@ Ay a K a v Al
ﬂ']r]llL'Mu‘ﬂ?'ﬂ@']\jﬂ\?ﬂﬂm?q@uﬁqﬁluwrl\‘}wm

luanuziAgaiu Romaniuk waz Nenycz-Thiel (2011) lAutian1sdnaanusing luns

AudnludangAnssueanilu 2 uianne Ae

¥

1. Jaanatuauaielunisaedudn (Buying frequency) Ae ANNDlUN1IRLAN

Tudaeszaznils MEiRTnalnsdeteaniunesls Sswudnguslnaniaaudlunistedusii

1 09; a a o KR dll o a v v aa l
UREAIN %mmmmmmgmﬂLm@uimﬂummummﬂm’]memmﬂumisﬁ@u@ﬂm’]

[ %

2. dpandndanlunistedusin Tunuannsineniu (Share of category requirement)

(% 1
v A

A A a 49/ A d” a vy dy a ¥ qg;
AD N19TRAUATNINTY viTaaaLANNITaAUAINN1918180an N NTUTeInINAWAN1IY
Tunnaangiaaniu 1 Tunuaugesesnin anBNNRenda@nIzsesdin ANnNsTaIs

Tudauaesgadin vise gunsalau lunuaanin s



45

Cunningham (1956) l&nanateanuileasdsznaun lEinaanusina lunsauinlu
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(Behavioral) LLazLLuummmuquﬁmmLmzﬁmﬁﬁ (Jacoby & Chestnut, 1978)
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(Aaker, 1996; Baloglu, 2002; Jacoby & Chestnut, 1978) ANNANANUAN1TDNEUNH
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Figure 4 The process of CBE

AN (Gambetti, Graffigna, & Biraghi, 2012)
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Since its launch, coffee
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