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# # 6380150820 : MAJOR TECHNOPRENEURSHIP AND INNOVATION MANAGEMENT
KEYWORD: Gamification, Mobile Banking Application, Mutual Fund
Karaket Singthong : Development of Innovation Gamification for Mutual Fund
Investment Learning. Advisor: Assoc. Prof. PATTARASINEE BHATTARAKOSOL,
Ph.D. Co-advisor: Assoc. Prof. TATRI TAIPHAPOON, Ph.D.

According to the COVID-19 pandemic, various businesses have been negatively
affected. The financial system, where banks are the main aorta, has also faced a hard
and deep impact, just like other businesses, because of the social distancing policy. In
Thailand, most banks’ customers changed their behavior to gain access to their assets
via online applications over mobile phones or personal computers; various types of e-
wallets have been introduced for customers to create flexibility in performing their
financial activities. Due to this situation, every Thai bank is forced to increase customer
numbers by enhancing their experiences and encouraging them to invest their money
with the bank. Nevertheless, some customers still hesitate to invest their money in any
investment channel. Thus, this research proposes the use of mobile gamification for
persuading customers’ engagement in mutual fund investment through Investor Station
game: A game-based learmning mutual fund investment. The expected result is to
increase the efficiency of commercial banks' services. The finding will be illustrated as a
direct and strong relationship between gamification and the intention to use mobile
banking services as well as the intention to invest in mutual funds. In conclusion, A
game-based learning mutual fund investment that applied gamification can make
banking activities more interesting and enjoyable, which helps to increase customer

acceptance, satisfaction, and engagement.

Field of Study: ~ Technopreneurship and Student's Signature .......ccccovveerrienenne.
Innovation Management
Academic Year: 2021 Advisor's Signature .......ccooeeerenenee.

Co-advisor's Signature ........ceeeeveuee.
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\AsAn udiediuyana E-Wallet uay Social Banking tJusiu Ineungliusnsiluleanidu
a ~ ¢ A v v a ' ' v Yo av 1a

1353 (Non-Bank) aziinagnsnienisaain Mdunisliusnisunngugnaisielasn Al
Angarmiiganeagiingsruvantunisduld areldnisaduayusuiAnlunisiiiy
Auaunsalunsiintuliine danuazainsings Sniadallmnudunaludedadun o
v ! 1Y) a v S o Yo Y a v og ) a a
Wesnian1tun1siu fewniFayhliduiugliusnisnldlyanidunisiu (Non-Bank) s
1NNIUDYIABLLDY (VT DUNA, 2563)

4' 6 1 o . 1 1 < ¥ o

Wewnaniunisalmsunsssuinvedhisa Covid-19 gandinsenudulenineunn
aagsnalulszmelneiluiiuviuey  negsiaswiasesilasunansenuliaeiy Wesen
Aanssumaasegiaivemelusulunauainmsunsszuinvethasa  uaznisUnidlos 39
denarianingsfasuiAsmaivdive lunenduiu Wesnuinsnisdesiunisunsssuinves

Welida Covid-19 dwalvnginssunisleineRuvesusinadsuwdasiy Taensviuunsiy



Qiﬂﬁiuﬁi’lu Mobile banking application W8y e-Wallet mﬂ?ﬁu (Chucherd et al., 2018)
lngn1setadeyanieaiifiann suimsuiasemelng wudt Uinamsigsnssunisdise
Sudidnnseiindgetuinnniineutumaundssuindelida Covid-19 s 80% (Foya w
FounquaiaL 2564) LaryaANTYedgINTILARLTUNSHIL Mobile Banking Tt ..
2563 gafls 40.2 Ewduum geauanTieuniind 45.5% (ngunwesia, 2564)

nenuaniun1saldagduludsemelnevesdiinulouigiasygiaunnin
dinnuasugRanisnds nsensnan1seda (2564) wui Sutaldinisdsndeuienisnszdu
wwgaliussruiualdinennty Wedvanimadeduszuuasgia Tneuinsnisdens
LazasNINTEAuATYgAalul wa. 2563-2564 Tidunguitimingsng 4 Tutiefisuan 3
fasiluil

1. Tasamaislaifiedy

lasansyiewde Weien uasyaweligtednsaiainisumedy
Tassmaifiudsteliugicnsatafnisuviy
TAsan1sAuazAia

1ASINSISWAYIN8AY

1ASINSTRURLAY

A S

lAsansisvugsTsUiluuogende

v v
<@ a o

el avdaunaiulainnelininsnisasnan ey agiunsidauiugemsaialdunan
Fefinarhlvnnstsydudidnnsedndivualtundinanty Tumeanduiu uwihnsldoures
Mobile banking application %ﬁLLmIﬁmﬂmqﬁu LLGiﬂ’]iLL?J'JGEJUUiSWjNﬁqiﬁf\]ﬁLﬁmﬂﬂ“ﬁuﬁ%ﬂ
LUy

Femnil nuidsasuifdidmnodeRauinuieudnsamunamusan eada
Uszaunisallunisasmunesusin wazairasegelalunisldusnisun Mobile banking
application L‘ﬁaLﬁ'ugmgﬂé’ﬂﬁﬁuqiﬁaﬁmmiwwzﬁ%émaﬂwEJ Tngldinaluladfo N15WmLA
Web application Tnald Gamification based u191endnfuldiinuinnssy fiasis
Uszaun1salnienunsuimsmadugduuulng q Wndudldou mensimuiinuseusnig
247 UNBINUTIU KU Mobile banking application iWiothlusesenlunsimunduduas

U3IN159095UIATINNYE wazekuilugnmsldnudandydlusunan



1.2 IngUseaeAvan1sivy
1. defnm1stuuunisuinisiidanadeninudslaldsures Mobile banking
application Layn1sasunesnusan e ldiduuuinislunisiauinis
THuTN1svRIsUIAI TS
2. WAL NUSHUINITaMUNBIMUTIN {11 Mobile banking application
3. flefnyiniseensuuianssunuiEoudnmsamunemusan wazanudululalude

Wmvgan159N U T U slusuNAn

Y

1.3 YAUWAIIUIRY

1. mu%%’aaﬁ’uﬁ%ﬁﬂmgﬂLLUUU%ﬂﬁﬁﬁuu Mobile banking application §uU1A1T
wialvdlulsemelng

2. mifeaduianfutoyanduiegnsaulnedlduinis Mobile banking application
yossumsansluuszmelng waznguiiogsngvhanulumhsnuiiguadiu

NSAYUNDINUTIY RWIZLUANTANNUMIUATIYINTIY

1.4 Yselavifianninazlasuainaiulae

1. lasdwvusazuudliy sudaanudesnistunisldusnisvessuiaisnisivdly
Uszinelng

2. 1findoaflenTeszuuinunioudnisasnunesyusan €11 Mobile banking
application

3. ldfuniseensunisldauvesszuy uagihluimuidesenlunisadraussgdlaiiie

\iugugnA AiugsiasuATaivdvesing

1.5 feuadnin

Technology Wl Web application lagld Gamification based Lﬁaﬁauimi
AVUNDIVUTI
Innovation wwmalulad Gamification 1MRILNUSYUINITAMUNBNUTIL

o vy Y QY a ~ v v =
delvdaulanisamuidlduinmsieasimnudilannudes uaz
WUINNTIAUIAITVBITUINITATUAN ©)

Management diethluldlunnsdeansivgnanlvmsufiawimslunislvuinig

YDITUIAT A3NBIAAIHFIUNITIUHUNITAUY wazUszilumiy



desnowdnaulaasmu 1nnsiSeuinisasunemuslugdiuy

Gamification

1.6 A1519N1SAUUIY

P
s

UABUNITAMTUITY

a.a.

2564

n.g.

2564

f.A.

2564

2564

5.a.

2564

A,

2565

NN,

2565

2565

b3.8.

2565

n.A.

2565

2565

1. AnWILaLnunIu

IT3UNTIU

2. 999AI519

Inednus

3. BunuuaUDURR YR
nsaeulAses

Ingdnus

4. gaulAsasnaIngdnus

5. nsAnwignn A

&) o w
WunwazaudAgy

6. WALWAIUILANTIABS
N1389URU Mobile

Banking Application

7. NAapUUITLEANTAINUDY
syuu wazanudululs

Tuganndlve

8. asUnan1siduuay

JolauDuY

9. Wnaue UTEYURAIMNI

FMS

10. daviseniduatiu

auysal
Y

11. anufiuniseeudeasiuy

Ineninus

12. YSuuAInenfinussny
Augan

AUENITUNIT




uni 2

N1INUNIUITIUNIIU

NSNUMILITIUNTIU N TIUTINTBYANWITE N ITRIN UM NsAnwILazimun
UTANITUNNLTEUINITAMUNBINUIIU WU Mobile banking application i 8 i«
Usgangnmlunisliusnisvessuimsmdvdlulssinalnesiuiumaiin Gamification &9

Jauanuitanasalul

2.1 wuldaguslnauaznisuiuldnanaluseiuanannssusuians TugenaaaInnIsuns

seu1nvedbasa COVID-19

2.1.1 unumvaamAlulaBANa wazuINNIIH TUYINNAININAITUNIIZUINYDS
1234 Covid-19
Yraniinsssuinlngivesdalsualasa wainssuvesusinaladsululdydoanis
L4 é’ 1 <@ Y v a o | eV Y v Y o [ [
paulatuInTuegrwniuladn laguseniazanannssusng q Alausudienasusuiu
waAnssumaniaieiguiu Jeannanisarsiakansiiuindnisldsunlanintuegis
imSalunandmiutemneidvia Fwansiviuiadnsnisiigemisidviauldgandily
A o " a a N A a B ! a A
nateUiiagd191930 Inglanivegragslugiiniae@enasiuunliugawinniigiainau

(Laura LaBerge, 2020) fan il 1

The COVID-19 crisis has accelerated the digitization of customer interactions
by several years.

Average share of customer interactions that are digital, % M Precrisis W COVID-19 crisis

100
Global Asia=Pacific Europe North America

Adoption Adoption Adoption Adoption

acceleration' acceleration acceleration acceleration
3years 4 years 3years 3 years

65
58
82 55
21
36
32 32
o5 95
20 20 I 22 49 I g 19 I I I
oI I I I I I
June  May Dec. July

2017 2018 2019 2020

'Years ahead of the average rate of adoption from 2017 to 2019,

1%
VYN a 1

AW 1 3ngenisal Covid-19 Tasslig@edumuazuinisiunaluladunliitunaisd

Y

(McKinsey Company, 2020)



a9 Technology Disruptive Iégnnsefuiiutiuananiunisal Covid-19 fuavh
Tiussvuteyana wasmiisnusing 4 Suludonnisumnundoudmivaruvinmei e
wanduliAndsrsuisuinngsy Tnsnniusesnu aann wazmeluladidonseitde iy 1u
Msendugsfafidunuy Digitalization Seveamnsddviaasdioifiunisuimnsnuvisuas
nsnatn Beliguilaadidsdudiuazuinisldnniiyniaat (Almeida et al, 2020)
ety Ussmaniauindazinmsiweluladfiduuinnssumnldifedfiunuaansolu
msudstusaznmiaifulamaasugia fadu iieassguuvuwinnsalniiiielinevaussiia
wazanudesnsvesfuilnaldegsauysaitu desedensliumsmevioulovieiiieidose
mslfinalulaflusgivnd dadunsiamuinagniiionssdumaluladiduuinnssuln
wagaeanusiulalunsudsiuvenasugiavessema Tuaufenisuanideuussaunisal

WansiaunlusEauaIna (Kapabaesa, 2020)

2.1.2 NM3UTUAIYRINIATINATUIATS wazuudluunslduinsvasgnAlugag
NaIINNITUNTITUIYeLlaTe Covid-19
FIINFIINAIUNITAUNITUNITZUINLITE Covid-19 damalviuienuay
gnamnTINeg 4 Usushunldesmadiva Tunmstannduduasuinsuiniy nuludanie
gafasuInIIRsTuiY anunSudndndulisunasiesdeiuannsonisiumaluladi
uhaunssnntu esmnanudesnmslunsliusmasumuuuidvaiifiugatuegsiiliiae
Usinguineu saudsinsusudalviinisueduiuazuineing 4 Weiusslduutesmis
#37a Fafladnuuandieaindasneunisszuinveslafa Covid-19 (Kwan et al, 2020)
UssmsudulngdnuinalunsldGuan iesmnidelfaersausounsiforiiunis
suUnsla 119IN5URITTUIALATsUIATISNaIaeUsEIMAT N satuayulilinisi et
wuulildGuanuazdinifusudnsliieananudedunsdudasutng wu Sude suladde

a a LY 1

a g Y W a & ¥ A { | o a a
U LNVALR Fan13 WU LuaamﬂmimaauLLUaﬂ"LquiﬁzmzNummwaawm NANTENU

ra o = o

lunisausegusinaniieny wazNldfidydsuins vMdldsuiA1snalsuIswme 1wy

o

v IS

Bundesbank, South African Reserve Bank mmmmi?iamit,ﬁaaﬁfumém’mL%aﬁuLLaz
Untosunumuedudn (Auer et al., 2020)
wiilunisAnwiiednszinansenuainnisiasunlassufatanen1susnis
Weureninsiulutszmdalngaznuin aulnedensdonldituan luvasdinstissduniy
medidnmseding ( e-Payment) WiinsuiunnTuiisadndoswiniy egrslsfinunisdisy

RUNAIaaIunsaeanasuUseansnmewesn1saduuleouien1stulaainane 9

lnglan1gyeameuesnaunsng nszgldusnisanunsawdsunsamuluneialaasain



wndudlenafisnidunusiias Wusu fedu n1sld e-Payment Afluunlfinsnndudie
aonndasiuuleutenansiulutagdu (Chucherd et al., 2018)
MnenuverhauleuIeszuuNItseRuressuAskitUsEmalneuansliiui
YTUgInTIuN1591523UY09gNAI1880Y laglanie Interet wag Mobile banking &
mnltunsivlnegisininseglan Taglamzlugag 2 - 3 Yk wad1529ves sUN. WU
314 e-Payment veseulngiUszima Turaed w.a. 2560 Sanszandioglunguiofuuas e
YNUUEIIN TN YEIiuUnUIMYesiuaniesifiinnninsidudenatdlunistisy

Fu Wy nsiivduantidisedddenanidu mema fey, 2563) dauandlunmil 2

Usuneussnssumsdhs:idusiegasidulaagionons:laa
wudusems
8
e-Money
6 = Card Payment
Internet&Mobile banking
4
2
0
2553 2554 2555 2556 2557 2558 2559 2560 2561 2562

A 2 @8R5 e-Payment wazUIiNagInIsuNIsTsERUTI8ERY (MANG ARy,

2563)

188D ALNLLANYDIUTUIUTINTTUNITTITERUNIUUTNT Mobile banking wag Internet
banking M11A1519%1 1 WUIUTUINIIUN1TTINTIUNTTITERURIUUINNT Mobile banking

WuTuanna 50 wWesiduslun 9 Y



A1519% 1 §3055UNTTITERUIUUINTT Mobile banking Wag Intemet banking Uayaiu

30 n.b4. 2563 (ﬁuqﬂ’]ﬁLLﬁﬂﬂigmﬂiﬂﬁl, 2563)

UFuuseangn : 30 n.g. 2563 17:05

FuiiFendeowa : 10 n.y. 2564 16:00

U (w.a.) 2562 2561 2560 2559

§9N55UN59158JUNY Internet Banking

SunulinyTgnéiliuing 2/ 29,404,466 23,861,834 20,469,790 15,100,267
USnausens (Wus1ens) 569,329 284,771 207,091 151,926
Yar1T1en1s (ua UM 26,278 23,530 20,339 23,410

590551159158 3URU Mobile Banking

v

Suntnydgnannlduins 2/ 60,084,145 46,004,931 32,143,467 21,151,583

USinausens (fusens) 4,925,109 2,839,368 1,308,465 650,003

Yar1T1en1s (Fua UM 24,408 17,501 9,539 5,849
RAULIAA):

1/ asoumguIIen1sleunslusuIAIsfeiu AesuIA1s TrsemauaLazu3nig
2/ Inulyazauianuanvidyyiveltuinsaudndagiu mgldusnisussameng q

YBBFUIATT

Ly

Jagduynsuimstudsemalneiinsusudqlniinnsldusnistiu Mobile banking
application @usuau1nlly %QQﬂé’wmmsaﬁwﬁfﬂﬂﬁumami@uuazmmmﬁwgmsamlé’
yninnan neflaesuazileidusng 4 Wgniautulneddmunginssuvesgndi saude
wuaAaluniseenuuunisimuriiuluivssaunsalvesdldarusuiasuuilede 3
Aldusnisanansagneialndlanazaniuznianisiuvesnuls wazduigsnssuludnuaue
Ferfuldvileurumsigsnssufianvigdes luaufsnsnaunusionsimuieesdeliles
dioadsuszandamiioduweundinty ONE STOP SERVICE Tuauransulng (Vorayot,
2020)

2.2 Wu2AR Gamification

2.2.1 AMUNAIYHAZAIIINAAIUNNEIVBINU Gamification

NUITELAYIAU Gamification HonsuiuTuag19TIA5InazlasUAUTE LD

v  ea

WNINAUAILAYI9T A.7. 2011 (Koivisto & Hamari, 2019) w391 Gamification LJudn

@A

Asudelndlugreluudndeladnlulyuuifnlug Wewrinsindwiives Gamification {yn
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NMAN19INAaIMNTTUERATINE (Deterding, 2012) IINAITNUNMIUNUAITINAAINLYD

Gamification fagelUdl

Gamification #1884 N15PONLUUTTUY N1TDBNKUVUINIT NTBBNLUUBIANT UaL
nseenuuUAanssufiadeadatuing Tnsthundeszaunisaluazusegsle dwmadewgingsy
Yo l¥u (Huotari & Hamari, 2017) FersinAuYes Gamification fingaiulunnadiu
Uszaunisalfiaynauiu n1eldniseenuuuing laguiesduszneuvesinuunlily

Gamification (Deterding, 2012)

Gamification A9 szuLldesAUsEnoUIRLNNTlToonLUUUSUNT LUl e
UsuildsungAnssuvesdau (Bunchball, 2010) Gamification gndaindussuunliiaiu
Tuiislugduuunisdeans Ineldinaluladiugunsallany (Lule et al, 2012) lag#inaln
vounude nalndlalufanssunistauny d@ulngudinalnveunumiluazuansfanisiei 2

] & I~ Y = s A v ¢ i
nanfe natnveunudunguassnsianigluny laediynuseasdiiianseiuansualniud
mvualitudiay waglaunfinveuny fie ANUYIIsauIkazLsslamirlugensu alivatiuy

(Bunchball, 2010)

A1519% 2 nalnveanuuaglauiinvesny (Bunchball, 2010)

29AUsENaUYawNY (Game elements)

naAansvaany (Game mechanics) | laurdinvaainu (Game dynamics)

AZLUY (Points) 51978 (Reward)
320U (Levels) a01ug (Status)
feseta andydnwal Anudusa ANNENSY (Achievement)

(Trophies, badges, achievements)

Auraiiouas (Virtual goods) n1suangeanfediny (Self-expression)

nseAuRU (Leaderboards) N5LUITY (Competition)

Ya3uTRyailouas (Virtual gifts) msnsgiidiuniussleviveasiou
(Altruism)

vi4ll Gamification gnldegrunsnargluniseanuuunszuiunisagsyuuiidiie
Liuiila Weadeanuduiusuazusgelaynrna nqu uazyuyulAduiAioungAinssy e

WBNAANSAUNABINNT (Glover, 2013)
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2.2.2 UNUMNYBY Gamification Tu Mobile application wazn158519 Brand
Engagement
Tugaslaifidfiruan Mobile application fluualduiiunniy wWiuldainsiuaunis
anilnanvesilandafiniuain 140.7 Wudulud e, 2016 Wu 204 fudulud e,
2019 (Statista, 2021) faugi31 Mobile application azgnldagnwunsnaiy uanfidrurugld
e 329 wiriudlduey = Fasnnndt 10 ada Tunenduiuuey = fignldifisudadaien
waaIngnAItlvaniininna 25% (Localytics, 2019) a1nduavdnssunanslimiugl nsd
dhusuveflfaru (User Engagement) siouaundindutiudsudnation dewmgividuni
viymefiddnyfianvesesdngmng Foundalumsiamueundrduveani fe n1sasanisd

dswiudldlilanalussesen (Cechetti et al,, 2019)

Gamification oMUY INAUNITTIBLATUAS1INITTFIUTILTENINLDUNALATY

[y

fugldanu fadu dnimunsiuiuanniafivuaAnlunisin Gamification wlduuuey + e
dinuszaunisallifugldau (Hofacker et al, 2016) uananiseldliagrinaiu
Gamification T1funsldesduszneuveanulunisesniuy tanuiuleduiuazuinig
lailoiny iedaaSunisdauounmelifugndi (customer value) @ Gamification fglein
Junszuaunislunisensedunisuinig wasadreauaibidudldeu drenisaelinsgyin
(Affordances) snudszaunisailunisiduiny (Huotar & Hamari, 2017) sfeiid Uﬁﬁ%mﬁ
Anduiesvasglinudenszuiunsdoliingsyi (Affordances) silfiAnmadnsn1sdnineg,
u wsagelaiiindu Tneflmunefe eufudsunginssuvesgldau (Kovisto &

Hamari, 2019)

ANSIY Gamification @unsavinlinnale 4 syausssalull Ao (1) seaunieluiny
(2) sgaun1eluesAns (3) seaugnan (4) seAuni1siudsunuas (Wanderlich et al., 2020)

lnglunnszduenlesiunsiasuasiennuduius (Syrjala et al, 2020)

1. sgfungluing (in-game level) : Gamification agteifisszaunisalvesld
ImUﬁﬁ’suﬁd’mLﬁumﬂmﬁaswmmmaﬂ;ﬂ% (Gutt et al., 2020) wagaunslaly
nMslTau (Hollig et al., 2020)

2. s¥eun18lusiAng (Intra-organizational level) : Gamification 2z 428l
wsegalalviunidnaiu (Mitchell et al., 2020) wagdiegiiinUssdnsaINNg

M9uveIniingu (Oprescu et al., 2014)
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3. sgAuUgnAn (Customer level) : Gamification dunumlusunisinnisgnan
FUWUS %3e Customer Relationship Management LﬁaLﬁummpﬁu N4
d7u571 wagauUsrasalunisa1ulnanuey 9 (Hwang & Choi, 2020)
YaN9 i Gamification SateufitUsEanEnmmsnIsaaIndiensdaasunng
fidrusrudagld audulegnanaznisuensds (Wolf et al,, 2020) N5
Winnssunandaaiunly (Maller-Stewens et al., 2017) T1uieN155U3ABAMAT

VOINTIAUAT %50 brand equity (Xi & Hamari, 2020)

4. szaumsasulas (Transformative level) : Gamification lenaag1a@tunIs
FIYAWATUFVAN (Sardi et al,, 2017) n159OAAGIN1Y UJang et al., 2018)
Lazn1SIE NS 9I9I1UD 19998 U W30 sustainable energy consumption

(Oppong-Tawiah et al., 2020)

Tudlagiiu msafrsuszaunisalinazeglusuuuuresdonda 1y szuy e-Health
ASANYINIUSEUU e-Learning tnufasia loideaiiiile uas e-Wallet 8nvansadresnisilaau
$9uv09 1Y (User engagement) fiu Gamification tagniununldluuiunsdis q wu ssuu
Gi’faigja 138 information systems (Suh et al., 2018) Human Computation (Wang et al,,
2017) uwazgunanveosuooulail (Kuo & Chuang, 2016) Faitu nsadiannudilesening

s Y L

Ujjau ”uﬁsuaﬂqﬂﬂaﬁuamwm@é’auﬁ%waﬁaLﬁuﬁqﬁﬁmmas}ﬁa@a (O’Brien et al., 2018)

o

Gamification TugelainU s uallasuaudougeluuin wazdissunssud
WNerdoaindusgiasiatid (Wanderlich et al, 2020) 91uidenareduladsiain

[ YY)

Gamification 38@1U150¥LASUAS19N15TEIUITINTENINWBUNBLATUN VR LTI ULanS ol

Y

(% v 6

feghaty MsnsIaaeunsld Gamification WeaSuadisanuduiusveagldau Mobile
application ﬁmqmmw (Cechetti et al., 2019) srufsuidefidisianansznuaes
aeAUsEnaUf1e 9 luiny deaduduiusvesdlday Fitness Mobile application (Feng et
al., 2020) Fa1nnsAnw e inuin Gamification SxaBaunnsensainanisildiusuues
#l4 (User engagement) TagshliAnaufianela ilugaudalalunisldauuey = i

1T (Bitrian et al,, 2021)

2.2.3 UNUMNVBY Gamification Auwmaluladgnieniunistu
INTNUNMIUITIUNTTUNUIY MTITeiNeIUeeiU Gamification diulngjaveglu
VBULYAVBINUIANITANYILAZNIIIEUS (Kasurinen & Knutas, 2018; Koivisto & Hamari,

2019; Seaborn & Fels, 2015) Tuvazdiaividu 9 wu n158u ndulasuaiuaulaiies
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Andeswintu fausi1 Gamification agBudunuinisildsialulunnssfatudafiny
(Baptista & Oliveira, 2017) ieannluudunmnensidiu Gamification anusafiazyilings
FanrsmienisBuidudesaynuazifinyunnuianudilenisnisiuveaduilaale
(Rodrigues et al., 2016) upna1nifstasliaunimnianisiuiTunasnazduldgldd

NYANIIUNTOUBNAIEY (Bayuk & Altobello, 2019)

NSANIUNUIMTDY Gamification lugsiasuimssulasuanuaulaanuiunves e-
banking tHasnnanuduiusseniauiglunsldanuiasanuaynauiuiy 8vsnase

1514 e-banking @4 Gamification vinlvigldFuitanundamiuazUselevid (Rodrigues

Y

vV Aa a oA

et al,, 2016) uenanil Gamification gaildnsnasgrelifodidgdonisiuitiianuielung
Tda1u mssenuuuiiu deya nvauzniniu wazinademudilafiorld e-banking Sndae
(Rodrigues et al., 2017) agalsiny uinnssuwazanuvasaiemanaluladdaadutade
fiddeyiifisvsnaenusislaldusns Intemet Banking vosfldf Tae?t Gamification finasie

AMUAILAlTUSNswarNIsUBnmlusEAunNatainuy (Rahi & Ghani, 2019)

10AT#NwLN Baptista and Oliveira (2017) lé@nw1luuSunvas Mobile banking
application eninalnvesnuuazmainniseenuuulunuinadenisyeusuuinig
Mobile banking application %38l #saneAdedivifiudn Gamification faudusiuslu
Feuanfuanuidlaiiazldusnis Mobile banking application tnefitadswiallil fe Ay
manisisusgansain anumenisluaunegigiulunisldau snsnanisdiay usegala

a a

AUAIUTOU YAANIAN dnwazildy fdvswadsuandeanudiladmginssy uasdlade
Saoluil fie anmuwindeufiatuayy Snwasldde anuddadmoinssy Tavswaludauan
sowginssunislden wenaini Nasirzadeh and Fathian (2020) lénsaaadeuaAdLRUS
FENTNANBUENNUTEVINTUATYATNAMVBILARZYARR fanl1uvaulueIAUsENouvDY
Gamification wagUsrlowifiaininazlddu nuin anuianeladossdusznaures
Gamification 19 AIUY 53AU 51978 nszaudih “a waznsmsentingiesslevifianniy

[

wlasuiuegivdnuaenaussnnsiaranyueyAnam

Y

a3Uué2 Gamification figniunl4lugnaimnssusuians 1wy Mobile banking
application Hudenaduandenisldey Tnsaiuisafiavadienanunanindy @519
Anuduius wazarsanuianelalidugldls dsdidrudioliionssumsnsiuddugiy
wazihauladetu Snfafiun1suiulassansamnisldnuresgniiuaganing zadiana

MlsltusuIAIsuINTUY
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2.3 AUAIARYVEIAIUNININITRY (Financial Literacy)
N391A1U5N19N15RUNTAMLRE T uNER SasivessuIA s uEo NN AIE
wazdasliauaulasgeidasanizlunguvesinamusieges lneisuIAITHaz0ANT

men1sRusalinuddylunisasisnagninisiiniuinimisiu ievinlviguammianis

[
=2

Ruveatinamuusiass1eitu (OECD, 2016) thasusegesdifinsindulamanisiuiituas
fufduiusugliunsmenisiueseiiuszansam dniluuslduiiezussqimanena
Madurowuaniy Puludsdarwannsolunmsilvaouenemaduitulédnde dold
anuimenisiiuvesgnanfudsiideditanuddny weliudazyanaldsunansuunuiia
AaglunisasuuuanSueivesuIag

ANLENAN3AN1$N513Y (Financial Capacity) Ae A1NanansanisluvesyanaLiievi
Tnauselovinianisfuifian anudnafsafunisuinninuinianistiuinseunquis
Aud imuad sinwy waznginssuvesinamululsazsie eflagnesnniaandile
wazidonlduinismenmsduiimanzansuanudeanisuaswiazay (Rodrigues et al., 2018)

AN13919115534 (Financial Literacy) e amdanuidilaveusiazynnaiioidu
sUuuy fleddu uazaandesiiinainnislasnseslunisu foannsmisnisitu mneaiuin
MsimunANiveIiazyARaiB R URAnA s sasmududsddgsusuusnlunisin
sEUinuzALiMansiuresinamu (Hastings et al, 2013) Tnsfinnsussidiuanuimg
nsitu A nsinsesuamianmdlalutuifamsnisiurasdielsifausiulelunns
UInsnsiuvesudaryana Memainisiaarauinianisiuisiauddyiielinng
dnaulavnanmsuiuiiussansaimanndu (Huston, 2010) Anuiniensiulusinunfives
au 9 wildlunsliusglevianmiunszndniuesaiiuaiunsalunisianisfuninens
NNNIRUYBILAarYARRDE1UTEANEAN (Schwab, 2009) A3N3N9N5RLD1AgNNBLA
Fudunswaunauszinanunsening anug sinve virued wayngAnssufidudusions
daaulanianisiuegrauminzay aunseiaussaisguaInnisiuifiigauesurazyana
(OECD INFE, 2011) Avuinamsiudurinwelunisdndulalunisuszyndlduaznisuims
n15aau saudan19nszaneaudssuunasalndle (Lusardi & Mitchell, 2014) Feify
Arwdvnansiuisdoldinduaudlalunnfaiugiunmaasegia muglufuineslu
nsidteyalunisdanisninensmansiuliiiuseansanuasysednsua

PNYANDVBIBUIATUALTNAMUTIBERY ANUIINITRuteliinamudadulala

AruAfumsldiienaznisesy iWesnidunsdilaluguuuy faidu wagnisunisma

138U (Faroog et al., 2021) Yagiutinamusedessisfogluaninuindaunian1sdu
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'
udofly v

Fugaunitlusdn lnslanzegnddulanninisldmalulagfidvianilvnnauditadeyale

!
pg19Ini57 wilumanduiu nsmdeyanisnisfuiiiaugniesfiendeduuiety
fattu Anudesnisannuvnanisiulufaforng 4 Sufuduesiann Wy 11319uKUNIg
msduuaznisdnaulalunisusmsdunsng sy uenanidaudmanisiuigelfngy
f1e 9 Whanfdusaumnniy wu $5una suims uavesinsmanisitu WWud Taefidnsins
Wulnvasussinnudadueinisasmuluvg 9 anududouvesnaianisduadelvad n1s
Wasuwlamnmaidieaazyszang aafiduesduseneuiidifey Mvilinafiuyuaiiug
memsituddsiidfabetu (vian, 2014)

MU ssanssulufunuddyuesnuinssiu vilimuindnnda
Hadeitagiliignénfiguainmienisiuiiaty wafimsumsnisduiiiussansnimanniu
fo nsfinnudladuanunenisiuluseusing 4 fedu mineuideiinsaonunsn
anuunmsiuinlulundadae Aaunsadeldingndvessuinsazanunsnuinisnis
awmuliegreliusganiam diludnisadeanuiianelalviiugnen uazaindnazdamaidauin

sornuadlalunisldusnisvessuinns auhludnisasmailslueunan

2.4 NYERNIRAUIMA B TINVBINTHaNTULaENIdmAlulad (UTAUT2)
qu‘t-iﬁ Unified Theory of Acceptance and Use of Technology %58 UTAUT gn

W1 N Venkatesh et al. (2003) lngfiansanannvguiiilaniiu 8 nauineunti laun

1. vgun1snseiaundniugua (Theory of Reasoned Action) (Fishbein &
Ajzen, 1977)

2. mqwﬁmsaau%’umﬂ%’mduia@ (Technology Acceptance Model(Davis,
1989)

3. wuudnaewsegala (Motivation Model) (Davis et al., 1992)

4. N uRNgANIIUNINLEY (Theory of Planned Behavior) (Ajzen, 1991)

5. WUUd1a09n1shtUselevdainaeuiiamesdiuyana (Model of PC
utilization) (Thompson et al., 1991)

6. mwﬁmsmmmﬁui’mmim (Diffusion of Innovation Theory) (Wilkening,
1963)

7. nouUeymiedean (Social Cognitive Theory) (Compeau & Higgins,
1995)
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8. MNYUYIUINITTETNING TAM bag TPB (Combined-TAM-TPB) (Taylor &
Todd, 1995)

UTAUT Tdtnanuduiiusvesudaznguiunsuiudutadedfinadonisoouiunsld
wmalulad Usznoudie 4 Jade Ae (1) adrumianiafeusednsain (Performance
Expectation) (2) A11uAIandsluAuneneu (Effort Expectancy) (3) 8nsnanisdsau
(Social Influence) (4) anmasrueauarantunislden (Facilitating Conditions) fua
soaudslauaznginsssunislieu Taefudsaduuszneude e (Gender) a1 (Age)
Uszaunsal (Experience) wavauadaslalunisldau (Voluntariness of Use) wieeidi
ANUENABIYRINISANYINITERNTULAzN1sIdumAlulad siaun Venkatesh et al. (2012)
laaungulsiuveiniseensuwasmsidinalulad w5e Extending the unified theory of
acceptance and use of technology (UTAUT2) n1eladade 7 Fodilnadeniusslaids

NANTIH (Behavioral Intention) leikn
1. ANUAAWISDIUTEaNSAN (Performance Expectation)
2. AuAIRRIsluAunee (Effort Expectancy)
3. Bnswan1sdenu (Social Influence)
4. anwdsseanuasainlunisiden (Facilitating Conditions)
5. us99eladuAureu (Hedonic Motivation)
6. 1am151A1 (Price Value)
7. AMULALTY (Habit)

Melldduysiasume e (Gender) 818 (Age) wagUszaunisal (Experience) H9anasan
UTAUT Aountinid Inenanuduiusvosdadousazaudinanannuaslaidangfinssy was

neANsIUNTITU sukuuTIaeinseensunsldmalulagues (UTAUT2) fanndl 3
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AR Tsialssdngnm

(Performance Expectation)

ArAAAisluAImmETE W

(Effort Expectancy) 2. - - - -
ﬂ?'ll.lﬂ*‘l:ﬂlﬁ«“'lqﬂnim \‘quﬂnﬁumﬂ‘h

(Behavioral Intention) ?T—. (Use Behavior)

—

fnBwan1danu (Social Influence)

anmisdnnenuazanlunislaan

(Facilitating Conditions)

ussplasun ey

{Hedonic Motivation)

yaAT1A1 (Price Valug)

211 (Habit) dszaunsal
AELAEEY (Habit)

(Gender) (Ace) (Experience)

AW 3 LUUsIansseensuMstdnalulad UTAUT2 (Venkatesh et al, 2012)

~ a o o v A = a . .

MID991N9TUITTYAUVUABINITNIZANYIFULUUNITUINIT Mobile banking
application Ndwwasiogldiu wazhulldun1sneusu Gamification uu Mobile banking
application veossuIAsWIRTSTUUTTMAlNg fetu FelrAnudiAydetadenisaiunis

o w

gousunsldinaluladvesldnududfy
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uni 3

A5andun1sIY

ioAnwiuualiinn15neusu Gamification JULUUITBUSN15AIUNDINUTIY VY
Mobile banking application ﬁﬁ@m%wasiamm%’ﬂwauwiazuﬂﬂaiumﬂ%’u%mi Mobile
banking application kagnsasunesuTINvatsuIATNIdsslusemelne uideatuil
JafinaifudeyaluguuuuniideideUsunm (Quantitative Research) wagn1533eiannn1m
(Qualitative Research) Ingl435n153id9drsamsuuuaauay (Survey Research) 1y
ineslolumsifusunuteyaainnguuszvinsiegwniingzsicme edesiiensadiile
nadevannfgy Tasuumeiildlunisdiiunsidedseneulude 3 duney wansfanni
a il

1. Anw13UkUUNITUINT Mobile banking application kagn13a9YUNBINUTIN N

Y
ansnadaauaslalunislduinisuaznisasnu uu Mobile banking application
YassurAsarglulszimelng

2. WAINAUWUUINUSEUINITAIUNDIYUTINHIU Mobile banking application
3. AN®¥INITEUTUNTANTTILANITEUTNITAIUNBINUTINHIY Mobile banking

application wazanudululdlugandudiienawmiignisldnuasdusuan

YUABUNITVNNIUIRY

Anw15UlUUNISUINNS Mobile banking application ka¥N15AMUNBINUTIY 113
answaderuaslalunisldusnisuasnisamu vu Mobile banking application

vpssumsavslulssnalne

¥

WAL AUWUUNUSEUINITAUNBNUTINEIY Mobile banking application

b

AN®IN1T8RUTVUINNTIULNWTYUINITAMUNBINUTIUWIY Mobile banking

application wazanuduldlaludomdydiiionunuignisldnuaidusuan

AN 4 JUNBUNITINIUINY
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3.1 52829 1 ﬁms}'lgﬂl,wumiu%ﬂﬂi Mobile banking application WagN19AINUNBINY

ERE]

3.1.1 NFOULUIAANIIIAY
IINNITNUNIITIUNTIY NuTadeddmasioniseausunistdaunaluladlungud

UTAUT2 a1u1saiaginunldiieaduneniseeusuuinnssuinuiseuin1saamunomu i

(%
va o

Mobile banking application & ﬁgﬂﬁm%lﬁlﬁmﬁumi Gamification (Baptista & Oliveira,
2017) LﬁmmﬂéfaamiGiasjammiﬁmmu’?mmiuLmJL%EJuiﬂ'ﬁamuﬂamuﬁwm"m Mobile
banking application TiAnUszansamiiafian 3dlduszgndnseunurAnainnisdnuives
Baptista waz Oliveira InaUsgnaulusiy Jadeariumianisfeaussd@nsniw (Performance
Expectation) Yaduarruaianisluainuneieny (Effort Expectancy) Uadeusegalaniu
AU U (Hedonic Motivation) tagtladaa1udvninaann Gamification ulalusuive

U ldl
WEAINININN 5



fuUs8ase (Independent Variables)

Jaduuszunnsandns
" 97y
"L
" SEAUATANY

LRI

Jasedidanasianisldiudnisuaznng
899U H1U Mobile banking
application su1AIsNIRYS U
Usznelng
" wgfinssunislgusnig
Mobile banking
application kagN1TAINU
" sUuuuUEsTlduy Mobile
banking application
" A UAIANINRNUTEANS AN
(Performance Expectation)
" A UAIRA ISl LALNE 183
(Effort Expectancy)
" ysedlamuannureu

(Hedonic Motivation)

20

fuUsa1u (Dependent Variables)

" audesnsldinuiEsus
N1TAINUNDYU U

Mobile banking

A 4

application
" N1989NUNDINU
" A1519U3n15 Mobile

banking application

Gamification : (Baptista & Oliveira, 2017)

AN 5 NTAULUIANNITITY
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3.1.2 nsiaennguuszvng
ndeyauszynsniienyaaws 18-50 U Tud w./.2563 d91uiunsdu 2,639,119 51¢
Andufesaz 47.23 Y939 1WIUYTEYINTIMUALUNTUNNUAIUAT T1UIU 5,588,222 578

WRAINNN SEUUEDANI9NSVZUEY d@1HnNUsIIsNIsnetlou nsunsunAses

lignsmuuInveinguiieg1eved Taro Yamane

N
N = No2
1+(Ne4)
e  n = VUINYDINGUFIDY
N = YUIAUTLBINT
E - ANMNNAANNLARRUNTEBUSULA Winiu 0.1 (ANANULTatW 909%)

NanT NMsmusensivegiagldlunisdrsiannnudenistunislduinis uasde

HARU9 VU Mobile banking application vssuIAsNIATTluUsEWAlNY Wo1uwNuAT

v
v

Tugnsagld dail

2,639,119
(==
1+(2,639,119 x 0.12)
=99.99

(%
v Y

U FaMNUAINUIUUTEINSALLIUNISE1999 Am 100 AU

3.1.3 nsldasadislunisinudoya

'
=

N3ANYIFULUUNITUIAISUS Mobile banking application wagn1sasyu Nlansna
m'amm&gﬂaiumﬂ%’u%ﬂWiLLazmiamu U Mobile banking application 9945U1ANS
wdlvluuszmelng edesenmsiamunuinnssnnuizoudnisamunemus s Mobile
banking application Tuazldiaiesilonside e wuvaauauluguluy Survey Research
LﬁaiﬁmwﬁagﬂLLU‘iJmiU'%ma‘ﬁum Mobile banking application fiflnasengusiaogns lng

1 & ! o &
LUSLUUEDUNNULUY 3 @9UAIU
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daud 1 w3ssdislunisiawuvasunudeyamiluifediugneu wu e 918 818w

JEAUNTIANYIZean ANAtUNI5IEUINTT Mobile banking application fie 1195IAAMLLUY

UmUYelA (Nominal Scale) hazuuusdnstaiu (Ratio Scale)

daui 2 wIssdielunisiauuuaeuniudeyaiinedatusuwuun15uUINIST09 Mobile

banking application ka¥n15aenu Ndnasanuddlalunislduinisuagnisamu vu

Mobile banking application wessuimsmdisdlulseimalng Ao unsTAnULUUTDRLATY

(Likert Scale) Mdusnsinnuudnsniaty (nterval Scale) wusle 5 sesiu fail

SEHUALLUL 5 NUNEDY LTiUme08198

[y

JEAUAZULUL 4 RUNEDY LﬁUﬁQEJ

SYAUATLUY 3 U9 UIunand

FLAUATIUL 2 N0 vLijLﬁUﬁ']EJ

seauAzhuY 1 e Liviualeae198s

o A £ I o Al = o 1 [ [y
ﬂ?ﬂ’]ﬂJVﬂﬂULLUUﬁE)Uﬂ’]@JGU?Ji,Iuaf\]%LUUW]G’]&I‘VILLﬂ@ﬂﬂﬂ@’JLLUiLL@ﬁ%ﬁﬁ]ﬂ]B lagusuan

ANSNUNIUITIUNTTUNLNY IV

duil 3 YolausluLNRNINRHLLNUTIUINITAUNBMNUTINEIY Mobile

banking application

3.1.4 F/NABYVFUINBULUUFRUNY

1)

2)
3)
4)

wandlvidiisInneuLuLaRUNIAnIIRLiia Ay vunede vinlusanta
TFasrsuuugeunueenlasuanuAniuvesypratuieilUldlaese uaz
NnUselevigean

Inidagela ¥3e FwouunuiugTINnULUUABUNNY

Yy v o ¥

sanuuuasunuliiladeievidid iuneuinlafiegagamnevin

kY
¥ 1

AMa1NNa8TIn19 L ALUITINABULUUABUNINLUITINAINTTUDENS

Y

demIn

3.1.5 maiusrusiudaya

mafuTnndeyanngustegsazaniunislugluuvesulativianusiieannisun

syunvethisalalsun Tnen1sasauuuaaua1uan Google form wazdsdsAnuugauaiuli

J Y 1 1 A a g a Y a . & 1A
ﬂqumaEmmuaamaﬂmauﬂﬁimﬂwawwama Line wag Facebook 5¥88L181619LL6ALADY

UNTIAN WA, 2565 9 LfiaU NUAITUS W.A. 2565 IIUIUNIEY 100 FIpE
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3.1.6 N15IATITNVDYA

Y

Wensentoyaafifiansaiun (Descriptive Statistics) lngagldriasazlunis

e

95UN8ANBUENINUTEBINTAI@NTIAYLANLIIAIIUD (Frequency) Atade (Mean) d9u

W89 uuNInI3U (Standard Deviation) wazdiauaniednsndiusosuas (Valid Percent)

va v

st Aaveldaduuszdans woanvesnsouua (Cronbach’s Alpha) WieinAauitedola

Y

YDIATDILANILIUNITIVY LAZNTNAADUNNEDALALNNTANMUANIS19LYY (Cross Tabulation

Analysis)

3.2 5387 2 WANAULUUINMITEN3N1TAYUNB9YUTINHIU Mobile banking

application

[
a

o AaX A o a o a g o = v |
NUITeEIT U NRNNERd A MTUUTANTTUINUTEUSNI TR UNDINUTINKIY
Mobile banking application tiaa319Usz@UNITUNIIAIUNITUIUITAITIRY wazas19AIu
asgntninunsamu wulmiidugnagldanuvessuiais Bnviaiiaiiudiuiuamig

nMIna1n J1ugnan wasdlgiiadnenmlunisudsduliiuniagsiasuiasvesuseinalne &

SULUUMSHAILN UARIRIN T 6

ANINITNALILTINTTUNUSIUINITAMUNBMUTINNTY Mobile banking application

N

ANVUANABIN TV LY

-

WAILHNAR T UNAULUY

ANH 6 JURUUTRIUAULUULNLLTEUINTAUNBIUTINHIU Mobile banking application

3.2.1 msﬁmmu’a’mﬂs‘mLﬂ&lL%'Eluisfn'liaﬂvguﬂamuiwsi'lu Mobile banking
application

NIHAILIUTANTTUNNTIABINTAINUNBIVUTIUNIU Mobile banking application

N

FRelaimunlugunuy Web application 18184310 Web application tuitgsenisldauly

e

NNFULUUTSsUUUURNSULUL i0S Wag Android
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3.2.2 MUANABINTYRR LY
N1IAMUAINABINITVRIH U Mobile banking application Tun1sldinuseusnis
AUNBMUTINVULNAANDTUTY FeAnIINNITIAT IR Ty nkazaudeInIslduInIsuY

Mobile banking application ¥84gnA1 e linTIMINANNADINITVRIGNAININTEA

3.2.3 NAIUINANNUINAURUU

Va v o

1INANUABINITVOIRLTNUTIAU EIT8811AINABINITVRIRNANNIBBAKUY Web
_— o . . A

application LNAULIYUINITAINUNDINUTINUU Mobile banking application Lia Wl 11

NAnFuifuLUURaIESY zdgnIzuIunis Usability testing iied15ianiuiianalaves

Aldsauszaunisalngluiny

3.3 An¥1N1580UTUUIANITALNNTIUZNITAINUNDINUIIUNIU Mobile banking
application wazaysndululdlugawdivdivarnsunugnisldauasslusuian
WeliiAnN138ouFUUTRNTTUNUEEUINITAVUNDIMNUTINHIY Mobile banking

application 3aldanwraudululinianiseann Aeduneuselull

3.3.1 Anwianulululdvawwdndueilugegsia
1) n13wAIIznan (Market Size, Market trends)
2) mMyiaszdadunieusn (PEST Analysis)
3) MFIATIen 5 deanmuaindadenieuen (Five Force Model Analysis)
4) menentdatenelusasdaduniguen (SWOT)
5) MFIATIEVgNAI (STP Analysis)

6) nNagnsauUIEaNnIINIInaIn (Marketing Mix / 4Ps)

3.3.2 Anwranudululanianisidu
1) WHUN19NI5U (Financial Plan)
2) nsUsENNINNNSEans18 e

3) N13UTENIUNTIDNTIBTE
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uni 4
HaN133dBUaTNITIATIZITRYA
N15ANYINUTENOUAIETUABUNITYINUITEY 3 drunuingUssasAnuide 3

Jsznaume

1. fiefnm13Uuuunisuinisiidinarneninusslaldsiuaos Mobile banking
application wazn 15asyunesuu tethuldiduuuinidunisiauinis
Tiusnisvassuimsmaivg

2. WAWNUTEUINITAMUNBINUII {11 Mobile banking application

3. Wlefinwiniseensuuianssunuizoudnisamunemusn uazanandululiluds

mdlydgn1snaunuldanuaidusinan

4.1 namsdneideyaiiaAnuizuuuunisuinmafidamadaanusslaléauvas Mobile
banking application uaznsasunamu wethuldidunuamslunsamnndasasi
AULUY “UTANITUNUNITAMNY”
fdelAAununadeyalunisfinugiuuunisuinisiidsadenudslaldaues
Mobile banking application kagN13ANUNBINU ilansuanuiusonisin Gamification
mm'asJa@ﬁwmwamﬁm%ﬁiﬁmmﬁ@fmﬂﬂiamuﬂamummﬁu Mobile banking application
vessurmsmdedluuszmalne Tnslfiadeslolumafununudeya fe 33153513

dr51ameluudauny (Survey Research) kagnN1SEUNEaITIANANAIDENIIUIU 4 518

4.1.1 wan1sauNILalIIEn

a

Aadeladuatwalidednielvinsivusegslalanaunsavilvgneanamuiussay
5u1A15 N1sadieAuaseninilunisau wagauiuneni1sun Gamification 11
Usznaunisiyninuinunisasuneanusiu Mobile banking application lagglidunwal

98N 4 519 Usenaunig

'
a

1. flgvngaremalulagvessuinsnied dniauiszuudduszaunisailung

v

WAILLR8IN15TRVILNBINUUL Mobile banking application

2. JIBIYIYAUNTIANTNBMUTINVBIUTENMANMINGUranile
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3. Jlvdun1walNiiuszaunisal ¥aun1TamUNeeyusIX LA oH1U Mobile banking

application #38 NIUANYT

a A

4. glvduniwailipedusvaun1sain1sasmu eenaeisuamu ey 25-26 U 5ull

NuLAaU

Hoyavnglvdunwalvinud 1

U230un519U3n15 Mobile banking application #n1slideyasionisasnunemnu
Aouthatfos doyafiierdontu nansuumy M NEss ANLEFILNBUANG 9 waznITuans
Thtudsnnuanmsalunsuimsinnisvesneu suddhifianuiauladnie Tuvaued
n13¥enAnFueinasuuL Mobile banking application Tutlaqtiufiaudne azaan wagl
AN uifmaesesiesisnuazmnlududy o wu nsudadouilonawmuisy
Anau Wudu lusaeaflidunuaiiesitedefidmaronnudeanislunisamuiusunnis
fio nsfignAnasnsaamzfoudildnuldionaznmsgioyaiiauasudiu elignin
wnlatamsTiusnisvessuins

Tuduenudiusonisih Gamification wildlunistieuiiunisamunemusiy &
AranTudeeg19Bs inszinuaztistuadusgdlalvitugndanlduing sufaadunis
aouldauveueundindu uaglidoganimieing o eldsstumuidsddunisamudnms
vils FseonlidunumamsiFeuslundon q Ausina

Hoyavngflduntualvinud 2

iuﬂaﬁ;ﬁuﬁ/ﬁmw Mobile banking application siswenauliu3nisiimiioniinig
HuuAsuansifilidmiv din oeu Teudu ndnafe nndweemswsauazaanli
fldann werwmaiia Ecosystemn n1elu Application vesfeiterdnlusglunginssuves
fuilanldenansuises uwiftianudesiviliAadandmdunalelonalsd osnauug
naulaladaiuatanisinunalulag 338n371 Mobile banking application 113ziin13%7e
flostunuasndsiniaardnanniudie anudiudusAad K Plus Wuweds Al
fneuazazaINiign

N1588N8IUNIY Mobile banking lullagtuvilaazainnitusnauuin wiliiesain

(% '
v

AgsuAsldeUndndy viliseaseusisnisldnuusazue U Tndynasaisuldonu
ATILTN ALTAUAIUAIAATY ttb LU Mobile banking application AATIgaluLin15Te

noeu 1eiendu Open Architecture lil@dnindnagdesvisanizneyuvesussvgn
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wmileud1du uanainliesnlyvnisaanuuy Mobile banking application dA314
. X A v Ay 1 v o a = v
personalized 11nTu nafe ausaliauilifinusiisenisamu Issvunesaeunsali

Anuinladeniniludagiu msetagtudeyanaamusing q Ianudilagindmsuaui

Laifiaus Iawe1all Chatbot visednledeunsny | wietiednnainailoulinunswuziineg

Y

AUuRen1sd1 Gamification uldlunisliaaudsunisamunesusiy Andndl

anuiiaula sglugugneglugnainnssunisamu wud dausaudidIuIULINTAIN

q
'
a a1

Tugnuiauatdn TRuagdesnsamuiieTnussasansng 4 Auld wiliiauiiunisamu

¥

Ureigenaiiou Auseuiiuyin wiesuludunesidadis q Felilansuiemnuidemse

a a

nnUsatAase q No1ainduls LagannisaeunIumana WANN1TRTanIdeyanie 9

e

a Y v o W v & 1% & & A v o I '
Neafunsamudilagn deshiladnugiuaudlududy o wiwweuldnils Aaadn
o v & = A e o Y
Ao lakuuiy nane 9 Aumiuransuwiuntaulalnlyamuiuun Ingliilaniy
a A a X vy 9 < o ) & =
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sULUUUINSAlY fnfuuinisganssuegiatu sn Tou 918 GenanisAnwinansliiiiuin
n1514U3n15 Mobile banking application L‘ﬁamiamué’aﬁa"wmuﬂaamﬂLﬁaLﬁauﬁ’u
EULLUUU%ﬂ’ﬁﬁg\‘i‘MM@ Lﬁ'aﬂ%’wqwsxauﬂ13zﬁé’mmsamﬂunamusww Mobile banking
application N34 Gamification ﬁﬁﬂamwﬁ%éwaaEi’lqu’lﬂsiawqaﬂiiwuaﬂ;:ﬂ%} Mobile
banking application AaeAIuUNYAnTINNTTAMY Sepuduiudiannstaelisuinisine
Wandndneifiasiansiidusin uazusegdlasegndilviinamuls e Gamification 1y
n153l Avatar Rewards Points anunsaiinaumanndulufanssumsfuvesnislduinig
su1As Fsazifunsifiuniseonsu anuftewels waznisiidiusanvesgndnlunisamuly
nasus fetiy A nmSeudnsamunamusmeatunianssumansiudmiy

nagnsNaydvassuIAIsiely

4.2 ﬁ'ﬁumﬁmwvLﬂuL‘%ﬂuiﬂﬁamuﬂamui’m&hu Mobile banking application
NNIANYIFULUUNISLEUTNISUAZN1SAYU BU Mobile banking application 713l
answasionunslalunisidusnisuagnisasmu {1 Mobile banking application 511A13

Ya v =

wmidvdluuszmalne §ifedaldtinneinnuaniwesléauiiiofvunaiudesnis
Dosturemdnsasiduuuy “ulnnssunudoudnisamu” weldlunisdeansiugnd-ly
nywdawImdunisiiuinisvessuinns a$19esRauinsamunemu wasUseliunig
Hoareudaduleasu feguuuuithaulaannsussgndld Gamification Faldfinnsivua

JUABUNTANTUIIL AININA 14

- . \ ( \ ( ( v ( )
WATERRY | | I | | Ysuunidu | P
| » e | | - e s | | | dwdnnusiduLuy |
| doansidesriuain | | WA wER M | | nazau Useability WARAMNAULUY | -
| . | | W | | | NAABUATINN
| Aueeviwes | | AUy I [ Test |y Investor
. [ | : [ | i nola
Aldiau [ | ‘ [ | Station

dl gj o a
AW 14 YUHBUNITANUUIU
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4.2.1 msAnwazsvTIndayanineidas
AIelvinisAnynarsusindeyavesnuidel lngudsdiuvesnsfinunguiuay

[

v A a v I3 | o
5'3U3'33J5U8%6V1Lﬂ8']6ﬂ@\1@@ﬂl,ﬂu 2 @3 ANU

1. fnwuuAnRgdfu Gamification WWIAAITAIAIININNTTIRY NOBHTINYY

s v IS
nsgausunaznsidinalulad

NSANIMIARLAEITU Gamification WWIAALIDIAIINININITIIU NGB TINVBINTT
gousunaznsitinalulad dingussasrnddy weoihanuiilaunldluniseanuuudiusie
ﬂizaﬁuﬁuEﬂ%LLazUazﬂUﬂﬁﬂi;ﬂ%’ (User Interface/ User Experience Design) Wagn1swmun

wanSeiduLUY (Mock up) WIRNTIULNLEEUINITAMY

2. ANwLAT09N I ETUNITNAIUINANN UNAULUY
= A = A [ a o =3 a a o 1y qyy [
n1sEnwIATesllanldlun1simuiianuddy e nauideaduilfedende

AL NN UINAN AU A UL WauNanSusisenanlunaasuniseausuludunau
falu

4.2.2 msaanuuvdufaUszaully (User Interface Design)
nseenkuudiudeUsraugldu Singuszasdiieuandlasneadne wagesrusenau
vent1venusnglundndunduluuuinnssunuiseuin13aaunemu J99enuuy

1AS9AS19619T)
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1. WhiteList URL Diagram
WhiteList URL Diagram 271A%111679¢19 Mobile banking application 994 5u1A1S
N34NN Landing Page ag Game Feature Lﬁaﬁﬁé Browser LNl Investor Station #9814

LANIAININT 15

Is <ExternalAllowDomainList>

Click Banner or Game Icon

Yes
A

-Popup open external Lo | S
No  -Open External Browser

Is <InternalAllowDomainList>

Yes
—_———
Open In App Browser

No

Display toast warning message <GameError> PE

|

A 15 WhiteList URL Diagram
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2. Use Case Diagram
HARSUAAURUULTANTTUNLTEUINITAMUNBINU 1Y Investor Station & Use Case

Diagram Wandlus18agldennnIng 16

> Register
User » v v
Database
Login
»_ Leaming Station
> Question
4
> Collect Reward System

v

> Admin Login

Add/Update/Delete Leaming Station

- x

Administrator User
* Add/Update/Delete Queston

A0l 16 Use Case Diagram



3. User Journey

aq

2. Navigate to 5. Open External
1. Open Mobile s 3. Select Garme 4. Popup Open P

Landing Page/ Browser "Investor

Banking App

“Investor Station” External Browser

Select Game icon Station" Game

6. Register Game

Investor Station”

7. Chose Avatar and
Fill Name

12.
8. Log in Game 10. Learning on
9. Display Game
“Investor five stations and 11. Collect Points
. Stations !
Station” Answer Questions

Display Go

Invest Mutual
Fund in Mchbile
Banking App

13. Open Mobile
Banking App on
Feature Mutual

Fund

AN 17 User Journey HARSMIAULUUNIANITUNNNITAY

A9 17 Faduununin User Journey Auansliviuisdunaulunisldauves

ui’mmiumuL‘%EJuﬁmaamuﬂamusw W11 Mobile banking application “Lnal Investor

Station” Inedlguwuusieasidun Process Flow Assialull

1. §ldau iWhgniimanves Mobile banking application lngidglaldiieg1aveuey

waadusuIAsngan ndudldaznuuiutewnuUyinidusnveey Jadu URL link

. N a | v A v [y
W1vNA1N Native App QL?‘UﬂWUu@ﬂLW@LﬁULﬂQJ Eﬁ“ﬁﬁquaqﬂqﬁﬂm@ﬂm%ﬂmﬂl@ WU 2

Poansfe uiuthouauy tag leasununeluney 9 dsnini 18
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Lifestyle & Offers X

Efa;:‘:fternoon, 213 My coupons

2 ©

Transfer Top up

Make gold investments easier
with Hua Seng Hong

Just register direct debit

2 rabbit
=]

Rabbit LINE
Pay

ey with Bangkok Bank
k2l in the GoLD Now app

Bangkok Bank products

=i (] e O

- | 1
anline Premotions | Funds “inancial
Registration Products Suggestion Calculators

SandAswEunIvnUS U A7
U inDINVESTORSTATION a m ) (o]
i
Savings Credit carcs Game Snap

thuwoud Privileges for you
: w3aLIANYIVSIDFALIALNY

O O d a O <

A i 18 wiutheuausg Investor Station uay lomsununislule

=

2. gldingnduuy Log in Wiawhdiuyil Akeulvde §ldlnd (New Register) nvan

Uaviduntoya T 01¢ Blla uaz AIIVARIL 9 NTUAEN Avatar NYUYBULAATRKlY M

AT 19

Confirm

A 19 Registration flow
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3. fldAnaunsainginy K1ueane Bia Facebook Google Account Wag Apple

ID §lannd 20

Or continue with
= ,
6O G

Nota member? Register now

N

AN 20 KLEAINTT Log in

4. NN NAI1NYING Log in azuansaniiiiegmigldidnseuinisamu
nowu lneillaniveunazaniiazd13899n e-Leaming Witonaanusiy vwivlednain

PANNSNELAIUSENAINY AanIWA 21

941

Hello,Kate

WELCOME § T R

INVEST

Station 2

T Il

station 2 Station1

& wron (@ o)

AN 21 MLkARIRIB89E TNl LLNY



5. Jlidenaniiiideanaisons antunaiilensuiaiesranedni iWendi Avatar

TFeudidomlusuiiug fegalenusazau fMegreainannili 2 Asnini 22

4

%41

@

Station 2 (e 15 point )

$SnuUszLnnnponu

AcpvmuudiwstidasmarenuRautoavnulu
noVNusHL ualdas o lugiuSulsdcine
Alun JnaonuiokuaRy 1G]
D:wuT.. TN2ONUUSINNEIOANNLIBRAETU
NDONUDINKANKATEUSENKANNSWEIOMSNDY

AUIEBYS:AUN 1 NRYNUSDLOAIO
wSutuds=ina

Wunaenuiiuaenuiubudn datdusaudo
aswenskifdoendsluniu 1 Odanudedy
Agamurdnsugaonualudeonsanudes

rEadRdoomsimiGuiugaoRkanauLNUTE

nu (uao) vwALFUAUTUGaTUgNTUSu DN
naolkud
daunavnuiaonulusdomisunswessuludelas

msrhacwsn “Usannuaonaonu”douEudu - M P— N
n vaswwugucion du UaU.DtIUUPjWD'ISN'DT

i
avnu wurid .

- : =y § adatfegius:dunnudsuritadoudnoundon

u =
s s:dur 4 IWoudvssaun & dusdnuuTovioua:
msavnuuas:dunuEboRssuiUTduavau -
L Jodsumsavnuuponaenutiua
Ct)
= . L \ G daoi jansas
UrodaudTlS

Ustnntadfionu

8 Usunnkdna mussduanudeo (Risk
Spectrum) Bgvointpoluuin

osdu.. Anvudaulumsaonu ulswemsavnu
o e i ownut

uadialiaxdunsounduniowmana
oo, Arufiawnsald “novnussu”

Wudsdsetumsdossandiubodoldachoaut
elo 8nvoa

A 22 vihuansiiegensiseuiilemneluaniil

6. NMIREUAMUNANATINIIAY Wekldneudinugnieaglisuasuuuaan uay

o a Svya % o a
annsahasfagilaieiiuasiuulildgeen danini 23

Question 1-4
Arudilinagnsmsaonuiunavnusou
pekins

kuaisens1
- Excellent
() Rebalancing a portfolio

- You answered all 3 questions
correctly.

(") The Combined Method

[ Timing the Market

You get 10 points from this station.

Try Again

Station 5

8
1k LY I

s Ll

Station 4 Station 5

& o) ® wron

AN 23 VULARIAIDE19NTALAULAUNSINDUAINY
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4.3 MagauaNunInalandadaeiduwuy
A338lAnAaaUNITAMUTINelIAULUUWIRNTINUETEUINITAIUN DI UTIN
Investor Station LilensuauAaLiudetadeivEnarenseeuuuinnssununsamu
NOIUTI LagauAniusanisiidwsnlunsldu3nis Mobile banking application wag
N1389NU AIen15UILWIAA UTAUT2 (Venkatesh et al., 2003) 1nUszendld lnonisasna
LUUADUALAIN Google form wagdsdsduvuaeunuilvinguiodisiudedidnnsedndlae
TdoamsBiua, Line way Facebook S¥8vLIa1faumiiiow nguwaay w.a. 2565 &1 iou
fquisu w.e. 2565 {AfeldSuuuuanunumaunduTmiadusuaL 116 Au saztnun

(3 a o

WIIENAaIIeNIeanflaelaluswnsy SPSS for window version 28 Taghuuaaua Uil

)

=De

YI9%UA 4 @74 99

it 1 Feyanluvesimeunuuasuay

ddl 2 anuAaiudetiadeifidninaieniseuuuinnssANNITAIYUNDYUTI
@l 3 anuAniusiensTaiusialunisléuinis Mobile banking application
LAZNTAINU

AU 4 VDLAUBDLULLNLLAY

v °o = s v ]

4.3.1 MssauauidetvIydmsunagaunsasiialunisiiudeyanagauadnuing
wolandnduaifiuuuy

NsAUNNEL LN TR UsEasAiamAmIAILgInse (Validity) tnenisinsies
fullAinuaanAaed (Index of item objective congruence: 10C) YBILUUADUAIULAY
v v o A4 o 1Y) v P o )
Tolauauuz oI IeIey wetlvuuussuvasuauliauysalsedu afeanudulaly
wsedlonazinluldlunsifiudeyaindivseiudniuvesasedloniiemsuazaonndosiu
TrgUsrasrvesnuide lnen1snageuanuiiemsadsilomiuiniesiislunuide tu 33y
e ladeniansnasen15eeusuuInnssuNNNITaMUNBINUITIN kasAIILANTIUAD
AUANALLN15IEUTN1S Mobile banking application kazn13adnu LalinsIuAIIUNT
wolauaznsilausiulundndue waztilugnisamuasuuunannesuvessuinns §3dule
YoANUNTANIUINYIMAZINLANNAAILNA Ty Ide ke Ussaunsal e 3 571880
ASY INMTAOUMELTEIMI YN UIIUsTIAURadmsUnIsfiudayatiu lunsmageu 10C
& v o = a < ! ' < o = v v 3
e Tnedideigiginnufaivitluusasuseinumaiy danvdenaqeiuinguszase

9HIUINY ANUITOUININAADUANUNINDLALALNITHEIUT N TUNAA A UNAUBUUUTANTTU

nusEuiNTamunemula dsansluniaNuIn 9 (115999 2.2)
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4.3.2 nsnadauauiaioldvauniasiio (Reliability Assessment)
mATeiinsaeunruidetioldvenniedie Ineldaduussanduoarvasasouuin

(Cronbach’s Alpha) 11nn31 0.7 Dunasinsfinnsan annsmageunuinflsmund

AduUszAvsuearhuesasouuININnin 0.7 fanandunised 4 Feasuldinededeflily

[y

a Sa A A Y
MUY UNUATIIULRUEHEU L‘?J'@ﬂ@lm

A19199 4 AduUszansuean1vesnsauuia (Cronbach’s Alpha)

fawus Cronbach's nsulana
Alpha
N1999NLUU Gamification 0.780 \Wetola
(Gamification Design)
o o - ANUANANITIUAIINNE LY 0.761 Wotold
Uadenidnswa
. . (Effort Expectancy)
ABNISHBNSY e —
o AMNAIAWINDIUTZEANDNIN 0.827 \wodala
UINNTTUNNATT
(Performance Expectation)
AYUNBINUTIN . —
wsegalasuauyey (Hedonic 0.780 etals
Motivation)
Gamification 0.790 \wodala
nsfidausauly | anwsslalunisldonuuu 0.851 \Wodela
A51EUINTS Mobile banking application
Mobile udilslumsasmu 0.804 \Wotiold
banking a—
o 0.796 \Wotiold
application nsweusumalulad
KaTAITALYY
HATINYDINNAIMUT 0.936 \Watiald

a ¢ v ;A ) ¢ v
4.3.3 msdaendayaludiun 1 dagauszunsmansvasnaunuudauniy
HANTTIATIENTOUAVDINGNFATIDE19T1UIN 116 F10819 WUTT HROULUUADUAY

wusumemds Anduiovar 39.7 uazmenefnludosas 60.3 Inafitwengiiesndi 30 Y

[ o

Anlusoway 43.1 sesasnfenny 31-40 U Anludesaz 34.5 uaveny 41-54 U Aalufoy

az 20.7 Sunutesiigaeeiy 55 VIulU Andufevay 1.7 uonaniidmuniingusiedis

U =

drulngfiszaunsAnuseauuSyans Andudesas 55.2 sesaanfesaulSygIlnmse
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v ] = [ = a

g Anlufesas 43.1 waztieeiignAoseiulisenfinu/Uiv./Uia/eudsya Andude

q g7}

[e]

a & v

gy 1.7 iilfneuwuvdeunuifion@m duninnuuignenvudiswunnian Andudesay
75.9 50989A0U1519N15/553amna Anidudeaz 10.3 uaze1Tngsiadiud 01Tndase
tniew/Ada/dndnw Anduiosas 8.6 Sevay 3.4 uavSevay 1.7 mud1du uanInanInd

24

el
LA :

m Yaend1 30 1 m 3040 T

ISR RIS

m 41-54 1 m 55 tauld

2%

o
Tzﬁﬂﬂq?ﬁﬂ‘iﬂ’]%u@ﬂ@‘m ﬂq?ﬂ‘W
m STsenAnm/at.Alva eylSyan m nFewidnsindny m dreanesgiaivia
B Soynyes B wineuLsEenT  m gsnagdiusn
m Ysryeyrnvisegandn B nTndasy
2% 9% 3% 2% 109

/

AW 24 Jeyauszvnsenans
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4.3.4 mywszvideyaluduil 2 aAnuAaiudedadeiisuswadaniseeniu
UINNTTUNUNITAYUNDMN UM

NANTIATIZNTDYARBULUUADUANTBINGNHIDE1 AuARTusedadesieg
dvBwasiensenuuianITunuEsudmIamuneamusIN ansntuduuielinu
szauauiianela waznisiiluldvesuinnssununisamunesusid nudn nqudiegs
U 116 AU ENAFDUNEATUIRULUULIANITUNNEEUSNTAMUNBNUTIN IneTiuegly
sydusnniign Sendvegi 4.00 wazdruleauunnsgueei 0.490

[y

WafiaNsanTIete wudn TenilseduazuuuauiisnelanInNgafe ANuMINzEY

=

Y933UnUULRaLAI8N YT Ineiid1afegids 4.59 a1nszduazuuwAy 5 wariidiudouuu

Y

[y

Va a a ¢ a a a P
UNTFIUOYN 0.561 FR9RAMNAL JULUUHARFMnToRNLUUTIEIBNY dAadeagn 4.52
LazdulEUuUULINTFINEET 0.625 duAUNAINAD User Interface wazn1sld3iuuy
Gamification @¥19AMwaAWaY dAnadeagil 4.50 lneddruletuuninggiuagin 0.597
war 0.752 MUANPU MUsIenNsRTaauailaeaendanulnawmesiy

dy dll Va v a & v % = o £%4 %
wonnililledITedinngideyavessrauanuiisnelavaznisurluldandade
mmmﬁﬁ@w%waﬁiamsaam%’uui’mﬂsﬁuLﬂmmsamuﬂamuimﬁagﬂuszﬁumﬂﬁq@ Tned
' a o ~ ° ¥ o v v '

AnRagseauauianalakarnisilulgsganutadeainuinludeslann n1saankUU
Gamification (Gamification Design) difitadigag 4.47 uazildiulgwuuuinsgiuegi
0.498 fnu1fe Gamification dAnadgegf 4.44 uazddruidouuuuinsgiuegn 0.647
Tuvaed 1593919R1uA1U¥B U (Hedonic Motivation) kazadiua1Anieialszd@nsam
(Performance Expectation) i '%aﬁaﬁmmuﬂaaw 437 Lay mmummwummmuaéﬁ

%

9
0.597 uag 0.630 Ma1dU gavineda AuAIMnIslualuneenw (Effort Expectancy) &
Aadsfivintufioati 4.32 wasildiudonuusnsguogi 0.598
Nanamsieseiislefiansanantadediidninadenisseuuuinnssununis
awuNemUTI LandliiiuInEa fusifuluULIAnTsIIANNTA M UNBIYUTINEBNTANDY
i lUllf G uegned daiufsanansnihutanssununisamunasmuaaluldussTovis

Wlgglalusuian Nan15E1513UEAIRINITIN 5
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A1519% 5 Aade @udenuunnnggIu kagseauaunuisnela/nsinluld sde

HARSUTAUL UL TANTTUNUS HUSN TV UNBINUTIY

FTAUAY
- AN
578M5NTUN X | SD.
wala/n1s
Ul
1 N1598NUU Gamification (Gamification Design)
11 | sUuuunandnsisinnseenuuuiiansny fiuaste 3 452 | 625 |aniiga
ANNLUIRA
1.2 N139DNLUVUINNT Story Kag Graphic Design \don 4.28 | .764 mnﬁqm
mnzautuidomiifesnsdiaue
1.3 | AnUWENganvessuLuU wagdisnystundngo 459 | 561 |aniign
AULUU FaLau 81udne
1.4 | User Interface vasu3nslagsidlundndneiuiia 450 |.597 | wniign
wala
et a.47 | 498 |andian
2 AMUAIANISIUAUNE1813 (Effort Expectancy)
21 | vénmsvhnureswaadasidusuy dtuneudie dila | 429 | 723 | wndian
odne
22 | wysheqlusdndnsidunuy $38nsvheude daau | 440 | 721 | andian
23 | wdndasifunoy asnsatiehlitianuienudile (426 | 736 | andige
Fun1sasuneIIE Ty
ERrt 432 | 598 | anniign
3 AUANARIINIUTZENTAIN (Performance Expectation)
31 | enudululivesm@aduaiduwuy dusslewl 434 | 711 | aniiga
aunsauszgndldnuldegalivsednznm
32 | waadaeisuiuy awnsathluldaulaes 443 | 725 | aniiga
33 | wandusiduuuy ansnsateligfialadianuinny | 433 | 755 | wndian
dlagunisamunesyuiii
33U 4.37 | .630 mnﬁqm
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FTAUAY
=
R AN
318N1TNINTUN X | SD.
wala/n1s
Ul
4 us999laduAuYBY (Hedonic Motivation)
4.1 | msldnundadusiduwuuiludesaundmiuriiu 4.33 |.707 | u1n9ian
4.2 | wandueiusuvanansausuilasuausdniunis 4.43 | 675 | undign

I38U3NTAMUNDIYUIINTINTBEN Trideuayi

AUNUINTY

43 | wanduaiuiuy MlvnsisguseumMsawmunesy | 436 | .762 | u1nfign

Unfusfulazayn
U 4.37 | .597 mnﬁqm
5 Gamification
5.1 mﬂﬁfingLLUU Gamification (ﬁavatar, rewards, 450 |.752 mnﬁqm

points) vilvvinudipnumaanaulunislausnisuin

Ju

5.2 mﬂ‘fj'giJLLUU Gamification (ﬁavatar, rewards, 4.38 | .668 mmﬁqm

points) YIYITUEEINITUINTAMUNDUNINTY

et a44 | 647 | wniiga
TR 4.40 |.490 | wundiga

4.3.5 nsnszidayaludui 3 anuAadiudenislidousaulunislduinig
Mobile banking application wagn13aINU
a ¢ v a <@ ' a1 1 Y a . .
HAN1TIATIEdayanINAALTudan1sidIusmlun1519UTN15 Mobile banking

application kagn1589NU WU lungualag1997u9u 116 AW %N Mobile banking

a [

application fin1sWau1iaesawdndugiaunuuynaulaaglduinis Mobile banking

[

application WndulusgAuuniian s7uru 50 Au Andudesas 43.1 TussAuann $1uu 38

q

Au Astdusesay 32.8 wazilauaulaluszavuiunalaies 28 au Andudosay 24.1 69

WAASLUNINA 25
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1A Mobile Banking Application fn1sWauniliaes

AINARNUTAULUU YINULTFUSANTUINTU

m Yunane
43%

| un

=
RVIG(

il 25 gnaulaagldu3nis Mobile banking application LA

uanani §Afeldiasgidogaannguiegaiielivsiuaiiudendnfusi
Funuuiddudisriilvaulaamuiuty nui glduinsdauaindaandiuiindnsu
frunuudutaeyilfaulansmuiuiu Tnglussduuniian 1 52 au Andufesas 44.8
dnuseiunnn 91uau 42 au Andufesas 36.2 wazszauUiunat 91uau 22 au Anduy

Sp8az 19.0 AILAAILUAINA 26

AR TRuLUUTd LYY lviuaulaa s uiLy

m Yunane
45%

m un

dl
UINVIEA

Ml 26 AaLEUIRARSueIuw UV EulIa YL
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€

gangnamaTenteyannuaulavesldrendndariduuuuuinnssinuseus

9 Y
(% 6

N1saeuUMNInI SR INER T N3 nud lddannaulanagldnundndunate lnen

[

Anuaulaldulusesuuiniian 91w 52 au Aadusasay 44.8 LaEIEAULIN 31UIU 38

q

)

Au Antdusear 32.8 luvugiiseiuurunais 1w 26 au AnlluSesay 22.4 fuandlu

A 27

ATMANITWAILINANN 91959 nuaulaazldau

m Junane
45%

| un

1INTan

i 27 anwaulavesldsenindunauwuuuinnssunuiseuinisamuniniinisiau

NANAUNAT

ATUNANIINITNAFIUNTNATDUANUNINED LaNEAS sl uwUY

MNMTTATIZANDT NAUERBULUUABUIIIAY 116 Ay Taufeeladenisld
WAM s uLUUL NS suina B suinsasunawusiu Mobile banking application #ily
AU N1598NLUY AMUAIANITluAINNE 81N AuAanTadaUseAngaan usegslaniu

AINUYDU UarFUKUY Gamification ¥eauinnTsuinuNIsasuNeYu Aladevuaiiseagly

[
AN YA v v

inausinniign uennifisedmuin dusnnesnfiagldnunansnsioss Inefiuianssung
Foudnisasmunasuiidiudieviliaulaasuiistulusefuiia Snamniinisiaun
uinnssunuisoudnisasmunesuiunilsluiliaesuu Mobile banking application @113
a513u59941al9lduIn1g Mobile banking application fisTusnene Weadsszaunsally
N1589NUNBINUTIN a3519u593908 wazn1sidrusinlunisldearuuu Mobile banking
application \isifingrugniliugsiasuimsmdvding fisedalddnuanudulully

Wemdlydiiianausugnisldnuaidusnandely
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uni 5

Aneanulululdvasndndudilugegsia

dmduuinnssuinuiSeuinisasmuneanu Investor Station LiteliiAnnssesiuuas
matluldimundugsiadandindess dnvazvessshadusenirdiimuniugniesdins
(Business to business: B28) lngsuiarswidisdanansailulddmiulvanuisunisasu
nosuiiteliigaulanisasuidnlduinsieadisamidilaninudes uazuuimians
THUTNITVBITUIAITAIUAN 9 §m7lgqETQmmmﬁﬂﬂﬁwm@iaaamiumia%’mL.Liqgﬂmﬁat,ﬁu
grugnAbifugstasuimsndlvdvadlne

Y

N Ya = Ve [ ¥ a a [
nailideddlafnwanudululimmsnain lngagiannsanannisiaszideya
6

Qe

YNUUR

5.1 N15AI1ZRa1n (Market Size, Market trends)
Ustmudnninddanisnemunarsuieniedudnnisfonisdifyvesndugsia
suATmdsdfisunmsuisUszmalng sy e lisuasmdledusznoussiald Tagsuians
agfovulngiduuidvul uazusdnudnninddnnisnomuazduuisvluedevessuiansi
sfiugsinnsouagquitdludiudanisamu Wisuuginisasmu msdanisnesudiuyana
USnsviiseuasiinsiesimudldsuneumsneaingni

[

granvinssunaaussvedlneFudulul w.e. 2535 ensensnansadagsiunanis
NIRAINYBINDIMNUTINLALINEINIANTIAILAUTENMENNTNITAN SN LA FIE
iiuliumsugaamnssunesusinveding dnsiulneddoidosludied we. 2535-
w.a. 2561 rusnegeiitudidny Ingdamduyarmingaugns (NAV) vosnssusilng

f9 GDP Y8188lUusnsSouas 11.47 ADULAAIAINING 28
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a5t —a— U5 NAVto GDP  —=— % NAV to Bank Deposits
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10%

5%

0%
1992 1994 1996 1998 2000 2002 2004 2006 2008 2010 2012 2014 2016 2018
Source: Asseciation of Imsstrent Management Companies (AIMC).

AWl 28 FevazvowarmIndAuaYBUINewuTIN (NAV) sendnfnsinasiuveslseme
(GDP) wagiurnsu1A1s (Bank Deposits)

i
https://www.nomurafoundation.or.jp/wordpress/wpcontent/uploads/2020/04/NJACM
4-25P20-06.pdf

9¢13l3AA U YAAIMIINITAAIAVRININTINGAAMNTTUN BN UTININeTuL9

4 1 Q/ < A = = | gj =
anun1salunsszuInvedlada Covid-19 Misaifiaannated Inglugiawsnvaanisssuintiud
IHANTENUADENAINNITUNBIMUTINVRINEUIN WBINAaIAnTIasHEnIlanUssauiu
G U adoqyvy | YR ! - N
amganmadesliundnviidawmuaeuniivamuseiuluyarias lnelasuan 1 Y
W.A. 2563 yarminddugvsnemunidlng 3.6 dusuum (amegnemude Lisiunsamu

Un, ETF, REIT, Infrastructure fund) %aamaa 17.1% mﬂlmmaﬁ 49 . 2562 %aﬁmms

v v a

wiszmalngldeannnsnisgua ilinaaduiluiagamubuszasnisaeuniisasmu
wndu Tnglosunadl 4 T we. 2563 yarwindduandnesmusilng U3usagedu 5.8%
waf 4.0 dudiuum luvusfinms el wa. 2563 yardsanan 7.3% 30T WA, 2562
uananil Tua3sliusn w.a. 2564 gaannnssunosuslneBuiugainaniunisaiung
szu1nla¥a Covid-19 yarmiwgaugninasyusiulne 4.2 &udwum ity 5.49% ndy
U .. 2563 vaugAuualifundsUngs na. 2564 guanvnssunesusning Gadimsudnng

AUlANA (91989970 NTNNGIA 5 TQUIBU 2565) AINING 29
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yaanadnus i nanvsaiuilsannnsnedu
4.5

2.5

1L5 . l
-HAHAAN

0.5 Mar-20 Jun-20 Sep-20 Dec-20 Mar-21 Jun-21 Sep-21 Dec-21

guauum

Allocation m Commodities B Equity

Fixed Income M Miscellaneous B Money Market
AT 29 YarnamuTidlnguumuUssinmindgduy
I https://wwvv.momingstarthailand.com/th/nevvs/220614/a§°de§33ma<1‘1/1ui’nﬂm

41d-1-2022 .aspx

v
IS [

Matlusenndnninddanisnaanueing q Sasuzdidamuluguuuudig q el

HARBULNUNATY FIUTIanANEEIIUAIYN T8 ETANAUNIULINIINEA LN TILATA-
19 adspavibrusgnnanninddnnisnesudinssiiuionisiaegnwaiiios 991nn1581599
WU dunianatnneayusin U w.e. 2563 wazl w.e. 2564 vas.ndnsine udiinaie
newuTIIEdndIu 1:4 vasivgnamnssunauswing Andudosas 25.2 s3a3u7fe
vad nemdlye uwaz vad.damans Anidudosas 16.4 uay 13.7 muaiau Tul wa. 2564 84
< V1 a o v [ ! < ! v fa a a &£ 2
Wiuldiusvnuanninddanisnesusieifiyarmsndauansinuduangdud w.e. 2563 lay

! U &

N oA a eaa a a & v o d'
HLLALWY ‘Uaﬁ].VLWE]W']QJGUEW]Nllaﬂ’WﬁWUﬁUﬁ@aﬂ ARLUUSREAL11.5 LARIAININN 30
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yaR IMSEWEURMENaINUSINSITURS @HunvaaanaIvusiu 2019 uax 2021

1,200,000 17.2% 20.0% 2021
*

anum

= KAsset
= SCBAM

1,000,000 15.0%
800,000 ) 4% 10.0% -
3 5.0%
600,000 6%
0.0% u BBLAM
400,000 » KTAM
5 9.4%
200,000 -10.0% KSAM
0 -15.0% .’ Others

KAsset SCBAM BBLAM  KTAM KSAM W

Dec-19 =Jun-21 « %growth

a

AN 30 AULUINAIANBINUTIN LaTLAANTNERUANENDMUTINTIY Ua. U w.A. 2563 -
n.A. 2564
17: https://www.morningstarthailand.com/th/news/213802/n15tAUlpvausiaz uag

Tutslain.aspx

widyarinaian1sawmunemulugladafiiuinaziauiupIy uitnamue
oo dunguansulminalinuauladimnawuiaduinnlugsiiiiug anuad159in

auuTIegyTelniuym1d Generation Wui1gu (Gen) Y v filtinlugie a.a. 1980-

A Y

1996 flogsyning 25-41 U Aetnasuiinnunseiiosasulunisdanamuainiign Aadu

fovay 61.0 vestinamunegesendviovmn wennlidwudnamuamunegeseln

LYl .. 2563 - w.a. 2564 FauunliiEusnimig uanaan1ni 31

Unit: Persons
2
et wia
21,31
16% ‘ B Baby boomer/
Post war
92,507 Gen X
50,261 H’“ - 6%
(D e? 1“1120% o | 6% J @ GenY
15,35: 3 ix
L GenZ
ET% 24,368
16,841
::,m 9,388 175 Em] 55 6%
18 18 Failrd |
{4an-Apr)

Al 319 nutnamuamusedesselnl wuswmn Generation

Fian; https://classic.set.or.th/dat/vdoArticle/attachFile/AttachFile 20210722.pdf
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5.2 nMsatasznUadeniguan (PEST Analysis)

5.2.1 Yademamsiiiaenisunasauasnguung (Political and Legal)
WlHUIBRAZUNUTZAUTIRIWIBNITHAILIAITaLoLAsegRaLazdian Horluuny

aa v

wiunudnlunsiauAsegiakasdiaufdvavesssmalussuziian 20 U (w.a. 2561 -
w.fi. 2580) fifmuafimnisnistuiadeunsiausemandsbulagldimaluladadia dod
ANLABARABITUgNSAARSINR LazukuTALATYEAANALdIRLLINA vilvanansoifiuda
AEsaluNIsRYsTuaATYgRavesUsewa menislduinnssunazimaluladadvadu
wdesdlovdnlunisadeassduinnssunmandauarnnsuinisundedu edulovnsuasia
JEAUMIRVDINNNIASTANTaTwaTvayY Taudsasdanmalunisihgsiaiauimalulad

wazwinnIsumag o nelulszina

5.2.2 UadgmaiAsegna (Economic)

NYeyavasdinuATEENINITAaY WU wesugialnelud we. 2565 deyaseou
lasunail 1/ 2565 mainazveneiiifesay 4.0 set (neil drsmanisaiifesay 3.5 fs 4.5)
TnglsFudadoatuayuanmslidglulssmaivasdmdannanunisainisunsssunves

Walsa COVID-19 uanandusemalneisuiinansenutouad Inga1ninn1susinan1ALensUY

sy

V8RN 8az 4.5 st (lnell ¥19A1mnN15iNsaeay 4.0 54 5.0) hazN15YNaWNYINL

[
[

NAUNYYIEAIMERINNTUAUTENANNNTY 9T MERSIaTuayuaINUINTNITNIAST dana

e BN

!

nanssumaasegna daradeduangusian saumisnmsamululssinauiuiasdu lny

=3

NSaMUAIAENTUAINIIRTYENEfIlaTSosay 5.0 Ael (Ineiivianiansalil Sevay 4.5 G
5.5) ludwadesamaiglulssinaniningnsduiieniluazegniosar 1.9 (neiivas
manTainesar 1.4 - 2.4) wazdegaglunseudmuneRuilensgurauagsuin1sums
Uszinalnesinduivue fszauiosar 1.0 - 3.0 ol 1NUsEaIUNTEnTINISIEIERING
LswgRaiuledn wsegianmsiunelulssmaianuisdaiuduaind w.e. 2564 &
! v oAl a = Y @ f [ Y

daradufdan1sUsENaUSIAY M 32 wansliAuaan1sUsEIunITEnsINTVEEFINIg

LTI
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Gross Domestic Product CVM (%YOY)

6.0
4.0

4.2 4.2
a0 34
-1l e al
e B B =
20 . 2559 2560 2561 2562 2564 2565F

4.0

-6.0

80 -6.2

AN 32 U2 59nIINSUeefiINIaaATegia
0: ddnauAsegnanisaa (aee.)

“Mnene f rinefaussananis

o o

5.2.3 Ua3en9d9au (Sociological)
FAnUNAID MU (New normal) MAATUN18NEIINAN1UN158] Covid-19 Tadsnali

dpuwarfangsusie q In19iuszesring gauiuunlgdemisesulataindu wu n1sie

a v

dufeoulall FamadiayuuesveuslaaTialanveanud Sevay 49.0 vasguilaatulved
gnd533 dnsFedudmiuamnininulugie 1 Wnruun wnduanuadsialud we. 2562
Anlufosaz 36 (§198399710: PwC Global Consumer Insights Survey faya o iausuanay

2564) wansliiiiudn vngusgnaumaiiingemnenisdinfiandnsiueivazuinisidegnsagaan

% <

LAYSIALS NN T UEN9DINNARITE Aazatnsaunsatinnisdndulalunisiazdeduaiuns

Austnalauntu

5.2.4 U29mamnalulad (Technological)

= Y 1% & a A& a ! = a
L‘L!E’Nﬁ]’]ﬂﬂWiﬁUUﬂHUIﬂiﬂﬁﬁqugWUﬂ’ﬁL\‘IL!VLVIEWIL‘U‘IJJJGWWEJL‘I/IﬂI‘L!IﬁEWI'Nﬂ'ﬁNUiJ’m

[ '
= =

u Fanrswasunlasdraniulalunianisdulnefidiunn ds n1sdinaluladunlely

'
a0

USMsmensRusiiud msflﬁawmﬁaﬁflqﬁﬂismmqmsﬁulé’ashﬁmL%’;u’]ﬂﬁu WU A5
Blockchain wildpanuidoruseiuldifuesdnsse 9 fivreannaraniy 3-5 Su Iwde
Wies 10 wiTt wenanduwamearnmsUSuRessumsuiiUssmalnglunisadslenta
wagduiedumnuvimeiumdeuiunisuasuntaiu 3 wwamnsdimiunsaiagiivied
vosszuumstulneluszezasly laun

1. Open, shared and interoperable infrastructure: a%’w‘[maa%wﬁugmmq

LY
Y

N15HURINATLDBADATHAILILIANT T
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2. Open environment: @3 NANNLIAONEINTUNITUIITUDEIVILTIBN
3. Open data: Wawg udeyavuinlaidelesdiule wu nsihiiadeyaniiuns

Tdnalulad APIs NflunsgIusIniy

nsUTulssdeimualuiseanalulagnianstuvessuiasuisdseinalne ndaveusnnauy
deraliinn siauILInnssuvman1stiueg o wasdelifanisudsdulugsiamalulagni

NIRURE LYY
5.3 M35ATeN 5 feanainaindadenieuan (Five Force Model Analysis)

5.3.1 Msudstuszninsguisniglugaamnssuieaiu
Jagdugpavnssusuiansuaznisiiy  SulinisuigUuuu Gamification  93innsly

¥

watlaluguuuvennuunieiludmvislunisnszdu afausegds wasufduiusivandn
WifuuimsvessunAmsunndu nsuwlusgninguidanglugnavnssusuinnsiazn1sty
Lo

1) City of TMRW

City of TMRW ilwnuasafienfuiduguuuulvi Faduiiuasues Mobile banking
application 5u1A15 UOB MIvilinasiiutiuauniu Bseeuiuuindlesiesdafulauiniu

ALY TMRW Ao i nnves Interface azeoniuuliizeuslaig dagdanmi 33

9:41 AM

City of TMRW £ City of TMRW 2. City of TMRW £

™ 0,00 . ™1200.00 © . ™18360.00

Save THB 500 more to level p Save THB O more 1o level up

i 33 wihTiees City of TMRW %83 Mobile banking application §u41A15 UOB
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2) Kept by Krungsri

Application UsmsRuluguwuvaynay inmuduiionsulandauiifesnisivesy
a ' ) [ a 1l o Y @ a ! a £4 Aa
Ruegrutuszuy 1Wunisesuduuuindnviliinuduaynninfuaienssyn Fun Al
wasLUgyiLay 1y nsiiiunenide Wudu A il 34 wanssenmaes Application Kept by

Krungsri

0 OO, Fun savings

adad 1ivd Kept mission o

UnyBuaodu goaIdUN
@ 123-7-00197-9

gaadutiiv

80.00 "
dodauifiu 3
ssydwoudu/aso (80 uan)
uAUWryWiAY
uauifiuasu 10 ASo SucanideWiAudaurdy
nszUnvovdu >
1710
0 oanidmdoud: 010 %
doArdorfiv

TRarudoiiuadvavatunuuinudoons

O

KUKaN

Al 34 wih Application Kept by Krungsri

3) Investnow Starter

TUshnsunIsAuruuuivled SET Adarnadulnenatandnnindunsdseinalng

(SET) fiTnguszasdiiiediaosununisawu wWsbidamuldiludeyausznaunisaaununis

o
tY

amuwinidy dmsldiunaaeniiunaula viedlusunsuazgnldauelunisiseuinisawuiuy
Offline 7 WNsAMATEUIN1TAU (Investment Discovery Museum) diauaainuilagly
N13L811394 (Storyline) WUAaZAT Money Monsters ﬁmg%’lﬁmqmsﬁu way SET Heroes
Y] Yl % =~ < v & o
Fudumunuvesniauianudeivgluiseweiu nna1mil neswusIu wazeyiius
AADAIUFBNITIIUTNINTIUNVAINVAIE AT 35uA2NTNT 36 LAAIRIDENTBINTILIY

96 Investnow Starter Wag Investory
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A |\ ¥ d = o
WEINUL UNTIANS VIIFESUSSANNG vaINIIan LHUNTH @

TusUiuusingg Wudenisiseuginainkany IWeAUnSFHodU Money
Monsters AIUN:AUAUAUIDY UELUSNN0gdasnwninisisulFTuRgn

it 36 i duled Investory fifisiaueiisoudnisasmu (investment Discovery Museurn)
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M19197 6 WisusuaudanelugnamnssuLae Ity

Audeniglu HHEn Contents nsldguuuy nsidaiauing
ANFAINNITU Gamification
City of TMRW suimsgled QRERRHIST - Mobile
910 (W) - suiuty Application
ST IGEZH]
Kept by Krungsri | 5u1A13N596i3 N15891R¥Y - sydutu Mobile
98581 31119 - pzuuudzay | Application
()
Investnow Starter | aananannsne TNUHUNN - Avatar Web Site/
wisUszmalne QUFISY - Whwng/eu | Offline channel
wisAueSeus
QREGN

MnmaUlsuieussniguaslugaamnssideaty vililduadedl nasuiatsiia
2 UM axLun19Yn Gamification wildFuienadunisiiveeuiiu du Mobile
application Tummzﬁmmwé’ﬂw%’wﬁmwizmvﬂmEJLﬁumé’ﬂﬁﬂuﬁﬂuaﬂﬂuﬂﬁamuu’mﬁu
mensiisiaaiseusnsamuiuy Offline laenteluiinssanisazidagy Gamification 1
Tfuidevdunisamu uazyanaialuaimisafiasnaaeslusunsumausunsduld du
SulwivomaavdnnindwisUsemalne faduladulamavesidelunsiiausinunns
ISeu3NeUTIN H1U Mobile banking application Fadudeamns Online fanunsouddsle
yninanan Weneulandnsuinmsvessunmsmivdodiainuszaninmgeaaiilaiiouiu

panatutagiu

5.3.2 31U1INTADIDIVIAAN

o J 1Y " [ 5 d{' a a IS a =

g1unaNsHesevasdmagluseau ewinnsiagndnmaluladgnianisiiu vse
Tusnisimuinalulaglifuanidunienistuls vsendesdiauuneiewazgnaniden

ANUTANNNUlEUIEANUNUAIUADANBNINALULAT AN SAUNAYDILAALEUIANS

5.3.3 §71U1INTIADIQPNAT
g1U1AN"IHaTeIRNAag luTEAUA LTBINgIATgnaInnTILnAlUlagn19n15IRUN

Trusnsimumaluladlriuandunienmstuiniduusomnislulsemani dnsiArusn1gen

nnsddnassEne Saaulidiaulidun
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5.3.4 figANAILNIMNFUAMALNY

'
[y [

foanamandudmaunusglusedus esanmsiauiguuuuinaiienisasmu
nesnuABedenseenuuuLazmAlulaffamem e angaNiu g oIS AT
wenaniifesilinsaguauiunsasnsemanaluladansaumaniudornunvesunns
wisszinalng wazdemmuaainasiie 9 esaniduinuiieguu Mobile banking

application

5.3.5 feanaungudamiilvsl
feanamanaudaiiludeglusyiuiiunans iewintagtuiinanaulvidiniswaun
walulagduinTuauinugnsatansyid 20 U w.a. 2561-2580 vinliinu3en Start Up
WALLLAENIN TR UNLTUTUIITUAUNRUIWIANTTUNTANUAN 9 TTo193danulndlAes
1o 1ieUaeiun1590nEUULUUHAIINTIRLANTUNITIALATOMNIENITAT LazUBNINT]
I3 4 o = < af A/15 g a 13 (% A (4
godwIsuazn1seenuuudatialudvins (Copyright) MngruneAuasadlaednluiflaglide

ANZUYULRULFL
5.4 n1saasizivaseniglunazdaseniguan (SWOT)

5.4.1 U4 (Strength)
1. lulagtu inuliimussunasyuul Mobile Banking Application §aluiiglaulu
=< A Y 1 Id ¥ ¥ Tl 1 U ¥ 1 I ¥

nan Idelddindutelmusaumansudsdulunsdgnaindudnsn

2. inuiRuuaunsainnug waginvelunisamulidugldusnig ety
Uszgnaldlunisaamunemuasala

3. flsenndunmsiaunuiieiniuidiunisamunesuiiunsideuseney
WALATUVDITUIAT FedAUUaDAAENIN cyber security i1nnIunanosudUe F9vinlw

aunsaaseANNuIieie Aumsundesdeyadiuyanaliianiulaeniegen

5.4.2 3n@aU (Weakness)
Hesnnidunisimunsusuuvesanuuildauludnuiemaneiteiunisduns
amuneuIANNRgITesiuanTuNITRU NilngMuneveveMruANIaNISRUANENTIE
= v a

MAsEgRaasuwUas dsluledeslinsseinasnsiraouiieluviusoaninnisal agia

AyLaue
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5.4.3 Tand (Opportunities)

1. TonalunisasisteanenisifiugrugnAnliiusunasmndedlulssimalne 1
a111309 508NN LUNTIIUINTVRIEUIATT A31989AANFIUNTINUNUNITANY WA
Ussilumnuidssneudadulaasu auhlugnsamuneauiusuimsinivd

2. inuiitaduannsaneulanddldaulutioniu Swenedostungfnssuvesiau
funsiauiny fisanuaulaluguuuy Gamification Tulaneunan Wy Metaverse Aifednns
Uszaumsalmameluladfiiadioudingds

3. TutagUuAullonyingsnssustu Mobile banking Application 1nTussdody
Tomafiaflazuesasdanudifiodngdinuiaudifionisasmuiusuensldinniu s

[

AU

e

2,

U
4. \lssangaudiunnldaru Mobile banking Application W1uausnlwuagda
Aatiunisimwnuluguuuu Web application vilignénanunsadnfiandndadiladng uay

Tdnuleazain dUszansamw

5.4.4 9Uas3a (Threats)
AuneglutisengTuindeanimamindlunisamuuinualiianuiaunisamu
! = = Y Y a . . = =
a8 gane orakufimnuaulalunisnlgusnis Gamification sea1aliiauaiusaly
A15911ANUN AR NSl EUS NS Gamification #Saa1alufiauaiuisalunisyinany

wlanstawmalulad
5.5 11531A512%igNA" (STP Analysis)

5.5.1 n1sUedUnann (Segmentation)

paRgIRIsUIAINIEYS WarngusIRavessuIMmINIEYS TsuImsuAssznalie
oygelsidniufanis liun (1) gshafiAerdesdunisszfude (2) gsiaifeadeady
wanning (3) g3naouiusnen1sdiu (@) gsiasuiasddnnsedind (e-Banking) (5) gsians

m3duwazgsianisliuinisdu Wudu

5.5.2 aanardviuny (Targeting)
a o ¢ . I3 a v a ) A va
Wansugve Investor Station WunuiSeuIn1samunemungnivauiegiaula
aamuneu Fdearatmaneguuu Business to Business (82B) lugnavinssusuinisiay
N15a9U NiAUYsEaIATeN1ggIUanaA1 lagYielsnYeInIsALEuAINITILITUIINTUIATT

Rk
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5.5.3 AN3AUAUINERAUYA (Positioning)

sfmuafusHARSuTUeY Investor Station Sudadwanglii wdafasidy
nuN13IiAILINNTAIUNaeUUL Mobile banking application Fsldinauaiiinunaingngu
sunrmdaaulunislianadiunsamu wazanuielunsGenldving duandunmi

37

ansdnelunssenldusns

et

wINWETR

avwdaaulunislinmg

ATunNTAIYU

a o o 1 a LY L3
AN 37 MAUARTLAUINAR AN
5.6 NAENSHIUNAUNIINITNANA (Marketing Mix / 4Ps)

5.6.1 nanfioual (Product)/ Usn1s (Service)

wAnSaiTivsgidefeinisazthiaus A uinnssunuBsunisasmuneamusIN Ul
Mobile banking application Iagunauauwuy B2B (Business to Business) AagnA1gsna
surAIsIIddAfiaudesnisadisuszauniselnalunisliusnis Mobile banking
application iilea1susagalalunislday waziugugnénlitugsiasunmsmdedine e
nsumaluladfe A1IWaUY Web application Tagla Gamification based 111@314
UsgaunsaimasumsiSeuinisamuy deldlunsdeansiugnalimsiuiisuuimislunis
THusnsvessnag af1sesdmnuilumsnaununisasmu wagdseiiuanuidssnousdaaula

a9 AuEN1TAMUITINUTUIANS

5.6.2 51A1 (Price)

J v a

ATNAILUINARA U 2,400,000 U Lag AMNMULALLANING Support Application

18,000 um
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5.6.3 Y29N19N153A1%118 (Place)
WINNITULNUTHUTNITANUNBIYUTIN UL Mobile banking application 481
A159AINUIe Ao N1sIMUNEEIUsUIASIaensae Irsurats T duusS s uluni sl

AnusanAaulansasunayu

5.6.4 N138E3UN19N15MA1M (Promotion)

Usg91duiusgsnan1ugeanis offline Aren1siinsiufanssudnasunisiaun
WIRNTUE 9 19 InnoHUb WA Innovation Incubation AUNWIINI§ELaZEIANT Lile
duasunmdnualiiddegsia uenainiludeans online azfinnsussuduiusgsialngld

v Ul Facebook Page YouTube a¥ Linkedin
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unN 6
anudululanienisitu

6.1 duuAgIUN19N13¥Y (Financial Assumption)

31NN15UTEEUNTAMUEUALYR9gINY TdRUamUNmUNA 2,900,000 U Loy
Aruadnd IR UAMUITIYeY 1,900,000 Uv Andufesaz 65.5 wardudiusuing

1,000,000 U AeLusevaz 34.5 veauvatduyuiviun InefiseasBeanisfiudall

Ussamuagaldug - LﬁuﬁﬁmﬁWﬂ%’UﬁuLﬁaLﬁaﬂﬂizﬂaumﬂmi
inguszasd ddmsuamuiiouduians Wauweunaindu
IR - 1,000,000 U

Snsmonie : MRR +1.00% ot

($reBsansunaseady FulleriierUszneunis
s78lvial 7.00% )

eETe LUl M Aia} 151

SrelIaINstIsERu) 15 U

wanUseiutug : vannwdnaunioudsugnadiaveuaives

lun1samuisudu Tdnatlumsimuiszuy Ussdiun 1 U Usznaudie A1gunsal
ABNTINDS ATFUARUNENNY LazAldT18n15UTIIT UsenaumeAngidtnau AUl
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ADNNWILMDS notebook 200,000
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samuisuduians 2,853,248
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918113 uUssaney

1. AW
1.1 ANBULAYIIUITZUULAL Investor Station 200,000
1.2 @1 Domain Name 7200 U/% 7,200
1.3 AU Web Application 300,000
2. Alganglunisaituau
2.1 ANTANA 5,000
2.2 ANAUNY 10,000
3. A19BNLUY
3.1 ANNPRALUUNTIANLAN 300,000
3.2 A1IRENTUNS 100,000

374 922,200
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i1 i 2 i 3 Ui 4 i 5

elFiuIAnsnIALENIY
UIUGNAUTENINNIT 2 2 3 4 5
WU 12 12 12 12 12
IAAuAfelfou 200,000 | 170,000 | 170,000 | 150,000 | 130,000
selsangndn 4,800,000 | 4,080,000 | 6,120,000 | 7,200,000 | 7,800,000
AaLLaRLLie Support Application
UIUGNAUTENINNIT 2 2 3 4 5
SrununsiauLisel 2 2 2 2 2
siPservice Aonsa 9,000 9,000 9,000 8,000 8,000
selaangndn 36,000 36,000 54,000 64,000 80,000

s2useld 4,836,000 | 4,116,000 | 6,174,000 | 7,264,000 | 7,880,000
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JuUszaaulAsINIG — — ﬂlijma — —
un 1 un 2 un 3 un 4 un 5
AUNUNITHER
NFINAIUITEUY 46,110 48,416 50,836 53,378 56,047
Pobt 46,110 48,416 50,836 53,378 56,047
HULABUNTINGU
HAANTT 420,000 | 441,000 | 463,050 | 486,203 | 510,513
UnNLITZUY 300,000 | 315,000 | 330,750 | 347,288 | 364,652
Wil 240,000 | 252,000 | 264,600 | 277,830 | 291,722
HNgEkaznIIRaIn 180,000 189,000 198,450 | 208,373 | 218,791
591 | 1,140,000 | 1,197,000 | 1,256,850 | 1,319,693 | 1,385,677
A lganelun1susnis
ALYIEITINU 96,000 100,800 105,840 111,132 116,689
Al 60,000 63,000 66,150 69,458 72,930
AL Cloud Server 4,800 4,800 4,800 4,800 4,800
Software License 190,248 199,760 | 209,748 | 220,236 | 231,248
9| 351,048 | 368360 | 386,538 | 405625| 425667
A lgaen15nann
AN UIZIENNUS 240,000 | 252,000 | 264,600 | 277,830 | 291,722
94 | 240,000 | 252,000 | 264,600 | 277,830 | 291,722
SN 1,777,158 | 1,865,776 | 1,958,825 | 2,056,526 | 2,159,112
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5 9 waRIUTTUIUNITIU

519013 i 1 i 2 i 3 i 4 Ui 5
51814 4,836,000 | 4,116,000 | 6,174,000 | 7,264,000 | 7,880,000
Algane
NSINAIUITEUY 46,110 48,416 50,836 53,378 56,047
RULADUNTINU 1,140,000 | 1,197,000 | 1,256,850 | 1,319,693 | 1,385,677
520 Alganen1swde | 1,186,110 | 1,245,416 | 1,307,686 | 1,373,071 | 1,441,724
flstudu 3,649,890 | 2,870,585 | 4,866,314 | 5,890,929 | 6,438,276
AINENITIATN 240,000 252,000 | 264,600 277,830 291,722
AlaglunITUINIg 351,048 368,360 | 386,538 405,625 425,667
591 AI18AS
o 591,048 620,360 | 651,138 683,455 717,388
AILUUNTT
mlsanmsaniueuy | 3,058,842 | 2,250,224 | 4,215,175 | 5,207,474 | 5,720,888
152ug nonude
233,363 233363 | 233,363 233,363 233,363
MLR 6.5%
mlsneuinag 2,825,479 | 2,016,861 | 3,981,812 | 4,974,111 | 5,487,525
e 1,257,515 | 1,130,316 | 1,559,558 | 1,796,081 | 1,938,731
nlsgns 1,567,964 | 886,545 | 2,422,254 | 3,178,030 | 3,548,794
vanevn ©  ensiiy % Aldaenseann 5% et

BNINNNE

20% #ov
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57815 I 1 I 2 W 3 Uit a I 5
s1ela 4,836,000 | 4,116,000 6,174,000 7,264,000 7,880,000
Algae

é]’uﬂqumswém 46,110 48,416 50,836 53,378 56,047
ﬁﬁlﬁ‘ﬁ;u{;l'u 4,789,890 | 4,067,585 | 6,123,164 7,210,622 7,823,953
ALY
240,000 252,000 264,600 277,830 291,722
A15Ma1A
ANa8lUN1S
- 351,048 368,360 386,538 405,625 425,667
USMg
ANKULADU
. 1,140,000 | 1,197,000 1,256,850 1,319,693 1,385,677
NUNITUY
Alsannns
. - 6,520,938 | 5,884,945 | 8,031,152 9,213,770 9,927,018
ALY
CREEIST|
& 233363 203 233363 233 363 233363
fanLUy MRR
Alsneurnnang 6,287,575 | 5,651,582 | 7,797,789 | 8,980,407 | 9,693,655
e 1,257,515 | 1,130,316 1,559,558 1,796,081 1,938,731
A lsuaainnne 5,030,060 | 4,521,265 | 6,238,231 | 7,184,325 | 7,754,924
ﬁ’fli?j‘ﬂg 5,030,060 | 4,521,265 | 6,238,231 7,184,325 7,754,924
S1YNITNTLHANUENLIY
HUARAUIIN 46,752 | 1,614,716 | 2,501,260 | 4,923,515 | 8,101,544
WUAASU 4,836,000 | 4,116,000 6,174,000 7,264,000 7,880,000
HUAAIY - 3,268,036 | -3,229,455 | -3,751,746 | - 4,085970 | - 4,331,206
Nuaauaneean 1,614,716 | 2,501,260 | 4,923,515 8,101,544 | 11,650,338
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6.7 UNEFUNINI5LIU
é’h%j’i@mqmaﬁuLLam‘LﬁLﬁu"jmuamﬂaqﬁwuaqLLmumuﬁ@hLﬁumﬂ%aagﬁ 6,158,653

v wansdsanutasulugsiad Snswansuunuaelufanseglussdumunisananisal

vosudtmAe 58% viliustmansaawmuls ssoznauyuegi 2.16 T feduduszezina

o
Maiunulunisamu

M1319% 13 UNATUNINITEY

ASAATIZHNIINSITY

year 0 - 2,853,248 | IRR 58%
year 1 1,567,964 | Payback (Year) 2.16
year 2 886,545 | Rate MRR 6.2%
year 3 2,422,254 | NPV 6,158,653
year 4 3,178,030
year 5 3,548,794
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Sji.ldl

wuzin AR ulgae

Y

M19199 9.2 WUUAUINUANLTRNNELIAULUUNIAN TSNS U NS UNBINUTIM

Investor Station

NAN1S
.| s
— - v . e e GRAREY A
Ann1sUsziliu YaANEINITUNTIAY - uua
Hideary | 10C
A
@3

{67 1: anuAaivdaladenidnsnadon1seausuuInnITUNNNITAUNDINUTIY

1) SULUUNAR A NTIN1S08AWUUT
Y 1
o o A e +1 [ +1 | +1 | 1.00| WU
e ey Innuinage

2) NNFODNUUVUINIT Story Way

N59ONLUY Graphic Design W@onlamunzausu | +1 | +1 | 0 | 0.67 | w1

Gamification demiigesnminaue

(Gamification 3) MULANNZENTYDIFULUU ey

Design) FONUIIUNARAUIAULUU TALAU 0 | +1 | +1] 067 #u
REITNE

4) User Interface 904U3n13l08574 ,
o e e - +1 [ +1 | +1 | 1.00 | WU
Tun@ndusiuiianela
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NANS | e
aa a v o o L a o ﬂ']
fAN1TUsTIIY FaAraudmIunsIve dauny wia

iy 10C

AR )
1) NANAIHNTUVBINAND UTAULUY ,
-2 L e e wa +1 [ +1 | +1 | 1.00 | WU
fgunoudie Wilalade

ANUAAnIsluAY | 2) s lundadueduwuy 3 ,

T +1| 0 | +1| 067 s

Weneu (Effort WIiude Taau

Expectancy) 3) NANAUNAULUU dLNTaIYI IR

fanuinnudilasunisamu +1 | +1 | +1 | 1.00| #u
No U
1) anuduldlivewdndumisuuuy
fuUsgled anansaUssendldanulad | +1 | +1 [ +1 | 1.00 | e1u
ANAIANIID ag9lUsEANS AN
Usz@nsnm 2) nansagauLuy dmnsatluldy ,
A +1 | +1 | +1 ] 1.00| WU
(Performance nulaass
Expectation) 3) HANAUNAULUU am150%8 RN
aulafiauimnadilamunisasmu | +1 | 0 | +1 | 0.67 | sy
NS
1) nsldaundnsusiduiuuduios ,
e o +1 ] +1 ] 0 | 067 | AU
aundmsuvinu
2) nandaeisukuvanIaUiuaey
wseqslanu ANNFANIUNITISBUINTaMUNDIYY ,
Ay .. | 0 | +1|+1| 067 w1y
ANUYeY (Hedonic | 9nWgiseden Tidewaziaunuin
Motivation) Y|
3) wandunauwuy vilinisiseus
AUNITAUNBINY WUNAULFTULAY 0 | +1[+1] 067 W
&N
1) Msl¥guuuy Gamification
(Havatar, rewards, points) ¥ilAviNu .
Gamification - - . . - O | +1 | +1] 0.67| WU
fanandamaulunisladuinisinn
Yu
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AANIsUSTLAY

Nan13s . A5
v o ] [ a o ﬂ’]
VBANATIUE1NIUNITIVY gaunu wua
L I0C
ﬁdL’UEJ'J?J']iyl G
2) M3l5UkuY Gamification
(Havatar, rewards, points) ¥IviW | +1 | +1 | +1 | 1.00 | &1u

RYINTHUINTAVUNBINUIINTU

A7 2: anuAnviudenisiidausiulunisldusnns Mobile Banking Application wasnns

XYY
Anuaslalunisly .
111N Mobile Banking Application 4
NUVU Mobile I N\ ,
NINALIALDDSAINAN AN AULUY 0 | +1|+1| 067 #u
Banking . S cg
uazldusmsundu
Application
ANGlalung nanSuRAULUUTdINT YN A ,
4 ¥ +1 1 0 | +1 | 0.67 | AU
GNY aulaaauiiudy
5 L | nedlfimsiauindniaease viuaz .
nswensuwmalulad | O | +1|+1| 067 ey
nauL g
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ngun 2 sUnuunsuInsdwnasanlunslaldaruvas Mobile Banking Application

BASNIIRINUNDINU

1. NMsnndauAUIanalivaasadia (Reliability Assessment)

A137197 2.3 AduUsEaANSuearusATauUIA (Cronbach’s Alpha)

c 9 . Cronbach's
Usziauvaniany
Alpha

muAlunslU3nng Mobile Banking Application lutiagtuveinu 0.796
n15lU3N15 Mobile Banking Application 0.797
anusislaiiazldu3nis Mobile Banking Application sigldluaunen 0.789
MIRUREANINMIINISELeINITHUSNS Mobile Banking Application 0.790
ANNTaay Wlala wagldeudiy 289U3n1s Mobile Banking Application 0.788
aueenarldeuosTu mnu3nsuL Mobile Banking Application 3 0.781
AuUaularselinuwAnIWAY
anudlaifefumsasyunoy 0.840
NIRINUNENSUTINDINY 0.803
N8RRI 9INBNU KU Mobile Banking Application 0.796
ANUAANIeRBIT933l9A1UAINYBY (Hedonic Motivation) Wevilinng 0.738
ISUINTAMUNDIYY AANALINTY
sULUY Gamification a$1ainunsasyudunasyu vlsiaulaasuuiaiy 0.738
(Behavior Intention on Investment)
n13l9usn136an1311 Mobile Banking Application ﬁﬁﬂaﬁ%’ugmmu 0.737
Gamification 11liAIM3IAUNITAIU
AuAAnTIReAumeneny (Effort Expectancy) Wieviliiannandnlaly 0.736
AREERVIR
n1sKuzdsanInil Mobile Banking Application ﬁﬁﬁﬁ%’ugmwu 0.740
Gamification W1liAN3AUNTAMY

WA 0.793




2. dayanaly

A13199 2.4 ANUDLATIYATYRIEADUKUUABUNULALKUIA UL
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LNF
Frequency Percent Valid Cumulative
Percent Percent
Valid igld 34 34.0 34.0 34.0
AN 66 66.0 66.0 100.0
Total 100 100.0 100.0

M1319%1 9.5 ANUDULATIRYarYBInaULUUABUALlABLUINNe Y

218
Frequency Percent Valid Cumulative
Percent Percent
Valid | %eosnin 30 26 26.0 26.0 26.0
U
31-40 U 45 45.0 45.0 71.0
41-54 U 23 23.0 23.0 94.0
55 YUl 6 6.0 6.0 100.0
Total 100 100.0 100.0
A5197 0.6 mmﬁluaﬁaaamawgmuquaa‘umzﬂmsnw'mwmzﬁumiﬁﬂm
SZAUNTSANEN
Frequency | Percent Valid Cumulative
Percent Percent
Valid | dissu@nw/Ua./ 1 1.0 1.0 1.0
Uad./auusean
USeyyes 54 54.0 54.0 55.0
USyylnnseas 45 45.0 45.0 100.0
N1
Total 100 100.0 100.0




108

A13199 9.7 ANUDLAY IR YRIENDUKUUABUNNIALKUINILDNTN

1IN
Frequency Percent Valid Cumulative
Percent Percent
Valid | dniSew/ade/dnfinw 3 3.0 3.0 3.0

U1319N15/3730MAA 12 12.0 12.0 15.0
WUNUUTENLENTU 75 75.0 75.0 90.0
§3naEIUN 5 5.0 5.0 95.0
uslvnu 1 1.0 1.0 96.0
YN DaTY 4 4.0 4.0 100.0
Total 100 100.0 100.0

3. dayan1514u3n1s Mobile Banking Application

M19197 U.8 AUDLATOLALYDINRBUKUUABUANLALLUMINNFLYUIN1T Mobile Banking

Application
7inulgusnns Mobile Banking Application 3@ ly
Frequency Percent Valid Percent Cumulative
Percent
Valid | lgusng 100 100.0 100.0 100.0

a a Y P ' a Y a .
MA1919N V.9 ?’n']lmLLagi@ﬂagsﬂaﬂﬁﬂ(ﬂ@ULL‘U‘Uﬁ@UﬂWﬂJI@ULLUQWWN@?WNﬂﬂW{LGUUiﬂ']ﬁ Mobile

Banking Application

Aualun519U3N15 Mobile Banking Application Tulaglu

Frequency | Percent Valid Cumulative
Percent Percent
Valid | 2-37umeduniu 8 8.0 8.0 8.0
4-6Tuneduni 20 20.0 20.0 28.0
VNI 72 72.0 72.0 100.0
Total 100 100.0 100.0
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A1519% 9.10 ANUALALTREALYBINBULUUABUANLABLUIAUFULUUUINTT Mobile

Banking Application

5ULUUUINTS Mobile Banking Application e

Responses Percent of
N Percent Cases
sUwuuuIns | low/neulu Taydsies 93 12.3% 93.9%
Mobile Tow/neuiu tyTrdu 74 9.8% 74.7%
Banking UININTOUNE 83 10.9% 83.8%
Application | pouruan luldins 67 8.8% 67.7%
\imeonduen 71 9.4% 71.7%
NEHREREN 46 6.1% 46.5%
ineonUnsiAsAn 50 6.6% 50.5%
TIFERUAFUA AL 86 11.3% 86.9%
U3NIg
F1szRumassullan 64 8.4% 64.6%
WinEy Uetia/E-wallet 65 8.6% 65.7%
Fouaznenowmu 24 3.2% 24.2%
duidothw/sosud 20 2.6% 20.2%
SuaVSHLAY LU @A 12 1.6% 12.1%
Au
AU TULRE AL/ 3 0.4% 3.0%
e
Total 758 100.0% 765.7%

a. Dichotomy group tabulated at value 1.
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M19197 ¥.11 ANUALAZSBUALVRIABULUUADUNUIABLUINNUNISIRUNENNIMNIINTTRY

284n1518UIN5 Mobile Banking Application

N151%USN15989 Mobile Banking Application F28LNNNAANTNNINITRY

(Productivity)
Frequency Percent Valid Percent Cumulative
Percent
Valid N 27 27.0 27.0 27.0
1Nitgn 73 73.0 73.0 100.0
Total 100 100.0 100.0

M15199 9.12 anuduaziosazvenauluuaeunulaewianuauday wWilald uagly

11478 Y93U3N1T Mobile Banking Application

U3N15084 Mobile Banking Application ¥atau 1lald wagldaudne

Frequency Percent Valid Percent Cumulative
Percent
Valid un 31 31.0 31.0 31.0
1niign 69 69.0 69.0 100.0
Total 100 100.0 100.0

M1519% .13 ANuduazSevarveinauluUaaUaulagLUInuALeenIElIuUss Ty

WINUIN1TUL Mobile Banking Application fanuiaulansatianunaawauuinning

WINUIN15A19UL Mobile Banking Application finnuinaulansadinauinaninau

11NN vinusenazlduuagdu

Frequency Percent Valid Percent Cumulative
Percent
Valid Jrunang 21 21.0 21.0 21.0
un 23 23.0 23.0 44.0
1niign 56 56.0 56.0 100.0
Total 100 100.0 100.0
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M13199 .14 AnuduazSevarvanauluvasuaulagusuauaslanazlduing

Mobile Banking Application siolulusuan

vinunslafiagldu3ns Mobile Banking Application sialuTuaunan

Frequency Percent Valid Percent Cumulative
Percent
Valid N 27 27.0 27.0 27.0
1Nign 73 73.0 73.0 100.0
Total 100 100.0 100.0

4. dagansldusnisnandndinasyu Uu Mobile Banking Application uaza3u

AIAndsran1singuLuY Gamification 1nldlun1susnisuaznisasuveas Mobile

Banking Application

M19197 .15 ANUduAzSavar YR uLuUa U UlagLUIUsEAUANYIlaALITUNTS

AMNUNDINIU

' 8 o v = [} - ' o
MUNIIU %39 SJﬂ'J']lIL‘U']sLQLﬂﬂ'Jﬂ‘Uﬂ']iaﬁV(!Uﬂa\‘diluW5a‘lu 1145391‘1]1@

Frequency Percent Valid Percent Cumulative

Percent
valid | tlesfian 3 3.0 3.0 3.0
oy 11 11.0 11.0 14.0
drunang a2 42.0 42.0 56.0
un 31 31.0 31.0 87.0
1niign 13 13.0 13.0 100.0
Total 100 100.0 100.0
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M19197 .16 AMUALAL YA VBINBULUUADUNHULAYLUIAIUNITAIVUNBINU YIT0TD

HARugineanu
vinufinsasunaamu wiedenansmsinawu thavel
Frequency Percent Valid Percent Cumulative
Percent

Valid AU 83 83.0 83.0 83.0

Tallgt 17 17.0 17.0 100.0

AU

Total 100 100.0 100.0

M13199 9.17 ANUALAEToEALURENBULUUARUAINLALLUINLNTAM UKAR MeIND U

k71 Mobile Banking Application

Vinugin15a9nunanineinasnu 61U Mobile Banking Application %38l

Frequency Percent Valid Percent Cumulative
Percent
Valid AU 41 41.0 41.0 41.0
Tailgl 59 59.0 59.0 100.0
AU
Total 100 100.0 100.0

M19197 .18 ANUALAZSBYAT YRR ULUUARUNUIABLUINUAHAIAY BT Ialaniy

AT (Hedonic Motivation) {ieylin1si3eusn1samuNowmu IEANEWINNTY

YIuAIANIeRaNIsdn Gamification uiiaai1eanuianudilalunsaswmuiunasyu

e IiN19I38UN1T89NUND MY INGALWEUNINTY

Frequency Percent Valid Percent Cumulative
Percent
Valid U1unans 30 30.0 30.0 30.0
un 24 24.0 24.0 54.0
1niign a6 46.0 46.0 100.0
Total 100 100.0 100.0
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A1319% 9.19 ANUALALTREALTBIRNBULUUABUAULABLUIANIAINAIAVIIDAIY

Weew (Effort Expectancy) waviibvidaanudntalunisamuiiey

YIuAIANIeran1sil Gamification uiiaai1eauianudilalunmsasuaunasyu

waviliiuianudilalumsamudteau

Frequency Percent Valid Percent Cumulative
Percent
Valid | Yrunans 28 28.0 28.0 28.0
N 24 24.0 24.0 52.0
1niign a8 48.0 48.0 100.0
Total 100 100.0 100.0

M13199 9.20 AnuduasTogazvarreuLuUaaunulasumuauaulalunisamu

inRuntiendugUluu Gamification 1linau3AuN15aeYU (Intention on

Investment)

= ° o ! Y % = P P
Mﬂﬂ&lﬂ’]’iu’lg‘ﬂLL‘U‘U Gamification ﬁ’i’NLn&Iﬂ’]SaW‘lumuﬂaW‘!u Lwaa’i’Nﬂ’J’mgﬂ's’m

v % o q w1 a X
wrlalunsasudiunaamu agvinliinuaulaaauinadu

Frequency Percent Valid Percent Cumulative
Percent
Valid | Yrunans 25 25.0 25.0 25.0
N 24 24.0 24.0 49.0
1niign 51 51.0 51.0 100.0
Total 100 100.0 100.0
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M15719% ¥.21 AuduazSesavvasneuLuUasuaulaeuUmuauwivluauAslaly
U3n15 Mobile Banking Application #fiflaAdusuiuy Gamification 1nlviAusAIunTs

au (Intention Use Mobile Banking)

%111 Mobile Banking Application fnengunun Gamification uﬂiﬁﬂ?ﬁuiﬁﬂuﬂﬂi

awuluguuuunaynauy wdawmay waztraula@avatar, rewards, points) vinuagly

USnsanniu
Frequency Percent Valid Percent Cumulative
Percent
Valid Jrunang 23 23.0 23.0 23.0
41N 29 29.0 29.0 52.0
1Nitgn a8 48.0 48.0 100.0
Total 100 100.0 100.0

P~ a v v ' o 1 ° .
19190 V.22 mwmmziaaa%m@mauLL‘U‘UﬂaumiﬂﬂaLL‘UﬂmMﬂﬁLLuzmmmﬂm Mobile

Banking Application nilflafduguiuy Gamification 1nlAuIAuN1TAY

#1n Mobile Banking Application #lsfiuiith Gamification unlAdu3A1uNTS
amulugduuuiaynauy waaway uwaziraula (lavatar, rewards, points) ¥inu

agnazuusigauldaie

Frequency Percent | Valid Percent | Cumulative
Percent
Valid | Urunans 17 17.0 17.0 17.0
un 33 33.0 33.0 50.0
1nitgn 50 50.0 50.0 100.0
Total 100 100.0 100.0
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5. AAs1zANUFUNUS INuLANIaelY Crosstabulation

M19197 .23 1313k dirunslalduinig Mobile Banking Application Af#edugUwuy
Gamification ¥1liAM3ALANTAU (Intention Use Mobile Banking) * auaulalunis

auiiEAumndlsidusukuy Gamification dnliausaunsamu

Intention on Investment Total
1 1N mm?izjm
AN
Intention | U1u Count 20 2 1 23
Use naa % within 87.0% 8.7% 4.3% 100.0%
Mobile GMB
Banking 170 Count 5 18 6 29
(GMB) % within 17.2% 62.1% 20.7% 100.0%
GMB
wnitga | Count 0 4 44 48
% within 0.0% 8.3% 91.7% 100.0%
GMB
Total Count 25 24 51 100
% within 25.0% 24.0% 51.0% 100.0%
GMB

M19197 ¥.24 11313l Irunslalduinig Mobile Banking Application Nf#lsidugUwuy
Gamification ¥1lAM3AUANTAU (Intention Use Mobile Banking) * auaulalunis
aauiiudumnilsiduguluy Gamification anliAnu3auA15AU (Intention on

Investment) * L

LA Intention on Investment Total
Ju N 41N
AGEN ‘171%391
¥1Y Intention | U1y Count 6 1 1 8
Use AGEN % within 75.0% 12.5% 12.5% | 100.0%
Mobile GMB
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Banking 41N Count 3 5 3 11
(GMB) % within 27.3% 45.5% 27.3% | 100.0%
GMB
4N Count 0 1 14 15
17‘;6!91 % within 0.0% 6.7% 93.3% | 100.0%
GMB
Total Count 9 7 18 34
% within 26.5% 20.6% 52.9% | 100.0%
GMB
we | Intention | U1u Count 14 1 0 15
Use AGEN % within 93.3% 6.7% 0.0% | 100.0%
Mobile GMB
Banking 41N Count 2 13 3 18
(GMB) % within 11.1% | 72.2% 16.7% | 100.0%
GMB
41N Count 0 3 30 33
fiap % within 0.0% | 9.1% | 90.9% | 100.0%
GMB
Total Count 16 17 33 66
% within 24.2% 25.8% 50.0% | 100.0%
GMB
Total | Intention | U1u Count 20 2 1 23
Use nang % within 87.0% 8.7% 4.3% | 100.0%
Mobile GMB
Banking 11N Count 5 18 6 29
(GMB) % within 17.2% 62.1% 20.7% | 100.0%
GMB
uln Count 0 q 44 48
ﬁqm % within 0.0% 8.3% 91.7% | 100.0%
GMB
Total Count 25 24 51 100
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% within

GMB

25.0%

24.0%

51.0%

100.0%

M19199 9.25 asaledanusdlalduinig Mobile Banking Application NfiflsAdugUiuy

Gamification 111iAM3AUANTAMU (Intention Use Mobile Banking) * auaulalunis

amuiiuumnilsidusUbuy Gamification 1nliAnu$auN15AU (Intention on

Investment) * 8¢

31¢ Intention on Investment Total
Uy 41N 141N
naNg ﬁqﬂ
#a8n31 | Intention | Yy | Count a4 1 0 5
309 Use AGEN % within 80.0% 20.0% 0.0% | 100.0%
Mobile GMB
Banking 170 Count 1 2 2 5
(GMB) % within 20.0% 40.0% 40.0% | 100.0%
GMB
4N Count 0 2 14 16
‘1'71'6191 % within 0.0% 12.5% 87.5% | 100.0%
GMB
Total Count 5 5 16 26
% within 19.2% 19.2% 61.5% | 100.0%
GMB
31-40 U | Intention | Y | Count 14 0 0 14
Use AGRN % within 100.0% 0.0% 0.0% | 100.0%
Mobile GMB
Banking 1A Count a4 7 4 15
(GMB) % within 267% | 46.7% | 26.7% | 100.0%
GMB
41N Count 0 2 14 16
ﬁam % within 0.0% 12.5% 87.5% | 100.0%
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GMB
Total Count 18 9 18 45
% within 40.0% 20.0% 40.0% | 100.0%
GMB
41-54 U | Intention | U1u Count 1 1 2
Use N8N | % within 50.0% 50.0% | 100.0%
Mobile GMB
Banking 170 Count 8 0 8
(GMB) % within 100.0% 0.0% | 100.0%
GMB
41N Count 0 13 13
ﬁqm % within 0.0% | 100.0% | 100.0%
GMB
Total Count 9 14 23
% within 39.1% 60.9% | 100.0%
GMB
55 Y3y Intention | U1y Count 2 0 0 2
U Use 1818 | % within | 100.0% 0.0% 0.0% | 100.0%
Mobile GMB
Banking 1N Count 0 1 0 1
(GMB) % within 0.0% | 100.0% 0.0% | 100.0%
GMB
4N Count 0 0 3 3
fan | % within 0.0% | 0.0% | 100.0% | 100.0%
GMB
Total Count 2 1 3 6
% within 33.3% 16.7% 50.0% | 100.0%
GMB
Total Intention | U1y Count 20 2 1 23
Use AGEN % within 87.0% 8.7% 4.3% | 100.0%
Mobile GMB
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Banking N Count 5 18 6 29
(GMB) % within 17.2% 62.1% 20.7% | 100.0%
GMB
4N Count 0 4 a4 a8
‘ﬁ?j@ % within 0.0% 8.3% 91.7% | 100.0%
GMB
Total Count 25 24 51 100
% within 25.0% 24.0% 51.0% | 100.0%
GMB

ngui 3 MsnagauaNuNnelandafuTRuLUY

0
o/

1. Yayanaly

M131991 9.26 ANUALAETDEALYBIERBULUUABUAINLALLUIALLINA

LN
Frequency Percent Valid Percent Cumulative
Percent
Valid Y1Y a6 39.7 39.7 39.7
VN 70 60.3 60.3 100.0
Total 116 100.0 100.0

M1519% ¥.27 ANUdLAz YA YRR uLUUARUNUlAYLUIANLENY

218
9

Frequency Percent Valid Percent

Cumulative

Percent
Valid | Wesnin 50 43.1 43.1 43.1
30 U
30-40 U 40 34.5 34.5 77.6
41-54 9 24 20.7 20.7 98.3
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55 Yy

2

1.7

1.7

100.0

Total

116

100.0

100.0

A1519% 9.28 ANUALALTREALYDIMBULUUABUANULABLUIAUTEAUNSAN Y ITUEER

STAUNTANYITUGIER

Frequency Percent Valid Percent Cumulative
Percent

Valid | dseudne/ 2 1.7 1.7 1.7

Y./

auUSauan

USgueyes 64 55.2 55.2 56.9

Useyyl 50 43.1 43.1 100.0

139N

Total 116 100.0 100.0
A15797 2.29 mw?maz%’aaamaaﬁmuquaaumﬂmmﬂqmmm%w

1IN
Frequency Percent Valid Percent Cumulative
Percent

Valid | dniFew/ 2 1.7 1.7 1.7

Udn/

nAn

1519015/ 12 10.3 10.3 12.1

S§iamng

winu 88 75.9 75.9 87.9

UsEnenTU

§579dUe7 10 8.6 8.6 96.6

91TNDATY 4 3.4 3.4 100.0

Total 116 100.0 100.0




121

2. AuAaiuaan1sidaiusaulunisidusnas Mobile Banking Application waznns

asvu

A131991 ¥.30 ANUDLATTREATYDILNBULUUADUAINNIN Mobile Banking Application

ASHAILINLIDIAINANN UTAULUU YINUaEITUSNISUINTU

#1n Mobile Banking Application insnauNiaasAsNanfgiduLUy vinuazly

UWSMsInnau
Frequency Percent Valid Percent Cumulative
Percent
Valid | daunang 28 24.1 24.1 24.1
41N 38 32.8 32.8 56.9
1nitgn 50 43.1 a3.1 100.0
Total 116 100.0 100.0

M15197 ¥.31 AuduariegazvegnauiuvasunulneuUmunandagisuwuuidiutaeg

yilvvinuaulaa Ly

nanSuatuwuLTdudein livinuaulaamuinuIy

Frequency | Percent Valid Percent Cumulative
Percent
Valid | Yrunans 22 19.0 19.0 19.0
N a2 36.2 36.2 55.2
1niign 52 44.8 44.8 100.0
Total 116 100.0 100.0
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(3

A15197 9.32 ANudkazIesar YRR ULUUARUNULAgWU s NN TRTNSWAWINE RS9

939 aulaazldanu

ASMANITWAILINARNUNIY dulaagldanu

Frequency Percent Valid Percent Cumulative
Percent
Valid | daunang 26 224 224 224
un 38 32.8 32.8 55.2
1Nitgn 52 14.8 a4.8 100.0
Total 116 100.0 100.0
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