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ABSTRACT
The develop hybrid digital media integrating augmented reality (AR) and three-dimensional (3D) animation to
support gamification-based marketing communication strategies that enhance consumers’ immersive
experience. A four-phase research design was employed: Phase 1 investigated the process for promoting
gamification-based marketing communication to strengthen immersive consumer experience using AR- and 3D-
enabled hybrid media; Phase 2 developed the hybrid digital media; Phase 3 evaluated consumers’ immersive
experience when using the media; and Phase 4 derived practical suidelines for strategy promotion. The sample
comprised 400 consumers with experience using digital media, selected via multistage sampling from five
regions of Thailand. Research instruments included the AR- and 3D-based hybrid digital media and an immersive
experience assessment scale. Data were analyzed using the mean and standard deviation. Results indicate that the
promotion process consists of six steps: (1) defining marketing and consumer experience objectives; (2) analyzing
the target audience and user context; (3) designing gamification mechanics; (4) developing hybrid digital media
(AR & 3D); (5) implementing communication and experience; and (6) monitoring, evaluation, and improvement.

*Corresponding author E-mail: pratheep_viermutto.ac.th ISSN: 2985-1890 (Online) ‘

1|Page



Wera Supa, Pratheep Vijitsribhaiboon, Nawinda Bamrungnok, and Panita Wannapiroon
JIE., Vol 24, No.3

The developed process was rated as highly appropriate (M=4.60, SD=0.59). The hybrid media achieved very
high content quality (M=4.75, SD=0.44) and very high technical presentation quality (M=4.80, SD=0.40).
Consumers’ overall immersive experience while using the media was at a very high level (M=4.67, SD=0.65),
consistent with the study hypothesis. The resulting guidelines comprise four dimensions: (1) consumer and
market context analysis; (2) gamification strategy design; (3) hybrid digital media production; and (4) optimization
and strategic scaling.

Keywords: Gamification, Hybrid digital media, Augmented reality, 3D Animation, Immersive experience.
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n1sdeansnisnatanuuLnuiiliaty (Gamification-based marketing communication) tutuImiadsnagns
man1snatnadsludiifauduainnisusegndldndnniseeniuuiny (Game design elements) waznalniny
(Game mechanics) lhfunszUIuMsARAIMIAMIA IBLINszAULSIgela (Motivational Level) waziaiuadnaniss]
@123 (Consumer engagement) wasf{uslnauagiidneniwlumsnsedul iRy fauiussenirefuilaafuidom
nsmsmaalutdsdn Frefiuanuamisalunisansiansaume (information retention) uaztasuaiiannusng
AOUUTUA (Brand loyalty) Tuszezenn m8151’U§U1/1Lﬁﬁﬁgﬁﬁ]ﬁ%ﬁaLtax‘wqaﬂ'ﬁﬁmﬁuﬁnﬂﬁﬁmwwmﬂwmaLLaz%’Usgau
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Uszaun15ni¥anman (Value-based experience) AfivaAIuMARNAY (Enjoyment) A9 1usim1e (Challenge)
wazAMUINY (Meaningfulness) iiead1annuléiuTeuidensut susenadedu (Ciuchita et al, 2023; Sailer & Homner,
2020; Xi & Hamari, 2020)

AoRdtauuunannany (Hybrid disital media) Wuesdusenavdrfgfianunsasnsefuuseansuavesnisdoans
nsmaranuuinufifady Tnonnsysaunnsdesadiidsuazimaluladidiadismefuegraduszuy (Systematic
integration) wslufidwailon (Content dimension) uazfiiveanalulad (Technological dimension) luusunwes
msisendedl denarauuunaunauldzuniseenuuulinuanimaluladnnuasuas (Augmented Reality: AR) i
wofuduaufid (3D animation) Liaa¥1sdedifiaruanaiags (High realism) wazanunsaldneulduvuisoaln
(Real-time interactivity) inaluladaruaiuaiudasliguilanaiusafuiuasldneuiuteyandsiadidousivly

2|Page

2025



Wera Supa, Pratheep Vijitsribhaiboon, Nawinda Bamrungnok, and Panita Wannapiroon
JIE., Vol 24, No.3

AnTMwINdoUa3e (Real-world overlay interaction) vausdinefiuduanudffiunumlumaasuadsanuiauladunn
(Visual attractiveness) A3 13auYy 581993115L811304 (Narrative completeness) LayA13a31991508i331 (Emotional
engagement) miﬂizmuﬁ’waawmiuiaﬁﬁu’maqgﬂLLUUﬁaiqwalﬁﬁmﬂsmumaaﬁmuﬁwﬁ (Immersive experience)
Fadudsraunsalfianunsanseduuszamduianatsia (Multi-sensory stimulation) uaziasuainaninuiidiusau
voe5uUsInAlusEAUgaan (Davis & Aslam, 2024; Gupta et al., 2023; Han et al., 2022; Pfeifer et al., 2023; Riar et al,,
2023; Saleem et al., 2022; Scholz & Smith, 2016; Voicu et al., 2023; Zeng & Jin, 2023)
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Wy MsEine Msvieadlen wazmnatiudis WeliinusyAvsaimnisdeans aiemiuuansine uazaiudnanuaansaly
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2. uAdgAgates

AoRATanuUNaNNaNY (Hybrld d|g|tal media) L‘LJ‘uﬂ’]i‘Uiimmiﬁaua&mLﬂ&JLLﬂuLLWﬂGlWaiiJWwaL‘U’]G]TJEJﬂuEJEJNL‘U‘u
s¥uU WleaaUszaunsainsieansiinsounquuazseiios manaumaudenm @ee uaznsaaufduiug anunsa
dwanuihaulauasuszansamlunisdrenenansaumalduintu enuanfumaluladadelml iwu anuauaiy
(Augmented: AR) uazua Siuduatuild (30 animation) 9gBaifiuainuansisuaznisiidrusrudednvesguslan
(Doo, 2020; Huang & Chung, 2024; Wedel et al., 2020) ﬂnﬁqLLaﬁLm'fuamﬁaeTqﬁwmwﬁﬂﬁﬁgiumi?%ami@mm
vowdnfausilAilanouasisgaaem msthauefoueiudumuiidtoiiumsiuinumuazanuidesiudouusud
URREATHET snvesiaraelinsianies (Storyteuing)ﬁmmam&sajuaxiﬁuﬁniﬂﬁmﬂS‘z’Tu (Han et al., 2022;
Kazmi et al., 2021; Scholz & Smith, 2016; Wedel et al,, 2020) iiloruildsaniumaluladaiuaiaady dady
w3ssfloddaludunseaindeszaunsawavanunsaiiunmsiidusumnsensual n3nsuusus warnsindula
Fovastjuilnalfesaidodidy manaumaluladanusiuaiutunisdeasnmmanilifuilnaaiusaldney
fuausuasifomadnaluanmuindousicldedradusssumuasidiusanuiniy (Huang & Chung, 2024;
Kazmi et al., 2021; Pfeifer et al,, 2023; Scholz & Smith, 2016; Voicu et al., 2023; Wedel et al., 2020)
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Juagfiunisesnuuuiinevaussieusigiladeininenveuilng feduanuduss anududives armduius
wazALTMY FetaeiiuusansainuesnnsioansuazaiismuynufuLUTUA (Cluchita et al,, 2023; Doo, 2020;
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33 UagAmAmM915Ual (Davis & Aslam, 2024; Gupta et al., 2023; Han et al., 2022; Riar et al., 2023; Voicu et al,,
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3.2.5 fumsUsuiiuna (Evaluation)
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4. NaN1599¢

4.1 wan1sAnwInsEuIUNITELEINNagNSn1sERaIINIIRaIARUUINNEIA AT uLNaLESNa S 9UszaUNSaluuY
auavasuilnamgiondnauuunaunauiemalulaganusuduuazwetiaduaulin
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A19°9% 1 nszvIuMsdudUNagnsnsdeasMInankuunuiiliaduiiewtuaiszaunsaluuuasavesustnanedeRdviauuy

nauraumemaluladnuasLaSuLarwe Tuduaulia

nszmumiﬁ'aLﬁ%una&gwémsﬁ'amsmsmmﬂwu'u ﬁfaniiumiﬁ'aLﬁ%unaqws’msﬁamsmimmmwu 9181581999
nusiLAT nusiLATY

1. msinnziguilaauasuunnaia 1.1 Anvayiinseinudents ngAnssunts | (Ciuchita et al, 2023;
(Consumer and Market Context 14de uardnunzvesiiilan Krath et al., 2021; Sailer
Analysis) 1.2 Szyﬂimﬁuﬂiym‘ua\‘iéﬂ‘ﬁ (pain points) & Homner, 2020; Voicu
AAT1erinufeIns usegdla uazwgAnssu wazuse3dla (motivations) esmuanaln et al,, 2023; Zeng et al,,
voagfuslan e munnagvslnefinnsan Aty 2023)

ARV LAY SEVAB Ry 13 Anseiunanesudvadivingaudiniu
msdsEsuazasUTaUNsEILUUALA LY
fuslam

2.  m3ganuuuNagnSnuIHAty 2.1 ﬁwumfmqﬂsxmﬁmﬁamwwmmam (Ciuchita et al., 2023;
(Gamification Strategy Design) fidonau Khaldi et al., 2023;
DONLUUNALALNL LW A1TNA AZUUL SEHU 2.2 \d@ennalninu (game mechanics) 19U AzuwUL | Scholz & Smith, 2016;
Lﬁaﬂizﬁumiﬁmu%wmﬂmimﬁ wavasa (points), 52AU (levels), 1378 (missions), Voicu et al., 2023; Xi &
useqdla 52933 (rewards) Hamari, 2020)

2.3 DNLUUEUNNINSEEIUIM (engagement
flow) uazgaidenlosiuatsualfuilan

3. mswauieyndeRdviauuuraNnETY EN a%ﬁqﬁaLLaﬁLuﬁuawuﬁﬁﬁﬁ@mqua Wiea$hs | (Khaldi et al, 2023; Riar
(Hybrid Digital Media Production) B15UAITIUUATANUANTTS et al,, 2023; M. Saleem
nanbovnaavialagldinelulad AR uay 3.2 wulnwAluladnnuasaasy (AR) Tanunsa et al., 2022; Voicu et
woflwdu 30 ilensEumInauauasg Winouldluaninwingdenass (real-world al., 2023; Xi & Hamari,
Usgamduiawavadennuianiaiiousss interaction) 2020)

33 Wandumesmeildnuieuaziing
PBUALRWBNIINTLYINVRIELY (User-
responsive interface)

4. nrsneaeeltuazusafiudsyaunisal 4.1 wmaaﬂ%ﬁaﬁumﬁmﬂwmaﬁa (Ciuchita et al., 2023;
(Implementation and Immersive 4.2 Usudlussiudszaunsaluuuius (suunts | Scholz & Smith, 2016;
Experience Evaluation) fdusu a15ual kazn15anan) Voicu et al,, 2023; Xi &
gutiunmsneaedldiungudmune lngld 43 THndosiioTn Wy wuudssdiu UX, Hamari, 2020)
LUUdaUaN Immersive Experience Lagn1s LuUdaUaIl Immersive Experience, VED)
FunangRnssuifioystiiuesuaiuageud MFANANGANTIY
A3

5. n13USuUTIazvENEHaLBNagns 5.1 Anszideyadeszdnyainnisldauass (Davis & Aslam, 2024;
(Optimization and Strategic Scaling) 5.2 'U%‘UU§\‘1L‘IiEJW]LLaxﬂalﬂLﬂiﬂﬁmlJ’]%ﬁiJﬁU Han et al., 2022; Sailer
Ainsreideyafilduaziunyiulpdeuazna woAnssuguslaa & Homner, 2020;
qwé’lﬁmmxﬁm?ﬁqﬁu NFOUINUHUNTVENEE 53 m\iLLNummamﬂuuﬂuLﬂmﬂﬁimmmﬁwﬁa Zarantonello et al.,

unsayvizenguithvnelvl

- v~
NaRAILNALAES

2024)
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ANANABUUNTUNATUNIY

NSPUIUNITEREIINITARIAUUY
nuLAATY (Gamification-
based marketing
communication process)

23AUsznauvanuTAATY
(Components of gamification)

Uszdaun 505':!,‘1]1]?1.31@%1“119\1
guslan
(Immersive consumer
experience)

518N1581999

1. MsmuuningUssasn
mMen1snanauazUszaunisal
guslan (Define marketing and
experience objectives)

nsusulvimunznuglduas
whnana) (Personalization &
objectives) msrfuaitwaned
TR dONAADINUAIINADINTS
vosuilan

WnlanauAveUTUsLaY
Whnnnevesianssulaesis
TaLau (Brand value
awareness)

(Davis & Aslam, 2024;
Huang & Chung, 2024,
Krath et al., 2021; Sailer
& Homner, 2020)

2. myanginguthnneuag
vsungldau (Analyze target
audience and context)

a '3 v s
mi']Lﬂi’lxmﬂ?jLLaswmmm
LLiﬁgﬂﬁl (User analysis &
motivation dynamics) @Anw

FAnduilevmuazianssunse
fuauaulanagladalng
(Relevance to lifestyle and

(Han et al., 2022; Mishra
et al,, 2023; Saleem et
al.,, 2022)

WeAnssH w393l interests)
3. mssanuuunalninuiifady | nalnvawnu (Game mechanics) | inAmiimeuazusegsla | (Khaldi et al, 2023;
(Design game mechanics) AZKUU (Points) 52AU (Levels) TumsidsauRanssu Koivisto & Hamari, 2019;

n1309 (Quests) WATEYAT
(Badges) NszAUAZLLUU
(Leaderboards)

(Challenge and motivation)

Scholz & Smith, 2016;
Zarantonello et al., 2024)

§ o

= X =

4. msnaulemuaziondna
WUUREANNEIY (AR & 3D)
(Develop hybrid digital media)

ANEIBNIUAZTDIT
(Aesthetics and narrative) 21w
@9 uazi3essnInsefuosuaiso
N7 AR taz 3D animation

PP PI—
Sanmilousglulaniationass
waein 3N alTINge

(Emotional and sensory

immersion)

(Ciuchita et al., 2023;
Voicu et al., 2023; Xi &
Hamari, 2020; Zeng et al.,
2023)

5. msadunisdeansuazasng
Uszaun1sad (mplement
communication and

experience)

N1IABUAUDILAZNITAIUAN
(Feedback and control) litaya
Founduviu nieudalenalsiild
AuANUsEAUNTAl

T a2
fdwsmedunseiededy
wagwysUszaunsal

(Active engagement and

social sharing)

(Ciuchita et al., 2023; Han
et al,, 2022; Voicu et al.,
2023; Xi & Hamari, 2020)
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719199 2 (si9) nsrvuMsFemInsaIaLUUINIE Tl du el stasUsraunsaluuANAvedusinAG e ieR IVia LU UNALNAT A Y
wielulaBnuaseasuuazwotuduauiia
N3EUIUNITHOHITNITAAIAUUY asAUsznauvaLnuR AL UszaunsaluuumnnIves 31811581989
nusIALATY (Gamification- (Components of gamification) uslan
based marketing (Immersive consumer
communication process) experience)
6. M3AnAYN Ussiliumg uag nsUsTiiuuazaul (Evaluation | 1AARILANA andwusud (Krath et al., 2021; Mishra
UFuu53 (Monitor, Evaluate, and iteration) AATENTBYAL waznSeuatvayuluaunan et al., 2023; Saleem et
and Improve) ngAnssukazaLianelasiie (Brand loyalty and al., 2022; Voicu et al.,
Usulsanaans retention) 2023; Zeng et al., 2023)
Deﬁn_e Personalization & User analysis &
marketing R Setives Analyze target, |\ motivation dynamics ' Design game
and audience and mechanics
experience context
objectives
£5¢
£33
883
GAMIFICATION-BASED MARKETING 568
¥
§ COMMUNICATION STRATEGIES TO ENHANCE 2&%5
£ CONSUMERS’ IMMERSIVE EXPERIENCE go8
- o
= THROUGH HYBRID DIGITAL MEDIA g a
o ot
E
©
I
Monitor, Feedback and Implement Aesthetics and .
Eval::{:;nd control communication narrative D;vg::rmhzzr;d
Improve ‘and experience 18t !
3UN 2 nszviumsdeanInisaaanuunuiliaduiitelatuaissgaunsalluuinivesusInAME Fe ARTIAUUUHANHEAY
mewmalulagnnuasuasusas el duauis
715199 3 WA TUTHEUANLIANZANTRIN ST UIUNTALETUNAaYNENISHoEN M InaIALUUNUT T AT oS uaS19UssaUN SRLU LA
AvesiuslnaAriedefTiauuuRauHauBmalulagaus S ILar o dua1uila
(n=10)
N3zUIUMTALEIUNAENSNTRENIN1TAAIAKUUINATHIATY Mean SD wan1sUssLaiy
AU
1. msfnuainguszasansmsnaauazUszaunsaliuslan 4.60 0.52 wnAan
(Define marketing and experience objectives)
2. mAnszvingudhmneuazuiungldanu 4.70 0.48 1NTEA
(Analyze target audience and context)
3. mspenkuunalanuidfiagu (Design game Mechanics) 4.80 0.42 W7o
4. MINAIULIMUAY FRARTARUUNANKAY (AR & 3D) 4.80 0.42 wnAan
(Develop hybrid digital media)
5. Manuiumsieansuarvasialszaunisal 4.50 0.71 wnAan
(Implement Communication and experience)
6. M3fnn N Usziliuwa wazUFudss (Monitor, Evaluate, and Improve) 4.20 0.79 170
AUMNNZENVIINTZUIUNTTHUEIUNAENSNTFRFINIINAN 4.60 0.59 wniign
wuunafiiatulunwsau
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1ANNT 3 Wi nsEuumsANESLnagnsnsAeasIsaaauUUINLE e duLie e wWsraumsaluuy
Ausvesifuslnasedendvianuunamaumemaluladmiusiaaiuuazue lwduaulid damuwnzasluningy
oglusyduanniian (Mean = 4.60, SD = 0.59) eRarsandusediu wuii duil 3 mssenuuunalninuiifivadu
wazduit 4 msfmudonuazdedivanuunaunany Sanumazausnniian (Mean = 4.60, SD = 0.59) 58469411
A duil 2 mednsgdingudmneuazuiungldau (Mean = 4.70, SD = 0.48) uay il 1 nssuuntagUszasd
nansIaLazUsEaUNsalEulaa (Mean = 4.60, SD = 0.52) auddiu

4.2 wanisimurdendnauvunsunaudremaluladarustaaduuasuedinduauifdmiunisdasiu
nagnsnsesnsmsnanauuunuiflinduilaidiuaiisUszaumsaluuuiusvasiuslnn

421 AoRdvauvunaunaiuiiomaluladauaduaiuuasuelwduauifdmiunsduadunagns

msdemsmssaauuuinuiiiaduileiaiuainaszaumsaluuuinivesiulan

2=

ART |
TOY

a=Dn by BabyEat it

oo

ART
=TOY

by BobyEat it

5U7 3 wiae Application dofdviauuunauwausemalulagnuesLasuLazwalutuauila

ART
A W »

R .
ol
P ‘“I58

D
% “ :.\.

ART
TOY

by BabyEat it

3UN 4 Ausnimesiuslaaves Application HoRdviauuunauwaumemalulagnnusuasuiasuodiuduauia
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3UN 5 nsldau Application deRdviauuunaunaumemnalulagaiuasuaiuuasielwduauiia

v

WelesuaseUsraumMsaliuuANmvesuslng

4.2.2 wansusziiuaun nEeRITakUUNALRA I uAEmAlulagA T LaSukarue ldua 1 uTRd My

o

nsduaunagnsnisaearsmsaanakuuinuifiinduiitowEtuaiwssaunisalhuuanivesuilan duilem

aa o %

A1919% 4 namsUseidiununndefdviawuuraunaumsmalulaganuasuduiar el duaudfdmiunmsduasunagnsnnsdeans

msnasuunadfinduiotuahssaumsaluuuinnvesiuslan e

(n=7)
AunwAeAdak Lo Mean SD wan1sUssLaiy

AN

anuthaulalumssiiuies 5.00 0.00 wniign
Audenadowelamiumaaiuainsssaunsaiuuuusvesuslan 4.86 0.38 wniign
AVIUINZALUDITTAUN S A NS LR AN 4.86 0.38 wnfian
aunduilagiuuasanusiuasfoveaion 4.86 0.38 wnfign
Awgndes AsudiuuazAseusguamn e 4.71 0.49 wnfian
naesdutuneuvasmsthiauaiden 4.57 0.53 Wniign
Pudenadesedamiunmwiszney 4.57 0.53 Wniign
Audenadosaamiunguithune 4.57 0.53 Wniige
AunmdaAdvadudalunweay 4.75 0.44 Wniign

NMINN 4 WU FoRdviawuuraunaumgmalulagnusuasukas ke twdumulAdmiunsduaunagns
nsdeansn1saankuunuiiliaduiielasuaisssaunsaluuanavesuilan daanmimuliemluninsiuegly
5TAULINTIEN (Mean = 4.75, SD = 0.44) afiansandusieaiu wui Fefdvanvunaunauiianuiiaulalunis
o a ﬂl dl 4 1 1% dy U a v 6
AfiuEenINAian (Mean = 5.00, SD = 0.00) sesawnliun Aruaenrdeswailemiunisiasuasisussaunisal
wuuANAeuslna AnumInzanvessEiun B kA slEa @ wazaudulagtunazanuivatoveaiiom
(Mean = 4.86, SD = 0.38) uagAuYNAeY ATUNIULATATaUAgULlonIn1uLd1vunY (Mean = 4.71,SD = 0.49)

AUAGU

aa o o

4.2.3 wansusziiuaun nEsRITakUUNALRa I uAEmAlulagA T LaSukarue lduauTRd My
nsduaunagnsnisdearsmsaanaiuuinuiiinduitetuaiwssaunsaiwuuannivesuilan mumedn
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A1519% 5 wansusziliunnnndefdviauuurauNauitamalulaga i ik sk I tuaudfdniunsdudiunagndnsdeans
mnaaukuunadiladuiietuaisUssaunsaliuuuivesuilan dumediamsiiaue (n=7)

AN wasAdviasumatiantsiaye Mean SD nansUsidiy

AN

Uszansnmlunisnevauessienisnszivesildanu (User interaction) 4.86 0.38 Wniign
anuadgslumslénumalulaganuaiaey (Augmented reality) 4.86 0.38 wniign
anudlumsivanuasmsuansuavasde 4.86 0.38 mnf/’iqﬂ
ANUMLNZANYRINITININRIAUTENBULALBUWasHY (UI/UX design) 4.86 0.38 mnf/’iqﬂ
e I R T DR T e p I 4.86 0.38 mnf/’iqﬂ
auansnsolumssesfumslinulugunsaiuazunantasuiivainviany 4.71 0.49 wniige
AnusAYesswasun e msindeulmuesiazas 4.71 0.49 1nfign
ANUWINZANLAZAVINARRATRIYRdeNUTENOU 4.71 0.49 1nfign
AunwisRdviadumadianisiiaus unws 4.80 0.40 wniign

aa o v

A58 5 Ui HeRaanuusaunausamaluladmuTuasnazueduduauliidmiunsduaiunagms
nsdeansmsmanauuuinuiifiladuiiteiaiuaiisussaunsaluuuiusvesiudlan faunndumeadanisiiausly
awswegluseduuindian (Mean = 4.80, SD = 0.40) Wedansandusiedy wuin deAdvfauvunaunaiud
UsgAnSanlunismeuausssienisnseyinvesdldanu (User interaction) anuatieslunisldnumalulagninuasuaiy
(Augmented reality) a21ut5aluntsTuanuaznisuannavesdie AIUMINEANYDINTTRIN0IAYTENBULAL
duwmasing (UI/UX design) uazAi1uAutalasnunInvesn Inkazwe gy mnﬁqm (Mean = 4.86, SD = 0.38)
sesaanliun arwannsalumssesfunisliiulugunsaluazunasesuiivarnyans anususuvesmsidasunm
wazn1siadeulmesiiazas wazAINMINTaNLALAN@enAdBITaILdBIUTENDY Mean = 4.71, SD = 0.49)
RHGRON

s aa o

4.3 wamsusziiulszaunsaluuupuivesuslnanlddendvawvunaunaudiamalulaganuaiudsuuas
Lot UE U

v, aw

A19°9% 6 wansUsTiuUsTAUNSaikuUANAveUSInaTldReRdviauuunaunaumesalulagauasuauas te i duauda

(n=400)
Uszavmmhwuﬁuﬁwmaesju“sinﬂ (Immersive consumer experience) Mean SD Nan15UszLaIu

ilomuasianssunssumuadlauayladalad 4.82 0.45 wniign
(Relevance to lifestyle and interests)
msfidusamedensziiodounasmsuanidsulssaunisel 4.77 0.60 wniige
(Active engagement and social sharing)
msdlanarvesusuiwasidmungvesianssuliegnsdiniau 4.72 0.50 wniige
(Brand value awareness)
WinALTNMeLazLsedlalunsid13uAanssu (Challenge and motivation) 4.67 0.69 wniign
AinAuAng anduusun wasnsavatuayuluewnn 4.59 0.71 wniign
(Brand loyalty and retention)
FAnuileuaglulaniaiioudseuasiino1suaisiugs 4.48 0.81 1N
(Emotional and sensory immersion)

Uszaunisaiuudumvasiusinaluninsau 4.67 0.65 wnilgn

aa o v

91AR1597 6 nud fuilaeilddedivanuunaunaiudemaluladanueiuaiunazuediuduaruias
Uszaumsaluuuusilunmsamegluseduinniiga (Mean = 4.67, SD = 0.65) WeRiarsandusesu wuin fuilae
fivsraumsaiuuuisdudiomuasianssunssiummalauarloidladunian (Mean = 4.82, 5D = 045) sosasnldun
fumsiidausiueganssioefulaznsuaniudsuyszaunsal (Mean = 4.77,SD = 0.60) uazsnumsidnlanaan
vosusuinazidhvngvesianssulieg1adniay (Mean = 4.72, SD = 0.50) mua1Ry
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4.4 wamsfnwuuImensdasiunagnsnisieaisnisaanauuuinuiiiaduinaiaiuasisuszaunisaluuy
auavasuilnadigiondnauuunaunauiemalulagausudiuuazuatiuduaulia
wInNMsALESINagNSN1sHeaINITIAIARUUINUITATULBIESuaS 19U STAUM SRlRUUANA YRR USLAA

v oA

ederdvauuuraLRa T emaluladmmel uEs Lz dutuEuliA Usznousie 4 uwimndndnsel
4.4.1 uwmumsinngiguslaauazuiunvesnaiaidiviang (Consumer and market context analysis)
msgatiunsfnwanudesns usegdda wazwginssuguilanedisaziBeniiionsnuuunagnsnns
domsineulamduaraenedoatumuailavesiuilng iomuasianssufianuaenedostumuadlauaslaalag
4.4.2 WWIMNNNTEDNLUUNAYNENUTTLATY (Gamification strategy design)
nalnrawn 1Y A1573 AvkLN SEAU Wars1eTa dunuimdAglunmsnssduanuaulauasuseglaly
msfidmsmveauilaa nalninudifiladufiesnuuumsiianumnzauuazne vausssoidmnensiidiusiuedis
TUsednsnm
4.4.3 wvIMsaudeRiviauuunaunany (Hybrid disital media production)
nsuandedifinaunngehemaluladaiusiuaiunasuefwiuauiing Seieduaiiaszaunisal
finuen vliuslaedanuidnmiiousglulanatiousiuaninmemouausmisersuniogninis
4.4.4 wwaNsUTUURILasTeeRaLTaNaENS (Optimization and strategic scaling)
msleneiteyadassdneildannisussduansmirtludiuusadon nalnny wazniseonuuy
dolvinzauiungAnssuuazmiusiosnisvesiuslag sawdamsnanuvenenaguaugvienguitvangliognad]
Uszdvcnm

5. d5Uuarafiusenan1sIde

nszUIUMsdESUnagnSnsieansmsnaauuuinudiinduiileiaiuainsusraumsaluuuiusvesgiuslnasede
Adviauuunannauiemaluladnnusiuaiuuasuediduaniin Usznouse 6 dunou léud (1) mafiuun
TaguszasinenseatawarUszaunsaliuilan (2) mydeseinguidmnenazusungldnu (3) mseenuuunaln
wudifiedu (@) meiwundomuazdofdfanuunaunaiu (5) nsdnfiunisdearsuazairevszaunisal uay
(6) N3fnn1 Uszilluna uaguiulsgs nszuAuN STy firumnzaveglusziuaniiga (Mean = 4.60,
SD = 0.59) \flosnidunszuaunisiideslesfusgaiuszuy aseunauisuimarengiudnagns n1siesey
\Bednveenguiivane nsadaussgelashenalninudiaenadesiuiladomedninet deddvanuunaunaudie
weluladanuaiaduuazue Tudumuiiidmiumsdauaiunagndnisdomsnsnaiauvuinuifaduiietasuaing
Uszaumsalwuuidmesiuslng Snaunmiuiemeglussiuinnitan (Mean = 4.75, 5D = 0.44) uazfiaunmdu
wadiamsinaussglussiuanniiga (Mean = 4.80, SD = 0.40) LHesnnnisudaiomiifiauAuazfagaaisnidg
walulaBanusiuaiunazioduduandd nsdwevyssaunisaifinsedunisiidausaundsdn uagnsuiuussedns
soldoaiionsuauswiensdsunuasmemginssufuilne uasusastunounouauswiousgslanelunazanouen
vosuslan mwdiuS (Relatedness) wazmuyinme (Challenge) Trefiumsiidiusinuuasanuinddeuusudetng
fifedndy wonani MFYTUINIT AR WAz 3D animation fatasainadszaumsaluuufnminaunaIuALaN9Te
LazN5Lal3es VT’ﬂﬁQU%Iﬂﬂiﬁm%aﬂmﬁULLUiuﬁaﬂﬂﬂﬁﬂ%ﬂ #9AARD9IUITBVBY (Davis & Aslam, 2024; Huang
& Chung, 2024; Mishra et al, 2023) fiwuin msdmuathmneuaziinsiinguiliifiosnuuuinuiiiliadusgied]
Uszansnmdunalninudioifinusegdadsdnine uazmsuanumeluladanuaiuaiunazue iuduauiifdisaing
mMsfldusandednuasmsdweulsraumsaiiuuinsswiun sussidiulasu SuusseoshaiiuanudBureana
gnsnisnarngalszaunisallviduguilan (Doo, 2020; Gupta et al, 2023; Han et al., 2022; Krath et al., 2021;
Scholz & Smith, 2016; Zeng et al., 2023)
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fuslneilddeddvauuunaunanumemaluladnnussuaiuuas ueduduauiadussaunsaluuuiudilunm
suwegluseduanniian (Mean = 4.67, SD = 0.65) ({uldnwanufigiuiidmualy lesandendviaiinaiu welulad
Armatuaiuuazue duduamuiifannsnaiissraunsaifuilaafifienuainvaneaduoisual maaaduien
wazANduTusfULUTUA TasiinainauansTaaznsUfauiusuvuBealnsifiaiisnnufdnidiusiunazany
Rerdesdiuyana matazearunmaufiafisgauazasesdlumiumsadt msnsedunaisuszamduiadiiasy
fapmdnnauLaraugniunensusl asensunslinalninuiifiedudediefiuussgilawagaimviinigli
é’u‘ﬂmﬁﬁquémaﬂmimﬁaq donAdoeTuaiTeves (Huane & Chung, 2024) finuiwaluladanuadaasuaunse
afumsiidndmiddnuazifiumsenduusudlfodaddodfy uaswodwduaudidinlinsiaFediauanysal
wazlifuialaunndu (Han et al, 2022; Saleem et al, 2022) wazaunsaonszduUszaunsaifusiuazas1snm
ynunsesualvefislan uaznalninuiifeduiinusegdanazanuinme sadutiadedfyrennusndreuusud
Tusgezena (Doo, 2020; Huang et al., 2024) Im&JmﬁiuJicu'lmiwlﬂIuIa?Jméwﬁm’hﬁwﬁuﬁﬂﬁﬂﬁﬁmﬂizaumiaﬁ
fuslamiifienudnts aseunquitsiinamanmdy msfidusan uazanAmisisls dwaliguslaatuultuond
wusuduazidenlidnegnedidu

9. daiauauug

MnnamFfeinuimsuaumaluladanussuaiuazue duduarudidsmiunalnnudfiiaduanunsoaiis
Usgaumsalfiumuaziinanudnadeuusudlilusedugs ssdnsniedusznounisfunismaianisdinssuiuns
6 Fumeuiiiannulusulilunsesnuuuauilgdoansmsnmanana eadsvaunisalfinsafunudosnsves
nautisne wioulitoyamsUsniunaifiodesennisitmunilenliaonadesivlaialaduazusagslavostiuslng
Tuudazyaian LLazmiﬂJmamﬁﬁﬂwﬂUﬁau%qumamﬂﬁw%aﬂ&jmﬂmmaﬁwmﬂwmamﬂﬁu WU MAMsvieaLiien
M3y viemutudis tovaaeumnuBavguuassdninavensruaumsluaniunisaifiunndis uenainiaas
#91saysanmsnaluladlui wu Jyanusefvg (A) vieanuituaiiou (VR) ioiiudnaninlumsusuidenls
wanzaufuglduuuisealnd wasfnwinansenudenginssuduilaalusseveniegnulusyuy
AnAnssuUsENIA

YBUNTEAMAANTI5E A5 USvRyiiunt dagy drvsunsliduinviiiousuusquamaudds veunmane
Uimsgstanasmelulafansaume wninendomaluladnaueans fuoen Auiinanssgausa dmsunisaduayu
gunsal Immersive technology vauAmAudITen1sdamMsuInnsTukazinalulad duinidedinermansuazimalulad
wininerdemalulagnszaounainssunsvile dmsunisatvayuyuidewazgunsal Immersive technology
vauAM Art toy Thailand community k&g Multimedia CPC community ﬁm%’"umiaﬁuauumiLﬁu%'aigal,ﬁamﬁﬁﬂ
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