UIFIUIUNIAU

N3UNNGIAa. (2564). “Ath” AngaavnTIuINY RuszWa 3 wiludu. Auidle 10 unsAu
2565, 310 https://www.bangkokbiznews.com/tech/922939.

nouts duAterIn wagUgpn ansiafiu. (2561). madeasudeseulativesgsfanuesulal
nsAlAN® : 1nu Legend of Swordman. sEsmMsaedsuaznsIanis @a0), 4
(2), 33-45.

o 1

AU N (2564). Uaduanudrudszaunianisnanauazdnsnanisdsnuiidenase

a

anunsladaialainusuuuuddaluuangamwavuns. asinusdioan
MSIANTUMTUNN UN1INedeuiing.

P Feana. (2558). daulszaumsmsnanauazannwlunisliuinisisianswas
anufisnalavosgndn 3 Anwa Talof nyanmamnuas, ansdurindassUIgan
Aaumansumndin @19 ivINIdansgRavnsTuRITUIANS WAL N YiB TN
UAINGITINFHNN.

ausugvs Shufua. (2560). adedauuszaumensnaindiionsnadenisideniduny
Hrugunsallaung. n1sAuATBaTsUsuIUsMIsgInaNmUngn i Ineae
SITUPANANT,

sunad sundlanats waztuiudie’ 9igninayna. (2563). naue1BalazAmAMIAUATE]
svswadensindulateinafafes wusudladine inudisvosgnédnsmilng. Tu
i’]EN’]‘I.JﬁULﬁ’e]x‘lR]']ﬂﬂ']'iUiZ“QSJ (Proceedings). (111 317-328). NTUNNUMIUAT:
WInendesede (Msvszyudnauenanuideseaudadinfng psfi 15 Tow
Tufiningnds ininendesedn Yuil 13 Feneu 2563).

SUNS Pamd(2561)-MsAnemgRnIsuLasNansznuaInnIsaunueaulatdkungiw
Jafavanguisvinnuluanjunwaviuas. Ingdnususyynsaseans
uvadin a1vivideasniaTy uMinedusssamans.

siuns Aadans. (2560). MsTeuazIaTzideyaneadnnig SPSS uaz AMOS.
faniadedl 17. ngammasuns: Sefiuaeriuaudd.

i3y guna. (2560). NaYBIANFBAAFBIVBINNTINFUATUINLILAT AR IRV
dufnsianisnauauasvaidununislawu lunuian1snauauasYaiauny.

a a

WednusUSyartimearansu e animarans aInsalunInende.

v o L4 CY

afaiwil Annanatuns. (2561). Principles of marketing. 8487 @ATULDH Un.

q q
(% L3

5dwgyel Aninenssal. (2562). msfnwausdlalunstes lewialunuesulay wuuidy
AINUNUIMN. INTENTTZUUATAUMAAIUGINR (JISB), 5 (3), 20-30.

W PUUNAATN. (2560). Hasviidanadenginssunisidendounanaiutunueaulad.
N3AUATBATEUSYYIUINITFIND JVNDNNITAAIN UNTINENFETIUANMA.



fa o/

Auditendnsine. (2563). “GAME ONLINE” Bnwilsgsiasuaniiasd Tada-19. duiile
10 un3IAU 2565, 310 https://kasikornresearch.com/ th/analysis/k-social-media/
Pages/GameOnline- FB240420.aspx.

AugITLATEgRakargInIswIAsnemdlue. (2564). “nu” Tan1agsnalvuduiuse and
2023 frausaunsnlnugsda 1 u 3 vaeuszynslan. Auidle 10 unsA 2565, 910
https://res.scbsonline.com/stocks/extra/44522 20210211170230.pdf.

Aleem, S., Capretz, L., & Ahmed F. (2016). A digital game maturity model (DGMM).
Entertainment Computing, 17, 55-73.

Andreasen, A. R., Kotler, P., & Parker, D. (2008). Strategic marketing for nonprofit
organizations. Upper Saddle River, NJ: Pearson/Prentice Hall.

Cronbach, L. J. (1990). Essentials of psychological testing. Sth ed. New York:Harper
& Row.

Discord Thailand Community. (2564). qmwﬁaﬂaw. Retrieved January 10, 2022, from
http://www.disboard.org/servers/tag/thaitHome.

Egenfeldt-Nielsen, S., Smith, J. H., & Tosca, S. P. (2013). Understanding video games:
The Essential introduction. London: Routledge.

Hizenburg. (2017). wendtugie? innuulnsdwisiodewnsusnvadlan. fudle 10 unsay,
2565, 310 https://1th.me/1KF1.

Ivy, J. (2008). A new higher education marketing mix: The 7Ps for MBA marketing.
International Journal of Educational Management, 22 (4), 288-299.

Kotler, P. (2000). Marketing management: The Millennium edition. New Jersey:
Prentice Hall.

Kotler, P., Kartajaya, H., & Setiawan, I. (2016). Marketing 4.0: Moving from traditional
to digital. New Jersey: John Wiley & Sons.

Kotler, P. and Keller; K. L. (2016). Marketing management. 15" ed. New Jersey:
Pearson.Education.

Lamb, C. W., Hair, J. F., and McDaniel, C. (2000). Marketing. United States: South
Western College Publishing.

Lavoie, M. (2007). Components of user experience in digital games. Retrieved
December 29, 2017, from http://www.mclavoie.com/projects/gamingpaper/
gamingpaper.htm.

Malliet, S. & De Meyer, G. (2005). The History of the video game. In Raessens, J. &
Goldstein, J. (eds). Handbook of Computer Game Studies. Cambridge, MA
and London: MIT Press.

McCarthy, E. J. & Perreault, W. D. (1996). Basic marketing: A Global managerial

approach. 12" ed. Chicago: Irwin.

a6


https://kasikornresearch.com/th/analysis/k-social-media/Pages/index.aspx
https://kasikornresearch.com/th/analysis/k-social-media/Pages/GameOnline-
https://res.scbsonline.com/stocks/%20extra/44522_20210211170230.pdf
https://1th.me/1KF1

Nabi, R., & Oliver, M. (2009). The SAGE handbook of media processes and effects.
Retrieved December 26, 2017, from https://www.2k.com/games/nba-2k14.

Rollings. A., & Ernest, A. (2006). Fundamentals of game design. New York: Prentice
Hall.

Rowley, J. (2008). Understanding digital content marketing. Journal of Marketing
Management, 24 (5-6), 517-540.

Shaw, S. (2016). Airline marketing and management. New York: Routledge.

Shurui, D., Xiao, P., and Zhixia, Z. (2021). Research on marketing mix of Mobile online
games (Honor of Kings). In Advances in Social Science, Education and
Humanities Research. (pp.687-692). Atlantis Press. (Proceedings of the 2021
International Conference on Public Relations and Social Sciences
(ICPRSS 2021), October 21, 2021).

Wheelen, L. T., and Hunger, J. D. (2012). Strategic management and business
policy: Toward global sustainability. 13th ed. NewJersey: Pearson Prentice
Hall.

Yamane, T. (1973). Statistics: An Introductory_.analysis third edition. New York:

Harper and Row Publication.

47





