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Abstract

The three main objectives of this research were to study namely: 1) the exposure behavior
of LifeAfter players’ to the LifeAfter game in terms of information sources, channels of exposure,
frequency of access, and motivation for gameplay; 2) players’ satisfaction with the LifeAfter
game; 3) the relationship between the players’ exposure behavior and their satisfaction; and
4) differences between players’ exposure behavior and their satisfaction. This study used the
approach of quantitative research methods. The study population consists of Thai players of
the LifeAfter game. Since the total population size was unknown, therefore, the Cochran method
rule was adopted whereby, a sample population of 400 players in Thailand who played LifeAfter
game was selected using voluntary sampling method. The data collection tool was using
questionnaire approach with a 95 percent confidence level. Data were analyzed using t-value,
percentage, mean, standard deviation, ANOVA and Pearson’s correlation. The main results
showed that 1) most of players reported that they heard about the game from online social
media and played simply for entertainment purposes. Most often they played for 1-2 hours a
day, 3-4 days per week, at 18:01pm-22:00 pm, and usually via smart phones. 2) Most of the
players surveyed were very satisfied with the LifeAfter game in terms of gameplay, story,
immersion, fun, amusement, freedom to use creative thinking, imagery and scenes, sound
effects, personal satisfaction, and social interaction. 3) exposure to online information sources
was positively correlated with player satisfaction at a statistically significant level 4) Players
showed different levels of satisfaction with the LifeAfter game at statistically significant level
of 0.05. with regards to different objectives for playing, different playing duration, different
playing time, different levels of expenditure on in-game products and services, and different
devices used to play the game.
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4. mafursadeya mafunurdoyalunfiididunslaglduuuasunuiuanlinguiiegg
inesmsesulatifomn ImmaaLN&JLLWﬁquaaummmuu;wamWaimamﬂuaaﬂaumaaﬂammau
LifeAfter laun Aamasa inadn waglay ﬂqmmaaawﬂiaﬂquaaumumamuLaamumﬂaaulauw
Fouoenld vdsaniiu tefenuuarnusauuvasunuiidduiuszuuesulad niouimnany
mnuAsUfULazgnAesTesteyaildiu mafumusdeyadidunslutisssernaeudameua
LADURATAN N.A. 2566 TINTEELLIAN 3 LiDUY

5. myesenteya KIidelinsieseideyanisadnidenssaun (Descriptive Statistics) lagly
M9MA1ANE (Frequency) Adeway (Percentage) Awady (Mean) LLaxdauLﬁmmummgm
(Standard Deviation) tilefnwideyamsuszansvosiidu, Teyaisrfunginssunisidaiuiny
LifeAfter, ﬁﬁaaﬂaLﬁ'mﬁummﬁawahﬁial,ﬂm LifeAfter wagltafifiaaysnu (Inferential Statistics) Lok
NMFATIEMAULUTUTIU (Analysis of Variance: ANOVA) tilavnA1AnuuandnsenineangAnssu
nsinsuuazanuiiavelavesisusieins LifeAfter uavetifanduriusuuuiiosdu (Pearson’s Correlation)
lunslmseiddeyannuduiussenitmginssumsilasuiuanuiionelavesdidy iloginile
quﬂiﬁamﬁmmusmmsmﬂ%aqmaLUasJuLLmuu awfianelavzidsunuviolsl

6. mafTinsAvEnduieg fidelddndunslnetuasdeinguarasduasduneunsduiiunside
LLauﬂammamaleﬂ‘mmmauaauLmiaaﬂ,mEJamﬂﬂﬁmaqmﬂlmwamammumummnmmﬂiumﬂLLau
fumeun1sidy uazdidndnousieanainnisideldmndosnis Immamamwmwmmwmm QN
Ausnwndueudy uaslfifonisfnmiviy

NAN33Y

meideFesmadasunazanuiienelasieiny LifeAfter Simsiausnanis@nwiutsesnidu 4 aou
maingUsTasAresnsAne Ae 1) iteAnwingAnssunisilaiuiny LifeAfter 2) ilafnwiauiienels
AowNY LifeAfter 3) Lﬁaﬁﬂmmmé’uﬁuéiijﬂmqamimmilﬂm%‘umm LifeAfter uazAUNINela
malny LifeAfter vaeiau LifeAfter uag 4) LwaﬁﬂmmmLmﬂmﬁv‘mwwqmﬂiimmiwmuLLav
mquwaiasuamaumal,ﬂu LifeAfter TnefisuaziBondwioluil

1. MIRnINgAnTIUN1SUATUINY LifeAfter Yaerlau LifeAfter
M5 1 Snnunasfesazvesaeiilifvinuuvasuanilaidn LifeAfter

Foiivinls3dn LifeAfter U Jouaz
1. Foyana 1w Loy aundnluaseun 42 10.50
2. %a%aﬁmw wu Wawwes daveans wilsde 0 0.00
3. Aeinglnsvimd wWu :1on15ing T1ensinvied 0 0.00
4. Hodsrueaulat] Wy wdn (Facebook) gyu (YouTube) 322 80.50

duan NIy (Instagram) Anfien (TIKToK)

5. uden (Blog)/Liules (Website) 10 2.50
6. woldlns (App Store)iwadalns (Play Store) 26 6.50

3 400 100
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M99 2 INUIULALTDUATYRIRAUTEAIANITIEN LifeAfter

*

yauszasAlunIsiau LifeAfter U Jouay
1. diomnutiudia W tdugnuing aaneialnanndindsedri 368 92.00
2. leaaufdiusugdu wu vl laufuiiouluTinete 90 22.50
3. iev91eld Wy msveAudiaiiou nisanTainy 21 5.25
4. Wioannvinugvidenud W Hnanwssusyine 29 7.25
5. wiedumuszaunisallug 19 4.75
6. Wilosiadvieusrassiliionsiduiuiauaudu (PvP) 7 1.75
7.8u 9 2 0.50
M

aulpuInnIn 1 99

A1319 3 uLazIavavvesTsusnanitlunsau LifeAfter lufusssum Tuven wavdaduanv

. . JUSTIUM Jungn . .,
sgzaniglunisiau - - - - 37U Soway
U Sewar 9w Sewaz

vounin 1 Falug 21 525 5 1.25 : ;
1 -2 Tl 322 80.50 262 65.50 - -
3 - 4 9l 38 9.50 100 25.00 - -
5 -6 99 8 2.00 17 4.25 - -
1NN 6 VLU 11 2.75 16 4.00 - -
1 -2 U siaduavi - - - - 79 19.75
3 - 4 Ty peduni - - - - 201 50.25
5 -6 Ju fAedUa - - - - 56 14
LAuNN U - - - - 64 1

374 400 100 400 100 400 100

A1579 4 LA TRUaYYRIYIIANTEY LifeAfter luTusssuauaz Tunen
daananiauly USTIUM Tungn

UTIIUNASIUNEYN U Saway U Saway
1. 06.01 - 10.00 . 7 1.75 q 1.00
2.10.01 - 14.00 . 26 6.50 54 13.50
3.14.01 - 18.00 1. a0 10.00 55 13.75
4. 18.01 - 22.00 u. 308 77.00 263 65.75
5.22.01-02.00 . 17 4.25 22 5.50
6. 02.01 - 06.00 u. 2 0.50 2 0.50

374 400 100 400 100
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M1919 5 uIuLazTavarvesunsaiildiau LifeAfter

auUnsalilldiau LifeAfter MUIU* Jouaz
1. AU MR SLUURIlAE (Desktop PC) 20 5.00
2. pauLABsNANT (Notebook/Laptop) 15 3.75
3. @15l (Smartphone) 386 96.50
4. Wwiulae (Tablet) 10 2.50

*aaulau1nnin 1 19

AT519 6 INUIULALSDYALVDIAN IS NITTRAUALALUINI15ANN LifeAfter AaLmau

Anldseiildraifou MUY Sovay

1. luvdealdane 195 48.75
2. Up8n31 250 U 43 10.75
3. 251 - 1,000 U 142 35.50
4. 1,001 - 3,000 U 8 2.00
5. 1711731 3,000 U 12 3.00
593 400 100

v A v A . . . 4
MN1919 7 ANLRAY LLﬁSﬁ'ﬂUL‘UENL‘UUQJ']Gﬁi']u ANTAARINYIATNY LifeAfter 31NBINNABLAALUTLLAN

YoamsdeiiAnnmynans X S.D. szaun1silau

1. Hovonlal
1.1 doyana Wu Loy ieandnlunsauns 3.48 117 1N
1.2 dodeiiun wu Wawes dnwans 1sans wilsde 1.59 0.82 Uoeiign
1.3 #onglnsvied Wy s18n75ny 1.61 0.91 Ueeiign

sudesenlall 2.22 1.32 o
2. §ovulayl
2.1 wly{n (Facebook) 4.60 0.94 1INTaR
2.2 gyu (YouTube) 4.10 1.20 11N
2.3 Buanunsy (Instagram) 1.89 1.18 og
2.4 finfian (TikTok) 1.63 0.92 Uoeiian
2.5 uion (Blog) 1.40 0.76 tfouiian
2.6 Auled (Website) 1.40 0.81 oeiign
2.7 famasa (Discord) 1.50 1.04 Weeiign

suidooaulat 2.36 1.62 oy

N13AANINYIETAYINY LifeAfter ndannuiln 2.29 0.98 oy
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Tunslasesgauanuiianely azuuuadegnivumlugisiiowansszdu

AnufisnelaveneuLuuaeuny tngazuuaie 4.21 - 5.00 wueds danuianelaiiniiagn
ASWULLRAY 3.41 - 4.20 vuneDe danuianslaunn asikuwade 2.61 - 3.40 BuN9De ANUNINDLa
J1UnNaNd ALLUURAY 1.81 - 2.60 MUNgdd danuianelates Avkuudy 1.00 - 1.80 MuNgdd &

Anuiianelatiosiian

NaNSITENUT e LifeAfter dnilvig33nina LifeAfter mndedanueaulai e tiudn flgauseasd
Tunsiauiioanutudfis fszeznainisiau LifeAfter Suay 1 - 2 $3lue uaziau 3 - 4 Juseduav
Tngagiaulugianm 18.01 - 22.00 w. iugunsalannivlnudmlngliduanldinglunsiau sesman
AaudsAnldanEaInAsTeRUALAYUSNNSINN LifeAfter Wauay 251 - 1,000 U UeNINLA WU A&
fimshanutnasieaiu LifeAfter anndesonlatuazdessulay Tussauiios

2. MsfnwAnunanalasieny LifeAfter vasgiauy LifeAfter

M1319 8 AnTlanelavesiauselny LifeAfter

AMuNawalarainy LifeAfter X S.D. szAUNSUASY
1. anufisnelalunisldanu/ssuunisiay 4.03 0.74 10
2. anufiewelaluniseiuiiuges 3.99 0.75 11N
3. anuiisnelalunmsiagadiduandesgiuiny 3.93 0.80 ly
4. anuiisnelaluanuaynaunaamnay 3.98 0.76 11N
5. anudiswelaluanudaszlunislanlaes 3.83 0.74 110
ANNANAS19ETIA

6. anuiisnalaluaunssnnlussuuidessenauy 4.03 0.73 il
7. anuiisneladuyana 3.94 0.75 110
8. anufanelalunsdousanisdany 3.90 0.81 11N
9. anuianelaluaunisvesnindsenau 4.05 0.75 Gl

anunanalalagsau 3.96 0.76 N

INAITN 8 WUIN Jidu LifeAfter finounuvdeunuarulngfianufianelalunisldaw/seuy
maidu aufelalunisdiiuiedes anufimeldlunsigadiduandoogiung arufianels
lupruaynauumdandy anuiselaluaudasslunslanldesanunasieassd anuiisnela
TuguvidsamluszuuidesUsznoy amnufleneladiuyana anuianelalunisideusemadny uas
anufianelalugunisvesnindsenay wud giaudanuiisnalalusgduiin
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3. MsfnwAnuduiussnItmganssunisitaiunazauisnalava iy
A58 9 ANNAUNUSITNININGANTINNINTATUNN LifeAfter wazauianalasainy LifeAfter 909
QJLa'u LifeAfter

AMUNanalasany LifeAfter

AU
r Sig
dovonllat] (offline) -0.086 0.086
#oaaulail (online) 0.172 0.001*

AT 9 WU ArauduiussEinsnnsinanutiasandesenlatiuanufimelaseiny
LifeAfter HAnAuuRuSIVInGU 0.086 TA1 Sie. Wiy 0.086 F931nN31 0.05 MENEAMININ NISAARIY
917879 LifeAfter 1ndosanlatlifinnuduiusiutuaufionelarewny LifeAfter Anudumiussening
NAARINYES LifeAfter anndesaulaviiuanufianelasewns LifeAfter Sranuduiugvintu 0.172
fien Sie. Wiriu 0.001 Fetfeendn 0.05 MuEANIIN NSAAMINYIIENS LifeAfter anndesaulaliil
AnuduRuSsUInsERumtuaufianelaseiny LifeAfter agnsfitfuddyvnsadaisedu 0.05
namifte iefidu LifeAfter inshnmutmasandessulabnniuasiuultaiiazfmeladoinnniu

4. NMIANYIANUUANATENIINGANTIUNISIUATULAZANANIWa T vRia
M1314 10 ANLUANANTENINGANTINNSWASTUNY AU AURanelavelau

fiauys F Sig
1. dofl ﬂﬁ%ﬁi’fﬂ LifeAfter aSausn 13.712 0.000%
2. qmﬂiumﬂﬂ'mau LifeAfter 2.408 0.001*
3, szpznafildluniseulutusssun 3.883 0.004*
4. sgpynandidlumaduluiugn 5.547 0.000%
5. szavnafiiglunisay dedunim 8.634 0.000*
6. Fraaanivau LifeAfter TuSusssum 5.766 0.000%
7. dsnaniiidu LifeAfter luumgp 11.221 0.000%
8. gUnsalililunisiau LifeAfter 4.584 0.000%
9. AldiefiRnannsdoduduazu3nsan LifeAfter 8.456 0.000*

NANTISIVYNUIN aawﬂ,mfﬂﬂ LifeAfter maujﬂ ﬁ]ﬂﬂiuﬁ\‘]ﬂﬂ’]ilﬁu LifeAfter szeziailiiay
LifeAfter raaiildian LifeAfter aﬂﬂmﬂﬁfﬂumﬂau LifeAfter uazanldaneiiinannisdeaus
LarU3nN391n LifeAfter fiumnaneiu dwalvgiauinnuiianalasiony LifeAfter unnsneiupgnediie
ﬁwﬁ’mmqaﬁﬁﬁ 0.05

wamsmw‘lmmmwmmmemﬂumuaammLauist’ﬂumimmwmaﬂmu ynusvasAlunisiau
srpznaTday YrenaTiay aﬂﬂimm% LLaum’LsUmwLﬂmumﬂmi%aauﬂﬂumu AuANaRDITAY
mquwalammamqnuamqmuamﬂm nanIfe NwlmwamammaamwmlfuamaLLavaamﬂamﬂU
ANNaLlIdILA? mmmm’mmmmwmLLavauﬂﬂULmﬂ,mmmu Tuvagifeny gausvasdlunisiay
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(W Wewstunioiionatsinion) ﬂaamaTwNLauuaﬁﬂ’]iuﬂgau Wustunufiuananei uazenadna
mamquwaiwmﬂmauaamummmmmquu 9

uanaNil szozinauartRnaiifidudonidy udsgunaaiilld lddrasduaninliuvie
ABUNILMBS audIWanaUsEaunIsallun1siay wu ﬂWwﬁaiuwﬁﬁulwaéamﬁdaﬂﬂiuﬁummﬁqwdﬁ]
1§57y maonausysuAldanelunisteaudiluny ‘mﬂmLau:ummﬂmmmdmwiuimjuam flag3dn
fawelamnniu Tumiansedig mwawui‘uLLmeﬂmmumaaWWWLﬁ]u wIesandliAy awmwaauma
sgauANUianela amauiwmm'mwmmmumswmiwmmwmﬂﬁmEJﬁuaﬂmLau Lwaﬂiuﬂmuam
LLauﬂalﬂsuaqLﬂuimaamﬂaamummmqmmqumsﬁmaqﬂqmﬂLauwmﬂ‘wmsJ

N159AUTIEHANSIY

NnnsAnwmgAnssunalinguiny LifeAfter wuin 1) flaudanulngi§Sniny LifeAfter iudedans
poulatl wu wwdn (Facebook) gy (YouTube) @onnnedfiuauiqeved Rattanaseleevong (2017)
mwmmammamwmiL‘Um‘uaaiwmLﬂmmaaaaaulau ki tlwdn (Facebook) gyu (YouTube) uae
Aulwd (Website) annflan eramsizluradlsaldalalsw 2019 mﬂulﬁmmqumﬂﬁmmﬂmamﬂ
founsszuTn TInfiEindsy s uagldsusmsueniinn wu ndeynana Uhelawan wieluamas
Wasudusuinasendedsauosuladinu vliuanudeusnasiuldienniulaglddee
mimlfzjahiaiﬁiim wazUszndaran wiingensszuInueslainl9 azrunuluud? LLGI“U@‘WZ]GmiilI
ummaa Funaldannisfivreusendainsliuleviensvirnuiithu Work from Home) salilasi
Taglu ldedsruooulatiiunumlunsdousofusswinedinuuasiisrinadomsfaduladonsy
doiduognaunn 2) fiaudnlngjigauss aﬂﬂ"tuﬂméulﬁammﬁumq waulugiean 18.01 - 22.00 u.
aonndasuruidenes Vongchomboon (2017) eilenadumsedmeviuvanuaualvgd
91gsening 2635 U wagdlodwduwinemienyu \unguifmihiinisiuidesiuiiaveussningiy
3) faudiulvgiinisfamuinansiiieadu LifeAfter andennvdinlusefutios lidenadesfiu
1Ad8v84 Vongchomboon (2017) e1allumnsig nsAnwies Vongchomboon (2017) iunis@nwn
nuUszian MOBA vianewny Jafldmansiieafuinadlmivieusulssdeyawezndt daunisidedidn
msAnwIAeafun LifeAfter Sadiunuuszunn MMORPG (Massive Multiplayer Online Role-Playing
Game) wazidun1sAnw e anuifien muuaﬂmawmﬁwmwmaLLauLUaauLLanawawam
ylsfiauliduiudosimfinnudeyarnanstosnss Snvissuna LifeAfter fimsdeatstmansan
m‘wmmmmLauﬂwiuml,ﬂmasJLLa’; M’ﬂ,wmLauiumfgmimﬂmﬂumLm,JLmumimmmmmﬂﬁnaqmqaul@

91NNANTITINY ‘wmwLauumquwa‘lﬂwmamﬂusm‘umﬂ Fetladeiidamanemuiinelai]
91ANIINANBUTVONNY LifeAfter G?NE]E]ﬂLL‘U“UWJEJﬂi’]WﬂLLauiuU‘ULaﬂQ‘VIaﬁﬁliﬁ viliriaugdnimilon
nlveglulanveunuass o uana Nt mLﬂmaaLﬂmiaﬂwaiwwLauiﬂmiaa]LLauaiNaﬁiﬂaﬂm d o8
aamﬂaaaﬂuLLmﬂmJaw]qwgmﬂ%ﬂﬁiwuLLavmmwa‘wa‘Iﬁ] (Uses and Gratifications Theory) 7155y
Ifdunuindeniauinuiine uausseufesn1siumsdauazmsidasylunsinduls 9wide
294 Vongchomboon (2017) ‘Wm'ﬂLmJaauiaﬁﬁiﬁﬁﬁuﬁéauéaﬂumsa%"maiiﬁ%wm 9 wazialona
Mmmﬂgauwuﬁizm’mmLaumaqumquwdﬂmasmmuamﬂm s LifeAfter Lifiaudsan
Tanlunudenuedagliidosdafuniauly orvlidiauidndenlostunuanty vanani
mmwﬂwa‘l,aﬂuﬂmmmauﬂamummammﬂmsmmmmmimLLavLuaLsawaamwumiwmma
waziinUNaINTAY émﬁmsflmLaulugaﬂLuamwsumwmﬂau
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NNaNIsAnwINgANTIUNISIUATUkazAuienelavediay wudl nginssunisilaiuain
deeaulatfinruduiudideuinduanufianela mmauwuﬁummmaﬁmalmmﬂmwgmﬂ%mviwu
uazAiewela (Uses and Gratifications Theory) flaueingjuilnadesinavidendeiinevaues
AUFINSANNZIAADIAY St ALaWLNY LifeAfter 1/|LUmwauamnmimumuaaaaulaumm
aufianelafigsnin LuENmﬂlmiwiuimjumﬂmiiugﬂmmimuamEJLLaummaaumui’;ﬂumﬂﬁm
#a 1 voanuldeewiaides agndlshmu mainsutmansiiudesenlat ndulinumudimusGun
o1allosnnanaliaenndesiuseninguuuvdosesilatuazarmnavisesiiaulugaddva Autu
Msdeansuiuil Tiadnazdrenie vilvinsliadudoyanntesnsdoiin wu Tnsvimd videdsfium
lmamwmmauauaammmmmsmaqmaulmasmuﬂiwammw #AARBINULUIANTDI McQuail (1994,
as cited in Koetwiboonwaet & Netrphokaew, 2017) 11 foveulaifidolaIoudunnuaunsaly
nsususwazmslanauiugldeulaviui Tuvaeiidesonlaiidosiialuguil

NAN1SANE TR qumimmimmwaqmaumwa‘lmLauummmmaiﬁmaLmJ LifeAfter
uansnaifupefidedfinynsaiian 0.05 Tngannsnedusenusaudslasd 1) AoTivinli¥an LifeAfter
adausn Tnvdwlngfiduiininuandeselat maLﬂumﬁvaaaaulauuﬂiwuauawmamummmaqmi
suaasﬂmmamﬂw&mmmuumLLa..,LmaLstmmaulau flosan aaaaulaummimamqummm
maaﬁlﬁnmu Wu msfwmndeya nsedinlavan visensiivjduiusuuimanrlesusiie q andeyamdnil
L‘Wﬁ(ﬂ‘i/\l@illﬁ?iu’liﬂﬂi‘uLLGNLU@‘MWLLauI‘ﬁJHmﬂ%@iﬂﬂUﬂ’J’]ﬂJﬁUIﬁ]%EJx‘lﬂﬂ”ﬂ@ wonantu Fesoulati
ARG LTING | maummimmmmmmmu Fernanu niewlstulsvaunisalnsg
LaummﬂUNLauﬂuaulmuuaaaauiau yenaNESEnsadiEedr Adensel wazdayalieinanNgy
;ﬂwmmmmjm%m‘iumuaaﬂaﬁlmasmﬁmm wu guyueeulal uvssany miml,aummsa
dndulalsegramndilunndenaun Ingldsudeyaiisuinnuaznssiunuieanis 2) gauszasdly
nsiauny danuddgyseauiaonelavedfiausg1wn ns1aryIeAMMUALLININISIAULAENISE
dusvessazay Faaziinasenuidnuaznissuitinuvesmsiaunaluusazay Wy fiay
UNﬂULaULﬂlILW@E%"NLLﬁ“WG&JH’]ﬂ’J’maMWUﬁﬂUNLauauIﬁ]ﬁlm%'llUQ&&JWUﬁﬂ‘UN@uf\]“ﬁ/lﬂmﬂ@ﬂi’]iﬁaﬂ
Hudumilsvesngy LLavaqmamaivmummwawﬂﬁmmmu vioflauinonnauimeln q fhaz
iaﬂ‘wqwa‘[ﬁ]L:uammmLmsziuvaUaﬁwsamSﬂﬂumﬂm mmmmsaiummmﬁmmLLa $LO1TUE
mmmmmmaLaimaﬁwmwmaﬂsuaqmsﬂiuaummmLiaamlﬂammwawahl@ 3) nslgansluiny
mwwLmuaﬁqmwmaﬂLﬂumﬁuaﬂuiaﬂﬁuaamu wLﬁWﬁﬂWMﬂﬁ%l@mwsammim%aﬂm
mimm’mmmummuiumit,au dofinsliselung NLﬁum‘i]muﬁi]’mLLG]ﬂG]’]WlLﬂWZJW\]’]ﬂﬂ’]ﬂ“U"\]"IEJ
Wy sl lomunilAwsasnnInfaz A ézmmaflwmLaummmLaulmwmumaiaﬂwLﬁwm’]mamuau
mwmaﬂummsaai’mLLiwﬂafluﬂ’mau waniuaufawelelngsi desangiduidndiwanind
dusuluaudiSavesiiasasuiony Tuvneiieiy wLauwlmaamnaam’bumaiummmamm
ayftawelasnniuiranusaidunaldlaglifeusnudande i 4) gunsallunisiay wuin
aunsvlrudugunsalindniigiau LifeAfter idonld dosmnarmasminlunsnnnisasamaisaly
N137095UNResMANYO LN {]msuaamaamqummimm‘uﬂﬂﬁiummwamsﬂ%aﬂmmmmmm
neulandanuazainuaznsitndaldite eg1dlsinig fiauiidonldgunsaldu 1y LLa‘U'VlE]‘UVﬁE]
TR AT mﬁﬂmwivaumimﬂmaumLmﬂmﬂmmﬁuammmwﬂi'mlﬂu,avmmLaaaﬁ $9919
winaufewelalunguiilfauddyiulssaunisaldunin ideves Vongchomboon (2017)
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Pistuigunsaifliiaunudmarouszaunsaimaidulaenss iy fauilfgunsaifvanvauiuinuy
younuazdianuienelagenin msf LifeAfter sea3unsliaruuumansunanosy (Coss-platform)
feragligiaungusing 4 anansadnfawazindamduiunuldniuenuseanis eglsing msfinw
wandlidiuimgAnssumaidasudelilddndafiomomensdedu widmuds sefuanudlunmsdiis
UszasAlunsida waskansenuseauitanele aenadeiungumsiiussleviuaranuiianela

4931MAVBINT5IVY

maivadsiiitodialusundusognsiinnnnisduiesonmalinsinuromisesulay s
lajmamama'mB?Lduﬁlailﬁlﬁt’fﬁumaﬁﬁw’%ammﬂ‘ﬁuﬁﬁﬁﬁwLmﬂshqﬁ’u wannil nskuuvEoUay
LﬂuLmaquawaﬂhmimwaua mammmmmmmiumiamemmamﬂmﬂqummmLLaumﬂuﬂm
VDI mimwauammLuumﬂumﬁvs ¥ 9 awlmawwaumiLﬂasmuﬂaawqmmimmqmma
VILVANTOINLAY SnveuUsAFne Wy nAnsIUNsURTukarANTINel a1alinseungulade
FudniveSedinuiidaaneuszaunisainisiay LLa‘vmifsLﬂs’]vmauaméuaamﬁuuwu%mawlummm
wanspuduRusisudeulaetaasudu mmaﬂauﬂqﬂummﬁ]Uamﬂmwaqummmamqmt,az
ANENT

A3UNaN133d8uAzdaLEaURIUZAINN1TIRY
1. dawsuauuzidauleuny

1.1 gifmunng whsnuensuviessinsnaigidamiuiidesiudoinuesulatuazdolvsl
msariulonglumsnunmaidaiunazenufianelasedoinuooulavuardolvsiogasieilos iefnwn
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