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ABSTRACT

Nowadays, games or e-sports businesses born to support the game
industry that is constantly growing from the entry of assistive technology. By game
industry the game industry in 2020 around the world will be able to generate revenues
of up to 159 billion US dollars or about 4.9 trillion baht. The size of the Thailand game
market in 2019 has grown steadily to number 2 in Southeast Asia and the largest in
the world 19",

This research is a study on Factor influencing intention to donate money
to game streamer in Thailand. The theory of Uses and Gratifications Theory is applied.
According to the plan is a guideline for the research framework. To predict the intention
to donate money to game streamer in Thailand. With a total of 10 factors in the
research as follows Affective factor, Cognitive Game Needs, Tension release,
Broadcaster identification, Group identification, Actual self-congruity, Ideal self-
congruity, Participation, Peer Influence and Intention to Donate. It was collected by
online players from a sample of 232 people who used it on streaming media such as
Facebook Gaming or Twitch. Which has been validated by Cronbach's alpha coefficient
analysis and validity check. The hypothesis was also tested by a simple linear

regression analysis.
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From the results, it can be concluded that Factor influencing intention to
donate money to game streamer in Thailand are factors in Game Stream usage and
Group identification. The factors that do not affect the intention to donate money to
game streamer is Peer Influence. The factors that affect the Game Stream usage are
factor in Affective, Cognitive Game Needs, Tension release, Broadcaster identification
and Group identification. The factors that affect the Broadcaster identification are factor
in Actual self-congruity and Ideal self-congruity. The factors that affect the Group

identification are factor in Participation.
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