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THE SYNTHESIS OF ESPORTS ADMINISTRATION IN THAILAND

Suradit Lohalaksanadech* Saowalee Kaewchuay** Pram Inprom*** Somthop Thithathan****

Abstract

The purpose of this research is (1) to synthesize the concept of Esports
administration on the issue of acceptance of Esports, the importance of Esports business
and marketing of Esports, (2) to present the Esports administration approach in Thailand.
By collecting qualitative data with an in-depth interview method, with research methods
using interviews with key informant groups about the Synthesis of Esports Administration
in Thailand. By selecting a specific group of key informants (Purposive Sampling) which
qualifies as a person with administration experience and participate in e-sports for two
years or more, with ten persons. The tools used to collect data in qualitative research, the
researcher conducted an in-depth interview with the key informants and able to
summarize the research results as follows;

1. The trend towards the acceptance of Esports, in which Thailand has

established the Esport Association, has been accepted by many people. Including
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organizing the competition and in the future, China will come to join hands with the
university in Thailand.

2. The importance of Esports business by Esports is a type of sport that has
economic growth in Thailand in terms of competition management, in the use of
promotional media, live broadcast as a sports entertainment that is broadcast live around
the world via social media. Also presented in the form of sport tourism and investment
from domestic and foreign countries.

3. Esports marketing has three issues related to the Esports marketing in
Thailand, namely; (1) The situation of Esports marketing in Thailand has divided
stakeholders into four groups: (1.1) Sponsor group (1.2) Investment group (1.3) Competition
management group and (1.4) Prize group. (2) The growth of Esports marketing in Thailand
by the growth of Esports marketing in Thailand with leapfrog growth as a big market that
people of all ages can easily access with more market value. (3) The trend of Esports
marketing in Thailand has support flows or money into the e-sports process, affecting the
development of Esports promotion in Thailand.

4. The Esports business management approach is (1) guidelines/methods for
managing Esports in Thailand, where the Sports Association receives government support
for managing career paths and should educate the public on the guidelines for how to
manage Esports correctly. (2) Directions/guidelines for Esports administration in Thailand
by focusing on the development of this sport based on sports philosophy, including to
push the government has more participation in the development of Esports.

Research Suggestions: Stakeholders should have the policy to push the
government to participate in Esport. The government should support Esports in order to
create a sports tourism economy, and the Association should establish a professional

Esports league to encourage athletes to reach the national team athletes.

Keywords: Esports, Esports Business Administration
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