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Abstract

This study aims to explore and analyze factors affecting the incubation of Thai
esports athletes. The paper investigates the global esports industry and Thai esports
industry. The SWOT and PESTEL analysis are introduced to demonstrate and analyze
internal and external aspects of Thai esports as well as career incubation. To gain deeper
insights of the esports athlete incubation, the in-depth interviews with open-ended
questions were conducted with 10 players from top 100 Thai professional esports
athletes. The result indicates that the government significantly affects the player's career
ecosystem and the incubations toward suscess. Social, Economics and laws also

contributed to the success of esport career incubation.
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1.Introduction

In the recent decades, the world has seen a surge in technological development
that leads to the creation of several new industries, one of them is the gaming industry.
The rapid growth of the gaming industry, facilitated by growing internet accessibility, has
led to an increasing number of gamers which inherit a sense of competition that leads to
the first generation of competitive gaming which later would be called eSport.

Esports have quickly gained its spotlight due to the rising players and viewers
which attract investors and sponsors to the market leading to even more robust
competition for higher prizes. The eSport industry also quickly reached to the global level
due to the improvement in livestream broadcast and global connectivity meaning that
anyone, with the internet access, can play and dream of becoming a professional player in
their favorite games. On the other hand, it is challenging to become successful and top
players of those games. For example, over 10 million people play League of Legends
(LOL) worldwide; however, only thousands of people become professional players, which
is equivalent to only 0.001% out of total players. In traditional competitive sports, some
countries can incubate and produce exceptional players far better than the others. For
example, the US can produce top quality basketballers and they usually win when they
compete in international tournaments such as the Olympic games. Same goes to eSport
where some countries are exceptionally good at producing players, such as China and
South Korea. Both countries have recognized eSport as one of the sports comparable to
that of traditional sports.

This paper’s objective are to explore and analyze factors affecting the incubation of
Thai esports athletes that later guide toward their successful career. With Thai esports
athletes' success in the international level either winning the first place in the World
Competition or among the ASEAN countries, Thailand is one of the leading games markets
with many qualified esports players. This paper is the very first paper that studies the
esports profession in Thailand which includes in-depth interviews from top 100
Thai esports players. The data, insights and analysis may be useful for relevant esports

stakeholders like affiliates, private companies and most importantly the government.



There are five parts: Introduction, Literature review, Theoretical framework and

Methodology, Findings and Conclusion.

Problem Statement

Total Earnings of Numbers of all Average Earning
all Esports Players Esports Players per person
United States $167M 19K Players $8,637.04
China $128M 5K Players $26,661.88
South Korea $100M 4K Players $24,404.71
Thailand $9M 1K Players $7,847.17

Source: esportsearnings (As of 18/05/21)

Total earnings can be used as the success indicator of esports players. The higher
earning can also be referred to as there are more players, more competition, higher level
of competitiveness and more money circulated in the industry. Hence, I use this data to
estimate and compare the gap between the top 3 Esports earning countries and Thailand.

Apparently, when comparing Thailand with the top 3 leading esports nations, using
the total earnings prizes that an individual won from all tournaments in their esports
career of all esports players, there is a huge gap between total earnings, numbers of
players and average earnings per person for Thai and leading esports countries. For the
internal environment, Thailand might lack industry competence especially the investment,
the incubation and the support of Thai esports players. For the external environment,
There might be the prospective external factors that can contribute and/or obstruct the
industry from growing at its full potential such as the coronavirus, the political, the
government, Thai infrastructures and social acceptance.

Significance of Study

The internal and the external factors can contribute to the industry success, as
these factors are likely to intensify and/or hinder the industry growth. Esports players
incubation is a process of obtaining talented players, supporting them with salary,
equipment and facilities, then using the internal competition to find the highest potential
athletes and sending them to the national level competition. A lack of complete incubation

factors from the internal environment (affiliate, tournaments, investment, equipment,



support, attractiveness of industry, competitions and games) is likely to deter the player’s
success. Furthermore, as the higher earning can be referred to as there are more players,
more competition, higher level of competitiveness and more money circulated in the
industry. The lack of industry investment is also one of the crucial factors in driving the
esports industry. In addition, there are the external factors which can impact the esports
industry and player’s suscess which are the coronavirus, the political, the government,
Thai infrastructures and social acceptance. The research thus verify these hypotheses that
the internal and the external factors of the industry take part in shaping the athlete's
career success. The relevant policy will be introduced which suggests the government to
improve awareness, increase investment, strengthen industry support and eventually
tackle the problem.
Research objective
Exploring and Analyzing factors affecting the incubation of Thai Esports Athlete
Research questions
What factors lead esports athletes toward success?
Limitations

There are four limitations to this research. Firstly, There are no official reports of
Thai Esports from reliable sources including the consulting firms and CEIC database.
Relevant information and background of Thai esports are difficult to find. Several relevant
industries are used for refering to Thai Esports industry such as Thai mobile, PC, overall
gaming industry, players’ tournaments earnings and prize pool. Secondly, More research
and interviews from relevant stakeholders (Affiliates, TESF, Telecommunication companies
and the Government) of the Esports industry are needed in order to get a wider and
deeper picture of the industry. However, [ only focus on the Athlete side. In addition, the
time constraints make the affiliate’s interview impossible. Thirdly, The in-depth interview
may not be sufficient for answering every question on the list, as athletes have only 20-30
minutes for interviewing. So, the result was a combination from different athletes who
have relevant backgrounds with those specific topics. Fourthly, Even the interviewee’s
identifications are confidential, A total of 60 athletes (from top 100) that I reached out to
were not willing to answer due to their personal reasons and time constraints. After

seeing the in-depth question lists, some of them didn’t feel confident in answering all



questions, saying that their knowledge could not cover what I needed. Furthermore,
Athletes in my sample were not completely aware of the industry and/or the PESTEL
factors. Some Athlete’s in-depth answers were focused on the individual level, even if the

questions were about the industry and relevant factors.

2.Background
What is Esports?

Electronic sports(or Esports) is a subcategory of internet gaming that focuses on
human players - both amateurs and pros - competing in a video/computer game with
predetermined rules. Esports is an organized and multiplayers video gaming competition
or tournament at regional and international level. The competition provides live
broadcasts and cash prizes for top competitors. Most common genres for esports are

real-time strategy, first-person shooter and multiplayer online battle arena(MOBA).

Definition

Professional Esports Player means a full-timer/part-time player who gets paid
from playing video games at a competitive level like domestic competition and
international esports tournaments. There are international rules and prizes in the esports
tournaments. These players get paid to compete by their teams or affiliates or sponsors.

Incubation means The process of incubating one professional esports players to
be able to compete in a domestic and/or international competition

Career Path means Path of career advancement from the bottom to the top level in
the organization. The career path will lead to both short-term and long-term career
objectives.

Esports Career Success means An esports players who able be win in domestic
and/or international tournament and can make a living from playing games

Video Game Streamer means People who play games and broadcast live video to
their audience digitally. The players and the audience are simultaneously interacting
through the players' platform. These players get income from donations as well as

advising and sponsorship.



Global Esports

Beating many traditional sports in terms of revenue and audience, esports itself
has become a substantial industry. (Mckinsey, 2020) Global esports revenue will rise by
14.5 percent year over year to $1.084 billion in 2021, up from $947.1 million in 2020.
(Newzoo, 2021) The global esports industry is forecasted to generate roughly $1.62
billion in revenue by 2024, indicating that the market will continue to expand dramatically
in the upcoming decades. (Statista, 2021)

According to the Niko Partners 2020 report, figure 2.1 indicates the flow of money
among 3 main stakeholders in the esports landscape which are Game Publisher and
Independent Esports Operators, Esports Tournaments and Esports Teams and Orgs. In
2020, Endorsements represent the majority of the revenue which is at 58 percent
(Mckinsey, 2020). In 2021, Media rights and sponsorship generated $833.6 million in
revenue, accounting for more than 75% of the total market (Newzoo, 2021). The
remainder comes from ticketing, merchandising, publisher charges, games revenue from
Esports Titles, Franchise Licenses, Prize money, League profit sharing and live streaming
(Niko Partners, 2020) Furthermore, Asia and North America are indeed the top two
eSports industries in terms of revenue, with China solely representing one fifth of the
market. (Statista, 2021)

According to Deloitte consumer research 2020, there was a rise of esport's global
audience by 12% to 443 million people in 2019. In 2020, the esports viewership is
estimated to cross almost 500 million devotees and casual viewers. The industry
represents a year-over-year growth in revenue of over 15% and in audience of over 10%.
(Mckinsey, 2020)

With 91.9 million hours of live viewing on Twitch and YouTube, the League of
Legends World Championship was the most prominent tournament of 2020 (Newzoo,
2021) On Statista 2021 report, the number of unique viewers of League of Legends
esports championship finals hitted the peak at a total of 44 million viewers with a total of
100 million viewers. Suggesting that esports is on the verge of becoming a mainstream

sport leading to lucrative business opportunities. (Deloitte, 2020)



Figure 2.1
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The Deloitte consumer research 2020 also found that more than one-third of
respondents from the European countries listed in this study have watched esports at
least once. Europe is one of the esports-hubs after Asia and North America. The League of
Legends 2019 World Championship and the Fortnite World Cup hit their highest ever
peak viewership at 3.98 and 2.33 million respectively. The European esports market also
continued to expand rapidly due to the extreme rising popularity of virtual competitions
that resulted in a surge in revenues for most esport related businesses. (Deloitte, 2020)

In DOTA 2, one of the most popular MOBA games for esports, there is a substantial
prize to be earned by players who are at the forefront of their game. The total cumulative
cash prize for DOTA 2 tournaments around the world in 2019 was a massive $46.97
million. In 2019, the prize pool for the eight international tournaments was at $34.33
million, from $25.53 million a year before. The DOTA2 prize pool ranked the highest in the
World since 2015 at $18.42 million up until now. With such huge amounts of money on
the line, it's no wonder why millions of people tune in to see who will win. Almost two
million of the audience tuned in to see OG, a European team, win the grand prize at The

2019 International. (Statista, 2021)



Despite the fact that the pandemic stopped promoters from inviting fans into
dedicated arenas in 2020, the most successful tournaments keep drawing a large amount
of online audiences. The market is closely monitored to see whether it can continue to
expand in 2020, despite - or maybe even because of — the COVID-19 pandemic (Deloitte,
2020). A report from Mckinsey (2020) has also found the COVID-19 pandemic has
reduced the newcomer to the esport industry, however those who watch and play esport
more than once a week increase their consumption behavior by 30%. Higher profile
comes with greater accountability. In esports, This means ensuring the reliability and
stability of the virtual playing fields or the digital infrastructure. If it isn't, the industry will
be vulnerable to disruption, competition will be tainted, and the sector's reputation will

suffer. (Deloitte, 2020)

Thai Esports

From the Newzoo and gamescom asia 2021 report in April, thanks to 32 million
gamers in Thailand, Thai game industry has created more than a billion dollars, turning it
into one of Southeast Asia's most prominent gaming markets. With a lot of gamers, the
prospective esports audience is projected to be high. Thus, The market is expected to
grow to be more than $450M in 2021 (Statista, 2020). The most widely used games are
mobile games which accounted for 67%, 24% on PC and 9% on consoles (True Visions
Group Company Limited, 2019)

Consumer behavior has shifted as a result of COVID-19, with consumers relying
more on the online media, especially gaming. The global gaming industry grew by 9.3%
YOY in 2020. Meanwhile, Thailand’s gaming industry drastically grew at 14.4%. There was
a surge in Engagement and revenues in all game categories in 2020, but mobile gaming
was the prominent one, with the $77 billion generated and 13.3% YOY growth. (Digital
Economy Promotion Agency and IMC Institute, 2020)

In 2017, Esports was officially registered as an official sport, meaning that Thai
teams can participate in international championships(Bangkokesports, 2019). Thai
athletes won gold medals from ROV the 2019 SEA games and silver medals from
hearthstone. (Esportsearnings, 2021). As of 2021, Thailand has more than 500

professional esports players. In the top 100, their total tournament earnings range from



$500K to $21k (Esportsearnings, 2021) Many leading Thai athlete ranked the 1st in the
Region and/or the World Championship/League such as

e Jabz from 3 DOTA2 Tournament, earned total of $112,100 prize

e FirstOne from 2 ROV League, earned total of $76,257 prize

e D2E from 5 PUBG Challenges, earned total of $91,250 prize

One of the most popular games in Asia is ROV(Realm of Valor) ranked as the 11®

highest prize in the World, Offering up to $11 million prize and having more than 495 pro
players worldwide (Bangkokesports, 2019). In the top 100 highest earning Thai esports
players, 32 of them earned from ROV (Arena of Valor) the most. Interestingly, in the top 10
esports athletes, 6 of them play ROV, 3 play PUBG and 1 play Dota 2. The total cumulative

prize around $2 million among the top 100 (Esportsearnings, 2021)

3.Literature Review
Esports ecosystem

According to Mckinsey (2020) research, there are 7 main entities that combined to
make an esport competitive ecosystem which consist of 1) esport athlete 2) Team/affiliate
3) tournaments 4) media streaming 5) influencer 6) game developer and 7) competition
operators. All of the 7 entities must play an important role In order for a particular game
to be successful in esport. The game must have a combination of quality game
development that can attract players to play competitively then, the competition operators
must organize bringing esport athlete and teams to play and promote the competition
through quality public, media and influencers that can deliver attractive message to the
audience which attracting more viewers resulting in a more revenue and positive game
reputation. There is also evidence found by Johnson and Woodcock (2017) and SCB
Economic Intelligence Center (2021) that the gaming industry has grown accordingly with
streaming platforms which have shown further growth potential with 6.2% cumulative
average growth rate as there is more incoming supply from content creators such as
competition and media content that serve the demand from viewers.

However, aside from the 7 mentioned entities, the legal and government also has to

be considered. It was observed that Thailand has no laws and regulation enforcement



regarding the protection of professional esport athletes such as social security protection
and employment rights regarding the contract agreement (Kheanpan W. and Junngam N.,
2020). This could leads to multiple such as 1) esport player contract has yet to be classify
as a job according to Thai’'s law which means that Thai professional esport players will not
get employment benefit 2) the only way to revised an unfair contract is to prosecute the
affiliate and the contract will be change only in the court which is costly for the
professional esport players and 3) although the Thai sport endorsement act in 2013 has
provide some protection to esport player, the esport itself has yet to be include as a sport
in this act (Kheanpan W. and Junngam N., 2020).

For the development of esport players, there is a study by Salo M. (2017) that
observed the growth stage of esport players and classified them into 4 different stages
which are 1) initial 2) development 3) mastery and 4) discontinuation. The initial stage is
when an individual is introduced to esport which is shortly followed by a development
stage where the accumulation and development of skills take place. The mastery stage is
when the athletes have reached their best competence and skill. Lastly, discontinuation
takes place when athletes are unable to compete competitively that eventually leads them
to retire from the competition and take on other roles such as becoming a coach. Players
need to recognize which stage they are in and focus on mastering that stage and prepare
for the next stage. The further factors that can contribute to the success of an esport
athlete include an involvement in the domain at an early age, demonstrated higher level of
performance in early competitions, performed at higher level than peers and
demonstrated higher rates of improvement in performance at a young age (Fransen J.
AND Gullish A,, 2019).

Moreover, when comparing the age of esports players with notable sports, the
average age of esports participants is relatively short according to the report from
ESPN(2017) . So, why are so many esports players retiring at an age when they should be

gaining prominence in comparison to conventional sports (figure 3.1).
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Figure 3.1
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Looking into the 2014 research by Simon Fraser University in Canada, 3,000
people aged between 16-44 were tested and analyzed to see their performance on a
real-time strategy video game (StarCraft II). The findings demonstrate that cognitive
capacity increases from 16 to 24 years old and then begins to diminish beyond that. After
the age of 24, cognitive speed decreased by around 1% per year for every 15 years. The
link between speed and accuracy is the primary factor. They discovered that older players
make slower decisions and place a greater emphasis on accurate movement and planning.
When comparing these data to real life, The majority of qualified athletes are between the
ages of 21 and 23. Older players are more likely to play Captain and remain in the fifth
position (support role and control the situation). Hence, these studies highlighted the

importance of early age incubation for esport players.
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4. Theoretical Framework
SWOT

Helpful Harmful

To achieve the objective To achieve the objective

Internal Origin
Attributes of the Strengths Weaknesses
organization

External Origin
Attribute of the Opportunities Threats
environment

PESTEL

Political Government Policy, Political Stability, Corruption, Global Influence,
Foreign Trade Policy, Tax policy, Labor law, Trade restrictions

Economic Economic growth, Exchange rates, Interest rates, Inflation rates,
Disposable Income, Unemployment rate

Social/Cultural | Population growth rate, Age distribution, Career attitudes, Safety
emphasis, Health consciousness, Lifestyle attitudes, cultural barrier

Technology Technology incentives, Level of innovation, Automation, R&D
activities, Technological change, Technological awareness

Environment Regulation and Restriction, Weather climate, Environmental policies,
Pressure from NGOs

Legal Discrimination Laws, Antitrust Laws. Employment Laws, Consumer
protection laws, Copyrights and patent laws, Health and Safety laws

5.Methodology

The study will use 2 different approaches to analyze the factors that contributed to the
Thai esport player incubation. 1.) I used the existing secondary database to analyse the

current situation of Thai esport industry such as data from the past research that was
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conducted by consulting firms and/or data from Thai esport related websites. Then, 2.) I
will conduct an in-depth interview to get an insight of the factors that are affecting Thai

esport player incubation on some of the most successful esport players in Thailand.

The in-depth interview will consist of multiple open ended questions in order to capture
the original opinion of the respondents without an intervention from the author. The
questionnaire will ask about the respondents’ opinion on Thai esport industry and the
factors that affected Thai esport players' incubation. The list of questionnaire example are
represent below (see appendix 00 for more detail):

1. What s the strong point of Thai esport industry?

2. What factors do you think make esport players successful?

3. How affiliate and/or sponsorship contributed to the player's success?
Criteria for sample selection:

1. The esport player must have competed in the international competitions

2. The esport player must have an affiliate and/or sponsorship

3. The esport player must be ranked within the top 100 esport players classified by

the prize earned from competing in tournaments. The rank exception will be used if
that player won in the national competition as Thai National Athlete.

After I obtained the list of Thai’s esport players that fall in the criteria above, I will
randomly ask for permission to interview however, not all esport players are willing to
respond. For those who are willing to be interviewed, the questionnaire will be sent to
them beforehand so that the respondents have time for preparation'. Meanwhile, the
demographic aspect of the players, for example gender and age, will not be asked directly
in the questionnaire but will be observed through online data sources such as esport
players’ Facebook page.
The result obtained from the interview will be grouped according to the theoretical

framework of SWOT and PESTEL.

' Some players who are willing to answer may have to consult with their affiliate and/or sponsor before
given out information related to the company
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6.Finding and Analysis

This section will analyse the results obtained from in-depth interviews and
secondary data research. There are a total of 10 Thai esport players who are willing to
participate in this interview which 9 out of 10 esport players that have responded are
ranked within top 100 of Thai esport players categorized by the total prize earned from
competing in tournaments and 1 player have competed internationally as Thailand’s
representative but does not ranked within the top 100 highest esport earning of Thailand.

2 out of 10 interviewees have already retired from playing professionally however,
they are still working within the esport industry. The numbers of esport tournaments that
they have participated in varies from 7 tournaments to 42 tournaments while the years of
experience varies from 1 year to 8 years (see table 6.1). The age of players also ranges
between 17 to 29 years old and the average age of active players is only 24.1 years old. In
terms of the genre of games, | have classify into 5 genre which are first-person shooter
(FPS), real-time strategy, multiplayer online battle arena (MOBA), sport and battle royale
where 4 respondents have competed in FPS genre, 2 respondents have competed in
real-time strategy genre, 4 respondents have competed in MOBA genre, 1 respondent have
competed in sport genre and 1 respondent have competed in battle royale genre as a
coach (see table 6.2).

P1 was a former pro player of a popular FPS game. He was able to get into the
biggest highest-ranked US team of ‘that FPS game’ and won a total of 1 global tournament
and 3 international tournaments. He has already retired now and turned himself into a
streamer and coach for Thai leading affiliate’s team in a popular battle royale game. He
claimed that his total earnings are eight figures per year.

P2 is an active pro player of real-time strategy card games. He has competed in the
international competition as a Thai representative for two consecutive years for ASEAN
games 2018 and SEA games 2019. He is the first thai esport player to achieve a medal in
SEA games. He is also a Thai representative to give a new card’s voice over of the game
that he plays.

P3 is an active athlete in one of the very first FPS games that have esports

tournaments. He ranked the first for 3 consecutive years at the national level.
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P4 is an active athlete in one of the very first FPS games that have esports
tournaments. He ranked as the top 3 esports players of this game. He won a total of 1
regional and 4 domestic competitions.

P5 is an active pro player of real-time strategy card games. He won 2 regional
tournaments. His highest prize earned was $25,000 in a single tournament.

P6 is a retired pro MOBA athlete, he currently does live streaming on his page. He
won a total of 2 Global League and 3 National competitions.

P8 is an active pro player for sports games. He participates in the esports
competitions and does live streaming on his facebook page, where 70% of his income
comes from live streaming. He started his career as a professional athlete at the age of 14.
He won 1 global tournament and 3 international tournaments. His highest prize earned
was $100,000, making him the number 1 top player of ‘that sports game’ in Thailand.

P9 is an active MOBA pro player who earned over $50,000 in 2020 at the age of 16.
He won the biggest ‘MOBA’s game name’ national tournament beating the 2-year
champion which he earned over $30,000. He spent only 2 years becoming a professional
player. With his outstanding talents, He dropped out of school to become a full-time
esports athlete.

P10 is a former MOBA pro athlete who won the 1st and 2nd place in the World
Championship in 2017 and 2018. He is also known as a pro player who ignited the esports
competition trends in Thailand. He also established one of the popular thai affiliates.
Nowadays, he is a coach for a leading Thai affiliate.

The result obtained from the interview will be group using theoretical framework

of SWOT and PESTEL.
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Table 6.1
Interviewee’s Demographics (as of April 2021)

Prize
Country earned Interviewed
Ranking Status Age Tournament from Experience Affiliate Date
tournament
P1 Top 100 | Retired | 27 15 $5x,xxx 6 years AXXXXXX 18/04/21
X
P2 ~300th Active | 22 10 $x,xxx 2 years Bxx 19/04/21
(Thai
National
Team)
P3 Active | 24 37 $2x,xxx 6 years Bxxxxx 25/04/21
P4 Active | 23 42 $2x,xxx 6 years Bxxxxx 27/04/21
P5 Top 100 Active | 22 10 $6x,xxx 1 year Bxx 28/04/21
Highest
P6 EaTr}?‘Pg Retired | 29 10 $5% xxX 4years | Axxxxxx | 1/05/21
ai
Esports X
Athlete
P7 Active | 28 9 $5x,xxx 4 years Bxx 1/05/21
P8 Active | 22 10 $1xx,xxx 8 years Fxxx 6/05/21
XXXX
P9 Active | 17 8 $6x,xxx 2 years Txxxx 10/05/21
P10 Active | 27 10 $7x,xxx 8 years EeXXXXX 30/05/21

Sources: Esportsearnings(2021), Liquipedia(2021) and interviewee’s social media
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Table 6.2
Tournaments’s games genre played by interviewees

Player
First-Person  Real-time
Shooter Strategy
(coach)

P2 N4

P3 v

P4 N4

P5 N4

P6 v v

P7 V4

P8 N4
P9 N4
P10 v

Sources: Esportsearnings(2021), Liquipedia(2021) and interviewee’s social media

SWOT
Strengths

Talking about the hottest sports in the digital era which is getting the same
attention as football, Esports is undoubtedly an answer to this with its worldwide
popularity from the enormous prize pool which is equally to football prize (Krungsri,
2021) P2 mention that Worldwide esports is so big that it has the potential to be the same
as football in the future. All interviewees agreed that Thai esports industry is growing and
gaining more popularity in recent years thanks to the Global esports growth. P10

mentioned that Thai esports expanded remarkably in the recent years. However, the
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industry is neutral right now. P1 and P2 stated that thai Esports are securely growing
along with creating many relevant professions: athlete, coach, commentator, game caster,
organizer, affiliate’s relevant career and investors. P2 said that these careers drive the
industry forward as well as the rising numbers of audience. Moreover, Esports also offers
Global Brand sponsorship opportunities to popular affiliates and teams, which show no
difference from other sports.

Almost half of them compete in the Mobile games which some said that Mobile
esports are the key trends in Thailand. Apparently, the emergence of mobile games can
lower the barrier of entry as well as creating a more complete ecosystem of players and
audience. One of them said that Thailand’s esports became more serious after the
emergence of ROV(Arena of Valor), which is the MOBA(Multiplayer online battle arena) on
mobile phones. Some interviewees who are ROV pro players ranked at the Top 30 in
Thailand, meaning that ROV in Thailand have a considerable amount of prizes.

All the interviewees have records of winning at the international level in variou
types of games, They all agreed that Thai Athletes have high potential and records of
winning either at the regional level and/or being the World Champion. But without the
affiliate support in supporting them in the beginning, they couldn’t be as they are right
now. Thailand has many leading affiliates with great benefits, facilities and well-rounded
support. Most interviewees(P2,3,4,6,7,8,10) remarked that affiliates highly contribute to
their success especially in the process of making them fully become pro players by
supporting and managing them, also known as the incubation process. P5 stated affiliate
is one part of their success, but having no affiliate doesn’t mean that you will not become
successful. P8 mentioned that affiliates provide stability for him, he couldn’t get into the
international tournament without the support of affiliates.

From the interview, The affiliate provides all of them with monthly salary, training,
bootcamp, essential equipment, competition’s expense coverage, sponsorship, promoting
players, manager, coach and percentage share of merchandise sold. However, in an
exchange for these benefits, affiliates will get a percentage share of athlete’ prizes as
agreed as well as the both side reputation exchange (see figure 6.3). All of them claimed

that the affiliate’s agreement and benefits are fair for them. P9 said that The higher a
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player's potential (tournament won and popularity), the more money affiliates will
provide to the player.
Figure 6.3

Value exchange between affiliate and Players

Monthly Salary

Bootcamp, gaming house

Gaming equipment's

Competition expense coverage (Pocket Money,
Transportation cost etc.)

Internal Training and competitions

Managers, Coach and/or team

Affiliate Reputation

% of merchandise sold

Sponsorship

Affiliate _" Players

Player's reputation from Wining the tournament, competitions
and getting into Thai national Team

Tournament prize (Affiliate get % as agreed)

Livestreaming (depends on the agreements)

source: interview results and research
Weaknesses

Thai esports has Garena as one of the leading online gaming developers,
publishers and esports organizers, which launched many popular games and organized
many esports tournaments with a presence in more than 130 markets around the world.
Garena organizes esports activities all over the world, ranging from small tournaments to
some of the most watched professional esports leagues in the world. Garena’s popular
games in Thailand are ROV, LOL, FIFA online 4, Free Fire, Call of Duty (Garena,2021). Most
Interviewee’s participated in these Garena’s games as well as Garena’s organized
tournaments. Apart from that, Thai telecommunication companies, such as AIS, TRUE and
DTAC, take part in esports including organized esports tournaments, sponsored popular
affiliates and sponsored leading Thai esports teams. One of the interviewees also from the
telecom-sponsored team.

For the opinion of interviewees, P2 said that he doesn’t see many investors in Thai
esports except Garena. If Thailand does have many investors, the industry will definitely

grow more. According to Forbes 2020, Among the top 10 most valuable esports
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companies in the World, 6 are from the United States, the rest are from the Netherlands,
Canada, Germany and South Korea. The company’s value ranges from $410 million to
$150 million. The higher the company value means that the originated countries have high
competition, able to attract talented players and have high power to pay. These can imply
that these countries have higher investment levels and these may apply to the case of
Thailand.

Currently, P10 observed that The tournaments are not as heavily promoted as
before. P6 and P10 agreed that The investors are now looking for profits more than
developing Thai esports, making Thai esports lagging behind other countries. P6 also
mentioned that Thai esports lack support such as athlete welfare, tournament events and
social acceptance. P5 said that Thai athletes haven't received much attention from the
government. He wants the government to understand and emphasize more on athletes.
Eventually, Thailand will certainly have more esport players at the Global level. P7 claimed
that Thai Esports haven’t received 100% acceptance compared to other sports, leading to
the lack of industry and athlete support. These topics will be discussed later in the PESTEL
analysis.

Opportunities

Esport industry and Thai’s esport players have a lot of potential to grow in the
future. P1 and P2 have also suggested that most of Thai people in gen Y and gen Z would
have experience and knowledge about games. This would eventually become an
opportunity as when people from this generation become parents, they will have more
understanding of game and esport which will be beneficial for the younger Thai
generation to pursue a career as professional esport players. Also, most of the
interviewees have agreed that if the Thai government has support and classifies esport as
one of the traditional sports, there will be a protection and social benefit for professional
esport players which create more opportunity for people to come into the esport industry.
Moreover, esport can also be viewed as part of an entertainment industry meaning that
not all esport players have to compete at the professional competitive level but they can
also expand their career into the streaming platform. Most of the
interviewees(P1,6,7,8,9,10) do live streaming on their personal page. P8 has stated that

70% of his income was from his live streaming and page, while the 30% of income came
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from esports. As in the demographics, he earned $1xx,xxx solely from tournaments,
meaning that the income from live streaming is likely to be tremendous. He and most of
the athletes draw their esports fans to their page and engage with them through live
streaming, subscriptions, private groups and personal social media, creating a more
sustainable personal ecosystem. They can earn an extra income or even become their
main income channel in the future.

Threats
Thailand esport players are facing threats from foreign countries in terms of

investment and players incubation. From observing the big professional esport market
such as the USA, China and South Korea, these countries are well known for their
competitiveness as we can see that there are much more professional esport players in
those countries (esport earning, 2021). The higher numbers of players can indicate higher
competition in that region compared to Thailand. As competition is strong in areas such as
the USA, China and South Korea, this would drive higher investment from the esport
affiliate in that region in order to capture and discover new talented individuals. This is a
major threat because the competitive region will attract more investors and some
investors may divert their esport investment out of Thailand. Also, the political instability
can be a threat for investors that directly affect the development of Thai esport players.
Moreover, the longer it took the Thailand government to recognise esport as one of the
traditional esport, the less people will attempt to become professional players as they are

uncertain about their benefit and social protection.

PESTEL
Political

Apart from having Thailand E-Sport Federation (TESF) and private sector
investment, there are some major political issues regarding the incubation of esport
players such as the support and regulation. P2, P3, P6.P7 and P9 all agree that Thai
government should increase its support to increase the prize pool of the competition.
Moreover, all of the interviewees said that they need the government to heavily promote
and educate people about esport in order to raise public acknowledgement and reduce

the negative reputation of playing games. Such games will lead to violence and/or bad
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academic performance which are perceived widely in Thai’'s society. Furthermore, they
also need the government to create strong fundamentals for esport players including
consistency in esport tournaments (P2 and P8) and a strong esport community (P2 and
P3). The TESF should also promote esport in all game genres and all levels of esport
players. Thus, a supportive government can create a suitable environment for Thai esport
players to thrive where more people can discover themselves and take part in an esport
career quickly which will increase the number of players, the level of competitiveness, the
level of skills and the amount of investment.
Economic

Thailand esport industry and esport industry as a whole has been affected by the
economic situation however, the effect of economic on esport before the COVID-19 is due
to the expansion of the market mostly observe by the raise of esport audience, players
and investment which the evidence are shown by the report from Newzoo (2021),
Mckinsey(2020) and Statista (2021) that revenue, audience and prize pool has drastically
increase by a 2 digit figure each year. The COVID-19 effect on Thai esport players'
incubation is ambiguous. Most of the interviewees (P1, P2, P3, P4,P5,P7,P9) said that the
COVID-19 pandemic stop all local area network (LAN) type competition meaning that all
competition has to be organized online which reduce the amount of sponsorship in
competition leading to a reduction in income of the esport affiliate and esport player.
Moreover, global level tournaments are all suspended since long distance gaming can
create lagging problems during the competition. As a result, the lack of big tournaments
affects the income of esport players as a whole. However, esport can also thrive by taking
advantage of the streaming platform and online tournaments which encourage regional
competition. According to P6 and P8, they said that the pandemic does not affect the
amount of tournaments that they participated in and they also observed that there are
more tournaments after the pandemic than before the pandemic as well. Even Though the
increase in numbers of tournaments do not reflect an increase in esport players revenue,
it can be an opportunity for new emerging players to gain more experience through these

tournaments.
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Social
Social impact on Thai esport players can be observed from family level up to the

nation level. Since esport players are incubated at a younger age, the family institution is
held to be one of the most important factors that influence Thai esport players incubation.
According to the report in 2019 by Thai National Health Commission Office (NHCO), it was
observed that the major concern for parents of esport players are related to health and
psychological issues. They perceived that games would cause bad health to their
child/children such as bad eyesights and lack of sleep. They also fear that games will
increase aggressiveness and temper of the player’s behavior. Therefore, some parents
would not allow their child/children to pursue an esport career which can cut off the
initial and development stage of an esport player. However, on the side of the
interviewees, P1, P3 and P4 have an optimistic view on the future of Thai’s family situation
as they said that more parents are willing to support if their child/children are
determined to become professional players. On the other hand, media, news and
community comments can negatively mislead society's perception on esport. Moreover,
cyberbullying after bad performance can negatively affect the mentality of esport players
during the incubation process which can also cause some esport players to give up on
their career. Hence, building a strong and supportive community and educating society to
understand more about esport can help increase the rate of Thai esport players'
incubation.
Technology

Esports Live streaming has become the crucial part in the tournaments especially
for audience watching, funding and sponsorship. There is a lot of innovation in improving
esports players body and health in many equipment and gadgets which are gaming related
and non-gaming related. P3 mentioned Starlink from Elon Musk which will help with the
online tournament’s internet connection. P5 remarked that there are shoes that are
specifically designed for gamers. P8 stated that esports technology innovation is part of
marketing. However, the effect of technology on Thai esport players' incubation is very

subtle.
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Environment

There exists research that covers the environmental impact of gaming and due to
the limitations that interviewees don’t have enough time to answer every aspect needed, |
then decide not to include environmental related questions in the interview.

According to Mic article(2020), While gaming requires only a Computer and/or
Mobile phone, there is more than that behind the scenes which is the electricity required
to run the 24/7 online system. Gaming bears an unspoken cost to the environment.
Depending on the types of gadget, games use an average of 5 and 375 kWh a year for
their gaming activity(Greening the beast, n.d.). Playstation use same amount of electricity
as xbox, but nintendo switch uses a lot less. Heavy gamers will use a significant amount of
electricity up to 1,100 kWh per year (Greening the beast, n.d.) compared to a washing
machine at 318 kWh each year and a refrigerator at 495 kWh per year(Energystar, n.d.).
During games, PC-based cloud gaming consumes roughly 500W of electricity(The
Computer Gamers Journal,2019). The amount of energy used in data centers and
networks is far higher than that used in local gaming. Cloud-based gaming's energy
consumption is accumulated with the existing carbon footprint from servers and data
centers around the Globe. Data centers account for around 2% of global greenhouse gas
emissions, which is almost the equal to the whole aviation sector (The Guardian, 2015).

According to The Computer Gamers Journal(2019), gamers in the United States
alone spend 34 terawatt-hours of energy in one year. Gaming consumes almost 2.5
percent of all domestic power in the country, which is more than all of the country's
refrigerators combined. The study found that the emissions generated by gaming in the
United States would be comparable to putting five million extra automobiles on the road
or 85 million more refrigerators in use nationwide. In South Korea, more than half of the
total population (28.9 from 51 million) play games which they spend $200 yearly on.
Twitch is a hugely popular site where users can simultaneously broadcast themselves
playing games to their audience. According to WePC 2018, the number of people who
watch twitch and Youtube are more than the number of people who watch ESPN, Netflix,
and HBO combined. In 2017, more than 355 billion hours were spent watching Twitch

alone(WePC, 2018). The streaming activities have environmental costs which will continue
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to expand as the number of audience increases(Mic, 2020). These environmental concerns
would significantly affect Thai esport players' incubation if they are forced to not practice.
Laws

According to the Legal Problems on E-sport Player Contracts Article by Kheanpan
W. and Junngam N., 2020 mentioned in the literature review, Thailand has no laws and
regulation enforcement regarding the protection of professional esport athletes which
could possibly lead to player’s won’t receive employment benefit and require to go to the
court if the contract is unfair. Moreover, the classification of Esports as sports in 2017 only
allows the international competition and does not cover the player’s rights.

From the interviews, Affiliates only make general employment contracts with
players which are not sufficiently covering the athlete. Most of them aren't aware of the
laws involving esports players which might oppress them. Only 2 athletes(P1.P6) are fully
aware of the athlete’s rights and protection. P6 also mentioned that most athletes do not
currently have enough contractual knowledge, they may easily become a target for people
who want to take advantage of athletes. P1 requests social benefit coverage especially the
insurance for players, as when he was in the US affiliate, esports players are at the same
level as NBL baseball players. P6 requests a specific contract that covers an athlete’s body,
not just an employment contract. He also seeks for government intervention in athlete’s
protection laws which control the affiliate.

One athlete (P2) is partially aware. 6 Athletes (P3, P4, P5, P7,P8, P9) are not sure
about the laws and regulations. Even most of them aren't aware of athlete laws and
regulation, They can comment and request more of players protection laws, players
health, career incubations support, affiliate control and underage athlete protection. P1
requests social benefit coverage for players, as when he was in the US affiliate, esports
players are at the same level as baseball players. P3 requests esports career creation
support. P5 and P9 request health and body protection for athletes. P8 requests
compensation in the case of contract cancellation because players get nothing from
cancellation. Furthermore, when I ask them about the fairness of the salary and prize split,
All of them agree that it is fair on both sides because the affiliate provides athlete support
in everything (as mentioned in strengths in SWOT) in exchange for prize split and

reputations. Moreover, money earned depends on the player's expertise and popularity.
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Overall, enforcing the laws and regulation that protect Thai esport players can be a
key to increase esport players' incubation as this would substantially increase stability in

their profession.

Other findings

There are three additional findings which were obtained from the interview results,
interviewees’ information and their social media. First, Figure 6.4 shows the career path
of interviewees, all of them started their career by ranking as top players in their
respective games, getting into the national tournaments and teaming up with existing
professional players. Then, the affiliate reached out to them or one athlete(P5) offered
himself to the affiliate. After the affiliates have trained and incubated athletes, there will be
an internal(domestic) competition to find the most competent one and send them to be
Thailand's representative. This could imply that Thai esport players must consistently
practice and develop their skills in order to catch attention from affiliates and/or
sponsors. Second, Figure 6.5 indicated the prize pool as the impactful factor for the whole
esports stakeholder which was obtained from P2’s interview in political part. A Smaller
prize pool decreases the attractiveness of the tournament. With less attractiveness,
engagement will be lessened. When there is less audience, organizers will organize less
tournaments which discourage affiliates from taking part in. When there are less affiliates,
athletes can’t make money making them quit playing as professional athletes. This creates
a full loop that if there is less prize pool, the whole loop is likely to crash. Hence, ensuring

the stability of the prize pool is essential for esport players' incubation.
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Figure 6.4 Career Path
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Figure 6.5 Prize Pool Chain
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Third, Figure 6.6 depicts the affiliate structure which was acquired from P2,3,9
interview results and research from Chayapat W. (2019), Tournament Prize will go directly
to the affiliate or affiliate owner which is distributed directly to athletes(yellow line as
player cash flow). The solid blue shows the command line, while the dot blue shows the
request line. The affiliate owners own everything shown in the figures except sponsors
and partners. The investment advisors are responsible for communicating with sponsors
and partners. There are team owners who manage teams including athletes, coaches and
general managers. Players receive orders from the team owner, coach and general
manager and they can make a request to the team owner, general manager and in some

cases players can talk with the affiliate owner directly (from P5).
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Figure 6.6 Affiliate structure

Affiliate Structure b
—p 0l line Affiliate Owner \ ‘.'1 Sponsor
.
J *
EEEEER Request line :
P i2eq l? Investment Advisor ]
Player cash flow o ~ r
* *e
Team Owner p ¢ *o‘ Partner

Competition and
tournament prize

Coach

Team owner - invest and make decision
Coach - improve players
Manager - take care of players

Players - compete and get more fame
Others - accountant, video editor, creator, PR

.0
‘[ General Manager

28



7.Conclusion
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Thai esports industry is growing with mobile gaming which reduces the barriers of
entry and a hyping ecosystem of athletes and audiences. Thai athletes have proven their
competitiveness and potential in many competitions at the international level, along with
many great leading affiliates in Thailand. But There's lack of industry opportunities for
rising stars to shine or even an esports starter. WHY? Because of the external factors that
players can not control like money circulated, sponsorship, investment, domestic
competition, laws and promoting channels for raising Thai awareness and global
awareness. From the study, Players all agreed that the government can essentially take
part in controlling and supporting these external factors and Thai esports have a lot of

room for investment as well as improvement.

Policy Implication

First, The government can step in, promote and invest in the industry like what
other nations did. The government can fully support the industry through TESF by making
the esports tournament to be some casual tournaments as traditional sports which can
raise overall Thais awareness, image toward the esports profession and foster the esports
community. Moreover, the government could educate parents to differentiate game
addiction behavior from playing professionally so that parents can monitor and

understand more about gaming. This stage focuses on changing thai perspective toward
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esports which will strengthen the industry from the inside. Eventually, Thai esports will be
stronger at the international level. If Thai government believes in Thai esports and its
potential, there’s no doubt that Thai esports will be in the limelight among foreigner
investors.

Second, The government can revise and enact relevant laws designed specifically
for esports athletes which cover the esport’s rights, health, protection and power to
negotiate. The law should treat esports athletes the same as other sports using the
international standards. As long as athletes receive fairness and protection, more
prospective players are encouraged to join the affiliate which can incubate them to go into
the international competitions. and bring back pride to the nation.

Third, with sufficient support propelled by the government, this will lead to many
more opportunities which will make mature and new players picture more of their future
in this industry. Hence, Thailand will have a more complete ecosystem for esports players.

This paper is the very first pioneer paper regarding the esports profession in
Thailand. There are interesting interview insights gathered from the top 100 esports
players who succeed in the international and global level. Their opinion toward the
industry’s internal and external factors are included anonymously. Some information may
be useful for Thai affiliates as players may not openly discuss their concerns. The data,
insights and analysis may be useful for esports relevant stakeholders like affiliates, private
companies and most importantly the government. I hope this paper will shed some light
on some aspects that have been taken for granted for over a long period of time like ‘you
need to focus on the players' incubation, not just how much money you will get from
the industry’. Lastly. Athletes are the fundamental of the industry, if the incubation
process is well-rounded and strong, this will ensure the success from the well-incubated

Thai esports athlete.

Suggestion for future study

More research and interviews from relevant stakeholders (Affiliates, TESF,
Telecommunication companies and the Government) of the Esports industry are needed
in order to get a wider and deeper picture of the industry. However, this study only

focuses on the Athlete side.
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Appendixes

Question lists
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Interviewees’ answers
These are the raw answers from athletes. Translated answers are already included in the
findings section.
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