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Abstract

This study aimed to examine the impacts of Virtual Reality (VR) and Artificial Intelligence
(Al) technologies on esports game development, competition, and player experiences, as well
as to investigate the technical, economic, and social factors associated with the adoption of
these technologies in the esports industry. A mixed-methods research design was employed.

The sample consisted of 400 participants, including professional esports players, semi-
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professional esports players, esports coaches and trainers, game developers and Al/VR system
designers, and esports experts in Yala Province. Participants were selected using purposive
sampling combined with snowball sampling. The research instruments comprised a five-point
Likert-scale questionnaire, in-depth interviews, and observation. Quantitative data were
analyzed using frequency, percentage, mean, and standard deviation, while qualitative data
were examined through content analysis.

The findings revealed that the perceived role of Al in esports game development was at
a high level (X = 4.53, S.D. = 0.52), whereas the perceived role of VR was at a very high level
(X = 4.60, S.D. = 0.50). The factors influencing the adoption of VR and Al technologies received
a very high overall rating (X = 4.62, S.D. = 0.50), while the future prospects of esports received
the highest overall rating (X = 4.69, S.D. = 0.50). The findings indicate that Al has substantial
potential to support data analysis, skill development, training, and strategic decision-making,
whereas VR can enhance realism, engagement, and competitive experiences. The adoption of
these technologies is also associated with infrastructure readiness, costs, accessibility, and user
acceptance. Overall, the findings suggest that the appropriate integration of Al and VR can
support player development, innovative competition formats, spectator experiences, and
technological innovation across the esports ecosystem. The study provides empirical evidence
for understanding the role of emerging digital technologies in shaping the future development

of esports.
Keyords: Artificial Intelligence, Virtual Reality, Esports
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