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Abstract
This study aims to identify the key components of value creation within the e-sports business sector and to develop an approach to value creation that supports sustainable competitiveness in the e-sports industry. The study examines the structural and operational characteristics of the e-sports industry, with particular emphasis on the roles of technology, human skills, organizational capabilities, and strategic management in enhancing business competitiveness. A quantitative research methodology was employed. The study population comprised entrepreneurs and executives operating e-sports businesses, from which a sample of 300 participants was selected. Data were collected using a structured questionnaire and analyzed using descriptive statistics and structural equation modeling (SEM) to examine the hypothesized relationships among the study variables.
The findings indicate that effective value creation in the e-sports industry consists of four key approaches: effective information technology utilization, organizational management, innovation management, and market-oriented management. These approaches contribute to the development of organizational capabilities and enable businesses to respond more effectively to the rapidly evolving e-sports environment. Furthermore, the analysis of differences by business size revealed that large e-sports organizations placed significantly greater emphasis on these value-creation approaches than small and medium-sized enterprises (SMEs), with statistically significant differences at the 0.05 level. The structural equation model further demonstrated that effective strategies for developing technological capabilities, human skills, and organizational capabilities are significant factors in achieving sustainable competitiveness. Overall, the findings provide a comprehensive framework for e-sports entrepreneurs and executives to strengthen organizational capabilities, enhance value creation, and develop sustainable competitive advantages in the rapidly evolving e-sports industry.
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Introduction 
The esports industry is rapidly evolving, making continuous innovation essential for organizations seeking to remain competitive and sustainable. As esports grows in popularity, organizations must adapt to emerging technologies, changing consumer preferences, and increasing competition (Allal-Chérif et al., 2024). Innovation involves not only technological advancement but also the development of skilled human resources capable of using technology effectively (Babin et al., 2024). Technology plays an important role in creating value within esports. Real-time data analytics allow teams to evaluate player performance, identify opponents’ strategies, and improve decision-making (Chen & Wu, 2024; Jordan-Vallverdú et al., 2024). Data can also support player well-being by monitoring physical and mental performance (Ke & Wagner, 2024). Therefore, the combination of technology and professional skills is increasingly important for sustainable competitive performance. Emerging technologies such as Artificial Intelligence (AI), Machine Learning (ML), blockchain, and Non-Fungible Tokens (NFTs) are further transforming the esports ecosystem. AI and ML can support performance analysis, cheating detection, matchmaking, and personalized fan engagement (Chanias et al., 2019). Meanwhile, blockchain and NFTs provide opportunities for digital ownership, fan engagement, and new revenue streams (Mancı et al., 2024). Despite growing research on technological innovation in esports, there remains a gap in understanding how technology and human capital can be integrated to create sustainable competitive advantage. Existing studies often focus on individual technologies or specific performance outcomes rather than the broader relationship between innovation, workforce capabilities, value creation, and organizational sustainability.
Therefore, this study is significant because it examines how esports organizations can combine technological innovation with human capabilities to improve competitiveness and create sustainable value. The findings may provide useful insights for esports organizations and industry stakeholders seeking to adapt to the rapidly changing global esports environment.
Objective
1. Identifying the key components necessary for experts in the e-sports business sector to enhance value creation.
2. Developing model for the approach to value creation for sustainable competition in the e-sports industry.
Literature Review 
Value Creation and Sustainable Competition in the Esports Industry
The rapid growth of esports has transformed competitive gaming into a global industry involving a diverse range of stakeholders, including players, teams, coaches, sponsors, game developers, media organizations, and technology providers. In this increasingly competitive environment, achieving sustainable competitiveness requires esports organizations to create value beyond tournament performance. In particular, long-term success depends on the development of skilled professionals, effective organizational management, technological capabilities, and strong relationships with key stakeholders.
A fundamental component of value creation is the development of essential skills and competencies among esports professionals. First, technical competencies are critical for mastering game mechanics and effectively utilizing gaming hardware, software, and analytical tools. Esports professionals must possess an in-depth understanding of their respective games while maintaining the ability to adapt rapidly to technological developments and changes within the competitive environment. Second, strategic thinking and knowledge of game theory enable players, coaches, and analysts to formulate effective strategies, anticipate opponents’ actions, allocate resources efficiently, and respond appropriately to dynamic in-game situations (Baptista et al., 2020).
Third, communication and teamwork are essential to esports performance because competitive success frequently depends on effective coordination among team members. Players must communicate clearly, establish mutual trust, and adapt their roles and strategies in response to changing circumstances. Strong interpersonal and communication skills can also facilitate more effective relationships among players, coaches, managers, and other members of the organization (Ginting et al., 2020). Fourth, leadership and management competencies are important for motivating players, resolving conflicts, making effective decisions under pressure, and fostering a positive organizational culture. In addition to managing team performance, esports managers are required to coordinate a range of business activities, including sponsorship management, marketing, financial planning, and player development.
Building on these competencies, a value-creation model for sustainable competition in esports can be conceptualized through five interconnected elements: capability development, strategic integration, stakeholder engagement, value creation, and continuous adaptation. Capability development emphasizes the systematic training and enhancement of professional competencies. Strategic integration involves combining human expertise with technological capabilities and organizational resources to improve both competitive and operational performance. Stakeholder engagement focuses on developing and maintaining meaningful relationships with key stakeholders, including fans, sponsors, players, game publishers, and other industry partners. Value creation encompasses multiple dimensions of organizational performance, including competitive achievement, financial performance, brand development, fan loyalty, and player development. Finally, continuous adaptation enables esports organizations to respond effectively to technological advancements, the emergence of new games, changes in audience preferences, and intensifying market competition.
In conclusion, sustainable competitiveness in the esports industry depends on considerably more than technological advancement alone. It requires the integration of technical expertise, strategic thinking, teamwork, leadership, and business capabilities within a dynamic organizational environment. By continuously developing these competencies and integrating them with technology, organizational strategy, and stakeholder relationships, esports organizations can strengthen their capacity to create long-term value and sustain a competitive advantage in an increasingly dynamic and competitive industry.
Research Methodology
Research Type and Design
This study employed a quantitative, cross-sectional survey design to examine technological advancements, competencies, and sustainable competition among esports and technology-driven businesses in Thailand.
Population and Sample
The population consisted of executives from 500 esports and technology-driven businesses registered in Thailand in 2024, categorized as large organizations and SMEs according to the Industry Ministerial Regulations, B.E. 2545. Using Taro Yamane’s (1973) formula at a 0.05 error margin, the required sample was 345. However, based on the recommended sample size for SEM by Barnes et al. (2012), 300 executives were selected: 150 from large organizations and 150 from SMEs.
Sampling Technique
A multi-stage sampling technique was used (Abraham et al., 2020) to select participants from the two business groups.

Research Instrument
Data were collected using a structured questionnaire developed from the frameworks of Klarenberg et al. (2022) and Verdugo et al. (2016). Content validity was assessed by three experts, producing IOC values of 0.70–1.00, exceeding the 0.50 criterion. A pilot test with 30 esports businesses produced a Cronbach’s alpha of 0.95, indicating high reliability.
Data Collection Procedure
After expert validation and reliability testing, the finalized questionnaires were distributed to the selected 300 executives. Completed questionnaires were checked, coded, and prepared for statistical analysis.
Data Analysis
Frequency and percentage were used for checklist items, while mean and standard deviation were used for estimation scales. Open-ended responses were analyzed using content analysis and frequency. An independent-samples t-test was used to compare large organizations and SMEs at the 0.05 significance level. Multivariate analysis and Structural Equation Modeling (SEM) using AMOS were employed to test the research hypotheses and relationships among the study variables.
Results
Table 1 General status of esports business organizations
	Characteristic
	Category
	Percentage

	Business size
	Small and medium-sized enterprises (SMEs)
	50.00%

	Large businesses
	50.00%
	

	Business structure
	Limited company
	45.00%

	Years in operation
	10–20 years
	40.20%

	Ownership/investment
	Fully invested by Thai stakeholders
	40.60%

	Business location
	Provincial areas
	52.50%


The general status of esports business organizations revealed that respondents were primarily small and medium-sized enterprises (SMEs), comparable to large businesses, with each group representing 50.00% of the sample. Most esports organizations were structured as limited companies (45.00%). The majority of these businesses had been in operation for 10 to 20 years (40.20%). Additionally, 40.60% of the business models were fully invested by Thai stakeholders, with most companies being located in provincial areas (52.50%).
Table 2 Mean and Standard Deviation Classified by Industry Size as an Overall and by Aspect
	Approaches
	Small and medium industry business
	Large industry business

	
	
	S.D.
	 Level
	
	S.D.
	Level

	Overall Importance Level
	3.73
	0.62
	High
	4.21
	0.35
	High

	1.Information Technology
	3.89
	0.57
	High
	4.23
	0.38
	High

	2.Organization Management
	3.83
	0.71
	High
	4.19
	0.40
	High

	3.Innovation Management
	3.82
	0.58
	High
	4.21
	0.41
	High

	4. Market Orientation
	3.77
	0.76
	High
	4.20
	0.44
	High


The findings indicate that all four approaches were highly important to both small and medium-sized and large industrial businesses. Large businesses reported higher overall importance (M = 4.21, SD = 0.35) than small and medium-sized businesses (M = 3.73, SD = 0.62). Information Technology ranked highest in both groups, followed by Organization Management, Innovation Management, and Market Orientation. Overall, the results suggest that all four approaches are important across both groups, with large businesses consistently assigning greater importance to them.
Table 3 Comparison of differences in importance classified by business size, the industry overall, and by aspect.
	Approaches
	t-value
	p-value

	Overall Importance Level
	-9.36
	0.00*

	1. Information Technology
	-7.07
	0.00*

	2. Organization Management
	-10.87
	0.00*

	3. Innovation Management
	-8.08
	0.00*

	4. Market Orientation
	-8.05
	0.00*


Table 3 shows that the overall importance level differed significantly from the reference value (t = −9.36, p < 0.001). All four dimensions also showed significant differences (p < 0.001). Organization Management had the largest absolute t-value (−10.87), followed by Innovation Management (−8.08), Market Orientation (−8.05), and Information Technology (−7.07). Thus, Organization Management demonstrated the strongest difference in importance, while Information Technology showed the smallest.
Hypothesis Testing Results
The hypothesis testing results support all five proposed relationships in the structural equation model. Specifically, information technology positively and directly affects organizational innovation (H1) and market orientation (H2), while organizational management positively affects organizational innovation (H3) and market orientation (H4). In addition, organizational innovation has a positive direct effect on market orientation (H5).
These findings indicate that effective information technology and organizational management contribute significantly to organizational innovation and market orientation. Furthermore, organizational innovation strengthens an organization’s ability to respond to changing market needs. Overall, the results highlight the importance of integrating technological capabilities, effective management, and innovation to create added value and achieve sustainable competitive advantage in the rapidly evolving esports industry.
Discussion
The findings regarding approaches to creating added value and achieving sustainable competitiveness in the esports industry can be discussed across four key dimensions: information technology, organizational management, innovation, and market orientation.
Information Technology
Information technology plays a fundamental role in creating added value and strengthening the competitiveness of organizations in the esports industry. Esports organizations increasingly prioritize the establishment of secure access rights to sensitive information to ensure data protection while enabling efficient information sharing across departments. The implementation of robust data backup systems is also essential for minimizing the risk of data loss. Furthermore, the transition from paper-based documentation to electronic data storage can streamline organizational processes, improve accessibility, and reduce operational costs (Sawangrat, 2021). Beyond improving data management, the effective use of information technology facilitates collaboration among employees and enhances overall organizational efficiency. Soto et al. (2018) demonstrated that technological capabilities can improve organizational workflows and contribute to greater creativity and innovation among employees. In the esports context, information technology also enables organizations to systematically collect, store, and manage organizational knowledge within centralized repositories. Such knowledge can be accessed efficiently to support decision-making, knowledge sharing, and collaboration among organizational members (Ben Zammel & Najar, 2022). Therefore, the strategic utilization of information technology represents an important mechanism for improving operational efficiency, supporting knowledge management, and creating organizational value in the esports industry.
Organizational Management
Effective organizational management is another important approach to promoting value creation and sustainable competitiveness in the esports industry. Organizations can foster a culture of innovation and sustainability by encouraging employees at different organizational levels to develop creative solutions and identify opportunities for improving sustainable business practices. Such an environment allows new ideas to emerge from operational-level employees and be integrated into strategic decision-making at the managerial and executive levels. Effective management also contributes to the standardization of organizational processes and promotes teamwork in accordance with established policies and objectives. Clear management practices can improve coordination among employees, enhance operational consistency, and ensure that organizational resources are used effectively. In addition, integrating technology into managerial practices can facilitate the creation and dissemination of new organizational knowledge, improve workflows, and strengthen organizational capabilities. These factors can ultimately contribute to the development of a sustainable competitive advantage (Cote et al., 2022). Accordingly, organizational management should not be viewed solely as an administrative function but as a strategic capability that enables esports organizations to coordinate resources, develop employee capabilities, encourage innovation, and respond effectively to changes in the competitive environment.
Innovation
Innovation is a critical driver of value creation and competitiveness in the esports industry, particularly given the industry's rapid technological development and changing consumer expectations. Esports organizations continuously seek to improve the technologies, tools, and services associated with gameplay, broadcasting, content creation, and fan engagement. Developing products and services in response to feedback from players, audiences, and other stakeholders enables organizations to remain responsive to changing market expectations. Innovation in management and organizational processes is equally important. Managerial innovation can help organizations align their products, services, and operational practices with emerging market trends and consumer demands. By continuously improving organizational processes and introducing new approaches to service delivery, esports businesses can enhance productivity and operational performance. Rambe and Khaola (2022) reported that organizational innovation can contribute significantly to improved productivity and business performance. Similarly, Tang et al. (2022) emphasized that the adoption of innovative practices is important for strengthening organizational stability and resilience. Abubakre et al. (2022) further highlighted the importance of innovation in developing organizational capabilities and improving business performance. Thus, innovation should be considered a continuous organizational process rather than a one-time activity. Esports organizations that successfully develop and implement technological, product, service, and managerial innovations are better positioned to respond to environmental changes and maintain their competitive position over the long term.
Market Orientation
Market orientation focuses on understanding and responding to consumer needs and changing market conditions. In esports, it helps organizations gather and use information about players, audiences, sponsors, partners, and other stakeholders to improve products, services, branding, and marketing strategies. Royo et al. (2021) found that market orientation strengthens organizational learning, competitive awareness, and coordination, improving marketing effectiveness. Borazon et al. (2021) also highlighted its role in strengthening stakeholder relationships and helping organizations respond to competitive and regulatory pressures. Similarly, Akgun and Polat (2021) noted that market-oriented practices in branding, customer relationship management, pricing, and distribution improve responsiveness to changing market needs. Overall, market orientation helps esports organizations turn market knowledge into effective products, services, and strategies that create value and support competitiveness.
Overall Discussion Information technology, organizational management, innovation, and market orientation together provide a comprehensive approach to value creation and sustainable competitiveness in esports. Information technology supports information and knowledge management, organizational management coordinates resources, innovation enables adaptation and development, and market orientation aligns activities with consumer needs. These approaches are interrelated and, when implemented together, can improve organizational capabilities, operational efficiency, responsiveness, and the ability of esports organizations to achieve sustainable competitive advantage.

Conclusion
This study identified the key approaches required for value creation and sustainable competitiveness in the esports industry. The findings indicate that four dimensions are particularly important: information technology utilization, organizational management, innovation, and market orientation. Collectively, these dimensions strengthen organizational capabilities and enable esports organizations to respond effectively to rapid technological developments and changing market conditions.
The findings also reveal significant differences according to organizational size, with large esports organizations placing greater emphasis on value-creation approaches than small and medium-sized enterprises. This finding suggests that organizational scale may influence the extent to which businesses are able to invest in and implement the capabilities required for value creation and sustainable competitiveness.
Furthermore, the structural equation model confirms that the development of technology, human skills, and organizational capabilities plays a significant role in achieving sustainable competitive advantage. These findings suggest that competitiveness in the esports industry cannot be achieved through technological investment alone. Rather, sustainable performance requires the integration of technological capabilities with effective management, skilled human resources, continuous innovation, and market-oriented strategies.
Overall, the findings suggest that long-term success in the esports industry requires more than technological development. Effective management, skilled personnel, continuous innovation, and strategic market orientation are equally important. The findings therefore provide a practical framework for esports entrepreneurs and managers to enhance value creation, organizational resilience, and sustainable competitiveness.




Suggestions
New Body of Knowledge
The study proposes a value-creation framework based on four key components: information technology utilization, organizational management, innovation management, and marketing focus, supported by technology, skills, and organizational capabilities.
Recommendations for the Public and Industry
 E-sports businesses and relevant stakeholders should invest in digital infrastructure, workforce skills, innovation, management, and strategic marketing to strengthen competitiveness and support sustainable industry growth.
Future Research
 Future studies should examine additional factors such as leadership, human resources, finance, fan engagement, and emerging technologies. Comparative and longitudinal research is also recommended to further validate the framework across different e-sports markets.
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