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This study aimed to 1) analyze workforce demands and core
competencies in Thailand’s game and esports industry; 2) assess the
alignment of Thai Higher Education curricula with industry needs; and 3)
propose actionable curriculum recommendations. We combined a
systematic review with curriculum analysis of current program
documents, policy texts, and competency standards; extracted and
triangulated data using structured forms and a codebook; and binary-
coded 12 target skills to compute curriculum and skill coverage indices
(SCI_course, SCI_skill) and gap indices (Gap_course, Gap_skill),
interpreted as high, moderate, or low. Findings indicated that: 1) industry
prioritizes analytical thinking, followed by data analysis; teamwork,
communication, and creativity are in moderate demand, with salient
gaps in game design, development, project management,
streaming/broadcasting, game marketing, and leadership; 2) Thai higher-
education curricula show broad coverage but lack practice-oriented
depth in game production and design; and 3) recommended actions
include studio-based sequencing with critique, embedding target
competencies in core courses, expanded fieldwork, mandatory
internships, faculty-industry co-advising, and annual industry-partnered
review to close skills gaps and strengthen graduate readiness.
Keywords: Games & Esports Industry, Higher Education Curriculum
Development, Analyzing Workforce Demands
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1. uni (Introduction)
gaavnssunukazdaveinilaniinindvlnegudeilesuasfiunumd dgydeasughagandsia Tud
2566 wanaavalandiyanigefeszana 5.73 dudruum Taedisiwougidunuialanndt 3.3 Wudueu
(Newzoo, 2023) axvioudsnuiionogsunivatsvesgnanvnssuuargsfatufissusiidumsutstunlu
sUuAwoIndinnsvenessindaduiu Wl 2565 Sunududalesailannin 532 &ruau uazaninazis
640 drueu melud 2568 drusieldgramnssudauainlangsiia 4.394 uiludruum (Newzoo, 2022) nsiiuls
fanaruintululssmelnedoduiu Tnsgramnssnnulnelud 2566 - 2567 figar1sn 3.5 - 3.6 wiudum
wazaninaziiud iy 3.61 niludruuvlud 2568 (BizConnectionNews, 2025: Kasikorn Research Center,
2025) Bsiteiuszmalnoidunidunannuilvgfigelugianateleny fusenidesld Tud 2566 s19ldaininy
vodlne Insansinuiledeidulndannndt 1.4 uiudwum Snisssmalnefiswufidunuludssmannis
Uszanas 41 a1uau (Allcorrect Game Content Studio, 2025) agnslsfiflenaniuAsugiagauin anaivnssy
inunazdavosniuszautamdidny Tnomedymnisueusauyaainsiifivinug (Talent Shortage) wiluszy
Tanuaglutsanalne dhevimsluisnnussilanssyitgmildulssiusesidsiosas 26 vesuimnuri
Iaﬂaau%’udwmﬁnﬂLLﬂauﬂ’ﬂmLLazQ’LSTfmmiyﬁi’ﬁﬁ’mmnﬁu‘lmaaqﬁammm (Kurton, 2024) (Christofferson et al.,
2023) dmsulszndlneduisngiaunnulnedduumainfiosssanudosas 2 vesyammatmnuiianu
sudunannnisudstuivusnsnsussimauazdesrindumalulad suwdannsnayaansiifianudeivey
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NG 5aq§mmﬁ(§uu%ﬂu%guga (Kasikorn Research Center, 2025) @011%AUUANANNSE W W Ls 9913
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gnamvinsnuLay Savasaidulnlfesaddusioly
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avesn unumveInedelng Aenswantadinfidvinueasmunnudesnisvemaiaussnuasislsl
(InfoBrief, 2022) udluilagtiuvdngnsns@nuvednenaswisdmuiliviudensudsuulaswesgnaivnssy
denalifiAntosinssening “Asflaou” fu “Asfinirgranunisudons” Tasienizluanifsdestuinuuas
Savoin Ssdinmsuandfifiuimdngassedugaudnumesinednlvgddlilduiuidemuasinuelfaenndoaty
anudeen1ssdduansau anit wansaeuinuzidanadafisidudenisasrenualielva mseenuuuing
(Game Design) M33tAs1zvidoyagiau (Data Analytics) iouimnssutyassivg Snifainusiasudums
viauduiiy nmsdeasniwdingy uaznisuinisiasinis Adalalesunsysannisegraduilundngns
(Kurton, 2024) wadinusndetaudindunlitesdmamundeuiiefeadigauassduvisnnunioosdinsd
\Aeados ieduneinuglinswmuanudosnsdgnainsnildazioussnunlunisdisananiundisiu T
ﬂﬂﬁ;ﬁ’uﬁﬁyzymL%qmﬂﬁaﬂumsﬁamﬂ’umiﬁﬂmlwwmauw'aﬁmﬂmaau aNgasanIENIiunLLardavese
wiowauvinwefinsandliunindnwlisoulundngassumsiamunny nsdansgsiany wazdaveseluda
TUAYAR N (Twin Synergy, 2020) sTsluaminendelnedid edoedrunealuladuasuinnssy naonau
uinendenedguazionsu Weaiynainsiulmiindeuvinunidugeamnssiny venainidaiaam
weneslumsiasunmdnualvesnsidunaludsaslng mndufignuesinduianssulfansedwmiuiomau lug
nadu “ondn Aldsunssouiunarannsniousidosradussuuildsunssensu anuedoulnimanil
avvioufnnuneulunisandesineseninnanisdneiuniagsie eg1elsia lunmsiuuddedianndudn
Srnunndigsldliusuiilatagmdesinninee (Skil Gap) sewinsiadinfindnesnyunfuanudein1sasaves
gnamnssuiNuLazSavesndsasiog anunsaifnaniuduisaruimouasloniafincanisinuasenss
USuugmdngnsuasiuimanmsasy Wisliannsandayaainsiinsanuanudesmsvesmainussanugalvle
9E19U11934 (InfoBrief, 2022)
mAfeluadsdiinnnanusudvlunsitesadessindifieliduindounsiaunideuwasndngns
nsfnwilsiaensuiuaulla sunasuesgnamnssuinunazdaledn Jaqvudinanisfnuiiiszyii
aaausslugaavnssuinuuazdaUasnsioinisvinugle uazdoenislutinaiile Weuiudesinsmiuii
flegldutiagdunazidefioifnafurinuziinaindosnisazidusnguddylunsimuiméngasnisiFeunis
aoulusziugauFnwmasingliivatelutegiu fazihlugnmsiausuuzuumndlunsuiuusmdngasiiinag
wanzay sadwsiimands Ssmmiazldsuioyateyadssindiardieligimunileviensmsfnwiues
wingndoannsaUiulsmdngasvieimumangmslvildnsemuinueiidndunasiaiuainsdnnnuannsalu
nsutsiuvesadinlnglunainanuissiulsumauas seduanasiold (Noriya, et al, 2021)

2. ingUszaeAauIde (Research Objectives)
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3.1 lassadaussnuuasiineeiisndulugaamnssunuuazdavasn

aa o

gnamnssunuuazdalesniiofudiumnilwenasugiandviauaziasugioasvassafiiulneg 19590157 i

o '

lusgivlanuagyseindalve lnvasrsyarmnaingawaziindunisnulng 4 Suumn nuideuaysieay

[407]

Citation: Khanchai, K., Puisuwan, P., Panyakanphon, C., Sirirat, Y., & Pruettipuranee, T. (2025). Analyzing Workforce Demands in the Game & Esports
@ G)@@ Industries for Higher Education Curriculum Development in Thailand. Journal of Computer and Creative Technology, 3(3), 405-420.

https://doi.org/10.65205/jcct.2025.2863.



Journal of Computer and Creative Technology | Vol.3 No.3 (September - December 2025) ISSN 2985-1580 (Print)
Nsanseeuiwesiazimaluladaivassa | U9 3 atuil 3 (Fueeu - Suanau 2568) ISSN 2985-1599 (Online)

nangatusvyiyaanslumeisuludond Hard Skils Wy nsWmuung (Game Development) wagn13idou
Tusunsulagldieuduiny n1seanuuuiny (Game Design) 59ufian1sesnuuuUszaun1salgiaulasnifinauiia
MylAsedaya (Data Analytics) Inglanznsiaseiteyadiauwaynisudedu nsunsidesiaznmvseansu
§19 (Broadcasting/Streaming) &3 Un13618ManN1suYeTY N15na1AR3ITa (Digital Marketing) vt Tuslumny
wazdLud wagn133nN13lATINIS (Project Management) @5 UAIUANNITHAANNNI ONITIANITUNNTTUNNT
wisu (EA Study, 2018) uennidaiunumanenlussuuiinadavesn iy dnwng [y finau §dans
weladu wazgrAnaeumud Aidesendeiinueidanain (Adminesport, 2024) du Soft Skills finnudrdgyluns
UsznovefinanginuuazdaUesauiu 9In51891u84 World Economic Forum (2023) s¥yinvinueag1ans
Andlanildsmssnzuazanudnainsassandusiuinue iunsdafeansunniigelugeatiagiu Jsaenndasty
arudosmslugpamnssuinunardatosn maviauluiuuasnsdeansiifiussansnmduialaddtedms
UnAnndavesaifesusraruanuiuluiiy wasdnwamiinuiviauswdunatedie wagauaiunsasiy
adangmudisnduidesanemsnudugrannssuszduaina n1sdeansaundnguidialenals
yaanslveidiivesdamuiuasiadoteunnmlinniy venaniweimsnnufeiiiuwasBangu welviu
fumaluladuasunliilv q saensunnudufihuaginuenisuimsdnnig dwmsudiiesigunumddnnis
1 {uInnslasenis wserUsenaunislugsianuuazdalesn umsguvesissnulugnannssueg9aniduy
AN (TPQINET, n.d.) vadlvelafmuamasguanssauzdmsuedniniaunlusunsuinussavas (@ 5
ua 6) seyinusznauadnmsdemgnslfieuiunuuasnismaaeuutlutn dawiidsdnamzduaun
uimsiunazuitgmiluuiundudeuls samddiduiavimanadaundduluiuld naensuivinuniuay
IssenusIAfAluNsYhu aussaurdandnasvieuiiypainsananuieady “T-shaped skils” (The Planner
Education, 2022) kaga1891udauasndasadnisaussausAmuiuILagn1siay ANNanusatunisRneuin vy
pe19d710y MR IgvinagnsnsiauTesguwuuissalng uazn1sesenANuNTaNNI1INgLarInlaves
Unfivn SrudurinuzamsfindunaIusrinernanseunuLaEINgFN@nsNNSiKn (Connext Team, 2021)
TuszAvuszmalnewasunundlalinnuddgdunisimunmdauiuadnauasgnannssuaseassa
017 gsmansud 20 T (2561-2580) vadlvelifmunimunelunsimuussmag “Usendlng 6.0” 71
\msugAvadvassAuaztuInd suseuiansuAdang iy InevdduaisiedfyAenisnIouanumion
ninensuyudsulmilisinnuswagyinvedmivusenevandnlugaddvia lnsanglunguanamnssuaiaasse
AdviaaonadesfuunuimunfdviaiiioasugiauasdenuuianAadudl 13 (2566-2570) vosnsenaadnalie
\swgiauazdany deiiidevimilunisufsuusemealneg Digital Thailand AUsE9wULAZANATIARAMTD
afassiuarlivsslovinnmaluladfidvialéidudnenim Ssmfimsduaiuasvgiadvaluavinuuazaou
Wiws AasnaunIsimnUndiniudlnisesiugnaivnssy dussuiursugnaaianuen (Value-Based Economy)
fgnamnssuaiiassiuazadviaduedosoudlmivesussima Fadesendousinuiinuzgauasaudnaiaassd
WA UNUNSANYILINYIA (2560-2579) U095NTNNTAANANYY Ieenans Feuasuinnssy TanudAyiu
msUsuvdngmsmsdnuiliiviviumsivasuulasessaausslugandviaiie litadinfaussausnssmuaiiy
ABINTVDINIAYAAIMNTTY waznInuesluszAuuIu1YIA UNESCO Institute for Lifelong Learning (2022) &
weunITenuiidawuliivinuswisewan Tnsmgluuuneuasugiafavaasiassd OECD (2019) 1#4n
Tnuuazseniuasifudunisues Cultural and Creative Sectors fiadnsnuuazuinnssy wSounsginiges
fimnvinueATratuguasinuedunuAnanassdmugiuioadudnmuanniansudiure msny way
World Economic Forum (2023) s¥yvinuregnnsiiasgiteyaruining Jayanusehivg msssnuuuinalulad
AABAIUANNAINTILUNTISBUIRAATInLarEavguuTud ludiuresnisaduayuanizaudalasansensn
nsvienfiranasfimn vaslneldus masusestindatesalhduriaiwfidaudetulusediund dusunuinu
MIAMUAIIR 2TUT 6 (2560-2564) (Connext Team, 2021) denaliinnsinfaunnuimdalsfnusUsima
e ¥ 2560 Lieffuguakaranaiuumssaveinlneasnaduszuy Snvisnsfwmuisusenalne (nnn) fld
ponulguigatiuayuiudalainussedalainlun1sudaduAn eI BULIITIRLAEAR LR WagUseauau
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Aunaenyulunisdnudstunasnsuatvayuliinfmdalesalneidisiunisutsdussdvunmnniensydiv

anuzdaUesnann “WWnannu” d “Inf1enTn” (Connext Team, 2021) ¢4 Table 1. wa Table 2.

U

Table 1. Key skill types required in the game and esports industry, grouped into hard skills.

Hard Skills

EA Study (2018)
OECD (2019)
Chula Unisearch (2021)
Office of the National
Economic and Social
Development Council (2023)
Office of the Education
Council (2017)
Preedasak (2023)
Saipin & Karuchit (2022)
Ngamake (2025)
Khanchai (2025)
Total

TPQI-NET (n.d.)
World Economic Forum (2023)
UNESCO (2021), UNESCO (2022)

Game Development
Game programming, use of
game development tools v v vV 4 5
and engines, testing and
debugging

Game Design

Designing game mechanics,
levels, characters, UX and Ul, vV v v 4
crafting narrative, player

experience

Data Analytics

Player data analysis and
competition statistics to 4 ViIivY 4 v 4 Vivilo
improve games or

competitive strategies

Broadcasting

Live streaming of games or
tournaments, online video 4 Vv v viIivi|e
production, use of streaming
tools

Marketing & Business
Digital marketing for games,
community building, esports vl
team or organization
management, game
entrepreneurship

Project Management

Game project planning and
control, tournament and vV v v v 5
event management,

teamwork
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Table 2. Key skill types required in the game and esports industry, srouped into soft skills.

~ I~ L
N
8 g § »
=] I ~ c c N
g Sl 8 Sg S N
o (v) + —~ — —
sl 1| 2|3 S| 2ag| 8=/ 8| S|5%] %8
2 3 o 0l = T O S ol Q = o o
S|l 2| 8| 3|zl 5| s 8L 8| 5| 8| 8| -
. Bl el | &3 5| €82 e2| ¥| 2| ¢ 5| B
Soft Skills S E| B a| S| 8| Bog| €| 3| 5| ¥| B¢
c < € c ¥4 [¥]
o| g & | g |8 5| 283|523 3| | 5|8
& ol 5 o Sl s 80| g ¢ c > g
w o 5 Y 9 o s
o o| £ ° o & 2
= A (] v < O 3
B u 2 °
Project Management
Game project planning and
p p S v I v v v v 5

control, tournament and

event management, teamwork

Teamwork

Collaboration within game
development or competitive v v v Viiviviv]iv]s
teams, cross-functional work,
role allocation based on
strengths

Communication

Internal team communication
and engagement with player 4 v 4 V IVIIVIVIV]|s
communities, presentation

skills, use of English at work

Creativity

Thinking outside the box and
creativity in game design, v vV vV vV VvV 8
content, strategy, and
troubleshooting

Analytical Thinking

Data-informed analysis and
decision making, systematic v VvV v vV IYVIVIVIYi
thinking, evaluation and

iterative improvement

Leadership

People and resource
management, decision making | ¥ | v v v I V|V 6
under pressure, responsibility

to the broader community

Lifelong Learning

Adapting to new technologies
and trends, continuous vV v v v v 7

learning, flexibility in changing

job roles
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3.2 uUnumveaInsinwuasuangasaaufnunnedegaamnssunuuazdaUain
andumsinwingldiinnuedeulmlutig 5-10 Yndslumsitmuuastaaoundngnssyfugaudnui
WAeartestuinuuardauesaiiutuetnditeddn neull 2558 liffuminendelvelaiidauiivlaense waiiiies
vuisfiaeuividenidentunadouwnuviootiudu withatuiluminedelnevarsuwisiasguasonsuiida
nangnsnunuvsedavesnlaensdluseiuUiynes uwaervenglufissedudadinfnw dagduansanundngns
ARoredluiminedelnelnsdnlvgidundngnslminsiFulud 2560 Fsaonadesiutisifinndalesnlasu
mssenfvesadumemauazgramnssumlulsuna lnssuideildAnwuddunumsuimdngnsfiieades
fugnamnssnuuaydavedn 16
1. nangasangnIsHmUINLAazaDALUULAY (Game Development/Game Design) AT aisl
mwlumsahanuuasdeujduiuslnesumanssnuineinmsaeufiawmes reufamesnsiiln waznnsesnuuy
Wl
2. wéngnsanegsiatnuuagn1sInn1sdatasn (Game & Esports Management) Wandnudiniidiaaug
Tun133anis mseana wasusenaunislugsianuuazdatese unnitnisimuimade
Snwazdmiiulddavemdngnaits 2 as Ao mssenuuuidlenliaonadosturinueigramnssu
fan13 wazdin1susuguwuunsissunsaeuliduuURase saufsadieanusindetuuivninuuasesdns
favesnmeuen deivanevdngasimualil msiinauseaviadnwilutiianvhevsessninamsine wagdl
musiloludnunzsumanielianiuUszneunsiisesiunisilnau dslu Table 3. uaz Table 4.

Table 3. Hard Skills checklist by Thai Higher Education programs in the game and esports industry, divided

into public and private universities.

Hard Skills
+— w -
Year of 5 " g §
E| & €| 2| 3 El —
program . . . = 5 = > [ ©
University Name Program Field of study % g 2 = ;'g ° B
launch/ 2 ol £| © Mgl—
revision ol E| =] 8| £] %
2| 8| & | 8|
© © o
(U] > a
Chandrakasem
2019 B.Sc. Multimedia and Esports VIVIVIVIVIV] s
Rajabhat University
Nakhon Pathom
2024 , o BBA. Esports Business VI VIV IVv|a
Rajabhat University
Sakon Nakhon Rajabhat Game and Esports
2024 ) BBA. P VIVIVIVY]|a
University Business Management
" Suan Sunandha
L | 2019 . o B.B.A. Esports Management Vv vI|V 4
= Rajabhat University
[
2 Suan Sunandha Esports and Entertainment
£ | 2024 A e *MBA. por v VIV o3
o Rajabhat University Business Management
s Ubon Ratchathani
& | 2025 ) o B.Sc. Game Technology VIV VIV 5
Rajabhat University
Interactive Multimedia,
2024 Walailak University B.Sc. V|V V|V 4
Animation and Game
Game Technology and
2014 Mahidol University *M.Sc. Gamification vVIiv|Vv vV 5
(International Program)
2019 Chiang Mai University B.Sc. Digital Game Vv Y V|V 5
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Table 3. Hard Skills checklist by Thai Higher Education programs in the game and esports industry, divided

into public and private universities. (Cont.)

Hard Skills
Year of cl 8l o &
ol 5 = —
program . . ol @l 5 B v = ®
University Name | Program Field of study 8l ® | £ @ ©°
launch/ £ c| 8 g 5 F
© (] < © ~ o
o . (U] E © — i
revision © 43 o 2
(U] a [aa]
Computer Games and
2021 Rangsit University B.Sc. P vV vV a
Esports
University of the Thai G qE ;
ame and Esports
2023 Chamber of B.B.A. ) P vVIiv|Y vV 5
Business
Commerce
3 University of the Thai
G | 2020 k4 B.Sc. Digital Game Simulation | v | v/ | v/ v 4
§ Chamber of Commerce
< Games and Interactive
ﬁ 2018 Bangkok University B.Sc. ) VvV VIV |V 6
= Media
>
& Dhurakij Pundit Interactive Design and
> | 2015 il BA. $ V| v VIivi]iv] s
University Game Development
Interactive and Game
2024 | Sripatum University BFA. , Vv v VIV s
Design
Southeast Bangkok
2025 s B.Sc. Multimedia and Esports v VvV 4
College

* denotes master’s programs; ** denotes doctoral programs

Table 4. Soft Skills checklist by Thai Higher Education programs in the game and esports industry, divided

into public and private universities.

Soft Skills
Year of c g &
X £ AC‘ Q 'c —_
program . . . 5| B 2| €| = © ]
University Name | Program Field of study gl £l 5| F| 8| 2| &
launch/ El 5| ®| ®m| I =l F
P £ ol 2 © S
revision FlEL Q| B 8] 2
8 s g
< —
Chandrakasem
2019 . o B.Sc. Multimedia and Esports VIVIVv VIV I|V 6
Rajabhat University
Nakhon Pathom
2024 B.B.A. Esports Business VIV VI VvV 6
% Rajabhat University
E= Sakon Nakhon Game and Esports
£ | 2024 BBA. P VIV VIV IV V] s
2 Rajabhat University Business Management
S
Suan Sunandha
=2 | 2019 i o B.B.A. Esports Management VIvVIvVI VIV I|V 6
2 Rajabhat University
[a
. )
2024 Suan Sunandha M.B.A | Esports and Entertainment Viviviviviv 6
Rajabhat University Business Management
Ubon Ratchathani
2025 . o B.Sc. Game Technology VIV VI VvV 6
Rajabhat University
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Table 4. Soft Skills checklist by Thai Higher Education programs in the game and esports industry, divided
into public and private universities. (Cont.)

Year of
program L . . I
University Name | Program Field of study Soft Skills e)
launch/ =
revision
Interactive Multimedia,
8 | 2024 | Walailak University | B.Sc. a VIVIVIVIVIV] s
= Animation and Game
o
2 Game Technology and
a 2014 Mahidol University *M.Sc. Gamification VIV VI V|V 6
i; (International Program)
a
2019 | Chiang Mai University | B.Sc. Digital Game VIVIVIVIVIV] s
Computer Games and
2021 Rangsit University B.Sc. P VIvVIVvIVvIVvI|Y 6
Esports
University of the Thai G d Esport
ame and Esports
2023 Chamber of BBA. 9P VI VIV IVIY IV s
Business
Commerce
g University of the Thai
% 2020 Chamber of B.Sc. Digital Game Simulation VIvVIVvIVvIVv IV 6
o
E Commerce
ﬁ o Games and Interactive Viviviviviy
= 2018 Bangkok University B.Sc. . 6
g Media
& - . . .
Dhurakij Pundit Interactive Design and
2015 o BA. VIVIVIVvIYIV] s
University Game Development
Interactive and Game
2024 Sripatum University B.FA. ) VIV VI V|V 6
Design
Southeast Bangkok
2025 s B.Sc. Multimedia and Esports VIV VI VvV 6
College
* denotes master’s programs; ** denotes doctoral programs
4. NIBULUIAMIIUIVY (Conceptual Framework)
o A a av o
N1TIYUNNTDULUIANNITNITIVY AN Figure 1.
° 2 o
s RN &3 F 8
[ n 5 3 e o
ges s§if 5 ES £ 8
€ 5% Jgsé 2 208 S S
S 0 3 Announcements of master plans, T2 Z < o B a5
= 5 C policies and/or government agencies E53 g £ & = 2 2
> E 8 and professional associations Est 3 = = g £ £ 3 $
£ 38 N = I 3 &8 = s
c & EEZ22E| @ = O ® S
T ® w & 35 2 = = = O 8_ =
£ E2:e%| 8 o 2 = g 3 €
o 3 I S ; ) Y23 B
Reports/ “‘ g % 1 .2\ - Skills Synthesis/ % =
Competency Standards § & S" £ ° = 5 Skills-Curriculum Gap A 3 E
" N E @ 2z _all gz
L5328 jEs i 5 g 2.8 &5
23 2 8 cgaeg| ¥ = T ES S 3
E 2 C J f38E 2 | I £8 Sl 2 ¢
% § _FE g Systlematic Review./ 5"1‘;;%; %—‘ E %’% g \% % .‘:_“
s 6 £ % Curriculum Analysis 3 e ’MEE“.‘ g g a g = 8 _g
e ® 2 o 3% § 4 S 8% & g v
8 8 E ¢ e % 5§ O g £ 9
s 2 3 E EERE ¢ o 3 ¢ € <
83838 323¢ SR El &2
g fi §37 ¢8| "¢
Figure 1. Conceptual Framework.
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5. 38ANlNUIY (Research Methodology)
= 2o v ' ) J a ¢ W = Ao A A 3
msfnwilldnsnumuegandussuuaugnsieseindnansgaudnunlnenivenuuas/m3edalesn
dpalanisdnnisiseunisaeu laesiusinainenalsuangns uleduminetds wleuie wasuinsgu
aussougnlukazsssma dgasdunasl

5.1 15338ased 1 usuidsienarnduduszuy (Systematic Review) 3aufun1siiasizindngns
(Curriculum Analysis)
ﬁ’]Lﬁuﬂﬂ'ﬁ'ﬁ?‘tﬁ’nﬁﬂlagaLLg’f\]f\ﬁLﬂ'ﬁ’wﬁlﬁawﬂL%Q@mﬂﬂwLLaSL%Q‘U%&J’Im‘UENL@ﬂﬁﬂiﬂﬁﬂ@lﬁﬁaﬁmﬁﬂw’ﬂwﬂﬁﬁ
Fornuuaz/v3edavesn lnsrmunnseunanenarsindudeadundngasiiduiunisdanisiSounisasuaglu
Y230 (CHE Curriculum Online, 2025)
5.2 undsdayauazisAnaianianans
dudunsfumuazdndenndngiuiliiinssy Tnsaseunquienarsndngnsaniivleduminede
LN TUlEUNEYDMUIBNUITUALANIANIVITN ARBAIUIILIUNIATTILANTTOULLALIIBNUIINNUILNUDATE
uagmhsnuszrieUssng Inedseasdondel
5.2.1 unasdoyanan laun
1) Auledunivendesguazionyuvetivg Usznaulusie une.2 Tassasimdngns Aeduiesieiv
suilgunisiinnuvseaniia uag/vieusemaldavieuSundngms
2) Usen1A wrulaiun wleune waz/m3enudlis nusgiazaninudsndn Usenauluaie nensianis
gaufinw Ingrmians Ideuazuinnssy (92.) 10NNIUANZNIIUNITNITEANANY E1NUETITNTT
an1msfinwn nsfuwislsemdalne (nnn.) aupuindadesauisdsenalne dinaudaasuesygianisia
dinnuaniaunisasugiauasdInuui® gnsaansynd 20 U uleuionwaswnuseAumAdeenIsimu
Adviaiflelmsugiauasdny uaz/MisunuinuiasugRouasdenuuisnd adudl 13
3) s1891ukazHINTEINANTTOUE Usenaulusie annduRuidilvdn aniaswgialan (World
Economic Forum) 84An15Lit 9A 05 208 annaiaswgRanagnssiaiun (OECD) waz/vie 93An15015@NW1
gemansuay IausTTIUIaNUsEY YA (UNESCO)
5.2.2 uasdayased taun 1) grudeyaivinisuagidvlne uay 2) enugnamnssuinuuasdalese
Tneuideifnagnsdudu uastmunnuridndenuasdansesesnadussuy fail
Funoudl 1 Auvndediin Wy “vdngas inu” “wdnges Savedn” “nisdamsBavedn” “inuuarie
Waldmeu” “waluladinu” “Bneu/ania davsin/inu” “game design/program/development curriculum
Thailand/university”  “esports  management program”,  “learning outcomes game/esports”
“competency/skills framework game industry” Hudu
Funeud 2 Aaudndaeniaidon 1) vdngnsseiugaunuilnedifen “inu” uie “Savedn” lufe
VANERT/WILY/ 51831 2) lenansuleuisamsguvinusdiundedie uay 3) vdngnsuazienansana o egnldan
ogflullagtiu uddnoonudngnsusatenansitlinssnumsimusmsdndidsiu
Fupoud 3 nszuaunsdansedlnenstufinsensidosty asanasidadifisnssiuneasidon
Tednuaglassaimangns wahvleyaas wuulesuadindeya
5.3 isesdladdouaznsmannmusua3eiinddy
nuiATeidlelimstinnesiionanaduszuy 8lduuuesuaindoya (Data Extraction Form) wagfviun
3¥a (Codebook) lumaidnsviadieyandngmsuaznisaseunquiinuesis Hard Skills wag Soft Skills wipuduiin
Pmdfidumy Tnefistenistuiin léun 1) sedundngns 2) ITavdeusuusméngns 3) UssLamaatu uas 4)
nsaseuaquitnuy Wetufinteyadrsiuudady a¢181ns33 (Triangulation) lumssenuradisnisifieudu
wiasdeya loun vidnans-uleune-vinwe
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5.4 a1sAAszideya

v
o 4

5.4.1 Heudndnuel fvualined

]

T.s  vueds nmsaseumau I vive Liil dmuaandu 1 vie 0

c NPT NIATOUARUVANGAS

s nei NIATEUARNTINYY

lcl waneds Snnuwdngns

s | vwwneds Suuvines

T, ey Anthumneiney fvueandu 1

5.4.2 msdaaTgiTinee (Skills Synthesis) (Biggs & Tang, 2011) §3amsFunaznalin sl

AvllATOUARUVANGNT

1
SClcourse (C) = EZSES Tes

Wip > .80 VAAEAR

60 -.79 N
< .60 VAREAE

°

1%

AvlinToumauYinyy

1
SCIskill(s) = EZCEC Tes

ATBUAGNEN
ATOUAGNUIUNAT MIDAITHAIL
ATOUAANAN TOAITHAIL

5.4.3 N153LAT1¥1Y03719 (Skills-Curriculum Gap) ArurlasmnuaLd g Inddaasiziaud
71U 12 vinwe (Borich, 1980; Martilla & James, 1977) §35NsAuIuRll

o o '

AllYRImangns (Mninwye)

1
Gapcourse(c) = EZSES (Ts - TC,S)

fUtiveIINavinyy
Gapskin(s) = Ts — SClgkin(s)

(il \ilo

> .40 vunedle Posdnegerasuiulasiasnenein >.40  viwnghe Yeednenn
21 -.39 vanedle AITUTULIeEI 21 -.39 vaneds darindiunans
<20 MAEde ATOUARNA <.20  wedy Yevinatey

6. Nan153398 (Results)

6.1 HaMTAATIRARMUGRIMILTINULATaNsTausranTisnluTugasmnssunuuasdaUasalne

NaN15398 A9 Table 5.

Table 5. Skill coverage index and skill gaps in the game and esports industry.

Skill Type Frequency SClskin Gapskin Rank
Game Development 5 417 .583 6
R Game Design 4 .333 667 7
5_‘; Data Analytics 9 750 .250 2
2 Broadcasting 6 500 500 5
- Marketing & Business 6 500 500 5
Project Management 5 417 .583 6
Teamwork 8 667 333 3
P Communication 8 667 .333 3
2 Creativity 8 667 333 3
“:S',—; Analytical Thinking 10 .833 167 1
Leadership 6 .500 .500 5
Lifelong Learning 7 .583 417 4
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910 Table 5. MyBATEANLABINTUsINUlugnamnssunLkar Bavasmlneuandviiudn Vinwe il
mudAgeanie nsanddiiasgd Inefdavil SClgefl 833 wag Gap sl .167 Faiuderugoanislusu
msdndulaiidetoyanazmsniBeszuy luvasiivnuesunsiesgideyadidvil Sl gl 750 waz Gap #il
250 dhuinweiifanudesnsgasu msvhanuduiin nsdeans wazarmAnadsassd fidui SCI i 667 waz
Gap 7 333 filvinuzdifiveriniinuegeiigafie msoonuuuing wagmsiaung faaesinuedidad sl dil
333 uay 417 AU WAz Gap gafl 667 WAz 583 dauansiemuunauaaulssnuifvinusawizyslusiy
Hlugnamnssununagdadeinlne
6.2 NANMSANEITEAUANADAAGDITENINNNANGATN1TITBUNTHRUAMUINULALEaUaIRvasan 1T U ANAnE
Inefuanudainisvasanamnssuinuuazdauasalne

HANSIY 619 Table 6.

Table 6. Course coverage index and course gaps of Thai Higher Education Programs in game and esports.

Skill
University | Program | Field of study SClcourse | GaPcourse
Frequency
CRU B.Sc. Multimedia and Esports 12 1.000 .000
NPRU B.B.A. Esports Business 10 833 167
SNRU B.B.A. Game and Esports Business Management 10 833 167
Suan Sunandha Rajabhat University
10 .833 167
g B.B.A. Esports Management
7 SSRU *M.B.A. Esports and Entertainment
o ) 9 750 .250
E Business Management
2 Ubon Ratchathani Rajabhat University
= 11 917 .083
2 B.Sc. Game Technology
e Walailak University
) . ) o 10 .833 167
B.Sc. Interactive Multimedia, Animation and Game
Mahidol University *M.Sc. Game Technology and
o 11 917 .083
Gamification (Inter. Program)
Chiang Mai University B.Sc. Digital Game 11 917 .083
Rangsit University B.Sc. Computer Games and Esports 10 .833 167
University of the Thai Chamber of Commerce
] 11 917 .083
B.B.A. Game and Esports Business
] University of the Thai Chamber of Commerce
B » ) . 10 .833 167
w B.Sc. Digital Game Simulation
]
(2: Bangkok University B.Sc. Games and Interactive Media 12 1.000 .000
3 Dhurakij Pundit University
= ) . 11 917 .083
S B.A. Interactive Design and Game Development
a Sripatum Universi
P . & . 11 917 .083
B.F.A. Interactive and Game Design
Southeast Bangkok College
. . 10 .833 167
B.Sc. Multimedia and Esports
Average 10.56 .880 .120
* denotes master’s programs; ** denotes doctoral programs Data as of September 21, 2025
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37 Table 6. Wu31 wangnsnsieunsaauluaafuanufnulnefissduanuaenadesiuniusenis
yesgnavnsansLarSaUesnlnefideudnigs Tnedidvil SCl 1dvogi 880
6.3 HANTHUATIZUALIAUDUUZIUINNITHRIUIMENATRIUINLLaE BadaTnlusziugaudAnenlng

971 Table 5. wag Table 6. wudn aaueuumlunsimuvdngasaunuwas Bavese lnenisysannis
nsiFeunsaeylusUuuuanile (Studio-based Learning) Mifunsufuaase nieuszuviansalnasu (Critique)
Wieeuvinurmsesnuuutazm s svhaluanmwedeniilndifssfumsiausis Tnonnsia
msineududoulanmsmunisinasteliindnulddoulsstunshelugaamnssuldfitu fednnsidy
Aimalugnamnssunidueasdiitinwuasmsinnunamsiidunuremangassiufiuningnainnssy
swtglimdngnstimsiauuazUiudldnumiudesnmsfiuasundadluvesmannussnilugpanvnssuinuuag
davoin

7. @3Unan15338 (Conclusion)

nuAfeilinrgiiddaunmsinnenarsulsusuasenamdngasvesnine1delne Tnewandy
wninduamdngasuaziinueuuuluun’ udrmumadsianuequuardositmundnnisuazined uanliliu
AMNFIUAINABINTTN LB AAMNTTURAZTEAUNTSATOURaNlundngnsegraduszuy Whlugnispeu
fmqusrasdnsiSuld dail

1) fmguszasdd 1 iledesgriannudeanisussnunaraussaugndniisuiulugmamnssunuuas
Savesnlne wuivinweignavinssuiifienuiigigafie n1sAnBsilaTey (833, .167) nguvinuweAfiauigds
Uunans leun msdesizvdaya (750, .250) nsviraududiy N58981T LAYAUANAS 9SSR (667, 333)
ﬂzjuﬂ’ﬂwﬁﬁmmﬁﬁﬂﬁmsﬂ’mm loun AseenLUULAY (333, .667) 5898911 NSWAILLAN WAZNISIANTS
1A59M15 (417, .583) WAXAITUNTAINKALLAEIMTRANTUIE N1IAAALALTIAANY UATAITHULAZNITUINIS
(.500, .500)

2) daquszasdil 2 lefnunsziuanuasnadeiseitamdngasnsiisumsaeuiunNNFeINITYes
gnamnssu wuin lnsladendngnsgaudnulvedisadaseunquilas (880, .120) Fsazsiounisasounguiinue
neazmEnzgauiuaufeansiudagiu

3) faquszasdd 3 WleduAszvinasiausuusiuImIsiaIvdngnseaudnwilnediunuuay
favesn anmsagunaluinguszasdd 1 uaz 2 w1 aunsaEusuuIAdsgUsssulein Yerisddyegi
“vinwzilfionsnAnuazeeniuung” vaziivinuslinszsideyauazngu Soft skills fisleguda Fuauslvivnsedu
vdngnssediuiviuuuagile mugszuuinsainany idduuasysanmsluneindsiu iesnszdugnis
“UFUR” vereUszaumsalmaaummnadaledn wagsedviineudoussnuinasgiuneiin Seliinsfinnu
wouidudoulvlunissunisdne nfeuersdlumvmioasditavlumenuiulinugnamnssugua
Tassnu wassenalnifiefinnumanedussnumundngnsiutuningramnssuesereiios

8. aAiUs1BHAN1333Y (Discussion)
nMsasUEanIsiTe anunsaeiuTenanIfer inguszasdnsidulased
1) fonuszasdi 1 mnuan1sideuansiiiusgradussuuin msfaddiiasei wag mslasei
Foya \uunuaussousfigramnssilinuaigs denunisfunuvea Pittser (2024) FssyyiBadosnidosioms
An7

MfaenARediuuNUIMYBIN LT tuliatuaine AdzdiuazAuAnas19EsTsA Yaisfei NsAauTinye

wsEAddnng nmsuidamilanagns n1svieusiuiu waznsdedns Suduinueinaiawssudonis
Wendn loun n1seenwuuLny waz AMsiawIne AUTINgLude Jedenndesiu Soodmee & Jaroenwiriyakul
(2021) AFIUTZIMATWIALAaULS B g lugaanssunulaganzaunsdnny Jsgududonse
Naunvinweaaina 1ol iaen UiuAUABINITVRINAIALTIU
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2) Ymquszasdil 2 MnuamsIdearvieuimdngmsaaudnuinedaunseungulunmsings uansds
anudenadesdilasainwesnssuanssauzfumIFassBIAgRAMNTTH TaBANYaIEAINdIdIRAREITY
wualdusnaUszine Tnslaniznsdussimaansvetandnsiinswaundngnssiufuauiaugnavnssy
ATOUARY N15BDNWULLNN NTITNANER N19feulusunsy wazdauesn niouysuns MinveadeassAuay
n19man (British Council, 2025) Tuusunuszimeln sn15tuiad ouidsulaue Esports Games 2025:
Overcoming the Thailand’s Challenges “uiftiynglonalmivszimelne” ileiaduinuzuazanuidesngun
wnwu WnAnw aulmivagyaainsluasendneing q Hainfw ginasu dneenuuuing waggWamn
(InfoQuest, 2024) Tiiuffazasouaguus arududuludfifimsvesinuedumandnuazeanuuuiny 63l
digane Ssmsusurnnisaseunqulignsasdioufoflsnniy

3) gUsvasdi 3 Mnmsduanesikasiauouusiun Slflauemdngudlidanngusngividu
anAlouvuanaIvin (Studio-based Learning) AuguszuUITaiNaNY (Critique) Tus1e3wn iilosnszsiu
finvzlFamanuazoonuuuEIunIsTIaesEnmwIndsumsrinuaiaaznisansd unuiiasansiaaould
waaiiaensuiusiegns Game Studio Experience ves Champlain College (n.d.) %ﬁmﬂm%auit,l,wauam
faun1sFuakAnIuEssHaaRaY wenanimstmusneidudeulunsdiSeanisine wazniady
fidemggeamnssuduenansdfivinu wwdelssssviumsdnufudediatieemshau nieudaud
TRinAnwlanawinee n159ain N153AN15UYTTY wazn19zdU1 881903 UNVEY Pittser (2024) N13RBNLUY
nalnfinnunaseUuaznisnunundnanssinduningnannssuagilinangasusudnunudeanisves
PANALIINY TansEEsvIsEInuETinanadesmsfuinuefissuunsfnwndn Sufidelisivesineiush
anasluszozemldodwioidesuaz iy

9. Yaiauauuze1udIdy (Recommendation)

9.1 daiauauuiguleuy

ilanAuAaadeuIndeyandngnsansisasiliainane mstmumnasgiudeiuieseivuas
auNTIIsULIveInYEsEAUYA niouimusruudrianunseunauasyesitseeulal (SCI/Gap) s1eduuud
dusmdundngmudelszdndlunsmuniu Ysuuse wasvie/Maumangns ulearstnuaesdusznouty
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