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Abstract: The study aimed to investigate the influence of government support, technology acceptance, 
management innovation, and intercultural communication on the development of E-sports as a mechanism for 
promoting Thailand’s digital learning society. The study used a mixed-methods research approach integrating 
quantitative and qualitative approaches. The quantitative sample consisted of 360 professional E-sports athletes 
registered with the Thailand E-sports Association, selected through stratified sampling using a Likert-scale 
questionnaire. The qualitative component involved semi-structured in-depth interviews with 11 key informants, 
including representatives from government agencies, Quantitative data were analyzed using descriptive statistics 
and Structural Equation Modeling (SEM), while qualitative data were analyzed through content analysis. The findings 
revealed that government support significantly influenced technology acceptance, management innovation, and 
intercultural communication. Technology acceptance positively affected management innovation, intercultural 
communication, and E-sports development within the digital learning society. Furthermore, management innovation 
positively influenced intercultural communication and the development of E-sports in Thailand. Intercultural 
communication emerged as a particularly influential factor in promoting collaborative learning, global digital 
interaction, and participation within multicultural digital environments. The qualitative findings supported the 
quantitative results, indicating that the government plays an important role in policy formulation, digital infrastructure 
development, financial support, and the promotion of digital competencies necessary for sustainable E-sports 
development. Informants also emphasized that E-sports platforms support experiential learning, teamwork, 
problem-solving, digital literacy, and intercultural communication among youth in online environments. In addition, 
management innovation and technology acceptance were identified as important mechanisms for developing 
digital learning platforms, enhancing audience engagement, and creating new forms of collaborative learning 
within digital society. The study highlights that E-sports should not be viewed solely as a form of entertainment 
or commercial activity, but also as an important platform for lifelong learning, intercultural collaboration, and the 
development of 21st-century skills in the digital era. 
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1. Introduction

Digital learning society is important component of socio-economic and educational 
development, that is driven by fast advancement in information and communication 
technology (Rahman & Hossain, 2025). Digital technologies are referred as societies 
that integrate digital technologies into learning process, enabling students to apply, 
share, and create knowledge in both informal and formal settings. The concept of 
digital learning society is extended beyond technological infrastructure and is based on 
collaborative knowledge creation, innovation, and lifelong learning (Ngongpah & Oni, 
2025). In Thailand, transition regarding digital learning society is regarded as priority under 
different initiatives including Thailand 4.0, that focuses on technology based economic 
growth, human capital development, and digital transformation. Thailand government is 
spending significantly to integrate technology, promote digital skills, and expand digital 
infrastructure into educational institutions so citizens can be prepared for digital economy 
(Gerdsri et al., 2025). As a result, education plays very important role to support social 
inclusion, enhance learning opportunities, and foster digital competencies. Therefore, a 
robust learning society provides an environment that is suitable for educational practices, 
sustainable national development, and knowledge exchange. 

E-Sports is a digital phenomenon that contributes for the development of digital learning 
society. Studies have defined e-sports as competitive and organized video gaming 
that is facilitated through digital platforms. E-sports is extended beyond entertainment 
by enhancing a wide range of social competencies, technological competencies, 
and cognitive competencies (Dašić et al., 2024). Participation of citizens is e-sports 
encourages the development of communication skills, teamwork, strategic thinking, 
problem solving abilities, and digital literacy, all of which are important to be successful 
in technology driven environment. The popularity of e-sports is growing at the global 
level as a number of private organizations, government agencies, and educational 
institutions are supporting this initiative (Gray Jr, 2025). The integration of e-sports in 
the context of education has created a number of opportunities for skill development, 
digital engagement, and experiential learning. Furthermore, e-sports environment expose 
participants to virtual communities, online collaboration, and advanced digital tools. 

Government support is considered as important catalyst to enhance transition 
towards digital learning society. Through educational reforms, infrastructure 
investments, and strategic policies, government can create different conditions that 
are important for knowledge development and digital participation (Mehmood et al., 
2025). Globally, a number of universities give priority to innovation, digital literacy, and 
technological capabilities in a number of sectors. Programs that are associated with 
digital development of country are expanded towards digital technology, promoted the 
acquisition of skills among learners, encouraged the integration of technology within 
the classrooms and access to digital technology (Wang et al., 2025). Government 
supported educational initiatives play a key role to prepare students for demands of 
society that is technology driven. These initiatives of government improve access to 
sources of learning and also foster digital competence, creativity, collaboration, and 
critical thinking (Daima et al., 2023). 

Technology acceptance in present age of digitalization is important for advancement 
of digital learning society and enhancement of education within a country. Technology 
acceptance shows the effective usage and adoption of technological system to 
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accomplish certain tasks. This concept also suggests that perception of users regarding 
ease of use and technology usefulness impacts their intention to adopt technology 
(Schorr, 2023). Organizations and educational institutions are increasing investments 
that encourage acceptance of technology in education. As training institutions, 
universities, and schools regularly integrate different digital platforms into learning and 
teaching processes, the effectiveness of these initiatives is dependent on utilization 
of such technologies (Mhlanga, 2024). 

Management innovation is important for institutions and organization to adapt 
changing societal and technological environment. Management innovation is the 
implementation of new strategies, structures, processes, and practices, that enhances 
effectiveness of organization and create value (Khosravi et al., 2019). Management 
innovation is based on adoption of different approaches that facilitate knowledge sharing, 
collaboration and learning. At the global level, digital transformation is taking place that 
encourages educational institutions to adopt practices of innovation management so 
they can remain responsive to evolving stakeholder needs and emerging technological 
trends. In context of educational sector, management innovation contributes towards 
the development of environment that support learning (Wordu et al., 2024). It also 
encourages continuous improvement in delivery of education. 

Different societies are increasingly interconnected through digital technologies 
that has transformed the way individuals collaborate, learn and interact across 
cultural boundaries. As people of a society get engage more frequently with online 
communities, their ability to communicate and understand with individuals having 
diverse cultural backgrounds is considered as important competency (Yao, 2025). 
Intercultural communication provide facility for exchange of experience, perspectives, 
and knowledge among people who differs in social practices, beliefs, values, and 
language. Different activities such as e-sports, social networking, and online learning for 
interaction with mutual understanding, and fostering cultural awareness from different 
countries (Dinu et al., 2025). Therefore, The research objective is to investigate the 
influence of government support, technology acceptance, management innovation, 
and intercultural communication on the development of E-sports as a mechanism for 
promoting Thailand’s digital learning society.

2. Literature Review

2.1. Digital Learning Societies
Scholars have given considerable importance to the concept of digital technologies 

as this concept has regularly transformed the way individuals utilize, share, create, 
and access knowledge. Literature has referred digital learning society as environment 
where learning facilitates through adoption of technologies, innovation, collaboration, 
and knowledge acquisition across all informal and formal settings (Jiao et al., 2025). 
Digital learning society extends the traditional notion regarding learning society by 
focusing on the role of information and communication technologies in supporting 
knowledge exchange, digital literacy, and lifelong learning. In these societies, learning 
take place with the help of different interconnected digital networks that improves 
collective intelligence, creativity, and participation (Sutadarat & Niyomves, 2026). 

The vitality of digital learning societies is dependent on its ability to equip individuals 
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with competencies that are needed in knowledge driven and increasingly digital 
world. By providing access to information, promoting innovation, and enhancing 
collaboration, digital learning societies contribute to human capital formation, social 
inclusion, and economic development (Parveen & Ramzan, 2024). Additionally, 
they provide support to the development of important digital skills, adaptability, and 
problem solving capabilities, that are important for global society and participation 
in digital economy. For education, digital learning societies develop opportunities for 
continuous professional development, interactive engagement, and personalized 
learning. Therefore, increasing accessibility and overall quality of education. 

Scholars examined a number of factors that contribute for the improvement of 
digital learning society. Different technological factors such as technology acceptance, 
internet accessibility, and digital infrastructures are identified by Celestin et al. (2025) 
as important enabler of digital learning environment. On the other hand, different 
organizational factors such as institutional support and management innovation are 
discussed as important facilitator to integrate learning systems and digital technologies 
(Ziraba et al., 2020). Furthermore, cultural and social factors such as digital participation, 
collaborative networks, and intercultural communication play key role to engage and 
promote knowledge sharing withing digitally interlinked communities. 
2.2. E-Sports Development

E-Sports is mentioned in studies as one of fastest growing sectors because of rapid 
expansion of digital technologies. Development of E-sports embodies the advancement 
of competitive gaming through improved institutional support, professionalization, 
and technological infrastructure at the global level (Yasmeen et al., 2025). In past, 
e-sports development was once considered as leisure activity. Because of structured 
digital ecosystem, e-sports facilitates collaboration, competition, and interaction. 
The enhanced relevance of e-sports is in its ability to foster and digital engagement 
support the acquisition of skills that are important in learning environments. Individuals 
develop communication competencies, strategic thinking, teamwork, and problem 
solving abilities by participating in e-sports. These capabilities are closely linked to 
the objectives of digital learning societies that focuses on continuous learning, digital 
participation, and knowledge sharing (Ningning & Wenguang, 2023). 

Studies have identified a number of factors that contribute to the enhancement 
and development of e-sports development (Kwan, 2025). Technology acceptance and 
technological readiness encourage participation in digital gaming environment (Akpe 
et al., 2023). Moreover, organizational initiatives, digital infrastructure, and government 
support facilitate the growth of e-sports ecosystems (Esiri, 2023). Additionally, research 
by Dašić et al. (2024) mentioned that intercultural communication is one of the important 
enablers of e-sports development, because e-sports communities frequently bring 
together individuals from diverse backgrounds, promoting knowledge exchange and 
collaboration at the global level. 
2.3. Intercultural Communication and E-Sports Development

Studies have referred intercultural communication as exchange of meanings, ideas, 
and information among individuals from different cultural backgrounds (Dinu et al., 2025). 
It is based on navigating and understanding differences in social norms, languages, 
beliefs, and values to facilitate mutual understanding and effective interaction. In an 
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environment that is digitally connected, intercultural communication plays vital role 
in enabling individuals to collaborate across cultural and geographical boundaries. 
It also fosters global engagement, knowledge exchange, and cultural awareness 
(Sharipova, 2025). 

With the expansion of online communities and digital platforms, the vital role 
of intercultural communication has increases substantially. Effective intercultural 
communication improves collaboration, facilitates sharing of diverse perspectives, 
reduces cultural misunderstandings, and promote collaboration (Guo, 2025). All 
these factors lead to the enhancement of innovation and learning. Players of e-sports 
interact frequently with audience, opponents, and teammates from different cultural 
backgrounds and countries. This interaction needs individuals to communicate effectively 
across cultures, develop mutual understanding, and coordinate strategies, in highly 
competitive digital environment. As a result, intercultural communication contributes 
to enhanced collaboration, stronger teamwork, and broader participation at the global 
level in context of e-sports (Mushaathoni, 2025). 

Different studies have provided empirical evidence to establish linkage between 
intercultural communication and e-sports development. Scholars reported that 
social interaction and communication are important factors of successful e-sports 
development (Yingji, 2021). Likewise, research also reported that social collaboration 
and connectivity is supported by online gaming communities among culturally diverse 
participants (Freeman & Wohn, 2017). Scholars have further mentioned that different 
e-sports platforms at the global level create opportunities for knowledge exchange and 
cross-cultural interaction, that strengthen engagement of community and development 
of e-sports ecosystem. 
2.4. Technology Acceptance, Management Innovation, Intercultural Communication 
and E-Sports Development

Literature has referred technology acceptance as level to which individuals are 
willing to utilize and adopt a certain technology for accomplishment of desired tasks 
(Martin, 2022). This concept is basically rooted from Technology acceptance model 
(TAM), which states that perceived ease of use and perceived usefulness are important 
determinants of intention of users for adoption of technology. Different studies extended 
the perspective of TAM by focusing on roles of behavioral intentions, facilitating 
conditions, and social influence to shape adoption of technology (Lee et al., 2025). 

On the other hand, management innovations are referred as implementation of 
novel managerial techniques, structures, processes, and practices that enhances 
adaptability and effectiveness of organizations (Lin et al., 2017). It helps organizations 
to respond to different technological alteration, foster collaborative environment, and 
improve knowledge management that provide support to learning and innovation. The 
importance of technology acceptance is evident in different digital environments where 
participants participate to determine the success of different platforms of technology. 
In context of e-sports, acceptance of player’s gaming technologies, communication 
tools, and streaming platforms influence growth, engagement, and participation of 
e-sports communities. Studies mentioned on regular basis that social influence, ease 
of use and perceived usefulness have positive effect on individuals online gaming 
technologies (Yin et al., 2023). 

Technology acceptance plays important role in terms of intercultural communication 
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by facilitating ease of digital platforms so interaction can be enabled between individuals 
from diverse cultural backgrounds. Digital technologies minimize geographical barriers 
and provide a number of opportunities for social interaction, knowledge exchange, 
and cross-cultural collaboration. Studies regarding communication environments 
and technology based learning show that greater acceptance of digital technologies 
improves collaborative engagement, cultural understanding, and communication 
effectiveness among different cultures of users (Judijanto et al., 2025). 

Likewise, management innovation plays important role in development of e-sports by 
enabling organizations to create supportive ecosystem, improve governance structures, 
and adopt new digital strategies for competitive gaming. Innovative management practices 
provide strength to intercultural communication by promoting knowledge sharing mechanisms, 
collaborative decision making, and inclusive organizational cultures that encourages 
interaction among individuals who belong to diverse cultures (Hammerschmidt et al., 2024). 
Studies from past suggest that organizations characterized through innovative management 
practices can successfully integrate new technologies and foster environments that are 
conductive to innovation, learning, and cross-cultural communication. 
2.5. Management Innovation, Intercultural Communication and E-Sports Development

Management innovation plays important role to enhance value creation, adaptability, 
and effectiveness (Azra, 2023). In increasingly technology driven and diverse 
environment, different approaches of innovative management play key role to 
facilitate communication and collaboration among individuals having diverse cultural 
backgrounds. By promoting system of knowledge sharing, inclusive organizational 
cultures, and participative decision making, management innovation improves 
intercultural communication and provide support to the exchange of ideas through 
different cultural boundaries (Routray et al., 2025). Studies have shown empirically that 
innovative management practices influence communication effectiveness positively. 

Management innovation is important for substantiality and growth of e-sports 
ecosystems. As e-sports organizations works in a dynamic digital environment, innovative 
practices of management enable strategic adaptation, knowledge management, and 
effective coordination (Hölzle et al., 2022). Organizations are helped by these practices 
to respond to evolving technological demands, foster innovation, and improve team 
performance. empirical studies revealed that knowledge management practices 
contribute significantly to success of organization.
2.6. Government Support, Technology Acceptance, Management Innovation, and 
Intercultural Communication

Government support plays an important role to facilitate digital transformation by 
creating favorable conditions for communication development, organizational innovation, 
and technology adoption. By investing in educational initiatives, financial incentives, policy 
frameworks, and digital infrastructure, governments can encourage organizations and 
individuals to adopt emerging technologies (Matsieli & Mutula, 2025). Literature have 
mentioned that government support has positive influence on acceptance of technology 
by enhancing access to technological resources, increase users’ confidence, and reduce 
adopting barriers in digital systems. As a result, supportive policies of government 
contribute to greater utilization and acceptance of digital technologies (Chen et al., 2021). 

Government support is also discussed as important catalyst for management 
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innovation. Through promotion of digital transformation strategies, funding programs, 
and innovative friendly regulations, government encourages organizations to adopt 
operational processes and novel managerial practices (Matsieli & Mutula, 2025). 
Studies indicate that government support along with institutional support enhances 
innovation capabilities of organization. Moreover, government support is an important 
contributor of the development of intellectual communication by facilitating knowledge 
sharing platforms, supporting educational initiatives, and expanding digital connectivity 
(Tao et al., 2025). This intervention creates opportunities for interaction, collaborative 
learning, and information exchange among different groups. empirical studies show 
that educational programs and government led digital programs enhance knowledge 
sharing behaviors and communication networks. 

A total of nine research hypotheses (Figure 1) were proposed as follows:
H1: Government support has a positive direct influence on technology acceptance.
H2: Technology acceptance has a positive direct influence on management innovation.
H3: Government support has a positive direct influence on management innovation.
H4: Technology acceptance has a positive direct influence on E-sports development 
towards creating a revenue-generating industry in Thailand.
H5: Technology acceptance has a positive direct influence on intercultural communication.
H6: Government support has a positive direct influence on intercultural communication.
H7: Management innovation has a positive direct influence on intercultural communication.
H8: Management innovation has a positive direct influence on E-sports development 
toward creating a revenue-generating industry in Thailand.
H9: Intercultural communication has a positive direct influence on E-sports development 
towards creating a revenue-generating industry in Thailand.

Figure 1: Conceptual Framework.

3. Methodology

3.1. Research Design and Ethical Considerations
The Mixed Methods Research approach was employed by integrating quantitative 

research and qualitative research methods to provide a comprehensive explanation of 
E-sports development within the context of a digital learning society, both statistically 
and in-depth. The quantitative research aimed to examine the levels of opinions and the 
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causal relationships among factors related to E-sports development and intercultural 
communication (Plano Clark, 2017). Meanwhile, the qualitative research focused on 
explaining contextual factors, perspectives, and recommendations from stakeholders 
involved in Thailand’s E-sports industry. 

Regarding research ethics, the researchers strictly adhered to ethical principles 
for human subject research. This study received ethical approval from the Kasetsart 
University Research Ethics Committee (KUREC) under research project approval 
number COE68/111 for the project entitled “The Development of E-sports to Create a 
Revenue-Generating Industry for Thailand.” The researchers complied with the three 
fundamental principles of human research ethics; Respect for Persons – Research 
participants were provided with complete information regarding the objectives, 
procedures, and details of the study and were able to voluntarily decide whether to 
participate in the research, Beneficence and Non-maleficence – The researchers 
prioritized confidentiality and the protection of participants’ personal information, 
ensuring that no identifiable information of participants would be disclosed, and 
Justice – Participant selection criteria were established clearly and fairly to ensure 
that all participants were treated equally and fairly throughout the research process. 
3.2. Sample 

The population for the quantitative research consisted of 1,362 E-sports athletes 
who were officially registered as professional athletes with the Thailand E-sports 
Association. The sample size was calculated using the G*Power software (Kang, 
2021), which indicated that a minimum sample of 320 participants was required. In 
addition, to comply with the criterion of having a sample size at least 20 times the 
observed variables, a Stratified Sampling technique was employed (Singh & Mangat, 
1996). For the qualitative research component, the researchers applied Purposive 
Sampling to select 11 key informants, including representatives from government 
agencies, the Thailand E-sports Association, and professional E-sports athletes with 
extensive experience in the E-sports industry.
3.3. Instruments

The instrument used for the quantitative research was a Likert Scale questionnaire, 
developed based on a review of literature, theoretical concepts, and previous studies 
related to government support, technology acceptance, management innovation, 
intercultural communication, and E-sports development (McLeod, 2023). The 
questionnaire was assessed for content validity by five experts and tested for reliability 
using Cronbach’s Alpha Coefficient (Kilic, 2016) before implementation. For the 
qualitative research, the research instrument consisted of a semi-structured in-depth 
interview guide, which was examined for content appropriateness and data credibility 
through the Triangulation method.
3.4. Data Analysis

Quantitative data were analyzed using descriptive statistics, including frequency, 
percentage, mean, and standard deviation, along with Structural Equation Modeling 
(SEM) to examine the relationships among variables according to the proposed 
research framework (Teo et al., 2015). Qualitative data were analyzed using Content 
Analysis, whereby interview findings were integrated with quantitative results to 



345 Espacio, Tiempo y Educación, v. 13, n. 1, January-June / Enero-junio 2026, pp. 337-353.
ISSN: 2340-7263

The Development of E-sports and Intercultural Communication towards Thailand’s Digital Learning Society

explain and support the research findings in a comprehensive and integrated manner.

4. Results 

The research was able to collect demographic data from a larger number of E-sports 
athlete participants than initially calculated. A total of 360 respondents were included 
after undergoing an in-depth data screening process. The preliminary characteristics 
of the sample revealed that the majority of respondents were female (53.89%), with 
most participants aged 20–30 years (35.56%). Most respondents held a bachelor’s 
degree (70.00%) and had an average monthly income between 20,001–30,000 Thai 
Baht (44.72%). These findings indicate that the majority of the sample belonged to 
the working-age population and possessed relatively high educational backgrounds, 
representing a group that is well-prepared for digital technology adoption and active 
participation in Thailand’s E-sports industry.

Figure 2: The Results of Hypothesis Testing Based on the Research 
Conceptual Framework.

The quantitative data analysis using Structural Equation Modeling (SEM) revealed that 
the variables of government support, technology acceptance, management innovation, 
and intercultural communication all had significant relationships and influences on the 
E-sports development as a revenue-generating industry in Thailand. These findings 
reflect the important roles of policy-related factors, technology, and management 
practices within the digital economy in driving the development of Thailand’s E-sports 
industry. Furthermore, the hypothesis testing results demonstrated that the E-sports 
development in Thailand does not depend solely on technological factors. Instead, it 
also requires the establishment of a supportive ecosystem encompassing governance 
mechanisms, government support, management innovation development, and 
intercultural understanding. These factors can contribute to enhancing competitiveness, 
generating economic value, and promoting the sustainable growth of Thailand’s 
E-sports industry (Figure 2, Table 1 and Table 2).
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Table 1: Summary of Hypothesis Testing.
Hypotheses Path Coefficient t-value Test Result

H1 Government support has a positive direct influence 
on technology acceptance. 0.94 20.91 Hypothesis 

accepted

H2 Technology acceptance has a positive direct 
influence on management innovation. 0.16 2.26 Hypothesis 

accepted

H3 Government support has a positive direct influence 
on management innovation. 0.89 10.81 Hypothesis 

accepted

H4
Technology acceptance has a positive direct 
influence on E-sports development towards creating 
a revenue-generating industry in Thailand.

0.13 2.10 Hypothesis 
accepted

H5 Technology acceptance has a positive direct 
influence on intercultural communication. 0.37 5.05 Hypothesis 

accepted

H6 Government support has a positive direct influence 
on intercultural communication. 0.40 3.83 Hypothesis 

accepted

H7 Management innovation has a positive direct 
influence on intercultural communication. 0.22 2.74 Hypothesis 

accepted

H8
Management innovation has a positive direct 
influence on E-sports development toward creating 
a revenue-generating industry in Thailand.

0.29 4.32 Hypothesis 
accepted

H9
Intercultural communication has a positive direct 
influence on E-sports development towards creating 
a revenue-generating industry in Thailand.

0.67 6.69 Hypothesis 
accepted

Note: t-value ≥1.96: p < 0.05, t-value ≥2.58: p < 0.01

Table 2: Results of the Analysis on Direct Influence, Indirect Influence, and 
Total Influence within the Model.
Outcome Variables REAC MAIN INES DECR
Causal Variables DE IE TE DE IE TE DE IE TE DE IE TE

GOPR 0.94** - 0.94** 0.89** 0.06 0.95** 0.40** 0.55** 0.96** - 0.93** 0.93**
REAC - - - 0.16* - 0.16* 0.37** 0.21** 0.58** 0.13* 0.27** 0.40**
MAIN - - - - - - 0.22** - 0.22** 0.29** 0.15* 0.44**
INES - - - - - - - - - 0.67** - 0.67**
Variables ASE ASB ATS PSI PRI BEI ORI IDE FEE AFF VIG STS
Reliability 0.86 0.84 0.93 0.88 0.78 0.88 0.89 0.90 0.85 0.92 0.90 0.89
Variables IMP LAD IIR BUS LAW REO
Reliability 0.93 0.90 0.66 0.88 0.91 0.90
Structural Equation 
Model Variables REAC MAIN INES DECR

R-Square Values 0.88 0.91 0.94 0.93
Correlation Matrix among Latent Variables

Latent Variables REAC MAIN INES DECRGOPR
REAC 1
MAIN 0.90 1
INES 0.94 0.93 1
DECR 0.91 0.93 0.96 1
GOPR 0.94 0.95 0.96 0.93 1
Note: Statistical values c 2=80.52, df = 67, c 2/df =1.20, P = 0.12, GFI = 0.98, AGFI = 0.94, RMSEA = 
0.024, RMR = 0.003

For the qualitative research findings obtained through in-depth interviews with 11 key 
informants, including experts, public sector executives, E-sports industry entrepreneurs, 
E-sports athletes, and stakeholders involved in digital industry development, the 
findings indicated that the development of Thailand’s E-sports industry towards 
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becoming a sustainable digital economic sector and generating long-term income 
requires several important factors. These include government support, technology 
acceptance, management innovation, and intercultural communication. 

5. Conclusion and Discussion

The results of the study provide key insights into different factors that contribute 
to the development of E-sports industry of Thailand and the way it is transitioned 
towards digital learning society. The findings revealed that intercultural communication, 
management innovation, technology acceptance and government support have significant 
effect on e-sports development. These results suggests that e-sports development is 
not only dependent on gaming participation and technological advancement. Infact, 
it is shaped through the combination of socio cultural, managerial, technological and 
institutional factors. Moreover, results demonstrate that e-sports can be a function of 
digital ecosystem for learning orientation where individuals develop competencies, 
skills, and knowledge that is important for digital societies. 

The positive effect of government support on intercultural communication, management 
innovation, and technological acceptance show the important role of public institutions 
to create environment that provide support to the innovation and digital learning. Digital 
transformation needs technological infrastructure along with initiatives and policies that 
facilitate knowledge exchange, connectivity, and participation. In context of Thailand, 
government investment in digital literacy programs, educational technology, and digital 
infrastructure create opportunities for individuals so they can have access to the digital 
resources. The results indicate that supportive policies of government encourage 
adoption of digital technologies, create conditions that improve communication among 
different groups, and stimulate innovative organizational practices. From the perspective 
of education, these initiatives contribute to the development of culture that promote active 
participation and enhance competencies in digitally mediated activities. 

The findings of the study are also supported through TAM presented by Davis 
(1989), stating that individuals are likely to adopt technologies based upon ease of 
use and usefulness. Results found technology acceptance having positive effect on 
e-sports development and intercultural communication. These findings indicate that 
users are willing to accept digital technologies play key role to shape participation in 
digital ecosystems. From the perspective of e-sports, acceptance of digital applications, 
communication platforms, and gaming technologies encourages engagement in 
collaborative activities and online communities. From the lens of education, this result 
shows that technology acceptance is more beyond technology contribution and usage 
to process of learning that occur within digital environments. With rise in integration 
of digital tools by the educational institutions into learning practices and teaching 
practices, technology acceptance become important factor to influence knowledge 
acquisition, digital literacy, and student engagement. Thus, developing positive attitude 
regarding technology can improve participation in e-sports participation within a digital 
learning society (Hammerschmidt et al., 2024). 

Another vital contribution of the present research is regarding the role of management 
innovation, showing positive effect on e-sports development and intercultural 
communication. This finding shows that organizations that are capable of adopting 
innovative managerial practices are in better position to respond to changing environmental 
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and technological conditions. Within ecosystems of e-sports, management innovation 
provide support to the development of collaborative organizational cultures, knowledge 
sharing mechanisms, strategic planning processes and effective governance structures. 
Such practices helps in efficient management of competitive gaming environments and 
digital platforms. Whereas, it also creates innovation and learning opportunities. These 
results show that innovation management practices contribute to the creation of learning 
oriented environments where participants have chance to engage in collaborative 
problem solving techniques, develop new skills, and exchange knowledge. As a result, 
management innovation must be viewed as key enabler of both digital learning and 
organizational performance (Hölzle et al., 2022). 

Another important result of the present study is strong effect of intercultural 
communication on the development of e-sports. Among different determinants 
examined, intercultural communication is one of the vital predictor of e-sports 
development. The results highlight that participation in e-sports interact frequently 
from diverse geographical, linguistic, and cultural backgrounds. These interactions 
create opportunities for exchange of experiences, perspectives, and ideas that enrich 
understanding of participants of different cultures. The results also provide support 
to the argument that intercultural communication competence is important for the 
individuals operating for the connectivity of global environment. From the perspective 
of education, intercultural communication provide support to collaborative learning, 
teamwork, empathy, and cultural awareness. Learners are exposed toward diverse 
communication style and view point through participation in e-sports communities. It 
also enables participants to develop competencies that are needed for gaming skills. 

The strong relationship between e-sports development and intercultural 
communication also shows the significance of e-sports in context of education as 
platform of experiential and informal learning. Opposite to traditional classroom 
environments, communities of e-sports provide authentic context where participants get 
engage in problem solving, collaborative decision making, and real time communication 
with individuals from different cultural backgrounds. These interactions contribute 
towards the development of intercultural competence, critical thinking abilities, and 
communication skills (Mushaathoni, 2025)..

The qualitative results also provide support to the quantitative findings by showing 
importance of collaboration between digital communities, private organizations, 
educational institutions, and government agencies. Respondents of study shed light 
on the need of coordinated efforts for the development of management systems, 
human resources, technology, and infrastructures that provide support to the growth of 
e-sports. Studies also stressed the important role of intercultural communication and 
language proficiency skills for successful participation in communities of international 
e-sports. These results show that educational institutions can play key role for the 
preparation of learners so they can participate in digital societies through integration of 
technology related competencies, collaborative learning, intercultural communication, 
and digital literacy into educational programs. 
5.1. Limitations and Future Direction

Although this study provides valuable insights into development of digital learning 
society and Thailand E-sports industry. But there are few limitations of this study. Firstly, 
research was conducted in context of Thailand, thus, results may not be generalized 
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fully to other countries with institutional environment, technological environment, and 
cultural environments. Secondly, the research used cross-sectional research design that 
limits the ability to explore changes in behavior and perception with passage of time. 
Upcoming studies may use longitudinal design with purpose to better understand the 
relationship between intercultural communication, management innovation, technology 
acceptance, government support and e-sports development. 

Thirdly, present research did not explore the role of educational engagement, 
collaborative learning, motivation and digital literacy. Future research must examine 
the vital role of e-sports in informal and formal learning environments and report its 
contribution in present era for lifelong learning, digital competency and other latest 
skills. Comparative studies across different countries and educational contexts may 
also provide a broader understanding of how E-sports contributes to the formation of 
digital learning societies in diverse settings.
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