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Abstract

This research aims to analyze and critique the film Gamer Game Mae as a socio- scientific case
study that reflects Thai society’s perspectives on gaming, e-sports, and the e-sports ecosystem. The study
is conducted strictly within an academic framework and for educational purposes only. It is not intended
to promote the film in any commercial sense, and all references to the film fall under the principles of fair
use for research and scholarly critique. Employing film and semiotic analysis, alongside in-depth interviews
with the director, lead actors, and scholars in film and mass communication, sports science, educational
technology, and entertainment business, the research identifies both supportive and critical views
presented in the film. Findings reveal that gaming is depicted not only as leisure but also as a path toward
career opportunities and digital identity, while simultaneously echoing social concerns regarding education,
health, and negative adult perceptions. The film also demonstrates how gaming fosters strategic thinking,
problem- solving, and teamwork. In terms of esports competition, the film highlights the rigor of training,
discipline, and team structures, while also portraying pressures from family and society, the risks of career
instability, and mental health challenges. Regarding the esports ecosystem, it illustrates the rise of leagues,
professional clubs, sponsorships, and digital platforms that expand public recognition, yet it also reflects
structural limitations, policy gaps, and insufficient educational and governmental support. Interviews with
filmmakers underscore the challenge of authentically portraying esports, while academic perspectives
emphasize esports as part of Thailand’s shifting attitudes—from stigema to recognition as a legitimate sport
and creative industry. The research concludes that sustainable esports development in Thailand requires
interventions at three levels: 1) socially, by fostering accurate understanding and reducing stigma; 2) within
families, by enhancing communication and balance between study and play; and 3) through policy, by
ensuring state measures, welfare, and legal frameworks that support esports as both a professional sport

and a creative cultural industry.

Keywords: Thai esports, Esports competitions, Esports ecosystem, Gaming, Film critical analysis
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davadn

w3esiledl 6: wuudunwalAslaseaing (Semi-structured Interview) Wiotusiusiadoyaisaniieaiu
agvioununesdsaulvedonsauny nsutsiuimndavedn uazsruuinadavesalulsemdlnedlduain
ameund Tngoonuuuyadmonlimnzauiugliteyaddinudsmglanzdu Ussneusemaiuuaiede
$1uu 5 4o iilonseduliilvidunvalasviouyuues mnuf mnude wazdeiausuus liun 1) vivudyumesi
Usingnisalmstaunuuaznisuistudalesnazyiaunndnulneluliilatng 2) annyuuesvewinudnewy deeulng
fivaunfdinuesidsaudainuuardatesnesils waeiitadeladufmuuaiauefitu 3) vhudiuumuimees
anAniiviudeing densiamiensasaudiladedalesaludaulneetls 4) vnunesissuuiin
favesalvediyauds gneeu lania wazauinmeezlsine uag 5) viwddeiausuuziBaulouieniaidaujun
og14ls ilelvidnslneaunsalivselominnnsiulnvesdaloinliognsaiuassduas e

Tumsideluadadfitosuanmansidoudiuveneiodiof 1-a fideldldnseuluimunstandnua

SATRIEINSUIATIZY 74 Table 1.
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Table 1. Primary codes according to the objectives and secondary codes of gaming, esports competition,

and the esports ecosystem.

Obj.code Sub-codes Example
C1.1: Motivation to play Play for fun, for a career
C1.2: Impact of playing Miss school, exhaustion, lack of focus
Cl: Gaming  C1.3: Social perception Supportive, misunderstood, opposed
C1.4: Skills and learning Planning, teamwork, problem-solving
C1.5: Social image Gaming addiction, lack of future
C2.1: Practice and discipline Regular practice, time management
C2.2: Team organization Role in the team, collaboration
C2: Esports
C2.3: Pressure and challenges  Expectations from family/coaches
Competition
C2.4: Rewards and fame Prize money, recognition, career path
C2.5: Sustainability Short career lifespan, opportunities after retirement
C3.1: Competition structure Leagues, tournaments, organized by gaming companies
C3.2: Professional clubs/teams  Affiliation, selection
C3: Esports ~ C3.3: Sponsors Brands, equipment, funding
Ecosystems  C3.4: Media and platforms Live broadcasting, streaming
C3.5: Education Esports curriculum
C3.6: Problems and risks Gaming addiction, gambling, mental health
NIDULUIANIUIYY
ATelAdeldnmeund wnuwed nuwl ugluniseseiuasnd eulestulifnsiduny

nsudstudalesn warszuuinadalsin laaiiuannsinseiidsdayeyy (Denotation/Connotation) kagkay
nsiinsviateya (Objective Code/Sub-code) faunTivaauANuLTaiievestayaniesng Triangulation uay

Trustworthiness $IU8IN15AITUIAMUANTILAZNISIUTBUTIBUTBNLEN (Presence, Depth, Comparative Link)

'
v aa L3 o/ o L4

Toyaiimsziasgnativayuanunduntvaliifeitestunisudnn neunivdn Weasviouanunsualnmsiases

U

waviutewiedalasn wavvenemenisdunvaliddninininsiddunisaudidiemansiansdtululu 4 a1
laun Mneunsuasdaarsuiasu Ineraanin1snn malulagnisfnw wazgsfatuile Weasiouyunes
denulnesonisiawny nisutsduindalese wazssuuinadavesalulsewelng Nrasunquilym guassa

waglona@vesn1swaunnwdalesnine aa Figure 1.
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Figure 1. Research Conceptual Framework
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(C3.6)
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Table 2. Critical analysis of the film ‘Mother Gamer’ based on the primary codes according to the objectives and secondary codes of gaming

Presence, Depth,

Obj.code Sub-codes Content Denotation Connotation Documents Summarize
Comparative Link
CL.1: Om practiced RoV all night to Reflects that gaming is not
Determination in Thai youth see esports as Yee (2006), Saejueng Appears as a
Motivation to prepare for the Pro League just for entertainment, but
practice to win a new, valuable dream (2022) central story
play competition. for a career
The teacher scolded Om, saying, Games are seen as WHO (2020), NID (2022),
C1.2: Impact of Appears as part of | Games are stigmatized as a
"You only play games and don't Impact on studies stealing time from Pinto (2021, 2022),
playing the story threat to education
do your homework." education Junklai & Awakiat (2023)
& Udomsook & Kaewma Reflects the conservative
€ C1.3: Social Om's mother said, "Games are not | Direct rejection from The generation gap in Thai Appears as a
8 (2019), Amarin TV attitudes still present in
T perception sports.” parents society central story
O Online (2024) Thailand

C1.4: Skills and

Om'’s team planned their strategy

Use of strategies and

communication within

Games help train

teamwork and problem-

Intel (n.d.a), NID (2022),

Appears as part of

Games are a learning space,

wasted future."

learning before the competition. Yee (2006), the story not just entertainment
the team solving skills
The teacher criticized, saying, "A Thai society still holds the
C1.5: Social Negative perspectives | Gamers are stereotyped Muendech & Noriya Appears as part of
child addicted to games equals a belief that games are a
image from adults as failures (2023), depa (n.d.) the story

problem for youth
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Table 3. Critical analysis of the film ‘Mother Gamer’ based on the primary codes according to the objectives and secondary codes of esports competition

Obj.code

Sub-codes

Content

Denotation

Connotation

Documents

Presence, Depth,

Comparative Link

Summarize

C2: Esports Competition

C2.1: Practice

and discipline

Mom's team has to practice hard
even without a gaming

background

Practice is a routine

Discipline is the heart of
esports, just like other

sports

Garena Academy (n.d.),

Intel (n.d.b)

Appears as a

central story

In terms of discipline, esports
is no different from other

sports

C2.2: Team

organization

Om chooses teammates to

compete in the Pro League

The team must have
roles and positions in

the game

Team organization reflects
teamwork and

prioritization

Garena Academy (n.d.),

Tang (2022)

Appears as part of
the story

Team organization reflects
the structure of real

competitions

C2.3: Pressure

and challenges

Om is pressured by his mother,

saying gaming is not a future

Family conflicts

Thai gamers still face
resistance from their

families

Garena Academy (n.d.),

Alipon (2023), Li (2024),

Ahn & Kim (2024)

Appears as part of
the story

Family is a major pressure for

Thai gamers

C2.4: Rewards

Announced prize money for RoV

The competition has

Esports is a pathway to a

Webb (2019), Garena

Appears as part of

Reflects the economic

and fame Pro League is 10 million baht high rewards career and wealth Academy (n.d.) the story opportunities from esports
Udomsook & Kaewma
C2.5: Om’s friend complains, "This Concerns about the Professional gamers have (2019), Suansunandha Appears by being | Reflects the vulnerability of

Sustainability

career won't last long"

future

a short career lifespan

Rajabhat University
(2024), Tang (2018)

mentioned briefly

the profession
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Table 4. Critical analysis of the film ‘Mother Gamer’ based on the primary codes according to the objectives and secondary codes of esports ecosystem

Presence, Depth,
Obj.code Sub-codes Content Denotation Connotation Documents Summarize
Comparative Link
C3.1: There are real leagues | Thailand now has
The RoV Pro League competition Webb (2019), Tang Appears as a Reflects the real competition
Competition and competition professional-level
is broadcasted live (2018) central story system in Thai society
structure systems competitions
C3.2: The necessity of VPNAGAMES (2017), Thai professional teams have
Om's team signs a contract with a Entry into a semi- Appears as part of
Professional having a team Webb (2019), Garena started to emerge, but are
small club professional system the story
clubs/teams affiliation Academy (n.d.) not yet strong or stable
Organizers and
pal The Garena logo and main Businesses play a role in Appears by being | Thailand has sponsors, but
% C3.3: Sponsors sponsors support the Denwittayanan (2017)
@ sponsors driving the industry mentioned briefly | they remain limited
g competition
V)
" The competition is
£ C3.4: Media The competition is broadcasted Esports is tied to Webb (2019), Streams Appears as a Online media is the core of
8 broadcasted through
9 and platforms | online streaming platforms Charts Team (2024) central story the esports ecosystem
« digital media
U
Thailand has not yet
The teacher argues with Om'’s Reflects the weaknesses in
Education competes integrated esports into the | Suansunandha Rajabhat | Appears as part of
C3.5: Education | mother, saying Om should focus studying the esports
with gaming curriculum as seriously as University (2024) the story
more on studying than gaming ecosystem
other sports
Bias: "Kids addicted to Reflects the major risks that
C3.6: Problems | Om collapsed because he played | Negative effects on RICD (n.d.), Phosang Appears as part of
games equals poor Thai society is most
and risks games too much. health (2021) the story
health" concerned about
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Table 5. Interview with People involved in the main film production

Questions

Interviewee

Interview

What is ‘Mother

Gamer’

Interviewee B

Ohm had a dream that he wanted to become an e-sports athlete, to compete in world-class tournaments, and to build a profile that could be among the smallest and

rarest in the world. But then, it turned out that his mother did not understand and could not accept it. She didn’t want to go along with any of these things.

Interviewee C

As someone who knows him best, she could see that one day he just would not stop playing games. It turned out he was playing so much that he became almost a
pro player—yet antisocial, avoiding phone calls and resisting outside life. His mother wondered how she could ever make her son quit. No matter how much she told
him, he wouldn’t listen. Out of frustration, she sarcastically challenged her son, saying: “If you’re going to keep playing, then | will defeat you. That way you won’t need

to play anymore. Just wait—I’ll beat you!” And that’s where the story of forming a team begins.

The beginning of

‘Mother Gamer’

Interviewee A

This project actually began with Sahamongkol Film. They had developed the concept but didn’t yet have a director to take it on. When they called me, | felt it was
very interesting and also a personal challenge. | thought | could make it into something exciting and enjoyable for audiences, just like a real game. At first, when we
started shooting, | felt the film was about a kid addicted to games and a mother who didn’t understand. In this story, Ohm is addicted, and the question becomes: what

will his mother do? We developed it into something more fun, and eventually it became a youth-centered film.

The challenges of

‘Mother Gamer’

Interviewee A

The first big challenge was that this had never been done in Thailand before—a film about e-sports. Another challenge was the capability required from the cast,
especially the mother character. We couldn’t deny that the role needed someone with immense talent, and when we thought of the character of the mother, the
image of the actress immediately came to mind. Garena supported us from start to finish, from securing the rights to ensure accuracy, through script choices, design,
even selecting heroes and characters for the matches. They helped with professional players and capturing in-game footage for the film. As for CG, it was a whole new
experience for me. | had done commercials and music videos before, but since this was a gaming and action film, it required new learning about CGIl. We planned

extensively and constantly adapted because we didn’t want to make just another film—we had to think differently and create something fresh at every step.

Interviewee B

It was a lot of fun. The actress who played the mother felt more like an older sister. We had many scenes together, and acting with her felt natural, as if we were just

playing along. She truly gave the vibe of a supportive sister.

Interviewee D

For me, | had to put in extra effort. | needed to study my character in the game, learn how the skills worked, and practice so that when performing game scenes, |

could speak and act naturally.

The uniqueness
of ‘Mother

Gamer’

Interviewee A

I think for non-gamers, the mother character represents them—learning about the game and the characters step by step. The audience gets to learn alongside her

throughout the film.

Interviewee B

Most people who saw the trailer asked: “Is this a gaming movie? If | don’t play games, will | even understand it?” For me, | feel anyone can watch it. You don’t have to

be a gamer, because at its heart the story is about relationships—between mother and son, friends, and lovers.

Interviewee C

When people walk out of the cinema, they’ll feel happy, entertained, full of laughter, and also take away meaningful reflections—an understanding of the differences

between generations, between mothers and children, and within families. In the end, there’s only one word | can use to describe what they’ll experience: fun.
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esports reflect

Thai society?

up with digital technology and build identity
through gaming; the rise of the creative
economy linked to live streaming, marketing,
and sponsorship; and intergenerational
conflicts in families and education, where
parents still see gaming as a problem while
youth see it as a new skill and opportunity.
Esports also expands the definition of “sport”
and fuels debates about professional

recognition.

performance to recognizing focus, strategic
thinking, and teamwork as essential skills. It
also embodies the digital values of younger
generations who can compete internationally.
At the same time, it raises concerns such as
health risks from prolonged sitting and gaming

addiction, while also showcasing economic

potential through investment and sponsorship.

This highlights the need for Thai society to
balance youth development with risk

management.

how Thai society learns and uses technology.
Youth do not play games solely for
entertainment but also as a space to practice
thinking, communication, and teamwork.
Esports demonstrates that learning goes
beyond classrooms, taking place through
digital media and online communities. At the
same time, it reveals challenges such as digital
inequality and unbalanced time use. If
integrated properly, esports could drive

Thailand toward creative digital learning.

terviewee Interviewee E Interviewee F Interviewee G Interviewee H
Questions (Assist.Prof. in Film/Mass Communication) (Assist.Prof. in Sports Science) (Assist.Prof. in Educational Technology) (Assist.Prof. in Entertainment Business)
How does Esports reflects Thai society in multiple Esports reflects a shift in how Thai society From the perspective of educational Esports reflects Thailand’s transition into a
gaming and dimensions: cultural change where youth grow | views sport—from emphasizing physical technology, esports reflects a transformation in | digital economy driven by new media and

creativity. It is more than gaming—it mirrors
consumer behavior shifts, new business
models, and youth identity formation, while
also exposing inequalities in technology
access. For Thai society, esports represents

both significant opportunities and challenges.

What positive
and negative
attitudes exist,
and what
factors shape

them?

Thai attitudes remain divided. Positively,
younger generations view gaming as a source
of skills and careers. Negatively, adults worry
about health, education, and addiction. Media
portrayal and personal experience shape these
attitudes—when media coverage is positive or
families see success, perceptions can change.
Thai society is now in transition between

concern and acceptance.

Thai attitudes remain divided. On the positive
side, youth see esports as a pathway to
careers and global opportunities. On the
negative side, parents, teachers, and health
professionals worry about addiction and its
impact on education. Key factors shaping
attitudes are personal experience and media
representation: when the media highlights
success or families see positive results,

perspectives shift in a constructive direction.

Thai attitudes remain divided. The positive
view highlights 21st-century skills and new
career opportunities, while the negative—
especially from parents and teachers—sees
esports as harmful to learning and behavior.
Attitudes are shaped by direct experience and
media portrayals. Families who see games
used for learning are more supportive, while
negative effects reinforce skepticism. This
indicates the need for clear academic
evidence and policies to prove the

educational value of esports.

Thai attitudes are mixed. On the positive side,
esports is seen as a business opportunity and
income source, especially by younger
generations and investors. On the negative
side, parents often view it as time-wasting and
harmful to education. The decisive factor is
information and direct experience: when
families or the public see tangible success

stories, perceptions tend to shift positively.

What role can
your field play

in promoting

From a film and media perspective, the field
plays a crucial role in storytelling through films
and documentaries to reduce bias and portray

the realities of esports athletes, including both

Sports science plays a critical role in
legitimizing esports as a true sport. It provides
knowledge on training, health management,

and injury prevention, along with research

Educational technology plays a key role by
designing curricula, activities, and teaching
media that use games as learning tools.

Esports competitions can help students

Entertainment business and digital media play
key roles in designing sustainable business
models for esports—from tournaments and

team management to marketing and digital
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terviewee

Questions

Interviewee E

(Assist.Prof. in Film/Mass Communication)

Interviewee F

(Assist.Prof. in Sports Science)

Interviewee G

(Assist.Prof. in Educational Technology)

Interviewee H

(Assist.Prof. in Entertainment Business)

understanding
of esports in

Thailand?

opportunities and challenges. It also involves
analyzing media discourse to build knowledge

for public communication and policymaking.

showing that structured esports training
benefits both body and mind. This reduces
bias and helps gain parental acceptance. If
applied effectively, such expertise can
accelerate safe and sustainable development

of Thai esports.

develop analytical thinking, teamwork, and
time management. Research is also needed to
demonstrate educational benefits and reduce
bias, while collaboration with teachers and
parents builds acceptance. With proper
regulation, esports can become a tool for

preparing Thai learners for the digital future.

content creation. The field also acts as a
connector among players, investors,
government, and consumers, helping to build
a balanced ecosystem. Clear knowledge
dissemination and supportive policies could
enable esports to grow into a stable creative

industry in Thailand.

What are the
strengths,
weaknesses,
opportunities,
and challenges
of Thailand’s
esports

ecosystem?

Thai esports ecosystem has strengths such as a
large, capable base of players and viewers.
Weaknesses include inconsistent state support
and infrastructure. Opportunities lie in
developing esports as soft power and part of
the creative economy, while challenges
include international competition and social

issues like health and gaming addiction.

The strengths of Thai esports lie in its large
player base and internationally competitive
skills. Weaknesses include a lack of structured
support—such as training centers, professional
coaches, and systematic health care.
Opportunities involve building professional
athletes and related industries like sports
tourism. Challenges include stronger
international competition and lingering

negative perceptions in Thai society.

Strengths of Thai esports include highly skilled
and digitally engaged youth. Weaknesses lie in
the lack of clear educational policies, with
some schools dismissing it as trivial.
Opportunities include positioning esports as
both a learning activity and a career pathway.
Challenges remain in parental and institutional
attitudes that stigmatize esports rather than

recognizing its value.

Strengths of Thai esports include a large
consumer base and skilled youth. Weaknesses
include weak business management systems
such as licensing, clubs, and athlete welfare.
Opportunities lie in expanding into new
businesses like streaming, esports tourism, and
global branding. Challenges include strong
foreign competition with better support
systems and Thailand’s unclear legal

framework.

What policies
or actions
would help
Thai society
benefit from
esports

sustainably?

Recommendations include: (1) public
communication policies to foster accurate
understanding; (2) investment in infrastructure
such as training centers and athlete funds; and
(3) integrating esports with education and
business to build skills and industries,
alongside health and social safeguards. If
achieved, esports could become a sustainable

and creative force in Thai society.

Recommendations include integrating esports
into the national sports system—through
research centers, training facilities, and health
guidelines for players. The government should
support youth development from school age
and use media to convey that esports requires
disciplined practice. With these measures,
Thailand can achieve sustainable domestic

recognition and global acceptance.

Recommendations include integrating esports
into the education system, from schools to
universities. The government should support
policies such as skill-development curricula,
gamified learning resources, and related
research. Training programs for teachers and
parents are essential to build understanding.
Structured esports competitions in schools
could reinforce discipline and recognition. If
implemented, esports will no longer be seen
as just play but as a medium for learning and a
new career path that contributes to national

development.

Recommendations include creating a national
esports strategy that integrates all
stakeholders. The government should support
startups, improve copyright laws, and provide
tax incentives. At the same time, guidelines on
athlete health and ethics should be
introduced, and domestic competitions
promoted to position Thailand as a regional
esports hub. With these measures, esports
could evolve into both an entertainment
industry and a driver of the digital economy

and national soft power.
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