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through Honor of Kings and Arena of Valor

Teerati Banterng® and Prompan Changkarndee®*

# Assistant Professor, Phd, Graduate School of Communication Arts and Management
Innovation, National Institute of Development Administration

® School of Science and Technology, The University of the Thai Chamber of Commerce

* Corresponding author email: prompan_cha@utcc.ac.th

Abstract

The study’s objectives are (1) to examine the communication, diplomatic
strategies, and content marketing through the video games Arena of Valor and
Honor of Kings; (2) to compare the consistencies and differences between these
two games; and (3) to propose guidelines for developing content, communication
formats, and diplomatic strategies through esports for both governmental and
private sector. The research employed a qualitative methodology utilizing
documentary research and content analysis, collecting and analyzing 5,300 posts
from Honor of Kings, HoK Global Esports, Garena RoV Thailand, and KingSauce
Legends.

The research found that (1) Honor of Kings and Arena of Valor demonstrated
distinct characteristics based on each page’s objectives, as Honor of Kings
prioritized presenting gameplay and international service announcements,
utilizing the game’s characters through short videos. Esports competition events
and competition conditions were presented through infographics while Arena of
Valor focused on advertising game services, and community building through
images and influencers; (2) Honor of Kings effectively reflected cultural and
creativity than Arena of Valor because Honor of Kings’ publisher is a Chinese

domestic company operating in alignment with the Ministry of Culture’s; (3) The
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study recommends that Thai game producers should integrate local cultural

elements to present cultural image to international game users.

Keywords: Esports Diplomacy, Content Marketing, China’s National Branding,

Honor of Kings, Arena of Valor
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) & = ¢ ' a ¢ v a A 9
MIRALLdem UkuUNITHoaNS Uaznagninisyarudalesnlviviisnuiineites
3.3 uurnAanenunueauladuaznisnaindailann (Online Gaming and

Content Marketing)

'
P

N15MA1ALT 9L 81T (content marketing) BUNBEHY ATLUIUNITNINNITAAA
Neasiun1saiisassAlleniiomgunstayay1ians asennunsening Al

Waruaula waznseauliiiansiidusiuiunguidivang vilinguidivungiia

TugaRdiarunisaademitannsolvamefuduilnauutesmiseaulat (online)
violuduailiile (social media) pgnslsfinu msnamdadenlilédingusvasdngn
dlamsvedudiidy widisudinsiiauaiiieadrsUszaunisaluazanudusius
seninengudmvuneiuesdnslusuiuuresunady U Iale uazides (Natawat
Khanaruksombut 2021, 183; Saisunee Kasem 2023, 230)
n&nn1sddresnmainsnaiadadon fe n135rynaudIvang waysey
nUszassiitaian iloiauaidomiifinuamsnuanudesnsvesnguivng L
p8198UIZANTNN (Saisunee Kasem et al. 2023, 230) lnudnwurd1AYU0IN1I0AI0
Fadomn Hun anudenlssiuduilnafianunsoilugnsasunuamnfnssunia

TP UTTaIRveIn1sdeans WU n15aTNANIANTUYOU Wagn1sadaufduius Al
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dausan Inofinaueansazdesfinnsanfeguuuunazdomisnsinaus fimngand
WizauiugaaaT anunsal azwalulad (Rowley 2008, 542) wayn15vinn1snaig
FadlemiliussansnmazdedldatannuidngndaBeatiunmslavanliiuguiiag
(Natawat Khanaruksombut 2021, 183; Rowley 2008, 528) §3aloinuyulddeans
Wlerutauiia msgala nslviaud waznsiFeudieuls lusnsandeussiamdu

Alewnu uneda Aeidldineu (interactive) Miliynegananeifiudesaynuas
AanaansauingUszasd (funware) lnenseiuliiinadusdnindamdu nsuuedu
LazANARINITETUE F9iAleinuiinalnfianansaliieifundesiloatrsanudinise
WUTUALAENTITA3 19599908 8171 N1TlwmS ERYs19Ta Y3aN15A 1R TR LN U
(leaderboard) (Zichermann and Joselin 2010, 19)

=

nswawalulagswmasidavinlmisnuesulay IAlotnuaiuIsaLdndwmse
Y & o

Wenlsafiauldidudnuunnlunaniediu (Jaturapaisan 2024, 211) Fedeaidudent

dvgnasiensuiwazarunsaidfeaulannmaynie (Sukanya Buranadechachai et

Ao o $7

al. 2024, 203) yiliinueeuladnatsidudesmddunsiausilonfid1dy @i
Ausandusulvnudiau wazlivilviifinanuidnveinisgnsuniIuaInnisiawun
(Pijarin Sukkul 2017, 136) IngasAusznauvedinlawnuaunsasusoanidu 3 nqulng
(Shinnasin Klangthong 2016, 253) A1l
| & o, s A Y o & A a

1) @3uUen1 (game contents) LUUBIAUTENBUNLAYIVDINULLBLIBIVBILNY &
avgnatuNsasesuMsIAULaY duilasesvaany I5n15idTes drulseneu
YOIFIALAT TIVEINITOONUUUAIN

[y

2) d@uidusguu (game mechanics) Wussrusznauliieadeatusyuumay

& ol Yo

Fansidun leliiAne1sual anudan wagUszaumsaifaliiugiau

3) BUIARUBALNY (game concepts) Huesusznauiiiendestununpnvenud
RedesiungnAnilunisiauny

g mnssunvesUssmedu dugnamnssuifivelvguaziiulnogiasnis
Mnmsatuayuresniaigiitelddearndenimietamsssy Feadr Aauy uaznns
PONUUY TITINNENYalvesUsEmA Wu n15TIuilosenIagimnuning Honor of Kings
iU Dunhuang Academy 99ALUUAAYN “Meet Apsara” 21NANTNANNATUNTNLTIUUU
Hunudnsnssurndsyuitden (Chinese Dunhuang Apsaras fresco) (Sukanya

Buranadechachai et al. 2024, 210; Zhang and Lu 2021, 1079) Imammﬁﬂi’ﬁ%lﬁaﬂ
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Wunsdl@nen Tdwn 1nu Arena of Valor wag Honor of Kings & w1 usnudsziamn
Multiplayer Online Battle Arena (MOBA) 3siliij ei3 psvauinulaidmiau egslsiny
doidoaniedsziRvesiasasudasdgnoenuuulifiauaenadesduinys
ALEAINNTD wazUssinnvesiitazas tnslulddanadusUuuuvesnisiaunuuazng
NAN1Ya9LNY (Shinnasin Klangthong 2016, 107) 6‘?}&5@L*fjJuLLmﬁwé’ﬂIumiﬁﬂmw%’qﬁ

VA v v 6

N a & v = 3 g 4:4'
H'J YANATITVLUIAALUBIAULALLADNLAN Arena of Valor lUNTUANYT LUB9IN

A

Sunufififfiauefuedsgsis 100,000,000 aulud a.a. 2020 uazina Honor of Kings

—

7 9fioled1tduduuuUYes Arena of Valor (Li and Carter 2023, 74) s s@oainugn

ganuuulag TiMi Studio Group Jimu1¥1I3U AnuuandaiunsUanualvesiiagas

negn1eluinu Iag Honor of Kings gneasnuuulvildiunauvesuseiamans Jausssy

uAAadIAny nAna wazanuid1Ayvesdu wWelviiauiuiiaulalseifamans

I
v v

Touusssu wazauluiu Snvsdudunuiivieduinioulasygiavesusemaniunis

v & [

IaNsuYstunavaseyuyuadouvasiau uenainil gmunnudslasiudeduin

Aad o

Useiusinasn1¥eLdes esanuuy Wau aunmdesnigluny aulasusieda

Ansiafiunawat .. 2559 YagUu 1y Honor of Kings dfivagasaneluinudiuau 119

fi7! Tuwuevnu Arena of Valor §¢agAsiunuanulIu 117 i’

U 1 nmuanainy Honor of Kings UM 2 nmuanany Arena of Valor

UM 1 way 2 1unindae813v936nu Honor of Kings kaw Arena of Valor
AUSIAU LAAILATILAMUBLANAE 819 A2aZAT UDUAMBS 270 INUF YSeaIRUsenaU

B 9 veaisdennNeg1alsinIN NTEUIUNMTIIERNL Honor of Kings FiauuanyUseina

1 054U v9.3.1.17 doya a Fuil 12 wwneu 2567

2 934 1.53.1.2 sulmaLiie 22 unsiAw 2567
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Y]

Judsllarunsannulnanlaain Google Play way App Store lagnss Q’Léuﬁ'auima'u
inaagdadivan APK® vosuaUnlaty uarfndsasuugunsaiaindeliu Taflenmgen
Tunsddannninng Arena of Valor fianaiilnanléan Goosle Play uag App Store
lnsfius¥nni3un seulad 9dn Wudliuinslulssmalng Feauin wasldniu
Tuvauzdiin Honor of Kings agnelanisguaves Level Infinite uwazgnuusoanidu 2
dinnesudn Tdun Winnesiduaina dadalduinisneusndseinaiy way
Wwinesneluusznedu (Romano 2021)

nae1nn1laliusnsveainu Arena of Valor ag Honor of Kings Tutfeu

£
U =

weEAn1eY A.A. 2015 Nsutstunsawsnlagninaulul a.a. 2016 Ndlsadesld Ussne
3u sewnu Honor of Kings tneifidsaudutinfivdalesavniiudiuau 10 au l4Te
$18ATUVITUIN “Honor of Kings Champion Cup 2016” wagisuiin1sdnnisudetuly

snaUsewmalulanun Usswmaneladisiuniseaatunndalasalaelding Arena of

1%
=

Valor #aiianisudsdufidaiumelulssmalng waznsugaduimdaUssauiuned
(Esports Earnings 2024)

Tutayu vy Arena of Valor wag Honor of Kings ladnnisuysdueg 101y
VIASTINIA 169 Ta5unaus® 13u519Ya573 89,642,099 50 APAANTaANsY wasd

v A

WnAWIALASUNISTUNNT 8T8 1WIU 2,111 AU 9710 45 Usewnd tneusewalneaiunse
visnelaannnisudsduiny Arena of Valor wag Honor of Kings laidususui 2 14
lan yaen 6,890,839.3¢ Aaaansansy anunfuiisiun 214 au Wuseaiieaussine
Junausaaiiselnndusieiagaci 66,453,348.18 aeaaisansy laedunan
37U 694 AU (Esports Earnings 2024)
3.4 wuaRANEINUgAEUNIINBaUasA (Esports Industry)

a 6 =3 v a < a 6§ aa 1

dalatn g JUkUUNsuYsiuRwBinnsetind Ialewnu H1UsEUU human-
computer interfaces Mgldng nfin1 w1sEM UardRTEIUNgNAMUATUlngNLIY
A A v I ~ 1 1 1 Y] 1 I v A a =
MAgtes uwavilufgeusuagraunsvate nMsudadugnuiseseniluseiuiioaiinuazile
anpsiay lUn1997nn U st UAKIUTELAND U 9 (Hamari and Max 2017, 211) lay

wwanasunlglunisuratudalasanuseanidu 3 uwannasy sail

1) insesaunuasulya (console) fotlugunsalinuuiiausnigiauanunsaidnfle

3 APK %138 Android Package Kit [ulvldflfiitefindsuazimaunsuusyuuUfianis Android

4 dfoya91n Esports Earmning $uil 16 e 2567
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DYILNINANY LU Play Station, Xbox Wag Nintendo (Jia 2019, 16) laginudauasnil
Juiisdnuasiinsutetusundonaunaulea iy Tekken, Street Fighter, EA Sport

Y

FCTM

2) ApufiamesaIuuAna (personal computer) fotduunanwosunfisWaunyd
aUasnI1UIULIN 819 Valve Corporation, Riot Games, Blizzard Entertainment (Jia
2019, 16) lasinudavesmil 10 uvl § 90 19U Valorant, League of Legends (Lol),
Defense of the Ancients 2 (DotA2), Counter-Strike: Global Offensive (CS:GO)

3) nsdnsiaunsalnu (smartphone) WWugunsainsudetudavesailasumiuiey
lugiiniaedie Ineinudavssaiudsiuuuunannesy 817 Arena of Valor, Free Fire,
Mobile Legends: Bang Bang

a 4 a 1 @ 1 1 [ a
gaanunssudalasmdulaegnesanidlugiinisunsssuinveshisalain-19
93971NN15UTUNGANTINNITUNITINAINTIUBLIUA NITWTITUNWT WazAuTULTsuY
aa o = a v a s a £ . =
JEUUATYA Fagaisusuveasgnavnssudalain fie n1sinduny Tennis for Two 1l
= <) a 1 al Y] I 2 | I ng
A.A. 1958 Fauduinuiiannsaiduiioudatusenitaunna lngklauaziausulegann
(joystick) vaaa1niu Tud a.e. 1962 iny Spacewar! lagnimundulnediudndnw,
amﬁumduia&mamsgwmé (Massachusetts Institute of Technology : MIT) @a.lu
nusnaInsafafslavumsuiiamesatein3es g19lsnnu geamnITINULaLE

Y [~3 d‘ | A Y o o Y Y = '3 a 4
avosndsluduiunsvats Wesndediadiunisindsgunsalreuiiames (Bousquet
and Ertz 2021, 3)

aal a <) ayo | ::g{ | 1 ) [ a ‘:9; v

Fatonusudunidnunsuateundulungugldeunily vdwinnsintuvess)
LNUBLUA (arcades) hazinuasulaa (console) Tud .. 1972 1AANISWIITULAL
Spacewar! T1us18115 The Intergalactic Spacewar! 1un1IN81dvengNosn Lagdl
L1593 24 Ay Tneyuzagldsudnsnishaniuiineals Rolling Stone Wuvian 1 1
ANt Nsudsdudaveingninfulag uTEnENEANLLAZIATBUEY LazlTUINTT
aeneanIsuYstudalasanslnsviaulusionisinulyd (Bousquet and Ertz 2021, 3;
CDW 2021; Farokhmanesh 2012)

o LY LY Y o o

Tugaamenssy 1990 inugniauvidseuutuiinasiuuuazInduauelay vinlviin
guyuaiiow neUsiunisimuineuiamesdiuyana wazialuladdumesidnsuiuf
sAnuazanusandald Iainsenisnisudadudaletauniy dawaliAnnsimung]

uliduiduiionndn wasnisudsduisulasunisaduayuanuusundudi n1s
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v A

fdrevenannIsuletuiidnvasadiendenisulsuiunailiadu 9 Bousquet and Ertz
2021, 5) auluilagiiu Favesaldsunssensuduniduriafmaniguialunaty
Useina 819 Usenadu Usewenvals saudsuseimealne laedavssamdisuaiou
\w3esilanimsnatavennuiiteliidomvennuiineesiia (ifecycle) flonunuiu

v
v v =2 =3

anvedsanunsoadiayuvudlaung (community) laene Fauiuladn intesulad
anunsaldiiievinisudsdudsdifanssumfetdesiunisudeiudalasafindu (Shinnasin
Klangthong 2016, 246)
9 1% =~ - = a & = s | ovaa
nsausunalulagnisdeasliuednauiadugaamnssudalesanuii gl
duladruduneglugaamnssuaiunsoadedninasognairnssuuananeiu lnenay
g3nafidmadognaInssuganan Laun §munny (developers) §3nTmuteway
1iu3n135 (publishers) wnaanasudmsuaenanan (streaming platform) wagnguuwny
ARUWSBERARIY (fans) agnslsinny guamnssudavesndiiosnisnisatuayuainnia
| = o A v a | o =
d2udu 9 N899 819 $181151715UUITU (league) Nualuas (team/club) N3

n18nenan (broadcasting) &1au (players) @ uauu (sponsors) LagnYIYITU

\Aedas (federations and associations) (Bousquet and Ertz 2021, 12)

4. 3auHuUN153Y

NUITELIANYINTAT NS NwAlvRIUsEIMATUR WaRaIMNsINBatasnA Y
sUkuUN1sAeans nagnsnisym uagnismatnidaionsiiuing Arena of Valor wag
Honor of Kings lagldseideuidide 2 dau laun

1) 11539819na15 (documentary research) Lag$3UIINLBNAITNTA AT Y
gnavinsaudalefmuesuszimadu uleuismeUszinavesdu deyaaniiulesinianisi
Redes feyanndodsnuseulat sudsundunvaliinfwndaledn dnivins doya
1Ny wazdoyaweunsiiduasisazvesgsiadayedn

2) MAATIEAiLiion (content analysis) neTiasesiiilevnuesinuiigndoasriu
wanduau 4w laua Honor of Kings, HoK Global Esports, Garena RoV Thailand
uay KingSauce Legends amailetnits 4 aitldidonududumananisvesny
Honor of Kings 91U 2 1WA lWAN19N15U89nal Arena of Valor 117U 1 LN Laging

Tiidunnen1sniiilenivesia 2 tnudn 1 e 1aeivaulnTzaziIain1siAuLtand

=)

[y

WATUN 5 FMNAY WA, 2564 UDITUN 31 TuAN WA, 2567 52uuIIUIY 5,300

See
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Twas esannidutunsnfisuiinisusenirametdeuluy close beta ¥94Ln3 Honor

| a a4

of Kings itauangiinindu q uenUseinauaunsandediunula wazduiiniiem

Y

asluwuuduiindoya (coding sheet) lNaAN¥IFULUUNITA DAITUDIUADLING LAL

a a v ! & ¢ o A
WIHULNEUAINUEDAARDILAZLANANNUDIN 2 LN I@ﬂLﬂm%ﬂIsﬂUﬂqﬁﬂ@LaaﬂL‘W‘ﬁu

¥
a A

= :5 A Avo 1 Y a ) 1 o a o Y a
n1sAnwIASe Ae manidunsdnlunduvesduslaany uasidudesmananivilviing
MskanAguUszaunsaiuasANARILYOIE EUATUNITEWNY AINTTUNITUYITY
advayuliiinn1sas1eyuvuLauny Arena of Valor wag Honor of Kings 4 4413
KingSauce ugiinagtdunanliiiunisnisvesinu Honor of Kings ag1glsfiniu une
v A & Y I adda a . ° & A a v
237 9304 LN Daiduiauniaviana (influencer) Tunsuiausillemingites
Auiny 8nviedadutinnnnginy Honor of Kings N1l@sunisAndanain Tencent Ty
BEUﬁmEJIVIEJELuﬂﬁLLGU'ﬂ‘ﬂJu Honor of Kings International Championship 2023 @40®
Jusemsnisudsiundndeuoanu Honor of Kings wag Arena of Valor
=

ASBULUIAANISITY 1399 N1FATIAMNANBUVDIRUNIUDAUDSA ANWIN1SATIS

ANEnwalvaUsTinAT U TuUS UNUesanaInIsudalasnulauanina nualves

al

Useimaiu dadunainanuloviemssinsUssmenagnisymansisazvesussmaiy
dwasiomsseniuuiiiemvenny uariiaussutemsnIsnaInvesliuinIsuasi
vsnaseulayl (influencer) anetny iomeumnunsie 1) EULLUUﬂWSﬁWLﬂuaLﬁ’e}MW
Y99n1 Honor of Kings way Arena of Valor siunsuniauaiionsiiugeamiamedn
(Facebook) 2) nagns N3y nvesuszinadui uansliuf un1ud enivwlsdn
(Facebook) Hiletanitasghitagasnuuuguuuunsieansamdnualvosussmeninu

nMseonwuvdelugnamnisudaless Fuandbiiulugui 3

MnansailsTinAau

guuuunng

:> ?\"ams*

> Honor of Kings

PAATUNTTY

= —=> maeaslasn

uleung
fNtszina
NsYAASITOL

Aaesmay

c)

> Arena of Valor

NNFARALTEY

=

&
LUauI

gt/ﬁ 3 LAPINTBULWIAANITIAE (Conceptual Framework)
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n1yiAsEdeyalditnissiunindeyannisiuiindeyaadusu coding sheet

Y

¥ &

TnsusnUszinnvaniemesniusuuuuveniem (nm foanu 3ile) andiusing &
ansnaziounmdnvaivessenaiuludutausssuuasdonfiioates was
Aa5uneLilon (caption) Lﬁaﬁ’mﬁmeﬁgﬂLLUUmiﬁammamﬁwmé’ﬂﬁLwa
dosnsinaue lngldnsinsginuunssau WeeSurgnansdnuidunisiiaue
demangliuimainuuasdiiavswaseulat (influencer) finauaiiovfiiedos

AULNY

5. Nan1598

s

HANIANYINMENAIYDIUTEMATURIUBEURSA | N15HBANT NALNSNITYR Uag

[

nsmaaidaiiien k1w Honor of Kings waz Arena of Valor anunsaasula il
5.1 gUqumsﬁ'naumﬁlwwaunu Arena of Valor wag Honor of Kings 6i1u
T deaiiae

sULUUN5A0a1598Ina Arena of Valor wazinal Honor of Kings vulmiduaiiiie

fianuuandsiunuingUszasdvesusazing Jsaunsaviulgaindadiuveiona

[

UNAUBUWND fiai]
1. Honor of Kings tJutnanian1siieg nneldnisguaves Tencent Mobile
International Limited fin1sdauaiiieniluszasiiaiimiudeyadiuau 35 lnad lag

Pausidomnedtestunmswuzinnisiay §razes wazwaunnelunudundn way

o

110 urpan19d1nsun1susen1evnasniAeIve9iuLny 919 n15ia close beta Uu

& R a

acs s a aa a a Y a a
WNIesUTITa 88U Wndln waznsh nsusemalaliuinisaeuenyUsemalu n1s

(% '
v a

T aua Mg eI UNSWUITULOLTULNLE ASIN 19 Mk199919197 USEMAIU LHuUnS

Y

dnauslugunuuinlennuendssana 1-3 wil lngldfazasnglunududinaue

¥
(Y =] v o

FaravasivandgnimuiunainyenadiAglulseifamans diuiu anuie e

Y

I =

T uUsuUI sutesnazAsioanwuuTuln vsanmSnmasmiun

Y

1 1 [d
JnvluaINg

[ S

2. HoK Global Esports Wumamemsniiauamiun1su et suiuin1enis

v
[ ¥ Y

2933 Honor of Kings din1suitausiiienilussuziariinudonanavun 988 Tunea

Y

o v [y 1

TnglianudiAyiunisudstudaease 1wy Reoulun1sidiuedu nsusen1ARaRILIY

Y

AAKT S18TRUNNING AIF19NITHVITU BBIN-FDIUNAMSUNISWIITY UTFEINIANS

a

ety Han1sudety saudalaladnisudedy wastiauaisessnvesdiaulunsazgiinig

Y
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lusUuuuansad (documentary) waglvimnuddgiuvinimiuinnindiazasaigluny
oLl onuAgAn1an1sHYITU 1Wa HoK Global Esports Wtaueiilaniiiigadeany
JULUUNSIEY wuzdsunide wazafadazas lnawdumsldnmidslunsinausidu

nan

3. Garena RoV Thailand tJutwanisnisiiegnnelinisguaves Garena Online

[
v v

Private Limited ﬁmiﬁwLauaLﬁamﬁluswznmﬁﬁwayjawwm 3,124 Tnas el
Hovmilimnuddyfunislavan Wiludu wasRonssudmsuinvgudidu 09 ms
Ynaueaiu (Skin) fluemuginian Aanssufieunieluny Wsludufndusanaud
aegluiny Aanssunseiunsiidusinvediaunazdungioues (influencer) saud
demiAeadosiunisudedu Rov Pro League LU MITNANSHAITULAZOIENDAAA WA
nsudetu waglaladvaenisuastu

wonanidedoidureamedn SydnsunisuseneRanssudieadestuiny wu
MsUSuamgainy msuiunaliuing sufensuszmaianssudiey iedalenali
Aaan1uladdiusanlunsimu duauennuAnauause Wy n1susenIa fan
fiction N15ERNLUUENY (Skin) LagAANITUANNANIAVOIUTENALNY Tatdung
iauoriunmiwaznslidurgoumeslunniiauaiden Weaduasuanidon
ARnn Ll ukAasyUYY

4. KingSauce Legends 1 uinafia$alaguisoan a3l f{lauynalve dn1s
ﬁ%auaLﬁ@%ﬂmzaznmﬁﬁu%ﬁﬂaﬁ%wm 1,153 tnad Jadulnadfifanuieadesdu
FInUsea13u (lifestyle) nsvinrnusiunvaniaudalasauisUssindlng nsiaunisld
srunuudeiulusaUssme wasmsthaueinuiiveansliauaule uenaniide
Wureamenisiiauediveanu Honor of Kings wugiinisnsanivlnan nsdiiaue
WaUSsuisuiagasuazlamusznInang Honor of Kings tag Arena of Valor 5284
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