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Television Program Management : A Case of ‘King of Gamers Program’

Pariya Srivanitchrak, Master of Arts Program (MA), Kantana Institute

Abstract

This research is a qualitative study aimed at exploring the management strategies for
producing reality television programs, using King of Gamers Season 1 and Season 2 as case
studies. The research methodology primarily involved in-depth interviews with key informants,
document analysis from a production company and media sources, and content analysis of
the program. The findings were analyzed in relation to the television production concepts of
Millerson and Owens, as well as McQuail’s media management strategies, which served as the
primary theoretical frameworks for this study.

It was found that the management of King of Gamers followed a structured production
process, beginning with planning and preparation. The producers selected the content
themselves, aligning it with the popularity of reality shows and Esports. They presented
content that adheres to reality TV production concepts while setting measurable objectives
based on theoretical frameworks. The target audience consisted of both male and female
viewers aged 15-30, which was consistent with the initial audience segmentation. The budget
was planned in a step-by-step manner, covering pre-production, production, and post-
production, with expenditures adhering to the planned budget. Regarding limitations, the
study revealed that the majority of viewers were gamers, while non-gamers were a minority.
Additionally, the selection process for Season 1 took place exclusively in Bangkok, resulting in
most contestants being residents of the capital rather than those from other provinces.
However, in Season 2, adjustments were made to include contestants from different
provinces. The production planning followed a Planned Approach at every stage. However,
during actual broadcasts, adjustments were made to allow hosts to provide commentary
based on real-time events during filming, deviating from the initial plans. This approach aimed
to create an unpredictable and engaging experience for the audience, differing slightly from
conventional reality TV concepts. Filming took place primarily in Kantana Studio, with some
scenes shot at various sports venues featuring professional athletes to highlight the similarities
between traditional sports and Esports. The selection process for production staff prioritized
individuals from within the Kantana organization who had expertise in Esports, though some

external professionals were hired for specific roles. The equipment selection was based on



Kantana’s in-house resources, ensuring readiness for production. The selection of hosts,
commentators, and coaches focused on individuals with expertise and understanding of
Esports.

During production, inconsistencies with traditional reality TV production concepts were
observed. The director followed a structured interpretation of the content as dictated by the
executive producer, leading to a step-by-step execution that ensured the program adhered to
the predetermined plan and budget. However, during competition segments, filming was
conducted in a real-time, unedited manner, aligning with reality TV practices.

In post-production, final edits were made to fit the broadcast schedule while
maintaining the appearance of reality events. Sound mixing and music composition were
planned from the early stages, with a soundtrack featuring old-school hip-hop and rap with
satirical social themes to match the target audience's preferences. Graphic design elements,
including team logos, competition rules, and leaderboards, were designed based on mood
and tone to enhance the understanding of the competition format.

The study identified key strategies for media management, considering both internal
and external factors. Internal factors included management strategies that integrated internal
and external resources, technological factors involving professional equipment and personnel
from Kantana, and the expertise of professionals within Kantana and external organizations.
External factors included the influence of media trends, audience preferences for reality TV
and Esports, and societal debates regarding gaming addiction and whether ESports should be
classified as a sport. The producers sought to address these concerns by drawing parallels
between traditional sports and Esports, showcasing how gaming could be a viable career path.
Audiences’ demand and interest were reflected in the program’s continued production into
Season 2. Additionally, economic pressures were considered, particularly in relation to
competition, as there were no other reality shows with similar content at the time. The
program also collaborated with PPTV for media and information support, while sponsorships

were secured from gaming and sports-related brands.
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