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Abstract 
Section one focuses on identifying the current sample of The DotA Experiment Questionnaire. The majority 
of the studies beyond this point will use the demographic research taken from these samples. Section 1A in 
particular is going to analyze the gender, location and servers played on by the sample. This will help to 
understand many trends in the future and how the studied demographic may have had an influence on the 
results. As you will see, a mass majority of the samples in this study are male. On top of that, about 25% of 
the samples are either from Germany or the U.S.A. Some continents such as Africa have very few 
participants, while others like Europe have collection of different participants from multiple countries. This 
study will also research what servers are played on the most by the samples. There will also be a cross 
analysis between the regions to understand the demographics for a player who might play on both US West 
or US East. Finally, the study will address a confounding variable- The DotA Experiment Community 
Questionnaire was only available in English. A follow-up study will open the research to an extended global 
population by being offered in different languages. 
 

 



Introduction 
Section 1A is going to be split into three separate parts. 
First, we will discuss the data pertaining to the gender 
demographic. Understanding this is important for 
mapping trends in the future. For example, if there is an 
increase in the female player base after Dota 2 goes into 
an open beta phase, then that will make for a great 
analysis. 
 
Second, we will discuss the data pertaining to the global 
location of this studies sample. As with the first study, 
understanding how this population expands through 
repeated analysis would be excellent for mapping 
trends. Watching new demographics appear on the map 
will help to understand the viral expansion of Dota 2. 
 
Third, we will discuss the servers that are most used by 
the samples within this study. We will also discuss a 
cross-analysis between regions to understand which 
regions are most likely to be linked together. The 
prediction is that US East and US West will be strongly 
associated, and the same goes for US East and Europe.  
 
After the discussion, we will list the implications for the 
study, the future studies associated with this section, 
and the errors and phantom variables that could have 
had an effect on this study. Finally, we will move into the 
conclusion where we will discuss a response to the 
topics addressed in the Abstract. 
 
Discussion 
The first question asked in The DotA Experiment 
Community Questionnaire was a demographic question 
related to the participant’s gender. The sample size 
(N=1087) showed that a mass majority of the Dota 2 
population is male. Chart 1.1 shows the results of this 
analysis below. 
 

 

Chart 1.1: An analysis of the Dota 2 population using a 
sample size of (N=1097) players.  

As the results from chart 1.1 show, 98.80% of this 
sample is male, while 1.10% is female. As described 
earlier, these stats will make for great archival data while 
studying demographic trends in the future. 

The next question asked in the questionnaire was a 
demographic question related to the participants 
geographic location. The sample size for this question 
(N=1080) represented 76 countries across the globe. 
Chart 1.2 shows the statistics of this analysis below. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
Chart 1.2: Statistics related to the geographic location of the 
collected sample. (N=1080) 



As the statistics show, a majority of the population come 
from the U.S.A. and Germany, followed by Sweden and 
Australia. To better understand these statistics, Chart 
1.3 will show a world map where red means most 
samples and purple means least samples in each 
region. 

 

Chart 1.3: Geographic locations of sample (N=1080) 
across the globe. Level on the color spectrum (red-purple) 
indicates the frequency of responses within each territory. 

This map shows how the sample numbers are 
distributed across the map. As you can see, the majority 
of the samples are located in Europe and the U.S.A., 
and these results will be nice for understanding the 
server(s) each demographic plays Dota 2 on. 

Results 
The results of these studies show numerous things. 
First, the mass majority of the Dota 2 community is male 
(98.7%). Our geographic analysis showed us that about 
25-30% of our sample are from Germany or the US. 
Additionally, the sample in this study is spread 
throughout 76 different regions. 

Implications 
There are a few major implications that can be derived 
from this study. 
 
1. This sample has a very small female presense. 
 
2. This sample has a massive male presence. (98.7% of 
samples) 
 
3. The geographic territories with the highest amount of 
participants in this study include the U.S.A. and 
Germany. 
 
4. The sample is spread throughout 76 different 
territories. 
  
Potential Errors in Studies 
The only issues regarding these studies was addressed 
earlier in this section. The questionnaire was only 
developed and distributed in English text. This means 
that these results only hold true for an English speaking 
Dota 2 audience. 
 

Aside from that, no other errors come to mind. 
 
Future Studies 
This study will be carried out again once Dota 2 reaches 
an open-beta phase. 
 
Conclusion 
The results of Section 1A have given an introduction to 
the sample used in the majority of the studies following 
this one. For example, we now know that the mass 
majority of our sample is male. We also discovered that 
more participants within this sample come from 
Germany or the U.S. over any other territory. The 
sample was also confirmed to cover 76 different regions 
 
This data will be very useful for drawing implications in 
future studies. Analyzing trends in communication 
ratings between territories, for example, is just one study 
that could come out of this one. 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

 
Abstract 
Section 1A focused on a demographic analysis of the current sample. The majority of the studies beyond 
this point will use the demographic research taken from these samples. Section 1B in particular is going to 
analyze the servers played on by the sample. This will help to understand many trends in the future and how 
the servers most used by this sample can help predict attitudes and behaviors. As you will see, a mass 
majority of the samples play on Europe. On top of that, there is a strong relationship between US East and 
US West, Europe and US East, Europe and South East Asia, and South East Asia and US West. This study 
will help to understand and map the current sample based upon servers played. There will also be a cross 
analysis between the server regions to understand the demographics for a player who might play on both 
US West or US East. Finally, the study will address a confounding variable- The DotA Experiment 
Community Questionnaire was only available in English. A follow-up study will open the research to an 
extended global population by being offered in different languages. 
 

 



Discussion 
To understand the servers played on by our sample we 
will analyze the server statistics and how each one is 
linked to another. To do this, we will gather the data 
acquired through Q7 of The DotA Experiment 
Community Questionnaire. This question asked “What 
region/server(s) do you typically play Dota 2 on?” The 
participants were allowed to select more than one 
answer to the question. The answers included US West, 
US East, Europe, South East Asia (S.E.A.), China, 
South America and Hong Kong. Chart 1.4A shows the 
results of this analysis using the sample (N=1665). 

 

Chart 1.4A Dota 2 server usage based upon the results of 
the sample (N=1665) 

As the chart shows, Europe has over 50% usage for the 
sample size. US West and East follow that with over 
25% each. South East Asia has over 17.44%. China, 
South America and Hong Kong have less than 5% 
usage among the sample. It’s important that the 
questionnaire was only distributed in English, this will be 
discussed later in the study. 

Next, we will do a cross-analysis between the different 
regions to map a link between server locations. First, we 
will map the frequency participants who selected “US 
West” also use the other regions. The number of 
participants who selected US West alone is 317.  Chart 
1.4B shows the results of this analysis.

 

Chart 1.4B: Server comparison of participants (N=713) 
who selected US West and/or another region. 

 This comparison shows that 68.77% of the users who 
selected US West also selected US East. As predicted, 

there is a very strong relationship between the two 
regions. Though that result may seem a bit obvious, at 
least it offers statistical confirmation. 

We will now run the same cross-analysis to map the 
frequency participants who selected “US East” also use 
the other regions. The number of participants who 
selected US East alone is 410. Chart 1.4C shows the 
results of this analysis. 

 

Chart 1.4C: Server comparison of participants (N=861) 
who selected US East and/or another region. 

The comparison shows that 53.17% of the users who 
selected US East also selected US West. On top of that, 
37.81% of the users who selected US East also selected 
Europe. 8.29% of participants who selected US East 
also selected South America. Considering the sample 
size, these results show a strong link between US East 
and US West/Europe/South America.  

It is predicted that Europe will have a very high 
relationship with US East as well as Brazil.  

We will now run the same cross-analysis to map the 
frequency participants who selected “Europe” also use 
the other regions. The number of participants who 
selected Europe alone is 632. Chart 1.4D shows the 
results of this analysis. 

 

Chart 1.4D: Server comparison of participants (N=897) 
who selected Europe and/or another region. 



The results show that the majority of players who play on 
Europe, stay on Europe. The only relationships are with 
US East (24.53%) and a minor relationship with US 
West (8.86%).  

Now we will explore the far-east server regions of South 
East Asia, China and Hong Kong. It is predicted that 
there will be a very strong relationship across all three 
exclusively, and perhaps a minor connection to Europe 
or US West. The following chart will analyze the 
relationship between South East Asia and other regions. 
The number of participants who selected South East 
Asia alone is 192. Chart 1.4E shows the results. 

 

Chart 1.4E: Server comparison of participants (N=383) who 
selected South East Asia and/or another region. 

Contrary to my prediction, the highest relationships with 
South East Asia are with US West (35.94%) and Hong 
Kong (21.35%). The results of this analysis are actually 
quite balanced across regions compared to the previous 
results.  

We will now run the same cross-analysis to map the 
frequency participants who selected “China” also use the 
other regions. The number of participants who selected 
China alone is 28. Chart 1.4F shows the results of this 
analysis.

 

Chart 1.4F: Server comparison of participants (N=117) who 
selected China and/or another region. 

As predicted, China shows a strong relationship with the 
far-eastern server regions as well as a smaller 

relationship with US West. 92.86% of users who 
selected China also selected South East Asia, and 
89.29% of participants who selected China also selected 
Hong Kong. 53.57% of the participants selected US 
West. 

South America is the southern-most region and we will 
now run the same cross-analysis to map the frequency 
participants who selected “South America” also use the 
other regions. The number of participants who selected 
South America alone is 40. Chart 1.4G shows the results 
of this analysis. 

 

Chart 1.4G: Server comparison of participants (N=192) 
who selected South America and/or another region. 

As predicted a major relationship was found between 
South America and US East. As a matter of fact, 85% of 
participants who selected South America also selected 
US East, and 52.50% of the same participants selected 
US West. 

We will now run the same cross-analysis to map the 
frequency participants who selected “Hong Kong” also 
use the other regions. This is the final far-east region. 
The number of participants who selected Hong Kong 
alone is 46. Chart 1.4H shows the results of this 
analysis. 

 

Chart 1.4H: Server comparison of participants (N=154) 
who selected Hong Kong and/or another region. 

As predicted, Hong Kong shows a strong relationship 
with the far-eastern server regions as well as a smaller 
relationship with US West. 89.813% of users who 
selected China also selected South East Asia, and 



54.39% of participants who selected China also selected 
Hong Kong. 36.96% of the participants selected US 
West. 

Other results show that five users selected all of the 
regions. In terms of choosing one region exclusively, a 
percentage was calculated by dividing the number of 
participants, who selected one region exclusively, by the 
total number of participants who selected that region 
among others. The results are as follows: 

1. US West: 51/713 (07%) 
2. US East: 75/861 (09%) 
3. Europe: 463/897 (52%) 
4. S.E.A.: 88/383 (23%) 
5. China: 28/117 (24%) 
6. South America: 4/192 (2%) 
7. Hong Kong: 2/154 (1%) 

These results show that the majority of participants who 
selected the Europe server, only use the Europe server. 
On the flipside, the vast majority of participants who play 
on the Hong Kong servers also selected another server. 
(SEA) 

Finally, we will analyze a chart that shows a web-
analysis of each region and how they relate with other 
regions. Chart 1.5 shows the results of this analysis. 

 

As complicated as this web may seem, there are a few 
major things to notice. 

 
1. The relationship between the east and the west is 
fairly strong, with more connecting from the east to the 
west than the west to the east. 
 
2. The relationship between Europe and the rest of the 
regions shows that the majority of regions have a 
stronger relationship with Europe than Europe has with 
them. 

 
3.The relationship between Brazil and the rest of the 
regions shows that the majority of regions have a 
weaker relationship with Brazil than Brazil has with them.  
 
4. The relationship between S.E.A. and the rest of the 
regions shows that the majority of regions have a 
stronger relationship with S.E.A. than S.E.A. has with 
them. 
 
This web will have to be reconstructed in a less cluttered 
way, but I will save that for a later study. 
 
Results 
Europe appears to be the most popular server region, 
followed by US East and US West. Third, the strongest 
relationships listed between the servers are as follows: 
 
1. US West and US East 
2. US East and US West 
3. Europe and US East 
4. S.E.A. and US West 
5. China and S.E.A. 
6. South America and US East 
7. Hong Kong and S.E.A. 
 
Finally, the results showed that the majority of 
participants who selected the Europe server, only use 
the Europe server. On the flipside, the vast majority of 
participants who play on the Hong Kong servers usually 
select another server as well. (S.E.A.) 
 
Implications 
There are a few major implications that can be derived 
from this study. 
 
1. Europe is the most popular server among the Dota 2 
community. 
 
2. A majority of the players who play on the European 
servers only play on the European servers. 
 
3. South America and Hong Kong servers are rarely, if 
ever, selected alone. 
 
4. The relationships between the server regions are 
listed below: 
 
US West and US East 
US East and US West 
Europe and US East 
S.E.A. and US West 
China and S.E.A. 
South America and US East 
Hong Kong and S.E.A. 
 
 
Potential Errors in Studies 
The only issues regarding these studies was addressed 
earlier in this section. The questionnaire was only 
developed and distributed in English text. This means 

Chart 1.5: Global Web comparing the connection between 
each region. The key is: Red (90%+) Orange (75-90%) 
Yellow (60-75%) Green (45-60%) Turquoise (30-45%) Blue 
(15-30%) and Violet (0-15%). 



that these results only hold true for an English speaking 
Dota 2 audience. 
 
Aside from that, no other errors come to mind. 
 
Future Studies 
This study will be carried out again once Dota 2 reaches 
an open-beta phase. 
 
Conclusion 
The results of Section 1A have given an introduction to 
the sample used in the majority of the studies following 
this one. Part 1B yielded some great results. For 
example, we now know that Europe is at least the most 
popular region. We also discovered that most regions 
typically reach out to US West, US East and S.E.A. more 
than other server regions like Hong Kong and South 
America. 
 
This data will be very useful for drawing implications in 
future studies. Analyzing trends in communication 
ratings between regions, for example, is just one study 
that could come out of this one. 
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Abstract 
Part 1A focused on understanding the geographic mapping and gender of our sample. Part 1B focused on 
the server demographics of our sample and how they compare to each other. This article is going to focus 
on understanding our samples experience playing DotA, HoN, LoL andDota 2. To do so, we will cross-
analyze questions including: I have played DotA/Dota 2 for X amount of years, I have the most experience 
playing DotA/HoN/LoL/Dota 2, and I played the original DotA for WC3 (yes/no). By understanding the 
experience of our sample, we can generate statistics that will help track demographic changes in the future. 
More importantly, by cross-analyzing our results we can estimate the portion of the sample that may be 
considered ‘Veteran’ community members. At the same time, by identifying and isolating the participants 
who have the most experience playing DotA- we can compare the new community with the old. What we 
discovered was that the average amount of years our sample has with DotA-related titles is 3.9 years. On 
top of that, we discovered that the potential veteran community falls somewhere between 50-60 percent of 
our sample. The results of this study can be used simply for reference, or to pose new hypotheses for future 
studies. 
 

 



Introduction 
In Part 1A of this section, we analyzed the demographics 
of the sample used in this study. We discovered that the 
mega-majority of Dota 2 players is male and that the 
majority of the participants come from the USA or 
Germany. Now we are going to learn about how involved 
are sample is with the DotA brand, and for how long.  
 
To do this, we will first look into how much of our sample 
have not played the original DotA for Warcraft 3, Reign 
of Chaos or The Frozen Throne. The results are 
expected to show a very high level of agreement 
considered the questionnaire was distributed through the 
DotA forums listed in section 2A.  
 
 Next, we will analyze the average level of experience 
the sample has with DotA/Dota 2. This response was 
calculated through years and months of experience. For 
those who listed they have less than a year of DotA 
experience, their experience in months will be valued. 
 
Following that, we will move into what DotA-related titles 
the sample is most familiar with. These titles include 
DotA, Heroes of Newerth, League of Legends and Dota 
2.  
 
Finally, we will cross-analyze the results of years of DotA 
experience with the other two questions. These results 
should give us a percentage of the sample that may be 
considered DotA veterans. 
 
Discussion 
We will begin by analyzing and charting the results of Q3 
from The DotA Experiment Community Questionnaire. 
This question asked participants whether or not they 
played the original DotA for Warcraft 3 Reign of Chaos 
and/or The Frozen Throne. The participants could 
answer either yes or no. The results of this analysis are 
listed below on Chart 1.6. 
 

 

Chart 1.6: Sample response (N=1093) to Q3 from TDEQ. "I 
have played the original Defense of the Ancients on 
Warcraft III: (RoC and/orTFT)" 

The results show a major agreement rating as expected. 
This is partially due to the fact that the questionnaire was 
distributed through DotA-related forums. A future method 
may require a different method of distribution. 

Next, we will analyze the sample response to question 
Q2 from TDEQ. The question asked participants to 
approximate how many how many years they have 
played DotA/Dota 2. Furthermore, participants who listed 
that they have had 0 years of DotA/Dota 2 experience 
were given the opportunity to identify how many months 
they’ve played. 

The results for how many years the sample have played 
DotA/Dota 2 for are listed below on Chart 1.7. 

 

Chart 1.7A: Sample response (N=1040) to Q2 from TDEQ. " 
I have played DotA/Dota 2 for approximately how many 
years?” 

Chart 1.7B below shows the number of responses to 
each answer.  

These two graphs show that a large majority of the 
sample have played DotA/Dota 2 for at least one year. 
14.71% of the sample (N=153) said that they have 
played DotA for less than one year. Chart 1.7C will show 
a breakdown of how many months those who selected 0 
years have played. 

Years Count % 

0 153 14.71% 

1 74 7.12% 

2 90 8.65% 

3 126 12.12% 

4 121 11.63% 

5 156 15.00% 

6 127 12.21% 

7 115 11.06% 

8 52 5.00% 

9 16 1.54% 

10 8 0.77% 

11 2 0.19% 

Total Responses 1040 

Chart 1.7B: Sample response (N=1040) to Q2 
from TDEQ. "I have played DotA/Dota 2 for 
approximately how many years?” 



 

Chart 1.7C: Participants with less than a year of experience 
response (N=153) to Q2 from TDEQ. "I have played DotA/Dota 2 
for approximately how many months?” 

Chart 1.7D below shows the number of responses to 
each answer.  

 

 

 

 

 

 

 

 

 

 

 

Chart 1.7D: Participants with less than a year of experience 
response (N=153) to Q2 from TDEQ. "I have played DotA/Dota 2 
for approximately how many months?” 

The results show a pretty even distribution across the 
experience in months for new players and old players 
alike. In total, the average experience for this sample is 
3.97 years of DotA/Dota 2 experience. The results are 
consistent with those found on Chart 1.6, where 85.64% 
(N=936) said they have played the original DotA, and 
14.36% (N=156) said they have not.  

Next, we are going to address similar titles that came 
after DotA and how the sample relates to them. The 
participants were asked to select which of four titles they 
have the most experience playing. These titles include 
the original DotA, S2 Game’s Heroes of Newerth, Riot 
Games’ League of Legends, and Valve’s Dota 2. As 

expected, the results show that the majority of the 
sample would be most familiar with the original DotA. 
Chart 1.8 shows the results of this analysis. 

 

Chart 1.8: Sample response (N= 1108) to Q4 from TDEQ. “I 
have the most experience playing:” 

These results show that a majority of the sample 
selected DotA (N=656) followed by Dota 2 (N=315). A 
little over 10% of the sample selected HoN (N= 76) or 
LoL (N=61). Therefore, the majority of this studies 
sample is familiar with DotA.  

However, the issue with this study is that it does not ask 
how frequently players have played DotA/Dota 2 over 
their years of experience. Therefore, to understand this 
studies sample- we will cross analyze the results of the 
different studies 

First, we will compare the results of Q4 with those of Q3. 
By doing this, we can understand what portion of the 
sample said “they have played the original DotA” have 
the most experience playing another title. Chart 1.9 
shows the results of this analysis. 

 

Chart 1.9: Cross-Analysis between the results of Q3 (Chart 
1.6) and Q4 (Chart 1.8) from TDEQ. 

Months Count % 

0 3 1.96% 

1 4 2.61% 

2 10 6.54% 

3 22 14.38% 

4 18 11.76% 

5 10 6.54% 

6 33 21.57% 

7 16 10.46% 

8 17 11.11% 

9 14 9.15% 

10 2 1.31% 

11 4 2.61% 

Total 
Responses 153   



We can understand more about the sample through 
what this chart tells us by breaking down the data from 
each game.  

First, let’s remember that the total number of 
respondents to Q3 who said yes was 936. The number 
who said no was 157. With those numbers in mind, we 
can remove the number who selected (HoN, LoL and 
Dota 2) from a category that we will consider “veterans”. 

For HoN, we have a total number of 54 players who said 
they have played DotA, but the most experience playing 
HoN. The sample contains 22 HoN-native players who 
never played the original DotA. 

For LoL, we have a total number of 34 players who said 
they have played DotA, but the most experience playing 
LoL. The sample contains 27 LoL-native players who 
never played the original DotA. 

For Dota 2, we have a total number of 214 players who 
said they have played DotA, but the most experience 
playing Dota 2. The sample contains 214 Dota 2-native 
players who never played the original DotA. 

Therefore, we have a total number of 302 participants 
who have played the original DotA, but have more 
experience playing either HoN/LoL/Dota 2. We can now 
consider the ‘veteran’ (V) portion of this sample to be 
(V= 634). 

Next, we will compare the results of Q4 with those of Q2. 
By doing this, we can understand what portion of the 
sample said “they have played (x) amount of years of 
dota” and have the most experience playing another title. 
Chart 1.10A shows the results of this analysis. 

 

 

 

 

 

We can understand more about the sample through 
what this chart tells us by breaking down the data from 
each year rating. Let’s only consider the samples greater 
than or equal to one year of experience. 

With the data gathered from each year, we can remove 
the number who selected (HoN, LoL and Dota 2) from 
the ‘veteran’ category of this study. Chart 1.10B below 
shows the statistics behind this analysis 

Y N DotA 
(656) 

HoN  
(76) 

LoL 
(61)  

Dota 2 
(315) 

X 

1 74 15 7 13 46 66 

2 90 50 10 6 30 46 

3 126 80 21 0 31 52 

4 121 96 5 1 24 30 

5 156 125 7 3 29 39 

6 127 107 6 3 18 27 

7 115 99 1 1 19 21 

8 62 46 1 1 6 8 

9 16 7 0 0 4 4 

10 8 7 0 0 1 1 

11 2 2 0 0 0 0 

Chart 1.10B: Cross-Analysis between the results of Q2 
(Chart 1.7A) and Q4 (Chart 1.8) from TDEQ. X= (N)HoN + 
(N)LoL + (N) Dota 2. 

The results show that XTotal=289. Therefore, we have a 
total number of 289 participants who have played the 
original DotA for over a year, but have more experience 
playing either HoN/LoL/Dota 2. We can now consider the 
‘veteran’ (V) portion of the sample for Q2 to be (V=598) 

 

 

 

 
 
 
 
 
 
 

Chart 1.10A: Cross-Analysis between the results of Q2 (Chart 1.7A) and Q4 (Chart 1.8) from TDEQ. 

 



What Charts 1.9 and 1.10 have helped us do is boil 
down the sample to separate the more experienced 
DotA players in the sample from the sample portion 
that’s more experienced with Dota 2, HoN or LoL.In 
future studies, we can consider the percentage of a 
sample size that’s considered the ‘veteran’ community to 
fall between 634 and 598, depending on the sample size 
for a question. 

Results 
The results of this study have helped us understand the 
DotA experience of our sample. We’ve discovered that 
85.76% of our sample has played the original DotA. On 
top of that, we have discovered that the average number 
of years of DotA experience falls around 3.9 years.  

We have also discovered that 14.71% of our sample has 
played Dota 2 for less than one year.  

Chart 1.8 showed us that the majority of the sample has 
the most experience playing DotA (N=656) followed by 
Dota 2 (N=315). A little over 10% of the sample selected 
HoN (N= 76) or LoL (N=61). Therefore, the majority of 
this studies sample is familiar with DotA.  

We have a total number of 302 participants who have 
played the original DotA, but have more experience 
playing either HoN/LoL/Dota 2. We can now consider the 
‘veteran’ (V) portion of this sample to be (V= 634). 

Finally, chart 1.10B showed us that we have a total 
number of 289 participants who have played the original 
DotA for over a year, but have more experience playing 
either HoN/LoL/Dota 2. We can now consider the 
‘veteran’ (V) portion of the sample for Q2 to be (V=598) 

Therefore, we can assume that the most experienced 
players fall somewhere between 598 and 634 
participants within this sample. Based on the average of 
these two numbers V=616. 

Implications 
1. 85.76% of our sample has played the original Dota 
(~936 participants) 
 
2. Based on the results from Veteran data, 528/936 of 
those participants could be considered Veterans within 
the total sample. 

-Veterans means they have the most experience 
playing the original DotA for over a year. 
 

3. A little over 10-percent of our sample are most 
experienced with League of Legends or Heroes of 
Newerth. 
 
4. 49 participants within the sample are HoN/LoL native. 
 
5. There are nearly 2x more DotA-experienced 
participants within the sample than Dota 2-Experienced 
participants. 
 

Potential Errors in Studies 
The only issues regarding these studies was addressed 
earlier in Part 1A. The questionnaire was only developed 
and distributed in English text. This means that these 
results only hold true for an English speaking Dota 2 
audience. 
 
Also, the questionnaire was only distributed across 
DotA-related websites, meaning that the chances of 
getting an audience who had not played the original 
DotA was relatively small. 
 
Aside from that, no other errors come to mind. 
 
Future Studies 
This study will be carried out again once Dota 2 reaches 
an open-beta phase. 
 
Conclusion 
The results of Section 2A have given an introduction to 
the sample used in the majority of the studies following 
this one. It has provided us with information on the 
sample’s experience with DotA, HoN, LoL and Dota 2. 
The results yielded some great findings. For example, 
we now know that we have a DotA-Veteran portion of 
the community. We have also discovered that 14.71% of 
our sample has played Dota 2 for less than one year.  

Finally, the results of Chart 1.8 showed that the majority 
of the sample has the most experience playing DotA 
(N=656) followed by Dota 2 (N=315). A little over 10% of 
the sample selected HoN (N= 76) or LoL (N=61). 
Therefore, the majority of this studies sample is familiar 
with DotA.  

 
This data will be very useful for drawing implications in 
future studies. Analyzing trends in teamwork ratings 
between DotA veterans, HoN players, LoL players and 
Dota 2 players, for example, is just one study that could 
come out of this one. 
 
 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 
 
 
 
 
 
  

 

 
Abstract 
Part 1A focused on understanding the geographic mapping and gender of our sample. Part 1B focused on 
the server demographics of our sample and how they compare to each other. Part 1C helped us understand 
the experience of our sample. This article (1D) is going to focus on understanding our samples average win-
rate. At the same time, we are going to analyze the average win-rate of our veteran community and see if 
there are any differences. To do so, we will cross-analyze questions including: I have played DotA/Dota 2 for 
X amount of years, I have the most experience playing DotA/HoN/LoL/Dota 2, I played the original DotA for 
WC3 (yes/no) and My win-rate is approximately: (X). By understanding the experience of our sample, we 
can generate statistics that will help track demographic changes in the future. More importantly, by cross-
analyzing our results we can estimate how our veteran demographic compares to the rest of the sample. 
These results will help us understand how important DotA experience actually is. We can understand 
whether or not the more you play has an effect on your win-rate. The results of this study can be used 
simply for reference, or to pose new hypotheses for future studies. 
 

 



Introduction 
Understanding the win-rate of our sample is going to 
lead to some important implications by the end of this 
study. More importantly, by finding a way to segregate 
the veteran community (V) from the rest of the samples, 
we can understand how important DotA experience is in 
terms of an increased win-rate. 
 
To do this, we will first find a base average win-rate of 
our total sample. This is estimated to fall somewhere 
between 45-55%. Next, we will cross analyze the results 
from Q8 with Q2, Q3, and Q4 from T.D.E.Q. 
 
Q8 asked players the following question: “My win-rate is 
approximately:” If participants were unsure, they could 
use the statistics website (stats.dota2.be) to help 
estimate their win-rate. 
 
Our sample size includes N=1104 participants for Q8. 
 
Discussion 
To begin, let’s analyze the results of Q8 from T.D.E.Q. 
by looking at the answer distribution of our sample. 
Chart 1.11A shows the results of this analysis. 
 

 

Chart 1.11A Sample response (N=1104) to Q8 from TDEQ. 
"My average win-rate is approximately:" 

Next, we will analyze the number of respondents under 
each percentile. Chart 1.11B in the next column shows 
the results. 

These results show that about 50% of our sample has a 
win-rate that falls between 50-55%. Therefore, our 
average is expected to fall between 53-55%. Notice that 
the number of respondents who fall within the 50-55% 
range is near equal to our veteran count from study 1C. 
(V=616)  

These results are important because we can now work 
on the second part of this study which involves 
segregating the results of our V community from the rest 
of the sample (R). To do this, we will have to cross 
analyze the results of Q8 with Q2, Q3 and Q4 while 
utilizing the archival data found in section 1C.  

 

Chart 1.11B Sample response (N=1104) to Q8 from TDEQ. 
"My average win-rate is approximately:" 

We will begin by obtaining a cross analysis between Q8: 
“My average win-rate is approximately” (Chart 1.11A) 
and Q3: "I have played the original Defense of the 
Ancients on Warcraft III: (RoC and/orTFT)" (Chart 1.8). 
Let’s remember that 85.76% of our sample has played 
the original Dota (~936 participants), however, we 
reduced that number to 528 to segregate the V sample. 
 
To find out the average win-rate of respondents who 
selected that they have played the original DotA and 
they have the most experience playing DotA (N=640), 
we will use them as conditions within the results of Q8 
(Chart 1.11A). Chart 1.12A shows the results of this 
conditional report.

 

Chart 1.11C: Conditional response (N=640) to Q8 from 
TDEQ. "My average win-rate is approximately:" 

Win-Rate% Count % 

0-5% 3 0.27% 

5-10% 0 0% 

10-15% 0 0% 

20-25% 1 0.09% 

30-35% 3 0.27% 

40-45% 21 1.90% 

45-5Error! Hyperlink reference not 
valid.0% 159 14.40% 

50-55% 557 50.45% 

55-60% 215 19.47% 

60-65% 80 7.25% 

65-70% 29 2.63% 

70-75% 15 1.36% 

75-80% 7 0.63% 

80-85% 9 0.82% 

85-90% 0 0% 

90-95% 2 0.18% 

95-100% 3 0.27% 

Total Responses 1104   



Chart 1.12B: Conditional response (N=198) comparison with total 
response (N=1104) to Q8 from TDEQ. "My average win-rate is 
approximately:" 

Next, we will look at how these results compare to the 
results from the total sample. Chart 1.12A shows the 
results. 

These results suggest a simply stunning trend. Notice 
that the conditional response (sample V) outweighs the 
total response above the mean and the total response 
outweighs the conditional response below the mean.  

This chart gives rise to the further research and 
understanding of our hypothesis: “Sample V has a hire 
winrate compared to sample R” 
 
The next step is to the exact opposite of what we did 
before. Let’s compare the win-rates of those who 
selected that they have not played the original DotA, and 
that they have the most experience playing another title 
with the total response. Chart 1.2C shows the results. 
 
 
 
 
 
 
 
 
 
 
 
 
Yes! Notice how the results of this analysis are almost 
the exact opposite of the results from chart 1.12A. 
Finally, we are going to compare the conditions from 
both 1.12A and 1.12B. Chart 1.12C shows the results. 
 

 

 

 

 

Chart 1.12C: Conditional response 1.12A (N=640) comparison with 
conditional response 1.12B (N=198)  to Q8 from TDEQ. "My 
average win-rate is approximately:" 

These results of Chart 1.12D show that there is a 
negative correlation between Condition 1.2A and 
Condition 1.2B. What this basically means is that players 
who answered that they have played and have the most 
experience playing DotA, typically have a higher win-
rate. On the flipside, players who answered that they 
have not played DotA and have more experience playing 
another title typically have a lower win-rate.  
 
Next, we are going to look at how win-rate correlates 
with years of experience combined with our previous two 
variables. 
 
To begin, we are going to label our conditions for sample 
V (N=623) 
 
1. The sample has played DotA/Dota 2 for over one 
year. 
2. The sample has the most experience playing DotA. 
3. The sample has played the original DotA. 
 
Therefore, sample V holds true to all of those conditions. 
We will compare sample V to the total sample. The 
results can be found on Chart 1.13A 
 

 

Chart 1.13A: Conditional response (N=623) comparison with total 
response (N=1104) to Q8 from TDEQ. "My average win-rate is 
approximately:" 

The results from Chart 1.13A point out a couple 
important things. First, sample V ranks higher in the 55-
70% win-rate bracket compared to the total sample. 
Second, the total sample ranks higher in the 40-55% 
win-rate bracket.  
 
Again, these results are hinting towards a major trend. 
The next thing we are going to do is look back on the 
results of part 1C’s chart 1.10B. This chart showed us 
that we have a sample number of 289 participants who 
have played the original DotA for over a year but have 
more experience playing another title. 
 
Therefore, we are going to do the opposite of what we 
did with Chart 1.13A and map a new sample under three 
conditions. 
 
1. The sample has played DotA/Dota 2 for over one 
year.  
2. The sample does not have the most experience 
playing DotA. 
3. The sample has played the original DotA for over a 
year. 
 

Chart 1.12A: Conditional response (N=640) comparison with total 
response (N=1104) to Q8 from TDEQ. "My average win-rate is 
approximately:" 



The results of this analysis are shown on Chart 1.13B: 
 

 

Chart 1.13B: Conditional response (N=249) comparison with total 
response (N=1104) to Q8 from TDEQ. "My average win-rate is 
approximately:" 

Again, the results of this study are near opposite to what 
was seen in the previous study. To confirm this, we will 
cross-analyze the results of Chart 1.13A with the results 
of Chart 1.13B 

 

Chart 1.13C: Conditional response 1.13A (N=623) comparison with 
conditional response 1.13B (N=249)  to Q8 from TDEQ. "My 
average win-rate is approximately:" 

These results of Chart 1.13C show that there is a 
negative correlation between Condition 1.13A and 
Condition 1.13B. What this basically means is that 
players who answered that they have played and have 
the most experience playing DotA with over a year of 
DotA experience; typically have a higher win-rate. On 
the flipside, players who answered that they have played 
DotA, have over a year of DotA experience but have 
more experience playing another title typically have a 
lower win-rate.  
 
Finally, we are going to compare the results of chart 
1.13A with a new condition. This new sample condition 
is going to include the portion of the sample who has 
played DotA/Dota 2 for less than a year, have more 
experience playing another title, and have not played the 
original DotA. 
 
We will call this sample, N for New Players. To reiterate, 
the conditions for sample N are as follows: 
 
1. The sample has not played the original DotA 
2. The sample has under a year of DotA/Dota 2 
experience. 
3. The sample has the most experience playing another 
title besides the original DotA (this includes Dota 2).  
 
The results may be found on Chart 1.14A. 

 

Chart 1.14A, a comparison between condition V (N=623) 
with condition N (92) to Q8 from TDEQ. "My average win-
rate is approximately:" 

As expected, participants in sample V have a much 
higher win-rate than those in sample N. 

We are going to compare the results of sample V with 
the results of another condition. This condition will be 
called sample A- for another game. Sample A conditions 
are listed as follows. 

1. I have played the original DotA 
2. I have the most experience playing HoN/LoL 
3. I have played DotA/Dota 2 for 0+ years. 
 
The results of this comparison are on Chart 1.14B. 

 

Chart 1.14B, a comparison between condition V (N=623) 
with condition A (87) to Q8 from TDEQ. "My average win-
rate is approximately:" 

As expected, participants in sample V have a much 
higher win-rate than those in sample N. The results from 
Chart 1.14B point out a couple important things. First, 
sample V ranks higher in the 55-70% win-rate bracket 
compared to sample N. Sample A ranks higher in the 40-
55% win-rate bracket. These same results are true for 
Chart 1.14A. 
 
The next cross-analysis will be a comparison between 
sample N and sample A. Chart 1.14C on the next page 
shows the results of this cross-analysis. As the results 
from this chart show, sample A has a higher amount in 
the 50-65% win-rate bracket. Sample C has a higher 
amount in the 40-50% win-rate bracket. 
 
The variables between these two samples are that 
Sample N has under a year of experience with Dota 
2/HoN/LoL, and have not played the original DotA. 
Sample A has over a year of HoN/LoL experience and 
has played the original DotA. 



 

Chart 1.14C, a comparison between condition N (N=92) 
with condition A (87) to Q8 from TDEQ. "My average win-
rate is approximately:" 

The results from Chart 1.14C shows that samples with 
over a year with the most experience in HoN/ /LoL have 
a higher win-rate than those with less than a year of 
experience. 
 
We will now introduce our final conditional sample (AD) 
which stands for another game including DotA. The 
conditions behind this sample are as follows: 
 
1. I have played the original DotA 
2. I have the most experience playing HoN/LoL/DotA 
3. I have played DotA/Dota 2 for 0+ years. 
 
The results of this comparison with sample A is shown 
on Chart 1.14D. 
 

 

Chart 1.14D, a comparison between condition A (N=87) 
with condition AD (723) to Q8 from TDEQ. "My average 
win-rate is approximately:" 

The results from Chart 1.14C shows that samples with 
over a year with the most experience in HoN/LoL have a 
lower win-rate than those with more experience in 
HoN/LoL/DotA, by a small margin. 
 
These results will take this study to the results section. 
Many interesting results have been found.  
 
Results 
The results shown on charts 1.12A to 1.14D all share 
one thing in common. The conditional sample that 
indicated more experience in terms of DotA experience 
and years played had a higher win-rate. 
 
Now, this may seem obvious to most people. But 
remember, one of the aims of this study is to help clean 
up urban legends hanging around the community. As a 
matter of fact, many players believe that their level of 
experience has no effect on their win rate.  
 

Another way to look at these results is to understand 
how participants with experience in game titles outside 
of DotA/Dota 2 compare to participants with experience 
in DotA/Dota 2. Chart 1.14B showed us that sample V 
ranked higher than sample A in terms of win-rate%.  
Chart 1.14D showed us that players with experience in 
HoN/LoL/DotA have a higher win-rate within their sample 
compared to players with experience in HoN/LoL. 
(Despite the large difference in sample size) 
 
Players who answered that they have played and have 
the most experience playing DotA, typically have a 
higher win-rate. On the flipside, players who answered 
that they have not played DotA and have more 
experience playing another title typically have a lower 
win-rate.  
 
All of these studies combined increase the validity of my 
hypothesis and can even add onto it. Therefore, my 
hypothesis has simply changed to: 
 
“The more DotA the better” 
 
Future studies with a wider sample size of new/old 
players will help to confirm this. 
 
Implications 
There are multiple implications derived from this study. 
 
1. Players who have played DotA (over other games) the 
longest typically have the highest win-rate. 
 
2. Players who have played DotA-like games (HoN/LoL) 
for over a year typically have a higher win-rate than 
those who have played with under a year of experience. 
 
3. Samples with over a year of the most experience in 
HoN/LoL have a higher win-rate than those with less 
than a year of experience in DotA/DotA 2/HoN/LoL. 
 
4. Players who answered that they have played DotA, 
have over a year of DotA experience but have more 
experience playing another title typically have a lower 
win-rate than those who have more experience playing 
DotA under the same conditions. 
 
5. The “Veteran” (V) number has been proven again to 
fall within the range addressed in part 1C. 
 
Potential Errors within this study 
The only issues regarding these studies was addressed 
earlier in the other sections. The questionnaire was only 
developed and distributed in English text. This means 
that these results only hold true for an English speaking 
Dota 2 audience. 
 
Also, the questionnaire was only distributed across 
DotA-related websites, meaning that the chances of 
getting an audience who had not played the original 
DotA was relatively small. 
 



This holds a lot if importance when studying the cross-
analyses between sub-samples. (V,N,A,AD) Many of the 
analyses featured one sample size that is much larger 
than the other. Therefore, the results only hold true 
within the boundaries of each sub-sample. 
 
Future Studies 
In order to adress the issues within this study regarding 
errors, this study will be carried out again once Dota 2 
reaches an open-beta phase. 
 
This way, we can attempt to form a more balanced 
sample size. Again, these results only hold true to the 
closed-beta phase and the DotA community as of now. 
 
Conclusion 
The results of Section 4A have given an introduction to 
the sample used in the majority of the studies following 
this one. It has provided us with information on the 
sample’s experience with DotA, HoN, LoL and Dota 2. 
However, unlike section 3A, this section focuses more 
on win-rate. The results yielded some great findings. For 
example, we now know that players who have played 
DotA (over games like HoN/LoL) the longest typically 
have the highest win-rate. Alternatively, those who have 
the most experience in HoN/LoL, but have over a year of 
DotA experience have a higher win-rate than players 
who have less than a year of DotA experience and are 
most experienced in Dota 2/HoN/LoL. 
 
We have also discovered that our Veteran (V) number 
for this study (V=636) is nearly identical to the number 
established in part 1C. 

Finally, the results of Chart 1.8 showed that the majority 
of the sample has a win-rate that falls somewhere 
between 53-55% 

This data will be very useful for drawing implications in 
future studies. Analyzing trends in teamwork ratings 
between DotA veterans, HoN players, LoL players and 
Dota 2 players, for example, is just one study that could 
come out of this one. On another note, all of this data will 
make for great archival data when studying the DotA 
open-beta community. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


