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Abstract 
Section 6 is going to focus on a series of questions addressed in TDEQ. These questions took up about 
50% of the total questionnaire and are considered event-specific. Every question was constructed on a 
Likert-scale and addresses a scenario that a player might encounter in game. Part 6A in particular is going 
to address questions that concerned player mood, will-power and play-style. We are also going to reference 
a study by Job, Dweck and Walton et al. (2010) named “Ego Depletion—Is It All in Your Head?  What we 
want to understand is how ego-depleting exercises within the realm of Dota 2 may have an effect on our 
sample’s willpower. For example, does losing a game inhibit a player’s ability to play another game? 
Furthermore, we are going to look for what portion of our sample fostered a Limited-Resource Theory (LRT) 
or a Nonlimited-Resource Theory (NRT). This way, we can understand how the portion of our sample who 
perceives Dota 2 as an ego-depleting exercise answered other questions. We call this a confirmation bias. 
Those who answered certain questions like “When the enemy gets First Blood I usually feel less 
determined” higher on the scale they are confirming their membership to the LRT group. We can understand 
this a lot more through reviewing the respondents answers to the 8 different questions addressed in this 
article. This will help us construct some conditional samples/variables that can be used throughout Section 6 
and other future studies. 

 



Introduction 

Why is it that a player loses motivation when losing a 

game? What effect does this have on their over-all Dota 

2 experience? Why can some players shrug off a loss 

and do well in the following game while others cannot? 

These are some of the questions that will be discussed 

throughout this article. 

 

In an article about ego-depletion and will-power by Job, 

Dweck and Walton et al. (2010), the authors addressed 

the possibility that will-power is all in your head. The 

variables they addressed were the Limited-Resource 

Theory and Non-Limited Resource Theory. Their study 

looked towards ego-depleting exercises (The Stroop 

Task) to help them link a correlation between these two 

theories and ego depletion. What they found was that 

participants who fostered a Limited Resource Theory 

(LRT) typically performed worse at an ego-depleting 

exercise than those who fostered a Non-Limited 

Resource Theory (NRT). The resource, of course, is will-

power. 

 

So how does this translate into Dota 2? Well, we can 

consider Dota 2 to be a far more ego-depleting exercise 

than a simple stroop task. If you play poorly, you know it. 

If you play well, you know it too. Either way, mental 

fatigue is bound to happen. But does this mental fatigue 

even actually influence your future performance? Or, is it 

the perception of mental fatigue that plays a big part. 

Now obviously a player who plays 5 straight games of 

Dota 2 is more likely to become more mentally fatigued 

than someone who just plays one… but does that 

necessarily mean he is more ego-depleted? What if the 

player won all five games and the other lost the only 

game he played? Is loss directly correlated with ego-

depletion? And what about first-blood or other early 

game premonitions of defeat? How may these have an 

impact on a players performance? 

 

To understand these questions, we are going to study 8 

questions from TDEQ located under the Event-Specific 

Community Analysis. These questions include: 

 

Q49. When an enemy gets ‘First Blood’ I usually feel 
less determined. 
Q59. When an ally exclaims ‘GG’ at the beginning of a 
game, I usually feel less determined. 
Q84. When an ally or I get ‘First Blood’ I usually feel 
more determined. 
Q51. Losing a game of Dota usually impacts my urge to 
play again. 
Q64. Winning or losing a game of Dota 2 has a strong 
impact on my mood. 
 
 

Q68. Winning a game of Dota 2 usually makes me play 
better after. 
Q73. I usually play Dota 2 better after I get plenty of 
sleep. 
 

We will be cross-analyzing the answers of these results 

as follows: 

 

Q49 and Q59 

Q49 and Q51 

Q49 and Q64 

Q59 and Q51 

Q59 and Q64 

Q84 and Q64 

Q84 and Q68 

Q64 and Q68 

Q64 and Q73 

 

Using the previously stated cross-analyses, we will 
attempt to learn more about the Dota 2 community’s 
thoughts about ego-depletion and will-power. More 
importantly, we will look for evidence that links Non-
limited Resource Theory (NRT) with a more pleasant 
Dota 2 experience. 
 
Discussion 

In order to avoid clutter and confusion, we are first going 

to examine to the individual results of each question 

addressed in this article, as well as the average 

response. 

 

First we are going to look at the results of our first 
question that asked participants to rate the extent to 
which they find a certain situation to be ego-depleting. 
We are going to use the same methods used by Job, 
Dweck and Walton et al. (2010) by considering this 
question one that will find out what portion of our sample 
holds a LRT or NRT theory on will-power. The results 
are shown on Chart 6.1. 

 

Chart 6.1: Total Sample (N=1101) response to Q49 from 
TDEQ: “When an enemy gets ‘First Blood’ I usually feel 
less determined.” 

The results from Q49 show an average response of 
3.49, showing that the majority of our sample does not 
feel less determined when the enemy gets first blood. 
Considering this is an early-game scenario, we can infer 



that these scenarios do not enforce an NRT response 
from our sample. 

We are now going to look at a similar question from 
TDEQ. Q59 asked participants whether or not they feel 
less determined when an ally suggests a loss of will-
power by exclaiming ‘GG’ at the beginning of a game. 
The only issue with this question is that saying GG can 
be directed to one’s own team or an enemy team. 
Regardless, we will assume the sample interpreted the 
question correctly. Chart 6.2 shows the results. 

 

Chart 6.2: Total Sample (N=1095) response to Q59 from 
TDEQ: “When an ally exclaims ‘GG’ at the beginning of a 
game, I usually feel less determined.” 

The results from Q59 show an average response of 
4.43, showing that the majority of our sample do not feel 
less determined when an ally encourages the team to 
give up (or shows ego depletion) early in a game. We 
will assume the difference in average response between 
this question and Q49 is due to a misinterpretation of the 
question. 

We are now going to look at the other side of the coin to 
understand what portion of our sample feels more 
determined, or feel an increase of willpower when their 
team scores first blood. These results will let us know if 
participants find their willpower to be positively affected 
by an early game willpower-effecting situation. The 
results are shown on Chart 6.3. 

 

Chart 6.3: Total Sample (N=1083) response to Q84 from 
TDEW: “When an ally or I get ‘First Blood’ I usually feel 
more determined.” 

The results from Q84 show an average response of 
6.88, showing that the majority of our sample feels more 
determined after scoring a First Blood. This shows that a 

lot of our sample is fostered with a belief in LRT. Their 
determination is effected by positive willpower enforcing 
events. 

We are now going to step away from early game 
scenarios to look at how participants responded to 
questions about late-game scenarios. We will begin by 
looking at Q51 from TDEQ which asked participants to 
what extent losing a game of Dota 2 impacted their urge 
to play another game. The results are shown on Chart 
6.4. 

 

Chart 6.4: Total Sample (N=1102) response to Q51 from 
TDEQ: “Losing a game of Dota usually impacts my urge to 
play again.” 

The results from Q51 show an average response of 
5.60, showing that the majority of our sample feels less 
determined after losing a game of Dota 2. This shows 
that the majority of our sample holds a LRT by end 
game. So far we know that our participants do not hold a 
LRT during early-game scenarios that have a negative 
effect on will-power. We do have evidence that our 
participants hold a LRT during post-game scenarios. 
They feel less determined after losing a game, which 
addresses ego depletion and loss of willpower. 

To further explore this, we are going to look at the 
responses to Q64 from TDEQ. This question asked 
participants to rate the extent to which winning or losing 
a game of Dota 2 has a strong effect on their mood. This 
question explores mood/affect and how winning or losing 
a game has an effect on these elements. The results are 
shown on Chart 6.5. 

 

Chart 6.5: Total Sample (N=1094) response to Q64 from 
TDEQ: “Winning or losing a game of Dota 2 has a strong 
impact on my mood.” 



The results from Q64 show an average response of 
5.97, showing that the majority of our sample feels their 
mood is affected when they win or lose a game. This 
shows the will-power and ego-depleting or enforcing 
effects preceding a game of Dota 2. We now have 
reason to believe that post-game results  are regarded 
as willpower decreasing or ego depleting by the majority 
of our sample.  At the same time, we know that the 
majority of our sample views Willpower as a limited 
resource. Chart 6.6 shows the results. 

 

Chart 6.6: Total Sample (N=1098) response to Q68 from 
TDEQ: “Winning a game of Dota 2 usually makes me play 
better after.” 

The results from Q68 show an average response of 
5.92, showing that the majority of our sample feels like 
they play better after winning a game. This confirms the 
belief that post-game scenarios usually have an effect 
on will-power. It also shows that the majority of our 
sample is fostered with an LRT. Let’s remember that the 
results of Job, Dweck and Walton et al. (2010) showed 
that those who hold a NRT (Non-Limited Resource 
Theory) usually perform better during ego-depleting 
exercises. 

We are now going to address an important outlying 
variable which is sleep. To do this, we will analyze the 
results of Q73 from TDEQ. This question asked 
participants to rate on a scale to what extent they usually 
play Dota 2 better after getting plenty of sleep. We can 
assume that lack of sleep has a negative effect on one’s 
ego or will-power, so we will see how many Dota 2 
players agree or disagree with this statement. The 
results are shown on Chart 6.7. 

 

Chart 6.7: Total Sample (N=1089) response to Q73 from 
TDEQ: “I usually play Dota 2 better after I get plenty of 
sleep.” 

 

The results from Q73 show an average response of 
6.43, showing that the majority of our sample feels like 
they play better after getting plenty of sleep. This 
variable will be analyzed in the following studies in this 
article. The level of agreement with this question shows 
a sample understanding of sleep’s effect on their play-
style.  

Because we understand that post-game scenarios 
typically result in ego-depletion/reduced will-power, we 
can assume the sample’s level of agreement on the 
effects of sleep can link loss of sleep with loss of 
willpower. This will limit the effects of this variable 
(sleep) while studying the results of the cross-analyses. 
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Q49 vs. Q59 
We are now going to confirm the results of the questions 
above by cross-analyzing their results with questions of 
a similar nature. First, let’s compare the results of the 
early-game potentially ego depleting scenarios. We will 
compare the results of Q49 with two conditions: 
 
Condition A: Those who answered above the average 
for Q59. 
Condition B: Those who answered below the average for 
Q59. 
 
The results are shown on Chart 6.8 
 

 

Chart 6.8: Condition A (N=548) vs. Condition B (N=564) 
response to Q49 from TDEQ: “When an enemy gets ‘First 
Blood’ I usually feel less determined.” 

The results show that those who answered above the 
average for Q59 (When an ally exclaims GG…) also 
answered above the average for Q49 than those in 
Condition B. This shows that these two ego-depleting 
early game scenarios are correlated under the same 
category, and we can therefore draw the implication that 
early game ego-depleting scenario’s do not have a 
major effect on our sample’s perception of 
willpower. Whether or not they play better or worse is 
not confirmed, but we can assume that determination 
usually leads to better performance. 

Q49 vs. Q51 
Now we are going to look for a possible relationship 
between an early game ego-depleting event and a post-
game ego depleting an event.  We will address the 
results of Q51 as the independent variable and will 
compare their results (>s>) to Q49. To do this, let’s 
develop two conditions: 
 
Condition A: Those who answered above the average 
for Q51. 
Condition B: Those who answered below the average for 
Q 51. 
 
The results are shown on Chart 6.9 

 

Chart 6.9: Condition A (N=748) vs. Condition B (N=564) 
response to Q49 from TDEQ: “When an enemy gets ‘First 
Blood’ I usually feel less determined.” 

The results show a general connection between the 
early-game event and the post-game event. Those who 
rated Q51 with the highest rating did the same thing for 
Q49. This shows that ego-depletion can happen in early 
stages of the game, especially by those who adapted a 
LRT with an above average rating for Q51. I’m  now very 
interested in determining the number (N) within our LRT 
and NRT groups. 

Q49 vs. Q64 
Now we are going to look for a relationship between an 
early-game ego-depleting scenario and those who rated 
whether or not the outcome of a game affects their 
mood. We can consider that those who answered above 
the average for Q64 may have fostered a LRT. If we can 
gather that portion of the sample who answered above 
the average for Q41, we can understand more about 
what portion of our sample believes will-power is a 
limited resource, and what portion does not. To do this, 
let’s develop two conditions: 

Condition A: Those who answered above the average 
for Q64. 
Condition B: Those who answered below the average for 
Q 64. 

The results are shown on Chart 6.10 

 

Chart 6.10: Condition A (N=657) vs. Condition B (N=457) 
response to Q49 from TDEQ: “When an enemy gets ‘First 
Blood’ I usually feel less determined.” 



From what the results can tell us, we can link a 
relationship between those who feel their mood is 
affected by the outcome of a game with their answers to 
an early game ego-depleting scenario. As you can see, 
those who rated above the average for Q64 also rated 
above the average for Q49. We can link the two results 
and say our limited resource group typically feels 
that their mood is affected by early game events. 

Q59 and Q51 

In order to confirm the results of Chart 6.9, we are going 
to cross analyze another early game scenario with a 
post-game scenario. Doing this will let us know the 
validity of Q59 or if it should be excluded from the 
results.  We will cross-analyze two conditions with Q59 
in order to do this:  
 
Condition A: Those who answered above the average 
for Q51. 
Condition B: Those who answered below the average for 
Q51. 
 
The results are shown on Chart 6.11. 
 

 

Chart 6.11: Condition A (N=568) vs. Condition B (N=532) 
response to Q59  from TDEQ: “When an ally exclaims ‘GG’ 
at the beginning of a game, I usually feel less determined.” 

The results show that Condition A rated higher above 
the average for Q59, for the most part. As expected, 
there is a small difference in the results of this analysis 
and that of Chart 6.9. We can assume this is due to a 
misinterpretation of the question. However, the results 
are still significant enough to confirm the results of Chart 
6.9 which links ego-depletion between early game and 
post-game scenarios to be equally important. Therefore, 
our sample who adapted a LRT is effected in both early 
and post-game situations. 

Q59 and Q64 

We are now going to run the same cross analysis as 

before in order to confirm our results. We will now use 

Q64 as the dependent variable by using two conditions: 

 

Condition A: Those who answered above the average 
for Q64. 
Condition B: Those who answered below the average for 
Q64. 
 
The results are shown on Chart 6.12. 
 

 

Chart 6.12: Condition A (N=655) vs. Condition B (N=449) 
response to Q59  from TDEQ: “When an ally exclaims ‘GG’ 
at the beginning of a game, I usually feel less determined.” 

The results show that Condition A rated higher above 
the average for Q59, for the most part. As expected, 
there is a small difference in the results of this analysis 
and that of Chart 6.11. We can assume this is due to a 
misinterpretation of Q59. However, the results are still 
significant enough to confirm the results of Chart 6.10 
which links ego-depletion from early-game scenarios 
and mood affect during post-game. Therefore, our 
sample who adapted a LRT is affected in both early and 
post-game situations. 

Q84 and Q64 
We are now going do just what we did in the previous 
study except we will switch the dependent variable to a 
question that asks if the results of a game impact their 
mood. It is expected that we will find another correlation 
above the average response, since mood can be seen 
as both positive and negative. We will now use Q64 as 
the dependent variable by using two conditions: 
 
Condition A: Those who answered above the average 
for Q64. 
Condition B: Those who answered below the average for 
Q64. 
 
The results are shown on Chart 6.12. 



 

 

Chart 6.13: Condition A (N=646) vs. Condition B (N=446) 
response to Q84  from TDEQ: “When an ally or I get ‘First 
Blood’ I usually feel more determined.” 

These results show that positive affect can be linked to a 
positive willpower-effecting early game scenario (first 
blood).  Therefore, if players feel more determined by 
first blood, and a positive mood is linked to 
determination, then playing better the next game is the 
result of a higher rate of determination from scenarios in 
the previous game. 

Q84 and Q68 

We are now going to switch back to our positive affect 
scenario which asked players whether or not their team 
getting first blood increases their determination. We will 
compare these results with Q68 which asked players to 
rate the extent to which winning a game impacts their 
performance in the next game. The results will let us 
understand more about out LRT group who finds they 
play better due to the outcome of certain scenarios. To 
do this, let’s list our two conditions and compare them to 
the results of Q84: 
 

Condition A: Those who answered above the average 
for Q68. 
Condition B: Those who answered below the average for 
Q68. 
 
Chart 6.14 shows the results of this analysis 
  

 

Chart 6.14: Condition A (N=585) vs. Condition B (N=503) 
response to Q84  from TDEQ: “When an ally or I get ‘First 
Blood’ I usually feel more determined.” 

The results show a positive correlation between those 
who feel more determined by an early game scenario 
and how they feel like they will play better after winning a 
game. We can now attribute that those in our LRT 
group believe that their affect is based on both 
positive and negative scenarios.  
 

Q64 and Q68 

Using the same conditions, we will look for a correlation 

between how players feel their mood is changed by the 

outcome of a game and how players feel like they will 

play better after winning a game. To do this, we will use 

Q64 as the dependent variable and Q68 as the 

independent variable. The results will let us confirm that 

feeling like one will play better after a game is an affect 

or mood. This will be done simply for confirmation. To do 

this, let’s list our two conditions and compare them to the 

results of Q64: 

 

Condition A: Those who answered above the average 
for Q68. 
Condition B: Those who answered below the average for 
Q68. 
 
Chart 6.15 shows the results of this analysis 
  

 

 

Chart 6.15: Condition A (N=591) vs. Condition B (N=508) 
response to Q64 from TDEQ: “Winning or losing a game of 
Dota 2 has a strong impact on my mood.” 

The results show a positive correlation between those 
who feel more determined by an early game scenario 
and how their mood is affected after winning or losing a 
game. We can now infer that feelings that you will play 
better after winning a game is a sign that ones will-
power is limited because of the effect it has on your 
mood.   
 
Q64 and Q73 
Finally, we are going to look for a relationship between 
how winning or losing a game has an effect on a 
participant’s mood and how our participants believe 
sleep makes them perform better in Dota 2. If we find a 
positive correlation we can confirm that sleep is a 
variable that has an effect on mood. As described earlier 
in this article, sleep is an outlying variable that should be 



analyzed when discussing any results pertaining to 
mood/afftect. To do this, we are going to use Q64 as the 
independent variable and Q73 as the dependent variable 
by listing two conditions: 
 
Condition A: Those who answered above the average 
for Q68. 
Condition B: Those who answered below the average for 
Q68. 
 
Chart 6.16 shows the results of this analysis 
  

 

Chart 6.16: Condition A (N=546) vs. Condition B (N=561) 
response to Q64 from TDEQ: “Winning or losing a game of 
Dota 2 has a strong impact on my mood.” 

The results show a small, but positive correlation 
between our dependent variable (condition A) and our 
independent variable (Q64). This confirms our belief that 
sleep is believed to have an effect on mood and 
performance within the realm of Dota 2. 

Results 
The results of Section 6, Part 6A shed light on some 
major findings. We now know that Dota 2 can be 
considered an ego-depleting task based upon the 
responses from our sample to certain questions. The 
fact that we know that winning/losing has an effect on 
mood to begin with is enough to show the ego-depleting 
side of Dot a 2. 
 
We discovered that determination is effected by both 
positive and negative scenarios in both early and post-
game.  Furthermore, we confirmed that will-power 
depletion is linked to post-game scenarios more than 
early game scenarios. What this tells us is that 
participants with Limited Resource Theories an Non-
Limited Resource Theories both exist within our sample. 
As a matter of fact, both conditional samples are split 
aaamong  
among our sample. As you can see for the sample sizes 
of all conditional samples, the response size (N=X) is 
nearly 50/50.  
 
Using the results of Job, Dweck and Walton et al. (2010) 
as a reference, we can understand that those 
participants who hold a LRT typically perform worse at 

an ego-depleting task (Dota 2) than those who do not. 
Therefore, is there a possibility that win-rate and other 
variables are effected by LRT? Well, according to the 
results of Job, Dweck and Walton et al. (2010), they 
should be.  
 
Further studies will be carried out in the future to 
understand how win-rate is specifically effected by those 
with an LRT and NRT. 
 
Implications 
There are many implications that can be drawn from this 
study. They are listed as follows: 
 
1. The majority of our sample does not feel less 
determined when the enemy gets first blood. 
2. The majority of our sample do not feel less 
determined when an ally encourages the team to give up 
(or shows ego depletion) early in a game. 
3. The majority of our sample feels like they play better 
after getting plenty of sleep 
4. The majority of our sample feels more determined 
after scoring a First Blood.\ 
5. The majority of our sample feels less determined after 
losing a game of Dota 2. 
6. The majority of our sample feel that their mood is 
positively/negatively affected by the outcome of a game. 
7. Our limited resource group typically feels that their 
mood is affected by early game events. 
8. Early game ego-depleting scenario’s do not have a 
major effect on our sample’s perception of willpower. 
9. Ego-depletion can happen in early stages of a game 
of Dota 2. 
10. Playing better the next game is the result of a higher 
rate of determination from scenarios in the previous 
game. 
11.Those in our LRT group believe that their affect is 
based on both positive and negative scenarios. 
12. Feelings that you will play better after winning a 
game is a sign that ones will-power is limited because of 
the effect it has on your mood.   
13. Sleep is believed to have an effect on mood and 
performance within the realm of Dota 2. 
14. Dota 2 can be considered an ego-depleting exercise 
(like a Stroop task) 
15. Dota 2 players can foster a Limited or Non-Limited 
Resource Theory for Dota 2. 
16. Those with a Non-Limited Resource Theory typically 
perform better at ego-depleting exercises. 
 
Possible Errors 
There are some uncontrollable variables that may have 
played a role in the results of this study. One variable is 
the fact that a previous good/bad experience before 
taking TDEQ may have had an effect on our sample’s 
ratings of the variables within this study. Other than that, 
TDEQ was only distributed in English, carrying this study 
out at an international level may yield different results. 
As addressed and analyzed, there may have been a 
possible misinterpretation of Q59. No other potential 
errors were noticed within the study. 
 



 
Future Studies 
This study was carried out during the closed-beta phase 
for Dota 2. This means that the continued saturation of 
new players within the community has not even begun. 
Therefore, this study will be carried out again once Dota 
2 reaches open/public access. A future analysis will help 
to understand how LRT, NRT, and Will-Power are 
fostered within a much larger, wider Dota 2 community.  
 
It would also be interesting to link LRT and NRT samples 
with higher/lower win-rate. In addition, linking these two 
conditional variables with our SM/UM, V/VO, and CO/DO 
might show some interesting results which will let us 
know more about a Dota 2 player with a LRT/NRT 
perception of will-power. 
 
Conclusion 
Section 6, Part 6A showed us that will-power is effected 
by different scenarios in both early and post-game of 
Dota 2. This means that participants with both Limited 
and Non-Limited theories on will-power exist within our 
sample. As we know from of Job, Dweck and Walton et 
al. (2010), those with a Non-Limited Resource Theory 
typically perform better at ego-depleting tasks. Since we 
can consider Dota 2 to be an ego-depleting task, (not to 
say it isn’t enjoyable) we can address a major 
implication. Those who do not view will-power as a 
limited resource may perform better at multiple games of 
Dota 2. 
 
This implication may help to find ways that could help 
improve the community. The major extent to which our 
sample rated the effect that Dota 2 has on their mood 
shows that our LRT sample is quite large. We can 
assume that those with the NRT are typically less prone 
to their mood being affected by event-specific scenarios.  
 
If we can help the community understand that shrugging 
off a loss and not losing will-power will help them 
perform in Dota 2, we may be able to increase overall 
community satisfaction. At the same time, the 
community should understand that lack of sleep assists 
in a LRT. Lack of sleep has an effect on mood and 
playing ability, which counts it as a variable in predicting 
individual performance.  
 
Other ways of going about increasing community 
satisfaction and understanding the player base will be 
discussed through the following studies, but at least for 
now we can measure the affect that Dota 2 has on the 
community’s mood and will-power. 
 

 


