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Introduction

DotA Experiment
Welcome to the second edition of The DotA Experiment. This
community-driven study began in the Summer of 2012 to
analyze the behavior of the Dota 2 gaming community. The
DotA Experiment 1 was a 256-page prototype for this project
and revealed numerous implications that we will revisit in
this edition.

The idea for The DotA Experiment is to bring the entire
community together to understand the good, the bad, and the
ugly of community trends. It’s important to note that The
DotA Experiment Community Questionnaire was only
distributed in English, so many of the findings may only hold
true for the English-speaking audience. In the future, we
hope to be able to run the questionnaire in multiple
languages.

Let’s begin with a discussion on what The DotA Experiment is
and the current state of Valve’s Dota 2. Since last year, Dota
2 has grown from having consistent consecutive player
numbers of almost 50,000 players to a whopping 150,000.
Consistent with that threefold increase in player numbers,
when The DotA Experiment Community Questionnaire was
released this year we received almost three times the number
of responses as last year (1,200 vs 3,400). The total
community comprises of over 2,100,000 unique players. A
special thank-you goes out to everyone that took part.

What makes Dota 2 so interesting, and worthy of academic
scrutiny, are the situations that players are in during the
game, and the audience that it attracts. We’re talking
international - players from all around the world competing
in a 45-minute game that they love. There’s real passion in
Dota 2, emotional consequences for victory and defeat, and
the chance from people of different cultures to communicate
together and strive towards a common goal. Yes, Dota 2 is a
game, there’s no doubting that - but it’s also an e-sport that
requires a high amount of investment from players. Like last
year, we are going to visit some common community
concerns, asking questions like:

The DotA Experiment Community Questionnaire comprised
88 questions this year that asked for a response to a number
of different scenarios.
The DotA Experiment 1 captured a lot of data about the Dota
2 closed-beta community. The DotA Experiment 2 captures
data about the larger, open-beta community. Today, Dota 2
is officially out of beta.

1. “How does the community interact outside the game?”
2. “How does the community interact inside the game?”
3. “How might aggression be caused in-game?”
4. “How do teams work together despite communication
barriers?”
5. “What sort of mechanics in the game would players like to
see change?”

It goes without saying that this book is a collaborative effort.
Unlike last year, the book now has an editor and an artistic
director who have both contributed a lot to its development.
The author has used community feedback from last year to
decide how exactly this book should be built. The community
feedback emphasized simplicity, both in presentation and
analysis. Following these suggestions, this edition of The
DotA Experiment contains a more direct presentation of the
data and hopefully showcases some improvements in that
presentation.

Those are just some of the questions we will try to answer.
Whether you have taken part in the study and want to
review the results, have an interest in statistics about online
gaming behavior, or are simply a casual reader wanting to
learn more about the Dota 2 community, please enjoy this
second edition of The DotA Experiment.

Some information that cannot be found from the raw
dataalone is also included in this book. Cross-analysis
allowed us to build sub-samples so we could study some of
the various ways in which different subsets of the community
answered particular questions. It should be stressed that The
DotA Experiment 1 served as a prototype, and that this book
is much shorter and concise than the last.

-LostENT
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Part 1A
Demographics
This first chapter is simply going to be used to learn a little about with whom we are dealing. More specifically, we
want to examine some statistics about the sample used throughout the rest of this journal. Just as we did last year, we
are going to begin by studying the demographics. We will discuss the gender, location, and average age of our
participants. One of the biggest factors that should be stressed earlier rather than later is that The DotA Experiment
Community Questionnaire was only distributed in English. Dota 2 has a huge international audience, so a great deal
of caution must be taken in generalizing our findings based on our English-speaking sample to the wider
international Dota 2 community. In this article, we found that 97% of our sample identifies as male, with a 1.6%
increase from last year in the proportion of respondents who identified themselves as female. We will also find that
98 countries were covered when distributing the survey. That is a big increase from last year where only 76
countries were reached. All in all, we found that the average player within this sample is a 21 year-old male.
Participants from five countries took up over 50% of the total data pool.
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First we will look at how many returning participants we
have from The DotA Experiment 1.

WYK
What are your thoughts on Dota 2 and its
community exiting beta?
The beta phase has been exceptionally productive
and there is now enough content in the game for
it to be presented to the masses. Dota will forever
be growing in terms of quality and this might be
the perfect time to allow newcomers and an open
audience to try out the game and provide their
crucial feedback. The International 2013 soon
follows the release so it will act as a great
platform to get the new players develop interest
for the game and the spirit it revolves around.
Figure 1: Retained participants: 17% (yes) 83% (no)

I am particularly pleased on the community end
to be honest. I've been a live witness to the
growth of this community for so many years
now; from being a small group of users interested
in contributing ideas to a revamped mod to being
tagged as an "elitist" and "toxic" community and
now to various hubs today where people are
actually willing to overlook the negative criticism
and be more open to external ideas and definitely
far more welcoming to those trying to be a part
of it.

We will now look at the gender of our sample:

I want Dota 2 to become a game that wraps itself
around the community rather than forcing the
users to adjust to how it grows. The player base
currently is as active, creative and hard working
as ever with large amounts of content being
generated on a daily basis and I want the game
to be able to credit and extend support for the
same. This will lead to a clean state of symbiosis
which will eventually help the game flourish and
the user alongside. Always carry a TP!

Figure 2: Participant gender: 3299 (male) vs. 88 (female)

Compared to last year we have a 1.50% increase in our
female portion of the total sample. The next thing we will do
is look at where our sample is from. The top 5 areas are listed
as follows:
1. United States of America (n=782, 23.21%)
2. Germany (n=305, 9.05%)
3. Australia (n=250, 7.42%)
4. United Kingdom (n=218, 6.47%)
5. Canada (n=194, 5.76%)
These countries account for over 50% of the total sample.
Users responded to 98 territories compared to last year with
76.
The graph may be found on the next page.
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A new question introduced asked participants to identify
their age.
Q3. I am ___ years old:
Responses Count

%

12 and
Under

3

0.10%

13

16

0.51%

14

37

1.19%

15

88

2.83%

16

184

5.91%

17

233

7.48%

18

315 10.12%

19

359 11.53%

20

383 12.30%

21

365 11.72%

22

284

9.12%

23

222

7.13%

24

192

6.17%

25

138

4.43%

26

88

2.83%

27

67

2.15%

28

37

1.19%

29

32

1.03%

30

22

0.71%

31

14

0.45%

32

6

0.19%

33

7

0.22%

34

2

0.06%

35

2

0.06%

36 and
Older

8

0.26%

Total
3114
Responses

Figure 4 Total Sample Response to Q2A from TDEQ: “I am
___ years old”

Our average participant is 21 years old. It’s important to
remember that this study was run through social networks
and not Steam. A number of participants chose not to
respond.

Figure 3 Total Sample Response to Q2B from TDEQ: "I am
from ____"
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Summary:

Conclusion:
This year we have a slightly larger female portion of our
sample and participants from a variety of countries across
the globe. We also found that our average participant was
about 21-years-old.

1. Our average participant is a 21 y/o male.
2. USA, Germany, Australia, United Kingdom, and Canada
cover 50% of our sample. (primarily English-Speaking
countries)
3. The majority of our sample hadn’t participated in The
DotA Experiment 1.
Future Studies:
This study will be run again once Dota 2 is entirely out of
beta.

Figure 5 Sven by Wyk
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Part 1B
Server Interaction
This short article is going to review which servers are the most popular with our sample. We are also going to
consider the effects of having more server options to choose from – 10 compared to 7 last year.
We find that the majority of the sample uses Europe West servers, which serve as a hub for most other servers.
Looking back at The DotA Experiment 1, we found that the Europe server had major cross-traffic with all
other servers.
We also find that a dismal <6% of our sample uses Chinese, South American, and African servers combined.
Considering The DotA Experiment Community Questionnaire was only distributed in English, it’s no surprise
that we did not reach those areas of the globe.
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First, we are going to look at which servers our sample plays
on compared to last year. Users could select more than one
answer.

dAUCH.bOT
As someone who has struggled with the
genres difficulty curve, what has your
experience been with games like Dota 2?
I have given most of the front runners a fair
shot including the original DotA map in
WC3, HoN, and LoL, not to mention Dota 2.
The lack of persistence has always been
something that's bothered me. I've always
wanted to see some change in my hero for
the many hours I've devoted to bashing
creeps and getting owned. I mean sure, the
original mod was limited by the engine it
was working in, so when the clones started
creeping up it was disheartening to see that
they'd stuck with the same design choice. Of
course several have worked remedies for this
issue into their systems, but even then they're
still lacking in one way or another.

Figure 6 Total Sample Response to Q from TDEQ: "What
Servers do You Typically Use?”

My biggest issues thus far would probably be
a mixture of finding a hero that I click with
and finding a group of friends I can work
well with. As much fun as running around
with a bunch of random players is, I always
find myself feeling either inadequate or
surrounded by idiots. The issue of finding
the right hero actually stems from this
problem, while the answer should be me
putting more time into the game, I can't
really do that enjoyably until I've found a
synergistic team.

US West: (956, 28.18%)
US East: (1252, 36.90%)
Europe West: (1700, 50.10%)
Europe East: (793, 23.37%)
Russia: (193, 4.51%)
South East Asia: (280, 8.25%)
China: (24, 0.71%)
South America: (120, 3.54%)
Australia: (351, 10.34%)
South Africa: (33, 0.97%)
The majority of our sample selected US West, US East, and
Europe East. 10% of the sample also selected Australia. If we
compare this to the chart on the right, we can see two things:
1) Four more server options have been added over the past
year; and 2) Our sample still primarily uses European
servers.
Here are the statistics from last year regarding the same
question:
US West: (441, 27.67%)
US East: (553, 34.69%)
Europe: (932, 58.47%)
South East Asia: (280, 17.57%)
China: (35, 2.20%)
South America: (51, 3.20%)
Hong Kong: (64, 4.02%)

Conclusion: It’s important to note that the majority of our
sample comes from English-speaking territories. This means
that the majority of findings within this journal can only
hold strongly for the English-speaking portion of the Dota 2
community.

Further Studies:
This study will be run again when Dota 2 is entirely out of
beta.

Summary:
1. The majority of our sample uses European servers.
2. Less than 10% of our sample uses Russian, Chinese, South
American, and South African servers.
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Part 1C
Sample Experience
In this important section we study how experienced our sample is with DotA, Dota 2, and other competitive
titles. Other titles included Heroes of Newerth and League of Legends. We also compare these results with the
results from last year. This allows us to examine some differences between this and last year’s samples.
What we find is that a smaller percentage of our sample has played the original Defense of the Ancients than
last year. We also find that last year’s participants had more years of Dota experience than this year’s. This is a
small indication of how rapidly the community has grown. The big difference between this year and last year
was that the vast majority of players from last year had the most experience playing Dota 1, whereas this year
a similar majority have the most experience playing Dota 2.
These findings help us create three new conditional samples: V, N, and D2. Each of these groups has a
significant sample size and a lot can be learned by studying each individually.
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Next we will look at how much of our sample has played the
original DotA: Red - They have; Yellow - They have not:

Just like we did in The DotA Experiment 1, we are going to
look at the average level of experience our sample has with
DotA, Dota 2, HoN, LoL, and SMITE. We will also run a
comparison with the results from last year.

Figure 9 Sample response to “Have you played the
original Defense of the Ancients?” (n= 2233 vs. 1216)

Figure 7 Sample response to “How many years of
DotA/Dota 2 experience do you have?”

On average, our sample has 2-3 years of Dota experience.
Let’s compare these results with last year’s:

Figure 10 Sample response to “Have you played the
original Defense of the Ancients?” from The DotA
Experiment 1. (n= 1348 vs. 237)

Again, we can see how much more DotA experience our last
sample has, which is testament to community growth over
the past year.
On the next page we are going to look at how experienced
our sample is with games of the MOBA/ARTS genre. We
have offered four options:
1. DotA 1
2. Dota 2
3. HoN
4. LoL
5. SMITE
Figure 8 Sample response to “How many years of
DotA/Dota 2 experience do you have?” from The DotA
Experiment 1.

(continued on next page)

From what we can tell, this year’s sample is a bit less
experienced than last year’s, which will be important in
coming chapters when we review the results of in-game
behavior.
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We first look at the results from this year’s questionnaire:

SUNSfan
How has your experience been with ARTS
games, and how do view experience vs. skill?
Describe your community and how it relates.
Dota was the first ARTS I'd ever played, and I
did so for 4.5 years before switching to HoN. I
played that for a couple years and then
switched to Dota 2 full time. I've dabbled in
League of Legends and Blood Line Champions
but they never reallycaught my attention like
Dota did.

Figure 11 Sample response to “I have the most experience
playing…”

As we can see, 60% of our sample has the most experience
playing Dota 2. Less than 10% has the most experience
playing other competitive titles. This is significant because
what this could mean is that many users who came from
another title stayed with Dota 2.

Most of my competitive e-sport experience
comes from Counter-Strike, but I feel its very
relatable towards Dota 2. Experience and Skill
are two very different things in my opinion.
Skill is more of a mechanics thing where
players can have the raw ability to out last hit
their opponents. Experience on the other
hand, is game IQ, where you know what to do
in certain situations because you've been there
before. I think both are needed to be a
successful pro gamer.

Let’s compare these results with those from last year:

I wish I could take credit for creating
DotaCinema, but that would be Neil. At its
most basic level is a Youtube channel that is
there to entertain and educate. Being the
largest Dota 2 community, we easily have the
most diverse group of people. It ranges from
new players to professionals, from the United
States to the Middle East. Regardless of who
watches, our channel still has a casual feel to
it, which I think is important to embrace to a
certain extent. On the other hand, we have
many plans to expand in order to reach the
more competitive side.

Figure 12 Sample response to “I have the most experience
playing…” from The DotA Experiment 1.

The major difference is the switch in sample experience from
DotA to Dota 2.
Just as we did last year, we now divide our sample into two
groups: V and N. This year we are also going to add a new
group called D2.
Conditions for V:
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.
Conditions for N:
1. Have less than a year of DotA experience
2. Have not played the original DotA.
Conditions for D2:
1. Have less than 3 years, but over 1 year, of DotA
Experience.
2. Have the most experience playing Dota 2.

Sample V accounts for 850 members of our total sample.
Sample N accounts for 417 members of our total sample.
Sample D2 accounts for 1173 members of our total sample.
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We are going to keep these three groups in mind when we
discuss how respondents answered future questions.

Summary:
1. The majority of the sample has the most experience
playing Dota 2 compared to last year.
2. Our sample is less experienced with Dota than the sample
we were working with last year.

Further Studies
This study will be run again when Dota 2 is completely out
of beta.

Conclusion
In this article we compared our latest sample with last year’s
and have identified three conditional samples we will use for
further examination. The first sample, Veteran (V), accounts
for veteran DotA players who have the most experience
playing Dota 2. Our second sample, New (N), accounts for
new Dota 2 players who have less than a year of experience.
Finally, our third sample, D2 (Dota 2), includes players who
have the most experience playing Dota 2, and have less than
three years, but over a year, of Dota 2 experience.

Figure 13 Gangsta Nyx & Bh by Kunkka

Over all, we learned a lot about the change in the sample
through this article and we will continue to learn more as we
use our new conditional samples.
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Part 1D
Sample Win-Rate
In this article we study the win-rate of our sample. Win-rates were gathered by asking participants to select
the 5% bracket into which they fell. The majority of our sample fell into the 50-55% bracket, which is to be
expected considering we obtained the same results last year.
The most important thing is comparing our three new conditional samples: V, N and D2, to see how win-rates
vary between groups. The findings suggest that the more experienced you are, the higher your win-rate will
become.
We find that our veteran sample generally had a higher win-rate than D2 and N. D2 had a higher win-rate
than N, which supports the argument that you can get better with time.
These win-rate statistics are going to be used to help us see how decision making can have an effect on winrate in later chapters.
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Last year when we studied win-rate, the majority of the
sample fell within the 50-55% win-rate bracket. Let’s look
below to see what this year’s results look like:

Figure 15 Sample response to "my win-rate is
approximately..." from The DotA Experiment 1 (N=1597)

The stand-out difference between this year and last year is
that many more participants from last year had a win-rate
that fell above 55%.
Consider the latest chat-ban system and how that may have
had an effect: Perhaps players with frequent chat-bans have
found their win-rate dropping. There are numerous reasons
why this might be, but, from what we know from the past
three articles, a lot of our sample is much less experienced
with the game.
Next, we use our conditional samples from the last article
and compare the win-rates within each sample.For
reference, the conditions for each sample are as follows:
Conditions for V:
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.
Conditions for N:
1. Have less than a year of DotA experience
2. Have not played the original DotA.
Conditions for D2:
1. Have less than 3 years, but over 1 year, of DotA
Experience.
2. Have the most experience playing Dota 2.
Figure 14 Sample response to "My win-rate is
approximately..." (N=3464)

Sample V accounts for 850 members of our total sample.
Sample N accounts for 417 members of our total sample.
Sample D2 accounts for 1173 members of our total sample.

The results show that 62.30% of our sample fell within the
50-55% WR bracket. Someone on the Reddit thread
suggested that percentages should not be bracketed, and I
agree with that. In the future, win-rate will not be chosen by
brackets. Let’s now look to the right to see how this year’s
results compare to the results from last year.
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MINDFAQ
Would you say that the more you play, the
better you get?
I started with version 6.43b, so about mid2007. You improve by getting to know all
the different mechanical details that are not
obvious to the new players. This is a big part
of Dota. Tactical knowledge refines over
time. Mechanical abilities like controlling
multiple units, managing many active items
and remembering to use them get better as
well.
It is mostly about being able to make betterinformed decisions about what to do where
and when, by being able to better estimate
both your own possibilities as well as your
enemies' options. Or so to say:
decision making gets easier the larger your
experience with Dota is.
I would say you get better the more you
play, but especially on the higher end of
skill you need to actively think about your
experiences and how you could put them to
use to play more effectively.
Overextending is a big issue for new
players, not playing together with their
team for large portions of the game is
another one. With larger experience, your
teammates normally get more dependable
and that’s when Dota reveals its real beauty
as 5vs5 team game.

As we can see, the Veteran sample generally has a higher
win-rate; a finding that stays consistent with the results from
last-year. It also supports the hypothesis that the more you
play, the better you can get. Though that might seem
obvious, it at least shows evidence that experience means
something.

Figure 16 Conditional results for "My win-rate is
approximately"

Despite the difference in sample size, sample D2 appears to
have a higher win-rate than sample N, which is to be
expected.
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Summary:
1. Veteran players generally have a higher win-rate.
2. The average win-rate for this sample is lower than last
year’s.

Future Studies:
This study will be carried out again once Dota 2 is fully out
of beta.

Conclusion:
Gathering statistics on the sample’s win-rate will become
very useful in later chapters when we examine decision
making, communication, and other in-game factors. As
previously discussed, future studies will ask players to
identify which percentile they are in for win-rate. This will
allow a much more accurate set of results. Furthermore, one
problem is that there wasn’t a question that asked for the
total amount of games a player has played. Having this sort
of stat would be very useful for studying win-rate.
The purpose of Chapter 1 was to simply understand our
sample, and not necessarily make judgments about the Dota
2 population as a whole. Looking back, we have already
discussed how major non-English-speaking territories (the
questionnaire was only distributed in English) only took up
less than 10% of the total sample.
Regardless, we now have the information needed to move
forward and understand more about Dota 2 players.

Figure 17 Phantom Assassin by TrungTH
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Part 2A
Online Forums
In this section we identify the main Dota 2 communities that exist today. The main communities we identify are:
1) PlayDota.com, the official DotA website
2) JoinDota.com, arguably the most popular competitive Dota 2 website
3) Dev.Dota2.com, the official development forum for Dota 2
4) Reddit.com/r/Dota2, the official Dota 2 reddit
5) GosuGamers.net, a DotA news site familiar to veteran players
6) TeamLiquid.com, the official website and forum for Dota 2’s Team Liquid
In this section we study the average levels of experience for users from each website and draw conclusions based
upon those results. More importantly, by comparing the results with those from last year, we see very consistent
results in years of experience for each website. We also discuss the departure of DotAlicious-Gaming.com as a major
Dota community website.
We find that the Dota 2 Reddit has the youngest player-base while GosuGamers.net and TeamLiquid.com serve the
oldest player-base.

22

In this section we study the results of the online community
analysis. We look at how players answered questions
regarding online forum participation and the online forum
community in general.

BQTTGER

The big difference from last year is that DotAliciousGaming.com has recently been shut down. Therefore, our
survey questions were a little different than those of last year.
What are your thoughts about the Dota 2
community? How has the community changed
since you first became a part of it?

First, let’s look at how participants answered Q13, which
asked whether or not they belonged to a Dota 2 online
community. Red = Yes, Yellow = No.

The Dota community has grown a huge amount
since it was a very minor community of WC3 Dota.
The insane amount of volunteer work put into Dota
is what in the end has evolved Dota from being just
another WC3 map, to a major e-Sport. I have loved
experiencing the journey of the Dota community.
Websites have played a super important
role, as that is where the community meets,
discusses, evolves, and exists. In the early days there
was one major site, “dota-allstars”, which WAS the
community. Without it, Dota wouldn't be what it is
today. Right now we have lots of different Dota
sites, all less important, but with different pros and
cons, and they give the community the possibility to
flourish in different directions. It is impossible to
follow them all due to the amount of content and
language barriers, but there is something for all. It’s
all community driven and if some aspect of Dota is
missing a website, someone will make it.

Figure 18 Total Sample response to Q12 from TDEQ: "Are
you a registered member of any DotA/Dota 2 community
forum?"

The best aspect of the Dota2 community is the
amount of content produced by fans, just because
they like Dota. Anything from guides to comics to
software. I wouldn't say it sets the Dota 2
community apart from other communities as this is
common in all major communities. The interesting
thing about Dota is that it has been community
driven for years before picked up by Valve and any
kind of founding. What is clearly different between
now and then is that Dota is paying off for the
community.

Compared to last year, the results are similar with only a 5%
difference.

Do what you love to do until you are good enough
to get paid for it.

Figure 19 Total Sample response to Q12 from TDEQ: "Are
you a registered member of any DotA/Dota 2 community
forum?" from The DotA Experiment 1.

We suggest the 5% difference came from the viral nature of
the questionnaire’s distribution; I prompted participants to
share it with others. TDEQ was also distributed through Dota
2 social networks, so it is no surprise that there was a high
level agreement when people said that they belonged to Dota
2 online commuinities.
Next, let’s look at how players answered to what forum(s)
they belonged to:
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members having an average of 4-5 years of experience.
JoinDota.com
Let’s now take a look at the average years of experience of
JoinDota.com members.

Figure 20 Total Sample response to Q from TDEQ: "If so,
what communities do you belong to?"

From what these results show, the majority of our sample
(~85%) belongs to a Dota 2 online community of some sort.
The majority (~72%) are members of the Dota 2 Reddit.
Just as we did last year, we now look for trends in sample
experience by cross-analyzing our sample’s years of
experience with the forums they belong to. We also compare
those results to last year’s.

Compared to PlayDotA, we can see that JoinDotA has a larger
audience of newer players, while still remaining fairly
balanced across all levels of experience. Let’s see if these
trends remain similar to last year’s.

PlayDota.com
First, let’s look to see how many years of experience our
average PlayDotA community member has:

The results remain consistent with last year’s, showing the
average JoinDota community member has 4 years of DotA
experience.
DotA-licious Gaming:
This year’s questionnaire did not ask participants about
membership of DotA-liciousGaming.com (DLG) because the
website was shut downbefore the questionnaire was
distributed.

Let’s compare this to last year and see if we can draw any
comparisons:

GosuGamers:
We now move to the results for players who selected
GosuGamers.net as their answer, and look at their years of
experience.
(Next Page)

From what we can see, the PlayDota.com community remains
as one of the more veteran forums, with the community
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The number of new players also shows the growth of the
community as a whole over the past year.
We compare these results to last year’s below:

As we can see, the results show that this website has the
lowest proportion of members with less than a year of
experience within its sample - and a surprisingly high
proportion of users with one year.
488

As we can see, there is a major similarity in the results,
suggesting that the Dota 2 Reddit is probably the most
popular social network among new players.
Dota 2 Dev Forums:
We did not include the Dev forums in last year’s study. This
year we look at the average years of experience for Dev
forum members:
883

Compared to last year we can see that the website still caters
to a much more experienced Dota 2 audience.
Dota 2 Reddit:
We now look at how experienced the Dota 2 Reddit
community is based on the results of the questionnaire. We
received the largest sample from this community so these
results are the most accurate.
These results show that the Dev forums have the youngest
forum population of all, while still having influence from a
community with a vast range of experience.

2079

TeamLiquid
This year we also included TeamLiquid.com as an explicitly
mentioned item in the list. The results for those who selected
TeamLiquid and their years of experience are shown below:

As we can see, the Reddit community definitely has the
highest proportion of new players, with nearly 45% of its
members having one year or less of DotA experience. This
makes it an extremely important sample to study as many of
the participants are unlikely to have participated last year.
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Future Studies

594

This study will be carried out again once Dota 2 is entirely
out of beta.

Conclusion
It is good to understand the average amount of experience
that each DotA community has when communicating with
them. More importantly, it is good for players to understand
what sort of community each website caters to. A more
experienced player may like to visit one of the older websites
to connect with others who share a similar level of
experience.
Looking back on The DotA Experiment 1, we found that
players who communicate with others in online
communities, and play with friends from these communities,
are generally more satisfied with the game and display more
positive in-game social behaviour. This is great for websites
that want to develop tools to bring their communities
together in-game.

From what we can see, TeamLiquid’s results show a fairly
diverse community with both new and old members. Since
TeamLiquid.com focuses on the competitive scene, we
suggest that this accounts for some of the variety in the
playing experience of its user-base.

Summary:
1. PlayDota, JoinDota, and the Dev forum have a fairly
balanced audience.
2. GosuGamers and TeamLiquid serve an older audience
3. The Reddit community is the youngest and largest
community based on the results from this sample.

Figure 21 Nyx Assassin by BigGreenPepper
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Part 2B
Forum Interaction
In this section we study how players answered questions about their forums. We wanted to see how often, and
why, players visit their forums and whether or not they communicate with other community members.
In The DotA Experiment 1, we identified community forums as one of the first places that a new player might
go to in order to get a better understanding of Dota 2, or to become part of the community. What we find in
this section suggests that while the majority of players do belong to a community forum, they are less likely to
engage in conversation than one might expect.
Although these results are biased because the questionnaire was distributed through Western-English
speaking community forums, this does not take away from the importance of understanding community
behavior. One other important question that we study in this section asked users how frequently they
purchased Dota 2 cosmetics or merchandise. We find Reddit users had the highest likelihood of purchasing
cosmetics, and had the highest amount of new players in the sample.
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In this article we examine the community interaction within
each Dota 2 forum . First, we look at how users answered
questions from TDEQ about how they interact within their
forums.Question 14 asked users whether or not they agreed
that they often visit their online communities. Here are the
results:

Next, we asked whether or not users participate within their
community to get a better understanding of Dota 2. The
results from Q17 are shown below:

Figure 25 Total sample response to Q17 from TDEQ: "Do you
participate within the community to get a better understanding of
Dota 2?"

Figure 22 Total sample response to Q14 from TDEQ: “Do
you agree that you often visit this community?”

The next question asked whether or not users communicate a
lot with other community members. There was a surprisingly
low level of agreement with this question, as shown in the
results below:

Next, let’s look at how often users post comments and
opinions about Dota 2 on the sites they selected:

Figure 26 Total sample response to Q18 from TDEQ: “Do
you communicate a lot with other community members?"
Figure 23 Total sample response to Q15 from TDEQ: “Do
you post your comments and opinions about Dota 2?”

Finally, we study and compare the results of one o the more
important questions in the survey for those concerned with
Dota 2 monetization. Q19 asked users if they ever buy Dota
2 cosmetics or merchandise. The results are shown below:

The next question asked users whether or not they found the
information mentioned within their communities to be
helpful. The results show that 88.29% of users do find the
information provided by their communities useful.

Figure 27 Total sample response to Q19 from TDEQ: "Do you ever
buy Dota 2 cosmetics or merchandise?"
Figure 24 Total sample response to Q16 from TDEQ: “Do you find
the information mentioned in the community to be helpful?”

Surprisingly, the majority of users selected Sometimes or
Rarely which are actually decent results. Total sample for this
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question was 3401 participants.
Rather than repeating a lot of unnecessary steps, for archival
purposes we are going to look at the results of each social
website exclusively.

A PIMP NAMED
SLICKBACK

The next page will begin this series of analyses.

Talk a bit about the South American Dota 2
community. Does the Brazillian Dota 2 culture
differ from others?
With Brazil being such a big country, there
are many lesser (or fragmented) communities
established, based on local connections. As for
major communities, they are established
primarily via forums and Facebook pages, with
some using steam groups as another means of
connecting people. I couldn’t speculate which
is the "biggest" community as there are many
fragmented smaller ones, which end up
overlapping.
Some of the biggest "players" as far as the
community scenes go are dota2.com.br and
portaldota2.com.br.
It seems a trend that Hand of Midas is built on
most carries, with a focus on lategame as
opposed to early game aggression. Also, in the
casual scene, I would state you don't see very
many trilanes. We have an added hindrance
(if you can call it that) given the SA servers
cater for the whole continent, and we are the
only Portuguese speaking country in SA (but
we represent more than half of the
population). This creates a barrier and given
everyone's national pride, easily creates
animosity and conflict between players.
The skill level of the casual scene in SA is
average, and could probably compete with NA
dota, but nowhere near EU dota or the Asian
dota scene.
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PlayDota.com (N=992)

Q14

Q17

Figure 28 PlayDota Sample Response to Q14 from TDEQ:
“Do you agree that you often visit this community?"

Figure 31 PlayDota Sample response to Q17 from TDEQ:
"Do you participate within the community to get a better
understanding of Dota 2?"

Q15

Q18

Figure 29 PlayDota Sample response to Q15 from TDEQ:
“Do you post your comments and opinions about Dota 2?”

Figure 32 PlayDota sample response to Q18 from TDEQ:
“Do you communicate a lot with other community
members?"

Q16

Q19

Figure 30 PlayDota Sampleresponse to Q16 from TDEQ:
“Do you find the information mentioned in the community
to be helpful?”

Figure 33 PlayDota response to Q19 from TDEQ: "Do you
ever buy Dota 2 cosmetics or merchandise?"
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JoinDota.com (N=992)

Q14

Q17

Figure 34 JoinDota Sample Response to Q14 from TDEQ:
“Do you agree that you often visit this community?"

Figure 37 JoinDota Sample response to Q17 from TDEQ:
"Do you participate within the community to get a better
understanding of Dota 2?"

Q15

Q18

Figure 35 JoinDota Sample response to Q15 from TDEQ:
“Do you post your comments and opinions about Dota 2?”

Figure 38 JoinDota response to Q18 from TDEQ: “Do you
communicate a lot with other community members?"

Q16

Q19

Figure 36 JoinDota response to Q16 from TDEQ: “Do you
find the information mentioned in the community to be
helpful?”

Figure 39 JoinDota response to Q19 from TDEQ: "Do you
ever buy Dota 2 cosmetics or merchandise?"
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GosuGamers (N=472)
Q14
Q17

Figure: GosuGamers Sample Response to Q14 from
TDEQ: “Do you agree that you often visit this
community?”

Figure 40 GosuGamers Sample response to Q17 from
TDEQ: "Do you participate within the community to get a
better understanding of Dota 2?"

Q15

Q18

Figure 41 GosuGamers Sample response to Q15 from
TDEQ: “Do you post your comments and opinions about
Dota 2?”

Figure 43 GosuGamers sample response to Q18 from
TDEQ: “Do you communicate a lot with other community
members?"

Q16

Q19

Figure 42 GosuGamers response to Q16 from TDEQ: “Do
you find the information mentioned in the community to be
helpful?”

Figure 44 GosuGamers sample response to Q19 from
TDEQ: "Do you ever buy Dota 2 cosmetics or
merchandise?"
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Reddit/r/Dota2 (N=2179)

Q14

Q17

Figure 45 Reddit Sample Response to Q14 from TDEQ:
“Do you agree that you often visit this community?"

Figure 48 Reddit Sample response to Q17 from TDEQ: "Do
you participate within the community to get a better
understanding of Dota 2?"

Q15

Q18

Figure 46 Reddit Sample response to Q15 from TDEQ: “Do
you post your comments and opinions about Dota 2?”

Figure 49 Reddit response to Q18 from TDEQ: “Do you
communicate a lot with other community members?"

Q16

Q19

Figure 47 Reddit Sample response to Q16 from TDEQ: “Do
you find the information mentioned in the community to be
helpful?”

Figure 50 Reddit Sample response to Q19 from TDEQ: "Do
you ever buy Dota 2 cosmetics or merchandise?"
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Dev Forums (N=883)

Q14

Q17

Figure 51 Dota 2 Dev Forum Sample Response to Q14
from TDEQ: “Do you agree that you often visit this
community?"

Figure 54 Dev Forum Sample response to Q17 from TDEQ:
"Do you participate within the community to get a better
understanding of Dota 2?"

Q15

Q18

Figure 52 Dev Forum Sample response to Q15 from TDEQ:
“Do you post your comments and opinions about Dota 2?”

Figure 55 Dev Forum sample response to Q18 from TDEQ:
“Do you communicate a lot with other community
members?"

Q16

Q19

Figure 53 Dev Forum sample response to Q16 from TDEQ:
“Do you find the information mentioned in the community
to be helpful?”

Figure 56 Dev Forum Sample response to Q19 from TDEQ:
"Do you ever buy Dota 2 cosmetics or merchandise?"
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TeamLiquid (N= 613)

Q14

Q17

Figure 57 TeamLiquid Sample Response to Q14 from
TDEQ: “Do you agree that you often visit this
community?"

Figure 60 TeamLiquid Sample response to Q17 from
TDEQ: "Do you participate within the community to get a
better understanding of Dota 2?"

Q15

Q18

Figure 58 TeamLiquid Sample response to Q15 from
TDEQ: “Do you post your comments and opinions about
Dota 2?”

Figure 61 TeamLiquid sample response to Q18 from
TDEQ: “Do you communicate a lot with other community
members?"

Q16

Q19

Figure 59 Teamliquid response to Q16 from TDEQ: “Do
you find the information mentioned in the community to be
helpful?”

Figure 62 TeamLiquid sample response to Q19 from
TDEQ: "Do you ever buy Dota 2 cosmetics or
merchandise?"
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Summary:
1. The Reddit community is the most active, most likely to
purchase items, and most likely to communicate with other
members.
2. The results show that the majority of players find the
information mentioned in their community to be helpful.
3. The results show that the majority of players do not
communicate with other members within their community.

CYNTHIACRESCENT

What are your thoughts about the international
Dota 2 audience? Does the Chinese Dota 2
culture differ from others?

Future Studies:
This study will be run again when Dota 2 is completely out
of beta.

Dota 2 is perceived very differently by
communities all over the world, usually
divided into the Chinese crowd, the Korean
crowd, the Pinoy crowd, the SEA crowd, the
CIS crowd, the EU crowd, the NA crowd, and
the SA crowd.

Conclusion:
As Dota 2 is a team game, it can be suggested that
understanding how its community interacts online is
important. Online interaction between forum members could
lead to them playing together in-game. Increased online
communication in general is a positive, as it means people
are becoming more comfortable communicating with other
members of the community. The more that people feel
comfortable participating within their community, the more
they could become increasingly comfortable exercising
positive, friendly communication in-game.

For Chinese online communities, websites are
actually extremely different. The Chinese
community usually harps over their favorite
platform of choice's forums, the celebrity's
Weibo as well as the official Dota 2 website.
Chinese players are generally safer (not
uninformative [what’s ‘uninformative’
supposed to mean here, because another word
or its removal would be more comprehensible
and extremely adaptive. They also have a fatal
flaw of tending to underestimate opponents
they don't have many scrims with.
Dota and now Dota 2 are becoming more
and more popular in China. The national
party has even officially endorsed Dota 2 as
their mainstay venture into the gamer world,
so the Chinese crowd gives the teams a
significant amount of recognition. There is also
ACE, an organization made specifically
to protect teams from poaching and player
value dropping through marketing means.
They are very close to national sport level as
it stands, and will only get stronger as time
goes along.
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Part 2C
Online Communication
In this section we look at how our sample communicates in-game. In-game communication is very important
because good communication can make a game much more enjoyable for all involved, and poor or abusive
communication can ruin a game.
Last year we came across findings that suggested traces of elitism and aggression in the community. This year,
we run the same cross-analysis with a twist, excluding participants who had taken The DotA Experiment 1 to
prevent those who knew the difference in self vs. other response from being part of the studied sample. This
would prevent a bias where those previous participants might give themselves a smaller difference in self vs.
other ratings.
We asked participants to rate the average levels of skill, friendliness, and disrespect displayed in the games
they played, both by themselves and by others in the games. The results show that, despite a lower difference,
players still rate themselves as friendlier, more skilled, and less likely to engage in disrespectful behavior than
others. This is a really important finding, and there is a good side to this: the difference in self vs. other ratings
was smaller compared to last year, which shows progress.
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Like its counterpart in The DotA Experiment 1, this
sectionfocusses on looking for a relationship between
communication and positive in-game experience. Findings
from last year suggested that participating in online
communities and playing with friends may lead to a higher
win-rate and better in-game experience.

We can now create two sub-samples, just as we did last year:
CO: Communicate Often (N=833)
DO: Do Not Communicate Often (N=2514)
We now look at the results of Q24 and examine what
proportion of this year’s sample usually plays with friends.
We also compare this data to last year.

We also compare some of the major findings from last year
that suggested players generally rate themselves as more
friendly, more skilled, and less likely to engage in
disrespectful behavior than others with this year’s results. For
this section, we only study our sample that did not take The
DotA Experiment 1 to avoid a bias by which they might
purposely report a smaller difference in their self vs. other
rating.
To begin, let’s revisit question 18 to see whether our sample
communicates with other community members and compare
the results with last year’s:

Figure 65 Sample Response to Q24 from TDEQ for The
DotA Experiment 2: "Do you usually play Dota 2 with
friends?"

Figure 63 Sample response to Q18 from TDEQ for The
DotA Experiment 2

Figure 66 Sample response to Q22 from TDEQ for The
DotA Experiment 1: "Do you usually play Dota 2 with
friends?"

Again, the results are nearly identical and we do not have a
reason to think that trends have changed over the past year.
Just as we did last year, we now look at how our
communicative sample compares to our non-communicative
sample across a series of different questions.

Figure 64 Sample response to Q16 from TDEQ for The
DotA Experiment 1

Let’s begin by creating two conditions:
As we can see, the results are almost identical, which
suggests communication trends in online communities have
not changed much over the past year.

Condition A: Usually play with Friends (831)
Condition B: Usually play without Friends. (2502)
We will see how often each of these conditions
communicates with other community members.
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Figure 69 Sample Response to Q18 from TDEQ for The
DotA Experiment 1: "Are you satisfied with the Dota 2
community?"

From this comparison we can see a 5% increase in
satisfaction with the Dota 2 community based on the results
from this sample.

Figure 67 Conditional Response to Q18 from TDEQ to see
how often those who play with friends communicate with
other members of the community.

Next, we look at how our two samples:
S: Satisfied with the Dota 2 Community
and
NS: Not satisfied with the Dota 2 Community

We will now add on to our CO/DO sample like we did last
year by adding more conditions to each sample:

responded to questions regarding friendliness, engagement
in disrespectful behavior, and skill.

Sample CO2: Communicate a lot with other community
members and usually play Dota 2 with friends. (N=730)
Sample DO2: Do not communicate a lot with other
community members and usually do not play Dota 2 with
friends. (N=460)
Next, we are going to compare our results with those of last
year to see how satisfied our users are with the Dota 2
community. Let’s first look at the results of Q20 from this
year:

Figure 70 Conditional Response to Q27 from TDEQ: "How
would you rate the average friendliness of other players?"

As we see from these results, those who are satisfied with the
Dota 2 community generally rate other players in the
community to be friendlier. These results suggest that those
who see the Dota 2 community as friendlier are generally
more satisfied with the Dota 2 community.

Figure 68 Sample Response to Q20 from TDEQ for The DotA
Experiment 2: "Are you satisfied with the Dota 2 community?"

Let’s see if this same trend holds true for skill:
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FLAMETOAD
What is trolling and flaming in Dota 2, how
has frequency of in-game trolling/flaming
changed over Dota 2’s existence?
Well the definition of trolling in DotA is
someone who messes with people for fun.
Honestly I don't encounter much, if any
trolling in the game. Trolling is pretty rare
in-game actually, but if there were one he'd
be griefing his team members by throwing
allies into enemies as Tiny for example.

Figure 71 Conditional Response to Q30 from TDEQ: "On
average, how would you rate the skill of a random teammate?"

Again, we can see that those who are satisfied with the Dota
2 community generally rate other players in the community
to have higher skill.

Flaming is insulting people. In my
experience it doesn't really affect the way
people play, it's an effect of the game going
badly and not the cause. As for behavior in
general it obviously makes people flame
back. Flaming happens very often, every
other game if not more.
In DotA (1) griefing happened more, but still
rarely. Well, maybe that was because I was
not so uncommonly that griefer, throwing
people into enemies as Tiny. Mwahahahaha.
But in Dota 2 you will get reported so that
doesn't happen anymore..
The current state of community behavior
could be worse. Although I'm probably just
saying that because I've been playing this
game for many years and have probably
grown used to flaming. Newer players might
be put off by the flaming, which they will
surely receive.

Figure 72 Conditional Response to Q32 from TDEQ: "On
average, how often do you experience (trolling, flaming,
griefing, racism) in a game of Dota 2?"

As we can see, users who are not satisfied with the Dota 2
community were more likely to rate their experience with
disrespectful behavior to be higher. Finally, we examine how
samples S and NS rate communication between team mates
in an average game of Dota 2.

Once again, those who are not satisfied with the Dota 2
community were more likely to rate communication in-game
to be lower than those who were satisfied (s= 4.61 vs. 3.66)
Next, we test a finding from last year that showed users rated
themselves as friendlier than others. We look at how highly
our sample rated their own friendliness compared to the
friendliness of others (self vs. other) and will compare the
difference with last year’s. Again, we exclude participants
who took The DotA Experiment 1 to avoid a bias where last
year’s participants were aware of the severe difference in self
vs. other ratings. Comparisons can be found on the next
page.

Figure 17 Conditional Response to Q31 from TDEQ: "On
average, how would you rate the communication between
team-mates in a game of Dota 2?"
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Figure 73 Sample Response whom have not taken The
DotA Experiment 1 to Q27 from TDEQ: "How would you
rate the averagte friendliness of other players?" (s= 5.13)

Figure 18 Sample Response whom have not taken The
DotA Experiment 1 to Q28 from TDEQ: "How would you
rate your friendliness to other players?" (s= 7.02)

Figure 19 Sample Response whom have not taken The
DotA Experiment 1 to Q29 from TDEQ: "As a player, how
would you rate yourself compared to others in terms of
skill?" (s= 6.56)

Figure 20 Sample Response whom have not taken The
DotA Experiment 1 to Q30 from TDEQ: "On average, how
would you rate the skill of a random team-mate?" (s= 5.17)

Figure 21 Sample Response whom have not taken The
DotA Experiment 1 to Q30 from TDEQ: "On average, how
often do you experience (trolling, flaming, griefing, racism)
in a game of Dota 2?" (s= 5.75)

Figure 22 Sample Response whom have not taken The
DotA Experiment 1 to Q30 from TDEQ: “On average, how
often do you engage in (trolling, flaming, griefing, racism)
in a game of Dota 2?" (s= 2.77)

To see how the results compare when including those who
took The DotA Experiment 1, the information required is
provided in the statistics sectionat the end of this document.
Compared to last year we can see the same trend: users
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typically rate their skill, friendliness, and engagement in
disrespectful behavior to be better than that of the average
player.
We can directly compare the results with those of last year:
Question
How would you
rate the averagte
friendliness of
other players?
How would you
rate your
friendliness to
other players?
As a player, how
would you rate
yourself
compared to
others in terms
of skill?
On average, how
would you rate
the skill of a
random teammate?
On average, how
often do you
experience
(trolling, flaming,
griefing, racism)
in a game of
Dota 2?
On average, how
often do you
engage in
(trolling, flaming,
griefing, racism)
in a game of
Dota 2?

The DotA
Experiment 1
4.85

The DotA
Experiment 2
5.13

6.84

7.02
Figure 74 Sample Response to Q25 from TDEQ: "If so, how
many friends are usually in your party?"

6.91

6.56
As we can see, teams of friends are most likely to consist of
three members based on the results from our sample.

Implications:
5.03

5.17

6.61

5.75

1. The sample rated themselves as more friendly than others.
2. The sample rated themselves as more skilled than others.
3. The sample rated themselves as far less likely to engage in
disrespectful behavior than others.
4. The sample is more satisfied with the Dota 2 community
compared to last year.
5. The majority of players still do not communicate with
other community members.
6. The average number of friends on one team still lies at 3.

Future Studies:
This study will be run again once Dota 2 is completely out of
beta.
3.27

Conclusion:

2.77

In this section we looked back on some of the major
questions from The DotA Experiment 1 that asked players to
rate the friendliness, skill, and engagement in disrespectful
behavior of others vs. themselves. Compared to last year we
still found that the difference in self vs. other ratings weighed
heavily on the self side- where players generally rated
themselves to be more skilled, friendlier, and less likely to
engage in disrespectful behavior than others. However, also
compared to last year, we found the difference in self vs.
other ratings to be smaller, which we suggest is a sign of
improvement.

Last year we suggested that distrust between community
members and a general air of elitism may have contributed to
these results. We also discussed how those whom
communicate more tended to have a better in-game
experience. We suggest these results show that people will
have a more enjoyable game experience if they stop judging
others and concentrate on their own performance and
behavior. The results show improvement in that the
difference between self and other ratings is significantly
smaller than last year - especially considering participants
from last year were not included. To find results including
participants from last year, please see the Raw Data section
in this edition.
The last thing we are going to look at is the average amount
of friends a player usually has in their party:
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Part 2D
Hero Guides & Social Media
Hero guides and social media are two ways in which the community can express itself within the Dota 2
world. In this chapter we try to understand the current state of Dota 2 hero guides and what sort of players
value them the most.
We use our three conditional samples introduced in Section 1: V (veteran), N (new), and D2 (Dota 2). Some of
the findings suggest that new players value hero guides the most. Interestingly, we find no significant change
in community perception of hero guides since last year, despite the addition of in-game hero guide access and
submission.
After discussing hero guides, we change gears to open discussion on the current state of Dota 2 social media.
Last year we addressed community icons Wyk, CyborgMatt, WoDotA, and TheBloodseeker, and how they
influence the community. This year, we study new community icons such as Swordzzzzz, PyrionFlax,
DotACinema, and Purge. We also discuss some Dota 2 artists and how they affect the community. There are
many other pieces of Dota 2 art we would have liked to feature, but the total length of the report places certain
constraints upon the length of any particular section. Short features on other pieces of Dota 2 art may be
found throughout other sections.
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In this section we examine the current community
perception of hero guides based on our sample response. It is
important to remember that since last year formal hero
guides accessible in-game have been added. These can be
rated as positive or negative by users.
First, let’s look at how participants responded when asked
how helpful they find hero guides to be compared to last
year.

Figure 75 Total sample response to Q21 from TDEQ: “Do
you find community-submitted guides to be helpful?”
(N=3386)

Let’s now take a look at last year’s results:
Figure 77 Conditional Response to Q21 from TDEQ: "Do
you find community submitted guides to be helpful?"

As we can see, the highest level of agreement came from our
new sample that has less than a year of Dota experience.
Let’s now see how much of our sample has ever felt misled by
a hero guide compared to last year.

Figure 76 Total sample response to Q21 from TDEQ from
The DotA Experiment 1: “Do you find communitysubmitted guides to be helpful?” (N=1585)

Conditions for V: (N=830)
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.
Conditions for N: (N=411)
1. Have less than a year of DotA experience
2. Has not played the original DotA.
Figure 78 Total sample response to Q22 from TDEQ: "Have
you ever felt misled by a hero guide?"

Conditions for D2: (N=1147)
1. Have less than 3 years, but over 1 year, of DotA
Experience.
2. Have the most experience playing Dota 2.

We can see an overall balance in response where about half
of our sample claims that they have, and half of our sample
claims they have not felt misled by a hero guide. Considering
the number of hero guides there are, this seems only natural.

Let’s look at how each of these samples answered the
question. It is possible that the more experienced side of our
sample finds hero guides less helpful than players who are
less experienced.

Let’s see how this response compares to last year:
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Social Media!
Like last year we discuss social media and the effect it has on
the community. It has been an incredible year of fan-art,
social media, videos, and more for Dota 2, with high-quality
content being submitted almost daily. Source Film-Maker is a
new tool that community artists can use to bring the
battlefield to life.

Figure 79 Total sample response to Q22 from TDEQ from
The DotA Experiment 1: "Have you ever felt misled by a
hero guide?"

Artists such as Swordzzzzz have collaborated with
community members such as TheBloodseeker (discussed last
year) to create stunning animated shorts that are original
products of the creators’ imaginations. Valve has provided
the tools to help them do this. This sort of collaboration
drives the community and brings awesome works of art to
life.

Keeping the difference in sample size in mind, we can see a
similar balance in response. It is important to point out the
question did not specifically address the new hero guide
system implemented this year.
Just as we did before, let’s now look at the response to the
question broken down by sub-sample conditions:

Figure 81 Beautiful Little Trap

One interesting thing that Valve has done is allowed video
creators to monetize their videos through YouTube
regardless of any Dota 2 characters or icons used.
Last year we discussed TheBloodseeker, CyborgMatt, Wyk,
WoDotA and a few other websites. This year we discuss some
of the new community creators such as PyrionFlax,
DotACinema, and the Steam Community Workshop (which
has been further expanded to help bring more attention to
great community-crafted items).

Figure 80 Conditional Response to Q22 from TDEQ: "Have
you ever felt misled by a hero guide?"

The results show that veteran players are the least likely to
feel misled by a hero guide.

Unlike last year, we do not discuss the history of DotA socialmedia; readers can review The DotA Experiment 1 to get a
brief historical overview.
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RESQ
What is LoD, and what do you do for it?
What is it like building a mod out of a
mod?
LoD is a mod of a mod, to be direct. Its
origin lies somewhere in the Russian
DotA community where a coder named
~Bob~ modified DotA into OMG DotA
(the predecessor of LoD DotA). The
basic idea is that you can pick & mix
skills from all the DotA heroes into new
heroes. In the LoD maps you may even
pick up to 6 skills.

Figure 82 LoD loadscreen

Pyrion Flax
Not all social media has to be artistically
profound, and sometimes all it needs is a
great narrative that connects with the
audience. Such is the story of community
member PyrionFlax and his utterly
hilarious Dota 2 hero guide series.

The remaining coder and my partner,
who honestly does most of the work, is
DracoLich. He does the whole Jass code,
so he deserves a lot more glory than me,
at least I think so. Next to him, I'm
basically the project lead who decides
about everything in the map, from
balance to features, map presentation
which includes changelog writing and
community work, as for example here:
www.playdota.com/lod

What exactly is it that makes PyrionFlax hero guides so
unique? For starters, they shamelessly depict Dota 2 heroes
in absurd situations which draw parallels to in-game
scenarios that a player might be faced with. They’re
definitely educational and, in my humble opinion, offer the
greatest overview of a hero that a player could possibly get
without actually playing the hero.

The community members I've asked
about advice have often given me great
directions and feedback, so
obviously this project is entirely
community-driven.

Let’s take a look at an example of the art style from
PyrionFlax’s Enigma video.

A mod inside a mod
One of the most inspiring points for the future of Dota 2 is
the ability for users to build their own maps, and sell them
on the Steam Market. Valve hasn’t released too much
concrete information about this system, but they have hinted
towards the map editor.
Figure 83 Pyrion Flax Hero Guide Title

DotA is a mod for WC3, and LoD is a mod for DotA. At the
moment, LoD is the most popular DotA/Dota 2 mod that
there is, and if/when the map editor is released for Dota 2,
we can be sure to see this game hitting the market in the
future. (New website coming soon @ legendsofdota.com)

Like CyborgMatt (discussed last year) PyrionFlax has
established himself as a Dota 2 community icon through
commitment and uniqueness. His content is edgy, original,
appeals to an international audience, and is branded with a
Dota 2 hero (Skeleton King). His videos are hilarious and I
would recommend them to any new player, or anyone
looking for a laugh.

Another popular DotA mod of the past included the infamous
Pudge Wars- where two teams of 5 play as Pudge in one
lane. Power-ups can be earned and the team that reaches the
kill threshold first wins.
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DotACinema

PurgeGamers

DotACinema has established itself as one of the major Dota 2
social-media providers within the community. Led by longtime community member SUNSfan, DotACinema provides
quality content in a number of different categories including
a top-10 collection, a mythbusters collection, and a Dota 2
Reporter collection. They have also launched a new website
that offers community members the ability to submit their
own content.

Though I forgot to address him in The DotA Experiment 1,
Kevin “Purge” Godec has offered a great deal to the DotA
community since the Dota 2 beta began. Specifically, Purge
wrote one of the first community-submitted guides for new
players titled “Welcome to Dota: You Suck”

Figure 85 Sample from Purge's "Welcome to Dota: You
Suck" guide.

This lengthy guide was featured and discussed by Valve in
their PC Gamer (issue 242):
“My 600 or so hours spent with the game can’t compare with
the experience of Dota mavens like Kevin “Purge” Godec,
whose guide for new players, “Welcome to Dota, You Suck”
provides a comprehensive and level-headed introduction.”
–Chris Thursten

Figure 84 DotACinema's Dota 2 Reporter series by
WronchiAnimation

DotACinema’s Dota 2 Reporter series is a hilarious, wellcrafted animated series in which a reporter narrates a team’s
progression through a game of Dota 2. With over 17
episodes so far, the series has become increasingly popular..

Purge has a collection of hero guides on his YouTube channel
which take a more serious approach than those of
PyrionFlax. An excellent example of community
collaboration is that Purge and PyrionFlax play together on
Purge’s livestream.

DotACinema also offers live-streams through Twitch.tv for
players to watch. Its top-10 series is well made with an
introduction made in collaboration with Swordzzzz
(discussed earlier). This community collaboration is, again,
the best way for awesome new content to be made and
should be strongly encouraged.

Finally, Purge is also a veteran Dota 2 commentator for
competitive matches and is often seen holding interviews
with competitive players during major tournaments.

We now move on to another community member who runs
an educational livestream and collaborates with other
community members.
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VladTheImplyer

Lastly, let’s take a look at some of the awesome artwork, or
other unique pieces submitted by the community:

Valve has implemented new ways for content creators to
submit in-game cosmetics, allowing them to make money
from selling their products..

Dota 2 RPG:

One artist who has consistently created quality content for
the game is Vlad the Implyer (AKA Vlad).

Figure 86 Dota 2 RPG built by Mittsies

Flash artist Mittsies created a parody RPG for Dota 2 that is
rather difficult to beat but gives a fairly realistic view of ingame situations.

BigGreenPepper
Figure 88 Vlad's Great Grey Alpha Wolf set on the Steam
Workshop

There are many other great Workshop contributors who
continue to provide amazing works of art for players to use
in-game.

Conclusion
Dota 2 social media is everything when it comes to users
providing their own fan generated content. The fact that
there is such an avid community behind these works of art is
astounding. It is impressive to see so many different people
from so many different walks of life coming together to
support something they are passionate about.
Our research suggests that community-submitted guides
could use some improvement, and perhaps there are some
valid steps that could be taken to improve community
perception of these guides. It is important to remember that
players may down-vote guides in lost matches regardless of
the quality of the guide itself.
All together, this chapter aims to give the reader a break
from statistics and provided an overview of the current state
of social media in the Dota 2 community, and of the contentcreators who drive it.

Figure 87 Fan Art by BigGreenPepper

DeviantArt user BigGreenPepper produces quality fan-art
that has been featured by community members like Wyk
(discussed last year). He has continued his Dota 2 series over
the past couple of years and has done an amazing job
branding himself with awesome artwork. BigGreenPepper is
an example of just one Dota 2 artist who has provided
quality social-media through DeviantArt. There are many
more out there and we encourage everyone to look for them.

Oh, and dare I forget to mention KUNKAA!!!!! (artist)
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Part 3A
Steam Satisfaction
In this section look at how players answered questions related to Steam and the Dota 2 matchmaking system. The
Steam platform acts as a launch application for Dota 2 and thousands of other games, and many great changes have
been made to it since last year.
The Dota 2 matchmaking system determines how teams are chosen to face off against one another. Its purpose is to
make opposing teams as balanced as possible, providing a fair match for players. Last year we discovered some
elements that caused player satisfaction with the Dota 2 matchmaking system, some of which will be discussed in
this section.
We also discuss how the sample answered questions regarding a potential “concede” option. We find a major level
of disagreement with the idea, beyond that obtained last year.
Finally, we study the community response to the newly-implemented chat-ban system and the effect that it has had
on player behavior.
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Unlike last year we do not focus on cross-analysis, trying
instead to present the data in a more intuitive way. We
display the data about how users responded to questions
regarding the steam platform, and more recently, the chat
ban system implemented by Valve.

CHAIRRAIDER

For anyone not already aware, the Steam platform is a launch
application required for Dota 2. It offers a variety of social
and cloud-storage features in addition to acting as a launch
application for thousands of games. Steam has a large
community of gamers, and improvements to the platform
have resulted in a far greater social experience than was
available last year.

How has the Steam platform helped to
improve the DotA experience?
The Steam platform, for the first time in
Dota's history, provides a large unified
platform to play on. Not only can you
now play with friends with little to no
obstacles or third party software
requirements, it also creates a far more
connected and organized environment
to play the game together with other
people, almost like a social network
exclussively for playing games. It's
super easy to message friends, organize
groups of people in a party or to play
together with people from guilds and
you can tell with a quick glance what
many of your friends are currently
doing ingame. Features like the
Workshop almost comes as a bonus.

For a full breakdown of everything that Steam offers, please
visit www.Steampowered.com. The platform is magnificent
and is constantly growing more and more sophisticated as
more features (and games) are added.
The most recent feature added to Steam since this survey was
the ability for users to link their Twitch.tv channels to their
Steam profile - the benefits of which have not been
completely unveiled. Let’s begin by looking at how users
answered a question that asked for their satisfaction with the
Steam platform compared to last year.

One of the biggest advatages of Steam
as a platform for Dota 2 is that it will
provide a large pool of potential new
Dota players for years to come and with
the ability for users and community
members to generate content of their
own, who knows, maybe one day Dota
itself will be capable of spawning the
next generation of mods which will
then proceed to conquer the gaming
world.
Figure 89 Total Sample response to Q23 from TDEQ: "Are
you satisfied with the Steam platform?"

As we can see, over 50% of our sample is Very Satisfied with
the Steam platform, which is a very positive result. Next, let’s
look at the results from last year:

We can see a slight, but nevertheless significant increase in
the overall level of satisfaction with the Steam platform this
year. The slight difference could be due in part to: A) The
difference in sample size; or, B) The addition of new Steam
features like the trading card system and Community tab.
Regardless, we have a higher level of satisfaction.
Next, we look at how satisfied players are with the Dota 2
matchmaking system. Last year we found those least satisfied
with the matchmaking system were more likely to be
disrespectful to other community members.

Figure 90 Total Sample response to Q23 from TDEQ from
The DotA Experiment 1: "Are you satisfied with the Steam
platform?"
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Figure 91 Total Sample response to Q26 from TDEQ: "Are
you satisfied with the Dota 2 matchmaking system?"
Figure 92 Conditional Response to Q26 from TDEQ: "Are
you satisfied with the Dota 2 matchmaking system?

1. Have less than 3 years, but over 1 year, of DotA
Experience.
2. Have the most experience playing Dota 2.

Next we look at the results from last year to try and find
significant changes:

As we can see, the highest level of agreement comes from our
New Player sample, and the lowest comes from our Veteran
sample. This might be due to Veteran DotA players never
having a formal matchmaking system before Dota 2.
Next, we address the controversial question of having a
“concede option” in Dota 2. For those not familiar with the
concept, a concede option would let a team end the game
immediately if all players on that team were willing to end it,
thus forfeiting the game.
Let’s look at the results below:
Figure 93 Total Sample response to Q26 from TDEQ from
The DotA Experiment 1: "Are you satisfied with the Dota 2
matchmaking system?”

Again, we can notice a slight change in agreement meaning
that there could be progress made. Other factors such as
difference in sample size may contribute to this. Regardless,
we can see that there is a higher level of agreement which is
a positive.
For the sake of archival data, let’s cross-compare our three
conditional samples V (Veterans), N (New Players), and D2
(Players most experienced with Dota 2) The conditions are as
follows:
Figure 94 Total Sample response to Q34 from TDEQ: "If
given the option, would having a 'concede' option
implemented into Dota 2 improve your experience?"

Conditions for V: (N=830)
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.

We can see a stunningly high level of disagreement with this
question, with over 75% of the sample answering ‘No’.

Conditions for N: (N=411)
1. Have less than a year of DotA experience
2. Has not played the original DotA.

Let’s compare these results with those from last year to see
how much community opinion has changed. It is important

Conditions for D2: (N=1147)
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to note that no outline of a specific ‘concede system’ was
given in the question, which could have led to confusion.

Figure 96 Total Sample response to Q35 from TDEQ: "How
satisfied are you with the Chat Ban system?"

The average response sits at (s=3.42) meaning that the
majority of our sample is satisfied with the system.
Let’s now take a look to see how much of our sample has
received a chat ban before:

Figure 95 Total Sample response to Q34 from TDEQ from
The DotA Experiment 1: "If given the option, would having
a 'concede' option implemented into Dota 2 improve your
experience?"

Compared to the latest results, we can see that the level of
disagreement with the question has grown by over 10%!

Figure 97 Total Sample response to Q36 from TDEQ:
"Have you ever received a chat ban before?"

The Chat Ban System

We can note that nearly 80% of our sample has never
received a chat ban. Next, we run a conditional analysis to
see how those who answered ‘Yes’ to the question above
answered Q35. This will tell us how satisfied those who have,
or have not, received chat bans are with the chat-ban system.

The next subject we address is the chat-ban system recently
implemented into Dota 2. This system allows users to report
players who engage in abusive communication. If a player
accumulates enough reports, they may be muted for a given
period of time. For more information on the chat-ban system,
check out this blog post.

Figure 98 Conditional Response to Q35 from TDEQ: "How
satisfied are you with the Chat Ban system?"

We can note that those who have received a chat ban are
typically less satisfied (s=2.66) than those who have not
(s=3.61).
The next question we look at examines how players feel their
in-game behavior has changed since the chat-ban system
was implemented.
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Figure 99 Total Sample response to Q37 from TDEQ: "To
what extent has the chat ban system affected your
behavior in-game?"
Figure 101 the Dota 2 Chat Wheel

We notice a significantly high level of disagreement with this
question, with nearly 60% of our sample stating that the
system has not affected their behavior at all.

This great new system is an easily-accessible tool for any
player to understand and use.

Again, let’s compare these results with our sub-samples who
have (Yes) or have not (No) received a chat ban.

Summary
1. Compared to last year, there is a slightly higher level of
satisfaction with the Steam platform and the Dota 2
matchmaking system.
2. Compared to last year, there is still a significantly high
level of disagreement with the implementation of a ‘concede’
option.
3. The majority of the sample is satisfied with the chat-ban
system.
4. Those who have received a chat ban before are more likely
to feel a change in their in-game behavior.

Further Studies
This study will be run again once Dota 2 is completely out of
beta.

Conclusion
Understanding player satisfaction with the Steam platform
and Dota 2 matchmaking system is important based on
findings from last year that suggested dissatisfaction may
correlate with disrespectful behavior in-game. This year’s
results showed a slight increase in satisfaction which is great
news.
The chat-ban system is one of the most controversial systems
added to Dota 2, so understanding how the sample reacts to
it is of major importance. We found that those who have
received chat bans are more likely to feel that their behavior
has changed in-game.

Figure 100 Conditional response to Q37 from TDEQ: "To
what extent has the chat ban system affected your
behavior in game?"

Finally, the addition of a concede option has been
discouraged even beyond the level suggested last year.

As we can see, those who have had a chat-ban before
typically rated higher (s=2.53) than those who have not
(s=1.60).
One way that players can communicate whether or not they
are chat banned is through the chat-wheel system. This
system allows players to select one of a number of commands
to communicate with the rest of their team. The chat-wheel
system received a major customization update after this
questionnaire was released.

54

Part 3B
Team Composition and Hero Roles
In this section we study how the sample responded to questions regarding team composition and pre-defined
hero roles. Team composition is the way in which a team builds itself out of the 100+ total hero pool. Each
hero has its own strengths and weaknesses and the combination of these with those of the other heroes defines
the strengths and weaknesses of the team as a whole. If a team is strong in one area, such as possessing a large
number of Area-of-Effect skills, but weak in another element, such as a having a hero who can function as a
late-game carry, the enemy team may be able to take advantage of the weakness to secure a win.
What we find is that an impressive 98.9% of our sample consider team composition to be important, making it
all the more important to study. We also find that players think pre-defined hero roles are important,
especially new players. The majority of our sample selected support heroes as having both the most important
and the most favored hero role.
Finally, we find a high level of satisfaction with the current Dota 2 hero balance, with an average rating of
8/10. This is important because if we look back on The DotA Experiment 1, evidence suggested that
dissatisfaction with hero balance was related to dissatisfaction with the Dota 2 matchmaking system.
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In this section we look at questions that asked how players
perceive the importance of pre-defined hero roles and team
composition.
Let’s begin by looking at how users answered Q38 and
comparing the results to last year:

KUNKKA

What are your thoughts on the Dota 2 heroes?
How does your artwork relate to them?
I feel that each hero has roles, and each hero is
built to shine at different times of the game. So a
hard carry who is most effective late game
needs other heroes that are supports to help
him get his farm. Some heroes have the task of
being specific counters (through spells or items)
to other heroes. I feel that the team that has the
most synergy with each other usually wins the
match. Valve did an amazing job of redesigning
the heroes, and they've managed to give Dota 2
a unique and charming style while still
maintaining its original personality. Through
the art direction, the character designs come
through as being more light-hearted, many
with a touch of humor. And I think this is a
good thing, as it can appeal to a larger target
audience.

Figure 102 Total Sample response to Q38 from TDEQ:
"Team composition (hero picks) is an important factor in a
game of Dota 2”

The results show an average of 8.98. Let’s compare that to
the results from last year:

I'm definitely planning to keep doing Dota 2 art.
Its the one thing I love, and being able to work
on what you love is an awesome thing. I plan to
be a part of the workshop in the near future, so
if you're a fan of my work do watch for it. :)
When I was doing art for WC3 dota, I felt that
the character designs were limited by the old
engine and held back by the character models
belonging to the Warcraft universe. So my idea
was to apply my own take on the heroes and
give them a cooler design. And the battle scenes
were my way of capturing the epic teamfights
that happen during every game.

Figure 103 Total Sample response to Q38 from TDEQ from
The DotA Experiment 1: "Team composition (hero picks) is
an important factor in a game of Dota 2”

Keeping the difference in sample size in mind, last year had
an average response of 9.27. The majority of the community
strongly agrees that hero picks are an important factor in a
game of Dota 2. For those less familiar with the game, every
hero offers something different - and there are over 100 of
them. Each player on a team of 5 controls one hero. Picking
heroes that complement one another is one factor that
contributes to a team’s success.
Next, we look at how players rated the importance of predefined hero roles. Pre-defined hero roles include: carry,
support, initiator, nuker, lane-support, pusher, disabler,
durable, jungler and escape.
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Figure 104 Total Sample response to Q39 from TDEQ:
"Pre-Defined hero roles are important in Dota 2."

The results show an average response of 6.31. Let’s compare
these results with those from last year:

Figure 105 Total Sample response to Q39 from TDEQ from
The DotA Experiment 1: "Pre-Defined hero roles are
important in Dota 2."

Figure 106 Conditional Response to Q39, "Pre-Defined
hero roles are important"

Next, we are going to look for trends in what sort of hero
roles are found to be the most important.

The results from last year showed an average response of
6.60, yielding no significant change in community response
over the past year. Next, for the sake of archival data, we
record how our three conditional samples answered this
question. (right)
Conditions for V: (N=830)
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.
Conditions for N: (N=411)
1. Have less than a year of DotA experience
2. Have not played the original DotA.
Conditions for D2: (N=1147)
1. Have less than 3 years, but over 1 year, of DotA
Experience.
2. Have the most experience playing Dota 2.

Figure 107 Total Sample response to Q40 from TDEQ: " On
average, which of these hero roles do you find to be the
most important?"

The results to the right show no significant difference
between the conditional samples V (s= 6.25), N (s=6.30),
and D2 (s=6.35).

From what we can see, Support players are generally the
most valued. Players were allowed to select more than one
answer for this question.

We next examine which hero roles our sample finds to be
the most important.
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Compared to last year, we can see that supports are even
more preferred as the favored hero role.

Let’s now look at the results from last year:

Let’s pull our conditional samples from before to see how
they responded to this question:

Figure 108 Total Sample response to Q40 from TDEQ from
The DotA Experiment 1: "On average, which of these hero
roles do you find to be the most important?"

We can see a very similar response in the results from last
year and the results from this year. .Let’s now look at what
hero roles our sample enjoys playing the most:

Figure 109 Total Sample response to Q41 from TDEQ: "On
average, what hero role do you enjoy playing the most?"

As we can see, over 50% of our sample selected “Support” as
one of their answers. Let’s compare this with the results from
last year:
Figure 111 Conditional response to Q41 from TDEQ: "On
average, what hero role do you enjoy playing the most?"

Some differences we notice are that New players were more
likely to select “Support” and less likely to select “Initiation”,
compared to Veteran players who were more likely to select
“Initiation” and less likely to select “Support”.
Next, we look at how satisfied our sample is with the current
balance of the Dota 2 heroes. It is important to remember
from last year that those who were more dissatisfied with
hero balance were also more likely to engage in disrespectful
behavior in-game.
Figure 110Total Sample response to Q41 from TDEQ from
The DotA Experiment 1: "On average, what hero role do
you enjoy playing the most?"
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Figure 112 Total Sample Response to Q47 from TDEQ:
"How satisfied are you with the over-all balance of Dota 2
heroes?"

The average response sits at 8.20. Let’s see how this has
changed since last year.

Figure 113 Total Sample Response to Q47 from TDEQ
from The DotA Experiment 1: "How satisfied are you with
the over-all balance of Dota 2 heroes?"
Figure 114 Conditional Response to Q47 from TDEQ: "How
satisfied are you with the over-all balance of Dota 2
heroes?"

The average response from last year sits at 8.31. Keeping the
difference in sample experience and size in mind, we can see
that the vast majority of our sample is still satisfied with Dota
2 hero balance. For the sake of archival data, we run a
conditional analysis of this question: (right)

Further Studies
This study will be run again when Dota 2 is entirely out of
beta.

The results show that Veteran players are the most satisfied
with hero balance (s=8.28), while New players are the least
satisfied (s=7.97). Sample D2 had an average rating of
(s=8.19) showing that all three sub-samples are have
roughly the same level of satisfaction with the balance of the
heroes. There is not much of a significant difference in
response, but nevertheless the results do point towards a
general trend of more experienced players being more
satisfied with hero balance.

Conclusion
Understanding players’ feelings regarding the importance of,
their preference for, and the balance of heroes and hero roles
is important because it allows us to understand the general
playstyle of a Dota 2 player. Considering support was the
most chosen hero role, we can infer that teamwork is
perceived as a very important facet of the game suggesting
that players are willing to support one another.

Summary
1. Team composition and pre-defined hero roles are still
considered important by the sample.
2. The majority of players prefer support heroes.
3. There is no significant difference in experience and
perception of hero balance, or hero preference.
4. Players are still very satisfied with the balance of Dota 2
heroes.

59

Part 3C
Warding and Supportive Play
Unlike other sections, this and the following section focus on the philosophy of two types of players.
Section 3C discusses warding and supportive play. It can be suggested that warding is the hallmark element of
a supportive hero, and the results in this section show that a vast majority of the sample finds warding to be
very important. We also compare results between this year and last year for questions that asked how often
players experience warding versus how often they engage in warding. What we find is that players generally
rated themselves as more likely to ward than others on a 10-point Likert scale.
This section also focuses on the definition of a support hero through a community interview.
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In this section we study the role of a support and look at how
participants answered questions concerning supportive play.
For reference, here is our sample’s response to what hero
roles are most important:

PURGE
What is a support hero, and what are the
responsibilities of a support player?
As people have gotten better at the game,
we've gotten better at spending time rather
than standing around. Examples of this are
pulling, pulling through, and making sure
that we can get levels and experience. There
is also less "bad ganking", by that I mean that
ganks are generally better executed and more
likely will produce kills.
A support hero is a hero who contributes to
the team with the expectation that their hero
can still contribute reasonably well without
needing much farm, and other heroes will
get that farm preference over you. They need
to cover a large net of tasks which usually
cover: Creating space for your carries to farm
in the early game, setting up or assisting with
kills, ganking other lanes, and being able to
do all of these things with decent farm
independence

Figure 115 Total Sample response to Q40 from TDEQ: " On
average, which of these hero roles do you find to be the
most important?"

Remember that support was also chosen as the most favored
hero role. One of the most consistently identified elements of
supportive play is warding. For those unfamiliar with
warding, wards can be purchased by players and placed
somewhere on the map. When a player places a ward, their
team is given vision of the area surrounding where the ward
was placed. Wards can provide valuable information on
enemy movements and key map objectives.

I think it's because the average new person
gets put into a support role and learns it
because they play with their friends, and the
support role, in low levels of play, isn't as
important as the carry or mid roles. People
that play these roles grow accustomed to it,
and stick with it. This is my guess why
supports are popular. I enjoy playing support
to, but that's my guess why there are lots of
support players.

Let’s look at the results of how players rated the importance
of warding:

Figure 116 Total Sample response to Q44 from TDEQ: “Do
you believe warding is an important element of a game of
Dota 2?”

We can see an extremely high level of agreement, parallel
with that of last year where 99% of our sample answered
“Yes”.
We now examine how players rated questions pertaining to
how often they, or someone on their team, wards.
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Figure 117 Total Sample response to Q45 from TDEQ: “On
average, how often does someone ward on your team in a
game of Dota 2?”

Figure 119 Total Sample response to Q46 from TDEQ: “On
average, how often do you ward for your team in a game
of Dota 2?”

The average response falls at 6.23. Let’s compare this with
the results from last year:

The results show an average response of 7.29. Let’s compare
this with the results from last year:

Figure 118 Total Sample response to Q45 from TDEQ from
The DotA Experiment 1: “On average, how often does
someone ward on your team in a game of Dota 2?”

Figure 120 Total Sample response to Q46 from TDEQ from
The DotA Experiment 1: “On average, how often do you
ward for your team in a game of Dota 2?”

The average response from last year was 5.36, showing a
significant increase. Since last year, ward prices dropped
from 200 to 150 gold, making them more affordable to
support players (who are likely to struggle financially
throughout the game).
On the right side of this page, we will compare these answers
with how often our sample engages in warding themselves.

The average response from last year was 6.32 showing a
strong year-on-year consistency in results.

Summary

Conclusion:

The self-versus-other difference for this year was 1.06 points
whereas last year it was 0.96. Players still generally rate
themselves as more likely to ward than others.

Supportive play is important in-game, and last year we found
evidence that suggested experiencing warding can lead to
higher satisfaction with the matchmaking system. Due to the
high agreement that warding is important, it should be
stressed as a positive way to help ones team secure victory.

1. The sample agrees that warding is important, meaning
that we can suggest warding should be exercised in-game.
2. Players rate it as more likely that they will engage in
warding than that they will experience warding from other
players in-game.

Further Studies
This study will be run again once Dota 2 is completely out of
beta.
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Part 3D
Teamwork and Leadership
Section 2D focuses on what makes a good leader in Dota 2.
Last year we found that many players agreed that having a designated leader on a team was important. This
year we find the same results with a slightly lower level of agreement. To further explore this, we examine
results from our conditional samples V, N, and D2 to see how they answered the question. What we find is
that veteran players are more likely to rate having a designated leader as important than the other two
samples.
We also take a look at laning preferences and find that the majority of our participants prefers the middle lane
over any others, followed by the safe-lane and offlane. This is important because it helps us understand player
behavior and preferences in-game.
Finally, through an interview with a community member we put a more concrete definition on what makes a
good leader.
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In this section we briefly examine the role of a leader in Dota
2 and the kind of behaviors a leader might exercise in-game.
As discussed last year, leadership in Dota 2 can be found
everywhere from community moderators to motivational
team-mates in game. So what is it exactly that classifies a
leader? Perhaps it is someone who talks with the team to
coordinate plays or form battle plans. It could be someone
who plays support to motivate their team, or an initiation
player that starts team-fights.

DDOS
What is your experience with the e-sports
scene? What are your thoughts on
teamwork and leadership?

Let’s first begin by looking at how players rated the
importance of having a leader on their team:

As someone working in the scene I've been
involved for around 5 months working in
PR for SteelSeries and I've been heavily
involved with the Dota 2 community in
particular, being the voice of SteelSeries on
places such as the Dota 2 Reddit.
I absolutely love e-sports. I think that the
development of e-sports is one of the coolest
things to happen in the past 5 years and I'm
really glad that I get to be a part of helping
in the building of such a new industry. Our
products cater to professionals by being the
highest possible quality and by being
optimized for the professional environment.
Figure 121 Total Sample response to Q45 from TDEQ: "Do
you believe having a designated leader on a team is
important?”

I think that being a good leader in Dota 2
completely depends on the conditions of the
game you're in. If you're playing with 4
friends or with a team you consistently play
with then it requires someone who doesn't
fold under pressure and possesses good
decision making. Alone, it requires you to be
level-headed with players whom you may
never meet again.

From these results, we can see sample agreement sits at 65%.
Let’s compare these results with those from last year:

I think great teamplay requires a common
goal among teammates. That goal can be
just to have fun or it can be to win a
$1,000,000 prize from The International.

Figure 122 Total Sample response to Q45 from TDEQ from
The DotA Experiment 1: "Do you believe having a
designated leader on a team is important?”

Conditions for V: (N=830)
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.

We note that this year has a slightly lower level of
agreement. Let’s look for some trends in how experience
affects this by pulling results from our conditional samples V
(Veteran), N (New), and D2 (Dota 2).

Conditions for N: (N=411)
1. Have less than a year of DotA experience
2. Have not played the original DotA.

The results can be found on the next page.

Conditions for D2: (N=1147)
1. Have less than 3 years, but over 1 year, of DotA
Experience.
2. Have the most experience playing Dota 2.
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Figure 124 Total Sample response to Q46 from TDEQ:
"What is your favorite laning strategy/lane to play?"

We note that the majority of players selected the middle lane,
followed by the safe-lane and solo lane.

Summary
1. A smaller percentage of our sample than last year finds
designated leadership to be important, but a strong majority
is preserved.
2. Middle Lane was selected as the most preferred lane .

Future Studies:

Figure 123 Conditional Response to Q45 from TDEQ: "Do
you believe having a designated leader on a team is
important?"

This study will be run again once Dota 2 is entirely out of
beta.

Conclusion:

The highest level of agreement comes from our Veteran
sample.

While discussion about the qualities which make a good
supportive player or leader is to some extent philosophical,
we have nevertheless provided some empirical data
suggesting that these roles, whatever they are in practice, are
at least in principle considered important. FThe interview
provides a closer look at what it is that makes a good leader.
The definition of a leader in Dota 2 is always open to
interpretation, and sometimes all it takes is a good leader to
turn the tide of battle.

Next, we look briefly into lane preferences. It can be
suggested that part of teamwork comes from players
selecting strong lanes to begin the game.
For those unfamiliar with the concept, the laning phase is the
first part of a game of Dota 2. There are three lanes where
players face off on the map. The middle lane is usually where
one hero from one team faces off against another, the top
lane is where two heroes from each team face off against
each other, and the same goes for the bottom lane. At higher
levels of play it is common to see trilane configurations
where teams place three heroes in one of the side lanes and a
single hero in the other. Additional lane configurations are
available when teams choose to keep one hero out of the
lanes altogether and that hero obtains gold and experience
by killing neutral creeps in the jungle.

In this section we found that while the majority of our
sample agrees on the importance of a designated leader, the
percentage is less than it was last year. Veteran players are
more likely to agree on the importance of designated
leadership. In terms of laning, most players seem to prefer
the middle lane.

Let’s look at how players answered a question about their
laning preferences:
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Part 4A
Mood and Willpower
In this section we discuss event-specific scenarios. We look at scenarios that may or may not affect a player’s mood
or will-power.
In The DotA Experiment 1, we found evidence that suggested mood and will-power can be impacted by scenarios in
Dota 2. Some situations we found had less of an effect than others. In this year’s study we find that most players feel
an increase in will-power when an event such ‘First Blood’ takes place. Interestingly, we also find that participants
do not find giving up First Blood decreases their will-power. All in all, early game positive situations have the most
drastic positive affect on player willpower. As for late-game events, we find that most users believe their mood is
affected by the outcome of a game, either positively or negatively. These findings are consistent with those from last
year.
Finally, this article examines real-life events that might affect player behavior or gameplay, such as lack of sleep. We
find that while some believe that sleep does not affect their gameplay, an sizeable portion of the sample believes that
it does.
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common scenario in-game where an ally will sarcastically
exclaim “GG” (good game) at the beginning of a game,
indicating that they think their team will lose.

In this article we study the effects Dota 2 has on the mood
and will-power of the sample. Unlike last year, we do not
spend a great deal of time diving into the details, instead
focussing on the raw data.
Let’s first look at how users answered Q54 from TDEQ which
asked whether or not an enemy getting First Blood makes
them feel less determined. We suggest that First Blood is the
earliest indicator of a team gathering increased morale in a
game.

Figure 127 Total Sample response to Q61 from TDEQ:
"When an ally exclaims 'GG' at the beginning of a game, I
usually feel less inclined to play."

Our sample yielded an average response of 4.67, which is a
little bit higher than last year’s response (s=4.43). We note
that 288 members of our sample rated this question with a
10 showing this mindset does exist.

Figure 125 Total Sample response to Q54 from TDEQ:
"When the enemy gets 'First Blood', I usually feel less
determined."

Next, we look at how mood is affected by Dota 2 by studying
the results of Q64.

This question showed an average user response of 3.55,
meaning that the majority of our sample feel they do not feel
less determined when the enemy gets first blood. Last year we
had an average response of 3.49 to this question, showing
consistency in results.
We now look at how players feel after they or an ally get
first blood:

Figure 128 Total Sample response to Q64 from TDEQ:
"Winning or losinga game has a strong impact on my
mood."

We find an average response of 6.05 for this question with
435 members claiming that they strongly agree. Last year we
had an average response of 5.97.There is a general
agreement that mood is affected by the outcome of the game,
so we can draw some cautious inferences about player
motivation. For example, it seems plausible that those who
feel their mood is strongly affected by the outcome of a game
are more likely to take games more seriously than others.

Figure 126 Total Sample response to Q79 from TDEQ:
"When an ally or I get 'First Blood', I usually feel more
determined.'

Our average response sits at 7.17, compared to last year
where our average was 6.88. This gives evidence that willpower is affected when something positive happens early in
the game.

Next, we study the results of Q80 which asked players to rate
the extent to which their mood affects the way they play.

The next question regarding will-power addressed a
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E02K
Do you feel your games of Dota 2 are affected
by your mood, willpower, and ego?How so?
Behavior [in-game] is most important. Would
you be annoyed by a support that steals your
farm, or by a chat spammer who is destroying
your enemies? Communication, or warnings,
is just for tactics. Warnings like: “Techies has
a remote mine at the sideshop!!!” So if my
allies fail at those aspects of communication,
then I would be pissed. People that are
bothered by small talk communication should
chill more.

Figure 129 Total Sample response to Q80 from TDEQ: "My
mood is very important in determining how I play."

The results yield an average user response of 6.60, showing
that the majority of our sample agrees that their mood has an
effect on the way they play. There is no doubt that mood has
an effect in any competitive situation, but the extent to which
it does varies between situations.

The things some players do when they’re mad
are:
1. Feed - The worst and rarest.
2. Permanent Jungling- Uncommon
2. Ignore Teammates- Common

Let’s study this further by looking at how users responded to
a question that asked whether winning a game makes them
play better afterward:

Feeding? When you are out of your mind
because of rage. Jungling? When you give up
all hope on your team and try to farm alone.
Ignoring teammates? Basically when you are
annoyed just by that guy. Most of the time
others on your team won’t even notice.
I think all DotA or most DotA players do their
best when they play. Players feel sad when
they don’t see a way to achieve victory. The
only encouragement you can give them is to
tell/show them one of the ways that they
could achieve victory.
Figure 130 Total Sample responseto Q68 from TDEQ:
"Winning a game of Dota 2 usually makes me play better
after."

For this question we find an average response of 5.89,
compared to last year where our average sat at 5.92. Again,
we see that the results are fairly consistent for the answers to
these questions.
Let’s take a look at one more question that concerned willpower. This question asked participants whether playing
against an organized team had any affect on their playstyle.
Specifically, it asked if they play worse when they know they
are against an organized team.
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Conclusion
Understanding the effects of mood- and will-powerinfluencing events on player behavior is important for a
number of reasons. It allows us to understand which events
most affect player will-power and motivation, which can
prompt changes in in-game player behavior. Dota 2 is an
emotional game, with (in most cases) many highs and lows
taking place throughout any given match. We suggest that it
is most important for players to remember to have fun
regardless of a game’s outcome, and to focus on improving
their own play rather than seeking to apportion blame
appropriately. Taking anger out on others should not be an
option.

Figure 131 Total Sample response to Q88 from TDEQ:
"Knowing that my enemies are an organized team usually
makes me play worse."

For this question we see an average response of 4.06,
meaning that the majority of our sample feel that playing
against an organized team does not make them play worse. A
similar response was found last year (s=3.89).
Finally, we investigate how our sample feels the variable of
sleep affects their ability to play:

Figure 132 Total Sample Response to Q71 from TDEQ: "I
usually play Dota 2 better when I have had plenty of
sleep."

For this question we have an average response of 6.56,
compared to last year’s 6.43. It seems that most of our
sample felt indifferent about the effect of sleep, while others
felt it had a great effect on their gameplay.

Figure 133 Tidehunter Sculpture by therealthorns

Summary
1. Like last year, most participants reported that they feel an
increase in will-power when there is a positive event for
their team in the early-game (i.e. First Blood).
2. Like last year, the majority of the sample agrees that the
outcome of a game has an impact on their mood.
3. While some believe that sleep does not affect their
gameplay, others strongly agree that it does.

Further Studies
This study will be run again once Dota 2 is completely out of
beta.
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Part 4B
In-Game Chat
In the previous article we discussed how mood and willpower are affected by specific, in-game scenarios in
Dota 2. In this article we are going to discuss if and how mood and willpower are affected by in-game
communication both within and between teams.
Some of the questions from TDEQ discussed in this article are about allied communication, sportsmanship, and
taunting. Findings within this article suggest that player willpower is most affected by positive early-game
scenarios, and that player mood is most affected by the final outcome of a game. Regarding sportsmanship, we
find that it is highly regarded in the community. Sportsmanship is present when congratulating allies for good
work in-game, and when thanking opponents for a good game.
We also discuss how well participants take criticism or orders. What we find is that the sample does not mind
being told what to do by allies, or about their mistakes, and are equally willing to provide criticism to their
allies as well. Taunting does not seem to have much of an effect in-game when one player verbally taunts
another based on the response from the sample.
All in all, the findings in this article remain consistent with those from last year.
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In this section we discuss the effects of in-game
communication and what sort of in-game communication is
seen to have the most positive or negative effect. Looking
back on last year’s results, we found that the majority of our
sample agreed that communication did not affect their
behavior, whether from teammates or opponents. This year
we drastically cut down on the number of questions
concerning these scenarios to try to avoid fatigue.

than opponents’, which is consistent with last year’s results.
Next, we look at how participants react to situations where
players are ignoring them by studying the results to Q69.

Unlike last year, we also included some questions about how
players react to being told what to do. Looking back on
section 3, we can consider the effect that the new mute-ban
system might have had on these results.
First, let’s look to see how our sample rated the extent at
which the opponents’ words affect their in-game behavior:

Figure 136 Total Sample response to Q69 from TDEQ: If an
ally does not acknowledge me when I try to communicate
with them, I usually feel less inclined to play."

For this question we have an average rating of 5.96
compared to last year where our average fell at 5.93. Again,
our results are fairly consistent with last year’s.
Next, we look at how the sample responded to Q81 which
asked users to rate how they react to allies telling them what
to do:
Figure 134 Total Sample response to Q65 from TDEQ: "My
enemies words strongly influence my behavior in game."

For this question we have an average response of 3.65
compared to last year’s 3.45. Like the previous article, we
can note that participants rate their opponents’ words as less
impactful than the enemy getting First Blood. Let’s look at
how our sample answered about their allies’ words:

Figure 137 Total Sample response to Q81 from TDEQ: "I
do not like it when allies tell me what to do."

The average rating for this year fell at 4.59 compared to last
year where the rating fell at 4.29. It is important to
remember that some of these questions are very situational
and participants could have perceived the questions
differently.
Figure 135 Total Sample response to Q75 from TDEQ: "My
allies words strongly influence by behavior in game."

Let’s examine this further to see how participants react to
allied players telling them about their mistakes: (next page)

For this question we have an average rating of 5.08
compared to last year which fell around 4.60. Last year was
different because we asked how allies words affected player
behavior depending on if their team was winning or losing.
We can note that players are more affected by allies’ words
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For this question we received an average response of 4.00
compared to last year 4.14. As we can see, most of our
sample does not mind being told what to do by allies, or
when allies tell them about their mistakes. This is definitely a
positive.

STEELVAN

Let’s switch tracks and see how users responded to a question
that asked how often they will tell allies about the mistakes
they’ve made:

How do you give advice/communicate
with allies?
I would first let others give advice to a
player, then would either agree or disagree
with it. People usually give advice when
they think someone is building skill/item
builds wrongly or when they made
mistakes during teamfights. It depends on
the people who are giving advice. You can
tell them NICELY. 80% of the time, they
will respond kindly and will actually listen
to you. Vice versa.
I will tell players about mistakes if they
made huge mistake or keep repeating the
same mistake. I dislike using harsh words
since it's more harmful than just staying
quiet. Arguing between teammates is the
worst way to bring the team's morale
down. So I try to be nice to them; in return
they reply kindly.

Figure 139 Total Sample response to Q74 from TDEQ: "I
will usually let an ally know the mistakes they've made."

Keeping the obvious difference between constructive and
unconstructive criticism in mind, we can see an average
response of 5.66 compared to last year’s 5.85. We note from
the analysis above that most players do not mind being told
what to do, or being told about their mistakes, and do not
mind discussing their allies’ mistakes at the same time. This
finding is consistent with results from last year.Now we look
at sportsmanship in Dota 2. Positive sportsmanship involves
players congratulating allies or opponents for good plays or a
good game. Let’s first see how players react to their
opponents during, or after, a game of Dota 2:

I think of myself as a polite player. I give
compliments to my team if we are winning
teamfights and I witness great individual
skills. I give advice and suggestions if we
are losing. If someone makes a mistake, I
would say "It's ok. It happens sometimes."
If I am playing badly, I would apologize to
my team. Of course I am not perfect. If I
am moody, my patience will not last long,
and I might start having mini-rages.

Figure 140 Total Sample response to Q77 from TDEQ: "I
will usually congratulate my enemies when they do
something well, or play a good game."

For this question we received an average response of 6.85
compared to last year’s rating of 7.12. As we can see, there is
a slight shift in user response, but not enough to imply that
cross-team sportsmanship is regarded as any less important
than last year.

Figure 138 Total Sample response to Q76 from TDEQ: "I
don't like it when an ally tells me about my mistakes."
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Next, let’s see how users rated their own sportsmanship
towards their allies (positive communication).

and are equally willing to provide criticism to their allies as
well.
4. The majority of the sample agrees that verbally taunting
their opponents does not have a drastic effect in-game.

Further Studies:
This study will be run again when Dota 2 is entirely out of
beta.

Conclusion:
Understanding in-game communication trends is important
because it allows us to draw inferences about community
behavior that can be used to make positive changes in the
game. From this section we were able to find that players do
not take criticism as negatively as one might expect. It is
important to remember the difference between constructive
and unconstructive criticism when considering these results.
We also found in this section that sportsmanship is positively
regarded and frequently executed by the majority of the
sample. On top of that, players do not usually mind being
told what to do by allies, or being told of the mistakes they
have made. At the same time, players are equally likely to
provide criticism to their allies.

Figure 141 Total Sample response to Q87 from TDEQ: "I
will usually congratulate my allies if they do something
well."

Average response for this question lies at 8.12 compared to
last year where our average fell at 7.86. Again there is a
difference, but not a large enough one to consider the result
a drastic change.

Finally, we discussed taunting and saw that the majority of
our sample do not feel their opponents are negatively
influenced by taunting.

The final question we study regards taunting opponents
which can be seen as negative behavior. Since last year,
Valve has implemented hero taunts so that players can taunt
with their hero, rather than through chat.

Figure 142 Total Sample response to Q89 from TDEQ:
Taunting my enemies makes them play worse."

Our average response falls at 3.90 compared to last year
where our average response fell at 4.00. The difference
between this year and last year was that last year there were
two questions which asked if taunting affected the opponents
based on whether they were losing or winning.

Summary
1. Similar to the findings from last year, players are more
affected by teammates’ communication than opponents’
communication.
2. Sportsmanship is highly regarded in Dota 2 with the
majority of our sample reporting that they engage in
sportsman-like conduct with both allies and opponents.
3. Like last year, the majority of the sample does mind being
told what to do by allies, or being told about their mistakes,

Figure 143 Queen of Pain by Artgerm
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Part 4C
Allies and Teamwork
In this article we examine how our sample responded to event-specific scenarios that involve allies and
teamwork. These questions have to do with playstyles, cooperation, offensive and defensive tendencies, and
how often the mute system is used. As Dota 2 is a team-oriented game, we suggest that understanding how
players respond to cooperative versus individual play is important.

We find that cooperative play is valued higher than individualistic play. Participants within the sample rated
playing with a team and laning with a partner as more preferable than the alternatives. One common
occurrence in a game of Dota 2 is a player ridiculing his or her teammates for a lost game. In this study, we
find that most of our sample take personal responsibility for a loss rather than blaming their teammates.
Furthermore, this taking of responsibility is a difference between the results from this year and last year.
Offensive and defensive tendencies of the sample remain consistent with the findings from last year, with
more players preferring offensive play. Finally, the mute system has a higher degree of usage based on the
response from the sample, reasons for which are discussed in the article itself.

75

In this section we study the sample’s response to questions
that involve teamwork. As Dota 2 is a team game, some of
these questions are really important. This is because we can
learn about how players interact with one another as a team,
as well as what bothers them.

a question about how they play when they do not know their
allies. Let’s look at how our sample answered question 82
from TDEQ.

Let’s start by looking at how many participants feel like they
play better when they play as a team:

Figure 146 Total Sample response to Q82 from TDEQ: "If I
do not know my allies then I usually play more
independently"

Figure 144 Total Sample response to Q57 from TDEQ:
"Being part of an organized team usually makes me play
better."

From this question we see an average response of 6.68. This
year’s rating is a little higher than last year’s average
response of 6.28. The higher rating shows that the sample
acknowledges the existence of independent play.

As we can see, the vast majority of the sample reported that
they play better when they are par of a team. The average
response was 8.22, which is similar to last year’s response
which fell at 8.46. This shows that most players feel like they
play better on a team.

All of this is important to keep in mind when discussing
independent and cooperative player tendencies and theories
on Dota 2 teamwork in general. Let’s keep these results in
mind as we try to understand more about allies and
teamwork.
Let’s discuss how the sample reacted to two opposing
questions that involved responsibility. It is a known fact in
Dota 2 that some players tend to focus on blaming others
more than themselves, and vice-versa.

Let’s now look at how our sample responded when asked
whether or not they prefer to lane with a partner when they
play. As shown in the results from last year, we can judge
how independent a playstyle the sample has based on the
response to these questions.

Figure 147 Total Sample response to Q63 from TDEQ: "I
usually blame myself for a loss and look back on my
mistakes."

Figure 145 Total Sample response to Q58 from TDEQ: "I
prefer to lane with a partner when I play."

We can see an average response of 5.84 which is similar to
last year’s rating of 5.68. This question and the following
question are very situational, and all we can look at is the
degree to which the sample agrees. Let’s look at the results of
the next question which asked players to rate on a Likert
Scale the extent to which team members are usually
responsible for a lost game.

We note an average response at 6.65 which shows the
cooperative side of the community. As Dota 2 is a team game,
this makes sense. The results are consistent with last year’s
average response which fell at 6.52.
To test this further, we can look at how the sample answered
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What are your thoughts on teamwork in Dota 2?
How does communication play into this?
As I see it, teamwork has a different role
depending on which kind of games you're playing.
Figure 148 Total Sample response to Q67 from TDEQ: "My
team members are usually responsible for a lost game."

In pub games, I will usually try to pick a lineup
that is not too terrible, or good if possible.
Throughout the duration of the game, I will try to
gauge what my teammates and my enemies are
capable of, in terms of being able to support
ingame actions. Communication obviously plays a
huge role in this part. The part where you try to
figure out how to win the game doesn't come
immediately. At the end of the game, whether you
win or you lose, you should not hate any of your
teammates.

For this question we see an average response of 5.40 which is
lower than last year’s average response of 5.78. This means
that more participants take more personal responsibility for a
loss instead of blaming their teammates.
Next, let’s study offensive and defensive playstyles. We do
this is by studying sample response to two opposing
questions.

In more organized games, playing with friends or
in a team, the difference is that you already know
what to expect of your allies. During the picking
phase, the entire team will pick every hero to try to
get the perfect lineup, and to get some sort of plan
to win the game. As the game goes on, everyone
should keep in mind what has been decided, and
try to execute it together, or at least better than the
other team. Not hating any of your teammates is
easier now, because you should know how they
react.
On the subject of defense vs offense, a lot of people
may disagree with me, but I actually prefer
defending. While finding an enemy out of position
and killing him can be fun, I find it much more
interesting to force an enemy to go too far. Then I
find nothing more satisfying than killing the entire
enemy team in my base to win the game.

Figure 149 Total Sample response to Q72 from TDEQ:
"Defending and counter-pushing are more important in
Dota 2 than ganking and pushing"

For this question we received an average response of 4.57.
Considering how situational this question is, we can
emphasize the high “5” rating which participants most likely
took as a neutral response. Last year’s average response lay at
4.51, which is similar to this year.
Let’s study the results of the second question which asked for
the degree to which the sample agreed with a more offensive
playstyle.
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Further Studies
This study will be run again once Dota 2 is completely out of
beta.

Conclusion
Understanding more about allies and teamwork is extremely
important for a teamwork-oriented game like Dota 2.
Responses to these sorts of questions was impressive. There
seemed to be a shift from individualistic towards cooperative
tendencies in the sample, and more users seem willing to
take personal responsibility for lost games. Looking back on
the results from last year, we can keep in mind that
communication and teamwork was highly valued by the
community and was suggested to be linked to player
satisfaction. All findings in this article were consistent with
last year’s.
Figure 150 Total Sample response to Q73 from TDEQ:
"The best defense is a great offense"

For this question we see an average response of 6.08 which is
significantly higher than the previous question. We can infer
that players within this sample prefer an offensive playstyle.
Last year’s average response fell at 6.35 which is similar to
this year’s.
Finally, we look at how our sample answered a question that
asked how often they use the ‘mute’ feature when an
teammate or opponent is being abusive. Let’s look at the
results below:

Figure 151 Total Sample response to Q83 from TDEQ: "If
an ally/enemy is belng abusive, I will mute them."

The sample answered this question with an average response
of 6.88, which is somewhat higher than last year’s response
of 6.58. This question is meant to query the frequency of the
mute system’s usage and how it applies to both teammates
and opponents.

Summary
1, Cooperative play is valued more highly than
individualistic play, which is great for a team game.
2. Players are more likely to take personal responsibility for a
lost game than blame others, and to a greater extent than last
year.
3. Offensive and defensive tendencies of the sample remain
balanced and consistent with last year.
4. The mute system has a higher degree of usage than last
year for abuse from both teammates and opponents alike.

Figure 152 Windrunner Cosplay by ver1sa &
Envytheone
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Part 4D
Decision-Making
This final article discusses the controversies that come with decision making in Dota 2. It takes five players to
make a full team in a game of Dota 2, and decisions are made hundreds of times throughout a game. Decisions
are made so frequently that while some are made consciously, many are made unconsciously as well. Many
professional players are revered as much for their intuition as their technical proficiency. Some of these
decisions include kill stealing, responsiveness, playstyles, and whether or not a user will pause the game if
someone disconnects. All of these decisions influence team morale and can in some situations influence the
outcome of a game entirely.
Some of the results from this section show that players do not become as bothered by kill stealing as they used
to. Years ago it caused a lot of aggression in-game as players argued over who should get kills, and
consequently the rewards they grant.
Another cause of aggression is responsiveness. In many games, players are faced with situations where they
may not be able to help their team. We find that ally responsiveness is viewed as underwhelming, which is
consistent with allies ignoring the team at key moments.
As for playstyles, some players prefer to simply stick with what works rather than change their playstyle. In
this edition, we find that more players claim to have an ever-changing playstyle than claim to have a static
one.
Finally, we discover that the report and pause system are highly utilized by the sample, to a greater extent than
last year. Almost all findings in this article are consistent with those from The DotA Experiment 1.
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aggression and an increase in cooperative play.

In this final section using TDEQ we study questions that
involve decision making on a team, branching off from the
last section where we focused on allies and teamwork.
Questions in this section vary in situation but will all involve
decision making on some level.

Next, we look at sample response to a question that asked
participants about the degree to which they mind when a kill
steal is executed by a carry.

Let’s start by looking at a question that asked how players
react when they are killed by an enemy.

Figure 155 Total Sample response to Q59 from TDEQ: "I
do not mind 'Kill Steals' when it is done by our teams
carry"
Figure 153 Total Sample response to Q55 from TDEQ:
"Getting killed by an enemy hero usually motivates me to
get them back"

For this question we find an average response of 9.11,
compared to last year where the average score fell at 9.16.
Based on the results from this and the last question, we
suggest that aggression from ‘kill stealing’ is no longer as
prominent as it once was.

From these results we can note an average response of 5.72,
showing that many members of our sample agreed with the
question. Last year the average response fell at 5.93 which is
similar to this year. We suggest that there is an overall
decrease in player aggression based on the results from
previous questions.

Following the previous analysis, we study how teammates
react to certain decisions made by members of their team.
Also, branching off from our investigations into cooperative
and individualistic behavior, we discuss carrying, farming,
and controversial moments where a player on a team has to
ignore their team in order to focus on a more long-term goal.

Next, we consider two questions that involve “kill steals”. To
those unfamiliar with the term: kills earn gold, and a kill
steal happens when a player finishes off an enemy whose fate
has already been sealed by an ally.

Let’s begin by looking at how users responded to Q84 from
TDEQ:

Let’s look at the results from Q66 where we asked about
whether kill steals reduce relationships between allies.

Figure 156 Total Sample response to Q84 from TDEQ:
"When an ally spends time farming rather than helping the
team, I usually get annoyed."

Figure 154 Total Sample response to Q66 from TDEQ:
"Kill-Steals bother me and reduce my relationship with an
ally."

This very situational question yielded a similar response
(s=5.81) to last year (s=5.92). It could be suggested that it is
these moments where one ally ignores the team that are the
source of much aggression within teams. This is especially

The average response for this question fell at 2.71, compared
to last year where the average response fell at 3.28. We note
a shift in sample response which shows a possible decrease in
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true without communication.
We follow this up with a situational question based on
communication. This question asked users to rate the
frequency at which their allies are responsive in key
situations.

REVOLU7ION
How would you describe individual and/or
team decision-making in Dota 2?
Well, it all starts with picks, obviously, and
choosing something your team executes well.
Captain makes the picks but we as a team give
suggestions, etc. In game it's most important to
have a plan, to do what the "call" is. Just
having good coordination can beat a lot of
lower skill teams even if the individual skill is
bad. So if the plan is to push everyone needs to
be on board.
Of course in Dota there are so many strategies
but executing it together, whatever the strat
is, is the most important thing you can do as a
team. With a decision like kill-stealing I feel
like if you are unsure, just secure the kill. Of
course a carry getting the kill is ideal, however
even a support getting the kill equates into
wards, boots, wand etc. which are all vital and
important too.

Figure 157 Total Sample response to Q62 from TDEQ:
"When I ping to defend a tower, my allies are usually
responsive and help immediately"

Although the question is definitely situational, we find that
there was a negative response to it with the average response
falling at 4.45, compared to last year where our average
rating fell at 4.36.
Next, we discuss questions that ask about playstyle. We can
consider two different types of playstyle: static and dynamic.
Let’s first look to see how participants answered a question
regarding static playstyle:

Offensive play is most fun to play :) When you
can do it depends on picks, positioning and the
situation. Someone out of position? Kill them.
That's really most of it - positioning. Defensive
play is usually for a specific reason, like
getting certain key items such as blink. Or you
could be behind and then being out of position
is very easy, so you have to stick together or
turtle in base (a losing situation often).

Figure 158 Total Sample response to Q60 from TDEQ: "I
usually stick to a strategy that works rather than change
my play-style"

From this question we see an average response of 4.91. This
is yet another highly situational question so the neutrality of
responses is to be expected. Last year’s average response fell
at 5.14 which is very close to this year’s.
Let’s now look at how the sample answered an opposite
question that asked for an agreement rating about a playstyle
that is unique and ever-changing.
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Figure 159 Total Sample response to Q86 from TDEQ: "My
play-style is unique and ever-changing"

Figure 161 Total Sample response to Q78 from TDEQ:
"When an ally leaves the game I will pause it as soon as
possible"

For this question we have an average response that falls at
5.55, compared to last year where the average fell at 5.71.
We can see a small but noticeable difference in response
between this and the previous question where a larger
percentage of the sample rated their playstyle as everchanging.

The majority of the sample agrees that they will utilize the
pause function when an ally disconnects from the game. The
average rating fell at 7.69, compared to last year where the
average fell at 6.47, which is evidence once again that
cooperative behavior has been increased since last year.

The last three questions involve some of the tools Valve has
placed at the player-base’s disposal. First, the report system.

Finally, we look at the likelihood of a player leaving the game
when others do.

Figure 162 Total Sample response to Q85 from TDEQ: "If
the game is safe to leave then I will leave as well"

Figure 160 Total Sample response to Q70 from TDEQ: "If
an ally/enemy is being abusive, I will report them."

From this question we received an average response of 5.69,
compared to last year where the results fell at 5.19. Since last
year, if a player leaves a game and it is safe to leave, the
players in the game no longer receive items. Decreased
queue times since last year may have prompted a decrease in
the number of people willing to see through an unbalanced
game rather than simply searching for a new one.

The report system has been modified since last year, adding
more serious consequences to accumulating reports (i.e. the
mute system). From this question we received an average
response of 8.45, compared to last year when our sample
yielded an average response of 8.13. We can see that
participants are slightly more likely than last year to report
others for misconduct.

Summary

Next, we study the frequency at which our sample utilizes
the pause system.

1. Players do not become as bothered by kill stealing as they
used to.
2. Almost all data from this year yielded consistent trends
with last year.
3. Allied responsiveness is viewed as underwhelming, which
is consistent with allies ignoring the team during key
situations.
4. Playstyles are viewed as changing rather than static.
5. The report and pause systems are highly utilized.

Further Studies:
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This study will be run again once Dota 2 is entirely out of
beta.

Finally, we investigated the report and pause system to find
that more users utilized these functions than last year by a
small margin. Regardless, the results were consistent with
last year’s. Finally, we found that most users will leave a
game if it is safe to do so.

Conclusion
From this section we were able to answer some situational
questions about decision making. We were able to look at
aggression through the responses to questions about revenge,
kill steals, and absent allies. Some of the results suggested
that aggression throughout the community has been lowered.
We also looked at playstyles and found that most users
preferred an ever-changing playstyle rather than a static one.

Figure 163 Compendium of Heroes 1 by Kunkka
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Part 5A
Favorite Heroes
Dota 2 heroes are awesome and each is original in its own right. They have different skills, play-styles, roles, and
personalities that make them as unique as the player controlling them. As Dota 2 matches are fairly long, we suggest
that players can learn to bond with their hero in one way or another over the course of a game. With repetitive play,
some heroes can be mastered beyond the levels of an average player.
So what makes a favorite hero? Well, in The DotA Experiment 1, we found that heroes Invoker and Windrunner
were the most favored of the Dota 2 heroes, followed closely by Pudge. We also learned that intelligence heroes were
preferred to strength and agility heroes. The same goes for ranged heroes over melee.
We now have a much larger sample than we had in The DotA Experiment 1, and after a year of changes to the game
we also have a brand new set of heroes that the community considers to be the most favored. We looked into what
sorts of heroes are preferred over others, by both class and attack type (ranged vs. melee). Consistent with last year’s
results, we found that intelligence type heroes are typically the most favored by the community. There were
significant changes, however: we found that Rubick took a major step from the 10th most favored to the most favored
hero of all. This article will discuss the data, and suggest some reasons why Rubick experienced such a surge in
popularity.
_______________________________________________________________________________________________
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Part 5A
Favorite Heroes
Q52. If you could pick one, who would you consider to be your favorite Dota 2
hero?
Responses
Count
%
Percentage of total
respondents
Alchemist
23
0.69%
Ancient Apparition

17

0.51%

Anti-Mage
Axe

60
38

1.79%
1.13%

Bane
Batrider

22
14

0.66%
0.42%

Beastmaster

12

0.36%

Bloodseeker
Bounty Hunter

7
39

0.21%
1.16%

Brewmaster

13

0.39%

Bristleback
Broodmother
Centaur Warrunner
Chaos Knight
Chen

7
7
17
19
26

0.21%
0.21%
0.51%
0.57%
0.77%

Clinkz
Clockwerk

8
57

0.24%
1.70%

Crystal Maiden

61

1.82%

Dark Seer

41

1.22%

Dazzle

28

0.83%

Death Prophet

22

0.66%

Disruptor

22

0.66%

Doom Bringer

13

0.39%

Dragon Knight

10

0.30%

Drow Ranger

10

0.30%

Earthshaker

34

1.01%

Elder Titan
Enchantress

7
15

0.21%
0.45%

Enigma

15

0.45%

Faceless Void

22

0.66%

Gyrocopter

25

0.75%

Huskar
Invoker

4
158

0.12%
4.71%

IO (Wisp)

26

0.77%

Jakiro

31

0.92%

Heroes categorized on the left represent
the answers available to the 3,355person sample. They are colored by
class.
Red: Strength
Green: Agility
Blue: Intelligence
There are different strengths and
weaknesses for each of these classes:
Strength heroes are strong early but
weak later; Agility heroes are
weak early but strong later; and the
majority of intelligence heroes are
supports/casters who are useful
throughout. There are of course many
exceptions to this summary, but it gives
a general idea.
The number of votes needed for a hero
to be counted as favored is 33.5. In this
case, all heroes in bold font have over 34
votes and we can consider them favored.
The top 10 most favored heroes include:
1. Rubick
2. Invoker
3. Windrunner
4. Pudge
5. Storm Spirit
6. Puck
7. Nature’s Prophet
7. Kunkka
9. Shadow Fiend
10. Timbersaw
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Juggernaut

64

1.91%

Keeper of the Light

44

1.31%

Kunkka

72

2.15%

Leshrac

18

0.54%

Lich

15

0.45%

Lifestealer

38

1.13%

Lina

45

1.34%

Lion

31

0.92%

Lone Druid

36

1.07%

Luna

34

1.01%

Lycanthrope

11

0.33%

Magnus

20

0.60%

Medusa
Meepo

9
65

0.27%
1.94%

Mirana

41

1.22%

Morphling

19

0.57%

Naga Siren
Nature's Prophet

8
72

0.24%
2.15%

Necrolyte

22

0.66%

Night Stalker

13

0.39%

Nyx Assassin

29

0.86%

Ogre Magi

14

0.42%

Omniknight

14

0.42%

Outworld Destroyer

33

0.98%

Phantom Assassin

29

0.86%

Phantom Lancer

20

0.60%

Puck

77

2.30%

Pudge

118

3.52%

Pugna
Queen of Pain

7
61

0.21%
1.82%

Razor

11

0.33%

Riki
Rubick

5
282

0.15%
8.41%

Sand King

32

0.95%

Shadow Demon

47

1.40%

Shadow Fiend

69

2.06%

Shadow Shaman

15

0.45%

Silencer

15

0.45%

Skeleton King
Skywrath Mage
Slardar
Slark

9
9
7
53

0.27%
0.27%
0.21%
1.58%

The top ten heroes most favored in The
DotA Experiment 1 included:
1. Invoker
2. Windrunner
3. Pudge
4. Storm Spirit
5. Crystal Maiden
6. Sand King
7. Leshrac
8. Queen of Pain
9. Nature’s Prophet
10. Rubick
10 (tied). Mirana
If we compare these two lists, we can see
that one of the major differences is the
increase in Rubick’s popularity. When
the first study was run, Rubick was the
most recently released hero, so many
players hadn’t yet had the chance to
‘master’ him.
We can still see the noticeable trend of
the popularity of intelligence heroes, and
the lack of agility heroes. Pudge,
Nature’s Prophet, Windrunner, Invoker,
and Rubick are all common heroes
between both lists.
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Sniper
Spectre

8
33

0.24%
0.98%

Spirit Breaker

26

0.77%

Storm Spirit

86

2.56%

Sven
Templar Assassin

12
48

0.36%
1.43%

Tidehunter
Timbersaw

20
66

0.60%
1.97%

Tinker

43

1.28%

Tiny
Treant Protector

22
22

0.66%
0.66%

Troll Warlord
Tusk
Undying
Ursa
Vengeful Spirit

13
20
22
5
19

0.39%
0.60%
0.66%
0.15%
0.57%

Venomancer

28

0.83%

Viper
Visage

13
31

0.39%
0.92%

Warlock

8

0.24%

Weaver

41

1.22%

Windrunner

172

5.13%

Witch Doctor

18

0.54%

Zeus

16

0.48%

Total Responses

Class
Intelligence (N=1653)
Agility (N=845)
Strength (N=857)

3355

13 Favorites+
13/37
11/30
7/33

Finally, the last part of this study involved
studying the popularity of heroes of
specific classes and attack types.
The results of hero classes stayed
consistent with last year’s except that
more agility heroes were favored within
their class than before (as compared to
the total hero pool). Overall,
Intelligence heroes are most favored.
The only difference in attack types
between this year and last year is that
melee heroes saw a 2% boost in popularity
compared to agility heroes where there
was a 2% decrease in popularity.

20%

40%

LCD
4290/12210
4477/12210
2590/12210

60%

80%

100%

% in class
35%
37%
21%

% of total hero pool
13%
11%
07%

% in attack type
23%
33%

% of total hero pool
11%
18%

Chart 5.1 Comparison between favorite heroes with hero class.

Attack Type
Melee (M)
Range (R)

13 Favorites+
11/47
18/54

LCD
594/2538
846/2538

Chart 5.2 Comparison between favorite heroes and attack type

Class
Intelligence (N=559)
Agility (N=218)
Strength (N=259)

13 Favorites+
14/33
6/24
5/24

LCD
112/264
66/264
55/264

% in class
42%
25%
21%

% of total hero pool
17%
07%
06%

Chart 5.1 Comparison between favorite heroes with hero class.

Attack Type
Melee (M)
Range (R)

13 Favorites+
8/37
16/45

LCD
360/1665
592/1665

% in attack type
21%
35%

Chart 5.2 Comparison between favorite heroes and attack type
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% of total hero pool
09%
19%

Summary:
There are a few inferences that can be made from the results
of this study.

CYBORGMATT

1. Intelligence heroes seem to be favored over heroes of other
classes.
2. The majority of players seem to prefer ranged heroes over
melee.
3. At the moment, Rubick reigns supreme in terms of total
amount of favorites

What is it about Nature’s Prophet that makes
him your favorite hero? What are your
thoughts on Dota 2 hero designs?
Nature’s Prophet is a man of many talents
and can bring a lot to the team, a global
ultimate, a global teleport, the ability to lane
or jungle and also carry a struggling team to
victory with effective split pushing etc. What
more could you want? I’m also a huge fan of
his model and the job that Valve has done in
porting him across into the world of Dota 2.
Not to mention he is the King of the Woods.

Further Studies
This study will be carried out once Dota 2 is completely out
of beta.

Conclusion
Understanding why players enjoy some heroes over others is
important for many reasons. It helps us understand the sorts
of playstyles players prefer. It’s important to remember that a
few heroes gathering a large portion of all hero votes
definitely tips the scales. It’s safe to say, considering
intelligence heroes have almost as many votes as strength
and agility heroes combined, that intelligence heroes are the
most favored by the community, according to this sample.

I think it’s very much down to his versatility
and how much he can bring to the team in
terms of his map presence, the number of
roles he can fit and overall effectiveness. I’d
say his model in Dota 2 can fit a wide
variety of stylish shades. A++ design.
As for the Dota 2 hero models in general, I
honestly have no complaints. In terms of the
heroes we have had ported across their
quality is just getting better and better. There
is a ton of work that goes into the heroes and
it really shows every time someone new rolls
around. Also the fact that Valve are taking
time out of their schedule to revisit the
original set of heroes and improve their
quality just goes to show how passionate
they are about their game.
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Part 5B
Least Favorite Heroes
In section 5A we discussed the results of which heroes were considered the sample’s favorite heroes. Next, we
are going to switch gears and discuss which heroes are considered the least favored. In 5A participants were
asked to select their favorite hero exclusively. In 5B, participants were asked to select their least favorite hero
exclusively.
The results of this study show that Meepo is the least favored hero in the current hero pool. Meepo is followed
directly by Chen, which leads us to the obvious question - what is the current state of the Dota 2 micromanagement system? Chen was also the second least favored hero in The DotA Experiment 1, meaning he
keeps his rank.
We also look at which attack types and hero classes were considered the least favored by the participants, and
how they compare to last year’s results. We find some slight similarities between last year’s results and this
year’s results. The findings on attack type stay consistent as well, where we find more participants selected
agility heroes as most disliked than any other class.
__________________________________________________________________________________________
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Part 5B
Least Favorite Heroes
Q48. If you could name one Dota 2 hero you consider too strong, who would it be?
Responses
Count
%
Percentage of total respondents

The chart on the left shows the heroes
available for participants to choose from
when selecting their least favorite hero.

Alchemist

19

0.57%

Ancient Apparition

45

1.34%

Heroes are color coded based upon their
class.

Anti-Mage

75

2.24%

Axe

32

0.96%

Bane

26

0.78%

Batrider

28

0.84%

Beastmaster

25

0.75%

Bloodseeker

73

2.18%

Bounty Hunter
Brewmaster

9
16

0.27%
0.48%

Bristleback

26

0.78%

Broodmother

142

4.24%

Centaur Warrunner

17

0.51%

Chaos Knight
Chen
Clinkz

5
209
25

0.15%
6.24%
0.75%

Clockwerk
Crystal Maiden

11
53

0.33%
1.58%

Dark Seer

23

0.69%

Dazzle

18

0.54%

Death Prophet

18

0.54%

Disruptor

15

0.45%

Doom Bringer
Dragon Knight

8
13

0.24%
0.39%

Drow Ranger

116

3.47%

Earthshaker

18

0.54%

Elder Titan

41

1.22%

Enchantress

15

0.45%

Enigma
Faceless Void

8
29

0.24%
0.87%

Gyrocopter

17

0.51%

Huskar

60

1.79%

Invoker

68

2.03%

IO (Wisp)

95

2.84%

Jakiro
Juggernaut
Keeper of the Light

8
3
40

0.24%
0.09%
1.20%

Kunkka

16

0.48%

Red: Strength
Green: Agility
Blue: Intelligence
Heroes in bold may be considered disliked as
they received above-average votes (>34)
compared to the other heroes.
1. Meepo
2. Chen
3. Broodmother
4. Phantom Lancer
5. Drow Ranger
6. IO (Wisp)
7. Visage
8. Medusa
9. Anti-Mage
10. Bloodseeker
Two major observations of this list are that
70% of these heroes are of the agility class;
and just about every micromanagementintensive hero is on this list. Meepo, Chen,
Broodmother, Visage and to some extent
Phantom Lancer, are all micromanagementintensive heroes. The only major absent one
being Enchantress.
It’s important to remember that the word
‘disliked’ can mean a hero the participant
dislikes playing as, or playing against. There
are other factors such as voice acting or
hero design that may be brought up next
year.
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Leshrac

11

0.33%

Lich

20

0.60%

Lifestealer
Lina
Lion

44
5
15

1.31%
0.15%
0.45%

Lone Druid

53

1.58%

Luna
Lycanthrope

1
26

0.03%
0.78%

Magnus
Medusa
Meepo

9
81
332

0.27%
2.42%
9.92%

Mirana

12

0.36%

Morphling

50

1.49%

Naga Siren
Nature's Prophet

11
38

0.33%
1.14%

Necrolyte
Night Stalker
Nyx Assassin

17
7
35

0.51%
0.21%
1.05%

Ogre Magi

25

0.75%

Omniknight

44

1.31%

Outworld Destroyer

15

0.45%

Phantom Assassin

15

0.45%

Phantom Lancer

117

3.50%

Puck
Pudge

10
52

0.30%
1.55%

Pugna

25

0.75%

Queen of Pain
Razor

9
27

0.27%
0.81%

Riki

65

1.94%

Rubick
Sand King
Shadow Demon
Shadow Fiend

2
4
10
25

0.06%
0.12%
0.30%
0.75%

Shadow Shaman
Silencer

10
16

0.30%
0.48%

Skeleton King

36

1.08%

Skywrath Mage
Slardar
Slark

11
22
14

0.33%
0.66%
0.42%

Sniper

63

1.88%

Spectre

25

0.75%

Spirit Breaker

41

1.22%

Storm Spirit
Sven
Templar Assassin

5
8
22

0.15%
0.24%
0.66%

Tidehunter

7

0.21%

The top 10 most disliked heroes from The
DotA Experiment 1 included:
1. Alchemist
2. Chen
3. Anti-Fun
4. Batrider
5. Jakiro
5. Bloodseeker
7. Sniper
8. Silencer
9. Treant Protector
10. Warlock
From what we can see here, Alchemist is
no longer even considered a disliked hero
based upon the average. Chen, Anti-Mage
and Bloodseeker are the only heroes with
a consistent presence. It is important to
note that Wisp, Visage, Meepo and
Medusa were not available when The
DotA Experiment 1 was carried out.
A common trend is that Phantom Lancer
and Anti-Mage are both widely
considered to be over-powered heroes,
which was discussed in The DotA
Experiment 1. Anti-Mage is no longer
ranked as high as he used to be, with four
heroes now ranked above him.
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Timbersaw
Tinker
Tiny
Treant Protector
Troll Warlord

24
9
2
58
21

0.72%
0.27%
0.06%
1.73%
0.63%

Tusk
Undying

7
14

0.21%
0.42%

Ursa

26

0.78%

Vengeful Spirit
Venomancer

10
11

0.30%
0.33%

Viper

29

0.87%

Visage

92

2.75%

Warlock

25

0.75%

Weaver

17

0.51%

Windrunner
Witch Doctor

5
27

0.15%
0.81%

Zeus

13

0.39%

Total Responses

Hero Type
Strength (N=832)
Agility (N=1526)
Intelligence (N=989)

3347

As we can see from the charts below, agility
heroes can still be considered the most
disliked hero class. This stays consistent with
the results from last year where we saw
more agility heroes were considered least
favored than any other class. As for attack
range, there is only a small difference
between the findings of this year and last,
which is a slight increase in melee and slight
decrease in ranged heroes.

20%

>33 Least Favorites
9/33
12/30
7/37

40%

60%

80%

100%

LCD
3330/12210
4884/12210
2310/12210

% in class
27%
40%
19%

% of THP
9%
12%
7%

Chart 5.4 Comparison between least favorite heroes with hero class.

Attack Type

>33 Least Favorites

LCD

% in class

% of THP

Melee (M)

17/47

918/2538

36%

17%

Range (R)

15/54

705/2538

27%

15%

LCD
88/264
121/264
64/264

% in class
33%
46%
24%

% of THP
10%
14%
10%

Chart 5.5 Comparison between favorite heroes with hero class.

Hero Type
Strength (N=342)
Agility (N=331)
Intelligence (N=385)

>14 Least Favorites
8/24
11/24
8/33

Chart 5.4 Comparison between least favorite heroes with hero class.

Attack Type

>14 Least Favorites

LCD

% in class

% of THP

Melee (M)

17/37

765/1665

46%

21%

Range (R)

17/45

629/1665

38%

21%

Chart 5.5 Comparison between favorite heroes with hero class
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Summary:
There are a few conclusions we can draw from the results of this study.

DENKI
1. Agility heroes still seem to be the least favored among the
hero classes.
2. The majority of players seem to dislike melee heroes over
ranged heroes.
3. At the moment Meepo reigns supreme in terms of total
number of ‘Least Favorite’ votes.
4. Micromanagement-intensive heroes are largely disliked.

What is your opinion on least favored heroes
based upon this year’s results? What about
micromanagement?

Further Studies
This study will be carried out again when Dota 2 officially exits beta.

Conclusion
One important finding in this study was that micromanagementintensive heroes were found to be the most disliked by this sample.
This could either mean that micro-intensive heroes will always be
generally disliked, or it could reflect a micromanagement system
which leads to poor user experience.
It should also be noted that Brewmaster, Beastmaster and Enchantress
are micromanagement-intensive heroes that did not make it on the list.

Micro is an RTS [Real Time Strategy] skill. People
who are playing Dota aren't necessarily RTS
players (which is kinda weird since Dota is a
custom map for WC3, an RTS game), and are
drawn into the game not because of its RTS
qualities entirely. Not to mention
micromanagement is a mechanical skill, and in
Dota you already have last-hitting and denying
to burden you mechanically. So the general
community can't be bothered to learn (or relearn) a mechanic that they know will be
present on a specific and limited pool of Heroes.
I think changing the system directly would not
make people of both (for/against micro) parties
anxious of the changes nor convince them to
employ said skill, but instead highlight the perks
of having the skillset to utilize micro-intensive
Heroes effectively. In my opinion, the
competitive scene is doing the job fairly well,
showcasing the dominance of high-level Chen
and Visage plays, for example.

Micromanagement-intensive heroes aside, most disliked heroes
belonged to the agility class.

My least favorite hero would be Queen of Pain.
Not because she's weak or something. She's very
strong, and that's why I don't like her. Arguably
the strongest Mid Solo Hero of all time. The only
drawback I can find is that she doesn't have an
innate disable outside of her getting Orchid or
Hex, which she will obviously go for as long as
the player ain't a scrub.
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Part 5C
Hero Ratings
“Over-Powered”
In this section we are going to discuss which heroes the sample rated as the most overpowered. Evidence from
The DotA Experiment 1 suggested that players usually grow more frustrated in game when they are
dissatisfied with hero balance, leading to a poor personal experience and increasing the probability of abusive
behaviour. This in turn suggests that the power balance of heroes within the game is vital to a positive player
experience.
In this section we are going to consider the attack type and hero class of the heroes regarded as most
overpowered. We are also going to look at how ‘overpowered’ these heroes were rated compared to others on
a 1-10 point Likert scale.
What we find is that Phantom Lancer received the most votes as the most overpowered hero, followed by a
second-place tie between Lifestealer and Treant Protector. Comparing the results to last year, we find that
there was again no distinction between ranged/melee heroes. A lesser finding was that more agility heroes
were considered overpowered than any other class.
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Part 5C
Hero Ratings
"Over-Powered”
Q48. If you could name one Dota 2 hero you consider too strong, who would it be?
Responses
Count
%
Percentage of total respondents
Alchemist
19
0.59%
Ancient Apparition
Anti-Mage

0
24

0%
0.74%

Axe

4

0.12%

Bane
Batrider
Beastmaster
Bloodseeker
Bounty Hunter
Brewmaster
Bristleback
Broodmother
Centaur Warrunner

3
194
0
6
3
2
11
2
13

0.09%
5.99%
0%
0.19%
0.09%
0.06%
0.34%
0.06%
0.40%

Chaos Knight

10

0.31%

Chen
Clinkz
Clockwerk
Crystal Maiden
Dark Seer

3
3
4
7
40

0.09%
0.09%
0.12%
0.22%
1.24%

Dazzle
Death Prophet
Disruptor
Doom Bringer

1
3
3
15

0.03%
0.09%
0.09%
0.46%

Dragon Knight
Drow Ranger
Earthshaker
Elder Titan
Enchantress
Enigma
Faceless Void

2
73
0
3
2
1
14

0.06%
2.25%
0%
0.09%
0.06%
0.03%
0.43%

Gyrocopter
Huskar
Invoker
IO (Wisp)

141
283
4
189

4.35%
8.74%
0.12%
5.84%

Jakiro
Juggernaut
Keeper of the Light
Kunkka
Leshrac
Lich

1
3
34
8
0
3

0.03%
0.09%
1.05%
0.25%
0%
0.09%

Participants were asked to select one
hero that they thought was too strong
from the hero pool. Their options are
listed on the left and are color coded by
their hero class.
Red: Strength
Green: Agility
Blue: Intelligence
Heroes who are in bold font obtained
enough votes to be considered
‘overpowered’ by community standards.
They had to have an above average
number of votes (>32).
The top ten most imbalanced heroes are:
1. Phantom Lancer
2= Lifestealer
2= Treant Protector
4. Huskar
5. Batrider
6. IO (Wisp)
7. Nyx Assassin
8. Gyrocopter
9. Spirit Breaker
10. Troll Warlord
It is important to note that Lifestealer,
Treant Protector, Wisp, and Gyrocopter
all received minor ‘nerfs’ a week after
this survey was distributed.
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Lifestealer
Lina
Lion
Lone Druid

357
2
0
68

11.03%
0.06%
0%
2.10%

Luna
Lycanthrope
Magnus

2
4
37

0.06%
0.12%
1.14%

Medusa

23

0.71%

Meepo

19

0.59%

Mirana
Morphling
Naga Siren
Nature's Prophet

1
2
1
26

0.03%
0.06%
0.03%
0.80%

Necrolyte
Night Stalker
Nyx Assassin

2
3
152

0.06%
0.09%
4.69%

Ogre Magi
Omniknight
Outworld Destroyer

3
3
48

0.09%
0.09%
1.48%

Phantom Assassin
Phantom Lancer

7
431

0.22%
13.31%

Puck
Pudge
Pugna
Queen of Pain
Razor
Riki
Rubick
Sand King
Shadow Demon
Shadow Fiend
Shadow Shaman
Silencer

7
6
3
8
3
7
6
0
9
3
0
13

0.22%
0.19%
0.09%
0.25%
0.09%
0.22%
0.19%
0%
0.28%
0.09%
0%
0.40%

Skeleton King
Skywrath Mage
Slardar
Slark

3
8
0
41

0.09%
0.25%
0%
1.27%

Sniper

10

0.31%

Spectre
Spirit Breaker
Storm Spirit
Sven
Templar Assassin

2
124
4
6
15

0.06%
3.83%
0.12%
0.19%
0.46%

Tidehunter
Timbersaw

0
10

0%
0.31%

Tinker
Tiny

4
3

0.12%
0.09%

In The DotA Experiment 1, the top ten
most overpowered heroes were:
1. Lycan
2. Anti-Mage
3. Invoker
4. Chaos Knight
5. Rubick
6. Nature’s Prophet
7. Dark Seer
8. Ursa
9= Brewmaster
9= Morphling
The major noticeable difference
between these two lists is that not one of
the heroes listed from the previous year
are listed. This is hugely significant and
shows a lot of balancing was done over
the past year.
The major concern comes down to
Phantom Lancer and what can be done
to balance this hero. He received a huge
chunk of the total votes - though not as
much as Lycan did last year. Treant and
Lifestealer both followed close behind
but have already received balances, the
effects of which have not yet become
fully apparent.
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Treant Protector
Troll Warlord
Tusk
Undying
Ursa

357
113
1
4
11

11.03%
3.49%
0.03%
0.12%
0.34%

Vengeful Spirit
Venomancer
Viper

1
0
18

0.03%
0%
0.56%

Visage

20

0.62%

Warlock

74

2.29%

Weaver

12

0.37%

2
2
6
3238

0.06%
0.06%
0.19%

Class

>32 votes

LCD

% in class

Intelligence (N=546)
Agility (N=1209)
Strength (N=1483)

5/37
8/30
6/33

1650/12210
2849/12210
2220/12210

13.5%
27%
18%

% of total hero
pool
05%
08%
06%

LCD

% in attack type

% of total hero pool

540/2538
423/2538

21%
18.5%

10%
10%

% in class
18%
13%
13%

% of total hero pool
07%
04%
04%

LCD

% in attack type

% of total hero pool

270/1665
270/1665

16%
13%

07%
07%

Windrunner
Witch Doctor
Zeus
Total Responses

When analysing the results for
class/attack type comparisons, we can
see that the majority voted for strength
heroes despite the high amount of votes
for Phantom Lancer. Both Treant
Protector and Naix accumulated
enough votes to both reach second
place.
Compared to last year, we can note a
shift from intelligence heroes to agility
heroes. There appears to be no
difference in the rates at which melee
and ranged heroes were rated as
overpowered.

20%

40%

60%

80%

100%

Chart 5.6 Comparison between most imbalanced heroes and hero class.

Attack Type
Melee (M)
Range (R)

13
Favorites+
10/47
10/54

Chart 5.7 Comparison between most imbalanced heroes (too strong) and attack type

Class
Intelligence (N=287)
Agility (N=181)
Strength (N=564)

13 Votes+
6/33
3/24
3/24

LCD
48/264
33/264
33/264

Chart 5.6 Comparison between most imbalanced heroes and hero class.

Attack Type
Melee (M)
Range (R)

13
Favorites+
6/37
6/45

Chart 5.7 Comparison between most imbalanced heroes (too strong) and attack type
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The next thing we will look at is how Imbalance Ratings
compare across the top 10 heroes. From this we can see how
heavily imbalanced people really think they are.

KURONEKO

We will also compare these with last year’s results.

Hero

Votes

Phantom Lancer
Lifestealer
Treant Protector
Huskar
Batrider
IO (Wisp)
Nyx Assassin
Gyrocopter
Spirit Breaker
Troll Warlord

431
357
357
283
194
189
152
141
124
113

Standard
Deviation
31.76
23.27
18.77
19.3
11.55
8.8
9.74
7.9
7.71
8.34

Rating

How would you describe overpowered
heroes in Dota 2?

6.40
5.66
6.10
6.52
6.18
6.01
6.05
5.35
6.13
6.58

For a hero to be overpowered it would
be their ability to be strong regardless
of circumstance. These would be the
heroes that get first picked because they
are simply good anywhere and
everywhere. This would include aspects
such as: being able to lane anywhere;
fall back on a jungle; be good at all
stages of the game; etc.
I found it interesting how
''overpowered'' PL became with a simple
AGI growth buff of 2.8 per level to 4.2
per level. It definitely wasn't the +1.4
AGI per level that did it, but it WAS the
+1.4 AGI per level that got him noticed
in competitive DotA - and as always
comp trends --> pub trends --> QQ. I
guess the story of PL is that he's a prime
example of buff/nerf trends in the
psychology of DotA.

Chart 5.8 Comparison between imbalanced heroes and
imbalance ratings. (SN=3235)

The average imbalance rating compared to last years is 6.1
vs. 6.0, so most participants find imbalances to fall over the
midpoint of 5. The lowest standard deviation went to Spirit
Breaker compared to Nature’s Prophet last year.
Hero

Votes

Lycanthrope
Anti-Mage
Invoker
Chaos Knight
Rubick
Natures Prophet
Dark Seer
Ursa
Morphling
Brewmaster

420
72
61
57
56
49
46
39
23
23

Standard
Deviation
2.34
2.73
2.46
2.63
2.42
2.12
2.67
2.48
2.51
2.58

Rating
6.44
5.53
6.38
6.41
6.16
6.42
5.80
5.84
5.87
4.78

There are exploits/bugs in Dota 2 that
make some heroes (i.e. Slark)
overpowered based on mechanics.
Hopefully Valve can fix these
interactions, so heroes can be as strong
as they are intended to be.

Chart 5.8 Comparison between imbalanced heroes and
imbalance ratings. (SN=1054)

Summary

Conclusion

The analysis of the data has shown the following:
1.
2.
3.
4.

Understanding which heroes are considered the most
imbalanced is important when considering the findings from
The DotA Experiment 1. The players who were the most
dissatisfied with hero balanced were found to react the most
poorly to other players and have an overall dissatisfaction
with the game. Compared to last year, the results were fairly
balanced considering the large sample size.

There are more agility heroes considered
overpowered than those of other classes.
Phantom Lancer is one of the most imbalanced, and
most disliked heroes in the community.
There is no apparent difference between
‘overpowered’ votes between melee and ranged
heroes.
Spirit Breaker’s response has the lowest Standard
Deviation.

It is encouraging to note that every hero from The DotA
Experiment 1 that was rated as overpowered did not appear
on this list.

Future Studies
This study will be carried out again when Dota 2 is
completely out of beta.
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Part 5D
Imbalanced Rating
“Under-Powered”
The final questions concerning Dota 2 heroes asked participants to choose which hero they considered to be
the weakest hero, and then to rate the imbalance on a scale of 1-10.
When comparing The DotA Experiment 1’s results with this year’s, we found that 80% of the heroes
considered under-powered were not on this year’s list of top-10 underpowered heroes. As thoroughly
discussed in TDE 1, perceived hero imbalance can cause player dissatisfaction with Dota 2 and it’s player-base.
The hero rated the most imbalanced was Crystal Maiden, followed by Broodmother. When we studied trends
in hero class and attack type being linked to hero underpoweredness, we found that more agility heroes were
selected as underpowered compared to any other class. There were no major findings for attack type. Finally,
we found that Medusa was rated as the most imbalanced underpowered hero based upon her average
imbalance rating.
__________________________________________________________________________________________
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Part 5D
Hero Ratings
“Under-Powered”
Q50. If you could name one hero you consider too weak, who would it be?
Responses
Count
%
Percentage of total respondents
Alchemist
5
0.16%
Ancient Apparition
67
2.08%
Anti-Mage
Axe

7
55

0.22%
1.71%

Bane
Batrider
Beastmaster
Bloodseeker

4
3
8
178

0.12%
0.09%
0.25%
5.54%

Bounty Hunter
Brewmaster
Bristleback

5
6
36

0.16%
0.19%
1.12%

Broodmother

338

10.52%

Centaur Warrunner
Chaos Knight
Chen

2
1
17

0.06%
0.03%
0.53%

Clinkz

12

0.37%

Clockwerk
Crystal Maiden

5
461

0.16%
14.34%

Dark Seer
Dazzle

5
44

0.16%
1.37%

Death Prophet

25

0.78%

Disruptor

16

0.50%

Doom Bringer
Dragon Knight
Drow Ranger

6
5
13

0.19%
0.16%
0.40%

Earthshaker

24

0.75%

Elder Titan

54

1.68%

Enchantress
Enigma

8
19

0.25%
0.59%

Faceless Void
Gyrocopter
Huskar

4
4
9

0.12%
0.12%
0.28%

On the left are the choices given to
participants when they were asked to
select the hero they considered to be
the most underpowered.
Heroes are color-coded by class as so:
Strength: Red
Agility: Green
Intelligence: Blue
Heroes in bold fell above the
mean >32 and can be considered
underpowered based on this sample.
The top ten most underpowered
heroes are listed as follows:
1. Crystal Maiden
2. Broodmother
3. Bloodseeker
4. Medusa
5. Sniper
6. Morphling
7. Witch Doctor
8. Slardar
9. Mirana
10. Meepo
One thing we can notice instantly is
the large number of agility heroes.
This shows similarities with the
results in Part 5B when we analyzed
“Least Favorite” heroes.
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Invoker

70

2.18%

IO (Wisp)

16

0.50%

Jakiro
Juggernaut
Keeper of the Light
Kunkka
Leshrac
Lich

6
1
3
2
8
19

0.19%
0.03%
0.09%
0.06%
0.25%
0.59%

Lifestealer
Lina
Lion

0
4
12

0%
0.12%
0.37%

Lone Druid
Luna
Lycanthrope

2
0
62

0.06%
0%
1.93%

Magnus
Medusa

3
145

0.09%
4.51%

Meepo

74

2.30%

Mirana

79

2.46%

Morphling

142

4.42%

Naga Siren

21

0.65%

Nature's Prophet
Necrolyte

1
14

0.03%
0.44%

Night Stalker
Nyx Assassin
Ogre Magi

3
1
47

0.09%
0.03%
1.46%

Omniknight

39

1.21%

Outworld Destroyer
Phantom Assassin
Phantom Lancer

3
5
10

0.09%
0.16%
0.31%

Puck
Pudge
Pugna

1
2
38

0.03%
0.06%
1.18%

Queen of Pain
Razor

1
52

0.03%
1.62%

Riki

20

0.62%

Rubick
Sand King
Shadow Demon
Shadow Fiend

4
7
5
11

0.12%
0.22%
0.16%
0.34%

Shadow Shaman

36

1.12%

Silencer
Skeleton King

5
44

0.16%
1.37%

Skywrath Mage
Slardar

9
103

0.28%
3.20%

4

0.12%

Slark

The top 10 most underpowered
heroes from last year were:
1. Alchemist
2. Sniper
3. Clockwerk
4. Jakiro
5. Treant Protector
6. Silencer
7. Bloodseeker
8. Gyrocopter
9. Necrolyte
10. Zeus

Sniper and Bloodseeker were the only
heroes to return to this year’s list.
Crystal Maiden received the highest
amount of votes of all by a long-shot.
One outstanding feature of Crystal
Maiden is that she has the slowest
movement speed in the game at level
1, which may cause some frustration.
It’s encouraging to note that the
majority of last-year’s heroes do not
even qualify as under-powered
heroes.

102

Sniper

144

4.48%

Spectre

24

0.75%

Spirit Breaker

15

0.47%

Storm Spirit
Sven
Templar Assassin
Tidehunter

2
5
1
14

0.06%
0.16%
0.03%
0.44%

Timbersaw

33

1.03%

Tinker
Tiny
Treant Protector

1
1
40

0.03%
0.03%
1.24%

Troll Warlord
Tusk

11
42

0.34%
1.31%

Undying

15

0.47%

Ursa
Vengeful Spirit

7
24

0.22%
0.75%

Venomancer

37

1.15%

Viper

20

0.62%

Visage
Warlock
Weaver
Windrunner

8
2
7
10

0.25%
0.06%
0.22%
0.31%

Witch Doctor

108

3.36%

Zeus

63

1.96%

Total Responses

3214

The graphs below show that more
strength heroes were selected as
underpowered than other classes,
despite more participants selecting
agility heroes. The strength class had
the lowest number of total votes, but
the highest number of heroes
exceeding the underpowered
threshold. Crystal Maiden’s votes
account for over a third of intelligence
hero votes.
No significant difference was found
for attack types for underpowered
heroes.

20% 40%

60% 80%

100%

Class
Strength (N=686)
Agility (N=1379)
Intelligence (N=1149)

13 Votes+
10/30
9/33
8/37

LCD
4070/12210
3330/12210
2640/12210

% in class
33%
27%
22%

% of total hero pool
10%
09%
08%

Attack Type
Melee (M)
Range (R)

13 Favorites+
14/47
14/54

LCD
756/2538
658/2538

% in attack type
30%
26%

% of total hero pool

Chart 5.10 Comparison between most imbalanced heroes and hero class.

14%
14%

Chart 5.11 Comparison between most imbalanced heroes (too weak) and hero class.

Class
Strength (N=530)
Agility (N=220)
Intelligence (N=279)

13 Votes+
6/24
6/24
7/33

LCD
66/264
66/264
56/264

% in class
25%
25%
21%

% of total hero pool
07%
07%
08%

% in attack type
24%
22%

% of total hero pool

Chart 5.10 Comparison between most imbalanced heroes and hero class.

Attack Type
Melee (M)
Range (R)

13 Favorites+
9/37
10/45

LCD
405/1665
370/1665
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Chart 5.11 Comparison between most imbalanced heroes (too weak) and hero class.

10%
12%

Underneath is a graph displaying how highly participants
rated the imbalance of underpowered heroes. The graph also
shows the standard deviation for responses.
Hero

Votes

Crystal Maiden
Broodmother
Bloodseeker
Medusa
Sniper
Morphling
Witch Doctor
Slardar
Mirana
Meepo

461
338
178
146
144
143

108
103
80
74

Standard
Deviation
20.12
16.54
6.63
9.58
7.77
8.37
5.27
6.27
4.84
4.31

BIOLINK

Rating
5.38
5.47
5.35
5.85
5.03
5.46
4.86
5.09
4.95
5.28

How would you describe
underpowered heroes in Dota 2?
Their inability to impact a game in a
meaningful way, for example Crystal
Maiden being degraded to a "WARD
Bitch". Being overly specialized in
certain things can also be a problem
‘cuz the rest of their kit could be lack
luster. The lack of synergy with other
heroes. Many things contribute to a
hero being underpowered but it
really depends how they are played;
most heroes have items or abilities
that play to their weaknesses and
strengths.

Chart 5.12 Comparison between imbalanced heroes and imbalance
ratings. (SN=3214)

Medusa has the highest imbalance rating. The average
imbalance rating for underpowered heroes sits at 5.27. We
can see that average is a point below the average rating for
overpowered heroes by looking back at 5C,

Most heroes have a niche they fill,
and the truly great thing about DotA
is finding those niches and building a
team and comp that benefits the
heroes.

Below are the results of last year’s analysis:
Hero

Votes

Alchemist
Sniper
Jakiro
Treant Protector
Clockwerk
Silencer
Bloodseeker
Gyrocopter
Necrolyte
Zeus
Crystal Maiden
Phantom Lancer

376
68
48
41
41
49
38
39
28
26
24
24

Standard
Deviation
2.54
2.52
2.27
2.76
2.31
2.55
2.75
2.81
2.06
1.88
2.59
2.56

Rating

Underpowered isn’t really a good
word to describe most heroes - they
just have a smaller niche to fill - but
things change in DotA. A hero that is
"underpowered" now might be the
next big thing a month from now you never know...

6.17
5.68
5.15
5.33
5.32
5.16
5.64
4.81
4.64
5.58
4.92
5.25

Chart 5.12 Comparison between imbalanced heroes and imbalance
ratings. (SN=1029)

The average imbalance rating for last year sat at 5.3.

Conclusion
Understanding what heroes are imbalanced to the point of
significant imbalance is important for reasons discussed in
The DotA Experiment 1. Imbalance can lead to frustration
with the game and towards others. Using community
feedback is a great way to find out what heroes deserve
consideration for balance changes in upcoming patches, with
the competitive scene in mind. It was great to see that 80% of
the heroes from last year’s top-10 did not make it onto this
year’s list.

Summary
1.
2.
3.
4.

Attack type (range vs. melee) seems to have no
effect on the perception of an underpowered hero.
Most heroes considered underpowered last year do
not appear on the list this year.
Crystal Maiden is considered the most
underpowered hero in Dota 2 by the sample.
70% of the top 10 most underpowered and disliked
heroes were from the agility class.

Future Studies
This study will be run again when Dota 2 is completely out
of beta.
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Conclusion

DotA Experiment
The findings in this book were strikingly similar to those
from last year, which we found by comparing old and new
data. However, many changes have happened since last year,
and continued research would only help us understand more
about the Dota 2 community’s progression out of beta.

We found improvements in community behavior when
considering trust. Last year, there was a major spread
between the self vs. other ratings that the sample provided in
a number of attributes. These attributes included skill,
friendliness, and engagement in disrespectful behavior. This
year, that spread in the self vs. other ratings tightened,
showing that the community is slowly starting to become
more collaborative and less destructive.

Since last year, some changes have been made to the game
which may have impacted the results in this book. The major
changes include the addition of the chat-ban system, the chat
wheel, social improvements to the Steam platform, Twitch.tv
integration, hero guide submission, the team and guild
systems, and improvements to the Dota 2 profile and replay
systems. Looking back on the past year, since The
International 2, the sheer number of changes that have taken
place is truly incredible. As a matter of fact, seasonal events
for Dota 2 (i.e. Diretide and Frostivus) hadn’t even taken
place when The DotA Experiment 1 was administered.

Collaboration is the next big word that should be stressed
throughout this study. When discussing social media and ingame communication, collaboration is one of the most
beautiful subjects in Dota 2, and is one of the reasons that the
game is so unique. Today, the community collaborates more
than ever, both through artistic means and in-game. We
studied how social media plays into this and how community
members are borrowing each other’s talents to build
creations beyond anything that someone could do alone.

It’s easy to look past the community changes over the past
year, which is why the conclusion of The DotA Experiment 2
is being dedicated to the game’s development in coordination
with the results from this study. The size, strength, and
passion of the Dota 2 community should not be doubted, and
the talents of its members surface daily with the arrival of
every new piece of social media.

Service is another big point to make. Valve has provided
some excellent tools to the community and it is up to us to
decide how we use them. Consider Source Film-Maker, and
how users can create fully-monetizable videos that they can
share with the entire community. The Steam Workshop has
allowed users to collaborate with item designers to build
their own items to sell in-game. These are just two examples
of tools given to the community to create. Tournament tickets
can also be sold to allow viewers to watch ones tournament
through Dota TV.

To make a great game it takes great developers and a great
community. It is no longer the time to hurt one another, push
new players away, or shame others for not bowing to
popular opinion.

One of the most amazing things about DotA is how the
community influences the game’s development. Consider
hero balancing, and how community consensus on certain
mechanical issues triggers a response from the development
team. Such was the case with the recent balance of certain
Dota 2 heroes. There is also an intense focus on the
competitive scene when it comes to balancing as well, which
should not be ifnored.

I guess the entire point of this project is to bring community
awareness to what this game is all about: passion. This crazy
genre that is ARTS, MOBA, or whatever one might classify it
as all started with one game: DotA. Everyone who took part
in this study witnessed the growth and evolution of DotA in
one way or another into what it is today.
The DotA Experiment 2 yielded numerous findings that
suggest we are now faced with a community of new players
beyond anything the community has seen before, and that
the playerbase is growing at a staggering rate.
Communication and organization are as important as ever,
and most of the sample seem satisfied with the current state
of communication in-game. However, we are still faced with
a lingering problem which is trust.

Findings within this book showed that users are no longer as
impacted by criticism as they used to be, are more likely to
accept advice from other players, and are more likely to
provide criticism of their own. No matter where you are
from, it’s important to understand the difference between
positive and negative communication. Those who experience
the best sort of online communication are typically the most
satisfied, and gather the most trust in the community.
Communication, collaboration, willpower and trust are some
of the biggest elements that define Dota 2 experience.
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Survey Title: The DotA Experiment 2 [OFFICIAL]
Report Type: Statistical Report
Language: All
Start Date: 22-Jun-13
End Date: 26-Jun-22
Invitations Sent: 0
Delivered: 0
Bounced: 0
Completed Responses: 3,413
Unique Access Response Rate: 0.00%
Incomplete Responses: 74
Incomplete responses included in this report: 74

Sum

Mean

Median

Mode

Min

Max

Std.Dev

N

Q4(a). I have played DotA/Dota 2
for approximately how many...:
Years

10,885.00

3.27

2.00

1.00

0

11.00

2.93

3330

Q4(b). I have played DotA/Dota 2
for approximately how many...:
Months

11,480.00

3.98

4.00

0

0

11.00

3.22

2884

Q14. Do you agree that you often
visit this community?

0

0

0

N/A

0

0

N/A

3283

Q15. Do you post your
comments AUTOTEXT " Simple
Text Box" ...

0

0

0

N/A

0

0

N/A

3326

Q19. Do you ever buy Dota 2
cosmetics or merchandise?

0

0

0

N/A

0

0

N/A

3402

Q23. Are you satisfied with the
Steam platform?

0

0

0

N/A

0

0

N/A

3418

7,668.00

2.50

2.00

2.00

1.00

4.00

0.99

3073

Q27. How would you rate the
average friendliness of other
players?

17,608.00

5.16

5.00

5.00

1.00

10.00

1.63

3413

Q28. How would you rate your
friendliness to other players?

23,726.00

6.95

7.00

7.00

1.00

10.00

1.76

3413

Q29. As a player, how would you
rate yourself compared to others
in te...

22,755.00

6.65

7.00

7.00

1.00

10.00

1.66

3423

Q25. If so, how many friends are
usually in your party?
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Q30. On average, how would you
rate the skill of a random teammate?

17,963.00

5.24

5.00

5.00

1.00

10.00

1.50

3430

Q31. On average, how would you
rate the communication between
team-mat...

14,648.00

4.31

4.00

4.00

1.00

10.00

1.95

3402

Q32. On average, how often do
you experience (trolling, flaming,
griefing, r...

19,498.00

5.71

6.00

7.00

1.00

10.00

2.62

3413

Q33. On average, how often do
you engage in (trolling, flaming,
griefi...

9,590.00

2.81

2.00

1.00

1.00

10.00

2.17

3413

Q35. How satisfied are you with
the Chat Ban System?

11,696.00

3.41

4.00

3.00 , 4.00

1.00

5.00

1.18

3425

6,078.00

1.80

1.00

1.00

1.00

5.00

1.15

3378

Q38. Team composition (hero
picks) is an important factor in a
game of Dota 2.

30,574.00

8.98

10.00

10.00

1.00

10.00

1.50

3403

Q39. Pre-Defined hero roles are
important in Dota 2.

21,428.00

6.31

7.00

7.00

1.00

10.00

2.58

3396

Q43. On average, how often does
someone ward on your team in a
game of...

21,237.00

6.23

6.00

7.00

1.00

10.00

2.52

3408

Q44. On average, how often do
you ward for your team in a game
of Dota...

24,847.00

7.29

8.00

10.00

1.00

10.00

2.45

3408

Q47. How satisfied are you with
the over-all balance of Dota 2
heroes?

27,634.00

8.20

8.00

8.00

1.00

10.00

1.52

3370

Q49. How would you rate the
severity of this heroes imbalance?

19,392.00

5.98

7.00

7.00

1.00

10.00

2.40

3244

Q51. How would you rate the
severity of this heroes imbalance?

16,339.00

5.10

5.00

7.00

1.00

10.00

2.35

3205

Q54. When the enemy gets ‘First
Blood’, I usually feel less
determined...

12,068.00

3.55

3.00

1.00

1.00

10.00

2.33

3396

Q55. Getting killed by an enemy
hero usually motivates me to get
them ...

19,460.00

5.72

6.00

5.00

1.00

10.00

2.55

3401

Q56. Losing a game of Dota 2
impacts my urge to play again.

19,114.00

5.64

6.00

7.00

1.00

10.00

2.63

3392

Q57. Being part of an organized
team usually makes me play
better.

27,816.00

8.22

9.00

10.00

1.00

10.00

2.08

3384

Q58. I prefer to lane with a partner
when I play.

22,531.00

6.65

7.00

10.00

1.00

10.00

2.75

3386

Q37. To what extent has the chat
ban system affected your
behavior in game?
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Q59. I do not mind 'Kill Steals'
when it is done by our teams
carry.

30,944.00

9.11

10.00

10.00

1.00

10.00

1.68

3397

Q60. I usually stick to a strategy
that works rather than change my
pl...

16,643.00

4.91

5.00

5.00

1.00

10.00

2.40

3387

Q61. When an ally exclaims ‘GG’
at the beginning of a game, I
usually feel l...

15,829.00

4.67

5.00

1.00

1.00

10.00

2.93

3388

Q62. When I ping to defend a
tower, my allies are usually
responsive and help...

15,031.00

4.45

4.00

4.00

1.00

10.00

2.06

3374

Q63. I usually blame myself for a
loss and look back on my
mistakes.

19,777.00

5.84

6.00

5.00

1.00

10.00

2.18

3387

Q64. Winning or losing a game
has a strong impact on my mood.

20,447.00

6.05

6.00

7.00

1.00

10.00

2.61

3381

Q65. My enemies words strongly
influence my behavior in game.

12,344.00

3.65

3.00

1.00

1.00

10.00

2.56

3381

Q66. ‘Kill Steals’ bother me and
reduce my relationship with an
ally.

9,192.00

2.71

2.00

1.00

1.00

10.00

2.12

3386

Q67. My team members are
usually responsible for a lost
game.

18,229.00

5.40

5.00

5.00

1.00

10.00

2.13

3376

Q68. Winning a game of Dota 2
usually makes me play better
after.

19,948.00

5.89

6.00

5.00

1.00

10.00

2.31

3385

Q69. If an ally does not
acknowledge me when I try to
communicate with them,...

20,091.00

5.96

6.00

7.00

1.00

10.00

2.52

3372

Q70. If an ally/enemy is being
abusive, I will report them.

28,603.00

8.45

10.00

10.00

1.00

10.00

2.18

3383

Q71. I usually play Dota 2 better
when I have had plenty of sleep.

22,151.00

6.56

7.00

5.00

1.00

10.00

2.56

3379

Q72. Defending and counterpushing are more important in
Dota 2 than g...

15,386.00

4.57

5.00

5.00

1.00

10.00

1.93

3370

Q73. The best defense is a great
offense.

20,559.00

6.08

6.00

5.00

1.00

10.00

2.18

3384

Q74. I will usually let an ally know
the mistakes they’ve made.

19,069.00

5.66

6.00

7.00

1.00

10.00

2.44

3371

Q75. My ally’s words strongly
influence my behavior in game.

17,165.00

5.08

5.00

5.00

1.00

10.00

2.36

3377

Q76. I don't like it when an ally
tells me about my mistakes.

13,464.00

4.00

4.00

3.00

1.00

10.00

2.28

3365

Q77. I usually congratulate my
enemies when they do something

23,116.00

6.85

7.00

10.00

1.00

10.00

2.61

3374

108

well, or play ...
Q78. When an ally leaves the
game I will pause it as soon as
possible.

25,889.00

7.69

8.00

10.00

1.00

10.00

2.39

3366

Q79. When an ally or I get ‘First
Blood’, I usually feel more
determined.

24,128.00

7.17

7.00

7.00

1.00

10.00

2.22

3366

Q80. My mood is very important in
determining how I play.

22,193.00

6.60

7.00

10.00

1.00

10.00

2.53

3364

Q81. I do not like it when allies tell
me what to do.

15,455.00

4.59

4.00

5.00

1.00

10.00

2.39

3366

Q82. If I do not know my allies
then I usually play more
independently.

22,520.00

6.68

7.00

7.00

1.00

10.00

2.33

3373

Q83. If an ally/enemy is being
abusive, I will mute them.

23,217.00

6.88

8.00

10.00

1.00

10.00

3.19

3374

Q84. When an ally spends time
farming rather than helping the
team, I ...

19,582.00

5.81

6.00

5.00

1.00

10.00

2.38

3372

Q85. If the game is safe to leave
then I will leave as well.

19,133.00

5.69

5.00

5.00

1.00

10.00

2.78

3363

Q86. My play-style is unique and
ever-changing.

18,655.00

5.55

5.00

5.00

1.00

10.00

2.26

3364

Q87. I usually congratulate my
allies when they do something
well.

27,311.00

8.12

8.00

10.00

1.00

10.00

1.93

3365

Q88. Knowing that my enemies
are an organized team usually
makes me play worse.

13,639.00

4.06

4.00

1.00

1.00

10.00

2.52

3362

Q89. Taunting my enemies makes
them play worse. note: on the
next page, p...

13,129.00

3.90

4.00

5.00

1.00

10.00

2.36

3363

Figure 164 Tidehunter by weebasaurus
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Haalus
Hacker—x
haifroscH
Halcyon
Half-Light
Hammy
hansboon
Hantsuki
HappyFuneral
HappyVlane
Harvey Dent
Hav0k_
Havets Bergwolf
Haxxer
Haxxernaut
Hazu
healmeX
Helium
Henning Robertz
Henry
HeroN
Herpes Hank the Nerd Slayer
Hester Shaw
Hewed

Hex
Heysunk
hi
higuizeimheaton
Higus.Raptor
HiJ.Shuroku
hinson
Hippo bot
Hitlet was right
Hobblegobber
HODOR
Hokus
Holcane
HornalonTerebiento
Horse
Hoshii
HotDomorato
HotPockets
house
H-Rattes
Hrixenz
HUGO
humble servant of Saint Regina
Hundred2
Hunter
Huora Machuora
Hyprul
hyst
I SAID NO DAMNIT :(
I.C.U
Ibblebibble
iboscher
Ice.Toad
icecreamsnow
IceFrog
IceFrog
Icewater
IceX
Ichi
Ichimaru Gin
IchyDog
Idot
iDrugs
Iggy
Ignis
ilikemilkshake
I'll press every button
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Illusionist Barbossa
Ilya
Im bringing Bristleback
imBANO
Imerg
iMorgen
incestisnotajoke
Incze
inSanity
IntoTheRain
Invis
Invochu
Invokaaaaar
InwardCheese
IrishBandit
irri
isandri
isanh
Ishka
iStealthshot
IthiQQ
Ituh
iTZAvishay
Ixmike88
J
jachinopi
Jack
Jacko 'HornDawg' PriceMaxwell
Jaeshin
Jakob
Jalkion
jan uhrhammer
Jane Jannet
Jared
Jason
Jason J Grenia
Jasper
Jazzy Josh
jebzig
JeffGoldblum
Jeffrey JROCK Zhu
Jekrillic the Shiv
Jennifer Feng
Jesus
Jesus
JesusPenis

jeza
Ji-der
jigsaw9471
Jim
Jimy
JinhDuJun
Jizzler
JJabrams
JLou
JLPTRAN
Joe Alligheri
Joe Hines
Joey Duran
JoffreysFirstBoner
Joha
John Resendez
Johnbot300
joinDOTA|Silent Chill
jokingshadow
JOKKAE
jomanlk
Jonny
Jono M.
Jose Mano a Pecho
Joseph The Swag Master
Joshmaaaaaaan
JossDaleet
Jotan
Joy
Jublex
Judgmental
Julian B.
juMp3r
Justin King
Justin Murphy
Jwz_ST
jykk
JynSlayer
K1rAka
Kai "Fexzz" Müller
Kaishi
KaizoKu *3 RZ
Kalbrick
Kali bot
kaljtgg
Kami

Kanhsir
KaosZ
Kappa
Kappa
Kappa
Kappa Lord
Kappa_Nova
Kastoli
katphisH
KawaiiMorning
kayfour
KAZ
kb24alex
Keemerah
Kelvin
Kenolion
Keo Me Den
kewl.
Kickey Mouse Was Here
KillaStorm1000
Killer tomato
kilotaras
Kimphoe
KingKappa
Kingo-Miani
Kintor
Kiris
kisspepet
kkk
Knillas
koca
Konig
Koopa
kowi
Kowz
kpaxlol
kpn
kreses
Kreuzritter
Kreygasm
Kriilla
kriwaSS
Kryotik
Kshmr
Kung Fu Kai
kuntdestroyer
kupon3ss
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KuroNeko
kyleky
l104693
Lady Rainicorn
Lady Siara
LAN
lancer cancer
Laurentiu-Petrisor
Lava Jet Rhino
Lavajackal
Le Excited Redditor
Le Reddit Army
LemonIcedTea
Lemonlicker
Lemons
LeoDuhLiiun
Lesbian Seagull
Lethal Genius
Lewis Stewart
lexess
Lexo
lhmoh1
Liam
Liam Kelly
Lieutenant Obvious
LILAC
Limitless
lincoln3
Linus Lundström
litoslice
Lizard
lksaar
loccachua
Locke
Lockeid
LoL_Failz
lolbot
Loller10
longshaft
LongtimeRYAN
Loose_Kannon
Lord Balls
Lord HighLander
Lord Smeags
Lord Wesley
LordSk
LOS.Snake Eyes

LosSant0s
LostPrime
Louie Bot
Lovely
LoveYaAll
Luc(k)
Lucas Alves
Luke Skywalker
Luminou
Luscious Tim
Lynxvarn
Lyra
Lyrinx
M0LDY BR0WNIE
m33m33m33m33m33p0
MAB
mad stork
Maff
Magesunite
MAGIC SUX
Magicdick
magicmagininja
MagneT
MagnusT
maGo
Majache
mak1rby
Malachiasz
Mangutas
Manwhale
mapperofallmaps
Maragil
Marcel F. M. P. Cardim
Marcin
MaReN
Marius
Mark McGivern
Martin Tran
Marvel2002
Marvin
Marz2292
MathAddict
Matheus Meloni
Matt G.
Mattx2
Max
Maxwell

Mayor of Titty City
McZika
Me
me nigga
Meepo1
MeepoBestHero
megakillerfin420666
Meik
mejdelicious
Mensoncoon
Meowr
Meowy
mercplus
Merry
MesserCuddlini
METALFLOW
MetalMercury
Method
Mezenga
Michael Iafrate
Michael Poon
Michiel412
MicmddmH
Mike Li
mike-all
Mimyx
MintBerry Crunch
Mio
Miracle
Mischief_16
Mishutka
Mister Wister the sister fiste
mitch_p
Mity
MnihPL
MoiZzZ
Moko
Mole
Mole Station
Money most likely :D
Monstrous
Monty
Mooash
MoonPhoenix
MOONSfan
Morghulis
MoxX
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Mozerman
Mozez
MPISH
Mr Penis
Mr.Chew
Mr.E.Shay
Mr_kzimir
MrDucky
MrFeisty
MrRakky
MU
Mu7trak
Muerto
Muffins
Muhammad
Muhammad Faiz
Munck
Muneeb Syed
murder
Murkler
MurkyMerk
Murloc Jonny
Murray
music is dope!
MyGoDth
MysPer
NoD
N/A
N/A
n[O.o]b
N0x3u5
Nach0s
Nacho Colla
nad
Nadril
Naelnathae
Naezwood
NaFun
naitsab
Nami
Nanderson
Nangz
Na'Pe Goku
Nastrond
Natalie
Navil
NBS.Excalibur

NdumN
Necko
Neegers
Nekrosis
Nemo *3
Neon
Neralm
Newflesh
Newsham
NextLevelNick
neykid
Nibram
Nick Crary
nico rift
niggerjew
nina
Ninja_Blue
Nipping
nisao
NiShu
Nitte
Nix
nixX3n - Ur.Weak.Minded
njuub
NLGSeries
NMFF
No
No more russians pls
no needed
NOOB
nooberific
Nope
NorthPaw
Noskill
NOTBLOOD
Note_in
noulss
NOVUS
noxn
ntebis
Nubtrain
Nuff
NVRWasabi
Nyk
Nyx
nz
OBOX

Obsidianator
Occidental
OCULUS
Odilhao
Offlaner
OG
Ohliuf
ok
Okoo
old school motha fucka
Oldtortise
Olly the kool cat
olmer-_Omagma
Omerta
Omerta
omgzum
Onat''TheSilentMan''Veziroglu
Onyx Templar
OOLockOn
orangecrsh
Orangei
OrangePH
Orbit
Orguzz
Orz.Frog
Overspleen
P Given
Padam
Paiz
Palpatine (Ypertatos)
pandasaurusrex
Panzullo
pAPITAParallelReality
Paranoia
Participant
participant
PbZep
Peace
Peadar Ó Duinnín
Pedophilic_SpaceCow
Pencilburner
PerCo
petama
Peter Fletcher
PeterK
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Petzergling
pg.
Pheck
PHIIILLL
phoen
pHow
Phshy
Physiks
Pibsktmpball
Pices
Pickles
PieceMaker42
Pike`
Pimpek
Pinkie Cake
Pixel
pizzaman
pkb
PlainInsane
plays with squirrels
Pojo
Pooh_the_bear
poop
Poopaloo
Poopfeast420
poopfeast420
Pootispencerhair
Popdawg
Prada
Pro
Professional player
Professor Godot
profheadshot
Project_Swift
Projectile Herpes! ºoO
Prosafe
Przepiorka, Marcus
pucci
puddsy puffs
Purge
Pushing GG
Puuchuking #THEKING
Qgelfisch
QiSeen
qkie
qsr.exe
qtpinom&cropp

Quack
R.A.W.K.
r@ghs
R4claw
Rabbey
racast5
rafadutra2313
RAGMASTER
Raidhyn
Raikan
Raksete
Ramey
Randeemuss
Ranfel
ranter
Ratz
Rawr
RayGun
Raymond Psy
RayneSnow
raztvi
RE7SOAK
Red
Reddit delenda est
reddit is for faggots
Redline
refD
Remz
Rendezvous
Renusek
Reptiliansteve
retrix
Rexan
Rhao
rhophiehalul78
RiceIsNice
RichieD
Richy Skirata
Rigel
Rigros
Rikdyou
Ripper
RisingH
Rob "rabbs" Phillips
Robin
Robot//Locke.
Roegnvaldr

Rokco
Romdeau4
ropesnake
Roselion
Roshan's Badonkadonk
Roshy
RoVA
rrrt
RUCKY
Rudii
runawaychicken
ryceg
ryColaa
S-135
Sabotage
SAC
SaintAndSoldier
Salem #TenaSucks
samanoske11
Samaritan Samuel
Samwalton9
SASAY LALKA
Savik
SawadaT
Scalarmotion
ScarFace
Schwierig
Scoo
Scrub Pocket
Sebastian Lubbers
seekey
Semor Butts
sempavieh
Senator Clay Davis
Sephirothiel
Sergu
Serian
Sertheng
seth
Sexy super kiskin
Sexy.Rynoni
sexyboi69
Sgt.Waffles
Sh1nigami
Shadow
Shadow Broker
Shadow Daman
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ShadowDash
ShadowThanatos
Shadowz
Shaleblade
Shankinator
Shaoe
shark
Sharp
Shatro
Shawn Patterson
sheng-ji yang
Sherb
shikamarugr
Shimpanz
ShinyMagikarp
Shiraz
shopkeeper56
ShortKidd
Shoto
shoutouttoDOTAUNSW
ShoXz
Shrike
shsteine
sickcunt4lyf
Sidion
Siebenbürgen
Sigh
Sighma
Silian
Simion
Simon''
Sinew
Sir Louis
SiRS.joeytman
Sitech
sk1nner
SkarZero
skeen9
Skim
Skippy!
skjalg
skr
SKX31
SlashLes
Sleepy
SlothDaFritzel
Slothman

Sluncer
Sly
sma11B4NG!!
smeesh
Smise
Sn0
Snahka
Snemeis
snipepe
Sni-Pin
Snizdle
Snoglobe
Snorlon
SNP
SnX
SogO
Sokaza
Soldy
Some Guy
Some Internet Guy
Sonson619
sophie_tan
SoupSoldier
Space
SpacemanSpiff
SpaghEddie
spawn
Spectral
SPECTREISMYWAIFU
Spei C. Wie Ner
Sphexing
Spontaneous
SpontaneouslyWinning
spoo
SpotLight
spud
Sputnikz
Spyker
Spyro
sQuare
Squid
Squirtward
Srab
SSF2
Stahlpest
Stan "Alaska" Jenkins
standin.RappelKuck

StanleyL
StaZ
StephanieKey
Stephen Sharp
sterGu
Steven MIlko
StillAlive
stirfryboy
stn
StrayWolf
Stulin
Stumbler
suggipuss
suggipuss
Suitcase
Summit
Sunny
superfreexa
Suq Madiq
sushicat
SwAgKiNg
Sweetie_Bell_Dota
swolldota
Sy
Syenz
sync
Syntic
Syranel
Szar
szkorbut
T0me
T2C
Tabemono
Tahmid
Tataluga
Taz
tch
TCom
TCRabelo
TDNOC
Ted Sheckler
teddybjörnen fredriksson
TehFlash
tehh4ck3r
Tehokosong
Temper Grace
Teque5
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tetranoir
Teunos
TGW
Thamoo
That1guyjosh
ThatguyNick
The Composer
The Cure
The Economist
The Eleatic Stranger - Roark
The Hobo
The Time Police
Thec
TheCustomer
TheFragleader
TheFriendlySquid
TheGostKing
TheIncredibleMr.Satan
TheMilkyWay
TheMotherFucker
THEOVEN
Thescissors
TheWanderingBard
Thiago Przepiorka
Thief
Thighbro
ThisIsCrayCray
Throne
Thulhu
Tiago Dias
TIFS
Tim D.
Tim the Enchanter
Timedruid
Timothy
TittenTimo
tknqq
TMM
Tobias R.
Toffee
Tom O'Bedlam
Tom_Bombadill
Tomabear
Tomas K
Tomato Juice
TommySprat
TONKY

Tonyloco
TopHatCat
torus
Trantasaurus
trator
tres
trident
TriK
Trixie
Tropciana
Trysaeder
Tsiab
Tudou
Turbulence
Tursup
Turts
Tusy
Tuttifrutti boya
tututtu
Tw
Twatpants
TwatScratcher322
TwelveAngryLolis
Two Ton Twenty One
Typical Russian Student
ubercrazy
UlfRacoon
Ultimatum
ummjoshy
Unsere Rettung
Unspeakable Congo Secrets
Urist McSkeleton
urthsin
uShi
Ustasa
Vaikiss
Valygar
Vamp
vaN-art
vandu
Vann
Vasinbrat
veloci
Vendetas
VendettaTM
vengeance.
Vengenz

Veridis Quo.
Verten
Vig
vilc
Vince Noir
Virusnzz
Vita
vix
Vladimir Putin
Vo
VOLVO PLS
vorram
Vortex
Vrax
Vroksnak
vTactical
Vu Bot
Vyajr
Vydro
Wabbachlen
waffleshark
Wallaby
Wally Krasiy
wanka
wardmobile
warya
WatermelonBear
wawa
WayTooHorny~
weiner
Weird Wizard
Weis
Wezagred
WFP best team EU
whatz
Whiskey
whiskin
WhyWouldYouCreditMe?
WildDuck
WiliamTheBloody
William
Windows 95
Wing Zero
Wisdom Seeker
Wisp
Wizzle
Wolfy
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wrathofanima
Wumbo
WWWWWWWW
Wyk
X2 Dunk
Xanthon
xbops
xBorsti
xeroxthemachine
xio
Xiphoide
xKore
xnn
Xorglord
xpforever
xtaino
xXx.B@TSK8ER.xXx
Yanir The Amazing
yargdpirate
Yasher
YAY YAY USA
Yellap Nave
yes
Yodza
Yolo Swaggins
Yolo$wag
yoloswag
YOMYOM
Yoong *3
Yoshi
YoTengoUnLCD
youe mom
youngin
your love
your mom
YourFace
Ysa
Yttrium
YuNaki
YvB
Z
zacerybinks
Zach
Zafire
zajac
Zakharov Sawyer
Zala

Zallar
Zanqeon
Zansa
Zaqs
Zartex
Zathlas
ze_muffinman
Zebes
ZenonTheStonig
Zera
Zet Dota
zetler
zGrozemaG
zhkR
Ziers
Ziggitz
Zlojeb
Zodiakus
Zoila
Zomil
ZOMOK KUA SIMILAN?
Zotmaster
zukkuz
Zurgix
Zuul

Zye!
Zyngi
Кујац

Purge
ResQ
Revolu7ion
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SUNSfan

APimpNamedSlickback

TheBloodseeker

BioLink
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Chairraider
CyborgMatt
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Dauch.bot
DDOS

Special Thanks to all creators out
there whose artwork was featured in
this book:

Denki
Doomsheep

Artgerm

DPM

BigGreenPepper

FlameToad

Kunkka

IceFrog

therealthorns
TrungTH
VALVE
ver1sa &
Envytheone

Infi
Kunkka
KuroNeko

weebasaurus
Wyk

Lord_Shinjo
MindFaq
Nokua
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