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Introduction

DotA EXxperin

Welcome to the second edition of The DotA Experiment. This The idea for The DotA Experiment is to bring the entire

community-driven study began in the Summer of 2012 to community together to understand the good, the bad, and the
analyze the behavior of the Dota 2 gargicommunity. The ugly of community trends. 1120
DotA Experiment 1 was a 25@age prototype for this project DotA Experiment Community Questionnaire was only

and revealed numerous implications that we will revisit in distributed in Emlish, so many of the findings may only hold

this edition. true for the Englishspeaking audience. In the future, we

hope to be able to run the questionnaire in multiple
Letds begin with a discussi onlamumgeshat The Dot A Experi ment

and the current stcalstyea,Dotd/al vebs Dota 2. Sin

2 has grown from having consistent consecutive player What makes Dota 2 so interesting, and worthy of academic

numbers of almost 50,000 players to a whopping 150,000. scrutiny, are the situations tit players are in during the

Consistent with that threefold increase in player numbers, game, and the audience that i

when The DotA Experiment Community Questionnaire was international - players from all around the world competing

released this gar we received almost three times the number ina45>mi nute game that they | ove

of responses as last year (1,200 vs 3,400)e total Dota 2, emotional consequences for victory and defaad

community comprises of over 2,100,000 unique playe#s. the chance from people of different cultures to communicate

special thankyou goes out to everyone that took part. together and strive towards a common goal. Yes, Dota 2 is a
game, ther eds-bnuot dotudbsporatiiags ot haan

The DotA Experiment Community Questionnaire comprised requires a high amount of investment from playetske last

88 questions this year that asked for a response to a number year, we are going to visit some common community

of different scenarios. concerns, asking questions like:

The DotA Experiment 1 captured a lot of data about the Dota l.oHow does the community inter

2 closedbeta community. The DotA Experiment 2 captsre 2. 0How does the community interainsidet he game ? 6

data about the larger, opebeta community. Today, Dota 2 3. 0How might aggression be causedina me ? 6

is officially out of beta. 4. 6How do teams wik together cespite communication
barriers?6

It goes without saying that this book is a collaborative effort. 5 . What sort of mechanics in the game would players like to

Unlike last year, the book now has an editor and an artistic see change?6

director who have both contributed a lobtits 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, hee 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 -LoStENT
dataalone is also included in this book. Craswalysis

allowed us to build sutsamples 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 corise than the lat.
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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,
want to examine some statistics about the sample used throughout the rest of this journal. Just as we did last
are going to begirby 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 Exper
Community Questionnaire was only distributea English. Dota 2 has a huge international audience, so a great 0
of caution must be taken in generalizing our findings based on our Engdisdaking sample to the wider
international Dota 2 community. In this article, we found that 97% of our samglentifies as male, with a 1.6%
increase from last year in the proportion of respondents who identified themselves as female. We will also finc
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 21oj@anale.
Participants from five countries took up over 50% of the total data pool.

¢



First we will look at how many returning participants we
have fran The DotA Experiment 1.

82.67%

Figure 1: Retained participants: 17% (yes) 83% (no)

We will now look at the gender of our sample:

2.60%

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

Compared to lasyear we have a 1.50% increase in our
female portion of the total sample. The next thing we will do
is look at whee our sample is from. The topdeas are listed
as follows:

1. United States of America (n=7823.21%)
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.

What areyour thoughts onDota2 and its
community exiting beta?

The beta phase has been exceptionally product
and there is now enough content in the game fqg
it to be presented to the masses. Dota will fore
be growing in terms of quality and this might be
the perfect time to allow newcomers and an opé
audience to try out the game and provide their
crucial feedbackThe 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.

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

| want Dota 2 to become a game that wraps itse
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 | want the gamg
to be able to credit and extend support for the
same. This will led to a clean state of symbiosi
which will eventually help the game flourish ang
the user alongsideAlwayscarry a TP!




Afghanistan {0757 A new question introduced asked participants to identify

A oenina 003 their age.
Azerbaija_n
Baggiﬁgsﬁ oo Q3.lam ___ years old:
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Kazakhsta_n-
o 24 192 6.17% [
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ety o
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ongot 1 28 37 119% ||
MNamibia 1 0.04%
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Para%ueartlr 0-93.'“_’ 31 14 045% “
i e 32 6 0.19% ||
Portugal{ 9-35%
Qater B98% 33 7 0.22% “
34 2 0.06% [
35 2 0.06%
36 and
0,
P 8 026% |
o Total 114
Thailand{0.06% Responses

Trinidad and Tobago{9.03%
Turkey{ O.44%

Uganda - 0.03%
Ukraine
United Kingdom 4
United States of America
Uruguay {2 15%
Uzbekistan 4
enezuela 0.08% — =

Vietnamq _ 0.41%

Figure 4 Total Sample Responseto Q2 A from TDEQ:
years ol do

L Our average participant is 21
remember that this study was run through social networks
Figure 3 Total Sample Response to Q2B from TDEQ: "l am and not Stean number of paticipants chose not to

from " respond.



Summary

1. Our averag participant isa 21 y/o male.

2. USA, Germany, Australia, United Kingdom, and Canada
cover 50% of our sample. (primdy English Speaking
countries)

3The majority of our
DotA Experiment 1.

Future Studies:
This study will be run agaimnce Dota 2 is entirely out of
beta.

sampl e hadndt

Conclusion:

This year we have a slightly larger femadertion of our
sample andparticipants from a variety of countries across
the globe. We also found #t our average participant was
about 21-yearsold.

participated in The

Figure 5 Sven by Wyk



Part 1B
Server Interaction

This short article is going to review which servers are the most popular with our sample. We are also goi
consider the effects of having more server options to choose &atcompared to 7 last year.

We find that the majorityof the sample uses Europe West servers, which serve as a hub for most other st
Looking back at The DotA Experiment 1, we found that the Europe server had majortcafaswith all
other servers.

We also find that a dismal <6% of our sample u§€#snese, South American, and African servers combined
Considering The Dot A Experiment Community Ques
that we did not reach those areas of the globe.

AR



First, we are goingo look at which servers our sample pla
on compared to last year. Users could select more than o
answer.

US .V\IESI_

US East 36.90%

Europe East 23.37%

Russia :|4‘51%

South East Asia

China

South America

Australia 10.34%

South Africa§0.97%

10 20 30 a0 50 60 70 80 a0 100

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

US West: (956, 28.18%)

US Eas{(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 selectéts West, US East, and
Europe East. 10% of the splm also selected Australili.we
compare this to the chart on the right, we can see two thi
1) Four more server options have been added over the pa
year; and 2) Our sample still primarily uses Eur@pe
servers.

Here are the statistics from last year regarding the same
guestion:

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%)

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,
American, and South African servers.

dAUCH.bOT

As someone whbas struggled with the
genres difficulty curve, what has your
experience been with games like Dota 2?

| have given most of the front runners a fai
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 fo
the many hours I've devoted to bashing
creeps and getting owned. | mean sure, thg
original mod was limited by the engine it
was working in, so when the clones started
creeping up it was disheartening to see tha
they'd stuck withthe samedesign choice. Of
course several have worked remedies for t
issue into their systems, but even then the
still lacking in one way or another.

My biggest issues thus farould probably be
a mixture of finding a hero that I click with
and finding a group of friends | can work
well with. As much fun as running around
with a bunch of randomplayersis, | always
find myself feeling either inadequate o
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, | can't
really do that enjoyably until I've found a
synergistic team.




Part 1C

Sample Experience

In this important section we study how experienced our sample is with DotA, Dota 2, and other competiti
titles. Other titles included Heroes of Newerth and League of Legends. We also compare these results w
results from last year. Thisallowsust e x ami ne some differences betw

What we find is that a smaller percentage of our sample has played the original Defense of the Ancients
|l ast year. We also find that | aséryeacéstpanti|
small indication of how rapidly the community has grown. The big difference between this year and last y
was that the vast majority of players from last year had the most experience playing Dota 1, whereas this
asimilar 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.

AR



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 resultérom last year.

26.21%

o

3 5.62%

4 6.46%

8.21%

N

8 5.92%

©

2.37%

0.51%

20 a0 a0 B0 a0 a0 100

Figure 7 Sample responsetoAi How many
Dot A/ Dota 2 experience

years
do you

On average, our sample has2years of Dota experience.

Letds compare these results

=

1 8.27%

n

3110.67%

6110.92%

:} ]4 38%

a1.54%

=
T

"

(Did
not 6.91%
answer)

10 20

0.31%

Figure 8 Sample responsetoAiHow many years
Dot A/ Dota 2 experi efroom&hedotAy ou
Experiment 1.

From what we can tell,
experienced than | ast vy
coming chapters when we regw the results of ingam
behavior.

30 50 60 70 a0

t
e
e

Next we will look at how much of our sample has played the
original DotA: Red They have; Yellow They have not:

Figure 9 SampleresponsetofiHave you pl ayed t
original Defense ofthe An c i e n(h=s2238 vs. 1216)

of
h a

w

Figure 10 SampleresponsetoiHave you pl ayed
original Def ense frdmThehDotAAnci ent s
Experiment 1. (n= 1348 vs. 237)

Again, we can see how much more DotA experience our last
sample ha, 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

f
?] a (centinuedon next page)

sampl e is

o]
i will be i

39
T
R
— -+
- O
-

S
ch
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We first |l ook at the resul

o _

HoN 3.59%

Dota 2 60.73%

SMITE{ 0.29%

10 20 a0 40 50 60 70 a0 ag 100
[0.29% 0 SMITE  60.73% [0 Dota 2 6.65% HEE LoL 3.59% [ HoN 28.74% HE DDIA)

FigurellSampl e to Al h a

pl ayingéo

response

As we can see, 60% of our sample has the most experienc
playing Dota 2. Less than %0 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.

Letds compare these result
Hﬂ“]?ﬁ—‘l%
Dota 2 30.67%

@ % @ % w1 & = w0
Figurel2Sampl e response to fl h a

playingéo from The Dot A Exper

The major difference is the switch in sample experience fro
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 forV:
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota

Conditions forN:
1. Have less than a year of DotA expeigen
2. Have not played the original DotA.

Conditions forD2:

1. Have less than 3 years, bwer 1 year, of DotA
Experience.

2. Have the most experience playing Dota 2.

How has your experience been with ARTS
games, and how do viewxperience vs. skill?
Describe your community and how it relates.

Dota was the first ARTS I'd ever played, and
did so for 4.5 years before switching to HoN.
played that for a cople years and then
switched toDota 2 full time. I'e dabbled in
Leagueof Legendsind Blood Lin€&Champions
but they never reallgaught my attention like
Dota did.

Most of my compétive e-sport experience
comesfrom Counter Strike,but | feel its very

relatabletowards Dota 2. Exgrience and Skill
are two verydifferent things inmy opinion.

Skill is more of anechanics thingvhere

players can have the raability to out last it~ ¥
their opponents. Experiencan the other

hand, is game 1Q, where you knowhat to do

in certain situations because you'aeen there
before. Ithink both are needed to be a
successful pro gamer.

| wish | could take pedit for creating
DotaCinemabut that would be Neil. At its
most basidevel is aYoutube channethat is
there to entertain aneéducate. Being
largest Dota 2 community, weasilyhave the
most diverse group of people. langes from
new players to professionals, from thgnited
States to the Middle East. Regardt#ssho
watches, our channettill has a casual feel to
it, which | think is important to embrace to a
certainextent.On the otler hand, we have
many plans teexpand in order tareach the
more competitive side.



We are going to keep these three groups in mind when we
discuss how respondents answered futupgestions.

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
Thisstudy will be run again when Dota 2 is completely out
of beta.

Conclusion

I n this article we compared
and have identified three conditional samples we will use for
further examination. The first sample, Veteran (V), aoots

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 expience playing Dota 2, and have less than
three years, but over a year, of Dota 2 experience.

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.

Figure 13 Gangsta N

r 3 R‘ ‘.‘ — 5

yX & Bh by Kunk
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Part 1D
Sample WinRate

In this article we study the witrate of our sample. Wirrates were gathered by asking participants to select
the 5% bracket into which they fell. The majority of our sample fell into theS& bracket, which is to be
expected considering we obtained tkame results last year.

The most important thing is comparing our three new conditional samples: V, N and D2, to see hervatem
vary between groups. The findings suggest that the more experienced you are, the higher yetatevimill
become.

We find that our veteran sample generally had a higher wiate than D2 and N. D2 had a higher wirate
than N, which supports the argument that you can get better with time.

These winrate statistics are going to be used to help us see how decision makirigaearan effect on win
rate in later chapters.

AR



Last year when we studied wirate, the majority of the
sample fell within the 5055% winr at e bracket . |
bel ow to see what this yeards

510%10.06%

49.97%

15-20%10.09%

20-25%10.03%

30-35%10.14%

35-40%

0% 2.71% Figure 15 Sample response to "my win-rate is
= approximately..." from The DotA Experiment 1 (N=1597)

The standout difference between this year and last year is
that many more participants from last year had a wiate
that fell above 55%.

55.50% 10.33% Consider the latest chdtan system and how that may have
had an effect: Perhaps players with frequent clains 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

6570%110.75% with the game.

70.75%10.17% Next, we use our conditional samples from the last adticl

and compare tle win-rates within each samplEor

S — reference, the conditions for each sample are as follows:

Conditions forV:
1. Have over two years of DotA Experience
2. Have played and have the most experience playing Dota 1.

80-85%10.06%

85-90%10.06%

Conditions forN:

80-85%10.03% 1. Haveless than a year of DotA experience
2. Have not played the original DotA.

s e Conditions forD2:

e ™ S S s 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 sanpl
Sample N accounts for 417 members of our total sample.
The results show that 62.30% of our sample fell within the Sample D2 accounts for 1173 members of our total sample.

50-55% WR bracket. Someone on the Reddit thread

suggested that percentages should not be bracketed, and |

agree with that. In the future, wirrate will not be chosen by

brackets. Letdéds now |l ook to the right to see how this year
results compare to the results from last year.
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30-35%:
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0.00%

0.7T8%
|11.93%
0.68%
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381
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|1 1%
0.72%

0.34%%
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0.00%
0.00%

0.00%
0.72%

0.00%:

0.11%
0.002%
0.00%%
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0.00%
0.00%

0.00%%
0.00%%
0.00%%
0.22%
0.24%
0.00%%

O 20 40 a0

a0

IC- Sample D2 COSample N W Sample Vj

Figure 16 Conditional results for "My win-rate is

approximately"”

10l

Would you say that the more you play, the
better you get?

| started with version 6.43b, so about mid
2007. You improve by getting to know all
the different mechanical details that are no
obvious to the new players. This is a big pa
of Dota. Tactical knowledge refines over
time. Mechanical abilities like controlling
multiple units, managing many abte items
and remembering to use them get better as
well.

It is mostly about being able to make bette

informed decisions about what to do where
and when, by being able to better estimate
both your own possibilities as well as your

enemies' optiongOr so to say:

decision making gets easier the larger you

experience with Dota is.

| 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 tg
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
andt hat 6s when Dot a
as 5vs5 team game.

5 from
you



Summary:

1. Veteran players generally have a higher wiate.

2. The average wirate for this sample is lowethan last
year d8s.

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

Conclusion:

Gat hering stati stratevllbecomet he sampl eds win

very useful in later chapters when we examine decision

making, communication, ad other inrgame factors. As

previously discussed, future studies will ask players to

identify which percentile they are in for wirrate. This will

allow a much more accurate set of results. Furthermore, one

problem is that thereaeforthasndt a question that aske
total amount of games a player has played. Having this sort

of stat would be very useful for studying wirate.

The purpose of Chapter 1 was to simply understand our
sample, and not necessarily make judgments about the Dota
2 population as a wha. Looking back, we have already
discussed how major neenglish speaking territories (the
guestionnaire 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 uncerstand more about Dota 2 players.

Figure 17 Phantom Assassin by TrungTH

















































































































































































































































































