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Introduction

The dynamic development of electronic sports, also called eSports, took place at the be-
ginning of the new millennium, but the leagues for players were established in the early
1980s. At that time, and for almost the entire 1990s, the market for games and tourna-
ments played between players had been developing. However, it was only the universal
access to the Internet that initiated the era of online games, which gave the possibility
of competition to players from all over the world and initiated a new stage of develop-
ment of eSports (Dabrowski, 2011). Currently, the popularity of eSports is so high that
there are more and more voices that it should appear as an Olympic discipline (Gries,
2019). The term eSports appeared for the first time in the late 1990s, and one of the first
sources in which it was used is Matt Bettington’s statement from 1999 for Online Gam-
ers Association, in which he compared eSports to traditional sports. At the same time,
he predicted that soon eSports tournaments will be broadcast on television (Verhoeft,
2019). The dynamics of eSports development is best illustrated by the valuation of this
market. In 2017, it amounted to $655 million and increased to over $1 billion in 2019.
The forecasts assume that in 2022 this market will be worth almost $1.8 billion (New-
200, 2019). The popularity of eSports has contributed to the growing interest of spon-
sors and the increasing professionalism of the teams. In the initial phase of the crea-
tion of the eSports scene, the possibilities of electronic games were limited, for technical
reasons, to small groups of players. As a result, the first teams were usually homogene-
ous in a natural way. The spread of broadband Internet access enabled players to play
against opponents from all over the world and, at the same time, create truly multina-
tional teams. Therefore, the Internet abolished one of the main barriers to the develop-
ment of eSports - the geographical barrier. Progressive professionalization, increasing
awards and sponsorship enabled teams to contract the best players on the same terms as
in traditional sport, e.g. football. These processes have enabled the development of pro-
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fessional, multinational eSports teams. Similarly to traditional sport, professional teams
try to attract the best possible players, also from abroad, which is supposed to raise the
level of the team and promote success.

The main purpose of the presented paper is to verify the hypothesis about the ex-
istence of a relationship between the national diversity of members of eSports teams in
DOTA 2 and the results achieved by these teams. DOTA 2 is the first game in which more
than one million people played simultaneously on the online platform and it is one of the
most popular eSports competitions. The latest tournament in The International series,
which is considered the most prestigious, attracted more than 55 million viewers from
around the world, with a prize pool of more than $25 million (Esports Charts, 2019).

For the purpose of the paper, the hypothesis was formulated as follows: teams whose
members represent different nationalities achieve higher efficiency and higher positions
in DOTA 2 international tournaments than teams of uniform nationalities.

Is eSports a sport?

The discussion about whether eSports is a real sport and can be put in one row with
e.g. football, basketball, long jump or javelin throw has been taking place since its cre-
ation. Reflections on the definition of eSports appear in the works of Michael Wagner,
Andrzej Stepnik, Juho Hamari and Max Sjoblom, Seth E. Jenny et al. or Anthony Piz-
zo et al. (Wagner, 2006; Stepnik, 2009; Hamari, Sjoblom, 2017; Jenny et al., 2017; Piz-
zo et al, 2018). There is no generally agreed and accepted definition of what eSports is.
The main doubts relate to whether eSports has the characteristics of a traditionally un-
derstood sport. This is all the more difficult as individual authors refer in their works to
different definitions of traditional sport. At the level of Polish academic work, Stepnik’s
analyses seem to be particularly interesting as he refers to the theory of sport and the
definition of sport by Maciej Demel. In this definition, there are seven conditions that
are both necessary and sufficient for a given activity to be considered a sport:
1. independence of direct motives from basic life needs;
2. positive emotions accompanying decisions and actions;
3. lack of material effect, which is always the result of production work;
4. motor character of the activity with a specialist accent;
5. regularity in striving to achieve maximum results;
6. bright moment of competition as one of the basic stimuli for improvement;
7. strict adherence to the rules governing equipment standards, conditions and forms of
operation, which enable the results to be measurable and comparable.
He demonstrates in his work that eSports meets all these criteria, so according to
this definition it should be considered a sport (Stepnik, 2009: 216).
Referring to foreign studies, it is worth mentioning the work of Jenny who togeth-
er with his team carried out analyses similar to those of Stepnik (Jenny et al., 2017). In
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their analyses, referring to Allen Guttman’s concept and Bernard Suits (Guttman, 1978;
Suits, 2007), they distinguished the following constitutive features of sport:

. takes into account a game that is voluntary and results from internal motivation;

. it is organized according to specific rules;

. takes into account the competition in which the winner and defeated are the ones;

. requires specific skills that are the result of exercise and training;

. requires the involvement of the physical skills and capabilities of the player’s body;

. is not the result of temporary fashion and has a wide range of occurrence;

NN U W=

. social institutions have been developed which are the guardians of compliance with
the applicable rules.

The authors indicate that eSports generally meets all these criteria and, like Stepnik,
believe that eSports should be considered a sport in the traditional sense of the word
(Jenny etal., 2017: 5-15). In both works, one of the basic doubts is the question of phys-
ical effort and body involvement in traditional sports and computer games, in which
it would be much smaller. Meanwhile, as Stepnik points out, a similar accusation can
be formulated in relation to chess, which nobody denies to be called a sport (Stepnik,
2009: 3). At the same time, the training of a professional eSporter often includes such ele-
ments as gym training, running, proper diet, working with a psychologist (Kuzbik, 2018).

Therefore, assuming that eSports can be treated as a type of sport in the tradition-
al sense, the question should be asked about its characteristics. It is not a homogeneous
category, but there are many different games within the eSports area, as well as many
different sports falling within the traditional sport category. The most popular games in
the eSports scene include StarCraft II, FIFA Online 3, League of Legends, DOTA2 and
Counter-Strike: Global Offensive (Pizzo et al., 2018). The essence of eSports is, there-
fore, competitions in computer games, which most often take the form of organized,
professional tournaments (Jenny et al., 2017). The two most popular types of games
in which players compete against each other in tournaments are sports games and re-
al-time strategy games (RTS). The first of these types are games simulating tradition-
al sports (e.g. FIFA Online 3 simulating football games). In RTS games such as DOTA
2 or Leaque of Legends, players most often create competing teams that try to defeat
their opponents on the battlefield (Pizzo et al., 2018). This article concerns players par-
ticipating in DOTA 2 tournaments, which represents the latter type of a tournament.

Nationality diversity

The role of nationality and national diversity of sports teams in their effectiveness was
the subject of numerous analyses. Reference should be made to the texts by Andrea Prat,
Leif Brandes, Egon Franck and Philipp Theiler, Franck and Stephan Niiesch, Leo Ka-
hane, Neil Longley and Robert Simmons, Keith Ingersoll, Edmund Malesky and Sebas-
tian Saiegh (Prat, 2002; Brandes, Pranck, Theiler, 2009; Franck, Niiesch, 2010; Kahane,
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Longley, Simmons, 2013; Ingersoll, Malesky, Saiegh, 2014). Sports teams are an interest-
ing subject of rwesearch in the context of the impact of national diversity on their effec-
tiveness. The clear structure, membership rules and public character of the teams make
it easier to access data on their members. At the same time, players in these teams often
have similar demographic characteristics such as gender and age. The findings so far
do not allow an unambiguous assessment of whether the effectiveness of sports teams
is better fostered by hetero- or homogeneity of the nationality of players. The very con-
cept of the nationality of players should be clarified here. This concept, translated and
used after English speaking authors, may create terminological problems in the Polish
context. In the presented paper, the understanding of this notion results directly from
the nature of available data. The nationality of players is determined by objective fac-
tors of a formal and legal nature (Barwinski, 2004: 8-9), i.e. having the status of a citizen
of a given country, which is expressed, for instance, by possessing relevant documents.

The results of Prat’s analysis indicate that which model of organization turns out to
be better depends to a large extent on what kind of decisions have to be made. He notes
that teams of different nationalities will be better at solving problems and tasks that re-
quire creativity and unconventional thinking. In the meantime, homogeneous nation-
al teams may achieve better results in the case of tasks of a more stable and schematic
character. The findings of Franck, Brandes and Theiler suggest that representatives of
different nationalities may have some unique skills resulting from their specific back-
grounds. These characteristics and skills related to nationality may be relevant for the
performance of specific tasks in a team. The authors” analyses show that players of spe-
cific nationalities perform better in specific roles in a team. In this way the team man-
ager can, by skillfully involving representatives of different nationalities, broaden the
range of possibilities and skills of the team (Brandes, Franck, Theiler, 2009: 240). The
findings seem to be confirmed by the results presented by Kahane, Longley and Sim-
mons. They showed in their publication that the presence of players of different nation-
alities in the team broadens the scope of possibilities of the whole team in relation to
the situation in which it would consist of the only domestic players. At the same time,
they noted that foreign players can have a higher level of skills than domestic players,
which in turn can benefit the team by stimulating competition and motivating existing
players to improve their skills (Parshakov, Zavertiaeva, 2015).

There are significantly fewer analyses concerning the eSports teams which are char-
acterized by a similar specificity as traditional sports teams. This includes the work of
Petr Parshakov and Marina Zavertiaeva and Parshakov, Dennis Coates and Zavertiae-
va. The analyses presented by the authors confirm that the diversity of nationalities of
the team members may be important for the effectiveness and results achieved by the
team. These analyses show that the diversity of nationalities of the teams may result in
increased effectiveness and bring benefits in the long-term perspective of the team’s
functioning. At the same time, they point out that in eSports teams the importance of
trainers is less important for the results achieved than in traditional sports. Moreover,
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due to the relatively short history of eSports development, most coaches are former or
current players whose age is close to the age of the players. Many teams, also playing in
the most important professional tournaments, do not have coaches at all. At the same
time, the authors point out that these results do not allow to decide which of the mod-
els is more effective and indicate the need for further research in this area (Parshakov,
Zaveriaeva, 2015; Parshakov, Coates, Zavertiaeva, 2018).

The language barrier is also an important problem from the point of view of the play-
ers’ national diversity. Effective functioning of multinational eSports teams more than in
traditional sport depends on the ability of players to communicate effectively. The lan-
guage barrier effectively prevents efficient team cooperation. At present, the basic com-
petence of professional eSports players is the knowledge of English. On the one hand,
it is a requirement imposed by the creators of games in which English is the basic lan-
guage, and on the other hand, this language is the basic language of communication be-
tween the players themselves (Nyckowiak, Kotodziej, 2018).

The specificity of DOTA 2 teams and tournaments

DOTA 2 is a game from the subgenre Multiplayer Online Battle Arena (MOBA). Two
teams of five players take part in the game and their task is to defeat the opponent by
capturing their base and destroying their main building (Semenov et al., 2016: 26-27).
Games of this kind require players to master very complex systems and strategies, so-
phisticated mechanics, which the game is based on, and the ability to teamwork and co-
operation with the team (Georgen, 2015). In the game, each player controls one charac-
ter, the so-called hero, who has a specific set of individual skills and characteristics that
can be developed in the course of the game, and the direction of this development is
crucial for the effectiveness and usefulness of the hero in the game. Players choose' one
hero from one hundred and seventeen available, which are divided into ten classes rep-
resenting the function that the hero performs on the board. However, the choice of the
character is not completely free and depends on the role of the player in the team, the
strategy of the team and the heroes chosen by the other members. At the same time, the
team must take into account the choices made by the players of the opposing team. As a
result, the selection of characters by the team is a complicated process and each member
of the team must have the ability to play with many heroes and master different strategies
of their development and use. The professionalization of players and the time needed
to master the game with particular heroes has led to a gradual specialization of players
in fulfilling certain functions in the team and playing the characters of selected classes.

The specificity of professional teams taking part in the most important tournaments
results also from the characteristics of the players themselves. All of them are men at a
young age, which means that the only thing that significantly differentiates them is their

1 The freedom of choice depends on the type of play and the rules of the tournament, which may vary
from one game to another.
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nationality. This specificity makes these teams even more similar to the teams present
in traditional sports such as football or basketball.

The series of The International tournaments began as an annual championships
in 2011 and have remained the most important, largest and most prestigious tourna-
ments of DOTA 2 to this day. The tournaments are held in two stages. The first stage
is a phase in which teams are divided into two groups in which the eliminations to the
main part of the tournament are played. The main phase of the tournament is the cup
phase and takes place in two ladders. The upper part of the tournament offers teams a
shorter route, understood as less games that have to be played in order to reach the fi-
nal. In this ladder, the teams which in the group phase will take leading positions in their
groups are set up. Other teams are placed in the bottom ladder and can also play in the
finals, but in order to achieve this they have to play more games. Each match, depend-
ing on the tournament and its phase, consists of two or three matches. The total num-
ber of matches and battles that a team must play in order to play in the final depends
on its effectiveness in each subsequent match, both in the group phase and in the main
phase of the tournament.

Data

The analysis presented in the article includes all teams taking part in eight tournaments
of The International series 2011-2018. These are all tournaments of this series played in
these years. The analysis, therefore, covers the entire team population and includes all
players participating in the tournaments under analysis. The data used comes from a
database created within the framework of a proprietary project carried out by Justyna
Ny¢kowiak, PhD and Tomasz Kolodziej, PhD from the Institute of Sociology at the Uni-
versity of Zielona Goéra. In order to create the database, Internet sources were used to
provide official statistics on the results of individual matches and players. All the infor-
mation used to complete the database was cross-checked in various sources, which was
an element aimed at ensuring their validity. The database included such data as: team
name, name, surname, year of birth, year of start of the player’s career, roles played in
the team, results achieved by the team in the analyzed tournaments and the amount of
prizes received. The data includes one hundred and thirty-two teams with six hundred
and sixty players who played two thousand four hundred and thirty-seven games. Eight-
een teams competed in the last two tournaments of The International series, while six-
teen teams competed in the previous tournaments of the series. Some teams competed
in several of the analyzed tournaments, but due to significant changes in the composi-
tion of the teams between the tournaments, they can be treated as separate cases each
time, because a change in the composition of the team can significantly affect the style
and level of play of the team (Parshakov, Coates, Zavertiaeva, 2018: 5065).
The data included in the analyses comprise the following information:
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1. Nationality of players — on the basis of this data, the level of national homogeneity
of teams was determined. It should be noted that each team always consisted of five
players. For the teams analyzed, there could be representatives of one, two, three,
four or five different nationalities.

2. Team effectiveness — this coeflicient is calculated as the ratio of the victories of the
team in a given tournament to the total number of matches played in that tourna-
ment. In its basic form, efficiency is expressed as a percentage, so it can be used for
comparison, no matter how many battles a team has played in a given tournament. In
the analysis, this factor was converted into a numerical form with values from 0 to 1.

3. Position taken in a tournament — a variable concerning the place that a given team
took in the final classification of a given tournament.

National diversity of teams

In each of the analyzed tournaments from 80 to 90 players took part. The data present-
ed in Chart 1 relate to the number of represented by players, nationalities in each tour-
nament. The presented data confirm the increase in the number of nationalities rep-
resented by players in subsequent competitions. It should be noted that this increase
is relatively stable. It seems that this may be a process related to the growing popular-
ity and availability of eSports. According to estimates, the number of players has in-
creased from 1.8 billion in 2014 to 2.4 billion in 2018 and is expected to reach 2.7 bil-
lion in 2021 (per Statista).
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Chart 1. Number of nationalities represented in subsequent The International series tournaments
(%), TT - The International

Source: own elaboration.
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Thirty-six nationalities took part in all analyzed tournaments. The percentage share
of representatives of particular nationalities is presented in Table 1. The data allow us
to say that the players are definitely dominated by representatives of the Asian conti-
nent. Chinese players account for nearly one third of all tournament participants and
the ten most represented nations account for almost 79% of all tournament participants.
At the same time, such a large number of nationalities and the presence of even indi-
vidual cases representing individual countries show how internally diverse teams can
be analyzed in this aspect.

Table 1. Percentage share of nationality representatives in total number of players (%)

No. of thljacrtr)llfntry (i No. of thljil:sntry | of thI:iTlfntry &
1 China 27.9 13 Australia 1.5 |25 Bulgaria 0.5
2 Malaysia 83 14 | Finland 1.5 |26 | CzechRepublic | 0.5
3 USA 7.1 15 France 14 |27 Netherlands 0.5
4 Russia 6.2 16 Estonia 1.2 |28 Belarus 0.3
5 Ukraine 6.2 17 Israel 1.2 |29 Croatia 0.3
6 Sweden 5.8 18 Macau 1.2 |30 Lebanon 0.3
7 Philippines 44 19 Thailand 09 |31 Slovakia 0,3
8 Canada 4.2 20 Jordan 08 |32 Bosnia and 0.2

Herzegovina
9 Denmark 4.2 21 Pakistan 0.8 |33 Greece 0.2

10 Germany 42 22 Peru 08 |34 Macedonia 0.2
11 Singapore 2.7 23 Romania 0.8 |35 Mexico 0.2
12 South Korea 2.6 24 Brazil 0.6 |36 Serbia 0.2

Source: own elaboration.

Each team participating in DOTA 2 tournaments must consist of five players. There
may, therefore, be a situation where all players of the same nationality are in a team and
the team is homogeneous, but the team may also be of different nationalities. The data
concerning national diversity of teams taking part in the analyzed tournaments are pre-
sented in the Chart 2. The presented data allow to distinguish three main types of teams.
The first type is homogeneous teams with players representing only one nationality. The
second type is a team where there are players representing two nationalities. The third
type is the most diverse in terms of the number of nationalities represented. There are
at least three different nationalities in these teams. These three types are present in the
analyzed population with the same frequency. At the same time, it should be noted that
heterogeneous teams with representatives of at least two nationalities constitute over
67% of the total analyzed population. In the analysis of the effectiveness of individual
teams, three types of teams will be used.
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The above findings suggest that it is common for teams to have players of different
nationalities in the same team. However, it should be taken into account that the ana-
lyzed tournaments were played over a period of almost eight years. It can, therefore, be
assumed that the presence of multinational teams was of varying intensity during this
period. The data concerning the number of these teams in subsequent tournaments are
presented in Chart 3.
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Chart 2. Nationalities of the teams (%)
Source: own elaboration.
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The data presented in Chart 3 show that only in the initial period, i.e. the first tour-
nament of The International series, the number of homogeneous teams was higher than
that of multinational teams. In the following tournaments of this series, the dispropor-
tion increased to the benefit of the second model of team organization. There is a clear
trend indicating a gradual decrease in the number of homogeneous teams. Referring to
the findings of Parshakov, Coates and Zavertiaeva, as well as Kahane, Longley and Sim-
mons and Franck, Brandes and Theiler, it can be assumed that multinational teams, by
using the specific skills of their players, prevent homogeneous teams from being pro-
moted to the group stage of The International series tournaments and this is also the
reason for the decrease in the number of these teams in the tournaments.

The presented analyses clearly indicate the direction of changes that took place in the
case of teams participating in The International tournaments. The initial domination of
the national teams has been replaced by a multinational model. In 2018, of the eight-
een teams in the tournament, only four were homogeneous. It seems that overcoming
geographical and linguistic barriers has made the model of multinational profession-
al teams increasingly popular. At the same time, it should be noted that the creation of
such teams is also possible thanks to higher and higher prizes for winning the tourna-
ment. In 2011, in the first tournament of The International, the prize pool was $1.6 mil-
lion, and in 2018 it increased to $25.5 million.

Efficiency of teams

The effectiveness of teams measured as the ratio of winnings to the total number of
games played allows the best possible assessment of how effectively a team copes with
the competition. It should be assumed that the basic strategy of all teams is to win each
subsequent game. This assumption is based on the fact that it is the only strategy that
gives certainty of winning the tournament and, at the same time, shortens the route to it
as much as possible. The importance of this is illustrated by the differences in the num-
ber of games needed to be played. Assuming that Team A won the tournament without
losing in any of the battles, the victory was achieved after twelve games in which they
played twenty-five battles. If the same team had achieved victory with as many individ-
ual battles as possible in order to win the tournament, it would have had to play fifteen
matches and a total of thirty-seven games to win the tournament. The difference shows
how a successful game in each subsequent match shortens the way to the final victory
in the tournament.

The created factor shows the efficiency on the scale in the range from 0 to 1, where
a score of 0.5 means the same number of victories as defeats. The coeflicient variable is
a quantitative variable with a normal distribution. The coefficient for the purposes of
analysis was recoded into four categories corresponding to the following ranges: 0-25%
of wins, 26-50% of wins, 51-75% of wins and 76-100% of wins. This division was dic-
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tated by the need to take into account the levels of efficiency that enable effective fight
for top positions in tournaments. Although a high level of efficiency does not guarantee
victory in a tournament, it is a necessary condition to compete for victory.

Table 2 shows the results of the comparison of the performance ratio achieved by
the three types of team.

Table 2. Value of the coefficient of performance for teams (%)

Team efficiency

0-0.25 0.26-0.5 | 0.51-0.75 | 0.76-1
Nationally homogeneous teams 23.3 39.5 34.9 23
Two-nationality teams 11.9 47.6 35.7 4.8
Multinational teams 12.8 42.6 36.2 8.5

Source: own elaboration.

The data in Table 2 indicate that more nationally diverse teams, more often than ho-
mogeneous teams, achieve the highest range of the coeflicient of effectiveness. Teams in
which players represented two nationalities twice as often, and teams more diverse al-
most four times more often than homogeneous teams, were able to win more than three-
quarters of all matches. What is equally important, these teams almost twice as rare-
ly have the lowest efficiency, which means that they win in no more than every fourth
match. It seems that these differences clearly indicate higher effectiveness achieved by
multinational teams. At the same time, these results allow us to assume that teams of
more diverse nationalities will more often achieve top positions in the analyzed tour-
naments. Chart 4 also shows that there is a positive correlation between these variables.
The spread of points clearly confirms that only teams with an efficiency of at least 60%
achieved victory in tournaments. The lowest efficiency that allowed to be ranked in the
top three in the overall tournament classification in the tournament was 50%, but most
often it was necessary to win more than half of the games to be ranked. At the same
time, it should be noted that achieving an efficiency of 0.76 guaranteed a place in the
top three teams in the general classification of the tournament.

The correlation (Rho-Spearman) between the coefficient of efficiency and the places
occupied by the teams is statistically significant and amounts to 0.802. This result confirms
a strong relationship between the efficiency and the final result achieved by the teams.

The comparison of the distinguished types of teams with the places that these teams
occupied in tournaments is presented in Table 3 and does not give such unambiguous
results. Although teams whose players represented three or more nationalities were in
the top positions most often, the difference between these teams and the teams of the
same nationality is less than 5%. However, the data presented here allow us to notice
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that the lowest number of multinational teams took positions at the end of tournament
classifications. It is also visible that multinational teams more often than other teams
achieve places in the top ten of the tournament final classification.

Table 3. Ranks achieved by the teams in the tournaments

Ranks achieved in the tournaments
1-3 4-10 11-18
Nationally homogeneous teams 18.6 39.5 41.9
Two-nationality teams 11.9 40.5 47.6
Multinational teams 234 46.8 29.8

Source: own elaboration.

Conclusions

The main aim of the presented article was to verify the hypothesis concerning the re-
lationship between the national diversity of professional eSports teams taking part in
DOTA 2 games and the results achieved by these teams. The analysis included the entire
population of teams taking part in eight The International series tournaments, which
took place in the years 2011-2018. The data on the nationality of players in these teams,
the number of games played by the teams and the number of victories achieved, as well
as the places which the teams occupied in the general classifications of the analyzed
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tournaments were used. On the basis of the conducted analyses, the following conclu-
sions can be presented.

Firstly, the number of multinational teams in The International series tournaments
increased in the analyzed period. It seems that with the professionalism, development
of eSports and growing prizes, more and more teams are willing to reach for foreign
players, which may improve their level of playing and increase their chances to fight for
top positions in tournaments. At the same time, it should be noted that the number of
home-grown teams is decreasing.

Secondly, the efficiency of teams where players represent at least three nationalities
is significantly higher than that of other teams. Multinational teams have a higher victo-
ry rate and can, therefore, compete more effectively for the highest positions in tourna-
ments. The correlation between team efficiency and tournament position is statistically
significant and takes the value of 0.802, which gives a strong basis for the assumption that
teams with a high coeflicient of performance will have high positions in tournaments.

Finally, the teams in which players represent at least three nationalities, more often
than other teams, took high positions in the analyzed tournaments.

On the basis of the results obtained, it is possible to confirm the hypothesis. At the
same time, it should be noted that these results refer only to the population of teams
participating in a specific tournament series. They cannot be generalized not only to all
eSports teams in different games, but also to all teams participating in all DOTA 2 tour-
naments. However, these results form the basis for hypotheses and show the need for
further analysis of the impact of the nationality of players on the performance of pro-
fessional eSports teams.
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The influence of players’nationality on the effectiveness of eSports teams based on the example of The International DOTA 2 tournaments

Abstract: The presented text addresses the issue of the influence of national diversity of eSports teams
on their effectiveness in winning DOTA 2 games. The analyses were based on data concerning the
entire population of teams participating in The International series tournaments. The results of the
analyses confirm the hypothesis that teams with a strong national diversity, more often than teams
with a high national homogeneity, achieve a high effectiveness coeflicient and occupy a high place in
the final classification of the analyzed tournaments.

Keywords: national diversity, eSport, eSports teams effectiveness, DOTA 2, eSports team diversity

Article submitted: 6.07.2019; article accepted: 21.10.2019.

Przeglad Narodowosciowy / Review of Nationalities
nr 9/2019






