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Introduction
Context
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Introduction
Database

Data source

Most of the data is collected from esportsearnings.com and escharts.com, based on freely
available public information.

Sample size

After collecting data from top 100 male and top 100 female, the sample size is N=200. They
competed in 43 different game titles and franchises.
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First model
Variables

Name Variable Type Explanation Expected sign

Sex SEX category 1=man 2=woman ?

Region REG category
1=North America
2=South America 3=Europe
4=Asia 5=Oceania 6=Africa

?

Earning duration (years) LNE numeric / +

Champion (times) LNC numeric / +

Runner-up (times) LNR numeric / +

3rd place/Semi-finals (times) LNS numeric / +

Competed in more
than one game

CMP category 1=no 2=yes ?

Game with most earning GWM category 1 to 43 ?

Game popularity
(Twitter follows)

GPOP category

1=more than 6m 2=more than 3m
3=more than 1m 4=more than 500k
5=more than 100k 6= more than 50k
7= more than 5k 8=less than 5k

+

Tournament by developer TDEV category 1=no 2=yes +

3rd party tournament T3P category 1=no 2=yes +
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First model
Variables

Gender (SEX)

The woman with the highest earning from tournaments is at rank 518 in the highest overall
earnings ranking.

Game with most earning (GWM)

Only 7 out of 43 games titles and franchises became the biggest source of income for the
players: DotA, Fortnite, League of Legends, Call of Duty, Counter Strike, Arena of Valor,
PUBG Mobile.

Tournaments hosted by the game developer or a 3rd party (TDEV and T3P)

There are variations of these 2 variables for 43 game titles, but for the 7 game titles mentioned
above, all of them have both kinds of tournament.
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First model
Variables

Changes to data

SEX removed. N = 100

TDEV , T3P removed

GWM: 1 to 43 1 to 7:

1: DotA
2: Fortnite
3: Counter Strike
4: League of Legends
5: Call of Duty
6: PUBG Mobile
7: Arena of Valor

GPOP: 8 categories Number of followers of 7 game titles mentioned
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First model
Variables: Region

Players from Asia and Europe tends to earn more.

No player from South America and Africa.
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First model
Variables: Earning duration

High earning players tend to have already played from 5 to 12 years

9 / 25



First model
Variables: Champion

Players with high earnings tend to win a tournament more times than the median value.
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First model
Variables: Runner-up
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First model
Variables: 3rd place/Semi-finals
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First model
Variables: Competed in more than one game

Most competed in only one game.
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First model
Variables: Game with most earning

Players earned most from DotA.
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First model
Variables: Game popularity
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First model
First regression
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First model
Review

Variables Expected sign First model

SEX ? X

REG ? -

LNE + +

LNC + +

LNR + -

LNS + -

CMP ? +

GWM ? -

GPOP + -

TDEV + X

T3P + X
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First model
Review

Result of the first regression

Dependent variable is total earning.

Model only captures R2 = 21.4%; adjusted R2 = 14.5% of the variability of the total
earning.

Variables

Significance at 99%: GWM

Significance > 70%: GPOP, LNC

Significance > 50%: REG, LNS

Not significant: CMP, LNE, LNR
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First model
Review

Result

Wald test on LNR gives p-value > 0.05.

We can remove LNR.
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Second model
Second regression
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Second model
Review

Second regression result

All variables’ significance is over 70%

R2 lowered to 20.8%

Increase R2

Introduces 2 new variables based on publicly available information:

Name Variables Type Expected sign

Total prize pool (USD) TPP Numeric +

Total tournaments held TTS Numeric +
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Third model
Third regression
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Conclusion

Variables

Most significant: GWM

Significance > 70%: LNC, LNS, REG

Not significance: GPOP, TPP, TTS, CMP, LNE, LNR

Statistical values

R2 = 0.21: Explain 21% of the changes in the dependent variable.

Adjusted R2 = 0.15: Some of the variables introduced are not significant.

F-statistic = 3.5 and p-value = 0.002: At least one independent variable is contributing
to explaining the variation.
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Conclusion

What led to a low explanation capability?

Many information are not publicly available.

Differences in how different games host their tournaments.

Contain large amount of players from one game.

How to improve?

Focus on one game.

Different approach to selecting factors.
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