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Computer and video games are becoming more and more popular nowadays. The
development of the Internet and gaming software allows many people to be involved in this
industry. Ten years ago, video games competitions were organized mostly between
amateurs, but now it is becoming more and more professionalized (Tassi 2012). According
to some estimates approximately 71,500,000 people watched eSports tournaments in 2013

(Warr 2014), this number is slightly larger than the population of France (66 million).

The growing popularity of competitive computer gaming (eSports) has caused an
increase in the number of gamers and in the size of the prizes. Since the most popular games
are team games (e.g. Counter-Strike, Dota 2) the question arise if there is an optimal team
structure in terms of diversity. The effect of diversity on team performance is studied from
the both theoretical and empirical perspectives. Lazear (1999) make the formal analysis of
the costs and benefits of a firm from a cultural diversity among its team members. Kochan et
al. (2003) summarizes the results and conclusions of previous studies of the relationships
between race and gender diversity and business performance. They conclude that (national)
diversity can be beneficial to a team’s performance. Regarding the diversity in sport, there is
a study of Brandes, Franck, and Theiler (2009). They do not find empirical evidence that
national diversity among members in soccer teams significantly influences a team’s

performance.

eSports unique features allow us to research this well-studied issue of team diversity
from the different points of view. First, there are a lot of online tournaments. The question is
if different kinds of diversity (cultural, gender, geographic) are important for the team which
is communicating online. Since the most top tournaments are offline (LAN), the other
question is how the same team performs in top (offline) and low (online) tournaments and

if the diversity is important for success in both types of tournaments.

To answer these questions, we use a dataset which consists of top-500 gamers prize
won in e-sport tournaments for the period of 2004-2014, Geert Hofstede cultural

dimensions, World values survey and Global competitiveness report indicators.
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