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1. FLHIC

eSports &%, IV a—XF—L-ETF 75 —L0%ffio
TeAR=VFHETHY, T BETHERD R K-V IZPLiL
T HEF RN R Z KT TV [1][2]. eSports DA
KX A MV TH B League of Legends D 2019 FICH#EET
FfE X - R RZOMBEE R 1 BAZEX, FEDT
AVAIBRKDAR=IARY MNTHEZT AV AT v b
A= DKE (Super Bowl) OHBEHEZ L[Hl 57 [3].
eSports I12i%, LA YOMEE XA LB 57012, H
CLOBBENDOILAYRLTF—22lEzER L~y FX
AFXVTIRTLNDS [4. LrL, B7 LD DFHHEFE
CHEPMHENZ LOICTR I REERH-T, ARDE
NEDBEVEENEZH T IO RFREE T2 LA YHFE
3 %. eSports IZBWT, ZD XS BFHEEIEIARETH
THY, NERAEGOYFITRZ. BEOAXY I 07—
LOHIZE, FREEToT LA YT L, WEE5 %
25D0H5. 2Ok, FHHMNTFKREE2T 214
YiE, FREEL TV ZeBIFICAALRVEDICT S
TEDBZBVWEEZOLNS. AT, 20X T4y
PR T 372912, eSports IZBIT B AL RNWE S IEH
IO HERVEENZHTFREZ AERNCHRET 2FEL,
WS 2BV 27— X O EORET 21T S .
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RAZIWNT A2 FRETALENREIFRCHERLTE
b, BHEOHEEICE T 2 HHITE L MM A Fk 21T
BOMEICHEILORRENED H 5. F/2, LED eSports B
WTHIEFHWT LA 2T 2 K5 RFRETRHIIMERE
NTEH, ZhAEBREL LS e T3HABNTHLATNS,
ARETIE, 21 HTENEOHEICHT 2H6%, 2.281T
1% eSports IZBF 2 FHETHOEREENT 5.

2.1 BHEOHTE

NDITEN Z0H L TE & - R 2 HEE T 2 hlL LT,
Moissa & DFFFE [5] BT o d. e oid, RFRAT G
WHOE, AV FE—XNT =X HWTHEDES L Z
EO¥EDETEEHELTVWS. ZOFEFITIEEHHE
Bl CHEORITEESN), 7+ —< > AWEME (HEZ 7
R, B, BEORR), ITEREME (v v 2270 v 7H,
B, AHENT— & (DHB) 258 hEZH#EEL TW
5. oD TR, SREOEFRD XD IEMEREEZH#H
ETBHERECRoTVWL 2R LTV, MAT, 17
BIEE & BRE O/ R OMBRENE C, BhRoHEIC
FTENEMES R DRTREMEDS BV 2 2 S REN TV S,

2.2 eSports ICHITZFHRETA

eSports TBIF2HI TPV LA T2 X 5Tk
177525 2 W H B FES 5 [6][7].

Karhulahti & [6] 1&, eSports FDF A 7 XY —3I ¥
T% T BNINT 2HN S RITHICOVTHEL TV .
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FTATAN) =3IV T2 T 5NN TI2EPLEDD
12, EBOENIDDBOILB/VEENTTLATET LA
YHNWDBZ RN TWD, HHIEFDLSI BT LAY
PAELREOPTITHR o TWBEEIRLTWVWA.
Jeremy & 7] &, ¥ 54 07— AORETEEZRHT
21D E R LTS, BfFEOL Y54 7 —
L CEAFITAOHEECE - TE"FETLAYDLLDT*
2 MERTOHREE D L ICRETAEERHLTVWS. L
L, MERIEIATHY, RETEHERHT 272DDAN
AR IDBEL Do TV, ZIZT, Jeremy HiFidEH
DNRTF =<V R THFIAMF ¥ b - T4 Y2LD
HD3HEDO T — 2 EHWTAEfTAZRET 37200
BT T LVEBRE L. ZoBMEE T 1ICkD,
REATAEBET 270D AN a A b 258E X 5 ARl
BH3ZrERLE.

3. HHRHRE

BEEFSED 5 eSports & — VIBWT, DI LFEHED
SMVWAEEN T XS RFREITABTOIASE Z
Mmolz. ZTDXI7% eSports ¥ — BB FIRETH
X, WERREOIFICEoTWS, BEDY — LTI,
FUHEICSMLE, FRETRZLET LA Y EHD
HEHTLAXICE R T F A MERTORED LT E %
ML &5 32 A8 TONTWS. LirL, ZOHE
FELNHEEAFTEELTE Y, FREoMmHICIE
BRBAW IR N 2T 5. AT, NLRVWEXIITD
NEZFREZE=FTL A YOME» LMHT 5 2 2138
L.

Z 2T, AW TIE eSports ICBIF 271 A ¥ics L
BWESIZEN XD HIERVEEN 3174 % BB
TERX5CTA I Z2stifEr T 5.

4. ETILEE

WHIEERRE L R § 5 72912, eSports D 7L 4 ¥ DR
2ENEANE L, FRETAOREEZ ML § 25
BETNVEMET 5. Moissa 5D 5] 225, FHED
HEE I REOITENCEI S 2 7 — X VAT » 2 AlRetE
HENZEWREINTVS., FREEZL TV EW0SZ
%, BHER PRV WwWS ZeThh, FREoMmHICE
WTHITEN T — 20D Z e iR E NS,

ARG TIX, eSports FD T LA YDIRZ TN LT, 7
LAYDFETTEE2RA7HPOPCRY - 2y ¥ 7T —X%H
W3, EFAERRET 27 ATY XL LT, T —%
O THEMEREICR DT, BEERNFHE DRI
%74 Random forest(8] Z W5 F/ETH 5. Random
forest I X 2 FEEE T NAEEICHVWE T -2y ME
R D7z, FhEDBREDHEENZ otz 7 — XEH
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TV, BohF— 22 HWTEMEEEF L2 BT 3
v T, FRETAEMHETEZ2EZ 3.

5. RERFHE

ARETIX, WY T UBRICHWS 7 — 2253
% 7= DEBRFHEZFHHT 5. 5.1 #iTld eSports > — >
PHERLEF—ZEHIHO S — 21220 T, 5.2 HiTiEEH
T 27— RIZOVWTHHAT 3.

5.1 3% 93 eSports >—>

REERTIX, FHEETEOBHEERAS eSports D> —
> 2 LT, eSports TAKDT =LY % YV TH 5 FPS
(77 =AM R=Y Y Ya—T4 YT —1n) TEER
BIERXRR 7 LTHIDNDZIZA I VI RATEHRET 5.
eSports DFHFHELEHE T 5729, M1 D X 5 i2ifIREH
PN EE 5 72 [E% % R a 7 TFMli 3 % 7' — 2% Unity T
FET 5.

1 MEELTHYSSF —LDELEH

KETZ5—LT, SALHOF—LBTRa7DRE
HEHS F— AN EITS. F—20FCEY D EEH
EL, BUYBEQWERDOD LS BTENELTH S S X H5ER
T5.

o HPODF—L%ZATIVZIICFREEZITS

o HKHALZRWESICFIREERITS
HYEEFRET S Z 2T, eSports FIZ AL W E 5 I1TH
HEDBRVEENZH T 2HHT 5.

5.2 FHAT37—%

AREBRTEHT % 57— XX eSports D FPS & — 2B
F2TA4 IV TRZAFDR1IDODPCOT - LI T —&
TH5. ZhoDTr—21Z%, BFEDO FPS ¥ —212B 5
T4 IV TORENEFEIT 215 LTHOWSAhTWS.

6. BHOIC

AFETIE, eSports ICBIFENNLRWE ST 5Tk
(TR BT 5 H71E L FH S BT PRI 57— 2
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MEfL7z. AT, 7—XDFHIETIE eSports DN
LEWESIENEDSRVEEN R T Z 22 F— 2N
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