
ABSTRACT : 

 

        BATTLE MECHANICS IN LoL: Investigating 

Analogies Between Real Warfare and Computer Games 

 
My Masters’ thesis will be about how one can draw parallels between the e-sports scene in 

competitive online games, and the all-too real military situations that come up ever so often. 

Not just that, but also the possibility of running battle simulations is much more convenient in 

the case of e-sports, as there is no life/death scenario involved, which makes it much more 

suitable for implementing the more unconventional, or even some downright outrageous 

strategies for victory. 

 

The game I have in mind at present is League of Legends, which is a MOBA game 

[Multiplayer Online Battle Arena]. In LoL, battles take place between two teams of 5 vs 5, 

involving 10 unique characters out of a total game roster of 140+ possible character choices, 

each with different sets of abilities and playstyles suited for different [or in some cases, the 

same] situations. The battles take place on the map called Summoner’s Rift, a terrain with 

various obstacles, bushes and whatnot to deny total vision to either of the competing teams. 

 

The methodology I would choose for my paper would be statistical analysis; since LoL is an 

online competitive game, statistics are easily available for the games played, either on the 

official game server, or some associated sites of online gaming. To get a deeper 

understanding of the strategies used by the competing teams, there are always game 

recordings available on YouTube itself, along with the commentators’ musings and 

interviews with the players. For the IR theories I might be applying into my paper, I can 

always consult the myriad academic journals and articles being published in the field.  

  



 

The structure of the paper I foresee at the moment will be : 

1. Introduction 

2. The Game - League of Legends [Some Basic Information] 

3. Team Compositions, Tactics and Strategies 

4. Methodology work 

5. Analysis -  

A. Probit analysis  

B. Linear Regression analysis   

C. Case Studies 

6. Inferences - parallels to real warfare and future puzzles 

 

The most important concept in my paper would be the importance of geography in warfare. 

Geography has always been a key factor in deciding the type of strategies and tactics being 

put into action, whether it be war, or League of Legends as well. The main map Summoner’s 

Rift has been designed in such a way that effective use of the map always is the reason for the 

end result of each game. Geography and vision are tied together in LoL, in much the same 

way as they are in military. 

 

Apart from the statistical analysis, I shall also look at 4 case studies to better examine the role 

of vision in these games. Quantifying vision in the game is a hard process, and so I find it 

better to delve into the actual match itself and observe the role vision has played in these 

games at the game-defining moments. 

 

With games it is often quite easy to get hold of statistics because they run on algorithms, and 

they in turn depend upon some basic mathematical principles on which the game mechanics 

work [movement speed of the characters, projectile speeds, channeling times etc. to name a 

few]. 

 

An important thing to note about the thesis work is that it is written only with land warfare in 

mind. This is to narrow down the set of possible recommendations and future predictions, as 

well as to keep the work relatively brief. 

 


