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Abstract
The rapid growth of professional gaming has created hybrid
eSports audience experiences, combining online Twitch
streaming with physical stadium events. We consider the
roles and relationships that exist in eSports tournaments in
order to inform the design of future audience experiences.
In this paper, we describe our plan to conduct ethnographic
work in the domain. First, we will survey the eSports com-
munity to identify key roles and relationships. Then, we will
record and analyze communication patterns and conduct
interviews during live events. Together, our findings will in-
form possible designs for richer audience and player rela-
tionships in this hybrid digital and physical space.
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Introduction
Competitive gaming has existed since games first made
their appearance in popular culture. Dating back to the
1970s, arcades popularized social gaming, allowing audi-
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ences to watch and react to play. LAN ( local area network)
parties, which allowed gamers to connect multiplayer video
games together, gave rise to local video game tournaments.

While competitive gaming is not new, eSports and profes-
sional gaming as a profession has only existed since the
late 2000s [12], paralleled by the the emergence of stream-
ing platforms, primarily YouTube and Twitch. While YouTube
allowed video game players to showcase their skills, Twitch
created an opportunity for an even more dynamic expe-
rience; live streaming—an increasingly popular form of
interactive media—allowed performers or “streamers” to
broadcast audiovisual content, and for remote audiences
“viewers” to respond though text-based communication
channels. In the third wave of live streaming, the empha-
sis of live media notably shifted from spectatorship to social
interactions between performers and their audiences [6].
For instance, audiences could respond to content, stream-
ers, and other audience members through text, react to
streams with emojis, and gift money and items of value [7,
11]. In parallel to live streaming, analogue sports stadium
tournaments provided an ‘extra-dimension’ to audience par-
ticipation, bringing virtual communities into the physical
world [10].

Thus arose a hybrid community of two different types of
eSports spectators: online stream spectators at home cou-
pled with physical spectators at an arena. The eSports phe-
nomenon has been studied by sociologists and computer
scientists alike [3, 12], however prior work mostly focuses
on the eSports player experience [4, 5, 14] or the online
spectator experience [2, 9, 1]. There has been some work
focusing on the physical audience specifically at eSports
events [12], however most work in this arena has been ap-
propriated from research in other sports domains [8, 13].

Exploring Different Roles
We consider the roles and relationships of audience mem-
bers, moderators, and players in the live hybrid physical and
digital eSports tournament space. We aim to understand
the roles that exist in eSports, and how they are defined.

Sample Roles
1. Online Twitch audience: Watch match on Twitch

2. Live audience: Watch match live

3. Hybrid live/Twitch audience: Watch match live and
comment or follow Twitch

4. Online Twitch Host: Host a match from their stream

5. Coach: Train players on character strategy

6. Player: Play in the match

7. Shoutcaster/Commentator/Analyst: Voice matches,
comment on live games, and analyze important moves

Exploring Different Relationships
A second question is to understand the types of relation-
ships and feedback loops that exist between the differ-
ent roles that exist, in order to inform the design of future
technologies. Understanding relationships between online
and live relationships will help characterizes the sense of
liveness in the hybrid physical-digital space. These one-
directional and bi-directional relationships could be repre-
sented in a visual diagram, such as that show in figure 1.

Patterns of Communication
The relationships that exist in eSports can inform a larger
set of exploratory questions about the types of communica-
tion that occur between roles, and how information travels.

1. What patterns of communication and technology use
emerge?



Figure 1: Examples of relationships that could exist between
eSport Roles

2. What types of communication occur between roles?
Who initiates communication?

3. How does information travel?

4. What information feedback loops exist between groups?

5. How do the people in different roles communicate
through physical/digital means?

6. What role does liveness play in this experience?

7. How does liveness affect the physical/digital commu-
nication dynamic?

Proposed Method
We will survey the eSports and Twitch community to under-
stand basic relationships that emerge through Facebook

groups and through Twitch. Having understood the key re-
lationships that exist, we will conduct exploratory ethno-
graphic research at an eSports tournament.

First, we will record communication patterns during the live
tournament. We will consider how often different roles com-
municate, when, and what language do they use. In com-
plement to this, we will interview different roles (e.g. au-
dience members, shoutcasters, players) to get qualitative
insights into communication patterns.

Proposed Analyses
This work is exploratory in nature, and will integrate quanti-
tative and qualitative analyses with social network analysis.
Our quantitative analyses will consider chat data from live
viewers and online viewers, and the repetition of keywords
and word counts. We also plan to consider temporal and
volume patterns. For instance, we can use time and volume
data to understand when the different roles are most active,
and how they express themselves.

We will pair these quantitative metrics with qualitative tran-
scribed interview questions, analyzing interview data for
emergent patterns, such as excitement and fatigue. Finally,
we will use social network analyses to consider the differ-
ent strengths and directions of communication patterns that
exist between the different users and relationships. An ex-
ample of such a relationship is shown in figure 1.

Conclusion
This work considers the roles and relationships of audi-
ence members, moderators, and players in the live hybrid
physical and digital eSports tournament space. Our goal
is to understand the roles that exist in eSports, and how
they are defined in order to better understand how to design
engaging experiences for the domain. We plan to conduct



Figure 2: Sample network analysis between the types of
relationships that may exist between roles

ethnographic work to understand the emergent space, first
by surveying the eSports and Twitch community to identify
roles and relationships, then recording and analyzing com-
munication patterns and conducting interviews during live
sporting events. Together, this research will inform design
for this hybrid audience experience.
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