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No Players

In 2011, The first DOTA 2 International Tournament occured, 
bringing the top teams from all over the world. The tournament
boasted a $1,600,000 prize pool, which up until that point was
the largest prize pool that of any eSports tournament. Four
years later the prize pool has grown to be more than ten times 
larger with a total prize pool of $18,429,613. The base prize pool 
remains $1,600,000, but through an in-game “Compendium” 
purchase for the tournament, which grants cosmetic items for 
the playable in-game “Heroes”, a percentage of the money from
Compendium purchases are contributed to the total prize pool.
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China - 27
Ukraine - 9
South Korea - 7
Malaysia - 6
United States - 5
Russia - 5
Canada - 4
Singapore - 2
Sweden - 2
Germany - 2
Denmark - 2
Pakistan - 1
Belarus - 1
Macao - 1
Austraila - 1
Estonia - 1
Israel - 1
Mexico - 1
Romania - 1
Finland - 1

Players Per Country:

DOTA 2
�e International 2015 Earnings

1st Place
Prize of $6,634,661

3rd Place
Prize of $2,211,554

2nd Place
Prize of $2,856,590 
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The International Prize Pool

DOTA 2 is an online multiplayer game in which two five-player teams aim to destroy the enemy team’s “Ancient” building. Each 
team chooses a “Hero”, a playable character, from a pool of 111 Heroes, each with their own unique abilities. The game has been
described as something like a mix of soccer and chess in terms of strategy and teamwork                             

Of the top three teams, CDEC and LGD-Gaming
were from China, and EG (Evil Geniuses) was from
the U.S. whose team was comprised of three people
from the U.S., one from Canada, and one from 
Pakistan. 


