
1

REFERENCE

Burchill, S., Linklater, A., Devetak, R., Donnelly, J., Paterson, M.,

Reus-Smith, C., et al. (2005). Theories of International Relations Third Edition.

New York: Palgrave Macmillan Paul Tassi (20 Dec 2012). "2012: The Year of

Electronic Sports". Forbes.

Ben Popper (30 Sep 2013). "Field of streams: how Twitch made video

games a spectator sport". TheVerge.

Nick Schwartz (21 Jul 2014). "ESPN embraces Electronic Sports,

broadcasts Dota 2 championship 'The International'". USAToday

Andrew Groen (14 May 2013). "Why gamers in Asia are the world's best

Electronic Sport athletes". PCWorld

"P-1A Internationally Recognized Athlete". US Citizenship and

Immigration Services

IeSF (22 April 2015) “IeSF, Partnership with Athletics for a Better World,

powered by IAAF, one of the world’s leading international sports federations”.

IeSF News.

Owen Good (19 Oct 2012). "Today is the 40th Anniversary of the World's

First Known Video Gaming Tournament". Kotaku

Michael Borowy (2012). "3". Public Gaming: Electronic Sport and Event

Marketing in the Experience Economy(PDF) (Thesis)

"GameSpotting 20XX, Page 7". GameSpot.com. Retrieved 2012-05-25.

http://www.forbes.com/sites/insertcoin/2012/12/20/2012-the-year-of-esports/
http://www.theverge.com/2013/9/30/4719766/twitch-raises-20-million-esports-market-booming
http://ftw.usatoday.com/2014/07/espn-dota-2-international-esports
http://www.pcworld.com/article/2036844/why-gamers-in-asia-are-the-worlds-best-esport-athletes.html
http://www.uscis.gov/portal/site/uscis/menuitem.eb1d4c2a3e5b9ac89243c6a7543f6d1a/?vgnextchannel=19860b89284a3210VgnVCM100000b92ca60aRCRD&vgnextoid=19860b89284a3210VgnVCM100000b92ca60aRCRD
http://kotaku.com/5953371/today-is-the-40th-anniversary-of-the-worlds-first-known-video-gaming-tournament
http://summit.sfu.ca/system/files/iritems1/12463/etd7439_MBorowy.pdf
http://www.gamespot.com/features/6091348/p-7.html


2

Daniel Tack (4 Sep 2013). "Riot Games, 'League of Legends', And The

Future Of Electronic Sports". Forbes

Kevin Kelly (Dec 1993). "The First Online Sports Game". wired.com

Riot Pente (Jul 2014). "Get ready for Gamescom - EU Regionals Heading

to Gamescom". Riot Games

Brent Ruiz (3 Feb 2013). "Interview with Razer's global e-sports manager:

The business behind sponsoring teams". ESFI World

Emanuel Maiberg (8 Feb 2014). "Blizzard Electronic Sports initiative will

support your college gaming club". Game Spot

"Largest Overall Prize Pools in Electronic Sports - Competitive

Tournament Rankings :: e-Sports Earnings".Electronic Sportsearnings.com

Senior, Tom (10 August 2011). "Dota 2 Gamescom tournament to be

streamed live on Dota2.com". PC Gamer.

Miozzi, CJ (1 August 2011). "Valve Announces DOTA 2 Gamescom

Tournament". Game Front.

Senior, Tom (17 August 2011). "Dota 2: the tournament so far...". PC

Gamer.

Schiller, Jen (23 August 2011). "First Ever Dota 2 Championship Winner

Revealed". Kotaku

18 Jul 2014, Valve Press Release, International Dota 2 Championships on

ESPN Networks, Steam

Hermann, M. G. (2008). Content Analysis . In A. Klotz, & P. Deepa,

Qualitative Methode in International Relations . New York : Pallgrave

http://www.forbes.com/sites/danieltack/2013/09/04/riot-games-league-of-legends-and-the-future-of-esports/
http://www.wired.com/wired/archive/1.06/netrek.html
http://euw.leagueoflegends.com/en/news/community/community-events/get-ready-gamescom-eu-regionals-heading-gamescom
http://www.esfiworld.com/interview-with-razers-global-e-sports-manager-the-business-behind-sponsoring-teams/
http://www.gamespot.com/articles/blizzard-esports-initiative-will-support-your-college-gaming-club/1100-6417615/
http://www.esportsearnings.com/tournaments
http://www.pcgamer.com/2011/08/10/dota-2-gamescom-tournament-to-be-streamed-live-on-dota2-com/
http://www.gamefront.com/valve-announces-dota-2-gamescom-tournament/
http://www.pcgamer.com/2011/08/17/dota-2-the-tournament-so-far/
http://kotaku.com/5833570/first-ever-dota-2-championship-winner-revealed
http://store.steampowered.com/news/13929/


3

Macmillan.Michael Quinn Patton and Michael Cochran “A Guide to Using

Qualitative Research Methodology”

Flew, Terry and Humphreys, Sal (2005) "Games: Technology, Industry,

Culture" Oxford University Press, South Melbourne

Irvine, Martha (September 16, 2008). "Survey:97 Percent of Children Play

Video Games". Huffington Post

Morris, S. (2002). 'First-Person Shooters – AGame Apparatus'. In G. King

& T. Kryzwinska. London: Wallflower Press

Mäyrä, F. (2008). An Introduction to Game Studies. London: Sage

Publications

Bray, DA& Konsynski, BR, 2007, 'Virtual Worlds, Virtual Economies,

Virtual Institutions'

Adrienne Shaw (May 2010). "What Is Video Game Culture? Cultural

Studies and Game Studies". Games and Culture

"A Brief Look At Professional Gaming". kuro5hin.org

Vygotsky, L. (1978). Mind in society: The development of higher

psychological functions. Cambridge, MA: Harvard University Press

Piaget, J. (1962). Play, dreams and imitation (Vol. 24). New York, NY:

Norton.

Erikson, E. H. (1977). Toys and reasons: Stages in the ritualization of

experience. New York, NY: Norton

Bjorklund, D. F., & Pellegrini, A. D. (2010). Evolutionary perspectives on

social development. In P. K. Smith & C. H. Hart (Eds.), The WileyBlackwell



4

handbook of childhood social development (pp. 64–81). Oxford, England:

Wiley-Blackwell


