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A Study on eSports relay system using Petri Net model
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Abstract

As the number of online game users increases, interest and awareness of e-sports are improving.
Therefore, e-sports has been recognized as a traditional sports field. As E-Sports becomes a culture, there is
a growing need for a relay system that effectively transmits the video and narrative of the game to users
who play the game. In this paper, we research the changes of video narratives according to the traditional
sports relay system and user 's point of view expansion. In addition, we use Petri Net model to effectively
analyze the game play flow of FIFA Online 4, one of the e-sports events, and propose an improved
e-sports relay system.
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[Table 1] Characteristics of eSports
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[Fig. 3] Composition of e-Sports relay system
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[Table 2] List of game play flow - Actions
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[Fig. 4] A Petri Net Model of game play flow - FIFA Online 4
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[Table 4] the technique of camera vision

718 ol 712
Long shot RISt FeAe a2
Full shot RIS T JHOIE A
Medium shot AlH|o| CHEE W2 ZAL SE A2
Close up A=t INCIESIE % |

[E 5] 7Hoat 24 7]
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