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1 Motivation

This document is based on Datasheets for Datasets framework. [1]

For what purpose was the dataset created? Was there a specific task in mind?
We have created this dataset to open StarCraft II to the broader scientific community. The goal of this dataset is to
attract more research in esports. Especially in order to create, and verify new training methods with technological help

against the existing and publicly available data. As of the date of dataset publication there were no publicly available
pre-processed esports StarCraft IT datasets available.

Who created the dataset (e.g., which team, research group) and on behalf of which entity (e.g., company,
institution, organization)?

The dataset was created by Andrzej Biatecki and a team of independent collaborators without institutionalized help.

Who funded the creation of the dataset?

This dataset was self-funded.

Any other comments?

Not applicable.
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2 Composition

What do the instances that comprise the dataset represent (e.g., documents, photos, people, countries)? Are
there multiple types of instances (e.g., movies, users, and ratings; people and interactions between them; nodes
and edges)? Please provide a description.

Every directory represents a single tournament. Within the directories, you will find 4 different types of files: extracted
data from viable games in zip format, main log of the program that was used for data extraction, secondary log that
contains a list of paths to processed replays alongside the list of paths to replays that were not processed due to
technical errors, and summary JSON file containing information that can be used for data distribution verification.

Raw data that was used to generate the dataset (SC2ReSet) is also available in a different repository. [2]

How many instances are there in total (of each type, if appropriate)?

The first version of the dataset consists of 55 tournaments and 17930 replays.

Does the dataset contain all possible instances or is it a sample (not necessarily random) of instances from a
larger set? If the dataset is a sample, then what is the larger set? Is the sample representative of the larger set
(e.g., geographic coverage)? If so, please describe how this representativeness was validated/verified. If it is not
representative of the larger set, please describe why not (e.g., to cover a more diverse range of instances,
because instances were withheld or unavailable).

This dataset consists of all publicly available StarCraft II tournaments that are classified as "Premiere" or "Major"
according to Liquipedia, starting from 2016 IEM Taipei until 2022 IEM Katowice tournaments. Therefore, it is not
a sample but a collection of all the available tournament replays (SC2ReSet) that were published by the tournament
organizers or administrators. Additionally, all of the replays were pre-processed through our toolset. [3-5] This
resulted in the final dataset (SC2EGSet). Only the replays that our toolset failed to process are not present in the final
dataset.

What data does each instance consist of? “Raw’’ data (e.g., unprocessed text or images) or features?

Each archived zip instance consists of multiple pre-processed replays that were saved into a JSON data format.

Is there a label or target associated with each instance?

No additional labeling of the data was performed. The simplest label that could be used is "victory" or "defeat" for
any inspected replay of a tournament game.

Is any information missing from individual instances? If so, please provide a description, explaining why this
information is missing (e.g., because it was unavailable). This does not include intentionally removed
information, but might include, e.g., redacted text.

Not applicable.

Are relationships between individual instances made explicit (e.g., users’ movie ratings, social network links)?

No relationships between individual instances were made explicit. The dataset contains tournament data at its different
stages. Due to this, separate instances can contain related information about tournament progress.

Are there recommended data splits (e.g., training, development/validation, testing)? If so, please provide a
description of these splits, explaining the rationale behind them.

In our API, we expose routines that randomly assign data into three splits. Test split consists of N x 1/6 entries,
validation split consists of N x 1/10, and train split consists of N % 11/15

Are there any errors, sources of noise, or redundancies in the dataset?

Explicit errors within the dataset can be verified by accessing the log files. Any implicit errors were not investigated.
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Is the dataset self-contained, or does it link to or otherwise rely on external resources (e.g., websites, tweets,
other datasets)? If it links to or relies on external resources, a) are there guarantees that they will exist, and
remain constant, over time; b) are there official archival versions of the complete dataset (i.e., including the
external resources as they existed at the time the dataset was created); c) are there any restrictions (e.g.,
licenses, fees) associated with any of the external resources that might apply to a future user? Please provide
descriptions of all external resources and any restrictions associated with them, as well as links or other access
points, as appropriate.

This dataset is self-contained.

Does the dataset contain data that might be considered confidential (e.g., data that is protected by legal
privilege or by doctorpatient confidentiality, data that includes the content of individuals’ non-public
communications)?

no - Described dataset consists of esports tournament games that were published by the tournament organizers and
administrators, therefore it was public before any information was inferred.

Does the dataset contain data that, if viewed directly, might be offensive, insulting, threatening, or might
otherwise cause anxiety?

Not applicable.

Does the dataset relate to people?

Yes.

Does the dataset identify any subpopulations (e.g., by age, gender)? If so, please describe how these
subpopulations are identified and provide a description of their respective distributions within the dataset.

Not applicable.

Is it possible to identify individuals (i.e., one or more natural persons), either directly or indirectly (i.e., in
combination with other data) from the dataset?

Yes, the dataset consists of information relating to public esports players, who are identifiable by their nicknames or
by the stage of the tournament.

Does the dataset contain data that might be considered sensitive in any way (e.g., data that reveals racial or
ethnic origins, sexual orientations, religious beliefs, political opinions or union memberships, or locations;
financial or health data; biometric or genetic data; forms of government identification, such as social security
numbers; criminal history)?

Not applicable.

3 Collection process

How was the data associated with each instance acquired? Was the data directly observable (e.g., raw text,
movie ratings), reported by subjects (e.g., survey responses), or indirectly inferred/derived from other data
(e.g., part-of-speech tags, model-based guesses for age or language)? If data was reported by subjects or
indirectly inferred/derived from other data, was the data validated/verified? If so, please describe how.

The initial raw data was collected through online searches of StarCraft II "replaypacks". After that, processing was
conducted to extract the information. The data was verified in pre-processing stages by comparing and contrasting
information found in redundant data structures. [3]

What mechanisms or procedures were used to collect the data (e.g., hardware apparatus or sensor, manual
human curation, software program, software API)? How were these mechanisms or procedures validated?

The proccess of data collection was conducted manually by downloading the "replaypacks".
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If the dataset is a sample from a larger set, what was the sampling strategy (e.g., deterministic, probabilistic
with specific sampling probabilities)?

Not applicable.

Who was involved in the data collection process (e.g., students, crowdworkers, contractors) and how were they
compensated (e.g., how much were crowdworkers paid)?

The data collection process was done in full by Andrzej Biatecki.

Over what timeframe was the data collected? Does this timeframe match the creation timeframe of the data

associated with the instances (e.g., recent crawl of old news articles)?** If not, please describe the timeframe in
which the data associated with the instances was created.

The data collection was started in 2021.08, the timeframe of the data itself is since the first tournament played using
StarCraft II: Legacy of The Void.

Were any ethical review processes conducted (e.g., by an institutional review board)? If so, please provide a
description of these review processes, including the outcomes, as well as a link or other access point to any
supporting documentation.

No.

Does the dataset relate to people?

Yes.

Did you collect the data from the individuals in question directly, or obtain it via third parties or other sources
(e.g., websites)?

The dataset was collected from: Liquipedia, SpawningTool, tournament organizer’s websites, and from tournament
administrator publicly provided repositories.

Were the individuals in question notified about the data collection? If so, please describe (or show with
screenshots or other information) how notice was provided, and provide a link or other access point to, or
otherwise reproduce, the exact language of the notification itself.

Not applicable. The data was pre-collected by the tournament organizers.

Did the individuals in question consent to the collection and use of their data? If so, please describe (or show
with screenshots or other information) how consent was requested and provided, and provide a link or other
access point to, or otherwise reproduce, the exact language to which the individuals consented.

Not applicable.

If consent was obtained, were the consenting individuals provided with a mechanism to revoke their consent in
the future or for certain uses? If so, please provide a description, as well as a link or other access point to the
mechanism (if appropriate).

Not applicable.

Has an analysis of the potential impact of the dataset and its use on data subjects (e.g., a data protection
impact analysis) been conducted? If so, please provide a description of this analysis, including the outcomes, as
well as a link or other access point to any supporting documentation.

Not applicable.
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4 Preprocessing/Cleaning/Labeling

Was any preprocessing/cleaning/labeling of the data done (e.g., discretization or bucketing, tokenization,
part-of-speech tagging, SIFT feature extraction, removal of instances, processing of missing values)?

Yes, during the preparation of the dataset raw files in SC2Replay format were ingested, restructured and outputted. No
direct labelling was done. For details, refer to the open-sourced software used for extraction. [3]

Was the “raw” data saved in addition to the preprocessed/cleaned/labeled data (e.g., to support unanticipated
future uses)? If so, please provide a link or other access point to the “raw” data.

The raw data is publicly available online on Liquipedia and other aforementioned sources.

Is the software used to preprocess/clean/label the instances available?** If so, please provide a link or other
access point.

Yes, the software used to preprocess the instances that are within this dataset is available. [3—5]

5 Uses

Has the dataset been used for any tasks already?

At the time of publication the dataset have not been used for any tasks.

Is there a repository that links to any or all papers or systems that use the dataset? If so, please provide a link
or other access point.

No.

What (other) tasks could the dataset be used for?

This dataset could be used for exploring sports analytics, sequence modeling, classification tasks, dimensionality
reduction tasks, clustering of different playstyles, and possibly more.

Is there anything about the composition of the dataset or the way it was collected and
preprocessed/cleaned/labeled that might impact future uses? For example, is there anything that a future user
might need to know to avoid uses that could result in unfair treatment of individuals or groups (e.g.,
stereotyping, quality of service issues) or other undesirable harms (e.g., financial harms, legal risks) If so,
please provide a description. Is there anything a future user could do to mitigate these undesirable harms?

Not applicable.

6 Distribution

Will the dataset be distributed to third parties outside of the entity (e.g., company, institution, organization) on
behalf of which the dataset was created?

Yes, the dataset will be publicly available on Zenodo.

How will the dataset will be distributed (e.g., tarball on website, API, GitHub)?** Does the dataset have a
digital object identifier (DOI)?

The dataset will be distributet via Zenodo. (INCLUDE)

When will the dataset be distributed?

The dataset will be distributed publicly by end of September 2022.
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Will the dataset be distributed under a copyright or other intellectual property (IP) license, and/or under
applicable terms of use (ToU)? If so, please describe this license and/or ToU, and provide a link or other access
point to, or otherwise reproduce, any relevant licensing terms or ToU, as well as any fees associated with these
restrictions.

6.1 Blizzard StarCraft II AI and Machine Learning License

BLIZZARD® STARCRAFT® II ATl AND MACHINE LEARNING LICENSE
IMPORTANT NOTICE:

YOU SHOULD CAREFULLY READ THIS AGREEMENT (THE “AGREEMENT”) BEFORE INSTALLING OR
USING BLIZZARD’S (“BLIZZARD”) STARCRAFT II AT AND MACHINE LEARNING SOFTWARE AND EN-
VIRONMENT (THE “SOFTWARE”). IF YOU DO NOT AGREE WITH ALL OF THE TERMS OF THIS AGREE-
MENT, YOU MAY NOT INSTALL OR OTHERWISE ACCESS THE SOFTWARE.

Subject to the terms of this Agreement, your use of the Software is governed by Blizzard’s End User License Agree-
ment (“EULA”), which is incorporated by reference herein and is available for review here. (http://us.blizzard.com/en-
us/company/legal/eula.html) Please carefully review the EULA and this Agreement prior to installing or using the
Software. IF YOU DO NOT AGREE TO THE TERMS OF THE EULA AND THIS AGREEMENT, YOU ARE NOT
PERMITTED TO INSTALL, COPY, OR USE THE SOFTWARE.

1. Use Of The Software.

A. Al Testing And Machine Learning Use Only: Subject to your compliance with this Agreement, Blizzard
grants you a limited, revocable, non-sublicensable license to use the Software for purposes of Al testing,
machine learning, and related research only.

B. Blizzard Account Not Required: Notwithstanding the requirements of Section 1.A of the EULA, cre-
ation of a Blizzard Account is not required in order to use the Software. Legal entities other than natural
persons are authorized to use the Software. However, other than as specifically excepted in this Agree-
ment, the remaining provisions and requirements of the EULA are controlling.

C. EULA Exceptions: The terms of Blizzard’s EULA govern your use of the Software, subject to the
following narrow exceptions:

i. Derivative Works: Section 1.C.i of the EULA shall not be read to prohibit the authorized use of
the Software or data generated or collected from such use. However, no portion of this Agreement
shall give you the right to create, distribute, or otherwise exploit unauthorized derivative works of
the Software.

ii. Automation: The provisions of Section 1.C.ii of the EULA prohibiting the use of automation pro-
cesses or software do not apply to use of the Software.

iii. Commercial Use: The provisions of Section 1.C.iii of the EULA govern your use of the Software,
except that you are authorized to use and exploit data derived from using the Software in connection
with Al and machine learning programs for personal or internal use, despite that such use of the data
may ultimately be for a commercial purpose. You may not otherwise use or exploit the Software for
any commercial purpose.

iv. Data Mining: The provisions of Section 1.C.iv of the EULA shall not prohibit the authorized use of
the Software or data generated or collected from such use.

v. Matchmaking: The provisions of Section 1.C.vi of the EULA shall not prohibit the authorized use
of the Software or data generated or collected from such use.

2. Ownership.

A. The provisions of Section 2 of the EULA apply in full force to the Software (including generated by or
collected through the authorized use of the Software.

Have any third parties imposed IP-based or other restrictions on the data associated with the instances? If so,
please describe these restrictions, and provide a link or other access point to, or otherwise reproduce, any
relevant licensing terms, as well as any fees associated with these restrictions.

The data itself may be used for research purposes, although the IP is owned by Blizzard Entertainment. Please
reference the end user license agreement (EULA), and Al and ML License for details. Blizzard StarCraft II Al and
Machine Learning License is available in subsection A.1.
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Do any export controls or other regulatory restrictions apply to the dataset or to individual instances? If so,
please describe these restrictions, and provide a link or other access point to, or otherwise reproduce, any
supporting documentation.

No.

7 Maintenance

Who is supporting/hosting/maintaining the dataset?

The dataset is supported and maintained by the main author Andrzej Biatecki, the data is hosted on Zenodo.

How can the owner/curator/manager of the dataset be contacted (e.g., email address)?

The corresponding author can be contacted by using the following email: andrzej.bialecki94 @ gmail.com

Is there an erratum? If so, please provide a link or other access point.

Not applicable.

Will the dataset be updated (e.g., to correct labeling errors, add new instances, delete instances)? If so, please
describe how often, by whom, and how updates will be communicated to users (e.g., mailing list, GitHub)?

Yes, the dataset be updated as soon as new replaypacks are available under the conditions that the main author and
contributors have time to perform all of the processing and validation required.

If the dataset relates to people, are there applicable limits on the retention of the data associated with the
instances (e.g., were individuals in question told that their data would be retained for a fixed period of time
and then deleted)? If so, please describe these limits and explain how they will be enforced.

No, as far as the authors are concerned, there are no limits on retention of the data.

Will older versions of the dataset continue to be supported/hosted/maintained? If so, please describe how. If
not, please describe how its obsolescence will be communicated to users.

Yes. If someone wishes to contribute to this dataset, please contact the authors.

A Appendix

A.1 Blizzard StarCraft II AI and Machine Learning License

BLIZZARD® STARCRAFT® II Al AND MACHINE LEARNING LICENSE
IMPORTANT NOTICE:

YOU SHOULD CAREFULLY READ THIS AGREEMENT (THE “AGREEMENT”) BEFORE INSTALLING OR
USING BLIZZARD’S (“BLIZZARD”) STARCRAFT II Al AND MACHINE LEARNING SOFTWARE AND EN-
VIRONMENT (THE “SOFTWARE”). IF YOU DO NOT AGREE WITH ALL OF THE TERMS OF THIS AGREE-
MENT, YOU MAY NOT INSTALL OR OTHERWISE ACCESS THE SOFTWARE.

Subject to the terms of this Agreement, your use of the Software is governed by Blizzard’s End User License Agree-
ment (“EULA”), which is incorporated by reference herein and is available for review here. (http://us.blizzard.com/en-
us/company/legal/eula.html) Please carefully review the EULA and this Agreement prior to installing or using the
Software. IF YOU DO NOT AGREE TO THE TERMS OF THE EULA AND THIS AGREEMENT, YOU ARE NOT
PERMITTED TO INSTALL, COPY, OR USE THE SOFTWARE.

1. Use Of The Software.

A. Al Testing And Machine Learning Use Only: Subject to your compliance with this Agreement, Blizzard
grants you a limited, revocable, non-sublicensable license to use the Software for purposes of Al testing,
machine learning, and related research only.
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B. Blizzard Account Not Required: Notwithstanding the requirements of Section 1.A of the EULA, cre-
ation of a Blizzard Account is not required in order to use the Software. Legal entities other than natural
persons are authorized to use the Software. However, other than as specifically excepted in this Agree-
ment, the remaining provisions and requirements of the EULA are controlling.

C. EULA Exceptions: The terms of Blizzard’s EULA govern your use of the Software, subject to the
following narrow exceptions:

i. Derivative Works: Section 1.C.i of the EULA shall not be read to prohibit the authorized use of
the Software or data generated or collected from such use. However, no portion of this Agreement
shall give you the right to create, distribute, or otherwise exploit unauthorized derivative works of
the Software.

ii. Automation: The provisions of Section 1.C.ii of the EULA prohibiting the use of automation pro-
cesses or software do not apply to use of the Software.

iii. Commercial Use: The provisions of Section 1.C.iii of the EULA govern your use of the Software,
except that you are authorized to use and exploit data derived from using the Software in connection
with Al and machine learning programs for personal or internal use, despite that such use of the data
may ultimately be for a commercial purpose. You may not otherwise use or exploit the Software for
any commercial purpose.

iv. Data Mining: The provisions of Section 1.C.iv of the EULA shall not prohibit the authorized use of
the Software or data generated or collected from such use.

v. Matchmaking: The provisions of Section 1.C.vi of the EULA shall not prohibit the authorized use
of the Software or data generated or collected from such use.

2. Ownership.

A. The provisions of Section 2 of the EULA apply in full force to the Software (including generated by or
collected through the authorized use of the Software.
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