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Introduction
Within the gaming industry holds a vast collection of different worlds. Each world being significantly different from one another. Within these worlds we can see a community formed behind it. The community is comprised of players, fans and the makers of the world. In this document we will be analysing how the makers of the world motivate and empower their community via different forms of media. This includes music, animation and videos.
The specific gaming community we will be analysing is the one formed around the game “League of Legends”, and the makers of the game, “Riot Games” (Games, R., League of Legends, 2009. Riot Games). We will be breaking down the various parts of the media they use to empower and motivate their community to compete and participate in their game and tournaments. The video we will be breaking down will be “Rise” (RISE, 2018) the tournament song. In this document we will be breaking down and then analysing how the lyrics empower and seek to motivate the listener, how the animation (music video) both tells a story of competing and triumph and commemorate the history of the game, and then finally the impact on the game’s community and the connection this media provides.
Music Impact
Each year, Riot games is known for teaming up with an influential music group to compose a song with reoccurring themes (Goslin, 2018). This theme is to motivate and drive the competing professional players, and to stimulate the community to prepare them for the upcoming worlds tournament, the pinnacle of the year for any league of legends player.
The 2018 song was RISE (ft. The Glitch Mob, Mako, and The Word Alive), a song once again falling under the banner of empowering. (Cortes, 1991, pp.143-157.) This can be seen by various lyrics within the song.
Welcome to the wild, no heroes and villains
Welcome to the war we've only begun, so
Pick up your weapon and face it
There's blood on the crown; go and take it
You get one shot to make it out alive, so
From the first verse we can see that there is a story being told, or a narrative when talking about heroes and villains. It then goes on to talk about “Pick up your weapon and face it”, this could directly refer to the choice of characters the player needs to make. Then concluding the first verse with empowering words to take the crown (the championship) and the blood referencing to the numerous team who have failed to achieve it each tournament. However, the lyrics directly speaks to the listener, telling them to “You get one shot to make it out alive”. This will make the listener think that the song is telling him/her about the story they go through. This is now their story.
Higher and higher you chase it
It's deep in your bones; go and take it
This is your moment, now is your time, so 
This pre-chorus section continues to empower the listener with lyrics that speak about the lister having the potential within them. Encouraging them to chase what they want, and that “This is your moment, now is your time”. The consistent use of “You” and “Your” speaks to the listener directly aims to motivate them to go for they want and dream. Also, encouraging them that “Now is your time”, almost demanding action from the listener and telling them now is time for action.
Prove yourself and
Rise, rise
Make 'em remember you;
Rise
Push through hell and
Rise, rise
They will remember you;
Rise
The words used here like “Prove yourself and Rise” are incredibly impactful and speak to the listener and encourages them again to prove to themselves and overcome what they are challenging.
The next line could be altered to apply to in real life issues that the specific listener could be going through. Video games provide many people a form of “Escapism” (Warmelink, H., Harteveld, C. and Mayer, I., 2009). This lyric to “Push through hell and rise” could also be directly targeting those people who might be going through “hell” in real life, giving them some encouragement to push through it and conquer.
Then finishing the chorus with a strong form of recognition that people will “remember you”, as a form of reward for getting through the fight.


Welcome to the climb up, reach for the summit
Visions pray that one false step lead the end, so 
Higher and higher you chase it
It's deep in your blood; go and take it
This is your moment, take to the skies, go 
The song continues to the next verse where the song warns that the challenge poses threats and challenges that could “lead the end”, however is quickly pushed aside as the positive words keep reminding the listener has what is needed deep inside them. 
Video Impact
In conjunction with the lyrics of the song, the song is accompanied by an animated music video. This music video holds many things that both symbolises the triumph of overcoming a challenge and then becoming champions. Alongside the purpose of the song (to promote the upcoming tournament), it also tells a story while also integrating history into the video. 
To the casual viewer of the video, the story begins with a hero arming himself ready for combat to achieve his goal. However, to a viewer from within the gaming community itself, we know the story is following the individual journey of “one of the world’s most famous players Kang “Ambition” Chan-yong” (Goslin, 2018). The story follows his and his team’s triumph in the 2017 tournament where they took 1st place flying under the “Samsung Galaxy” Banner. (Goslin, 2017)
Throughout the video we see Kang use weapons that symbolise the weapons used by the characters he used to overcome in the game. Therefore, directly corresponding to the game and potentially encouraging people to play those characters to get the same feeling. Some of these artefacts are some symbols of the character spirit he uses. However, both him and his opponents (who are also professional players) have these weapons. Along with using the weapons used by the game characters they also use the abilities synonymous with the characters. This is showcased throughout the video and has the potential to encourage the watcher to play the character and imagine it is them having the epic fight as depicted in the music video.
Some of these characters and artefacts are meant to represent heroes in game and are shown below how they are mixed together to create a cross between the game world and real life.
[image: ]
However, these professional players have not been randomly selected. These players were the opponents Kang had to face and defeat to become the champion. Portraying the heroes like this not only shows the viewer the professional in his respected character, but also educating the viewer to the history of how he managed to overcome his challenge. Throughout the animation we can find these small “Easter Eggs” (Chouadria, 2018) to players, characters and history.
The animation concludes to the sight of statues inscribed with the emblems of previous victors of the tournament, and following the final fight we see the Samsung Galaxy Emblem inscribing onto another statue as the previously cloaked character reveals to be Samsung Galaxy’s Kang “Ambition” Chan-yong, symbolising his triumph and success in winning his right to be set in stone and history alongside his fellow teams who have won the title.
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The song concludes as Kang celebrates his victory as the camera pans out and focuses on seemingly new cloaked challengers who also have in-game character artefacts and famous team emblems on their backs. Therefore, symbolising new challengers taking trying to achieve what Kang did, and advertising the upcoming tournament and encouraging viewers to tune in to see the epic battles depicted as in this video.
The Impact on the game’s community
[image: ]This media also influences the community itself, giving the sense of connection between the game and the music video. (Porter, C.E., Donthu, N., MacElroy, W.H. and Wydra, D., 2011. pp.80-110.). It provides a bridge that allows players to connect with the virtual world and participate in the fights shown in the video. Due to the strong link between this game and the song, the song then becomes synonymous with the game, therefore acting as a form of “Anthem” (Collins, K., 2009. pp.5-15.) for the game and the event taking place. This indirectly brings the community, following the game together, and uniting under one song for the period of the event. (Ansdell, G. and Pavlicevic, M., 2004)
However, outside of the music this also had an impact on the game community. One of these impacts is the encouragement to the purchasing of in game skins as the tournament takes place. The viewers in community can optionally buy skins to support their team, and therefore represent their favourite teams when they go play the games themselves. The skins also have a direct impact to the 1st place prize pool of the tournament. This encourages the players to both play better and give the community a sense that they are having an impact on the growth of the size of e-sport linked with the game as their purchases directly affect the tournament. These specific team skins also only have limited availability and can only be purchased in the space of when the tournaments are in progress. These make an appearance and are subtly advertised in the background of the music video. Some of these are shown in background:
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However, in terms of the exchanging of money between the player and the game can also come in both a positive and negative form. One of the positives is to buy skins through the client via “microtransactions” (Jenkins, D., 2014), and is encouraged, however one of the negatives is the introduction of gambling within the e-sports scene. When influential tournaments occur throughout the year, an increasingly popular theme to do with any sport, is the introduction of gambling and betting on teams. This is not a subject unique to League of Legends, but it is a reoccurring theme when an e-sport receives a lot of attention and publicity, that the opportunity to gamble money on the success of a team can appear. (Hardenstein, 2017. p.117.). There is no exception for League of Legends.
However, the form in which more people are being exposed to the music video, brings in potentially new people who perhaps have never played games before. Seeing the epic fights can often leave people curious to feel a part of the exciting world shown in the animation. As the video isn’t necessarily just a hardcore game references, it gives a very wide range of interpretations for the casual viewer therefore, having a wider potential audience. In addition, the artists performing the music also have a significant following and have the potential to convert some of them into new players to the League of Legends community.
Conclusion
Overall, I feel that the impact of the song and music video is incredibly positive. The song provides very strong narratives in both lyrics and animation, that really empowers and encourages taking on challenges and making history yourself. This does not necessarily mean just in the game, but due to the frequent addressing of the reader it could be applied to a plethora of different situation depending on the viewer.
Due to the high quality of the video and popularity of the artists used in this video, also gives positive advertisement, while simultaneously acting as a banner the community unite under. This exposure also has the potential to bring in new people to join the game’s community. Therefore, increasing the growth of the game as well as the e-sports scene, as more people come across the song over a wide range of platforms it is accessible on.
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