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Figure 1 An example of a player's development curve highlighting three different phases in their career. 
It is implied that some sort of curve fitting is involved to present an average over time. 
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Figure 2 The LTAD stages superimposed on the  sample Player Development Curve
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Figure 3 Two PDCs of players with different chronological and developmental ages that show an equal 
performance level at the time of assessment.
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Figure 4 The various factors and influences that affect a player's peak potential in the PDC
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Figure 5 The early phase of the PDCs of two players with different levels of digital literacy
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Figure 6 The projected PDCs of a player depending on their time of role specialization
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Figure 7 The ranked distribution based on the percentage of players by tier applied to the op.gg's 
estimate of the number of ranked accounts in both the NA and KR servers.
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Figure 8 The tail end of the curve in Figure 7 with cutoffs for the top 50 and 300 players in each region.
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Figure 9 Average PDCs of players across different generations
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