Table of Contents

International Journal of Gaming and Computer-Mediated Simulations

Volume 9 ¢ Issue 2 « April-June-2017 « ISSN: 1942-3888 + elSSN: 1942-3896
An official publication of the Information Resources Management Association

Special Issue on Esports: The Emergence and Maturation of Video Games from
Leisure Activity into Profession and Event, Part 2

Guest Editorial Preface

v Brock Dubbels, Department of Psychology, Neuroscience, and Behavior, McMaster University, Hamilton, Canada
Research Articles

1 An Exploration of Mental Skills Among Competitive League of Legend Players

Daniel Himmelstein, Premier eSports Academy, Denver, CO, USA
Yitong Liu, University of Denver, Denver, CO, USA
Jamie L. Shapiro, University of Denver, Denver, CO, USA

22 Career Transitions of eSports Athletes: A Proposal for a Research Framework
Markus Salo, University of Jyvéskyld, Jyviskyld, Finland

3 e-Sport as Leverage for Growth Strategy: The Example of League of Legends

Myriam Davidovici-Nora, SES-13, CNRS, Telecom-ParisTech, Université Paris-Saclay, Paris, France

47 Going Beyond Ambidexterity in the Media Industry: eSports as Pioneer of Ultradexterity

Tobias M. Scholz, University of Siegen, Siegen, Germany
Volker Stein, University of Siegen, Siegen, Germany

COPYRIGHT

The International Journal of Gaming and Comp Mediated Simulations (IJGCMS) (ISSN 1942-3888; eISSN 1942-3896), Copyright ©

2017 IGI Global. All rights, including translation into other languages reserved by the publisher. No part of this journal may be reproduced or used in
any form or by any means without written permission from the publisher, except for noncommercial, educational use including classroom teaching
purposes. Product or company names used in this journal are for identification purposes only. Inclusion of the names of the products or companies does
not indicate a claim of ownership by IGI Global of the trademark or registered trademark. The views expressed in this journal are those of the authors
but not necessarily of IGI Global.

The International Journal of Gaming and Computer-Mediated Simulations is indexed or listed in the following: ACM
Digital Library; Bacon’s Media Directory; Cabell’s Directories; Compendex (Elsevier Engineering Index); DBLP; GetCited;
Google Scholar; INSPEC; Journal TOCs; MediaFinder; PsycINFO®; SCOPUS; The Standard Periodical Directory; Ulrich’s
Periodicals Directory; Web of Science (All Journals); Web of Science Emerging Sources Citation Index (ESCI)



	Table of Contents

