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WHAT CAN WE LEARN FROM GAME LEADERSHIP? 

 

ABSTRACT 

Current Leadership faces severe problems, since the workforce is changing and it 

becomes more complicated to motivate employees. Therefore this paper looks 

into how video games are handling the topic of leadership. Gaming is part of the 

modern media world and as research indicates it gives insights into leadership of 

future organizations. In this paper leadership theory will be compared with two 

cases of games: On the one hand World of Warcraft and on the other hand 

Counter-Strike. Both games give different insights of the intuitive game 

leadership training of these players. After comparing these cases with the 

leadership theory, we see that they are mostly fitting to the leadership theory, thus 

their approach to these principles is different. Therefore the cases allow us to 

learn diverse tactics of leadership, as the cases focus on the fun and the 

motivation. The players enjoy the learning of new skills and align with other 

peoples and different abilities. In summary this paper shows, that gamer already 

learning several skills for leading companies and teams, however they also learn 

to participate in teams on their own. Companies can learn that motivation and 

keep raising the bar are essential for organizations in order to attract the new 

gamer generation. We also learn about the importance of the fun in work, which 

becomes more essential for the gamers. 
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BACKGROUND 

The video game industry with its growing influence on our values, life 

styles, and attitudes is receiving more and more attention. The annual growth rates 

from 2007 to 2011 will be forecasted with 9.4 percent, and global spending on 

video games is expected to surpass spending in the music industry 

(PriceWaterhouseCoopers 2008). Gaming is becoming an essential part of the 

life-culture of the current work-force (Beck and Wade 2004) and thereby is 

changing the current business models for media (McKelvie and Picard 2008). 

Research indicates that online gaming and game leadership gives us an 

insight into future organizations (Reeves and Malone 2007). It is possible to 

prepare and utilize this information in order for the management of these 

organizations. These reveal that the impact of media management will rise 

throughout from the passive influence to an active influence on leadership, 

motivation and team building. However additional to that leadership becomes 

more relevant for media management (Dal Zotto 2005). 

However, already are many points comparable to the current situation of 

companies. Game leadership will give tomorrow’s leader a new set of tools to 

motivate and coordinate employees quickly (DeMarco, Lesser et al. 2007). It 

already has influence on the leadership of today and few of these people are using 

their skills from gaming in the companies in order to achieve their work tasks and 

be motivated and enthusiastic (Brown and Thomas 2006). This arises the question 

"Could real work ever be as much fun?" (Reeves and Malone 2007). 

The new generation of leader will be part of the gamer generation and 

thereby seeks quick feedback; the chance to trial and error and especially failure is 



What can we learn from Game Leadership 

4 

necessary to learn. Based on a setting of rules (Silverman and Simon 2009), game 

leadership needs fun as much as it needs competition (Beck and Wade 2004).  

However, leadership today faces many problems. Probably the most 

important one is the status of the employees in the company. Especially in the 

recession the method of choice for the companies was to lay off employees 

(Gennard 2009). We also see as stated in the theory of darwiportunisman increase 

of pure darwinistic systems in the workplace which go along with an increase of 

opportunistic behavior of the employees (Kingsbury 2009). Therefore the 

employees are in every business the essential part in the company. That is the 

reason why American law firms are hiring high-potentials and allowing them to 

take a sabbatical year (Kingsbury 2009). The employees don’t see how necessary 

they are for the company and this leads to motivation problems.  

 

METHODOLOGY 

In order to solve these problems we have to look out of the box. Sports 

were always an interesting way learning from (Wooden 1997). Thus it is mostly 

focusing on the performance principle and motivates only through the success at 

the end. Gaming however is tackling the motivation problem from a different 

ankle and tries to establish a permanent motivation. We will look into their 

potential through two gaming cases in order to introduce the gaming world and 

additional their similarities and differences in the field of leadership and 

motivation. However, this will lead us to several points from which we can learn 

from gaming and game leadership. 
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The paper is structured as follows: First, a review about leadership and 

how to manage people. Second, we will present the ways how gamer handle 

leadership in two games. On the one hand World of Warcraft, currently the most 

successful Massive Multiplayer Online Game with over 11 million subscriptions 

(Blizzard 2008) with a special interest on guild structure and guild leadership. On 

the other hand Counter-Strike a First Person Shooter with teams of five and 

comparable to sport teams without a coach. Through these cases we will identify 

differences to the leadership in a company and we will point out these differences 

in a short overview. Third, we conclude with a discussion of potential theoretical 

and practical contributions of our work. 

 

LEADERSHIP IN THEORY 

In order to get a comparative analysis between leadership and game 

leadership it is necessary to describe how leadership looks in the theory and what 

is essential for successful leadership. In this paper we use the thirteen practices for 

managing people from Pfeffer (2005), we will see what important points a modern 

leader has to consider in order to lead.  

First of all and the most important is "Employment Security". A signal for 

the workforce that the company is planning with them long-term, even in rough 

times. "Selective Hiring" is complementary to the security, as careful choosing of 

the right people for the right job leads to an increase of production (Schmidt and 

Hunter 1983). Additional "Information Sharing" is essential and is the step from 

individual knowledge to collective knowledge which improves the group 

construct (Wilson, Goodman et al. 2007). Thus leads to "Participation and 
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Empowerment" and encourages the employees to improve their work processes 

and make decisions on their own leading to an intrinsic motivation (Seibert, Silver 

et al. 2004). Following up to this lower level of authority, a modern leader has to 

allow "Self-Managed Teams", however the freedom and discretion (Cohen and 

Ledford 1994) plus organizing and structuring work and goals (Hackman 1987) 

need a high amount of trust and can increase the complexity of a team (Langfred 

2007). Furthermore the leader needs to give the employee the chance for 

"Training and Skill Development". This yields directly to "Cross-Qualification 

and Cross-Training" which leads to an increase of knowledge based on 

information sharing and improves the skills and the job dimensions of the 

employees (Campbell 1999). But these principles are shortened, if there are 

symbolic barriers, important is "Symbolic Egalitarianism" or flat hierarchies and 

more democracy in organizations (Harrison and Freeman 2004). The final 

principle is "Promotion from Within" and the employees performance will 

increase, if there is a chance to level up in the company (Dessler 1999). 

To complete the picture, however not relevant for this paper, the remaining 

principles are: High Wages, Employee Ownership and Wage Compression. These 

practices are about payment and ownership and the main fact of gaming is the 

lack of money and assets; therefore the "motivation beyond money" (Katzenbach 

2006) is the important practice for a comparison between game leadership and 

team leadership. However the incentive pay is in different ways and currencies 

included in gaming and hence included into the list of applicable practices.  
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ANALYSIS 

Following up two gaming cases will be presented and analyzed by their 

potential to influence on leadership. Thereby we will present the game leadership 

methods the player often intuitive learned and trained. These methods will be 

compared to the principles we presented before. World of Warcraft and Counter-

Strike were picked as both games are successful and additional they are key 

players in game design and media management. These games are involved into 

the gaming for long term, a novelty in a business of short-term success and the 

short media attention of games in general. 

 

Case 1: World of Warcraft 

Due to the fact of 11.5 million subscribers (Blizzard 2008) and with an 

average playtime of 683 minutes per week (Nielsen 2009) World of Warcraft is a 

good case to present game leadership. To begin with the leader comparable to a 

CEO or manager is in World of Warcraft the guild leader and the company is 

called guild (Rezvani 2008). In World of Warcraft leading a guild means to 

handle the recruitment of new members, building up a training system, planning 

the group strategies and conflict-management. Additional the guild leader has to 

resolve skirmish conflicts as there is no incentive payment system or contract 

which holds members at the guild (Brown and Thomas 2006).  

What can we learn from this guild leader and his/her handling of members 

and environment? First of all, the game developer did implement some interesting 

stuff, so the gamers don’t quit on World of Warcraft.  
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World of Warcraft follows eight principles for training and motivation of 

employees or on this case guild member (Hagel and Brown 2009): Beginning 

with the fact, that World of Warcraft is so structured that the start is easy and not 

overwhelming. The player becomes acquainted with the new world and gets a 

sense of accomplishment. However the game itself helps hereby with tools normal 

companies don’t have. With the system of experience points and levels, the player 

knows his/her approximate status compared to others. Adventitious with the new 

achievement system, the player gets an exact and detailed monitor to compromise. 

Furthermore World of Warcraft has implemented a system of "keep raising the 

bar" which allows the player to learn and develop skills with the time. Thus 

maybe can lead to boredom but not to frustration as the next achievement or the 

next skill to learn is always in sight for the player. Based on that the player is 

motivated to learn new things and invest time and effort into this target of raising 

his/her bar.  

Another interesting finding is the high amount of intrinsic motivation in 

the guilds. In the game players need to collaborate in groups or so called raids in 

order to achieve the next achievement. These groups of up to 25 people have to 

work together over a period of time and therefore relationships and trust develop 

(Williams, Ducheneaut et al. 2006). If a guild leader leads the guild over a long 

period, the player don’t want to fail as they don’t want to disappoint the rest. A 

unique way of knowledge exchange is in World of Warcraft generating of new 

tacit knowledge. Throughout the relationships in the guild this knowledge will be 

shared through practice and yields innovation. However, additional to that World 

of Warcraft has a huge quantity of online forums where players can pull the 

knowledge they need. Accessory this knowledge comes from the players and 
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leads to a high amount of tacit knowledge through guilds and still a great deal of 

knowledge exchange crossing the guild lines. In World of Warcraft most of the 

time the player is working in groups and these are not always led by a guild 

leader, players are selecting the fitting people for the groups themselves and lead 

it on their own. This encourages teams to participate in the company and become 

accountable and rewarded for their self-managed teams.  

An important tool, which is necessary in the work of guild leadership are 

frequent performance feedback, even though there are up to 24 other participants, 

everyone can lead to a failure. Above all this is the only way players can improve 

their skills and improve the performance of the guild and discover performance 

gaps. Beyond that the main difference in World of Warcraft is the lack of 

payment, however the main target of the gamer is "not to be rewarded, but to 

improve" (Brown and Thomas 2008). Thereby the game created an environment 

that encourages players to innovate, learn and tinker. 

Beside the point of selective hiring, every principle of Pfeffer (2005) is 

covered by the guild leader. It seems that through the game environment the guild 

leader has to lead in the right way. Hence selective hiring, this is a difficult task 

for the guild leader, as he/she has to rely on the avatar and has to trust them until 

the trust is broken (Rezvani 2008). However it is encouraging for further research 

to see this high amount of correlation between those two lists of principles. 

 

Case 2: Counter-Strike 

The second case is Counter-Strike a First Person Shooter with over 10 

million sold copies (Remo 2008). This game is the backbone for the professional 
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gaming scene and will be played in the mode Five versus Five. It was released in 

1999 and will be in the version Counter-Strike 1.6 and Counter-Strike Source. 

Most of the time Counter-Strike is played online, however in this paper we will 

look into the professional teams of Counter-Strike. These teams are playing on 

tournaments offline against other teams from all over the world. They are 

preparing for these tournaments in so called boot camps, comparable to training 

camps in other sports. Afterwards in the tournament the teams have to play at 

their best, as the level of performance is high. Accessory milliseconds can decide 

about the victory. 

Hence this interesting field of focused and time limited battles with a high 

amount of preparation, Counter-Strike has not be researched in the academic field, 

therefore I will put forward a couple of theories for discussion and research. First 

of all important in Counter-Strike is the fact that everybody knows his/her place in 

the tactics this leads to a high amount of intrinsic trust. It is essential to follow 

these tactics and set of rules at the moment of a game or the team will loose, 

however there is still space for pure talent to balance bad tactics. 

Another important factor is the team building. History showed that teams 

are highly fluctuating, until they are successful and fit on a personal level. Cause 

for that can be the lack of substitutes; only few teams are playing with substitutes. 

In a time of crisis it is not possible to give someone a time out and this personal 

crisis can evolve into a team crisis. Another reason is the non-existence of a coach 

in this game, only manager who can only assure that the player fulfil their 

contract, train and appear at the games. 

In context of leadership Counter-Strike is a self-managed team with 

leaders in their field of excellence. The player with the knowledge to read a game, 
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will do this in the game, however the enthusiastic player will be responsible for 

the motivation of the other team-members. Counter-Strike is an example of a 

modern organization with specialized employees who are working in teams for 

one fast-paced project. In this situation the employees have to adapt fast, build a 

team and screen for the fitting leader in this situation.  

Important in this new environment leadership is not permanent and 

therefore Counter-Strike gives another skill: "Good Leaders Are Also Good 

Followers." (Reeves and Malone 2007). However current research is debating 

about the topic, Counter-Strike showed that team composition could contain more 

than one person with leading skills, as long as the positions are clear. Sometimes 

it is even beneficial as the person with leading skills has some other skills, which 

are limited through the leading. 

 

Comparison to Pfeffer’s Leadership Theory 

After presenting the two cases, we saw that many principles of leadership 

are somehow included into game leadership. However many of them came 

through intrinsic motivation it is obvious that these games tackle the leadership 

which is researched in theory (Pfeffer 2005). Hence some things are not 

comparable.  

The results indicate that employment security is in both games 

implemented. In Counter-Strike and World of Warcraft you will always find a 

team to play. For the game it is even necessary that you find teams easily, without 

it you will quit playing and especially in World of Warcraft, this would mean less 

money for the developer. 
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Thirteen Principles of Leadership* 
(Pfeffer 2005) 

World of 
Warcraft 

Counter-Strike 

Employment Security Implemented Implemented 

Selective Hiring Not covered Not covered 

Incentive Pay Implemented Not covered 

Information Sharing Implemented Implemented 

Participation and Empowerment Implemented Implemented 

Self-Managed Teams Implemented Implemented 

Training and Skill Development Implemented Implemented 

Cross-Qualification and Cross-Training Implemented Implemented 

Symbolic Egalitarianism Not covered Implemented 

Promotion from Within Not covered Not covered 

High Wages Not covered Not covered 

Employee Ownership Not covered Not covered 

Wage Compression Not covered Not covered 

 
Table 1: Comparison of leadership in theory and game leadership 

 

Similar case is at the selective hiring, with the vast amount of potentials, it 

is easily accomplished to get new people. Hence it is rather difficult to simply 

screen the player, as the leader has to rely on an Avatar, stats and the gut feeling. 

In World of Warcraft leads this to a traineeship for every new member and in 

Counter-Strike it depends on testing over and over the new member. Again this 

principle is criticized in the current research of leadership theory. With more 

opportunities to get interesting vitae, the manager has to rely on their gut feeling 



What can we learn from Game Leadership 

13 

about a potential employee. This leads eventually to a trial an error method of 

hiring. As stated in employment security, Counter-Strike and World of Warcraft 

depend on this method, in order to find the right mix for their team.  

If we are looking at the incentive pay, we have to drop the pay, in order to 

get comparable results. World of Warcraft is a great example for incentives, with 

their easy entry and their raising bar. The gamer will always see the next level and 

will know how good he/she is compared to others. Thus Counter-Strike tries to 

motivate the player with a similar easy entry and a game-design, which is simple 

and strict. The player has an incentive to be innovative and creative in order to get 

an advantage over the other teams. 

Both games are depending on information sharing. In World of Warcraft it 

evolved into an intensive usage of modern media channels. There are Internet 

forums with all necessary information’s, there are books, videos and radio-casts. 

Databases were filled with every tiny bit of intelligence for the game. This is a 

great example for modern media management and user-generated content. On the 

other hand Counter-Strike, the information is shared more over the sport-way, by 

watching how the other play and implement their styles into your game play. 

Interesting is the participation and empowerment in the games as they are 

the basis of every game. Without the participation and empowerment the player 

will fail and will be discouraged and quit. Hence with interaction and stating own 

ideas he/she will become an essential part of the game and will be motivated to 

participate. World of Warcraft and Counter-Strike reward this empowerment 

additional to the positive feedback of teammates. 
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Another important insight into leadership gives the self-managed teams. In 

Counter-Strikes these teams are essential, as the teams have to assess their 

chances, their tactics and their positions in every game. Without coaching teams 

have to challenge these tasks on there own and learn it. On the contrary in World 

of Warcraft, these self-managed teams are in general temporary and accessory the 

players have learned some skills from their guild leader, however they are still in 

situations where the guild leader is not available and they have to handle the team 

on their own. 

Through the method of the raising bar both games motivate to train and 

increase the skills of the player. In Counter-Strike and in World of Warcraft there 

are always chances to become better, however in World of Warcraft these targets 

can be identified more easily as in Counter-Strike you need to train to hold your 

current level of skill. 

Cross-Qualification and Cross-Training are in both games in different 

ways possible. On the one hand World of Warcraft offers a set of classes from 

which everybody can choose. The player learns through the team play with these 

classes and additional the player has the chance to play these different classes as 

well and, if necessary, reeducate. 

On the other hand in Counter-Strike every character is similar, however in 

the game they have to handle different situations. Over time it crystallizes in 

which situations of the game the player is good, hence he/she has to learn the 

other situations as well. First to know what can happen and second what the 

teammates are doing.  
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An interesting field is the symbolic egalitarianism. We have to look here at 

the Avatars and the rankings in these games. In Counter-Strike there are no 

possibility to customize their Avatars in the game and beside the name, the player 

has no chance to show his/her rank in the game. However in World of Warcraft 

the player has to choose which race, gender, hairstyle and earrings or tattoos 

he/she wears. Additional in the guild ranks are assigned by the guild leader and 

the player can achieve extra titles that stand directly before the name of Avatar. 

Counter-Strike defines itself through fluctuating teams and no necessity of 

addition team members beside the five players; therefore a promotion from within 

is not possible. On the other side World of Warcraft is a perfect example for 

promotion from within, in general players stick to their guild over a longer period. 

In this period they get the chance to foster in the guild, strengthen relationships 

and learn to lead and fail in small self-managed teams. Over time high potential 

will be discovered and will be promoted within the guild. 

Finally we have to look into high wages, employee ownership and wage 

compression, all three of them are about money and assets. This is per se not 

covered in Counter-Strike and World of Warcraft, as the gamer is paying for 

playing the game. In Counter-Strike this is a one-time transaction, however in 

World of Warcraft he/she has to pay the game and additional a monthly fee.  

 

Moving Beyond Pfeffer’s Leadership Theory 

We stated earlier that games give insights into future organizations 

(Reeves and Malone 2007) and after the comparison it is time to look into, what 
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we can learn from game leadership. What are the field’s games like World of 

Warcraft and Counter-Strike handle better than current companies? 

 

New Principles of Game Leadership World of 
Warcraft 

Counter-Strike 

Bring Fun back Implemented Implemented 

Keep raising the Bar Implemented Not covered 

Living on the Edge Implemented Implemented 

Trial and Error Implemented Not covered 

Motivation beyond Money Implemented Implemented 

 
Table 2: Additional Principles of Game Leadership 

 

The first principle we can learn from gaming is that future organizations 

have to bring the fun back into work (Rezvani 2008). Fun is a necessity for games 

in general, however the fun leads gamer to learn and combine the tools in the 

game world for new knowledge that helps the gamer to succeed in the game 

(Brown and Thomas 2008). Especially World of Warcraft and Counter-Strike are 

games with fun over a long period, however the fun is different, for World of 

Warcraft the player can have fun in every bit of this world e.g. at the camp-fire. 

On the contrary Counter-Strike with the limited world, fun is always about 

playing. It can be stated that in World of Warcraft the player is always training the 

interpersonal skills, in Counter-Strike it is mainly the skills to work under 

pressure. The gamer plays because it is enjoyable and thereby he/she is learning 

intrinsically. 



What can we learn from Game Leadership 

17 

Following up one essential part of the game design is keep raising the bar 

(Hagel and Brown 2009). The game environment is constructed that way that the 

player is challenged. Every time a target is reached the player sees the next 

achievement. This next level motivates the player to invest time and thereby 

learning new skills in the game (Hagel and Brown 2009). If we look at Counter-

Strike, the principle cannot be applied. In this field the game is more comparable 

to a sport, the player only sees his/her achievement over a long time of training 

and sees it even more, if the player has to pause. Similar to sports, after an injury 

the player feels the aggravation in skills. However this is applicable to World of 

Warcraft the degree is less. In World of Warcraft the player gets feedback through 

the game when there is improvement. Be it through a new level, new 

achievements, new titles or new skills, every time the player knows what he/she 

achieved and gets directly a feedback, additional the player also learns what is 

next. This principle of keep raising the bar, is a perfect motivation for the gamer 

as well as for an employee, if the implementation of such a feedback system or 

just the feeling of level up in a company could succeed, it would motivate the 

employee massively. 

Gamers are adventurer and scientists; they try to live on the edge of a 

game. Facing a problem, even though there is a solution known, gamers always 

search for other ways. Ways that are more innovative and challenges them even 

more. Everything what is possible in this game world can be used to solve the 

next challenge, even the easiest task will be done in new ways to make it new 

(Brown and Thomas 2008). Interesting is in this case Counter-Strike with it’s 

limited world, every new innovative way makes it harder to come up with new 

responses to a problem. Still after ten years the game style changes and new ways 
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are implemented. Ideas come up that needs perfect realization and can be target 

for victory or defeat. World of Warcraft even rewards innovative ways to handle a 

problem, this could be simply solving a problem with less people than necessary 

or hard as allowing situations to happen that complicates a problem intensively. 

The gamer makes willingly the game more difficult, only to achieve something 

new and conquer something only few conquers. This makes him/her proud and 

motivates for new ideas, even motivates other players to try the same idea or new 

ideas. 

Living on the edge implies that there is space for trial and error (Reeves 

and Malone 2007). The gamer needs space to risk new ideas and thereby fail at 

this as well. He/she needs the opportunity to get a new chance after failure, in 

order to avert frustration and thereby game quitting. In World of Warcraft the 

gamer and the guild have the chance to try as much innovative ideas for a problem 

as it takes to solve it. In this game there is always the chance to try again and 

again with only mild consequences on their game skill. On the other side Counter-

Strike at high competition level punishes failure extreme hard and probably will 

lead to defeat, but it success can also lead easily to victory. However both games 

are so different, the player can learn essential skills from them, in World of 

Warcraft persistence even in a period of failure and in Counter-Strike risk 

assessment. 

Another important skill-set for leaders are the chance to play in groups and 

lead groups without payment. Without any financial rewards it is important to find 

other ways to "motivate beyond money" (Katzenbach 2006). Game leaders have 

to check the happiness of the team-members, solve problems, handle disputes and 

tinker the team. Without the potential the Game Leader has to work on the edge 
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(Brown and Thomas 2008). In Counter-Strike is this principle even harder, as the 

player faces frequently team changes and has therefore short periods to motivate 

the team members and keep them happy. The team has to work on the short 

period, however if the team fits well, this develops to a long-term assignment of 

motivation. In contrary World of Warcraft, teams or guilds exist over a long time, 

with only small fluctuation; the player has time to get to know the team members. 

However if somebody compromises the team-chemistry, it is up to the leader to 

solve the problem or let this troublemaker go as it affects the whole guild. The 

player gets through both games skills to read the team and their happiness, 

additional to problem-solving and tinkering difficulties. 

These are five principles of game leadership, which can be found in 

Counter-Strike and World of Warcraft, but there can be found more. Especially if 

we look into other games with different game settings and scan them for game 

leadership.  

 

LIMITATIONS 

Comparing sports and games with companies is difficult as there are 

differences that cannot be overcome easily, since sports and games are both first 

of all for fun (Bolton and Houlihan 2009). However they become professional, it 

was and mostly is fun to play. This is one limitation of this paper; another is that 

the cases of World of Warcraft and Counter-Strike are not fully researched. Many 

observations have be done in World of Warcraft, but no scientific survey, in the 

case of Counter-Strike even observations are available. Hence these games can 
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only give insights how to handle leadership, it is necessary to research in detail 

game leadership. 

 

CONTRIBUTIONS FOR THEORY AND PRACTICE 

Gaming is already a big part of the modern world and it has many facets. 

However, it lacks in the field of research, especially in the field of business 

efforts. It is important to research this field furthermore and get useful constructs 

out. Constructs which can be used for the modern leadership, motivation and 

training. If and when it is possible to get similar motivation in a company as in a 

game, the effect will be beneficial throughout the company. 

Summarized, this paper presented insights into the team-management of 

two of the most popular video games currently. However World of Warcraft was 

researched a little, none research was made for Counter-Strike, therefore this part 

was theoretical. Based on the principles of Pfeffer (2005), this paper indicates 

similarities in leadership and game leadership and some interesting differences. 

The different ways to motivate the employees in game and companies will be a 

promising field of research and useful tools for modern leadership. 

 

CONLCUSION 

This paper gives an insight into game leadership and compares it to the 

leadership in companies. With this comparison it is possible to get a view of 

modern leadership in companies, due to the fact, that modern companies will be in 
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a fast-paced, (mostly) virtual, intensive real environment (DeMarco, Lesser et al. 

2007). 

Both cases seem to give a good insight into the leadership theory and yet 

World of Warcraft and Counter-Strike are handling these principles in different 

ways. This implicates that there are several ways to achieve the theory of 

leadership in practice and in game leadership. However the difference of these 

cases is important and reflects, similar to sports, that every game has to be 

researched on their own. It is clear that leadership in Football differs to sailing and 

also World of Warcraft differs to Counter-Strike. 

In a nutshell, games display many similarities with the leadership theory 

and with further research, it should be possible to use these games for 

management and additional for game development and media management. 
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