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INTRODUCTION AND BACKGROUND

What does it mean to be a man and a game enthusiast? How does being a man and
masculinity intersect with games and gaming? Although player research in game
studies tend to be overly dominated by male respondents, men are rarely being
treated as gendered within this research. This paper will present the results from an
interview study of men’s gendered gaming experiences carried out in 2024.

Gender research within game studies has a long history (Cassell and Jenkins 1998;
Jenson and de Castells 2010; Richards 2013). In a subculture dominated by men and
hypermasculine game content, it is little surprise that gender perspectives in game
studies have focused on issues of marginalization, exclusion and harassment
experienced by women (e.g. Consalvo 2012; Cote 2017; Crothers and Scott-Brown
2024; Fox and Tang 2017; McLean and Griffiths 2018; Zhou and Peterson 2024).
Interestingly, this has also led to a situation where most of the research focusing on
men and masculinities are based on women’s experiences with a male-dominated
culture, rather than what it means to be gaming man. This paper aims to further
develop the foundational work on gaming and masculinity by Maloney et al (2019)
and Taylor & Vorhees (2018) to help fill this knowledge gap by offering new research
on men and masculinity in game studies. Rather than reinforcing the idea of the
pervasiveness of toxic masculinity in gaming, our study documents a more nuanced
picture of a variety of expressions of masculinities at play in gaming culture. While
acknowledging Raewynn Connell’s theory of masculinities (2005), this paper will lean
on Andrea Waling’s (2019) call for a less structuralist and more phenomenologically
oriented approach focusing on the practices of masculinity and manhood in a
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discussion of how our study participants articulate their gendered experiences of
being a man in gaming.

METHODOLOGY AND DATA

This paper will present and discuss the results from an interview study with 21
Norwegian individuals identifying as men between 16-57 years who consider
videogames as an important part of their everyday lives. Taking a phenomenological
approach in which focus is on the study participants’ personal experiences, our
interviews have been conducted with basis in interpretative phenomenological
analysis (IPA), a method in qualitative psychology developed for research on major
events in people’s lives (Smith et al 2009) and which have been successfully applied
to making sense of player experiences in game studies (Ahm 2021; Jgrgensen 2011,
2016; Moran 2023).

Among our respondents, we find that while all have a clear sense of themselves as
being men, they associate in different ways with the categories of masculinity
idealized in game culture and in the main culture. Likewise, although have a clear
sense of games and gaming as having a special place in their lives, many are hesitant
to use the contested term “gamer” as an identification marker. Still, the respondents
find that games and game culture are indeed a gendered space, and offer different
interpretations of why this is so. Our analysis will use this data to add more nuance to
previously discussed understandings of concepts such as gaming masculinity and
gamer masculinity (Backe 2018; Braithwaite 2016; Chen 2016; Choi et al. 2020; Condis
2015; 2016; Condis & Morrisette 2023; Cote & Mejeur, 2018; DiSalvo 2017; Falcdo et
al. 2021; Ictech 2021; Raffel 2018; Ruberg 2018; 2019; Taylor and Vorhees, 2009).

REFERENCES

Ahm, K. R. 2021. “(Re)playing (with) video game history: moving beyond
retrogaming”. Games and Culture. 16 (6), 660-680.
https://doi.org/10.1177/1555412020955084

Backe, H. J. 2018.” A Redneck Head on a Nazi Body. Subversive Ludo-Narrative
Strategies in Wolfenstein Il: The New Colossus”. Arts 7(4)
https://doi.org/10.3390/arts7040076

Braithwaite, A. 2016. “It’s About Ethics in Games Journalism? Gamergaters and Geek
Masculinity”. Social Media+Society 2(4).
https://doi.org/10.1177/2056305116672484

Cassell, J. and Jenkins, H. ed. 1998. From Barbie to Mortal Kombat. Gender and
Computer Games. Cambridge: MIT Press.

Chen, S. 2016. “Negotiating masculinities through the game of distinction - a case
study of MOBA gamers at a Chinese university”. Asian Anthropology 15(3), 242-259.
https://doi.org/10.1080/1683478X.2016.1228182



Choi, Y., Slaker, J. S. and Ahmad, N. 2020. “Deep strike: playing gender in the world
of Overwatch and the case of Geguri”. Feminist Media Studies 20(8). 1128-1143.
https://doi.org/10.1080/14680777.2019.1643388

Condis, M. 2014. “No homosexuals in Star Wars? BioWare, ‘gamer’ identity, and the
politics of privilege in a convergence culture”. Convergence 21(2), 198-212.
https://doi.org/10.1177/1354856514527205

Condis, M. 2018. Gaming Masculinity: Trolls, Fake Geeks & the Gendered Battle for
Online Culture. University of lowa Press

Condis, M. and Morrissette, J. 2023. “Dudes, boobs, and GameCubes: video game
advertising enters adolescence”. Media, Culture & Society 45(6), 1285-1302.
https://doi.org/10.1177/01634437231159533

Connell, R.W. 2005. Masculinities. Los Angeles: University of California Press

Consalvo M. 2012. “Confronting toxic gamer culture: A challenge for feminist game
studies scholars”. Ada: A Journal of Gender, New Media, and Technology, 1.
https://doi.org/10.7264/N33X84KH

Cote, A. C. and Mejeur, C. 2018. “Gamers, gender, and cruel optimism: the limits of
social identity constructs in The Guild”. Feminist Media Studies 18(6), 963-978.
https://doi.org/10.1080/14680777.2017.1376699

Cote, A. C. 2017. “I Can Defend Myself”: Women’s Strategies for Coping With
Harassment While Gaming Online. Games and Culture. 12(2), 136-155.
https://doi.org/10.1177/1555412015587603

Crothers, H., Scott-Brown, K. C. and Cunningham, S. J. 2024. ‘It’s Just Not Safe’:
Gender-Based Harassment and Toxicity Experiences of Women in Esports. Games
and Culture, 0(0). https://doi.org/10.1177/15554120241273358

DiSalvo, B. 2016. “Gaming Masculinity. Constructing Masculinity in Video Games”. |
Y. B. Kafai, Richard G. and Tynes, B. M. ed. Diversifying Barbie & Mortal Kombat (s.
105-117). ETC Press.

Falcdo, T., Macedo, T. and Kurtz, G. 2021.” Conservatism and toxic masculinity in
gamer culture: Approaching Magic: The Gathering”. Matrizes 1 (2), 251-277.
https://doi.org/10.11606/issn.1982-8160.v15i2p251-277

Fox J., Tang W. Y. 2017. “Women’s experiences with general and sexual harassment
in online video games: Rumination, organizational responsiveness, withdrawal, and
coping strategies”. New Media & Society. 19(8), 1290-1307.
https://doi.org/10.1177/1461444816635778

Ictech, O. B. 2021. “Virtual Worlds: Social Interactions Among Online Gamers
Through Voice Chat”. PhD diss, Louisiana State University. LSU Scholarly Repository.
https://repository.lsu.edu/gradschool_dissertations/5538/



Jenson, J. and de Castell, S. 2010. «Gender, Simulation, and Gaming: Research
Review and Redirections”. Simulation & Gaming. 41 (1), 51-71.
https://doi.org/10.1177/1046878109353473

Jgrgensen, K. (2011): “Players as co-researchers: Expert Player Perspective as an Aid
to Understanding Games”. Simulation & Gaming. 43 (3).
https://doi.org/10.1177/1046878111422739

Jgrgensen, K. 2016. “The Positive Discomfort of Spec Ops: The Line”. Game Studies.
16 (2). http://gamestudies.org/1602/articles/jorgensenkristine

McLean, L. and Griffiths, M. D. (2019). “Female Gamers’ Experience of Online
Harassment and Social Support in Online Gaming: A Qualitative Study”. International
Journal of Mental Health and Addiction 17, 970-994.
https://doi.org/10.1007/s11469-018-9962-0

Moran, J. 2023. “Interpretative Phenomenological Analysis of Hero's Journeys in
Zelda: Opportunities & Issues for Games Studies”. Game Studies. 23 (2).
https://gamestudies.org/2302/articles/moran

Raffel, S. E. 2018. Narrative Transportation and Virtual Reality: Exploring the
Immersive Qualities of Social Justice in the Digital World. PhD diss, University of
Florida. Stars. https://stars.library.ucf.edu/etd/5800/

Richard, G. T. 2013. “Gender and gameplay: Research and future directions”. In Bigl,
B. and Stoppe, S. eds. Playing with virtuality: Theories and methods of computer
game studies (pp. 269-284). Frankfurt: Peter Lang Academic.

Roberts, S. and Graham, T. 2019. Gender, Masculinity & Video Gaming. Analysing
Reddit’s r/gaming Community. London: Palgrave Macmillan.

Ruberg, B. 2018. “Straight-washing "Undertale": Video games and the limits of
LGBTQ representation”. Transformative Works and Cultures 28(1).
https://doi.org/10.3983/twc.2018.1516

Ruberg, B. 2019. “Representing sex workers in video games: feminisms, fantasies of
exceptionalism, and the value of erotic labor”. Feminist Media Studies 19(3), 313-
330. https://doi.org/10.1080/14680777.2018.1477815

Smith, J., Flowers, P. and Larkin, M. 2009. Interpretative phenomenological analysis:
Theory, method and research. London: Sage.

Taylor, N. and Vorhees, G., ed. 2018. Masculinities in Play. London: Palgrave
Macmillan.

Waling, A. 2019. “Rethinking Masculinity Studies: Feminism, Masculinity, and
Poststructural Accounts of Agency and Emotional Reflexivity”. The Journal of Men’s
Studies. 27(1), 89-107. https://doi.org/10.1177/1060826518782980

Zhou, Y., & Peterson, Z. D. 2024. “Women’s Experiences of Sexual Harassment in
Online Gaming”. Violence Against Women. 0(0).
https://doi.org/10.1177/10778012241252021







