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INTRODUCTION

Game live streaming plays a central role in building an engaging and passionate
community within the gaming ecosystem. This billion-dollar industry has seen
significant growth over the past decades and is projected to expand by 10.2% over the
next five years (Modor Intelligence 2024). While ample research on its culture and
impact is widely focused on Western contexts (e.g., Johnson and Woodcock 2017;
Johnson 2021; Maloney 2018), there remains a notable gap in research on the Asia-
Pacific region. This gap is particularly striking given the rapid rise of gaming cultures
in Southeast Asia, which underscores the need for more focused studies in these
areas. Vietnam has a significant games culture within the growing Southeast Asian
market. Game streaming accounts for approximately 45% of all online content
consumption in the country (Appota 2021), often attributed to its young population
(Allcorrect Group 2022).

Research on game-related content, including live streaming, revolves around three
pillars of creators, platforms, and viewers. Central to the success of game streamers is
their online performance of affective labor, which encompasses emotional
engagement, audience interaction, and the creation of a sense of community
(Woodcock and Johnson 2019a). Affective labor (Hardt and Negri 2001) describes
the visceral feelings of those whose labor turns passions and hobbies into careers.
While there is rich literature examining feminine social media influencers, research
on the masculinity of online content creators is in its infancy. This paper focuses on
the affective labor of masculine game streamers in a Vietnamese context.

In Vietnam, global streaming platforms such as YouTube and Facebook remain major
sites where content creators broadcast their gameplay, often with localized games like
Arena of Valor (TiMi Studio Group 2016), PubG: Battlegrounds (PUBG Studios
2017) Free Fire (Garena 2017), and Genshin Impact (miHoYo 2020). However, there
is a growing presence of regional platforms of NimoTV, driven by promotional
incentives and a user-friendly interface. Preliminary digital ethnographic observation
reveals that Vietnamese game streamers often work at night, wearing loose-fitting
clothes, and interact with their audience in an unscripted and informal manner. This
runs counter to Western game streamers, who are often more attentive and
professionalized (Johnson and Woodcock 2017).
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These Vietnamese game streamers achieve popularity not only through gaming skills
but by being perceived as genuine and original, often swearing, talking loudly in a
casual manner, and making jokes. This approach fosters a sense of intimacy,
encouraging viewers to stay longer and contribute through donations. These findings
align with the concept of affective labor in the game live streaming context, where
content creators’ abilities to connect emotionally with their audience generate a
dedicated following (Woodcock and Johnson 2019b). By embracing a laid-back and
casual approach, these content creators seemingly challenge the conventional norm of
masculinity.

Ultimately, this research advances knowledge at the intersection of affective labor
and masculinity in the Southeast Asian context. This approach provides crucial
insights into the digital dynamics of Southeast Asia and enriches the global discourse
by revealing the diverse ways in which gaming and digital cultures manifest and
evolve within this distinct and vibrant sociocultural environment. The examination of
Vietnamese game streamers not only fills a significant gap in existing literature but
also emphasizes the importance of localized studies in comprehending the global
impact of digital media. As the gaming industry continues to expand, understanding
these regional nuances will be vital for both scholars and practitioners aiming to
engage with the rapidly evolving digital landscape.

ENDNOTE

! A worldwide version of Huya Live.

BIBLIOGRAPHY

Allcorrect. 2022. “The gaming market in Southeast Asia”. Allcorrect Games (June
12, 2014). https://allcorrectgames.com/insights/the-gaming-market-in-southeast-
asia/

Appota. 2021. “The State of Gaming Creators in Vietnam”. Appota Group.

Dufty, Brooke Erin. 2017. (Not) Getting Paid to Do What You Love: Gender, Social
Media, and Aspirational Work. Yale University Press.
https://doi.org/10.12987/yale/9780300218176.001.0001.

Garena. 2017. Free Fire. Mobile Game. Garena.

Johnson, Mark R., and Jamie Woodcock. 2017. ““It’s like the Gold Rush’: The Lives

and Careers of Professional Video Game Streamers on Twitch.Tv.” Information,
Communication & Society 22 (3): 336-51. doi:10.1080/1369118X.2017.1386229.

Johnson, Mark R. 2021. “Behind the Streams: The Off-Camera Labour of Game Live
Streaming.” Games and Culture 16 (8): 1001-20.
https://doi.org/10.1177/15554120211005239.

Maloney, Marcus, Steven Roberts, and Alexandra Caruso. 2018. ““Mmm ... I Love
It, Bro!’: Performances of Masculinity in YouTube Gaming.” New Media &
Society 20 (5): 1697—-1714. https://doi.org/10.1177/1461444817703368.

McRobbie, Angela. 2016. Be Creative. Polity.

miHoYo. 2020. Genshin Impact. Mobile Game. HoYoverse.

Modor Intelligence. 2024. “Report on Industry Size & Market Share Analysis -
Growth Trends & Forecasts (2024 - 2029)”. Modor Intelligence (June 12, 2014):

https://www.mordorintelligence.com/industry-reports/game-streaming-market

PUBG Studios. 2017. PubG: Battlegrounds. Mobile Game. Tencent Games.

-2 -



Taylor, Nicholas, and Gerald Voorhees. 2018. Masculinities at Play. 1st ed. Palgrave
Games in Context. Palgrave Macmillan Cham. https://doi.org/10.1007/978-3-
319-90581-5.

TiMi Studio Group. 2016. Arena of Valor. Mobile Game. Garena.

Woodcock, Jamie, and Mark R. Johnson. 2019a. “The Affective Labor and
Performance of Live Streaming on Twitch.Tv.” Television & New Media 20(8):
813-23. https://doi.org/10.1177/1527476419851077.

Woodcock, Jamie, and Mark R Johnson. 2019b. “Live Streamers on Twitch.Tv as
Social Media Influencers: Chances and Challenges for Strategic

Communication.” International Journal of Strategic Communication 13 (4):
321-35. doi:10.1080/1553118X.2019.1630412.

-3 -



