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EXTENDED ABSTRACT

Adolescence marks the onset of a gendered shift in patterns of digital game
participation. While there is no clear gender-based disparity in children’s initial
engagement with game culture, as evidenced by the fact that 90% of girls aged 11-12
report playing games at least once a month (Laakso et al., 2023), during adolescence
girls start dropping out of gaming. While this applies to gaming in general, this
discontinuation of gaming appears to be a gendered pattern specific to a certain age

and certain type of gaming, i.e., social gaming.

There is a long history of research into gendered exclusion within game cultures. Both
in the contents of games e.g. character representations, hypermasculinity and
hypersexualisation (Harkin, 2025; Phillips, 2020) as well as in exclusive communities
and practices (Drenten et al., 2023; Shaw, 2014). As girls’ gaming has been studied
extensively already, we look at more contemporary developments in how
communities are created in game cultures and how they support the gameplay of
individual players. We focus especially on how game streaming has impacted girls’

game cultural participation.

Proceedings of DiGRA 2026

© 2026 Authors & Digital Games Research Association DiGRA. Personal and educational classroom use
of this paper is allowed, commercial use requires specific permission from the author.



mailto:kalle.laakso@tuni.fi
mailto:tuuli.turja@tuni.fi
mailto:mikko.meriläinen@tuni.fi

Streaming has become a large phenomenon both in and out of game culture.
Streaming can be seen as providing support for gameplay as strategies and
recontextualizing the content of games. How game streaming motivates actual
gameplay is still a less studied phenomenon. Research on streaming has shown that it
has had the power to create communities around games on an unprecedented scale
(Taylor 2018; Johnson, 2024). However, the potential for inclusive communities built
on third-party platforms is often undermined by the exclusionary and discriminatory
communities and norms (Argaman et al., 2026). Indeed, streaming culture(s) has
‘inherited” many lot of toxic traits identified in game cultures. In streaming
communities there is known to be visible harassment and bullying —discrimination
against under-represented streamers, especially women (Ruberg et al., 2019;
Tomlinson, 2024). On the other hand, there are also efforts to foster more inclusive
communities (Uszkoreit, 2018; Argaman et al., 2026). We analyze how this context
affects the ways streaming culture is entangled with social gaming and gaming
motivations and how this can be seen in a gendered way from childhood to

adolescence.

We utilize a longitudinal study design that examines the interaction effects of
streaming, gaming motives, and social gaming throughout adolescence. We discuss
gaming motives through self-determination theory (Ryan et al., 2006), contributing to
the literature on game cultures by the specific emphasis on motivational factors in
social gaming. Our data is an exceptionally large quantitative dataset of Helsinki
children aged 11-18 gathered during a period of four years (2019-2022) (N=4922).
We present a random intercept cross-lagged panel model that shows the relationships
of social gaming and watching streaming through the gaming motives of relatedness
and competence. One of the motivational factors in self-determination theory

‘autonomy’ did not converge as a variable through confirmatory factor analysis.

Our findings show that the relationship between streaming and social gaming is highly
dependent on gender — for girls watching streaming is supported by social gaming
while for non-girls the situation is the opposite. Watching streaming is the strongest
indicator for future watching for all respondents. Additionally, the relationships
between motivational factors, social gaming and streaming in the girls’ model are
much sparser, which potentially indicates that girls have much fewer ways of

participating in game culture or alternatively that this study did not encompass all



forms of game-cultural participation or forms of communality that would emerge as
significant among girls. Finally, the fact that we see a lot less interaction between
variables toward the end of the data could indicate that game cultural habits become
more established during this period of adolescence, where gender norms also become
more enforced (Kagesten et al. 2016). The toxicity found in game cultures has harmed
gaming communities (Boudreau, 2022) and provides an important backdrop to the
motivational pathways we see in this study. However, as our data and earlier research
does not show a similar drop in non-binary respondents (Laakso et al. 2023), we
surmise that there are still other factors specific to girlhood that provide additional

explanations to our results.

REFERENCES

Argaman, Y., Gur, T., Heller, B., & Maaravi, Y. 2026. Inclusion and exclusion in gaming
communities: A systematic review and future directions to increase
inclusivity. Frontiers in Psychology, 17.
https://doi.org/10.3389/fpsyg.2026.1796305

Boudreau, K. 2022. Beyond deviance: Toxic gaming culture and the potential for
positive change. Critical Studies in Media Communication, 39(3), 181-190.
https://doi.org/10.1080/15295036.2022.2080848

Drenten, J., Harrison, R. L., & Pendarvis, N. J. 2023. More Gamer, Less Girl: Gendered
Boundaries, Tokenism, and the Cultural Persistence of Masculine Dominance.
Journal of Consumer Research, 50(1), 2-24.
https://doi.org/10.1093/jcr/ucac046

Harkin, S. 2025. Girlhood Games: Gender, Identity,and Coming of Age in Video Games
(Vol. 20). De Gruyter Oldenbourg.

Johnson, M. R. 2024. Twitch. Polity Press.

Laakso, K., Merildinen, M., Aurava, R., & Stenros, J. 2023. Lasten ja nuorten
pelaaminen on monipuolista ja sukupuolittunutta [Children’s and young

people’s gaming is diverse and gendered)]. Pelitutkimuksen vuosikirja, 4—A49.

Kagesten, A., Gibbs, S., Blum, R. W., Moreau, C., Chandra-Mouli, V., Herbert, A., &
Amin, A. 2016. Understanding Factors that Shape Gender Attitudes in Early
Adolescence Globally: A Mixed-Methods Systematic Review. PLOS ONE,
11(6), e0157805. https://doi.org/10.1371/journal.pone.0157805



https://doi.org/10.1371/journal.pone.0157805

Phillips, A. 2020. Gamer Trouble: Feminist Confrontations in Digital Culture. NYU
Press. https://doi.org/10.18574/nyu/9781479870103.001.0001

Ruberg, B., Cullen, A. L. L., & Brewster, K. 2019. Nothing but a “titty streamer”:
Legitimacy, labor, and the debate over women’s breasts in video game live
streaming. Critical Studies in Media Communication, 36(5), 466—481.
https://doi.org/10.1080/15295036.2019.1658886

Ryan, R. M., Rigby, C. S., & Przybylski, A. 2006. The Motivational Pull of Video Games:
A Self-Determination Theory Approach. Motivation and Emotion, 30(4), 344—
360. https://doi.org/10.1007/s11031-006-9051-8

Shaw, A. 2014. Gaming at the edge sexuality and gender at the margins of gamer
culture. University of Minnesota Press.

Taylor, T. L. 2018. Watch Me Play: Twitch and the Rise of Game Live Streaming.

Princeton university press.

Tomlinson, C. 2024. Community Grievances, personal responsibility, and DIY
protection: Frustrations and solution-seeking among marginalized Twitch
streamers. Convergence, 30(1), 358—-374.
https://doi.org/10.1177/13548565231184060

Uszkoreit, L. 2018. With Great Power Comes Great Responsibility: Video Game Live
Streaming and Its Potential Risks and Benefits for Female Gamers. Teoksessa
K. L. Gray, G. Voorhees, & E. Vossen (eds.), Feminism in Play (s. 163—-181).
Springer International Publishing. https://doi.org/10.1007/978-3-319-90539-
6_10



