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Introduction

The topic of masculinity is widely discussed in modern sociology.
Before proceeding to the discussion of the theories that were used in
this paper it is necessary to determine what masculinity is in its essence.
Basically, masculinity is the collection of norms and behavioural patterns
that determines if a person can be called or not. Zdravomyslova states that
masculinity is a social construct. She also states that the patterns and cultural
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models of masculinity have a cultural and social origin (Zdravomyslova et al.
2018). This means that masculinity is not some external phenomenon that is
determined by the factors out of human control and that it is formed largely
by the society around. The discussion of masculinity has been going for
a long time. Since the year 2000 the popularity of masculinity in sociological
studies has been steadily climbing, having only slight fluctuations around the
year 2019. However, it hasn’t been studied extensively for a very specific
category — gamers.

The population of gamers along with the gaming industry itself is
quite new for the sociological field. During the same period of time the
popularity of gaming and gamers as a population in sociological studies
has not been stable, experiencing a significant increase around the year
2019. This suggests that this category has not yet been studied very much
in itself, and particularly in terms of masculinity. Taking all of the above
into consideration, it is reasonable to conclude that masculinity perception
of the gamers is an object worthy of researching. The concept of a gamer
is intertwined with the concept of a geek, and both of those differ from the
determined image of hegemonic masculinity (Connell 1944). This might
bring useful insights about the construction of manhood among gamers,
since the bespoken concepts are not fully corresponding to the usual norms
of masculinity.

Due to the limited resources the population that has been chosen for this
research is the “HSE OTTERS” gaming club. This club has been opened
in Higher School of Economics in 2017. However, due to the COVID-19
pandemic it has been closed down completely. After the Higher School of
Economics has returned to the regular format of studying, the club has been
opened once more, in 2021. The members of this club are regular participants
of various gaming tournaments, so they were deemed fit for the research as
“true gamers”, who regularly engage in computer games.

The qualitative design has been chosen for this research as it is aimed to
reveal new insights into the norms of masculinity, using the semi-structured
interview as the method of data collection. Overall, eleven interviews were
conducted — apart from the pilot interview — before the saturation was
reached.

Literature review

Before diving into the intricacies of masculinity perception among
gamers, it is necessary to establish a ground theoretical framework. First, it
is necessary to define the boundaries of what will be considered masculinity
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in this paper and what implications it brings. It is reasonable to start with
the main rules of manhood, best described in the paper by Levant (Levant
1996). In his paper he uses such concept as MRNI (Male Role Norms
Inventory). It states that traditional masculinity consists of the following
characteristics:

1) avoiding femininity;

2) emotional life restrictions;

3) importance of aggression and firmness;

4) a norm of self-reliance;

5) having the main aim of obtaining high status;

6) sexuality objectification;

7) scorn and hatred towards homosexuality.

Levant also describes three types of strain that the above mentioned
characteristics impose on male individuals. The first type of strain described
is the discrepancy strain. This type of strain implies that each male person
has an internal ideal of what a true man should look like, behave and so
on. When a man fails to reach this inner ideal, it creates a strain within
him, which can even result in certain mental health issues. The second
type of strain described is the dysfunction strain. This kind of strain means
that reaching true manhood requires fulfilling certain requirements that the
code of manhood implies. These requirements can have negative effects on
person’s general well-being, health and social ties, being, as the name of
the strain says, dysfunctional. The third type of strain is the trauma strain.
Basically, it means that the rules of the traditional masculine upbringing can
have severe and traumatic effects on the person’s mentality.

Some other papers correspond to Levant in some aspects. One of them
is the study by Joseph Vandello and Jennifer Bosson (Vandello et al. 2012).
They present several definitions of what real manhood is. One states that
manhood consists of several traits that are rigid throughout history and stay
the same at any place. Another definition implies that the characteristics of
manhood are not as rigid and change according to the epoch, the culture
it exists in and other factors, be it social or economic ones. The authors
conclude that the most stable manhood trait that is present everywhere ant at
all times is the constant disquiet that is caused by the emphasis on manhood
structure and not its actual essence. Avoidance of all things feminine is the
third definition presented by Vandello and Bosson. One of the main tenets
of this paper is that manhood is inherently fragile and has quite unclear
boundaries. Moreover, the status of men has to be reached. It is done by
battling certain obstacles so that their personality and behaviour is deemed
typical for true men. However, Vandello and Bosson state that there is no
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distinct procedure for obtaining manhood, which brings anxiety and distress.
Some of the suggested ways of demonstrating one’s manhood is doing sports
or publicly demonstrating dislike to homosexuals. The last trait corresponds
to the research by Levant. One more trait of manhood described by Vandello
and Bosson is that a person has to publicly demonstrate their own manhood
in order to prove they deserve to be called a true man. Manhood is mainly
determined by action, not by stable features. All these factors result in men
constantly trying to prove themselves. This often leads to risky, aggressive
and overly competitive behaviour.

As was stated before, one of the main requirements of masculinity
is dismissive es of emotions, restrictions on displaying of feelings. This
characteristic of masculinity is described in the research by Way et al.
(Way et al. 2014). More specifically, this paper describes the attitude of
boys to oppose such emotionally restrictive norms. Way describes young
men confronting this status quo by confessing their distress and speaking of
their emotions with their friends. They also express their wishes to have close
friendships and in general internally oppose the norms that link emotional
expressiveness and vulnerability with traits of femininity and homosexuality.
However, it does not last long. As time progresses and boys grow older,
they learn to comply to these norms. This results in them, for instance,
forming groups that start opposing girls and in which they start displaying
aggression. The authors also state that explicit resistance to masculine norms
of emotional stoicism is rather rare compared to the implicit one.

One of the types of strain that masculinity imposes on men for conforming
to the traditional masculinity norms that was mentioned before (Levant 1996)
is the trauma strain. The implications of this kind of strain are described in
the paper by Moss-Racusin et al. (Moss-Racusin et al. 2010). It is written
in this research that men are expected to be strong, assertive and that they
have to dominate in a relationship. This brings some negative consequences
to men, specifically to their mentality and their relationships with other
people. To be exact, it can bring elevated levels of depression to men and
cause severe psychological distress. Moreover, this study corresponds with
the papers described before, stating that risky behaviour is also potentially
harmful to men’s actual, physical health and safety. However, these are not
the only types of harm masculinity norms can bring to male individuals.
Another type of negative consequences is possible of an individual decides
to reject this traditional image of manhood. If a person is deemed passive,
overly emotional or if a person is good at something that is considered
feminine, they can get ostracized and deemed weak. Moss-Racusin et al.
call this phenomenon a backlash. It strengthens gender norms and by doing
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so prevents men — and women for that matter — from unleashing their
unused potential.

It is necessary also to highlight that the perception ps and manifestations
of masculinity are not the same for every group. In the study by Berberova
(Berberova 2017), the author explores the masculinity differences between
youth and the older generation. She found out, that as a whole the patterns
of masculinity are more modernised among the youth compared to the
older groups of people. The tendency that was discovered is that the older
a man is, the more likely he is to apply his patriarchal identity to reinforce
his masculinity. She also found out that polarisation and conventionality
of masculine norms are getting weaker among younger people. One more
interesting feature of masculinity patterns among the youth is that because
there are no clear means of forming one’s manhood — similar to what
Vandello and Bosson highlighted in their work (Vandello et al. 2012) —
young men tend to use things like subculture pal practices, aggression,
creativity, brute force and intelligence as the means of constructing their
masculinity.

Now when the main features, requirements and some types consequences
of masculinity have been established, it is necessary to dive into the other
aspect of the chosen population, which is the field of gaming. As long as
the research group of this study is the members of “HSE OTTERS” club,
who regularly participate in gaming tournaments, it is reasonable to research
not only casual gaming, but also e-sport. Let us start with a research by
Andrea Braithwaite (Braithwaite 2016). In this paper Braithwaite compares
traditional masculinity and another, more specific type of manhood, a so-
called geek masculinity. She states that geek masculinity conforms to some
aspects of traditional ideal of manhood, it totally rejects other aspects of it.
For instance, geeks, as well as regular men, value assertiveness, judgement
and mastery, however they do not value such things as athleticism and
the culture of sport. This leads to a curious situation. On one hand, geek
masculinity happens to associate technological advancement with other
aspects of masculinity. On the other hand, geeks abandon some features of
traditional masculinity, such as physicality and affiliations for sports, for
technology and their gaming routines, which actually sidelines the geeks
and makes their lifestyle look odd, unusual, simply weird.

The latter point, about gamers denying physical activity in favour of
gaming is discussed in the paper by Namli and Demir (Namli et al. 2020).
In their research they study the impact of regular computer gaming on
physicality and health. They discovered that prolonged computer gaming
results such health issues as obesity and malnutrition. The authors also reveal
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that if a person is involved in computer gaming for a long time is less likely
to participate in exercise-sports. However, this phenomenon works in the
opposite direction as well. The authors also discovered that among gamers
who do engage in sports and attention sports clubs there are less obese
people than among those who do not attend any sports activities. Prolonged
gaming affects not only physical health of the gamers, but also their mental
state. As Namli and Demir discovered, that regular gaming can result in
such mental impairments as a drop in mental development and possible
gaming addiction, which — as the authors discovered as well — men are
more prone to than women.

It is necessary to delve deeper into the concept of a geek. The reason for
this is that gamers and geeks have significant differences. This difference is
researched in the paper by Helen Thronham (Thronham 2008). In her study
she discovers that gamers take pleasure not simply in the technological aspect
of gaming, but also in the social aspect of it. They enjoy communicating with
other gamers while playing. Such gaming events are also regulated by norms
of masculinity, to be exact, they take place in traditional “white heterosexual”
setting like sports activities or drinking. Overall, gamers try to balance their
virtual gaming lives with their real lives and real-life communication and
activities. Geeks, however, do not pay much attention to their social circle
and spend huge amounts of their time on solo gaming. Another thing that
differentiates them from other gamers is their questionable choice of game
genre. Sometimes geeks’ sexuality is even getting questioned. They are also
blamed for their overexcitement over their gaming achievements. Overall,
a geek is a exaggerated image of a gamer, who dismisses his social life and
substitutes it with virtual reality. What is curious about this phenomenon is
that geeks are differentiated from gamers according to the same traditional
masculine norms without even changing much, even though the setting is
drastically different from the one that constructed them.

Speaking of questionable sexuality of the geeks and general negative
attitude towards homosexuality promoted by traditional masculinity, it is
necessary to address the paper by Maloney and Caruso (Maloney et al.
2018). In their study they research the content of three gamers who stream
their gaming routine on YouTube. In their videos the studied bloggers they
express explicit satire to the norms of traditional masculine behaviour. They
also behave with quite an affection towards their same-sex peers. The studied
videos contain numerous satirising references towards pop culture that are
deemed overly masculine. What this paper demonstrates is that the markers
of masculinity that were respected before are getting unstable and are facing
resistance. However, in some videos there is a very thin line between ironic
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homosexual jokes and straight-up homophobic comments. Taking this into
consideration, it can be said that modern masculinity that promotes explicit
homophobia is now experiencing significant changes towards more inclusive
attitudes.

Considering the unorthodox behaviour of the gamers from the previously
described study (Maloney et al. 2018), it is necessary to dive a bit deeper
into the gender aspects of gaming. This issue is studied in the study by
Claudia Wilhelm (Wilhelm 2016). In her research it is revealed that gender
roles have basically no impact on gaming behaviour. It does have, however,
an effect on gaming motives and the choice of the genre of the game. For
example, the choice of action games mediates the negative relationship
between femininity and competitiveness. Also, some negative masculine
features predict the choice of violent video games.

Continuing the topic of the gender influencing on gaming, it is necessary
to discuss the concept of a so-called “white male gamer”. For it the paper pay
Paaflen et al., where they discuss the credibility the male gamer stereotype.
The results of this study have obtained no empirical proof to justify the
mentioned stereotype. However, it did provide some insights into why it
has formed. In the media the majority of gaming figures are men. Moreover,
men are generally more prone to label themselves as gamers compared to
women. Additionally, women who actually achieve decent levels of gaming
competence are getting sidelined and are barely visible to the larger audience.
The gender also, as the previously described study (Wilhelm 2016) has
noted, determines the genre choice. Men not only spend more time playing
video games on average, men actually give their preferences to the so-called
“hard-core” games. Overall, women are actively gatekept from the gaming
society and are denied from acceptance as true gamers.

A question that still needs to be addressed is why gaming is so appealing
to men. For this reason a study by Jansz (Jansz 2005) conducted a research,
where it is researched what factors make gaming popular a ongoing male
individuals. It reveals that gaming fulfils men’s necessity for competition,
challenge and a desire for control. Another factor is that gaming is an
opportunity to engage in social interactions with one’s peers. Moreover,
gaming serves as a means of escapism, it helps to distract oneself from
the routine of their daily life. Additionally, games are a way to experience
and express certain feelings and have an emotional release. For example,
playing hard-core video games allows the gamer to experience positive
emotions, such as excitement, pleasure, superiority, as well as negative
ones, like disgust, rage, anxiety or fear. This opportunity is also appealing
in a sense that a gamer can perform certain actions or experience some
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emotions that can be deemed disturbing, unacceptable or even disgusting
in other circumstances and with other people. This makes computer games
a perfect opportunity for a man to engage into destructive activities and
emotions without any repercussions.

Continuing the topic of hard-core games, the study by Greg Blackburn
and Erica Scharrer researches the relationship between games with large
amounts of violence and certain masculine beliefs. The authors hypothesised
that such attributes of traditional masculinity as aggression, firmness,
domination over others are correlating with the presence of extreme violence
in the games. Unexpectedly, the study has not revealed any associations
between violence in games and negative attitudes towards homosexuals.
Moreover, game violence does not predict either the avoidance of all things
feminine or the proneness to self-reliance.

The question of emotionality among men in general and among
gamers in particular deserves more attention. It is covered in the paper
by Gaetan et al. (Gaetan et al. 2016). This research reveals an interesting
phenomenon. Generally speaking, it is discovered that gamers actually
process their emotions better that regular men. Specifically, gamers do
not have a preferred strategy of dealing with their emotions, but they do
regulate them more effectively. Moreover, gamers tend to experience their
emotions more intensely than regular male individuals. The regularity
of gaming also plays an important role. Regular gamers are better at
managing their emotions than the ones, who play irregularly. The last
research that needs to be addressed in the framework of the current study
is the paper by Kower et al. (Kowert et al. 2014). There the authors explore
the relationship between the amount of online gaming and the width of
a person’s social circle. Predictably, the research revealed that the more
a person is engaged in online gaming, the more narrow their social circle
is. Consequently, this leads to gamers with narrower social circles getting
less emotional support than people who are not as exposed to gaming and
hence have wider social circles.

Research questions

Taking the findings of all the studies discussed above into consideration,
it is possible now to determine what aspects of masculinity should be
researched among gamers. As it was stated before, the main research question
of this study is the following:

RQ: How do gamers from the “HSE OTTERS” university gaming
club perceive and manifest masculinity patterns and norms?”
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To answer this question, it is necessary to set several tasks aimed to reveal
the perception of the respondents regarding each aspect of masculinity. The
first aspect is gamers’ attitude towards physicality and sport. Some researches
state that gamers completely deny this side of life, the other state that regular
gamers, unlike geeks, do engage in sports activities. So the first task is:

Task 1: Revealing the gamers’ attitudes to sport and physicality.

The next masculinity aspect that poses interest in this context is how
gamers manage their emotions. It has been said that gamers are better at
regulating their emotions than regular men and are experiencing them more
intensively. However, it seems that gamers still comply to the norms of
traditional masculinity here, which states that emotions have to be contained
and never shown. So this is the second task:

Task 2: Exploring the emotion management strategies of the gamers.

The next aspect of interest is gamers’ attitude towards homosexuals.
On one hand, gamers like most other men are prescribed by the traditional
masculinity norms to show hatred and disgust towards gay men. On the other
hand, some of the reviewed studies indicate a trend of inclusivity spreading
among gamers. This is the third task:

Task 3: Revealing gamers’ attitudes towards homosexuals.

Attitudes to femininity — and women for that matter — is another aspect
that is of interest in this research. Traditional masculinity norms require
avoiding all things that can be deemed feminine. It also promotes the values
of domination and sex. The gaming field itself does not seem welcoming
for women either, according to one of the reviewed studies they are getting
seriously marginalised. So, this is the fourth task:

Task 4: Discovering what gamers think about women.

One more masculinity aspect that poses interest to this research is gamers’
social interactions and relationships, especially with their friends. The studies
indicate that one of the traditional masculinity requirements is self-reliance.
Moreover, there has been found a negative relationship between the amount
of gaming and the width of the person’s social circle. However, one of the
features of gaming that makes it so appealing to men is its social aspect and
an opportunity to spend time with friends. This is the fifth task:

Task 5: Outlining the patterns of gamers’ relationships with their
peers.

Traditional masculinity has many requirements about what personality
traits a man should have: aggression, dominance, confidence, toughness and
so on. Many of the reviewed studies indicate that gamers tend to conform
to these requirements. It seems useful to find out if the chosen population
will as well fall into these patterns. The next task is:
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Task 6: Determining what personality traits gamers approve and
which they despise.

The final aspect that is interesting to research is the gamers’ ambitions and
their desire for dominance and leadership. It has been stated that traditional
masculinity values assertive men who dominate other people and who are
successful in life. The final task is:

Task 7: Revealing gamers’ attitudes to leadership and career success.

Design and methods

Since the research puts up a goal of discovering how gamers view
masculinity norms, it is clear that the design of the research has to be
qualitative. The research group of the study is, as was stated before,
the members of the “HSE OTTERS” club. They are what can be called
e-sportsmen: they not only play for their own joy and pleasure, they also
view gaming as a sport, so they regularly train and perform on various
tournaments between universities. Among them only male participants were
studied. This has apparent reasons, since the goal of the study is to reveal
the perception of the masculinity norms by ones who are directly affected
by them.

As a method of data collection a semi-structured interview. This method
was chosen in order to collect a predetermined set of answers from the
respondents and at the same time leave some room for improvising if some
questions reveal unexpected attitudes and it is useful to work with those. In
order to construct a guide the paper by Schwalbe and Wolkomir was used
as a helpful source (Schwalbe et al. 2001). For example, authors suggest to
ask him about his thoughts instead of his feelings in case of a man during
an interview becomes restrictive about his emotions. Moreover, a request
to tell a story is considered to be more efficient than a direct question about
his feelings regarding the situation discussed. This led to the more extensive
usage of the vignette-questions in the guide.

The interview guide consisted of seven blocks. In the first block the
introductory questions were asked about the respondent. Additionally, this
block aimed to reveal what the respondents find appealing about computer
games and what people they consider gamers. The second block collects
information about respondent’s relationships with other club members
and about patterns of behaviour that are prevalent in the game and several
questions about female gamers and the respondent’s attitude towards
them. The third block is a block about emotions and aims to discover the
respondent’s emotional behaviour, how a person manages their emotions,
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what emotions they find acceptable to express and how the respondents
communicate with their friends. The fourth block has a goal of discovering
respondents’ attitudes to physicality, strength and sports activities. The fifth
block asks questions about desired job, ambitions and about respondents’
attitudes to leadership. The last block consists of one question and aims to
reveal gamers’ attitudes to homosexuals.

Eleven interviews were conducted. They were later transcribed into text.
The transcripts were subjected to open coding. When all the codes were
distinguished, they, in their turn, were subjected to axis coding in order to
distribute the found attitudes into groups.

Results and discussion

The respondents’ answers were somewhat unexpected. In some categories
their attitudes were similar to those revealed in the reviewed studies, in other
categories they were drastically different. Six sub-questions were established,
so it is reasonable to describe the results in the same order as them. The
aim of Task 1 was to discover gamers’ attitudes to sports and physicality in
general. In the axis coding scheme these attitudes are coded into the “desired
appearance” section. It has been revealed that the gamers have no certain
ideal image of a man in terms of appearance. One of the respondents did
name the features that are traditionally considered manly, like athletic build
or prominent cheekbones that look brutal:

“We are talking about an ideal world, that is, where I will now describe
an ideal man. That is, this is an athletic build, there, well, facial features
also change. That is, when you play sports and somehow raise testosterone,
that is, let s say, here are the cheekbones. Men have cheekbones, there, it'’s
brutal. The brow ridges, they really stick out [Mul co6opum npo uoeanvHulii
MUpP, MO ecmb 20€ UOCAIbHO20 MYICUUHY celiuac 6ydy onucvieams. To ecmb
MO CNOPMUBHOE METOCLONCEHUE, MAM, HY, YePbl Jice TUYA MOdice MeHs-
tomes. To ecmv K020a Mol 3aHUMACULIBCSA CNOPIOM U KAK-MO NOOHUMACULb
Mecmocmepon, mo ecmv, OONYCMuUM, 80M CKYIbL. Y MydICuuH dice CKyivl,
mam, smo dHce opymanvHo. Haobposrwie dyeu, onu 6om npsam evinupaiom)’”.

However, almost all respondents said that it was important for them to be
fit and to look athletic. Most of them also answered that in order to reach the
desired fitness they visit the gym on a regular basis. What was unexpected
is that a significant part of the respondents also put value in their style: how
they dress, how well-groomed they look. Many respondents answered that
they used facial care products, for instance in order to get rid of acne, and
even undergo some beauty procedures:
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“...I've had a lot of facial procedures, like: facial cleansing, facial
polishing, some kind of facial crap, ozone therapy — they 've done everything
to me, in short [ ...s MHO20 npoyedyp O Iuya Oena, mam, U3 Cepull: YUCMKa
auYa, WIUGosKa 1uya, Kakasa-mo XpeHv Juyd, 030HOmepanus — 4e2o MHe
MonvKo He denanu, kopoue]”.

They also claim to use hair products, deodorants, perfume and some
other products. Overall, the respondents put much value their appearance.
It applies not only to how athletic they look, but also how well they dress
and how neat they appear.

The goal of Task 2 was to discover how gamers deal with their emotions.
In this sense the revealed attitudes to some extent coincide with the findings
of the reviewed studies. Many respondents told that they always know
what they’re feeling. Some told they try to analyse what emotions they are
experiencing a certain moment:

“if I think about it, I usually, just for myself, I can immediately understand
what 1 feel: am I sad or happy, I can quickly understand [eciu s 3a0ymviga-
10Cb, 51 0OLIYHO, 8O UMEHHO OJis CAMO20 ceDsl, s MO2y CpA3y NOHAMb, YMO
5 4Y8CMBYI0. MHe 2PYCHHO UU pao, st MO2y Oblcmpo NOHAMb]”.

The respondents also revealed how the actual gaming makes them feel.
For instance, most of the respondents say that losing makes them either sad
or enraged, whereas winning can not only bring joy, but it also can bring
sadness if they feel that the victory was not earned. Most of the respondents
answered that they considered themselves to be emotional people. But what
is more interesting is that all the respondents say that they hold back and
conceal their emotions. Some of the reasons for this is that expressing
emotions can be harmful in a certain situation or that they do not want
their negative emotions to spread into other people. Negative emotions are
concealed more often than the positive ones:

“...Iwill try as much as possible not to make it so that the team does not
feel it, so that no one after me falls into the same state. Accordingly, I can
be upset inside myself, but at the same time no one will know about it, and
well, and will not understand it [...4 nocmaparco MAKCUMATLHO He KAK
Ovl coenams max, Ymoobl KOMAHOA HIMO20 He YY8CMBO8ALd, YMOObI HUKIMO
8ce0 3a MHOU He nonaoa 8 amo dce cocmositue. CoomeemcmeenHo, s Mo2y
ObIMb paccmpoen 6Hympu ce0si, HO Npu IMOM HUKIMO 00 JMOM He y3Haem,
u, My, u He notimem 3moeo]”.

In general, most of the respondents do not consider showing emotions
as something that should be penalised. However, they see an impulsive and
hysterical person as a weak one.
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The aim of Task 3 was to distinguish the gamers’ attitudes towards
homosexuality. In order to do this, the respondents were asked what they
think about a The law that prohibits the LGBT' propaganda. In this sense the
results are drastically different from the ones obtained in the reviewed studies.
None of the respondents answered that they have positive attitudes towards
this law. Some respondents are confused by the purpose of this law, others
are concerned about how this law is formulated. Several respondents believe
that the state should not get involved into people’s personal relationships
and that they do not think there is anything wrong with LGBT? people.

Some respondents have a controversial attitude towards this law, and
consider a possibility of this law having a reason to be created:

“Probably, it was in our country that this had to be done, because we
have a lot of such traditional conservative people, for whom LGBT and,
especially, propaganda, is a downright sin [Haseproe, umenno 6 nHawel
cmpane 3mo Haoo 6bI10 cOenamy, HOMOMY UMO Y HAC OYeHb MHO20 MAKUX
MPAOUYUOHHBIX KOHCEP8amueHvlx jiooetl, komopwvim JILTBT? u mem bonee
nponazanoa, — 01 Hux 3mo npsm epex]”.

The goal of Task 4 was to reveal what attitudes gamers have towards
women in general and to female-gamers in particular. The first interesting
aspect is what word gamers use to mention women in a conversation. The
most popular version is either “girl” or “woman”, however, some more
harsh versions are used infrequently:

“Sometimes a ‘chick’, sometimes a ‘girl’, a ‘young lady’. Well, I usually
say ‘girl’. But everyone has their own way, some are ‘chicks’, some are
‘Women’[MHo20a évinemaem mam «msHKay, UHO20d GbLIEMAem «0e80YKay,
«Oegywikay. Hy, s1 06b1uno «0egouxay 2o6opro. A mak, Kmo 8o umo 2opaso,
KMo — «menkay, kmo — «babay]”.

Gamers believe that women are not fit for the physical work. However, they
believe that women are superior in work with kids and in work that requires
creativity. In terms of intellectual work the women are believed to be nothing
less than men. In terms of appearance some of the respondents believe that
women should be more concerned about their appearance than men:

“Well, girls should take more care of their appearance than men, actually,
yes. That'’s why they are the beautiful sex. [Hy, desywku 6oabiue 00niCHb
crnedumnv 3a c8oell GHeUHOCMbIO HA CAMOM delle, YeM Mydcuunvl, oa. Ha
mo oHu U Kpacuswviii noil”.

! Opranusalys npu3HaHa IKCTPEMUCTCKOM 1 3ampelieHa B Poccuiickoit denepann.
2 Opranu3anys npu3HaHa SKCTPEMHUCTCKOM U 3anpeliena B Poccuiickoit denepanum.
3 Opranuzanys IpU3HaHA SKCTPEMUCTCKOMN 1 3anpeiieHa B Poccuiickoii Meeparum.
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However, the respondents do not think that there is a certain ideal image
that all women should reach, but plumpness is undesirable for them as well
as extreme thinness. In general all the respondents believe that women
should be well-groomed and have gentle features. In terms of personality the
respondents haven’t named any particular characteristics, but they believe
that swearing feels more odd when it comes from a woman. Speaking of
female-gamers, most respondents believe that there are far less of those than
male-gamers. They admit that there is a certain degree of discrimination
among gamers towards women. They mentioned that many women tend not
to speak in the voice-chat during the game in order not to receive negative
backlash:

“Because usually, especially in some very toxic communities, it happens
that a girl just says something in voice chat, and immediately some smart guy
will come along and say: ‘Woman, go to the kitchen,’ and that’s it. And he’ll
be like: ‘Well, thats it, we lost, we have a woman on our team’ [[lomomy
umo 0bbIYHO, 0COOEHHO 8 KAKUX-HUOYOb OUeHb MOKCUUHBIX KOMbIOHUMU,
Ovlsaem maxoe, YmMo 0e8yUKA MOIbKO YmMo-mo 2080pum 6 voice-chat, u et
cpazy dce HAlOemcst KAKOU-mo YMHUK, KOmopulil ckadicem: «Kenwuna, na
KyxHion, — u 6ce. M maxoil muna: «Hy éce, moi npoucpanu, y nac sjcenyuna
6 Komanoex]”.

However, the respondents believe, that if a woman does not speak in the
voice-chat, it is almost impossible to distinguish female players from male
ones. Some of the possible indicators are the characters used — women tend
to use female characters — the neatness of their account ant their photo.
Their own attitude to female-gamers is that as long as they are good players,
they have nothing against women on their team:

“That is, I judge purely by her personal skill. That is, if a girl plays at
the rank she plays at, then I don't mind her at all [To ecmo 5 cyacy cy2yo60
no ee auunomy ckuny. To ecmov ecnu Oegyuika uepaem Ha mom pame, Ha
KOmMopom oHa uepaem, mo s 6ooouje ne npomus neel”.

The respondents also think that female-gamers are more fit for
supporting positions in the game. More specifically, in the Dota 2 game
women often tend to use the character of Crystal Maiden, a supporting
character which is inherently associated with female-players. They also
believe that women are less competitive in the game and that they behave
in a less risky manner. The respondents also believe that female gamers
are more mature and are less prone to participating in quarrels in the game
chats compared to men.

It is important to address the implication of the traditional masculinity
that requires men to avoid all things feminine. All the respondents answered
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that they have nothing against using female characters in the game and
having a girl — for instance a portrait of an anime-girl — as their photo.

The aim of Task 5 was to reveal how gamers tend to communicate with
their friends and peers. It turns out that gamers have nothing against showing
emotions and being vulnerable with friends:

“I cried in front of my friends. Again, when my dog died. Well, that’s
it. That is, these are normal emotions [ niaxan npu opysvsx. Onsame
arce, ko2oa y mens cobaxa ymepia. Hy eom. To ecmv 5mo nHopmansbHble
amoyuu]”.

They also have nothing against physical expressions of affection, such as
handshakes, hugs, slaps on the shoulders. All the respondents say that they
openly express their joy when they meet with a friend they have not seen
for a long time. What is interesting is that the respondents feel comfortable
with giving compliments about appearance to each other. Swearing is also
common and approved among their peers.

When the respondents engage in a conflict, their first strategy is to calm
themselves down, de-escalate the conflict and pull away from it. Some of the
respondents believe that if an opponent is hysterical, it is pointless to argue
because you cannot prove anything to them. They also claim that gamers
do not have a lot of rules how to behave in the game, but they do claim
that mocking other players, insulting them and cheating is highly despised
by the community. It can even come to a person, who tends to mock other
players a lot, to be banned from the game.

What is interesting is that many of the respondents claim that they
have not built any close relationships with the other members of the “HSE
OTTERS” club. They mentioned that the communication between the
members has for the most part been an online communication with only
rare face-to-face meetings.

The aim of Task 6 was to find out if the gamers comply the traditional
masculine norms of being assertive, tough, aggressive and dominant. To
some extent the respondents to fall into the traditional patterns: they value
such personality traits as determination, self-sufficiency, responsibility,
confidence, persistence and bravery. Some of the respondents also claim to
value such traits as sense of humour, good manners, virtue, sincerity and
critical thinking. However, there are some typically masculine traits that
the respondents despise: aggression, excessive temper, arrogance. They also
believe such traits as indiscipline, hypocrisy, inability to admit mistakes and
bad manners to be negative traits of a man:

“Well, some kind of, probably, excessive irascibility. And, probably,
attempts to move a person to more hostile sides of the conflict than to
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resolve it. Some kind of manifestation of coolness, I don 't know, associations,
all that. Well, it seems to me that all conflicts are resolved with the help
of words [Hy, kakas-mo, nageproe, 6ce dice UTUWHASL GCHOLILYUBOCHID.
U, naseproe, nonvimxu nepesecmu uenogexa 6 bornee gpadxcoedHvle CMopoHbl
Konghnuxma, nexcenu peuierue e2o. Kaxoe-mo nposenenue xpymocmu, s ne
3Harto, accoyuayuu, 6om smo ece. Hy, mue xadicemcs, 6ce gice 6ce KOHGAUKMbL
peuwiaromes npu nomowu c1og|”.

In Task 7 the goal was to explore gamers’ ambitions, more exactly
their career desires and choices. It also aims to reveal gamers’ attitudes
towards leadership. Consequently, many respondents see themselves as
analysts, logistics specialists and IT specialists in the future. They value
such things as the prestige of the specialty, the possibilities of further
development and the versatility of their specialty to be of value. Most
of the respondents are unwilling to work for hire and prefer to start their
own business in the future.

The respondents see the leader as someone who is responsible,
determined, has knowledge in the sphere of their expertise, organised, not
afraid of mistakes, decisive and good at communicating with other people
and capable of motivating them:

“Well, what makes a person a leader is the ability to analyze a large
amount of information and distribute responsibilities and the ability to take
responsibility and make decisions [Hy, uenosexa 1udepom denraem cnocoo-
HOCMb, COOCMBEHHO, AHATUZUPOBAMb OOTLULON 00beM UHpoOpMayuu u pac-
npeodensime 003aHHOCMIUL U CHOCOOHOCTG OPAMb HA cebsl OMBEMCMEeHHOCHb
u npunumams pewienus]”.

Some of the respondents see themselves as leaders, however not all of
those claim to possess the mentioned qualities of a good leader. Some of
the mentioned qualities the respondents claim to have obtained because of
their extensive gaming career, such as ability to work in a team, an ability
to lead disputes, enhanced communication skills and taking responsibility.
What is interesting is that many of the named features of a leader coincide
with the features of a true, perfect man, which leads to a conclusion that
the respondents inherently see a man in a position of a leader, which can
be explained by the fact that some of the respondents are leaders in their
gaming teams and peer groups.

Generally, the respondents see gaming as a means of leisure, relaxation,
entertainment, but also as a means of escapism, emotional relief and
competition. They claim that it helps them to remember not only gaming
skills, but also soft skills, such as English.
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Conclusions and limitations

The results of the study indicate that gamers from the “HSE OTTERS”
club conform to some norms of traditional masculinity and oppose the
other ones. They value athleticism and sport, they believe a man should be
proactive, responsible, decisive, and confident. Many of the personal traits
of a perfect man in their mind are the same as the qualities of a leader,
so it brings up a conclusion that the participants usually see a man as
a leader. However, the gamers, who participated in the research, conform
to an emotionally restrictive lifestyle that traditional masculinity promotes
only to a certain extent. They allow themselves to be emotional, physically
affectionate and vulnerable with their friends, but they often hold their
emotions, especially negative ones, back, but not because they believe
them to be not masculine, but because they do not want those negative
feelings to spread onto other people. Not many gamers in the club have close
relationships with other club members and the communication is mostly
an online one. Some of the gamers they communicate with are women
and the participants have not shown any signs that they think themselves
superior over them. They claim men to be more fit for the physical jobs, but
admit that women are better at working with children. They believe female
gamers to be less risky and competitive, but give them credit for being
more mature not to engage in frequent fights in the game chats. They also
admit that without women speaking in the voice chat it is almost impossible
to distinguish them for male players. The participants themselves are not
opposing some feminine practices, like using a female character in a game
or using cosmetic products to maintain their appearance. They also haven’t
expressed any open hostility towards homosexuality, which is often one of
the main requirements of traditional masculinity.

However, the research has several limitations. Firstly, the research group
was limited to one gaming club in one university. This can be a source of bias
in the results since Higher School of Economics collects a distinct contingent
of people and students of other universities may have drastically different
mindsets. Secondly, the group was limited in terms of age. Mindsets tend to
change over time. Moreover, as it was noted in the literature review, different
age groups have different attitudes toward masculinity and realize them in
different manners (Berberova 2017). It is logical to assume, that various gamer
groups from different generations might as well have their own opinions about
manhood. So, in the further research it is advised to expand the research
group in order to reach more variety among the participants of the study.
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Abstract. The topic of masculinity, its forms and components has been an object of
interest for researchers for a long time by now. In every group masculinity manifests
itself in its own distinct way. Amongst other groups cyber sportsmen are a special one,
relatively young, but already attracts attention of the researchers. The students of Higher
School of Economics are a distinct group as well, which hasn’t been studied neither
in terms of masculinity, nor in terms of gaming. So, the research question is: “How
gamers from HSE cyber sport club perceive masculinity norms?” The methods applied
here are approximately 10 semi-structured interviews with the “HSE OTTERS” club.
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