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“(…) video games can have ethical affordances because they are designed and 
experienced by moral agents immersed in specific cultural situations and 

times.” 
 

Sicart, 2011, p. 41 
 

“(…) the consumption becomes productions and the spectator culture becomes 
participatory culture (…)” 

 
Jenkins, 2009, p. 75 

 
“Normalization video games through education can be a source to learn and 

understand textual media contents which can be part of a broader 
process of construction social relationships and thereby defining 

individual and group identities” 
 

Buckingham & Selfton-Green, 1994, p. 24 
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Abstract: this research tackles a recent increasing phenomenon: the video games 
as cultural objects consumed by almost half of the population in Spain and 
around. The open debate around this issue considers video games and players 
from different points of view. Nevertheless, the aim of this research is to study the 
perception that adolescents have, considering their gender and social class, in 
order to analyze the differences in their access, consumption, and preferences on 
video games; thus as the role of their identity and the perception they have of the 
virtual violence through their opinions and considerations, taking part in the 
phenomenon to generate and understand their own results. 
 
 
Keywords: adolescents, video games, perception, gamer identity, gaming culture, 
violence, ethics. 
  



 4 

  



 5 

INDEX 
 

1. INTRODUCTION        7 
1.1. Overview         7 
1.2. Topic         8 
1.3. Problem statement       8 

 
2. LITERATURE REVIEW               10 

2.1. Theoretical traditions and currents of thought            10 
2.2. Review and critiques of related empirical research           12 
2.3. Theoretical framework                          14 
 

3. METHODOLOGY                35 
3.1. Problem statement: objectives & research questions           35 
3.2. Overall approach and rationale              36 
3.3. Population selection and sampling strategies            36 
3.4. Data collection methods               37 
3.5. Data analysis procedures               43 
3.6. Limitations                           44 
 

4. RESULTS                 45 
 

5. DISCUSSION                64 
 

6. CONCLUSIONS AND IMPLICATIONS              71 
 

7. BIBLIOGRAPHY                74 
 

8. ANNXES                 80 
 
v ANNEX 1. Authorizations of participants  

from Escola Sarrià                 81 
v ANNEX 2. Certificate of Crimes of Sexual Nature             94 
v ANNEX 3. Survey template & surveys answered             96 
v ANNEX 4. Focus Group I              169 
v ANNEX 5. Interview I              194 
v ANNEX 6. Focus Group II              201 
v ANNEX 7. Interview II              228 
v ANNEX 8. Focus Group III              232 
v ANNEX 9. Interview III              250 
v ANNEX 10. Focus Group IV              254 
v ANNEX 11. Interview IV                  275 
v ANNEX 12. Video games classification 

according to the Steam platform             278 

Júlia Vilasís Pamos



 6 

 
  



 7 

 
1. INTRODUCTION 

 
1.1. Overview 

 
According to the Spanish Association of Video Games (AEVI, 2017), the industry 
of video games is the first audiovisual and interactive leisure industry in Spain 
since 2015. Thus, this represents a consumption of 1,083 million euros and 15 
million users (42% of the total population). 
Studies of consumption in the era of networked capitalism have suggested that 
this is something people tend to do by joining informal communities based on the 
consumption of particular kinds of goods and media, so a tendency is created in 
order to respond to the consumption of the population in a certain type of media 
product (Kirkpatrick, 2013, pp. 92-93). 
This data would be used as a base in order to put some attention on this matter and 
formulate some questions about it such as: what kind of impact does this data 
have on adolescents? What access do adolescents have to violent video games? 
What do they think about that? How do they perceive the violent content of video 
games? What role do culture and the sense of belonging play in a gamer 
community? 
Sicart’s (2001) answer is clear: we have to think about who plays. To put it in 
another way, he is making reference to the capability of the player´s maturity and 
how they understand the meaning of the rules, the gameplay, and the game world. 
Nevertheless, being aware of their ethical agency and being respectful of it, that 
could not be an ethical problem. Understanding players as ethical beings means to 
understand them as being capable to reflect their actions in games and having the 
moral tools to distinguish between values in a game and the values we live from 
an active position (p. 201), or in other words, distinguish between the virtual and 
real world, putting their actions in consideration. 
 
In order to put this figure in context is important to focus on the formation of the 
gaming culture. Hence, on the creation of a new discourse around games and 
gaming that enabled people to understand the new objects and themselves and 
their own activities in connection with them. It was during the 1980s and 1985 
that gaming began to secure a kind of cultural autonomy. For the first time in 
history, computer games were established as a cultural practice, since the status of 
a player, especially of an adult player, had been degraded in modern societies, 
which meant that computer games had to struggle for recognition and cultural 
space (Kirkpatrick, 2013, pp. 70-71). 
The achievement of this culture position was the initiation of the gamer identity. 
Kirkpatrick (2013) states that gaming must be considered as a cultural field, in 
which perceptions and dispositions are aligned with objects and identities and 
through which a new cultural proving ground should be created (p. 71). 
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Players, developers, parents, citizens, and politicians have the duty to foster this 
culture of game ethics, promoting the development of ethical players and the 
maturing of video games as an expressive media. This responsibility is a 
fundamental part of our ethical being and obligations toward others and society 
(Sicart, 2001, p. 205). In that context, computer power brings forward new 
possibilities and demands that are fundamental to ethical construction and the 
experience of the game (Sicart, 2001, p. 15). 
Technological developments cannot be seen in isolation: they need to be situated 
within the broader social and cultural changes of which they are part of 
(Buckingham & Selfton-Green, 1994, p. 215), listening and understanding the 
community that is part of it. 
 

1.2. Topic 
 
On the basis of the above, the topic of this research is the analysis of the 
perception on violent video games by adolescents aged between 11 and 16 years 
old, during the early and middle adolescence stages (Barrett, 1996, p. 333) in 
order to study their perceptions, considering their gender and social class. The 
reason to focus the sample on adolescents aged 11 to 16 years old is to follow the 
results of an experimental study of Kirsh (2002), which shows that the amount of 
aggressive responding increased on that age, especially from 11 to 14 (p. 380). 
Kirsh affirms that adolescents are more vulnerable to the violent video games 
during certain development periods of adolescence than others, especially during 
the early and middle adolescence stage. However, the developmental notion of 
individual differences suggests that only certain adolescents may be susceptible to 
the negative consequences associated with playing violent video games (p. 378). 
The aim of the present research is to figure out the adolescents’ perception from a 
gamer point of view, denying these results in order to prove that adolescents are 
capable to think in what they are and how they act in the real and in the virtual 
world. Indeed, to demonstrate the importance to consider their opinions and 
perceptions to understand video games as a cultural phenomenon. 
Besides, the sample of the research only considers adolescents who play 
minimum some hours a month, prioritizing the ones who play at least one hour a 
week or more (Hartmann & Vorderer, 2010, pp. 100-101). This is because the aim 
of the research is to analyze the perception of adolescents and for that, it is 
necessary to only consider a sample of usual players. This point will be more 
extensively commented on the methodology section (Kubey & Larson, 1990, p. 
108). 
 

1.3. Purpose statement 
 
The purpose statement of this research is to study the perception of adolescents 
considering their gender and social class, in order to analyze the differences in 
their access, consumption, and preferences on video games; thus as the paper of 
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their identity and the perception of the virtual violence through their opinions and 
considerations, taking part of the phenomenon to generate and understand their 
own results. 
In order to do that, three research objectives have been established. The first one 
is the analysis of the adolescents’ access, consumption, and preferences on video 
games from a gender and social class perspective. The second one is the study of 
the meaning and perception of the gamer identity from the same gender and social 
class perspective. And, finally, the third one is the analysis of the influence of the 
player’s identity on his perception of virtual violence, considering the gamer’s 
identity, gender, and social class. All of these objectives are being translated to 
research questions in the methodology section. 
 
The reasons to have chosen this research are multiple. The main, as it was 
mentioned before, was the importance of video games as a cultural and mass 
phenomenon. Recently, especially on the last decades, some academics put their 
focus on it, because of the exponential growth of the industry and the alternative 
uses of video games in fields like education and business, for example, the study 
of the educational uses of video games in order to study philosophical and 
political contents as ethics, moral, development of civilizations, etc. (Griffiths, 
2002, p. 48). All of these academic contributions are explained in detail on the 
literature review, but it is important to note that this research tackles two novelty 
features: the consideration of social class on adolescents’ study in the video 
games field and the factor of the identity of the gamer on virtual violence 
perception.  
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2. LITERATURE REVIEW 
 

2.1. Theoretical traditions and currents of thought for framing the 
question 

 
Nowadays two main currents of thought can be established around video games. 
The first and the most extensive one is related to the effects of video games, and 
into this one, two different lines of research can be identified. One of them 
understands and defends video games as objects and experiences with educational 
and even cognitive and health benefits in some cases (Anderson & Bushman, 
2001; Anderson, 2004; Anderson et al., 2017; Granic et al., 2014; Rosser et al., 
2007; Griffiths, 2002; Primack et al., 2012). The other one, understands and 
defends video games as experiences with moral and health consequences, both 
physically and psychologically (Anderson, 2004; Weber et al., 2006; Haslam, 
2006; Klimmt et al., 2008; Hartmann & Vorderer, 2010; Gentile et al., 2017; 
Anderson et al., 2017).  
The second current of thought is focused on the Media and the User role. 
Concretely, this is underrepresented in literature, and it is the main one of this 
research. As the first current of thought, two different perspectives can be 
identified: the Active User perspective and the Active Media perspective. The 
Active User perspective refers to a school of thought that stresses the active 
interpretation and filtering players exhibit when playing video games (Sørensen & 
Jessen, 2000; Jessen, 2001; Mouritsen & Qvortrup, 2002; Jones, 2002; 
Livingstone, 2002; Ermi and Mäyrä, 2003). And the second one corresponds to 
the Active Media perspective which refers to a school of thought that believes that 
the Media actively influence a mostly passive recipient, the player (Anderson & 
Dill, 2000; Durkin & Barber, 2002; Robinson et al., 2001; Funk et al., 2004). 
 

 
Own elaboration. 

 
The most extended tradition of thought is about effects. On one side, some 
academics express the need to focus on a positive view of video games in order to 
provide integrating insights from developmental, positive and social psychology, 
as well as Media psychology. The aim is to provide strong evidence and 
theoretical rationale to inspire new programs of research on that field focusing on 
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four domains: cognitive, motivational, emotional, and social (Granic et al., 2014, 
p. 66). In the medical baseline highlights the contribution of Rosser and other 
academics who demonstrate the video game skill correlates with laparoscopic 
surgical skills, so video games may be a practical teaching tool to help train 
surgeons (Rosser et al., 2007, p. 185), the idea that initiated this investigation was 
the anecdotal observations of young surgeons that suggested that video game play 
contributes to excellence in laparoscopic surgery performance (Rosser et al., 
2007, p. 181). Related to that there is another study which demonstrates that video 
games can improve health outcomes, particularly in the areas of psychological 
therapy and physical therapy (Primack et al., 2012, p. 637). On the educational 
field highlight, the Griffiths (2002) contributions about the representation of video 
games as a new technique that may be used as a new enthusiastic methodology to 
teach and to increase attention in class and in studies (p. 50). 
On the other side, some academics manifest a negative view of video games, 
understanding them as experiences with moral and health consequences, both 
physical and psychological. In that way, abundant research finds evidence that 
playing violent games increases short-term aggressive cognitions, feelings, 
behavioral intentions, cardiovascular arousal, and decreases in proactive helping 
behavior towards strangers (Anderson, 2004, pp. 113-114). In the same line, 
research finds that playing aggressive video games stimulates the same brain 
activity as real-life aggression does (Weber et al., 2006, p. 58). Just because of 
that if a user violates his or her internal moral standards by doing harm to video 
game characters, dissonant feelings like guilt and disgust are likely to emerge 
(Klimmt et al., 2008, p. 112).  
 
As it is mention above, this tradition is not the main of this research. However, 
highlight that the Active User perspective is the principal of this research.  
Thus, the second tradition of thought is focused on the role of Media and User. On 
one hand, the Active User perspective is interested in what the players do with the 
video game, so the players are the research object of this perspective (Egenfeldt-
Nielsen et al., 2013, p. 225), focusing the main interest on the meaning, role, and 
function of the media (Egenfeldt-Nielsen et al., 2013, p. 226). In this case, the 
experience largely depends on their personal background and the context in which 
they “absorb” the media. Thus, this perspective takes for granted that engaging 
with video games is a worthwhile activity and that a game’s meaning is built only 
with a player’s active participation, so it not possible to interpret another person’s 
behavior without taking into account his own interpretation and perspective 
(Egenfeldt-Nielsen et al., 2013, p. 236-237). For these reasons, the scientific and 
theoretical starting point is anthropology, ethnography, literary studies/semiotics, 
cultural studies and media theory, through qualitative methodologies like 
interview and observation (Egenfeldt-Nielsen et al., 2013, p. 226). And they have 
been strongest in the Nordic countries and the U.K. (Egenfeldt-Nielsen et al., 
2013, p. 236). For example, Mouritsen & Qvortrup (2002) and Jessen (2001) see 
children as capable of constructing a frame around their play and culture that is 
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almost impenetrable to adults. The conclusion was that the only way to really 
understand children’s use of video games is to be a part of children’s game 
culture. Moreover, that approach permits to constantly revisit a problem and 
construct an increasingly valid interpretation of this phenomenon (Egenfeldt-
Nielsen et al., 2013, p. 237). Definitely, Active User researchers insist that violent 
video game content cannot be taken at face value (Egenfeldt-Nielsen et al., 2013, 
p. 238). 
This current is expanded in the theoretical framework because it is the main one in 
this investigation which is focused on the players’ perception. 
 
On the other hand, the Active Media perspective looks what a video game does to 
a player, so the effects of Media on attitude (Egenfeldt-Nielsen, Smith & Tosca, 
2013, pp. 224-226) relying on behaviorism, especially in its use of theory for 
understanding empirical results, based on a basic assumption that a particular 
medium has one particular effect on people (cause-effect) (Egenfeldt-Nielsen et 
al., 2013, p. 227). 
In this case, the scientific and theoretical starting of this perspective is 
behaviorism, psychology, and experimental psychology, through quantitative 
(controlled studies) methodologies as the predominant ones. And, the most used 
research design is usually referred to as an experimental study, however there is a 
variety of theoretical starting points: Catharsis Theory, which is pointing out that 
experiencing depictions of violence in media can actually reduce aggressive 
feelings; Cultivation Theory focused on what degree media lead to a distorted 
perception of social reality; Social Learning Theory which affirms that behavior is 
learned through imitation of attractive models with attached rewards; General 
Arousal Theory which claims that video games will increase the player’s arousal 
level and thus increase his energy and the intensity of his actions; Cognitive Neo-
Association Model of Aggression that points out that violent Media lead to 
hostility and aggression due to reinforcement of association nodes in the brain that 
are related to hostility and aggression; and finally, the General Aggression Model 
which suggests that we order our experiences in different schemata that we use 
when we perceive new experiences, so violent media content causes aggressive 
behavior by influencing the person’s internal state which researchers measure by 
looking at a variety of cognitive, affective, and arousal variables (Egenfeldt-
Nielsen et al., 2013, pp. 227-229).  
 

2.2. Review and critique of related empirical research 
 
As in any field where there is already a wide research and academics that have 
been paying attention to it for many years, there are many types of methodologies 
have been used. 
Reviewing the existing literature, it can be said that the most recurrent type is a 
mixture of qualitative and quantitative, centered on cognitive and correlation 
studies (meta-analysis and cross-sectional type). This type of research has very 
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high costs, because it needs to have a large number of participants (to draw 
induction conclusions), as well as material and human resources such as a 
laboratory with all its endowments (Anderson, 2004; Anderson & Dill, 2000; 
Hartmann, 2008; Hartmann & Vorderer, 2010; Garau, Slater, Pertaub, & 
Razzaque, 2005; Rosser et al., 2007; Weber et al., 2006). Note that these types of 
methodologies are the most used ones but in decline during the last decade 
(Egenfeldt-Nielsen et al., 2013, p. 242). 
They receive a very repeated criticism (even in their own research) and that the 
participants justify their actions and decisions saying that “it is just an experiment 
where I have to follow instructions” (Hartmann & Vorderer, 2010, p. 104). This is 
the main criticism because the laboratory is not similar to everyday situations. 
Moreover, problems of causality are detected, these refer that can be a variable 
effect that research is not considering (spurious correlation); another field of 
discussion is the definition of ‘aggression’ which generally is an ambiguous 
concept that it is not well defining in terms of limits, measure scale, and typology; 
another basic problem that has been detected in the treatment of video games as 
concrete objects, instead of a wide and diverse phenomenon. And obviously, very 
important differences can be detected between video games, and of course, on the 
level of violence which is useful (Egenfeldt-Nielsen et al., 2013, pp. 232-235). 
As it is said before, in the Active Media perspective the most frequent research 
design is an experimental study, divided into two different designs: cross section-
correlation and longitudinal-correlation studies. However, highlight that 
longitudinal-correlation studies which consists in following a given group of 
people over a number of years, it has been undertaken, even though this type of 
studies would offer the strongest evidence for establishing a clear cause and effect 
correlation between violent video game and aggressive behavior (Egenfeldt-
Nielsen et al., 2013, p. 227). 
 
In contrast, the other perspective of research corresponds to the Active User 
perspective, which mostly follows qualitative methods such as exploratory 
interviews (Klimmt et al., 2006) and discussion groups (Sørensen & Jessen, 2000;  
Sylvetsky et al., 2013) but considering a small sample only allows drawing small 
conclusions on behaviors and on very specific people. It lacks a quantitative part 
that allows extrapolating results. In contrast, some academics have only focused 
on a quantitative type of methodology. This is the case of anonymous surveys 
(Kubey & Larson, 1990; Fling et al., 1992) and correlational studies (Griffiths & 
Hunt, 1995), which and contrary to the previous case, it would be good to provide 
qualitative information. This methodological group is increasing during the last 
decade. In fact, the most important and current reference during this research is 
Muriel and Crawford (2018) who based their investigation of an actor-network 
theory approach, focusing on the innovative aspects of a digital ethnography, and 
focused on social agents or actors and their discourses jointly with their ways of 
doing and proceeding (p. 5). 
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While Active User perspective criticizes the perspective effect and the inductive 
procedures of Active Media perspective, however, they challenge the reliability 
and validity of the research results and they criticize it because of lack in scientific 
rigor. Despite this, Active User researchers are aware of this limitation, and they 
know that group reactions do not necessarily apply to another group. This is 
problematic when you use qualitative research methods that are not capable of 
being stretched to broader conclusions. Therefore, the sample of Active User 
studies is not random, and it is almost always too small for a sample given the full 
population it generalizes to (Egenfeldt-Nielsen et al., 2013, pp. 239-240). As it is 
mention above, this is the case in this research. Thus, the lector can appreciate it 
on the along of paper. 
 

2.3. Theoretical framework 
 
The theoretical framework of this research is between three fundamental fields: 
game studies, cultural studies, and youth studies. 
 

 
Own elaboration. 

 
First of all, it is necessary to define what video games are. Taking Juul’s (2005) 
definition, a video game is a game played using computer power, where the 
computer upholds the rules of the game and the game is played using a video 
display (p. 8). Like most definitions, we can fit a lot inside of it but this one is 
completed in the sense that understands the game as a system of rules with which 
agents interact, paying attention to the emotional attachment of players to games. 
In other words, game systems are designed systems, rules and procedures that 
create a ludic experience. And interpreting video games as experiences opens up a 
vast field of theoretical and practical possibilities and plays a central role in 
discerning the different aspects that constitute video games as culture (Muriel & 
Crawford, 2018, p. 85). 
 
This is just a brief introduction from the ontological perspective of video games, 
as the first step to ethics of perceptions (p. 14). Also, it is important not to forget 
that video games are objects designed to be experienced because the complete 
understanding of games and their capabilities is only possible when they are 
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described as experiences (p. 30). In this way, this research considers video games 
as a cultural phenomenon, avoiding formal design aspects of them in order to 
focus the perception of this phenomenon from a cultural point of view. One 
referent is Muriel and Crawford (2018) that defines video games as a prototypical 
cultural form of digital culture as part of our social imaginary (p. 18), considering 
that video games are an undoubtedly contemporary reality, embodying some of 
the most important aspects of society (p. 3) as the most important cultural medium 
of the present century (p. 20). Thus, video games are cultural products (p. 3) and 
they have become hegemonic and culturally dominant, driving to the 
institutionalization of them as practices, experiences, and meaning in the 
contemporary society (p. 5). 
 
Definitely, this research pretends to approach this issue as a wide one, taking that 
digital technology has transformed reality at all levels (p. 17) and video games are 
the prototypical cultural form of digital culture, as part of social imaginary of 
current society (p. 18), especially considering the adolescents’ perceptions, as a 
cultural active subjects, on the framework differences between gender and social 
class. 
 
Cultural Studies: the virtual communities and the arisen of meanings 
 
The cultural studies can be defined as a group of academics that establish an 
epistemological theory about the construction of meanings, through processes of 
encoding and decoding of these meanings, taking these into the circuit of culture. 
Thus, the cultural turn in social sciences, especially in cultural studies and 
sociology of culture, has emphasized the importance of the production and 
circulation of meaning in the cultural phenomenon understood as a set of practices 
based in the production and exchange of meanings among members of the same 
culture or society (Hall, 1997). 
The circuit of culture suggests that the various meanings are produced in different 
areas and are consumed through a wide variety of products of communication. 
Indeed, these meanings have a fundamental role in the construction and 
development of the identities and a sense of belonging. These meanings are 
produced and exchanged in each social practice by various groups and their 
production. And that consumption is regulated and organized both at the 
institutional level and at the social level and private (Hall, 1997). 
Hall (2001) is a former referent who opens for a reading of popular cultural 
artefacts with a view for the communication of ideology and politics, through 
proposing a model which expresses a semiotic understanding of creation of 
meaning, and the continuous negotiation in a discursive relationship between a 
cultural artefact and its user, though encoding and decoding meanings of the 
media content. 
Also, it is important to consider that the Birmingham School of Cultural Studies 
underlined the context for communication, and the relationship between society, 
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technology and the development and understanding of culture. Games are a 
locomotive for distribution of the technology and the computer game/computer 
co-dependency is a very tight and continuous relationship, satisfy as well a need, 
the need for entertainment, as cultural artifacts which appear to be pushed mainly 
by the hardware industry and the economy. Therefore, the industry shows how 
games spring out of the leisurely pursuits of exploring the options of a new 
technology (Corneliussen & Mortensen, 2005, para. 21-26). 
In the same line, Cultural Studies (following Foucault) seeks to discover ‘how 
men and women govern (themselves and others) by the production of truth. 
Thence, the power entangled in representation, therefore, is not a negative force, it 
is a productive one. The power produces domains of objects and rituals of truth 
and this makes representation a key concept in Cultural Studies’ focus on 
relations between culture and power (Storey, 2010, p. 6) 
One of the most important referents on the Cultural Studies in this research is 
Henry Jenkins, through two different books. The first one, Textual Poachers 
offers an ethnographic account of a particular group of media fans, its social 
institutions, and cultural practices, and its troubled relationship to the mass media 
and consumer capitalism, with the aim to build an alternative image of fans, as 
active media consumers, and critically compromised and creative (Jenkins, 2009, 
pp. 9-10), rejecting media-fostered stereotypes of fans as cultural dupes, social 
misfits, and mindless consumers (Jenkins, 1992, p. 23). To do it, he identifies five 
dimensions of this culture: its relationship to a particular mode of reception; its 
role in promoting viewer activism; its function as an interpretive community; its 
particular traditions of cultural production; and its status as an alternative social 
community (Jenkins, 1992, p. 1-2). The result is that media fandom gives every 
sign of becoming a permanent culture, one which has survived an evolved for 
more than twenty-five years and has produced material artifacts of enduring 
interest to that community, because fans possess not simply borrowed remnants 
snatched from mass culture, but their own culture built from the semiotic raw 
materials the media provides (Jenkins, 1992, p. 49). In this way, liberalism’s 
tendency to give free rein to its ablest members survives in the culture industry 
(Durham & Kellner, 2009, p. 49). Societies maintained their stability through a 
combination of force and hegemony, with some institutions and groups, violently 
exerting power to maintain social boundaries (Kellner, 1997, p. 145). Authors, 
like Fiske (2010) and other contemporary practitioners of cultural studies use the 
term ‘popular culture’ to suggest that mass-mediated culture arises from the 
people, covering over that it is a top-down form of culture that often precludes 
participation. He has even written that ‘there can be no popular dominant culture’, 
thus excluding the ‘popular’ from domination and manipulation in principle (pp. 
50-56). 
Indeed, there is a social production of meaning, not as a solitary and private 
process but rather a social and public one, due to the relationship between the 
individual fan and the broadcast material, though even this discussion has drawn 
us inescapably into the social network of an organized fan culture (Jenkins, 1992, 
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p. 75). Thus, the commercial narratives only become one’s own when they take a 
form that can be shared with others, while the act of retelling, like the act of 
rereading, helps sustain the emotional immediacy that initially attracted the fan’s 
interest (Jenkins, 1991, p. 77). 
In some way, fans demand the cultural objects as owns, rejecting their image, in 
order to respond to their own needs and desires. Therefore, the consumption 
becomes productions and the spectator culture becomes participatory culture 
(Jenkins, 2009, p. 75). 
John Fiske (1992) distinguishes between semiotic productivity (the popular 
construction of meanings at the moment of reception) and enunciative 
productivity (the articulation of meaning through dress, display, and gossip). For 
the fans, this otherwise theoretically useful distinction breaks down since the 
moment of reception is often also the moment of enunciation. Making meanings 
involves sharing, enunciating, and debating meanings (pp. 37-40). Certainly, the 
concept of active audience is currently part of the whole industry of media. The 
participatory culture is not marginal: the video games companies’ facilities the 
public access to their design tools, promoting the best results and hiring the best 
fans programmers and developers (Jenkins, 2009, pp. 10-11). Thus, permits that 
academics, media creators, and fans exchange ideas constantly, as emotional 
exploration through the new cyberculture (Jenkins, 2009, pp. 13-14). 
By contrast, authors like Kücklich (2005) states that on the entertainment 
industries, the relationship between work and play is changing, leading to a hybrid 
form of ‘playbour’ (or free labor) through computer game modification, or 
“modding” by fans. The problem with that is that the modders’ leisure is being 
commodified by the games industry, which rarely remunerated modders for taking 
the risks the industry itself shuns. 
In the same line of denounce, Dyer-Witheford and De Peuter (2009) denounce 
that newly frugal military began not only to adopt or adapt civilian games for 
training purposes but also to directly collaborate with private-sector studios to 
create customized war games (p. 101). 
 
The capacity for transformation the personal reaction into social interaction is one 
of the main features of the fans’ world, where the culture of show becomes 
participatory culture. Thence, lots of fans describe they are entered on this world 
as a movement from the social isolation, especially on women collective who are 
closed to a patriarchal society and they run away looking for alternative pleasures 
with a feeling of an active member of a cultural community (Jenkins, 2009, p. 54). 
In this way, women are part of a net sharing experience with a certain degree of 
dignity and respect (Jenkins, 2009, p. 55). 
Along with this lines, Jenkins (1991) also treated gender issues, related with the 
patriarchal focus and attitudes towards women, and reclaimed female experiences 
from the margins of male-centered texts (p. 167), concretely on the field of series 
television. 
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Legitimately, as citizens, we must be able to engage in the culture we consume 
(Jenkins, 2009, p. 230). The participatory culture brings new tools and 
technologies that allow consumers to file, comment, appropriation and turning 
back to the circulation of media context; the foster of the effort culture, because of 
the individual use of technologies in charge of consumers; and the horizontal flux 
of dialogue and ideas through multiples media channels (Jenkins, 2009, p. 163). 
These are possible because fans are motived by the pleasure of knowledge 
exchange, but with the pleasure to learn as well (Jenkins, 2009, p. 167). 
Jenkins (2009) also remarks the importance to not consider the effects, but the 
meanings (translated to perceptions on this research). Taking the Active Media 
Perspective, video games cause social and psychological effects (or, according to 
certain formulations, constitute or may constitute risk factors that increase the 
probability of violent and antisocial behaviors). His detractors argue that players 
generate meanings through games and related activities. 
The meanings are generated through an active user process (Active User 
Perspective), which reflects their interpretation and their awareness involvement 
in the game. In this way, every player has different experiences and interpretations 
of the video game (Jenkins, 2009, p. 253). 
 
Moreover, gender studies have a wide tradition on the cultural studies, taking 
issues as the women representation on the popular culture, and their 
interpretations’ about cultural narratives, with important authors as Negra (2001, 
2011). Another referent is Byerly (2008) who points out the dialectical nature of 
women’s relationship to media industries, also their representation, and the study 
of women as an audience. And also the use of a feminist political-economy 
framework of analysis to consider the ways in which ownership of media 
industries by wealthy (mostly white) men have served to limit women’s 
involvement in creative ranks, affecting women of color in particular (pp. 6-8). 
As the gender, the social class is also an important part of the cultural studies. One 
important academic referent is from Hebdige (2012) about the ‘subculture’. 
Concretely, he argues that the styles of Britain’s postwar working-class youth 
subcultures challenge dominant ideology, hegemony, and social normalization 
through symbolic forms of resistance (pp. 1-8). He argues all subcultures through 
the same trajectory. In the first term, the dominant part of the society see these 
groups as radicals, but then the economy takes advantage of the style elements 
and starts recognizing the subculture. Then, the resistance low the intensity and 
the subculture starts to die (pp. 43-45). 
Other authors analyze the main roles in the Media, taking concepts as austerity, 
neo-patriarchalism, and downward mobility (Negra & Tasker, 2013; Lavin & 
Lowe, 2015).  
Note the lector, that these issues, gender, and social class are expanded on the 
next section. 
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Game studies and video games as a cultural phenomenon 
 
Video games are becoming culturally dominant, that has meant that video games 
are becoming an increasingly central part of our cultural lives, impacting on 
various aspects of everyday life such as our consumption, communities, and 
identity formation (Muriel & Crawford, 2018). 
Video games and gaming culture especially arisen between the 1980s and 1985s, 
until 1990s (Kirkpatrick, 2013, p. 70). And from then onwards, video games have 
grown exponentially, at the point that they contain promises of a coming new 
reality, in the sense of the creation of new spaces for sociality, virtuality, and 
identity construction. It is true as well that these are not coming alone, but also 
with increasing levels of violence, individualism and consumption (Muriel & 
Crawford, 2018, p. 3). 
However, the gaming’s field position plays computer games as a cultural practice 
in relation to other activities (Kirkpatrick, 2013, p. 86). And this phenomenon is 
initiated with the computer games enthusiast magazines which play an important 
role to the formation of gaming as a legitimate culture practice because they are 
taught to the readers how to play and what expect from games, so what it means 
to play a game (Consalvo, 2009, p. 33). 
Thus, video games are one of the most relevant cultural products and objects of 
our time. In that way. the cultural logic of digital contemporary society and both 
the video games and the gamers are its principal object and subject to understand 
the cultural landscape (Muriel & Crawford, 2018, p. 4).  
Initially, players described as members of the ‘computing fraternity’, become 
‘gamesters’ and then ‘gamers’. Gamers have the gaming habitus, which means 
they no longer need to be told the basic principles of game operation. Gamer 
identity is positive in the sense that it involves expert knowledge and virtuoso 
performance. However, taking Bourdieu’s concept, video games also involve 
‘symbolic violence’ (Kirkpatrick, 2013, pp. 70-73). Thus, the gaming community 
sets rules for authentic participation and uses symbolic violence to carve out a 
new, exclusive social space (Kirkpatrick, 2013, p. 91).  
In that sense, video games embody aspects of wider society such as a pervasive 
digital culture, the hegemony of neoliberal political rationalities, the emergence of 
participatory culture, and the rise of new modes of meaning construction (Muriel 
& Crawford, 2018, p. 4) 
Entering gaming culture, becoming a gamer, is a recuperative strategy in this 
sense. Video games and play as a routine activity are not a transient phenomenon 
of popular culture but a very concrete institution that endures, perhaps one that is 
essential to networked capitalism (Kirkpatrick, 2013, p. 92). 
Currently, the structural transformation of gaming discourse foregrounds games 
and gaming, separating them out from computer technology in general and 
opening up space in which the gamer becomes something different from and even 
opposed to the technology obsessive. This involves creating an idea of games and 
of their qualities as irreducible to their character as computer programs 
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(Kirkpatrick, 2013, p. 93). In that sense, as Kirkpatrick asserts (2013) gaming 
only secures recognition as a cultural phenomenon when it is opposed to 
technology, yet gaming discourse continues to rely on a technical allusion to 
describe its objects (p. 95). 
 
Gamer identity 
 
The former idea of identity as set is usually associated with pre- and modern 
societies, while the latter way of seeing identity as more fluid is often linked with 
the postmodern or advanced modernity. Identity defines ourselves, both 
individually and collectively, we identify with and differentiate from other. 
However, we live in times where identities become more flexible and even 
elusive, but where residual configurations of identity have not disappeared either 
(Muriel & Crawford, 2018, p. 143). 
Gamer identity is defined by the presence within of unresolved contradiction 
associated with the form: it is poised uncomfortably between technology and art; 
it is neither childish nor adult; and it is both therapeutic and unhealthily addictive’ 
(Kirkpatrick, 2013, p. 73). In other words, it is the intersection between where we 
want to be and what others want us to be (Muriel & Crawford, 2018, p. 149). The 
gamer is one who appreciates gameplay, which is the game experience involving 
the player and the machine, and knows what makes a good name, but such a 
person must also possess other attributes. Thereupon gamer identity is the most 
striking product of gaming’s bid for cultural practice independent of other 
technical practices and possessing its own, internal criteria for evaluating games 
and play. The gamer subject position reflects a positive presence in the culture, a 
place that allows people to rationalize the pleasure they take in an activity with 
reference to an imagined community who share their values. Within this 
community, good gameplay is esteemed and becoming an authentic gamer affords 
some respite from the demands of work and the machinations of the consumerist 
culture industry (Kirkpatrick, 2013, p. 91). Moreover, it is suggested that this 
strong identification, based on a type of cultural consumption, is particularly 
associated with video game culture. 
The identity of the video gamer is, on many occasions, a boundary construct, to 
the point of exceeding the very notion of identity. The video gamer is a category 
that causes discomfort and, as such, is a useful way to explore how identity is 
formed, and also, dissolved in today’s society (Muriel & Crawford, 2018, p. 149). 
Definitely, making sense of the media is a process in which individual and 
collective identities are defined and negotiated. In making meaning, and in 
establishing our own tastes and preferences, it can be simultaneously defined the 
meanings of our own social lives and positions (Buckingham & Selfton-Green, 
1994, p. 38).  
Becoming critical could be seen simply as a matter of learning to reproduce the 
terminology and discourse structures of particular kinds of conventional critical 
thinking in terms of acquiring a kind of cultural capital, taking special interest on 
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the individual degree of power and control over self-thought process 
(Buckingham & Selfton-Green, 1994, p. 182). Thence being critical is a social 
practice which takes place within specific social contexts and relationships 
(Buckingham & Selfton-Green, 1994, p. 208). However, Buckingham (1994) does 
not perceive the issue in terms of an either-or choice. On the contrary, it may well 
be that this dichotomy between conceptual and discursive need to imitate the 
processes that adolescents set out to learn as a vital part of that learning process 
(p. 183). Therefore, there is a dynamic interplay between the learning process and 
the entry into any discourse. 
The indefiniteness of the gamer category, purely based on self-identification 
(Muriel & Crawford, 2018, p. 163), creates this apparent impossibility of 
determining what a gamer is, or who can be considered as a gamer. Gamers seem 
not to know if they, or others, are gamers. In that sense, ‘gamer’ becomes a 
changing label (p. 165), but there are different types of labels: hardcore-
subcultural gamers, casual gamers, gamers as a foodie-connoisseur, the cultural-
intellectual and the idea that ‘everyone is a gamer’ (p. 175).  
The hardcore-subcultural gamer is someone who invests an important part of him 
or her life playing video games, normally associated with a particular stereotype 
of immature, obsessed and tribal young men. In that sense, the subcategories of 
this definition are time (dedication or passion), immaturity (or youth) and 
tribalism (pp. 150-155). 
The casual gamer is someone who has a preference for positive and pleasant 
fictions, has played few games, is willing to commit little time and few resources 
toward playing video games, and dislikes difficult games. Therefore, is someone 
who not invest too much time to play video games, because for him or her it is 
simply a leisure activity. In these accounts, older people and women are usually 
depicted as casual players and rarely as gamers, because the category of ‘gamer’ 
needs a certain level of commitment and expertise (pp. 156-157). 
The gamer as a foodie-connoisseur is someone who explores the medium, 
someone who plans to play video games in his spare time, paying attention to its 
artistic, cultural, technical, and economic dimensions. In that sense, he or she is 
informed and knowledgeable about game culture through conventions, concerts, 
news, platforms, websites, etc. (pp. 157-159). 
The cultural-intellectual is someone who explores the medium as well but from a 
critical point of view because he o she has an intellectual and professional 
relationship with video games (pp. 159-162). 
And finally, the idea that ‘everyone is a gamer’ refers to someone that regardless 
the time invests and the passion for video games is a considered a ‘gamer’ since 
the moment that he or she believes that it is. So, it is purely based on self-
identification (p. 163). 
So, in some way, the gamer identity is a possibility, a meaning of belonging in a 
group or community around video games and their role on individual and 
collective life, which is defined not always in a clear or consistent way. Finally, it 
should note that the construction of identities is not always equal and starts with 
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fear principles. Thence, two interesting variables to consider are gender and social 
class, as potential influences on the gamer identity. 
 
Gender 
 
Gender was stereotyped in fiction long before the games were first created. But 
the computer game is a growing, powerful genre for artistic expression, and at the 
moment the argument for why women have no really attractive options among the 
games is because women do not like games (Corneliussen & Mortensen, 2005, 
para. 81). Regardless, it seems that more and more individuals of different 
backgrounds, ages, and gender are becoming video game players; or at least, 
occasionally play video games (Muriel & Crawford, 2018, p. 28). Although it is 
commonly assumed that men play more than women, the 45% of the gamers in 
2004 were women, according to Entertainment Software Association (ESA) 
(Corneliussen & Mortensen, 2005, para. 1).  
Moreover, as authors mentioned before like Kücklich (2005) and Dyer-Witheford 
and De Peuter (2009), Corneliussen and Mortensen (2005) denounce the industry 
strategies that supposedly have a commitment to decrease the digital ‘gender gap’ 
(para. 8). To do so, the games industry’s awareness of girls and women as 
important market segments is too large extent economically driven. And one 
strategy is to design games specially targeted at girls and women, a strategy 
basically built on ‘giving girls what they say they want’. Another strategy to 
attract women is to teach women to like computer games (Corneliussen & 
Mortensen, 2005, para. 2-3). 
There was a big source of normalization and of expectation (Consalvo, 2009, p. 
33), but with limitations and restrictions because the appearance of gaming 
magazines becomes particularly associated with youth and with a particular kind 
of masculinity (Kirkpatrick, 2013, pp. 86-87). Thence, the appropriation of 
computer technology by men, the video game is a site where the relationship of 
technology and gender are explored and renegotiated in performances that can 
plausibly be described as a dance, with all the gender ambiguity that term entails 
(Kirkpatrick, 2011, p. 122). 
Analysis of its field shows that gaming identity rests on relatively thin, unstable 
ground. The cool, male gamer imports tensions that derive from the partial 
character of gaming’s bid for cultural autonomy, tensions that are still visible in 
contemporary gaming culture. This generates that there are people who will never 
get and interest games because they are too old, too female or just ‘uncool’ 
(Kirkpatrick, 2013, pp. 95-96). Indeed, as Shaw asserts (2012) interviewees also 
rejected gamer identity, in part, because they viewed video games as peripheral to 
mainstream media culture, a guilty pleasure, a juvenile pastime, and as a medium 
that is inherently unimportant (p. 40). 
 
But, when and how did start this phenomenon? On media the body is used in 
constructing identity, because of gender is the repeated stylization of the body, in 
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a way to create a natural sort of being (Buckingham & Selfton-Green, 1994, p. 
200); gender is a social construction which divides the society into two categories: 
male and female, based on how we perceive differences between men and women 
(Corneliussen & Mortensen, 2005, para. 13). Besides this, gender is most 
obviously visible in the PCs bodily appearance; portrait, the shape of head and 
body, tattoo, voice, and clothing. In the case of voice, the player can choose from 
a wide number, mainly differing with respect to sociolect (the dialect of a 
particular social class) and the timber of the voice. Indeed, most of the male and 
female voices express determination and toughness (Corneliussen & Mortensen, 
2005, para. 58-60). 
 
According to Consalvo (2012), if all incidents related to gender denounce on 
video games are put all together, it is how the individual links are not actually 
isolated incidents, but illustrate a pattern of a misogynistic gamer culture and 
patriarchal privilege attempting to reassert its position (p. 2). Thus, as a result, the 
sexualization of the female body has been discussed in numerous articles about 
female computer game heroines (Kennedy, 2002; Taylor, 2003; Ray, 2004; 
Haines, 2004; Krotoski, 2004; Reinelöv & Åhström, 2014). 
The range we see expressed by threatened individuals and groups seems to be 
based on at least two factors: sexist, as well as racist, homophobic and ageist, 
beliefs about the abilities and proper place of female players, and fears about the 
changing nature of the game industry (Consalvo, 2012, p. 4). 
Video games have appealed more to males than females, and there are clear 
gender differences in video games preferences (Egenfeldt-Nielsen et al., 2013, p. 
240). 
It is true that there were always video games that involved sex and were 
sometimes sexist. In terms of overt narrative content, the earliest years of gaming 
present several examples of games that try to persuade would-be buyers of their 
pornographic content. However, it is also important to know the time when 
gaming began to disregard female players and this significantly happens by the 
1990s when the appearance of gaming magazines starts to change and they look 
more like boys’ comics (Kirkpatrick, 2013, p. 87-89). 
Gaming became sexist and female players were rendered more or less invisible by 
the structural transformation of gaming’s discourse and the relocation of gaming 
in its own field. Thus, provokes that the burgeoning gamer identity marks out a 
negative symbolic boundary, then, that excludes computer obsessives, older 
people, and females Kirkpatrick, 2013, pp. 90-91). 
There are also some studies about gender and video games. Highlight one of 
Shaw (2012) who conducted a three-staged ethnographic study of members of 
marginalized groups who play video games. First, a general survey was 
administrated online, to locate potential interviewees, which a sample that 
responds to people who are non-heterosexual, non-male, and not solely 
White/Angle (p. 31). The results show that only gender was correlated with 
accounts of who identified as a gamer. No other category, including race, 
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sexuality, religion, education, age o type of gaming platform. Thus, male 
interviewees were much more likely to identify as gamers than female, 
transgender or genderqueer interviews were. Moreover, it can be noted that 
women tend to underestimate the amount of time they play and do not generally 
identify as gamers (Shaw, 2012, pp. 33-34). Indeed, ‘women who do not identify 
as gamers feel that they have less expertise with gaming’ (Shaw, 2012, p. 35). 
Depicted of this, one possible explanation for these results can be that not being 
targeted may also be part of why race, like sexuality, is not as salient a category as 
gender when it comes to identifying as a gamer (Shaw, 2012, p. 37).  
Therefore, making an audience as distinct, in this way, acts as a form of 
marginalization. And in some video games, of direct discrimination and violence, 
as on Grand Theft Auto 3 (GTA 3). In this case, the game replenishes the health of 
the avatar when he visits prostitutes and has sexual relations with them (Jenkins, 
2009, p. 246). 
Gender is a factor in media consumption because of socialization process and 
power relations shape the gender differences in media practices. It is also 
interesting to consider that many girls played computer games and possessed their 
own systems, there was little doubt that this was perceived as a primarily male 
domain (Buckingham & Selfton-Green, 1994, p. 24). 
 
In this line, Corneliussen & Mortenson (2005) denounce video games as, 
Neverwinter Nights (NWN) and Tomb Raider, which in some way try to neutralize 
the gender inequalities without critic and awareness. Taking the first example, the 
NWN, the players are free to create their own player character (para. 6) and when 
the player starts the game gender means nothing (Corneliussen & Mortensen, 
2005, para. 12), therefore the first step to choice your character is purely an 
aesthetic one, because both are equally capable (Corneliussen & Mortensen, 2005, 
para. 57). Moreover, the game responds differently depending on race, class or 
gender, and while race and class have very few out-of-game parallelisms, gender 
can be compared (Corneliussen & Mortensen, 2005, para. 6). Indeed, a large 
number of combinations of skills, feats, and other specialties are available 
(Corneliussen & Mortensen, 2005, para. 54). Anyway, NWN is perhaps one of the 
most perfect representations of the modern feminist trap. The female characters do 
everything the boys do, and they still manage to look feminine while doing it. So 
rather than being offered freedom from female stereotypes, the game just adds the 
demands to a male to the demands of a female. It sounds almost social realistic, 
and who would have thought that about a fantasy role-playing game (Corneliussen 
& Mortensen, 2005, para. 82). 
Thus, female characters in the game take an important position, they display non-
traditional positions confronted with men, and the game environment establishes a 
‘natural’ battlefield for women (Corneliussen & Mortensen, 2005, para. 7). Like 
Lara Croft, the character from Tomb Raider, who has a pioneer position as female 
heroine in a violent battle, breaking many ‘feminine’ rules. Nevertheless, the 
concept of ‘subject position’ distinct her female appearance making a solid 
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confirmation of her gender (Corneliussen & Mortensen, 2005, para. 14-15). 
Liestøl asserts that this type of female heroine has been criticized for being ‘eye 
candy’ for men (cited by Corneliussen & Mortensen, 2005, para. 18), because on 
many occasions female avatar has their sexual organs with unrealistic proportions, 
while men are not presented as hypersexualized (Ray, 2004, pp. 103-104). This 
point is important because the player character is through this the player 
experience the game (Ray, 2004, p. 94). Following Taylor (2003) the female 
character is built around a socially recognizable femininity, but it also transgresses 
the rules of femininity by being put into this untypical feminine context, 
physically fighting enemies. Consequently, the female characters are in conflict 
with the context, challenging the same stereotypical gendered norms that the 
character construction is based on (pp. 39-42). Indeed, studies of women 
participating in masculine contexts often point to the cultural clash that occurs, 
and how women have to ‘bridge the gap’ between femininity and masculinity 
(Reinelöv & Åhström, 2014, p. 14). 
 
Social class 
 
The variable social class can be considered from two different perspectives. The 
first is the consideration of the object, the video game, as part of a system and a 
society. And the second one is the articulation and the design that the current 
video games reflect, in consideration of social inequalities. That is the 
reproduction of social class within video games. 
 
Firstly, the critical theorists analyzed all mass-mediated cultural artifacts within 
the context of industrial production, in which the commodities of the culture 
industries exhibited the same features as other products of mass production: 
commodification, standardization, and massification. The culture industries had 
the singular function, however, of providing ideological legitimation of the 
existing capitalist societies and of integrating individuals into the framework of 
the capitalist system (Durham & Kellner, 2009, p. 17) 
Virtual games are exemplary media of Empire: they are media constitutive of 
twenty-first-century global hypercapitalism and also of lines of exodus from it 
(Dyer-Witheford & De Peuter, 2009, p. 29). Classical social theory attempted to 
chart the relationships between the economy, polity, society, and culture of the 
rapidly developing modern societies that emerged with the second industrial 
revolution in the nineteenth century (Kellner, 1997, p. 139). However, some of the 
new cultural theories contested the existing academic division of labor in which 
sociology of culture, for instance, was a subdiscipline of the field of sociology 
rather than as a contested terrain where economic, political, social, cultural, and 
other forces intersected (Kellner, 1997, pp. 140-141). 
Game making blurs the lines between work and play, production and 
consumption, voluntary activity and precarious exploitation, in a way that typifies 
the boundless exercise of biopower. At the same time, games themselves are an 
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expensive consumer commodity that the global poor can access only illicitly, 
demonstrating the massive inequalities of this regime (Dyer-Witheford & De 
Peuter, 2009, p. 29). In fact, virtual games are deeply embedded within the global 
capital, by reflecting on the working conditions in the African coltan mines and 
Asian e-waste sites (p. 34). Furthermore, the critical theorists investigated the 
cultural industries in a political context as a form of the integration of the working 
class into capitalist societies (p. 17). 
 
Secondly, one practical case of social class reproduction is, for example, Mario 
Bros which invites identification from every child pitted against the big world of 
adults, it could be seen as a “working-class hero” (Kinder, 1991), because Mario 
shows a contrast between the era of mass industrial work, where every man was to 
face a life committed in one way or another to a world of manufacturing 
production, factories, heavy machinery, and assembly lines. And between the 
post-industrial epoch, where life is based in jobs by computers, networks, and 
virtuality (Dyer-Witheford & De Peuter, 2009, p. 3). 
Taking other example, GTA which is a ludic fulfillment of the neoliberal dream in 
which the market becomes the apparatus around which all institutions are 
organized, constitutes the politics of city space in ways that are not just 
generically urban but characteristically imperial, in the sense the city reproduces 
imperial territorializations of class and race (Dyer-Witheford & De Peuter, 2009, 
p. 32). The imperial city is a vast territory of accumulation, whose sociospatial 
patterns reflect the “consolidation of global hierarchies” that accumulation both 
requires and generates. Imperial cities are places of “repression and blockage”, 
with “the erection of walls to delimit zones the poor cannot access, the definition 
of spaces of ghettos where the desperate of the earth can accumulate”. This is an 
arena where “zero tolerance has become the watchword”, and where overt and 
subtle forms of “repressive zoning” sort the populace according to “skin color and 
race, or religious clothing, customs or class differences” (Negri, 2002). Latino and 
Asian gangs turned areas of the city into free-fire zones for crack dealers and 
street gangs to settle their scores, while a corrupt, militarized police force waged 
low-intensity urban warfare against people of color, and comprehensive 
surveillance systems, private security forces, and architectural fortifications of 
corporate zones and affluent neighborhoods spawned an “ecology of fear” (Davis, 
2002, p. 378). 
Thus, GTA combines gated communities, glittering towers of finance, and 
glamorous playgrounds of consumption with poverty, racialized segregation, gang 
activity, and militarized policing (Dyer-Witheford & De Peuter, 2009, p. 154). 
Moreover, responds to the structural violence of Empire, that is, the systemic 
patterns of inequality and marginalization inherent to global capital, of which 
violence and crime are often only symptomatic. Definitely, GTA: San Andreas 
and GTA V is informed by, and reinscribes, dominant relation of power (Dyer-
Witheford & De Peuter, 2009, pp. 156-157), recapitulate the racialization of urban 
space, by deepening spatial segregation, marked by “gated communities, urban 
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enclaves and other ‘purified’ spaces of social reproduction” and, the 
marginalization of the urban poor. These “polarizing consequences” stoke fear of 
crime and a law-and-order agenda promoting “new strategies of social control, 
policing, and surveillance”. “The overarching goal” of neoliberalism urbanism “is 
to mobilize city space as an arena for both market-oriented economic growth and 
for elite consumption practices, while at the same time securing order and control 
among ‘underclass’ populations” (Theodore, Peck, & Brenner, 2011, pp. 21-23). 
Definitely, the array of stereotypes through which video game communicates 
creates a virtual world in which racialized identities and ethnicized cartographies 
appear immutable, essentialized, and beyond transformation, hard-coded into the 
very streets of urban life. Thus, GTA puts into play a dimension of actual imperial 
city spaces, where spaces of wealth and poverty, privilege, and dispossession, are 
inscribed along the lines of neoapartheids (Dyer-Witheford & De Peuter, 2009, p. 
167). 
Nevertheless, academics like Jenkins keeps enormous potential open for games to 
become a means that promises a serious reflection on choice and its 
consequences, because of the free mode that puts emphasizes to the election and 
the exploration of consequences (Jenkins, 2009, p. 247). Even so, he points out 
that the game's innovative potential does not justify its dangerous assumptions 
about race and gender (Jenkins, 2009, p. 240). And he denounces that in the case 
of race, the game encourages the player to pound the passers-by with baseball bats 
to see how their blood runs (Jenkins, 2009, p. 246). 
 
Ethics 
 
Nowadays, media increase the representation of privilege space to build the 
ethical order and for this reason, we should think about the influence and the 
impact of this phenomenon. Exist an interface between the virtual and real world 
which alter the relationship between proximity and distance as a crucial relation to 
our existence as responsible and ethical subjects (Sicart, 2011, p. 22). At this 
point, is time to analyse how these judgments can reflect consequences on ethical 
and unethical actions on video games. And how are responsible for these 
judgments. In fact, the existence of literature accounts with different perspectives. 
First of all, we have to take into account that computer games present simulated 
environments designed to be interacted with in specific ways by players who 
agree to those constraints and who, in most cases, cannot do anything to change 
the rules or possible interactions with the system. Both the simulation and the 
rules are upheld by the computer and affect the player’s interactions, behaviors, 
and subjectivity. Therefore, the presence and importance of computer power and 
simulation capacities are relevant for understanding the ethics of digital games, 
and this it seems obvious to relate this research to the field of computer ethics 
(Sicart, 2011, p. 30). 
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Video games as well as the others types of media permits to extend the action far 
from face-to-face contact and in consequence, the player subjects undermine the 
expectations of responsibility and reciprocity. In that way, the technology 
connects people with symbolic connections, for example with multiplayer modes, 
but it disconnects them as well, eroding the sense of responsibility (Silverstone, 
2010, p. 27).  It is ironic that fans have found the very forces that work to isolate 
people from each other to be the ideal foundation for creating connections across 
traditional boundaries (Jenkins, 1992, p. 184). Actually, two different "moments" 
take place simultaneously: one is the explicit combat on the screen, and the other 
is the implicit cooperation and camaraderie among the players. Two players may 
be fighting to the death on the screen and narrowing their friendships off the 
screen (Jenkins, 2009, p. 260). 
 
The experience of the game is so real that it affects our well-being. As players, we 
compare the virtual environment with the real world because physical reality is a 
reference point that makes the learning process easier. So this comparison implies 
that there are actually connections made between the real world and the game 
world in the mind of the player (Sicart, 2011, p. 34). In many ways, video games 
do seem to represent a technological embodiment of this postmodern specter in 
which images have become disorganized from meanings and the boundaries 
between reality and virtual reality is dissolved (Buckingham & Selfton-Green, 
1994, p. 216). 
A player is choices we take, actions that take place in the world of the video 
game. The player is free to take action to reach desired results as long as these 
actions are codified in the interior of the apparatus (Muriel & Crawford, 2018, p. 
80). They could be considered real actions that take place and affect a ludic 
environment, a virtual world where interaction is limited by game rules. A video 
game gives players the possibility of engaging without risk in ethical decision 
making in which we would otherwise never engage. From this point of view, the 
choices the designer creates in the video game do not suppose any kind of moral 
risk for the player, as they are only relevant in the video game world (Sicart, 2011, 
p. 44). In other words, the actions are real as well, but they take place and have 
consequences in a virtual environment and on their users, placing the player in an 
optimal space for exploring the possibilities of the system (Sicart, 2011, p. 45). 
 
Games are systems in which we are voluntarily immersed with the clear goal of 
being manipulated, believing in the freedom the video game designers give us in 
order to achieve the successful ludic experience (Sicart, 2011, p. 43). Thus, video 
games show us that agency is part of both emancipatory and alienating practices, 
linked to freedom, empowerment, and autonomy, but it is also connected to 
submission, disempowerment, and dependency (Muriel & Crawford, 2018, p. 80). 
Video games are visualized as experiences because, frequently, social actors 
narrate their encounters with video games as they would do other experiences, so 



 29 

they are part of the experience ‘pool’ of everyday life (Muriel & Crawford, 2018, 
p. 110). 
Phenomenologically, the player-subject as skin acts as a being that creates the 
game and is created by the game, in a process of dialogue in which the player uses 
moral reasoning in her relationship with the game world and with other players 
(Sicart, 2011, p. 81). So the player has to be considered as a subject within an 
experience, a player-and-game involved in a procedural operation of being, a 
subjectivization process by which the player comes into being as a body-subject 
(Sicart, 2011, p. 83).  
The importance to this linking of the virtual world to the simulation rules is that 
the virtual environment where the game happens or takes place is constrained, 
limited, and conditioned by the rules of the simulation. That is, the simulation 
rules determine what is possible and what is not in the virtual environment where 
the game takes place (Sicart, 2011, p. 33). In that sense, video games can be 
understood as ‘a paradigmatic site for producing, imagining, and testing different 
kinds of relations between the body and technology in contemporary culture’ 
(Lahti, 2003, p. 98). 
The way games are designed, and how that design encourages players to make 
certain choices, is relevant for the understanding of ethics of computer games. 
Therefore, the player is a moral user capable of reflecting ethically about her 
presence in the games, and aware of how that experience configures values both 
inside the game world and in relation to the world outside the game (Sicart, 2011, 
p. 17). At the same time, rules constrain possibilities in a game, can create ethical 
values that are afterward enacted, interpreted and judged by the players (Sicart, 
2011, p. 36). 
The process of experiencing a game as a player-subject takes place in 
interpretational layers that provide different yet complementary ontological 
feedback to the process of becoming a player (Sicart, 2011, p. 87). Players create 
codes of behavior that grant that their actions, as well as the actions of the other 
players, will respect and enhance the game experience. Thence, they act with 
ethical wisdom and can be considered ethical beings who take place when 
experiencing a moral object (Sicart, 2011, p. 105). 
While deontology or utilitarianism provides a picture of the subject as ethical 
agent, virtue and information ethics, both constructivist theories, allow for an 
integration of the subject in an ongoing process of ethical reflection (Sicart, 2011, 
p. 18). 
 
The subjectivity of the player as totally detached from the moral subject. The fact 
that playing is an immersed ludic experience does not mean that the created 
subject is impermeable to the ethical presence of the larger ethical being of which 
we are. Therefore, playing a game, the player creates a set of ethical values 
inspired by the game, derived from the video game culture and community, and 
strictly applicable within the video game situation, including participation in the 
different layers of involvement of the game community. But the player is also 
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limited by the fact that is a culturally embodied being, and hir own ethical values 
and practices cannot be easily suspended (Sicart, 2011, p. 76). In that way, video 
games can be considered as actors, for the hardware, connections and peripherals 
that make the interaction possible (Muriel & Crawford, 2018, p. 62), so 
understand video games as experiences, implies a process of “embodiment” of the 
player, in a sensorial, corporeal, and emotional way (p. 93).  
For computer games, this means that the ethical issues are related to the use of 
computer technology to create a virtual world and enforce a set of rules; to the 
fact that not all users of these games are mature enough to be exposed to certain 
content (Sicart, 2011, pp. 16-17). 
 
Youth Studies 
 
This section pretends to tackle the youth studies from a cultural and media 
education point of view. Thence, the field of youth studies is introduced and 
complemented with cultural referents as Jenkins as Buckingham in order to put 
the gaming culture within those.  
 
As Heinz (2009) argues, the youth period is not self-contained and is impossible 
to identify clearly ‘except in terms of the legal definitions of the maturity age’ (p. 
4). Of course in legal terms, the age of maturity varies across time and between 
countries (Furlong, 2012, p. 3). According to Heinz (2009), the coordinates of this 
period of life vary according to the economy and the educational and social 
policies of the state: the life course and its component ‘youth’ are path-dependent 
social structures (p. 6). 
The study of youth is both broad and dynamic (Furlong, 2012, p. 4). In youth 
research, there has been a long-standing rift between what can be termed the 
‘transitional’ and ‘cultural’ approaches. Therefore, youth research is not simply 
about policy, about concerns of the powerful or about understanding cultural 
change. The examination of young people’s lives provides a unique window on 
processes of social and economic change and facilitates the exploration of some of 
the big theoretical concerns in social science. And in this context, the young 
people do not represent a homogeneous group; it is concerned with social justice, 
class, gender and spatial divisions (Furlong, pp. 5-6). 
Thus, the socio-economic divisions that shaped their lives as young people will 
often characterize their adult lives. Youth, which should be a time of opportunity, 
or flux and transformation, is all too often about assuming roles that are in 
keeping with their social and economic origins. Youth in itself is an important 
division, and one people will escape through the process of aging, but 
nevertheless a subordinate category and, like childhood, one that defines a section 
of the population that can ‘legitimately’ be discriminated against (Furlong, pp. 24-
25). 
According to Fasick (1984), both parents and peers are important socializing 
agents for adolescents, but the extent and character of their respective influence 
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have been the subject of much debate. Some researchers perceive adolescents as 
living in a social world that is cut off from adult society, espousing values that are 
often in opposition to those of their parents and the adult community.  
The former referents on youth studies, Parsons (1951) and Burlingame (1970) 
claim that adolescents cope by transferring their allegiance from parents and some 
parental values to peers and the associated youth culture as a transitional phase in 
achieving full independence. However, for many of these latter scholars the youth 
culture concerns of adolescents’ circumstances (Bernard, 1961; Douvan & 
Adelson, 1966; Kandel & Lesser, 1972).  
Following Livingstone (2002), children and young people are a distinctive and 
significant cultural grouping in their own right, with a sizeable market segment, a 
subculture even, and one which often ‘leads the way’ in the use of new media. 
Moreover, children and young people are at the point in their lives where they are 
most motivated to construct identities, to forge new social groupings, and to 
negotiate alternatives to given cultural meanings; in all of these the media play a 
central part (pp. 3-4). In fact, this concern with the self is of pre-eminent 
importance. And the formation and definition of their identity are fundamental to 
them (Livingstone, 2002, p. 89). 
The media and leisure activities are made meaningful by their mutual relations 
with all others: “watching television means something different for the child with 
nothing else to do compared with the child who has a PC at home or friends 
knocking on the door” (Livingstone, 2002, p. 10). Thus conditions of access and 
choice within the child’s environment are central to an understanding of the 
meanings of media use. 
 
It is important to make into account that video games were constructed as the 
province of children, with a popular conception of game use as a purely child-
centric phenomenon (Kirkpatrick, 2013, p. 87), through the aesthetic.  
This happens already on the 1980s when a settling on the adolescent male of this 
period as its start audience means being both childish and unsettling to ideas of 
childhood. The video games contribute to a change in the culture that sees 
children less as passive recipients of cultural messages and more as collaborators 
and participants in their creation (Kirkpatrick, 2013, p. 95). Indeed, this was the 
step between Active Media and Active User perspectives, and between effects and 
meanings. Being so, the model of the Active Media only works if it is assumed 
that the players are not capable to think with rationality, if it is ignored that the 
crucial differences in how and why players play, and if we out the training in the 
education from all the significantly cultural contexts (Jenkins, 2009, p. 256). 
Jenkins (2009), also responds to the argument that children (under 8 years of age) 
do not distinguish the reality from fiction, and thus become a reason to restrict the 
access to violent entertainment for children of 17 years. And he contributes with a 
data: 90% of the American adolescents play with video games, the reason why, if 
the assassin is a teenager, is easy to prove that he was a player (pp. 242-243). 
Thence, he emphasizes that focusing research on the meaning would highlight the 
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knowledge and skills of the players, based on their mastery of the aesthetic 
conventions that distinguish the games from the experience in the real world 
(Jenkins, 2009, p. 253). 
Noting the salience of negative behaviors in prevailing ideas of ‘cool’, the 
consumerism promotes a cultural practice that tolerates the negation of positive 
self-image by attaching certain values to the core of an individual’s identity. 
Moreover, highlight that aesthetic of video games played on the ambiguity 
between youthful appeal and adult content. In other words, video games are for 
young people but they are inherently transgressive and troubling to prevailing 
ideas about childhood. Also, Jenkins asserts that some video games, like GTA, are 
not designed for children and adolescents (Jenkins, 2009, p. 246). 
In that sense, video games aspire to be more than just childish playthings, because 
gaming is here constituted by its stymied autonomy from childish concerns and 
from childhood as the appropriate location for play in the culture (Kirkpatrick, 
2013, pp. 94-96). 
 
The literature accounts with Hartmann & Vorderer (2010) inputs about why 
children and adolescents enjoy violent video games. Firstly, consider that video 
games are designed to be pleasurable and enjoyable, although gratifications, 
awards, and honors which generated effective and powerful feelings and stimulate 
excitement, pride, and euphoria (p. 97). 
Most people who play violent video games do not enjoy behaving aggressively in 
normal real-world situations because actual social entities fall into their “scope of 
justice” (Hartmann & Vorderer, 2010, p. 99). Thus, it could be understood as a 
rationalization process that users do to justify their actions and merely playing a 
video game, minimizing unpleasant feeling that may emerge during play (Klimmt 
et al, 2007, p. 846). 
One important referent for this research is Sørensen and Jessen (2000) who study 
the children and teenager, aged from five to seventeen years, the perception of 
playing video games, concretely their ability to distinguish between fiction and 
reality and the appreciation of interactivity during the gaming sessions. The 
conclusion was that the potential negative-influence from violent content in video 
games is smaller than that of violence in other media. Moreover, they found that 
video games are not a special toy, but are close to ordinary play activities of 
children and youth. 
 
In the field of education, Buckingham (2013) and Gee (2012) explored 
communities of fans and video games as places of informal instruction. There are 
also some studies which are trained teenagers to become more critical and self-
aware, for example, an interesting study which points to realistic ways to limit the 
influence of aggression by educating players in order to get self-awareness and 
criticism about what are they playing (Robinson et al., 2001, pp. 21-22). 
Moreover, the media education is something that teachers can simply take on 
board as an additional element, but offer a much more fundamental 
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reconsideration of the aims and purposes of teaching about culture, taking video 
games as an essential part of it (Buckingham & Selfton-Green, 1994, p. 6). Its 
ability to empower and liberate students in order to be more positive and negative 
critical of the video games content and culture surrounding them. With this 
approach of the issue, it was pretended to not considered young people as passive 
victims of the media, and the behaviorist assumptions on which these Active 
Media views are based.  
To begin, as teaching in this area often does, by assuming that students are 
passive and that it is necessary to make them active is to ignore the diversity and 
complexity of their existing knowledge (Buckingham & Selfton-Green, 1994, pp. 
117-118). Jenkins proposes that education, not regulation, can be a way to ensure 
that parents come to decide what kind of media their children consume. Maybe, 
some way is working together to improve the quality of resources available to 
parents (Jenkins, 2009, p. 245). 
 
Humanist researchers have also argued that games can be powerful teaching tools. 
Gee (2004) describes players as active problem solvers who see mistakes as 
opportunities to learn and who do not stop looking for better and newer solutions 
for various obstacles and challenges. Teachers can play a vital role in helping 
students become more aware of the assumptions that condition their simulations. 
Thus, according to Squire (2004), the active participation in video games allows 
us to project our objectives and purposes in the game space, built on the existing 
beliefs of the players and under a specific cultural context. 
There are already organizations and projects that promote literacy through games, 
contributing to the critical analysis of existing commercial games, with the 
intention that young people re-imagine and invent contents. The organization 
OnRamp Arts created a game titled Tropical America in order to examine issues 
of racial genocide, cultural domination, and erasure of history (Jenkins, 2009, pp. 
264-265). In this way, students are encouraged to think about the media from the 
inside out (Jenkins, 2009, p. 266). 
Normalization video games through education can be a source to learn and 
understand textual media contents which can be part of a broader process of 
construction social relationships and thereby define individual and group 
identities (Buckingham & Selfton-Green, 1994, p. 24). The intention is to enable 
students to become researchers in their own right in order to develop their own 
hypotheses, to devise methods for investigating them, and to generate new 
knowledge that would reflect back on their existing interests and concerns. The 
final result could be a body of critical knowledge but with the understandings, and 
with the emotional and cultural investments, that students can bring with them. 
Indeed, it is a process which encourages to examine the complex relationships 
between both the subjective and the social and between the concrete particulars of 
lived experience and the powerful generalities of theory (Buckingham & Selfton-
Green, 1994, p. 118).  
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In short, the crux of the matter is not knowing what the media do to children, but 
what children do to the media (Jenkins, 2009, p. 233). 
 
Following that recommendation, it is also interesting to consider the variables 
gender and social class through the youth studies related to video games.  
Starting with gender, highlights that from the boys’ point of view, video games 
are a medium that is distinctive ‘theirs’. While they acknowledged that girls might 
play, it was argued that they would probably use their brothers’ devices 
(Buckingham & Selfton-Green, 1994, p. 25). In the same study, girls were much 
less committed and enthusiastic, although they were also more reflective about 
video games, and they had played emphasized their predictability and denoted 
preference by fantastic ones. 
Other significant differences to highlight are that boys preferred the unofficial 
computer magazines, largely on the grounds that they seemed to promote a kind 
of critical consumerism. Moreover, the boys were very aware of the high-profit 
margins on video games and, most of the games in their own collections were, in 
fact, pirate copies (Buckingham & Selfton-Green, 1994, p. 24). They also assert 
that publicity for video games is geared toward boys and that they are designed 
for them. In addition, boys seem more fevered for violent video games than the 
other girls, who are also explicitly critical of the sexism of the games, and asserts 
that ‘the woman is never the heroine’ (Buckingham & Selfton-Green, 1994, p. 
25). 
Also, women definitely preferred non-competitive games, and so it should fit 
neatly into the categories current research has for categorizing games as 
something women would like (Corneliussen & Mortensen, 2005, para. 44). 
While boys are angled on video games, girls had ‘better things to do with their 
time’. All of this considerations are part of the identity gamer construction. The 
establishment of group identity and group membership are building though 
perceptions, and gender is an important variable (Buckingham & Selfton-Green, 
1994, p. 26). 
 
Final considerations on the social class variable, it is notable that gaming itself 
has become a social sorting concept, central to the unequal distribution of gaming 
capital, which is a hard, grown-up currency only available to children and the lack 
of which only young people experience as a deprivation (Kirkpatrick, 2013, p. 
96). 
According to Shaw (2012), race was similarly not correlated with whether people 
identified as gamers or not, but also was not brought up in the relation to gamer 
identity, who is a White man, and this may have made interviewees less likely to 
bring up race as a dominant factor of the study (p. 37). However, Kaiser Family 
Foundation (2002) found that African-American and Hispanic children play more 
video games than their White counterparts and that low and middle-income 
children play more than children from families with higher incomes (p. 1).  
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3. DESIGN AND METHODOLOGY 
 

3.1. Problem statement: objectives & research questions 
 
As earlier pointed out, the problem statement of this research is studying the 
perception of adolescents considering their gender and social class, in order to 
analyze the differences on their access, consumption, and preferences on video 
games; thus as the paper of their identity and the perception of virtual violence 
through their opinions and considerations. 
In order to do it, three research objectives and questions are established. The first 
one is the analysis of the adolescents’ access, consumption, and preferences on 
video games from the gender and social class perspective, through the following 
research question: what differences can be identified from the gender and social 
class perspective on the analysis of the access, consumption and preferences that 
adolescents have on the video games? 
The second one is the study of the meaning and perception of the gamer identity 
from gender and social class perspective. Therefore, the research question is how 
can the meaning and the perception of the gamer identity change among 
adolescents based on their gender and social class? 
And, finally, the third one is the analysis of the influence of the player identity 
about his or her perception of virtual violence, considering the gamer identity, 
gender, and social class. In other words: what differences can be identified from 
the player identity about the perception of violence on video games considering 
gamer identity, gender, and social class? 
 
 RESEARCH OBJECTIVES RESEARCH QUESTIONS 
1 Analyze the adolescents’ access, 

consumption, and preferences on video 
games from the gender and social class 
perspective. 

What differences can be identified 
from the gender and social class 
perspective on the analysis of the 
access, consumption, and 
preferences that adolescents have 
on the video games? 

2 Study the meaning and perception of 
the gamer identity from gender and 
social class perspective. 

How can the meaning and the 
perception of the gamer identity 
change among adolescents based 
on their gender and social class? 

3 Analyze the influence of the player 
identity about his or her perception of 
virtual violence, considering the gamer 
identity, gender, and social class. 

What differences can be identified 
from the player identity about the 
perception of violence on video 
games considering gamer identity, 
gender, and social class? 

Own elaboration. 
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To do so, the methodology is crucial to get the expected results. Next section, 
exposes what kind of methodologies are being used and the reason why they were 
chosen. 
 

3.2. Overall approach and rationale 
 
The present research follows three different collect methods, combining 
qualitative and quantitative ones. However, the main one is qualitative: focus 
group, which is complemented by short surveys, and descriptive semi-structured 
interviews. Taking as a referent Sørensen & Jessen (2001) who studied thirty-one 
children in Denmark, interviewing them in small groups. The goal was arrive to a 
picture of children’s perception of playing video games, their ability to distinguish 
between fiction and reality, and their appreciation of interactivity.  
 
The reason why it has been chosen to use focus group is because such 
methodology permits to explore and analyze specific behaviors, beliefs or 
perceptions about some topics and the circumstances in which they occur 
(Hennink, 2014). And plus, it has become an important research tool for applied 
social scientists who have worked in communications and media, among other 
fields (Stewart & Shamdasani, 2015, p. 39) specially, as the lector can contrast on 
theoretical framework, on the Active User perspective. 
In the case of the survey, it has been chosen by, on the one hand, to contrast the 
qualitative aspect that characterizes focus groups and it is criticized by detractors 
of Active User perspective, and on the other hand, because it permits to collect 
many kinds of data, preferences and routines about a specific topic or issue. 
Indeed, surveys are also an important research tool on social and media researches 
(Fowler, 2013, pp. 2-3). 
Finally, and not less important, the semi-structured interview has been chosen in 
order to deepen on specific concepts and issues that are underestimated during the 
discussion groups. Therefore, interviews are the exemplary method because of the 
emphasis on exploring how people interpret their experience (King & Horrocks, 
2010, p. 182). Thus, semi-structured interviews with offenders aiming to enable 
participants the opportunity to present their individual understandings and 
experiences there are useful to deep in certain concepts as identity and gender 
(King & Horrocks, 2010, p. 16). 
 

3.3. Population selection and sampling strategies 
 
The population treated in the present research is adolescents aged 11 to 16 years’ 
old who play video games some hours a month, prioritizing the ones who play at 
least one hour a week in the city of Barcelona, concretely on a public and a semi-
private school. However, some requirements will be established in order to 
guarantee the participation of the desired cross section and in order to obtain the 
limited results. Those forming the examined sample will be aged between 11 and 
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16 years old, and playing with video games on the following devices: Play 
Station, Wii, Xbox360, PSP, Nintendo and computer. Taken together, this 
combination of digital game machines and gaming practices amounts to a techno-
cultural-commercial nexus formidable depth and scope (Dyer-Witheford & De 
Peuter, 2009, p. 16). 
Moreover, in the present research’s case, the sample will be formed of adolescents 
who meet the aforementioned features and requirements, taken from two upper 
education high school classes of one public and one semi-private school in the 
city of Barcelona, located on different social class neighborhood.  
At this point, it is important to mention some sociodemographic data in order to 
justify the sample. The public high school (“Institut”) is located in El Raval 
neighborhood, and the semi-private school (“Escola”) is located in Sarrià 
neighborhood. According to the Ajuntament de Barcelona (2016), the population 
density in El Raval is 43.687 people per km2 (45,8% are women and 54,2% are 
men), with a rate of immigration of 105’6‰, thus represents that the 49,6% of the 
population are newcomers (the majority from Pakistan, and Bangla Desh). And 
the household disposable income per capita is 75,8.  
In contrast, the population density in Sarrià is 8.254 people per km2 (53,5% are 
women and 46,5% are men), with a rate of immigration of 45,6‰, thus represents 
that the 12,7% of the population are newcomers (the majority from France, Italy 
and the United States). And the household disposable income per capita is 199,1. 
 
As previously mentioned above, the justification of the age limitations established 
on the participants who will form the sample on the here discussed research, is 
because the population aged between 11 to 16 years old belong to the early and 
middle stages of adolescence, being these key time periods where children begin 
to become independent from their parents (Sylvetsky et al., 2013, p. 2) and plus 
they are also more vulnerable to taking aggressive behavior (Kirsh, 2002, p. 378) 
from thirds. It should as well be noted that the reference used above on the stages 
of adolescence (early, middle and late) is taken from Barrett (1996, p. 333), as a 
former referent on the field. 
 

3.4. Data collection methods 
 
Just as it was stated earlier, the present research follows three different methods: 
focus group, survey, and a semi-structured interview. Nevertheless, the first step 
to implement all of the methodologies is to design and distribute an authorization 
in order to get the parents’ consent, furthermore, this must be approved for the 
respective schools, teachers, and families. In the case of the public high school, 
the person responsible has chosen not to use the names and personal information 
of the students in order to make it easier and do the activity in anonymous mode. 
On the contrary, the semi-private school has got the authorizations. Please check 
annex 1 to see them. 
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However, and in order to standardize the model of transcription and getting 
results, only the initials of names and surnames are used in both cases. 
In addition, the guide of the focus group, semi-structured interview and survey 
have been checked and validated as well for the respective responsible on each 
school, jointly with parents’ consent. In both cases, the guides do not suffer 
changes. 
 
The main method of this research is qualitative: focus group. Thus, four groups 
are conducted on two different schools in Barcelona city. The focus group one 
(FG 1) and two (FG 2) are conducted on a public high school located in El Raval 
neighborhood. Concretely, the FG 1 is conducted by girls and FG 2 is conducted 
by boys. Same happens with the two focus groups last. Those ones are conducted 
on a semi-private school located in Sarrià neighborhood, and FG 3 is conducted 
by girls, and FG 4 is conducted by boys. 
 

 
GIRLS BOYS 

PUBLIC FG 1 FG 2 
SEMI-PRIVATE FG 3 FG 4 

Own  elaboration. 
 
The focus groups are taken place in a classroom enabled in each of the two 
participating schools, where each session will be recorded on voice in order to 
transcript the information (Stewart & Shamdasani, 2015, p. 40). In addition, and 
in order to make it easier, the researcher provided her own laptop to display the 
videos and photos during the sessions. 
The size of the focus groups was depending on the participation of the students 
and the permission given by their parents regarding participation and recording 
voice rights. Considering that the show-up rates of traditional face-to-face focus 
groups oscillate between 50% to 80% (Stewart & Shamdasani, 2015, p. 161), it is 
estimated that in the event there would be more than 12 participants (Stewart & 
Shamdasani, 2015, p. 40), the group will be divided and two focus group will be 
held at the same high school in order to obtain as much data as possible to leave 
anyone out of the sample. Therefore, it is between six and eight students per focus 
group. 
The duration of the focus groups was 60 minutes regardless of the number of 
participants. At this point it is necessary to point out that a typical focus group 
session should last from 1,5 to 2,5 hours (Stewart & Shamdasani, 2015, p. 40), but 
in that case, the research is conducted with adolescents and after discussing with 
qualified teachers and counselors of such students whether it was considered 
convenient to shorten the timing of the session or not, it was decided to do so 
since the researcher would get more intense attention and participation from the 
sample. In this point, it is also important to note that the researcher acted as a 
moderator of the focus group, as an expert working with children and with the 
content of the investigation. In addition, the moderator must have a Certificate of 
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Crimes of Sexual Nature in force since 2015 in Spain, for working with minors. 
Please check annex 2.  
The moderator will follow the discussion guide which is detailed below, tackling 
different concepts that are directly related with the objectives and research 
questions of the investigation: access, consumption and preferences, gamer 
identity, and perception of virtual violence. 
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Own elaboration. 

DISCUSSION GUIDE 
Let’s start by introducing ourselves… 

1. Let’s each share our first names and our age. 
2. Why do you play video games? (for fun, learning purposes, to hang out…) 

 
PREFERENCES 
First, I would like to know more about your video games…  

3. What kind of video games do you prefer? Why? 
4. What is the most frequent mode that you use to play? 
5. Do you play on video games for adults (+18)? Do you recognize these symbols? 

 
 
GAMER IDENTITY 
Now let’s all focus on your identity… 

6. Who is considered game rand why? And who is not considered and why? 
7. The identity gamer has connotations of some kind to you? 

 
PERCEPTION AND GAME EXPERIENCE 
Let’s talk a little about your experience as players… 

8. What do you think about this video? What kind of violence can you identify?  
View the following video of GTA V from 10:30 to 11:55 (TheGamingForce, 2016). 

9. What role plays the violence on video games? What would change if there were no 
violence? 

10. What do you think about the reflection that raises the youtuber? 
View the following video of Spec Ops: The Line from 00:00 to 1:50 (Outconsumer, 
2012). 

 
SUMMARY & CLOSING 
I just have a few last questions... 

11. Those who consider themselves as gamers, do you think that your nearest environment 
(family and friends) also coincides with you? And what about those who do not 
consider themselves gamers? 

12. Have you ever raised these types of questions before? 
 

Are there any other things that you would like to share before we finish? 
 

Thank you for sharing your thoughts and experiences with us today! 
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In order to complement the focus group, a short initial survey is conducted to each 
participant in order to provide some quantitative and specific information about 
the following issues: name and initials of the surnames, age, gender, nationality, 
number of years residing in Spain (only if convenient), age of onset in the gaming 
world, person or introductory tool in the world of video games, frequency of 
game, number of video games, preferences, identity consideration, and hobbies. 
Concretely, the duration of the survey is five minutes long. As it is mentioned 
before, the survey included one filter question (about nationality) from 13 totals, 
including different types of questions and possible answers: dichotomous, 
multiple-choice questions (with one choice), open-ended, and closed ended 
questions (Fowler, 2013). 
In the case of the first public high school, the survey was distributed in a paper in 
order to assure the participation of all students, following the recommendation of 
the teacher. On the contrary, in the second semi-private school, the survey was 
online, through a public link of Google Forms sent it by the researcher on the 
school emails of each student. Moreover, the teacher responsible for the activity 
insisted the students to fill it up. However, some of them did not answer it, and 
they did it in a paper survey instead. The following picture shows the online 
survey and the appearance on paper as well. The lector can find the original 
template on annex 3, jointly with some of the surveys answered. Also note that 
the survey is in Catalan, because is the official and vehicular language of the 
school. 
 

 
Own elaboration. 

 
Also, four short semi-structured interviews were conducted to participant from 
each discussion group. The aim was deepening some little more about certain 
topics that have proved embarrassing, in anticipation of some issues that may be 
problematic and relevant to the research: the gender factor, the hours spent 
playing video games and the identity of the gamer. At this point, it is important to 
mention that the moderator informed the participants that it is a sensitive topic and 
therefore the participants should be aware of it. This is a usually technique that 
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helps to initiate tense topics like violence and it is applied on discussion groups 
and remarked on the interview as well (Stewart & Shamadasani’s, 2015, p. 111). 
Likewise, the moderator (who is the investigator) is responsible for selecting a 
candidate from each group, in order to make a short interview at the end of each 
discussion group. It must be said that apart from King and Horrocks (2010) as a 
methodological referent, the decision to include these interviews is also due in 
response to an objection of Shaw (2012) who states that the fact of separating by 
gender can generate that this variable becomes sole objective and therefore the 
results become too conditioned by this target.  
The traditional methodology contemplates the study of a dichotomous variable 
studying it separately, which translates into discussion groups of girls and boys. 
However, this research includes four interviews that act as a control tool to this 
objection. These interviews were made by two girls and two boys of the 
respective schools. In addition, as it has already been said, these candidates are 
elected by being the most intensive gamers of the group, in order to provide sense 
to concepts such as identity, gender, and spending hours playing video games. 
Specifically, the investigator shall be guided by the following template: 
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SEMI-STRUCTURED INTERVIEW GUIDE 

1. Which are your favorite video games? Why? 
2. Do you play on violent video games? Which ones? 
3. What do you think about it? 
4. What is the most frequent mode that you use to play?  

GAMER IDENTITY 

5. What does it mean for you be a gamer? It is an important factor for you? 
6. What factors do you think have an influence on your identity? 
7. For how many years have you considered yourself a gamer? 
8. Does your gamer identity emerge due to some specific fact or person? 
9. What does your nearest environment (family, friends) think about your love 

for video games? 
10. Do you think that your gamer identity will be for all your life? 

Let’s talk a little more about the connotations...  

11. Do you think that gender determines your identity? 
12. Do you think that it is well considered to be a gamer today? 
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3.5. Data analysis procedures 
 
In order to proceed into explaining how the data will be analyzed, the results of 
the focus groups and semi-structured interviews will be divided into four 
categories corresponding to the research objectives of each discussion guide 
(Stewart & Shamdasani, 2015, pp. 129-131), complemented with the surveys data. 
To do so and in order to ensure the highest degree of objectivity and rigor NVivo 
will be used as a method to evaluate, interpret and explain the results of data 
extraction. This is a software designed to facilitate common qualitative techniques 
for organizing and analyzing data.  
This methodology was chosen following to Glaser and Strauss (2010) which also 
contributes on the video games and Youth Studies with a qualitative methodology 
which data were analyzed using a grounded theory approach, with themes coded 
via the qualitative software program Nvivo. The analysis is based on all 
transcripts, both from the discussion groups and interviews. Please check the 
annex 4 to 11. 
The first category is the “access, consumption, and preferences” (to video games). 
This one includes when adolescences start to play (age); who introduce them to 
the video games world (family, friends, on their own, Internet, etc.), and how they 
currently have access to video games, who buys them (via of access); how much 
time they spending playing videogames (playing time) and what types of video 
games they prefer (favorite video games). Obviously, all this codes applied on 
comparing gender and social class in all cases in order to answer the first research 
question. Note that this category is the first one because it is basic to gauge the 
amount of time that people spend with a particular medium, in this case with 
video games, therefore it is one of the most basic steps in order to understand the 
potential impact of new media technologies (Kubey & Larson, 1990, p. 108).  
The second category is “gamer identity” and corresponds to the second research 
question. In this case, the coding contemplates the definition and meaning of the 
identity gamer (definition and meaning), the types of definition of the gamer 
identity (types), the perception adolescents have about their identity on 
individually and/or collectively way (perception), and finally the connotations of 
the gamer identity (connotations). Same as the previous one, all codes are 
analyzed considering the variables gender and social class in order to answer the 
second and the third research questions.  
Finally, the third category is “perception of virtual violence” in order to answer 
the last research question of this investigation. To do it, the coding contemplates 
the identification and interpretation of virtual violence on two videos, the role of 
violence, and the experiences, impressions, and opinions derived from video 
games and the choices that players have to face in the gaming world. 
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3.6. Limitations 

 
As any kind of research, this one will be facing some limitations, three of them 
linked with the sample of the research: the minors; the fourth one being a 
structural limitation of the methodology related to the population that is 
considered within the research; and finally, highlight a methodological one related 
to gender. 
Firstly, it is obligatory to request the parents for a legal permission of 
participation and voice recording, in order to guarantee the students participating 
in the research, and this is not only a question of time, but a source of reducing the 
sample. 
Secondly, the moderator (the researcher in this case) and the assistant have to 
issue the Certificate of Crimes of Sexual Nature which is an obligation established 
by Law 26/2015 of July 28th, of the modification of the system of childhood and 
adolescence protection, as well as by Law 45/2015 of October 14th of 
Volunteering. This is a procedure that slows down the process of data collection. 
Thirdly, the fact that doing research on minors’ makes it compulsory to discuss 
those research contents with tutors and high school directors. 
Fourthly, the timing of the research coincides with the last quarter of the course 
and high schools are less inclined to collaborate because of the large volume of 
work. 
Finally, the study of certain embarrassing concepts related with violence, identity 
and specific routines can be a source of relevant information reduction. However, 
this issue is faced following the Stewart & Shamdasani’s (2015) recommendation 
about the importance of comprehensive explanatory efforts and the fact to do 
semi-structured interviews with some of the participants. 
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4. RESULTS 
 

Before to start with the results, it is important to contextualize the participants. 
First of all, the global gender representation is equal. However, six girls and five 
boys from the public high school participated, and six girls and seven boys from 
the semi-private. Thence, the general participation is higher on the semi-private 
school with two participants more. 
Another interesting data to consider is that the 54,5% of the participants of the 
public high school the 54,5% were born in Barcelona but their parents are from 
other countries, as Bangla Desh, Japan, Brasil, and Colombia. In contrast, only 
one participant from the semi-private school his father is from the Netherlands. 
 
After the completion of the socio-demographic data, note that the order of drafting 
the results presented below is according to the research questions posed above, in 
support of the literature review. In addition, note that the statement of the results 
is alternating three complementary methodologies so that the research questions 
are resolved through qualitative and quantitative outcomes, which complement 
each other. 
As a reminder, the first research question is: what differences can be identified 
from the gender and social class perspective on the analysis of the access, 
consumption, and preferences that adolescents have on the video games? On this 
section, the main codes are age, via access, time spent playing video games, and 
preferences and favoritism. 
First of all, on the age code, there are no differences between the results on social 
class and gender variables. The 92% of the respondents started to play video 
games between 5 to 13 years old, and only one boy and one girl (the remaining 
8%) asserts that they started to play between 14 to 17 years old. 
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Additionally, the information collected in the discussion groups and interviews 
shows that the most common age is between the 6 to 10 years. 
 
Considering the via access to the video games highlights that the main source of 
introduction on the gaming world on the semi-private school is family (39%), 
followed by the autonomous way (31%) and friends (15%). 
On the contrary, in the public high school, friends (40%) are the main source of 
access and information, followed by family (30%) and Internet (30%). It must be 
noted that the autonomous option is probably through Internet and magazines, but 
this information is not reflected in the discussion groups. Thus, the differences in 
access considering the social class are not relevant. 
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However, considering the gender variable the results are relevant because there 
are important differences. According to the combination of results between 
surveys and discussion groups, the main source to discover video games for girls 
is the family (50%), followed by Internet (25%), friends (17%), on your own 
(8%), and Dk/Da (8%). Nevertheless, the important datum here is family, because, 
on the girls' case, the family are brothers (males) and cousins (males), in all cases 
except two: one stepfather and one sister. In addition, friends are third in the 
ranking, while the Internet is used only by girls. 
On the boys' case, the main source is friends (33%), followed by family (25%) 
and the autonomous way (25%), and Dk/Da (17%). It must be said that boys 
received video games as a gift, either by the birthday or for Christmas. In 
addition, the girls already know that their brothers and cousins receive video 
games and they will be able to use them. So they take advantage to ask for other 
things and use all the presents, including video games of their brothers and 
cousins. Another datum to highlight is that the friends' category is the second in 
the ranking of the boys. 
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It is noteworthy that there are four more points of interest in terms of access to 
video games: who buys video games and how (alone or accompanied), the degree 
of consciousness among adolescents on their own consumption of video games, 
that is to say, whether they are aware of playing games for over 18 years, the 
degree of knowledge about the tools which are made available to the consumer 
(Pan European Game Information), as well as their degree of interest and attention 
to this type of information. 
Starting with the first point, only a girl, specifically of the semi-private school, 
bought herself video games while the rest of players played through the mobile 
device or computer and, therefore, they downloaded the games by themselves or 
just plaid with video games of their siblings and cousins (always masculine). 
Regarding the boys, five from the semi-private school and two from the public 
high school buy them themselves. Thus, the percentage of families who buy video 
games is higher in the public center than in the semi-private: specifically, three 
boys and two girls from the public school and two boys and a girl of the semi-
private. 
In all cases except one, they agree that they take part in the decision and almost 
always they achieve to buy the game they ask for. The exceptional case is a girl of 
the public secondary school that plays the video games that she already has at 
home because especially her stepfather and her mother play.  
Some of the participants, without remarkable differences between social class and 
gender, have nuanced that their parents know and take an interest in their video 
games, except a single case: a boy from the semi-private school who says that his 
parents do not know anything about his video games and are not interested about 
their content. However, the rest of participants pointed out that parents have no 
control over computer games and the mobile applications because the youngsters 
are the exclusive agents to manage the downloads. Somehow related to this stands 
out that some of the participants have stated that their families have an interest in 
what their children play. 
The second point to consider is the degree of consciousness in case they play 
video games for over 18 years. All the boys, except one of the public school, are 
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aware, that is to say, they know that they play video games for older than 18 
years. 
Regarding the girls, all of them from the semi-private school are aware while just 
two from the public high school are. These same results are equivalent to the 
degree of knowledge of the symbols PEGI, shown during the discussion group. 
As well, the degree of knowledge which is similar to the consciousness, because 
the same four girls from the public high school that are not aware of playing video 
games for over 18 years do not know the meaning of the symbols. However, it is 
important to highlight that the only unconscious boy knows the meaning of the 
symbols. This leads to the last point, which is the degree of interest and attention 
that adolescents demonstrate to these type of warnings and information. Only 
three guys of the semi-private school are interested in them but emphasize the 
"online" symbol. However, two of them claim that they talk and argue with their 
parents about video games more convenient for them, and come to an agreement. 
Finally, it should be emphasized that all participants, without class distinctions 
and gender, assert that they generally pay attention to the box and the drawings, as 
a better guide to know more about the game than the symbols. 
In addition, and related with the first point, the boys and the girl that assert to buy 
their own video games, are guided by friends’ recommendations or Youtube 
videos’ as well. 
Returning to the first case, the boys and the girl who buy their video games 
already know about them before. They are guided by recommendations or through 
videos on Youtube. In this sense, therefore, it clearly highlights the predominance 
of the use of Youtube on the part of the boys, which, moreover, they emphasize 
using the same webpage as a tool for overcoming difficult levels within the video 
game and in order to learn about new tactics and trends of the world of video 
games. 
 
Placing the achievements of the results about the time spent playing video games, 
the results point out that 42% of girls claim to play an hour a week, 33% between 
two and four hours, 17% more than seven hours and 8% between five and seven 
hours a week. Indeed, four of the six participants of the discussion group in the 
semi-private school agreed that the time devoted to video games varies with the 
times of the year, for example, in summer they play much more. However, in the 
case of 67% of the boys they played between two and four hours a week, 17% did 
so more than seven hours and 16% between five and seven hours a week. 
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The results indicate that boys spend more time playing video games than girls. 
Stresses that two boys and two girls of both schools’ assert to play around 
between 20 and 25 hours, without differences between gender and social class. 
These four cases, claim to have the freedom to play during the hours they want 
since they believe that they have other hobbies that make up for it. 
On the other hand, the more usual playing schedule, generally and without 
distinction, is in the afternoon, as the hours of game increase, the time becomes 
nocturnal both during the week and on weekends. However, all participants have 
stressed that they play more and in some cases they even just play during the 
weekends. Generally, those who only play during the weekends spend between 
two and four hours. 
It should also be noted that the girls, especially in the public high school, claim to 
have limitations on playing games due to academic priorities and domestic 
imposed by the family. Two of them explained that sometimes they received 
punishment for playing too much time on video games. Also, they recognize that 
they lose the notion of time. In the semi-private school, only two boys claim to 
have priority academic obligations before video games. 
On the other hand, the differences between social class, that is to say, the time 
devoted to video games considering the respective school are not significant. 
There are no differences. 
Where we can identify clear differences is in the game mode. While the girls of 
the public school play offline and until now they know what her companions play, 
the girls of the semi-private school played online among themselves or with their 
peers (boys) of the course. In addition, three girls from the public high school 
claim to play occasionally accompanied by, on the first case her mother, in the 
second case her cousins and brothers while the third girl affirms that she plays 
with her brother only when he wants to. On the contrary, the girls from the semi-
private school play with their brothers and also among them through the online 
mode (per call), but normally they do not play with unknown people, only a single 
girl says that she plays online with unknown people. 



 50 

In the case of boys, all except two cases (one in the semi-private school, and one 
in the public school) played online, mostly with their friends or acquaintances 
(friends of friends). At this point, it is interesting to bring up the answer of a boy: 
"I play with friends of friends! For example, I know a person, and in fact, in 
person, we are not friends, but we are true friends when we play with the Play 
Station!". They claim that they always play with boys because they believe that 
girls don't play.  
In this case, the differences are remarkable. The girls usually play much less 
among them, especially in the public high school. On the other hand, almost all 
the boys play collectively, either online or with friends, although the online mode 
is predominant. On the semi-private school, the girls claim that they play online 
with boys and, sometimes, with girls. The interviewed boys said they do not play 
with girls. Thus, there is a clear class difference between the girls, but there is not 
among the boys. 
 
Finally, the last category in the first research question, favorite video games, it 
should be noted that generally the boys play and have played more titles. 
The most played video games categories are action (35%), follows by casual 
(17%), sports (10%), simulation (10%), adventure (6%), role play game (6%), 
arcade (6%), racing (4%), strategy (6%), and open world (2%). This classification 
is made according to the Steam platform (2018). All mentioned titles during the 
investigation through the three methods of data collection are classified according 
to the type and the number of references. The detailed classification is the annex 
12. 



 51 

 
 
 
The most played video games are: Fortnite (action) with 48 mentions in all the 
methodologies, Fifa (sports) with 19 mentions, GTA (simulation) with 17 
mentions, Call of Duty (action) with 17 mentions, and Mario Bros (adventure) 
with 13 mentions. They all have violent content, but especially Fortnite, GTA, and 
Call of Duty. Note that the count on the video game GTA does not take into 
account the mentions deriving directly from the question five of the discussion 
group. 
In general, the boys from both schools play most video games of action, 
especially the "shooter", such as Call of Duty, Critical Ops. Also, they play video 
games of football and racing, as Fifa. In addition, all of them play or they have 
played at some time the GTA, Fortnite, and Minecraft. Only a boy plays Mario 
Bros. On the other hand, there are differences between the girls from both schools. 
In the semi-private school they played exactly the same games than boys because 
they say that they do not buy them because they take them from their brothers. In 
contrast, the girls in the public center play some video games such as Mario Bros, 
Just Dance, and The Sims. 
 
In general, the majority of participants say they play for entertainment and fun. 
However, there are considerable differences in both gender and social class. The 
50% of the girls in the public school say they play so you don't get bored, and 
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80% of boys as well, who state that they play to forget the problems, disconnect 
and live in an imaginary world. 
In contrast, in the semi-private school, only a boy and a girl say they play in order 
not to get bored. However, the boy said that he likes to learn and self-improve 
through video games. 
The general trend of the consumption of different titles of the video games is 
fluctuating. All participants agree that have one or two permanent games, classic 
titles such as Minecraft or GTA, but others are changing with the trend and the 
proceeds of the video games series such as Call of Duty or Fifa. 
At this point, and also in relation to the most played video games, note that some 
of the participants, in particular, two participants from each discussion group 
(except a single girl from the public school) have recognized and anticipated the 
GTA video during the discussion group. 
 
The results presented below are related to the second research question, which is 
how can the meaning and the perception of the gamer identity change among 
adolescents based on their gender and social class? On this section, the main 
codes are the meaning or definition of gamer identity, the types of definitions, the 
perception about themselves as gamers or non-gamers, and the connotations 
derived from the gamer identity. 
First of all, on the definition and meaning code, we must highlight that there are 
notable differences between social class on masculine gender. 
The general definition of a gamer by the girls, at both schools, agrees that it is a 
person who likes video games and takes time to play. However, while the girls 
from the public school added that, as gamers, they defend video games, the girls 
from semi-private school believe that a significant investment of money in video 
games also it is part of the definition. Indeed, all the girls in the semi-private 
school agree that there is a definition of gamer stereotyped, defining a gamer as a 
young man, overweight and with bad physical appearance. 
The guys in the public school instead define a gamer as a person who likes video 
games, because they invest time in them and has experience playing. However, 
they explained three alternative definitions. One of them, related to the 
professional field, defining a gamer as someone who is a professional of video 
games which are his main source of income, allowing him to get a good position 
within society. Another one explains that a gamer can be seen as a freak, someone 
who invests an important part of his or her life playing video games, normally 
associated with a particular stereotype of immature, obsessed and tribal young 
men with unpleasant and unhealthy daily routines. The respondent also talks 
about a ‘poser’ gamer as someone who is self-considered as a gamer as a 
pretending way, but who plays simple and easy video games, very simple and 
easy. To explain it gives the example of an adult woman that is considered gamer 
and only plays Candy Crush. 
On the contrary, all the boys of the semi-private school defined a gamer as a 
professional of video games that made public its domain, especially through 
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Youtube, hanging videos on his activity. Indeed, they qualify that the gamer 
condition is self-imposed though it needs the approval of others. 
One of them clarifies that a gamer may not make use of Youtube, but go to 
tournaments and leagues and be the best. Only a boy adds an alternative definition 
and defines a gamer as anyone who plays and likes video games. 
Generally, all definitions carried the idea of being a fan of video games, either as 
a hobby or as a profession. In addition, all participants construct the significance 
of their own identity from its definition. This issue will be expanded later in the 
section on perception. 
 
Secondly, on the code of the types, we must highlight that according to the formal 
definitions explained at the theoretical framework, the results can be considered to 
have four definitions and all of them are very similar, specifically on the labels of 
subcultural hardcore-gamer, casual gamer, the cultural-intellectual, and the 
'everyone is a gamer'. 
In the case of the definition of hardcore-subcultural, both girls of the semi-private 
school, as the boy in the center published, agree that it is a stereotyping definition 
that society makes. And, in fact, they mention the definition because they do not 
conform with it. 
Moreover, the definition of casual gamer saves a resemblance to 'poser gamer' in 
the aspect regarding the games of low difficulty, and the need to have a certain 
level and experience in the gaming world. Indeed, the definition shares the same 
example: an adult woman. 
The third definition is similar to the cultural-intellectual, specifically in the aspect 
of professionalism. However, the respondents did not mention the critique aspect. 
Finally, the category of 'everyone is a gamer' corresponds to the definition 
provided by the boy of the semi-private school on just someone who plays video 
games and is considered gamer for that. 
The only definition that it is not mentioned is that of the gamer as a foodie-
connoisseur defined as someone who explores the medium, someone who plans to 
play video games in his spare time, paying attention to its artistic, cultural, 
technical, and economic dimensions. 
 
Thirdly, on the code of perception, it must be highlighted that 46% of 
respondents consider themselves gamers, 42% are not considered to be gamers, 
and 12% of the total don't know about it. 
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There are notable differences between gender and social class, closely linked and 
conditioned by the definitions previously exposed. 
Analyzing the gender variable, it must be emphasized that 59% of girls are 
considered gamers, 33% are not considered gamers and an 8% (a single case) does 
not know about it. On the contrary, 58% of the boys are not considered gamers 
and only 25% are considered gamers. The remaining 17% don’t know about it. 
Note that the same percentage of girls who are considered gamers is equivalent to 
percentage of guys who don’t see themselves as gamers. Mainly, this is due to 
their definition of gamer. 
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Analyzing the variable of social class, the differences in outcomes are similar. The 
percentage of gamers in the public educational center is 82%, and the remaining 
18% do not consider themselves gamers. At first, it seems that they are ashamed 
about that issue. On the contrary, in the semi-private school the 62% are not 
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considered gamers and only the 15% are considered gamers. The remaining 23% 
corresponds to the three cases undecided, two boys and a girl. In the case of the 
girl, it is indecision because it plays a lot through phases, and in the case of the 
boys because they have the perception of not fitting into their own definition of 
what a gamer is. 
The cross-matching between gender and social class demonstrates that in the 
public school all the girls are considered gamers and only two boys are not 
considered gamers. Besides, in the semi-private school, no boy is considered 
himself as a gamer and the only two cases that have claimed to be considered 
gamers are girls. Thus, the notable differences are between social class and the 
masculine gender. 

 
Own elaboration. 

 
The results according to the perception of individual identity through friends and 
family are very diverse. In the case of the public school, 33% of the respondents 
(two girls) state that their families coincide with their identity, that is to say, that 
they would agree with their answer or in the event of a question, they would 
answer the same. In this specific case, both are gamers. Another 33% state that 
their parents do not know what gamer identity is. Therefore, they do not know if 
they would agree. A single boy claims that he does not know it and another one 
does not answer the question. Considering the perception of their friends about 
them they all say not to have a clue about it because their friends do not know 
their love for video games and, in fact, all of them know about it after having 
participated in this discussion group but they ignored it right before this exercise 
was realized. 
In the case of the girls, in the semi-private school the 83% consider that the family 
agrees with their identity, with the objection of just a girl (the 17% remaining) 
clarifying the opposite. 
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All of them consider that their friends match their identity. There is only one girl 
who has certain doubts because of the fact of playing through seasons, although 
she supposed that they agree with her decision not to consider herself a gamer. 
In the public school, only a boy finds that his family, as well as friends, agree that 
he is a gamer. Another one says that his family match but his friends don’t, while 
40% (two boys) assert that neither their family nor their friends agree with their 
own decision. In this case, one considers himself as a gamer and the other doesn’t. 
Finally, there is a boy who does not know about it. 
Finally, in the case of the boys of the semi-private school, 57% (four boys) say 
that their family coincide with their responses, 28% (two guys) claim that their 
families do not know anything about the gamer identity, but they assume that if 
they knew they would coincide with them. 86% of the respondents considered that 
their friends agree with their identity. There is only one boy who does not know if 
his family and friends concede him as a gamer because he does not recognize as 
one. 
However, the definition he gives is inconsistent with his identity. Concretely, he 
stated that a gamer is someone who publishes its activity on Youtube, and in fact, 
he sometimes does it, but he does not recognize as a gamer. 
 
Finally, we might stress that there is no correlation between the type of identity 
(gamer or non-gamer) with the perception of family and friends. However, there 
are differences according to the social class of the participants. Generally, there is 
no coincidence or knowledge about the identity of the individuals participating in 
the public high school, while there is in the semi-private school. 
 
Thirdly, on the code of connotations, it must be highlighted that there are some 
clear differences between social class and gender. The explanation of the results 
in this paragraph follows two argumentative lines. The first one corresponds to the 
results on connotations of any type upon which participants are identified, 
whether by themselves or by others. And the second part corresponds to the 
reproduction of connotations of any type through the speech of participants during 
the discussion groups and interviews. 
In the first place, we should stress the volume of negative connotations identified, 
in opposition to positive ones. 
The definition of gamer fits in the subcategory of subcultural-hardcore identified 
by a boy of the public center and the girls of the semi-private school. In the same 
line, all the girls and boys of the public school claim that video games are 
perceived as childish and that adults punish them for playing video games. The 
words "addiction", "disease" and "vice" characterize the discourse of the adults, 
defining the useless video games as a hobby that has no future and it can also 
provoke to physical and psychological consequences. They argue that may be due 
to their mindset and traditions of their generation. In contrast, they say that youth 
appreciate video games through understanding and conceive video games as a 
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positive phenomenon. This fact is the result of their proximity to video games, 
either directly or indirectly. 
In contrast, the arguments of girls and boys in the semi-private school are 
different. The girls denounce the definition of gamer with the label of hardcore-
subcultural. They attribute this definition to the adolescents and especially to girls. 
They point out that there are guys who fit on it, and others who think that it is 
rare, but the girls are defined as the source of the stereotype and the problems, 
because of their lack of knowledge on the subject, in many cases. On the other 
hand, girls consider that adults already have the knowledge and do not propagate 
this type of connotations, however, they recognize that in the end, the adolescents 
get the connotations of their own families and social environment. In contrast, the 
boys believe and make their case through the definition of the cultural-intellectual, 
saying that by some it is a profession very well recognized and compare it to the 
performing arts and football. But they add that others, mostly adults, undervalue 
what gamers do because they have a negative image of them.  
Thus, they state that adults think that a gamer is someone who has luck, earns a 
lot of money, and doesn’t make any effort in order to achieve it. In contrast, the 
participants denounce this type of definition. And they added that young people 
tend to recognize the merit of the gamers because they live their activity closely. 
Furthermore, all of them articulate their speech by taking into account the distance 
and the use of video games, as well as their degree of involvement with them. 
And they are dependent upon their own definition of gamer. 
By proceeding in the analysis of the connotations of the participants identified in 
their speeches, we find clear differences based on social class. Constantly, in the 
public school, both boys and girls make fun of their peers. Especially when it has 
been talked about the number of hours of play, the titles of the video games and 
even in their opinions and identities. In addition, they use the word "vice" on 
seven occasions (seven times the girls, and seven times the boys). However, the 
girls on five occasions have used it to refer to the boys, on the other hand, the 
boys have used it to describe themselves. Thus, the girls criticize the boys for 
their gaming habits, concretely on the number of hours and the aggressiveness in 
to face of the virtual defeats. Instead, they have claimed that the boys do not pick 
on by the fact, at times, to be interested in video games, quite the contrary. At this 
point, it should also be mentioned again the datum presented above, on the 
ignorance of their classmates about the love of video games. In addition, they only 
talk about video games when the situation requires it. For example, if boys ask. 
In the case of boys, it is important to add that they use the term "Rat Boy" to refer 
"to the typical boy who breaks the television when lost". And one of the guys 
criticized the gamer 'poser' because he or she underestimates the world of video 
games playing Candy Crush or similar. 
Analyzing the results in the semi-private school we find remarkable difference 
between gender differences. The girls consider less "useful" to spend money on 
devices related to the game, like screen, mouse, keyboard or even video games. 
Indeed, the participants make fun of a girl who says that she plays between 20 and 
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25 hours a week. However, her complaint to video games has highlighted by 
criticizing those who do not respect the gamers and fall into stereotypes. 
Contrary to the girls, the discourse of the boys is very different and characterized 
by the appreciation demonstration towards gamers, defending them for their 
vocation and their investment of time in something they like besides considering 
that video games also should be recognized and have prestige and experience at a 
professional level. Moreover, one of them added that it is hard work because the 
fact of being famous is not always easy thus as a gamer you always have one or 
more "haters" (a person hates you for what you do). 
 
Finally, this section presents the findings related to the third research question: 
what differences can be identified from the player identity about the perception of 
violence on video games considering gamer identity, gender, and social class? On 
this section, the main codes are the identification and interpretation of virtual 
violence, the role of violence in video games, and the experiences, impressions 
and opinions as players. 
First of all, on the identification and interpretation of violence, we must 
highlight that all participants have been able to identify the physical violence in 
the video of the GTA, from the brief explanation on the types of violence, and 
they have recognized that almost all their video games have violent content, some 
more than others. They have highlighted the most violent shooters being Call of 
Duty and Critical Ops. 
Also, the girls and boys of the semi-private school also identify the insults and 
threats such as psychological violence. 
Generally, the interpretation of the violence has been more critical among girls. 
Specifically, in the public school they criticized the exaggeration and extreme 
violence. They understand that it is unnecessary and some of them have been 
shown to unbelief, disagreement, and mockery toward the classmates who play 
the GTA. The others have shown themselves to be in disagreement and have 
added that violence can be misunderstood and imitated by young people, adding 
that they know many guys violent that break their devices, such as the mobile, the 
tablet, and the Play Station console because they lose the game. However, one of 
the girls has said that the alternative to violent video games are video games 
"cheesy", for example, video games that teach you to make up. 
On the other hand, in front of the dilemma of deciding against a situation that 
involves violence (exposed in the question 10 of the discussion group), 
specifically between killing one person or another, three (50%) of them have 
shown little predisposed and contrary to such decisions. Even one of them has 
expressed its decision faced with the dilemma posed by the Youtuber. On the 
other hand, others have said that they prefer the video games that let them choose, 
as it generates more excitement and allows the gamer to get to different endings, 
although tinge that they do not like to decide on extreme situations such as the one 
that raises the video. All of them claim that they do not reflect on decisions, 
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simply let themselves be carried along by the game. However, two of them 
qualify that the reflection depends on the type of decision. 
In contrast, the boys (also from the public high school) have said that it is 
something usual in video games and that everyone has ever done. A boy even said 
that "there are games that are not violent," and he put the example of Barbie. 
Everyone without exception agrees that they prefer video games that permit to 
choose between different decisions and missions. However, they add that they do 
not reflect on game decisions. One of them adds that he believes that neither he 
nor another of his peer group members are trained to decide on anything. 
In contrast, the boys of the semi-private school nuance that they play GTA but the 
video appears more violent because it is recorded in the first person. Two boys 
added that violence is excessive and call it "gratuitous violence" and meaningless, 
but recognize that they have done so and it is common in video games. So all of 
them are dissatisfied with the violence because they claim that it is the "funny 
side" of the game. However, a boy says that the video reminds you of the terror 
attacks in Barcelona in the summer of 2017 and he also explains the case of a boy 
who, armed with a crossbow was killed by a professor at a school of Barcelona in 
April 2015. As a result of this comment, the boys started a debate which 
concludes with that mental health and maturity are the decisive factors. They add 
that video games are a referent for youngsters as well as television, magazines, 
cinema, etc. So, video games are not the source of the violence, but a referent that 
someone can use in an improper way.  
In addition, all of them except one, agree that they like video games similar to 
Spec Ops (although they knew), and they mention having played InFamous 2, Far 
Cry 5 and GTA (in campaign mode), arguing that they like to reach different 
endings, which can then be discussed with their peers. All of them agree that they 
do not think when making decisions in the virtual world, but in front of the 
approach of the video they start a discussion of exposure of justice in the video 
games and one of them said that he would prefer if the game considered prison 
sanctions in place of execution. 
In contrast, the girls commented that virtual violence is usual and nothing happens 
because it is part of the game and it is one of its attractive elements. For this 
reason, they have added that to ban them (or to minors or adults) is not the 
solution. They argue that the level of maturity of any person is the most important 
point, and the age is not. 
In the same line as their classmates, all the girls say that they prefer to decide, but 
that does not reflect on their decisions since they simply let themselves be carried 
along by the game. They add that the youtuber’s reflection about ethics and justice 
is excessive, because it seems that virtual world is like the real one. And this 
breaks the magic of video games. Thus, reflection about it has nonsense. 
 
As to the identity gamer, it concluded that the non-gamers are less critical with the 
violence that gamers. Also, there is a correlation between the perception of the 
virtual violence (through the identification, interpretation, and criticism) with the 
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player's identity. The boys and girls of the semi-private school state that the 
majority of non-gamers have been less critical regarding the use of violent video 
games. All of them are considered to be mature enough to differentiate the virtual 
world and the real world. Two non-gamers boys of the public school nuance that 
they can perfectly appreciate the difference between fiction and reality. And they 
add that it is unthinkable that someone is violent because of video games. 
Moreover, a guy in the semi-private school, which gave the alternative definition 
of a gamer as someone who is a fan of video games, said that he thinks that video 
games can sometimes cause conduct disorders like react badly to the parents when 
they try to limit the playing hours. 
However, all of them agree that the reflection linked to virtual decisions makes no 
sense and it is unnecessary. Thus there is no correlation between gamer identity 
and the degree of reflection about the virtual violence. 
 
In line with the exposure of previous results, all participants without distinction of 
class and gender agree that the role of violence within video games is very large 
and very important. In fact, as mentioned above, many of the participants perceive 
violence as an essential part of the video games. However, the interpretation of 
this role varies, especially in the variables of gender and social class. 
In the public high school, no one has been able to argue the role of violence 
within the video games and they have simply answered that they like it. Just a girl 
has commented that violent video games are warnings to prevent violent acts in 
society since they show that all violent act has consequences. 
On the contrary, both boys and girls in the discussion group of the semi-private 
school have agreed that violence is part of the strategy to win and that there is an 
association between violence and reward.  One of the boys summarized saying 
that "the object of the game is to kill and therefore to win." And one of the girls 
clarifies that killing is a transaction, just as it is the fact of collecting coins or 
jump over obstacles, simply the player follows some rules in order to proceed in 
the video game. 
The guys also qualify that violence sells more and raise: "If there were a fairy and 
nice end to all over the world, who would want to play this game?" and another 
answered "It would not have grace (…). The violence sells because it generates 
excitement, adrenaline, fiction, and action". 
 
Finally, considering the experiences, impressions, and opinions to highlight in 
the first place, that the public high school told the experience of a real fight that 
took place in April 2018 in the same neighborhood of Raval, just in front of the 
public school. Two young boys were fought with a machete and one of them was 
injured. 
The experience came during the discussion group when they saw the video of the 
GTA and complained that the police arrived when the boy was already dead. It 
was just at this point, where one of the boys pointed out that in real life, it happens 
the same, "It's going all over the world and all of a sudden the police officer 



 61 

arrives." Two of them explain the experience of the fight and argue that the 
tempos were the same. One of them compares one of the aggressors with Naruto, 
because he was in charge of the machete hung to the back. In addition to this kind 
of parallels between the real world and the virtual, one of them, speaks of one of 
their teachers each time that violence comes out in the speech, and says: "she does 
not like me". Repeated until eleven times phrases such as, "Do you think is (…) 
and you kill". At some point, his classmates ask him not to insist more on the 
issue. The same boy, as it has already been pointed out above, considers that 
neither he nor his classmates participating in the discussion group are capable to 
choose because they are "fools". On the other hand, the video of the GTA makes 
him special grace because he believes that it has nothing to do with reality since 
the effects are not achieved and the own avatar does not seem human. 
One of the guys, during the interview, points out that the boys play video games 
more than girls, "because they are more violent". In the semi-private school, one 
of the boys exhibited two real cases of violence (the attacks in Barcelona and the 
teenage boy who killed a professor with a crossbow), but the argument is that 
these people suffer from some kind of issue that has nothing to do with video 
games.  
In this same line, and as it has already been pointed out above, the girls in the 
public school set out different situations where they have perceived violence on 
guys (and a girl) who play video games. They state that some of them try to 
imitate the game and others break the mobile, the tablet or Play. One of them, 
during the interview, explains that her little cousin example of the GTA to defend 
themselves from classmates who they meddle with her at school. 
On the contrary, girls in the semi-private school think alike their peers (boys) and 
argue that it makes no sense to link the violence of video games with reality, 
because nobody confuses them. In addition, she realized that the decision to be 
trained or not to play a certain game depends on oneself. In other words, it is an 
individual decision. Unlike the previous, the girls have not made allusion to any 
type of violent situation related to video games nor with real life. 
At this point, and summarizing a little bit the experiences that have been 
commented on the results, a distinction to be regarded upon them is that of social 
difference. While the adolescents of the semi-private school tend to appreciate 
violence as virtual, being distant from their realities, children from the public 
school are more critical and expose real violence situations which they live in first 
person. In addition, those of the public school at certain moments establish 
parallels between the world of video games and their reality. 
On the other hand, the analysis of the impressions contains significant differences 
in build and social class. These impressions have been compiled during the 
display of both videos from the transcripts of the group discussion and interviews. 
In the case of boys, two of the semi-private school and all of the public school 
ones had positive reactions and laughter in both videos with comments like 
"Yeah!", "Long live the aggressiveness!". On the contrary, only two girls from the 
semi-private school reacted the same, although to a lesser extent than boys. And 
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none of the girls in the public high school reacted in that way, on the contrary, 
they were annoyed, surprised and incredulous about the fact that their colleague 
played with GTA. Specifically, this companion was with her hands on her face 
during the entire video, showing embarrassment in front of her classmates. 
The rest of the guys of the semi-private school had mixed reactions. Two were 
neutral, without showing any kind of reaction to violence. The other two were 
annoyed, especially one of them. He seemed impressed and put his hands on his 
head. As mentioned above, the other pointed out that the video seemed more 
violent because it was recorded in the first person. To sum up, the impressions 
(positive, negative, and neutral) do not denote clear differences of gender and 
social class, as there is a dispersion found in the results. However, the impressions 
if that await you concerning the identity of the players. The gamers are more 
critical and less receptive to violence, especially in the case of girls, and by 
contrast, the non-gamers are less critical, although some of them were impressed 
by the violence, but argued that it is usual and that we should not fall into the false 
claim that fiction can be confused with reality. Specifically, the two boys non-
gamers of the public high school are less critical and receptors from more violent 
situations of all four discussion groups. 
Finally, the opinions and final considerations on video games were 
overwhelmingly in favor of video games. Four girls of the public school 
expressed the view that violent video games should be eliminated, or at least limit 
them. Two of them pointed out that the limitation should be greater for adults, 
because they have the resources to imitate the game to reality, and that children 
should not ever play. In contrast, the third girl thinks that they should not be 
limited to adults and children alike, because if an adult play, children see it and 
take the example. The fourth girl points out that children should not play ever to 
that type of video games. Of the remaining, a non-positioned himself and the 
other added that do not prohibit "because there are people you love" (referring to 
minors and adults). 
On the contrary, all the boys were reluctant to ban violent video games, "because 
there would be no one, all are violent except the Fifa, if you remove the kicks and 
the Just Dance". 
On the other hand, semi-private school boys and girls agreed that age is not a 
determining factor to prohibit or limit the video games. Pointing out to that if the 
player is very young (6 years), it would be best for him or her not to play such 
games, and that the existing limitation to 18 years old according to the type of 
video game seems excessive, but added that they understand and share the 
regulation by a question of security companies of designers and developers of 
video games. Also pointed that on many occasions the symbols PEGI are used 
without reason, and set the example of the use of violence in a game of Lego. 
They conclude that the determining factor should be the readiness of a person to 
manage the impact that a particular video game would cause them. 
In this case, the views of the gamers are more critical on violence. The gamers 
admit that they do not want to ban the video games, and suggest that would not be 
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the solution. In fact, only a small group of participants, specifically four girls from 
the public school (all gamers) were in favor of, at least, reduce and limit access to 
certain types of video games. It is worth noting, however, that most of them play 
many more video games than the rest, being a more varied range of video games 
from Black Ops shooters, or violent video games as Mortal Kombat, video games 
more casual and adventures as Mario Bros, The Sims and Just Dance. 
In regard to the final considerations, only a boy of the semi-private school had 
raised such questions about violence through his parents. Some of the others 
(from the semi-private school) point out that they had never tried to control the 
playing time. Even so, the boys of the public school pointed out that they were 
interested on the topic, as well as the girls, shown in the fact that even once the 
discussion group was over, they wanted to know more about the results. In 
contrast, the boys from the semi-private school did not make any comments 
related to their degree of interest, and the girls pointed out that they preferred not 
to consider such questions.  
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5. DISCUSSION 
	

Video games are cultural phenomenon since a large share of the population in 
Western world use them as a useful mean in order to learn, to amuse and to 
interact socially with others. As the lector can prove throughout the paper, 
adolescents are one important part of the video games market. For this reason, 
their perception about the issue raised in this research work cannot remain absent 
from priority considerations. As it is mentioned before in the theoretical 
framework there is an underrepresentation on the adolescents' considerations 
because lots of researchers are focused on the effects.  
Taking the Sicart’s (2011) definition, playing video games is interacting with 
systems that have been created with the intention of encouraging their users to 
perform a number of actions to reach some predefined goals in pleasurable or 
engaging ways. As ethical beings, we have to be interested in what those actions 
and goals are (p. 24). By doing so, it is not possible to understand a game by only 
looking at its virtual world or aesthetic layers, as the world is largely determined 
by the rules of the game, which are on constant interactions with players. The 
exclusive consideration of the effects of the media dissolves the meaning of the 
images, without taking into account their contexts and denying the consumers all 
the capacity to act on their use (Jenkins, 2009, p. 234). 
With this in mind, this research is inspired by Jenkins, among other academics 
and currents exposed before. Concretely, by a statement that he made in the 
United States Trade Committee about youth and violence in the media: “I urge 
(...) to listen to the voices of young people about this controversy (...). Let's listen 
to our children. Do not fear them” (Jenkins, 2009, pp. 223-237). 
Moreover, considering that video games are consciously designed to provoke the 
interactions of the fans, how can we not consider their perceptions and opinions?  
The results show that there are important differences between gender and social 
class, on the consideration of access, consumption, and preferences; thus as on the 
player's identity and their perception of the virtual violence.  
The first data to make into account is that majority of children start to play video 
games between 5 to 13 years old, the second stage of childhood where their 
learning process is essential, also as it is their social environment. Therefore, the 
children start to play video games on their stage of gender and social construction. 
Related to that, the influence of the family and friends marks the beginning into 
the gaming world, through specific games and routines of playing time. At this 
point, the results show that girls are less accompanied through that process than 
boys. The social and familiar environment of boys is more prone to accept and 
normalize video games. This fact is reflected in the purchase of video games on 
the part of the parents for birthdays or Christmas. While the girls start to play 
through their brothers', parents’ or relatives’ video games, the majority of the boys 
buy their own video games and demonstrate interest about them without fear.  
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However, while girls of a high social class share their game experiences with 
friends, the girls from the public high school do not talk about them with their 
classmates and friends. 
Related to this issue, and directly correlated, it must be highlighted that generally, 
the boys prefer to play online with their friends, in opposition to the majority of 
girls who play alone or with unknown people. Thus, video games present the 
opportunity of encouraging empathy and identification processes amongst players, 
thereupon mediation devices that allow us to experience situations (Muriel & 
Crawford, 2018, p. 138).  
In that sense, video games as experiences are not just a way to discover or depict a 
reality, they are actively participating in the enactment of those realities that are 
translated into a game experience. So, they are a bundled hinterland of 
experiences (Muriel & Crawford, 2018, p. 139). 
Moreover, there is a curious social difference because while the majority of boys 
from public high school buy their video games jointly with their parents, some of 
the semi-private school boys do so by themselves and in some cases (only girls) 
accompanied by parents. The boys from semi-private school are more 
independent in that sense than the boys from public school. However, all of them 
(except one case) state that their parents evince interest in what they play. In this 
case, the data provide by Jenkins (2009) is not applicable to the research analysis. 
According to the Federal Trade Commission, 83% of all video game purchases 
were made by parents, or by parents and children together (Jenkins, 2009, p. 244), 
and in this research case, less than 50% does. 
Curiously, the high-class boys are more aware and knowledgeable about the video 
game content rating system established by PEGI symbols, than boys with lower 
social class. The same phenomenon happens with girls. At this point, it is 
important to highlight the fact that to buy video games with parents or relatives is 
not correlated with the level of awareness and knowledge.  
All of them without distinction are not interested in warnings (and information) 
provided by PEGI, parents, or relatives because they think that regulation is 
excessive and exaggerating. 
One important gender difference is related to playing time: boys spend more time 
than girls with video games, and they are also the main consumers of Youtube 
videos about video games. Therefore it may be concluded that boys are fans of 
video games and they perform a wide range of products related to them. 
In the same line, it is interesting to focus a debate on the female gender 
differences in the consumption of video games. While the girls of the semi-private 
school play mainly with action and shooter video games from their brothers, the 
girls of the public high school are direct consumers of different video games, from 
GTA to Just Dance, passing through video games like Sims and Mario Bros. This 
data is directly connected with the fact that girls from the public high schools buy 
their video games with their parents while the others do not.  
The main participants agree that they play video games for fun and for 
entertainment. However, some participants, especially from the public high 
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school, qualify that they play in order to disconnect from the real world. As a 
matter of fact, frequently it is associated the act of video gaming with escapism 
from the ordinariness of our everyday lives. This is a widely accepted idea. 
However, and as the results indicate the escapism is indeed as an important part of 
why people play video games, but it is not the only cause or consequence of video 
gaming (Muriel & Crawford, 2018, p. 115).  
Definitely, the results of first research question show important and interesting 
differences due to gender and social class that is important to have in mind and 
demonstrates that video games are a wide a diverse cultural phenomenon. 
 
This cultural phenomenon entails the construction of an identity around it. At this 
point, and as it has been shown by the results, there are notable differences of 
social class. In comparison, the participants of the public high school conceive the 
gamer identity from the point of view of the dedication and the entertainment. By 
contrast, the participants of the semi-private school attribute it to working world, 
and with the fact to spend money with video games. 
An interesting fact is that at the public school the discussion group of boys has 
given a greater number of definitions of identity gamer, regardless of the rest. All 
participants determine their own identity from their own definitions.  
Also, without differences in gender and social class, all of them agree that the 
society attributes negative connotations to the gamer identity. At this point, it is 
emphasized that the arguments in defense of stereotypes and the connotations 
generated around the world of video games and identity gamer is more concise 
and complex in the semi-private school than in the public one. Conversely, the 
public school children identify more definitions but they do not know how to 
defend and argue about them. 
Interestingly, most of the participants defend the gamer identity from the negative 
connotations and stereotypes, but their own discourse and reactions in front of 
their classmates are contradictory with that. Especially, on the semi-private school 
girls. Also, the boys (of both schools) are more self-critical about themselves than 
the girls. 
As discussed above, there are some promising results on how the diversity of 
definitions and the identification of each one with his social and cultural 
environment affects the respondents. Thus, the gamer identity cannot be analyzed 
as an isolated subject, but as considering the context and the cultural embodiment. 
At this point, it should be qualified that the identity gamer has been the most 
embarrassing issue for the participants. By way of reminder, the use of the 
interviews was done as an answer to Shaw’s (2012) methodological objection 
explained on the methodology section, but in this research, it has been useful on 
identity gamer connotations, instead of gender. Therefore, the fact to separate the 
participants by gender did not influence so much on the results. However, it did 
not lead to a notable disadvantage when it comes to collect data. Still, it is true 
that semi-structured interviews are generated in order to deep on concepts like 
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gender, but the results are complementary and not so much different from the 
discussion groups.  
In the case of the discussion group of girls in the public high school, the most 
gamer girl was ashamed, but she did change her opinions on the interview. 
However, beyond those figures, it should be nuanced that in some cases the 
opinions have been a source of teasing participants. Especially, in the public high 
school discussion groups’. 
 
It is interesting to highlight that the lived experiences of the participants 
determine their perception of the violence, in the real and in the virtual world. At 
this point, there are differences of a social class directly linked with the 
neighborhood of the respondents and the location of the school. In this line, the 
identification and interpretation of the virtual violence (and the real one) is in 
function of the personal background. 
Thus, the respondents of the semi-private school agree that they are capable to 
decide about violent acts on the virtual world. In fact, Sicart (2011) is an academic 
point of reference in this issue, but he defends that mature players tend to be 
creative and reflective, even with games that do not afford them control over the 
rules (p. 9). And users are responsible moral agents who are capable, or should be 
capable, and ought to protect and enhance the well-being of the environments 
where their interactions take place (Sicart, 2011, p. 18). As Sicart said, all 
participants (boys and girls) from the public school state that the player has to be 
mature in order to play. 
However, Sicart states that the player is a sub-subject, a relatively autonomous 
self who comes into being when experiencing a computer game (Sicart, 2011, p. 
10). The player-as-subject is an ethical being capable of morally reasoning about 
the ludic experience she is immersed in because the player is herself an ethical 
subject. Being a player means creating a subject with ethical capacities who 
establishes a phenomenological and hermeneutical relation with the subject 
outside the game, with the game experience, and with the culture of players and 
games (Sicart, 2011, p. 11). And this last point does not match with the 
respondents, because they affirm that they do not think about justice and ethics 
during their leisure time, because that means the end of the magic that video 
games provide to them. 
In contrast, the respondents of the public high school agree that they do not have 
any interest in warnings and information provided by games. And one of them 
said that he is not capable to think and choose in the virtual world. However, they 
see that the fantasy world frees them from constrictions and consequences 
(Jenkins, 2009, p. 262). 
 
The majority of the participants defend the important role of the violence in the 
video games. This can happen due to the understanding of evil in our society. The 
evil refers to action and thoughts that are out of our scope, imagination, incapable 
of receiving any justification and defense. Evil is beyond crime because the law 
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permits imagine it and grant a frame (Silverstone, 2010, p. 94). The problem 
appears when this notion of evil is considered as enough explanation for the 
injuries or worse as a justification for the action (Silverstone, 2010, p. 95). 
The presence of evil in public culture must be understood as something deeply 
rooted in the values and ideas of the culture in general (Silverstone, 2010, pp. 97-
98). Those cultures that media reproduce and therefore legitimize. And further, 
the influence empowers the creation and the reinforcement of one concrete and 
imperial version of the world. 
In this sense, the media are doubly involved in this process. On the one hand, they 
provide the framework for that rhetoric. And, on the other hand, the stories they 
propose constitute the propitious context for a culture willing to discover evil in 
the Other and at the same time accept the moral authority of the imperial position 
(Silverstone, 2010, p. 121). In other words, video game sustains the justice with 
power (Frum and Perle, 2003, p. 279) and rewards (victory). In fact, some of the 
participants on the research appreciate this phenomenon. Thus, it is ironic, that 
fans were dismissed as atypical of the media audience because of their 
obsessiveness and extreme passivity. All the same, currently fans are dismissed as 
atypical of the media audience because of their activity and resistance. Both 
positions portray the fan as radically “Other” rather than attempting to understand 
the complex relationship between fan culture and mainstream consumer culture 
(Jenkins, 1992, p. 287). 
 

 
Photogram of video game Call of Duty: WWII.  

 
The media perpetuate a vision of the world on the Other that remains incorporated 
or annihilated from the screen which nobody questions and which does not 
question anything neither. This phenomenon is really difficult to dismantle and it 
depends largely on the substitution of reality for the image (Silverstone, 2010, p. 
123). 
The Other is presented like a personification of evil. This fact implies placing the 
Other beyond the reach of understanding, reducing communism (in the video 
game context) to absurdity. In this way, the Other becomes incomprehensible as 
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well as dispensable in a world supposedly governed by reason. But denying the 
evil in oneself equals to reject the own otherness and putting oneself beyond 
reason and responsibility, so beyond the human nature (Silverstone, 2010, p. 20). 
The video game Call of Duty justifies the violence due to the lack of agreements 
and communication between the I and the Other as a subject. It seeks to protect 
the democratic ideal by its evident weakness and devotes itself to defending it 
because of its intrinsic inability to discover and overcome the evil that constantly 
threatens it (Silverstone, 2010, p. 114). 
At this point, it is important to highlight that on Eastern and Western rhetoric the 
supposed presence of evil has been transformed and has become a reason not to 
think (Silverstone, 2010, p. 96). “The predominant contemporary culture tends to 
underestimate the presence of the evil. If the evil is on everywhere it is nowhere”. 
“If everything is evil, nothing it is”. This underestimation has three consequences: 
the reduction of possibilities to face it when it becomes a real threat; the 
deterioration of critical judgment; and the transformation of evil as a slogan 
(Silverstone, 2010, pp. 101-102). And the relation between the evil and the 
absence of thought and judgment is present on media as an important feature of 
speech of the media polis (Silverstone, 2010, p. 97). And for this same reason, the 
involvement and empowerment of the adolescents on this process is fundamental.  
Identify the evil is a problem of practical moral so the capacity to make singular 
judgments about absolute concepts of good and evil (Silverstone, 2010, p. 90). 
Since Kant who understands evil as a product of free humanity, we know that the 
evil goes hand in hand with freedom, not as a lack but as a fundamental 
component of all that human condition linked with demands and refuses. Those 
who wish to make judgments about good and evil for public consumption will do 
so through the media (Silverstone, 2010, p. 91). And what about those found on 
media? Radical-mediated judgments which invite to establish a relation of 
connection and disconnections with the Other, who is the other party or the other 
human beings who are far from us in time and space (Silverstone, 2010, p. 92). 
But we must not forget that evil is on the eyes who watch. The judgments without 
the reflection on the self-judgment are weak and the consequences of the action 
grounded on it are probably self-destructive (Silverstone, 2010, p. 120). Thus, it is 
the main reason and implication of this research attempting to emerge the 
reflection and the critical thinking on adolescents’ issues as their own identity and 
perception of the violence through video games. 
Related to the results of impressions and arguments of the participants to the 
virtual violence, it is interesting taking into account the Hartmann and Vorderer 
(2010) contribution from the current effects of their research. They identify two 
important phenomena that can be an explanation for the results: the “suspension 
of disbelief” and the “moral disengagement” (Hartmann & Vorderer, 2010, p. 95). 
The first one, “suspension of disbelief” permits the player to be gullible and 
believe all that the video game proposes. In the second one, the authors presented 
some research questions about how it is possible that the virtual violence causes 
pleasure and moral discomfort at the same time, and they found the answer in this 
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“disconnection” phenomenon. The results show that users tend to approach media 
as “believers” on an “apparent reality” and this constant consideration of unreality 
would distance the media user from the narrative and could eventually lead to 
emotional detachment (Hartmann & Vorderer, 2010, p. 96). Thus, it can be 
understood as a way to enjoy the violence from the perspective that “this is just a 
game”. Users disconnect from their moral reality and live the game as a reality for 
the player, separated from the user subject. Thus, it confirms the states of the 
respondents, like “I do not think about what I am doing. I just play!” 
 
Nevertheless, to play video games require ethical maturity, but which also brings 
interesting ethical dilemmas. Video games can and ought to use their language 
and simulation capacities to create interesting experiences that make their users 
reflect upon their being, culture, and society (Sicart, 2011, p. 199). 
Thus, video games can have ethical affordances because they are designed and 
experienced by moral agents immersed in specific cultural situations and times. 
So players are responsible for the choices that they made. However, the designer 
is responsible for the object, but the players and their communities are ultimately 
responsible for the experience. So designers are responsible for the ways these 
choices operate within the game system (Sicart, 2011, p. 41). Ultimately, the 
ethics of video games depend on how these games are played. It is in the act of 
experiencing a game that we find its ethical relevance, and it is the craft of 
creating these experiences that we call game design (Sicart, 2011, p. 221). This 
opens the door to a new current of research, concretely with the aim to analyze the 
role and importance of the developers and companies as a fundamental part of the 
creation of the virtual violence. 
The entertainment offers an “image of something better” than the realm of 
everyday experience; entertainment gratifies because it holds open the imagined 
possibility of satisfying spectators’ actual lacks and desires (Dyer, 1985, p. 222). 
Fan culture finds that utopian dimensions within popular culture are a site for 
constructing an alternative culture (Jenkins, 1992, p. 282). However, it is 
fundamental to think about them and how the users perceived them.  
Definitely, prohibiting or suppressing violent video games is not the solution. 
Doing so would be symbols of the distance and fury of the young, not the causes 
(Jenkins, 2009, p. 236). And all participants agreed with this statement. And a girl 
added that: “the ban is the way to get nothing”. 
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6. CONCLUSIONS AND IMPLICATIONS 
 
This research tackles a recent increasing phenomenon: the video games as cultural 
objects and the adolescents' perception of them, being this group one of the most 
important target groups of consumers in Spain and around, especially in 
developed countries. 
 
The considerations on such issue that has been addressed in the present research, 
demonstrate that there are notable differences on gender and social class variables. 
Especially, on access, consumption, and preferences on video games, as well as 
on the gamer’s identity. However, such differences are less important in the 
perception of virtual violence, even if the studied individuals differ in what their 
usual social environments are. Thus, the opinions on banning the virtual violence 
on video games are quite similar in all respondents.  
The configuration of arguments is completely contingent to their context, more or 
less close. As an example, the identity of each gamer translates perfectly to the 
reality of the correspondent participant. While the respondents of lower social 
class link the definition with fun, entertainment, and escapism; the higher-classes 
ones do it to professional world and money (earned and spent).  
Also, it is important to highlight that there are notable differences within the 
gender variable (also linked to social class). The most notable difference was 
found on the public high school girls, they are more critical with video games 
even though they consider themselves as gamers and they also play with a large 
number and different category types. However, girls from the semi-private school 
do not consider themselves as gamers, as well as being less critical with virtual 
violence and video games in general. This may be because the majority of them 
play video games together with their brothers and relatives, and all of them are 
shooters (action). Taking into account al the above mentioned, girls are more 
critical with their peers, from both genders, falling into the same connotations that 
they denounce.  
 
In contrast, the results on boys are less different, excepting, as it has been 
mentioned before, their perception of their identity. Indeed, the second notable 
difference is on the real experiences that they live related to violence. While the 
boys of the public high school describe real violent situations in their own 
neighborhood, the ones from semi-private schools talk about real violent 
situations but as a sight, remote ones, concretely seen and experienced through the 
news. However, generally, boys are more self-critical than girls are on all issues. 
Having that in mind, the results predetermine the participants' perception on the 
differences between real and virtual worlds. While the respondents from the 
public high school establish some parallelisms between the two realities, positive 
and negative ones, their correspondent respondents from the semi-private school 
(boys and girls) are sure that they are (and the rest) mature enough to understand 
the distinction between fiction and action. 



 72 

Taking this into account, the reason behind focusing the present research on 
teenagers’ perception through focus group was that video games, as cultural 
objects, are not just a matter of learning to appreciate what is self-evidently good: 
it is also about learning to see through what is self-evidently bad (Buckingham & 
Selfton-Green, 1994, p. 2). 
This is illustrated by the fact that the advantage to be someone, in terms of gender 
and social environment, determines your mindset. Thus, lots of current efforts are 
in pro of the multicultural education, starting from the ethnic purity or cultural 
authenticity that disagrees with the current moment of global convergence. In this 
global convergence, the children’s media have been decisive on the corporative 
strategies, including an awareness of different perspectives (Jenkins, 2009, pp. 
202-203). 
As results show, not every player thinks deeply about their gaming experiences. 
In fact, the results mainly state that they do not think about their virtual decisions. 
They prefer to just play and take advantage of the maximum quality of video 
games, which is to do things that you cannot do in the real world. In fact, most 
current games do little to encourage players to reflect on and discuss the nature of 
violence (Jenkins, 2009, p. 260). Even so, there are games like Spec Ops, 
Morrowind, Black & White that are designed to serve as ethical testing grounds; 
discussions around such games provide a context for reflection on the nature of 
violence. Moreover, nowadays, video games aspire to be more than just children 
playthings, because it is here constituted by its stymied autonomy from childish 
concerns and from childhood as the appropriate location for play in the culture 
(Kirkpatrick, 2013, pp. 94-96). Thus, somehow, the designers have gone out of 
their way to find ways of incorporating into their work some moral framework or 
some notion of consequence (Jenkins, 2009, pp. 261-262). 
The objective should be the development of a more sophisticated understanding of 
how media reflect the current market condition of global culture (Jenkins, 2009, p. 
205). In order to get critic adolescents with their context through not only 
teaching but also through media and about media (Buckingham & Selfton-Green, 
1994, p. 4). The crux is sure to be that they should be able to question the 
processes by which such judgments are made, as well as their social origins and 
functions, as part of their study of the media textual contents. 
 
Definitely, a wide and complex phenomenon as video games is cannot be 
underestimated. Moreover, the fans, and not just adolescents, are an important 
target group to consider as well since they can provide a fundamental insider’s 
point of view. The first and the most important thing to change or be critical of 
someone or something is to understand it first and appreciate each and every one 
of its implications. 
 
To conclude, this research opens the door to others, for example, the use of video 
games in teaching and learning, specifically through gamification as a general 
process in which games and playful experiences are understood as essential 
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components of society and culture (Fuchs et al., 2014, p. 7). Therefore, to see 
video games as a tool to obtain specific outcomes in the field of education 
(Markopoulos et al., 2015). It should be avoided to see gamification as a perverse 
tool for dominating individuals or as a creative and empowering instrument linked 
to ideas of a participatory culture. This must be changed, because, in fact, video 
games are becoming an important factor in the fields of education and work, also 
on the academia, as an essential cultural product of the digital era, and a purely 
native reality of contemporaneity (Muriel & Crawford, 2018, p. 49). 
Moreover, as some respondents’ states, education is key to media literacy, not 
only for adolescents but also for their parents. Also, the study of the bond and 
accompaniment that parents have and give to these adolescents and the 
implications and knowledge they have about video games to which their children 
are exposed. Another more structural fact regarding video games would be to 
study and predict the evolution and consequences of video games in the long term 
since if evolution is still exponential, changes and effects can overcome limits that 
we cannot even imagine. 
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