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Abstract 
The purpose of this study is to examine an online feminist-sympathetic blog that focuses on video 
gaming. By utilizing textual analysis with an intersectional and feminist approach, I examined the blog The 
Border House in order to discern what salient topics concern marginalized gamer populations. In 
particular, I determined the prevalence of discussion of issues surrounding the categories of gender, race, 
sexual orientation, class and ability. The concerns and discussions of marginalized gamers are significant 
as the demographics of gamers are diverse and are subject to myriad forms of discrimination, including 
harassment, within gaming and online culture. This raises further concerns about safety and toxicity in 
online participation, and the striving for a more egalitarian and democratic internet. 
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1 Video gaming is not simply defined by a series of technological developments industrially 
transformed into products that more and more people buy, but is a cultural phenomenon that 
has expanded the ways people can socialize and play, as well instigated concerns about toxic 
gaming communities.  Video gaming does require technical expertise, a budget to buy the 
necessary software, hardware, accessories, as well as adequate time to acquire gaming 
skills—all of which enhance the gaming experience and the way a gamer communicates 
with other gamers. Indeed, in light of the popularity of such developments like the website 
Twitch and Xbox Live, it is apparent that gamers can be considered social, debunking the 
old stereotype of the solitary, asocial player. Playing video games is not merely considered 
an activity an individual does as a side hobby, but can develop into the identity of the 
“gamer.” The increase of technological literacy, made possible with the availability of 
computers and internet access, has coincided with the rise of blogging, a method to share 
information and a means of presenting an online identity dependent on the personal 
information the blogger wishes to disclose. The internet has been popularly regarded as a 
liberating forum with the assumption that anyone can go online, being an active or passive 
user to whatever extent desired. However, the internet has not emerged as an a-cultured, 
egalitarian tool. Marginalized populations have been subject to toxic online culture, which 
includes marginalized populations of gamers. While media-driven events like Gamergate 
have received attention outside of gaming communities, online harassment is a prevailing 
and ongoing social issue that is recognized by academics and researchers. The Pew Research 
Center released an article in October 2014 that declared that 73% of adult internet users have 
witnessed online harassment, and 40% personally experienced harassment (Duggan). While 
there is evidence of a narrowing of the digital divide, the online treatment of individuals is 
not equitable, since identity categories retain their social significance and biases in 
cyberspace. In light of this toxic online gamer environment, it is all the more important to 
examine online spaces which can serve as alternative sites for expression, especially those 
that claim to be feminist and not tied into the mainstream and traditionally privileged spaces. 
For this study I chose to examine The Border House, a predominantly text-based blog which 
hosts a variety of blog posts from different authors and claims to be an inclusive space for 
gamers. As stated in part of the site's About Us section, “It's a blog for those who are 
feminist, queer, disabled, people of color, transgender, poor, gay, lesbian, and others who 
belong to marginalized groups, as well as allies” (Sigmund). By examining an online space, 
it becomes important to look at how marginalized groups present themselves. This can be 
accomplished by looking at blog entries utilizing an intersectional approach that focuses on 
gender, race, sexual orientation, class, and ability. Salient topics of concern that arise in 
these blog posts surrounding commentary on identity can further illuminate how this online, 
alternative space functions for marginalized groups. 

 

 

2 I have found that addressing sexism in games and video gaming culture is a 
primary topic of concern for Border House bloggers, as well as sexist-based 
harassment. Indeed, issues surrounding gender were explicitly discussed 
significantly more than other categories of difference. Characterizing a blog such as 
Border House illuminates ways categories of difference intersect with gaming and 
virtual life. This raises further questions about the effectiveness of online spaces 
that are intended to be safe and inclusive. 
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