REFERENCES

Ballard, M. E., & Welch, K. M. (2015). Virtual Warfare: Cyberbullying and
Cyber-Victimization in MMOG Play. Games and Culture, 1-26.

Barreto, M., & Ellemers, N. (2005). The burden of benevolent sexism: How it
contributes to the maintenance of gender inequalities. European Journal of

Social Psychology, 35, 633—642.

Beégue, L., Sarda, E., Gentile, D. A., Bry, C., & Roché, S. (2017, March 31).
Video Games Exposure and Sexism in a Representative Sample of
Adolescents. (C. R. Matthews, Ed.) Frontiers in Psychology, 8. doi:doi:
10.3389/fpsyg.2017.00466

Connor, R. A., & Fiske, S. T. (2019). Not Minding the Gap: How Hostile Sexism

Encourages Choice Explanations for the Gender Income Gap. Psychology

of Women Quarterly, 43, 22-36.

Easpaig, B. N., & Humphrey, R. (2016). ‘‘Pitching a virtual woo’’: Analysing

discussion of sexism in online gaming. Feminism & Physhology, 1-7.

Fox, J., & Potocki, B. (2015). Lifetime Video Game Consumption, Interpersonal
Aggression, Hostile Sexism, and Rape Myth Acceptance: A Cultivation

Perspective. Journal of Interpersonal Violence, 1-20.

Fox, J., & Tang, W. Y. (2014). Sexism in online video games: The role of
conformity to masculine norms and social dominance orientation. Elsevier,

33,314-320.

Gabbiadini, A., Riva, P., Andrighetto, L., Volpato, C., & Bushman, B. J. (2016).
Acting like a Tough Guy: Violent-Sexist Video Games, Identification with
Game Characters, Masculine Beliefs, & Empathy for Female Violence

Victims. PLoS ONE, 11(4).

32



33

Gul, P., & Kupfer, T. R. (2019). Benevolent Sexism and Mate Preferences: Why
Do Women Prefer Benevolent Men Despite Recognizing That They Can
Be Undermining? 45(1), 146-161.

Jayanth M. (2014). 52% of gamers are women — but the industry doesn’t know it.
The Guardian, 18 September.

Jones, K., Stewart, K., King, E., Morgan, W. B., Gilrane, V., & Hylton, K. (2014).
Negative consequence of benevolent sexism on efficacy and performance.

Gender in Management: An International Journal, 171-189.

doi:10.1108/GM-07-2013-0086

Kampel, S., Koban, K., Bornemeier, J., & Ohler, P. (2020). The downsides of
being a female streamer. An automated content analysis approach to

sexual harassment in female Twitch streamers’ chatlogs. 2-7.

Kelly, D., Easpaig, B. N., & Castillo, P. (2022). ‘You Game Like a Girl’:
Perceptions of Gender and Competence in Gaming. Games and Culture,

18, 62-78.

Koepke, S., Eyssel, F., & Bohner, G. (2014). “She Deserved It”: Effects of
Sexism Norms, Type of Violence, and Victim’s Pre-Assault Behavior on
Blame Attributions Toward Female Victims and Approval of the

Aggressor’s Behavior. Violence Against Women, 20(4), 446-464.

Lee, T. L., Fiske, S. T., & Glick, P. (2010). Next Gen Ambivalent Sexism:
Converging Correlates, Causality in Context, and Converse Causality, an

Introduction to the Special Issue. 1-10.

Makarovaa, E. A., & Makarova, E. L. (2019). Aggressive Behavior in Online
Games and Cybervictimization of Teenagers and Adolescents.

International Electronic Journal Of Elementary Education, 157-165.



34

McCullough, K. M., Wong, Y. J., & Stevenson, N. J. (2019). Female Video Game
Players and the Protective Effect of Feminist. Identity Against Internalized
Misogyny, 1-11. doi:10.1007/s11199-019-01055-7

McLean, L., & Griffiths, M. D. (2018). Female Gamers’ Experience of Online
Harassment and Social Support in Online Gaming: A Qualitative Study.

International Journal of Mental Health and Addiction, 1-20.

Nakandala, S., Ciampaglia, G. L., Su, N. M., & Ahn, Y.-Y. (2017). Gendered
Conversation in a Social Game-Streaming Platform. Association for the

Advancement of Artificial Intelligence.

Rollero, C., Bergagna, E., & Tartaglia, S. (2019). What is Violence? The Role of
Sexism and Social Dominance Orientation in Recognizing Violence

Against Women. Journal of Interpersonal Violence, 1-18.

Wieland, Y. S. (2017). Culture, Hostile and Benevolent Sexism, and
Entrepreneurial Intentions. [International Journal of Entrepreneurial

Behavior & Research, 23, 1-27. doi:10.1108/IJEBR-03-2016-0095



