REFERENCES

Newzoo (2019). “Newzoo Global Games Market Report 2019 | Light Version”

Banyai, F., Zsila, A., Griffiths, M.D., Demetrovics, Z., & Kiraly, O. (2020).
Career as a Professional Gamer: Gaming Motives as Predictors of Career
Plans to Become a Professional Esport Player. Front. Psychol.
https://doi.org/10.3389/fpsyq.2020.01866

Darvin, Lindsey, Vooris, Ryan, and Mahoney, Tara. (2020). "The playing
experiences of esport participants: An analysis of treatment discrimination
and hostility in esport environments,” Journal of Athlete Development and
Experience: Numero 2 3 Iss. 1 : Article 37
https://doi.org/10.25035/jade.02.01.0

Paallen, B., Morgenroth, T., & Stratemeyer, M. (2017). What is a True Gamer?
The Male Gamer Stereotype and the Marginalization of Women in Video
Game Culture. Sex Roles. 76. 1-15. 10.1007/s11199-016-0678-y.

Chalabaev, Aina & Sarrazin, Philippe & Stone, Jeff & Cury, Francois. (2008). Do
Achievement Goals Mediate Stereotype Threat? An Investigation on
Females' Soccer Performance. Journal of sport & exercise psychology. 30.
143-58. 10.1123/jsep.30.2.143.

Wilde, K. (2007). Women in sport: Gender stereotypes in the past and present.
University of Athabasca Women’s and Gender Studies, 1-10.

Kim, S. J. (2017). Gender inequality in eSports participation: examining League
of Legends (Doctoral dissertation).

Jenny, Seth & Manning, R. & Keiper, Margaret & Olrich, Tracy. (2016).
Virtual(ly) Athletes: Where eSports Fit Within the Definition of “Sport”.
Quest. 69. 1-18. 10.1080/00336297.2016.1144517.

Jenkins, B. (2010). Staying objective: the effect of corporate public relations on
video game journalists.

Maclean, E. (2016). Girls, guys and games: How news media perpetuate
stereotypes of male and female gamers. Press Start, 3(1), 17-45.

Mareli¢, M., & Vukusi¢, D. (2019). E-sports: Definition and social implications.
EQOL J, 11(2), 47-54.

Wagner, M. G. (2006, June). On the Scientific Relevance of eSports. In
International conference on internet computing (pp. 437-442).

73


https://doi.org/10.3389/fpsyg.2020.01866

Von Der Heiden, J. M., Braun, B., Mller, K. W., & Egloff, B. (2019). The
association between video gaming and psychological functioning.
Frontiers in psychology, 10, 1731.

Holden, J. T., Kaburakis, A., & Rodenberg, R. (2017). The future is now: Esports
policy considerations and potential litigation. J. Legal Aspects Sport, 27,
46.

Olsen, A. H. (2015). The evolution of eSports: An analysis of its origin and a look
at its prospective future growth as enhanced by Information Technology
Management tools. arXiv preprint arXiv:1509.08795

Peng, Y. (2021). The role of gender in Chinese esports culture: an empirical
research of women's participation in esports in China (Doctoral
dissertation, University of Glasgow).

Ruotsalainen, M., & Friman, U. (2018). There are no women and they all play
Mercy”: Understanding and explaining (the lack of) women’s presence in
esports and competitive gaming. Proceedings of Nordic DIGRA.

Phidd, N. N. (2018). A Call of Duty to Counterstrike: Cyberharassment and the
Toxic Gaming Culture Plaguing Female Gamers and Developers. Wm. &
Mary J. Race Gender & Soc. Just., 25, 461.

Shen, C., Ratan, R., Cai, Y. D., & Leavitt, A. (2016). Do Men Advance Faster
Than Women? Debunking the Gender Performance Gap in Two Massively
Multiplayer ~ Online  Games. Journal of  Computer-Mediated
Communication, 21(4), 312-329. https://doi.org/10.1111/jcc4.12159

Brown, R. M., Hall, L. R., Holtzer, R., Brown, S. L., & Brown, N. L. (1997).
Gender and video game performance. Sex Roles: A Journal of Research,
36(11-12), 793-812. https://doi.org/10.1023/A:1025631307585

Condis, M. (2015). “Live in your world, play in ours”: Video games, critical play,
and the environmental humanities. Resilience: A Journal of the
Environmental Humanities, 2(3), 87-104.

Martin, J. R., & White, P. R. R. (2005). The Language of Evaluation: Appraisal in
English. New York: Palgrave Macmillan.

Halliday, M. A. K. (2004). An Introduction to Functional Grammar. London:
Arnold.

Nelson, N., & Castell6, M. (2012). Academic Writing and Authorial Voice.

Ward, F. (2020, June 29). On being a woman in esports. PC Gamer.
https://www.pcgamer.com/on-being-a-woman-in-esports/

Hetfeld, M. (2021, May 20). A new survey shows 59% of women hide their gender
while gaming to avoid harassment. PC Gamer.

74


https://doi.org/10.1111/jcc4.12159
https://doi.org/10.1023/A:1025631307585

https://www.pcgamer.com/a-new-survey-shows-59-of-women-hide-their-
gender-while-gaming-to-avoid-harassment/

Ong, A. (2021, November 14). The PMS Clan blazed a trail for women in
competitive gaming. PC Gamer. https://www.pcgamer.com/remembering-
the-origins-of-the-trailblazing-pms-clan/

Gardner, M. (2021, March 19). The Ugly Hatred Faced By Women In Esports,
And How We Fight Back. Forbes.
https://www.forbes.com/sites/mattgardner1/2021/03/19/the-ugly-hatred-
faced-by-women-in-esports-and-how-we-fight-back/?sh=328debb037d8

Gardner, M. (2021, October 19). G2 Esports Unveils First-Ever All-Female Team
For ‘Valorant’. Forbes.
https://www.forbes.com/sites/mattgardner1/2021/10/19/g2-esports-
unveils-first-ever-all-female-team-for-valorant/?sh=8e14b4594358

Heitner, G. (2017, June 8). How 6 Female Esports Players Went From Having
Nothing To World Champs. Forbes.
https://www.forbes.com/sites/darrenheitner/2017/06/08/how-6-female-
esports-players-went-from-having-nothing-to-world-
champs/?sh=c362bfd124ff

75


https://www.pcgamer.com/remembering-the-origins-of-the-trailblazing-pms-clan/
https://www.pcgamer.com/remembering-the-origins-of-the-trailblazing-pms-clan/
https://www.forbes.com/sites/darrenheitner/2017/06/08/how-6-female-esports-players-went-from-having-nothing-to-world-champs/?sh=c362bfd124ff
https://www.forbes.com/sites/darrenheitner/2017/06/08/how-6-female-esports-players-went-from-having-nothing-to-world-champs/?sh=c362bfd124ff
https://www.forbes.com/sites/darrenheitner/2017/06/08/how-6-female-esports-players-went-from-having-nothing-to-world-champs/?sh=c362bfd124ff

