- Min-Maxing
Relaxing:




AUTHORS

(she/they) (they/her)
Graduate Student, Digital Humanities, Assistant Professor, Media & Technology
University of Alberta Studies, University of Alberta
akpiercy@ualberta.ca pb.berge@ualberta.ca

O







y .
RELAXING TAKES WORK, BUTWHY?
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RCLAXIN G TAKES WORK, BUTWHY?

Who signify “playtime” activity even as they are labouring

Which elevate the social capital of playtime

The labour required to sustain one’s capacity for playtime
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LITERATURE

o Games developed for women "Hardcore” games: skill-based, and
repurpose women's leisure practices “prioritize a version of hegemonic O
into digital play. masculinity based on an ideal of

. toughness, aggression, and
The idea of what “women gamers” are d gl . 99
, AT ey ominance.
is oversimplified into a “designed

@ identity.” Casual games are not included, but

neither are emotionally demanding

As such, girl games have tended to be
narrative-driven rather than based on
skill and mechanics.

games. Emotionally demanding
games aren't - by Cote’s definition -
“hardcore.”
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* METHODOLOGY

| was starting to make sense of my own experience using
autoethnography (critical reflection on my own
experiences) and discourse analysis (looking at media in
social contexts). | was starting to get somewhere...

N ...and then—
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Streamer breebun spent over 21 hours in character creation for
Dragon Age: The Veilguard (2024, Electronic Arts).



https://docs.google.com/file/d/14ajTY2SB9FJjK3UuBbT-5jEhau1nkT-b/preview

ontent Creators, Class, Gender,

Power, Privilege & Leisure

Content creators flaunt their playtime as a sign of social capital and class.
Yet, “playbour” and livestreaming scholars remind us that streamers occupy
a different position in gaming culture: they reshape our values,
conversations, and how we idealize play (even though most of us can’t spen
21hoursin a character creator). (Ruberg et al., 2023; Tran, 2024).




The pandemic created a vacuum of socially interactive
spaces, which we built replacements for online using
platforms such as Discord, Zoom, Twitch, etc.

When we returned to in-person spaces, these online
spaces were not displaced or dissolved, but sustained.

Now we endure compounding pressure to stay engaged!




me Platforms Are
Changing Playtime Dynamics

% Discord tells your friend what you're playing and how many
hours you've played.

% Steam has peripheral sites that tell you how much backlog

debt you have.

* Twitch makes gaming fundamentally social, even if the game

is “solo.” ‘

* Community practices revolving around 300+ hour game

investment O
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COMVERSATIONS!
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o
PATIENT GAMING AS A (PARTIAL) SOLUTIO

/patientgamers community on Reddit that waits to Q
play games at least six months after release.

Rather than exhausting oneself to keep up, gamers
could take their time quilt-free or reframe a
backlog of games as a stockpile of leisure time and
embrace patient gaming (Scully-Blaker, 2023).

What about the community and social engagement
with the game?



, WHAT DO W€ DO?

Critically, we can:

e (hallenge these platforms
and the way they inscribe
dynamics of social power
around leisure and playtime

e Unravel the affective impacts
of anxiety, quilt, and FOMO.



$0, WHAT DO W€ DQ? %

As humans and academics, there are a few things we can Iry: %
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THANKS FOR LISTENING!

Adeline K Piercy (she/they)

e (Graduate Student, Digital Humanities, University of Alberta
e Email: akpiercy@ualberta.ca

e Website: adelinekpiercy.com

e Instagram & Bluesky: @adelinekpiercy

| also teach at MacEwan University in Professional Communications!




