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Summary: The paper presents examples of what female gamers with families (moms) do 
and want from games, what they bring into playing and what is at stake as they incorporate 
gaming into their lives. 
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ABSTRACT 
This paper is a work in progress, the second in a series of empirical studies of gaming mothers 

(“Juggling Time, Play and Family Life”) undertaken with the aim to revise the usual 

constructions of gamer identities and examine the contested status of gaming in everyday life. 

The main goal is to examine family life through the lens of gaming in families where the mother 

is an avid gamer. The first paper was a critical survey of representations (Enevold & Hagström 

2008) in popular discourse of mothers in gaming culture. In this paper we present findings from 

interviews with gaming mothers. Mothers today do more than service their gaming kids with 

foods or rides to LAN-parties or personify the implied inferior player or disapproving parent, 

although popular cultural representations will have us thinking otherwise. Mothers game too. 

But, how? Since gaming is an activity for all ages, a missing key to understanding the role of 

gaming in family life is to look at gaming mothers. This is important because female gamers 

with families are often playing in a distinct situation that involves intertwined normative 

gendered ideas of work, family roles, and leisure, time and place constraints. 

Games, due to their traditional definition as objects of personal time-consuming pleasures 

may cause direct or indirect conflict with other everyday activities. 

 The paper presents examples of what some adult women gamers do and want from 

games, what they bring into playing and what is at stake as they incorporate gaming into their 

lives. The phenomenon of mothers who play has not previously been examined. Turning our 

interest to mothers and the much debated activity of gaming, we tap into the area of gender roles, 

family time management and issues of equality and examine the elsewhere contested status of 

gaming in the family of the gaming mom. 

 


