
FEATURE // GAMING

When I was a kid, the families that were buying the 
latest and greatest gadgets, such as portable TV’s, video 
cassette recorders (VCR’s for the young’uns), and all 
the other technological wonders of  the time, owned an 
Atari 2600. This wasn’t because we were all gamers; this 
was just another technical device for a family to own. We 
didn’t gather around it on family nights to play Pong, 
and there weren’t fights over whose turn was next. Being 
the youngest child and the only sibling not a teenager, 
I basically had it all to myself. The Atari was admired, 
played a bit, and then set on the TV cabinet with the other 
devices. To spend hours playing a game was unheard 
of—the popular opinion seemed to be that spending too 
much time playing videogames was unhealthy. Gaming 
was a private activity that was not commonly discussed 
in polite company, or anywhere for that matter. The last 
time I remember seeing that console was when it was in 
my parents’ attic gathering dust.

Years later, as a teenager, I hung around the arcade because 
my older male cousin was there. He would smoke, and I 
would bum smokes in an attempt to raise my cool factor. I 
would play games as well; it was hard for any kid to resist 
the noises and flashing lights. I loved playing most of  
them, but since I was a female invading a male’s world, no 
one was particularly impressed. “The difference is that at 
the arcade, you didn’t have the anonymity that you do with 
online games,” says TheDangerdoll from gamergirlsradio.
com. No one really gave females in an arcade a second 
glance, unlike the fascination with female gamers that 
would happen in later years. 

by kiki kat [Kiki Lewis]

I was gaming when 
gaming wasn’t cool.
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When I was in my early twenties I discovered shareware games 
for my computer and would furtively play Doom for hours on end, 
but only if  I was home alone. When we got a Sega Genesis, games 
were only played late at night because it was important to take 
care of  every other responsibility before playing with that “kids” 
toy. And even then it wasn’t talked about. I didn’t know anyone 
who was willing to have hours of  discussions about videogames. 
When I would mention playing games on it, my family would 
just smile and roll their eyes. They weren’t surprised; I always 
liked to do things against the norm, and gaming certainly wasn’t 
considered a normal adult hobby.  

It wasn’t until I hit my mid-twenties and the internet was publicly 
popular that I discovered on-line, text-based role-playing games 
and public forums where people would actually spend time talking 
about them. It was during that period when I really felt how un-
cool it was to be a gamer. Computer gamers appeared to be the 
lowest of  the low. Anyone who spent hours sitting in front of  a 
computer playing a game must not have a life and the gaming 
geek was often personified in gaming parodies.

Little did I know how dramatically the internet would impact the 
coolness factor of  a gamer. I don’t think anyone who was born 
before 1990, ever imagined that people would actually make 
a living playing videogames. The possibility of  gamers being 
sponsored (paid to play) by a company—especially a non-gaming 
one—in exchange for advertising on websites and podcasts about 
gaming, was almost inconceivable. “I am actually surprised that 
advertisers are now going after smaller independent podcasts,” 
states Parris Lilly, host of  the UncleGamer podcast. “I think it 
shows that the independent podcasts have an important voice as 
well.” 

The idea that there would be countless podcasts on which people 
expressed their views about gaming for hours on end and that 
many, many people would tune in each week to listen was also 
inconceivable. Never did I think there would be specific programs 
aimed at honoring people involved in the gaming community for 
playing videogames, like the awards given out for the Microsoft 
MVP (Most Valuable Professional) program. “The MVP Award 
recognizes exceptional community leaders worldwide who actively 
share their high quality, real world expertise with others,”  explains 
Tyler Welch, MVP Lead. “As the independent voice of  the world’s 
users, MVP’s are one of  Microsoft’s more valued relationships.” 
Tyler also explained that MVP’s span more than 90 Microsoft 
technologies, including Xbox and Games for Windows.

With all of  this recognition, acceptance and opportunity for gamers 
today, I find that there are people I game with who could actually 
give up their day jobs and jump into the gaming community as a 
full-time job, and some of  them already have. These aren’t just the 
programmers and developers of  videogames; these are people 
who are paid to attend videogame and promotional events, and 
to interact with the gaming community.

When taken in light of  where gaming started, the comparison 
between gamers then and now presents an incredible contrast 
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as our demographic continuously evolves. This is most evident at 
crowded gaming conferences attended by an impressive diversity 
of  gamers in terms of  age and socio-economic background.  
Recently, while attending CES I was speaking to an older gentleman 
who was manning a display of  Nintendo trademarked products.  I 
asked him if  he was a gamer and he fervently denied it, claiming 
he was too old to play videogames. But after further discussion 
(and prodding from me) I found out that he owns a Nintendo 
Wii, which he claimed was for his grandkids’ enjoyment, but also 
admitted that he likes Wii Sports and is looking forward to Wii Fit.  
After even further discussion (and more nosy questions from me) 
I found that he owns a Nintendo DS that he plays on a regular 
basis, and has previously owned other consoles.

“I think that gaming online and online communities changed 
things. It’s almost in the category of  sports! Just as some people 
get very involved with their favorite sports team, gamers become 
very involved with their favorite gaming teams and it becomes even 
more competitive when online gaming is introduced” explains 
kilam0mjaro, who games competitively with The PraetoriaGuard.  
“With online gaming you can reach out to the whole world to 
either play or compare your skill. Because of  that, more adults 
are playing, and videogames are becoming more mainstream; I 
guess the bottom line is that more adults are involved in gaming 
so that makes it more acceptable.”

Maybe it’s just because as I am getting older and my circle of  
friends is aging, but it does seem like the main players in the 
gaming world are getting older.  The uber-geek in his parent’s 
basement is now the sexy fireman you bump into at Starbucks, 
who hands you a business card promoting his gaming website. 
The dorky chick running amok in the boys-only world of  LAN-
gaming group IRQ’s, is now the married mom of  two, picking and 
choosing from among millions of  gamers who will be featured 
on her gaming podcast. It’s not even surprising to see a dad 
and his daughter having a heated discussion about a certain 
level in Halo 3, to overhear co-workers discussing the pros and 
cons of  PlayStation 3 versus the Xbox 360 or even seeing your 
grandparents ‘duking’ it out with Nintendo’s Wii Sports boxing.

Who knew that this lifelong, hidden, and often looked down on 
fetish of  mine would actually be cool? I certainly didn’t think so 
when I first picked up that Atari 2600 controller, but as I look 
back on my experiences with gaming, I guess I always realized 
there was that ‘certain something’ that kept pulling me in. Maybe 
it was the fun-factor; maybe it was the idea of  indulging in a 
fantasy life that I could change on a whim; maybe it was the 
social element; or maybe it was just my competitive spirit that 
kept me playing games, I don’t really know. But I do know this: I 
was gaming when gaming wasn’t cool.

Maybe it’s just because as I am getting older and my 
circle of friends is aging, but it does seem like the main 
players in the gaming world are getting older.


