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Tagging in 3DXChat animated sex game porn production
Mayara Araujo Caetano 

Media Studies, University of Turku, Turku, Finland

ABSTRACT  
This qualitative study of tagging practices within online animated 
pornographic content produced inside the massive online 
multiplayer game 3DXChat examines how user-generated porn 
producers position themselves within the structure of the online 
free porn platform XVideos and the porn conventions they relate 
their videos to. Based on a purposeful sample of 112 videos 
uploaded to XVideos, I retrieved 166 unique tags. I contextualize 
them through a two-year online ethnography experience and 
discuss them according to information categorization (taxonomy 
and folksonomy), sexual data within online porn platforms, and 
pornography. I conclude that 3DXChat user-generated porn is 
subject to the consolidated sex-tech structures of its time, leaning 
towards conventional porn categories; the few social tags reflect 
the in-between stage of ‘niched-mainstream’. Tags exemplify the 
serialization, indexation, influences, and potential limitations for 
sexual play.
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Introduction

Almost a decade ago, the video ‘First 3dxchat Porno’ was uploaded to XVideos – one of 
the oldest and largest free online pornographic platforms – by a user named Blowjob
kate.1 According to the profile description, this person made pornographic content in 
3DXChat (SexGame Devil 2012), a subscription-based online multiplayer sex game 
similar to popular early 2000s titles like The Sims (Electronic Arts 2000) and Second Life 
(Linden Lab 2003). For example, players have anthropomorphic avatars that can be cus
tomized, social skills are important for having a fulfilling experience, and virtual environ
ments can be constructed for the purpose of hosting parties, among other things. The 
distinguishing characteristic of 3DXChat is that it primarily focuses on sexual experiences 
by having built-in mechanics focusing on sexual acts. This study is about tagging 3DXChat 
user-generated porn.

Blowjobkate said that she loved porn and fantasized about becoming a pornstar, a 
wish she could fulfil with animated porn productions created within 3DXChat and 
uploaded to XVideos. Her porn debut was an 18-minute 360p-resolution video with the 
tags ‘porn’, ‘porno’, ‘anal’, ‘hardcore’, ‘big’, ‘tits’, ‘blonde’, ‘3d’, ‘pornstar’, ‘slut’, ‘big cock’, 
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‘whore’, ‘cartoon’, ‘time’, ‘first’, ‘cumslut’, ‘slutty’, and ‘3dxchat’. I encountered this video 
through the ‘3dxchat’ tag in July 2023. I was midway through writing and organizing 
the data for this article when I decided to find the oldest 3DXChat porn video available 
on XVideos at that time. And, according to the platform structure, there it was.

Tags, when applied to porn, create niches, promotions, and insights about tastes (Keilty 
and Leazer 2014; Lee and Lowrance 2023). In 2023, XVideos had 425,802 videos tagged 
under categories like ‘3d-animation’, ‘3d-hentai’, ‘3d-porn’, ‘game’, ‘gameplay’, ‘hentai- 
game’, and ‘porn-game’. The numbers fluctuate, but they certainly contrast with the 
3DXChat search results: I found 348 videos using the tag ‘3dxchat’, 144 for ‘3dxchat- 
game’, 147 with ‘3dxchat-gameplay’, and 196 for ‘3dxchat-porn’. As expected, a single 
video has multiple such tags. Following two years of ethnographic research within the 
game, I wanted to explore this puddle of pornographic data. I am particularly interested 
in how user-generated porn producers – who are also players – position their content 
within the structures of XVideos and what porn conventions they relate their videos to.

This article takes a qualitative approach inspired by quantitative investigations about 
porn tagging within online porn platforms (Tyson et al. 2013, 2016; Mazières et al. 2014; 
Yu et al. 2019; Wong, Song, and Mahanti 2020), the platformization of sexuality (Rama 
et al. 2023; Stegeman et al. 2023), folksonomy practices (Dame 2016; Rafferty 2018; 
Price and Robinson 2021; Watson 2021), porn and sex in games (for example, Sundén 
and Sveningsson 2011; Wysocki and Lauteria 2015; Lankoski, Apperley, and Harviainen 
2023; Lankoski and Välisalo 2023), and animated pornography (Paasonen 2019; Saunders 
2019, 2023). I examine a sample of 112 videos created by 3DXChat players who uploaded 
their content to XVideos, analyzing their tags while considering porn conventions. I argue 
that 3DXChat user-generated porn tagging practices are part of a broad platformed porn 
production even though it is not as mainstream or profitable as other content. Also, I 
show how in addition to playing sex games, players are willing to document and share 
their sexual experiences beyond the game to other online environments, such as free 
porn platforms as discussed in this article.

Methodology

I carried out online ethnography during 2020–2022 in 3DXChat following approval by 
the Ethical Board of Human and Social Research at the University of Turku. I also con
sulted the game’s regulations and terms of use, received training about ethics and 
data management, and followed the legal and ethical guidelines, regulations, and 
best practices applied to internet research (franzke et al. 2020). During my fieldwork, I 
identified individuals and groups of players with diverse interests and some of them 
produced pornographic content (audio-visual or purely visual) within the game and 
used it as part of their sexual play. They preferred to upload their content to XVideos 
instead of other porn platforms, and this was the reason why I chose to study the 
former.2 Still, I searched for 3DXChat content on porn platforms on different occasions, 
and I found the results to be rather limited.3 For example, the company – or someone 
impersonating them – created an account4 on Pornhub in 2019 and uploaded eight 
videos (Figure 1). During 2021, some videos from sex workers were uploaded because 
of a partnership between 3DXChat, Lovense, and Chaturbate; however, they were out 
of the scope of my research.
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Figure 1. Screen capture of 3DXChat profile on Pornhub in July 2024. Source: Pornhub.
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Data collection

In January 2023, I searched for ‘3DXChat’ on XVideos and was presented with videos, play
lists, and channels. I opted to work with the channels from 3DXChat players I recognized 
from my fieldwork. They were playing and producing content about and from the game 
before I started my research, and some had established themselves as socially relevant – 
they ‘owned’ shared virtual worlds within the game where sex parties take place, for 
example. To protect their identities, I do not disclose their names and images or offer 
links to their accounts; I provide information that is sufficient to contextualize without 
overexposing them, since the study is not about individuals but about tagging within 
online porn platform systems.

I selected four channels (Table 1). CH1 works as a group and has two official shared 
worlds within 3DXChat, operating in Western European and North American time 
zones. Their environment caters to those searching for ‘paid’ sex play with sex workers 
(referred to as escorts) playing in this specific location. Their staff include organizers, 
hosts, and in-house DJs who perform live music within the game to other players. CH2 
has its own virtual spaces, a social programme (including a porn cinema), DJs, a dance 
group, and a monthly online magazine. CH3 and CH4, meanwhile, are sole productions 
from individual players who collaborate with others to upload content. They became inac
tive or had an infrequent upload pace before sampling.

During data collection, half of the videos from one of the pre-selected channels disap
peared.5 When trying to find them to double-check information, I discovered that some 
were available on XNXX, another free porn platform owned by the same company. This 
information left me wondering whether the channel owners were aware that their 
content could be accessed elsewhere and what the implications are for data ownership 
and safety.

To delimit the data collection, I used the parameter of CH4, which only had 28 videos. 
The data were retrieved from the newest videos uploaded for the other channels. The 
total sample is therefore 112 videos. From the XVideos interface (Figures 2 and 3), I manu
ally retrieved the following information:6 title, estimated publication date, length, 
approval rate, number of viewers, number and content of comments, whether they 
were part of a series, and, most importantly, their tags. Figure 3 shows how the tags 
are displayed and where they can be edited.

I did not systematically analyze the content of all videos for this article. However, tags 
as such are valuable data and can be informative about sexuality (Walker, Makin, and 
Morczek 2016, 660). Moreover, the doubts I had about the operation of porn platforms 
are on the radar of recent research, such as Rama et al.’s (2023) examination of Pornhub’s 
recommendation system to understand its algorithm logics. Tags are susceptible to 

Table 1. Information about the selected channels from XVideos retrieved in January 2023.
Channel Signed up Profile hits Subscribers Total views Number of videos

CH 1 May 2019 83,292 2,042 5,592,295 496
CH 2 May 2019 53,749 735 1,908,222 162
CH 3 August 2019 31,924 458 1,216,885 72
CH 4 December 2020 5,050 119 90,769 28

Source: XVideos.
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Figure 2. UX interface from XVideos website. Source: XVideos.

Figure 3. Screen capture of tagging interface on XVideos. Source: XVideos.
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significant instability (Godoy and Corbellini 2016) and require contextualization that I can 
offer with my experience as a researcher and player of this sex game.

Coding scheme

The data were saved, organized, and coded using Microsoft Excel. The coding scheme was 
based on collected data and game characteristics (e.g. how sexual positions are organized 
and displayed to players). The tags were organized following this structure, and some 
were put into multiple categories (Table 2).

In total, 166 unique tags were used in the 112 videos. The categories with the most 
tags – more than 100 – were games (297 tags), sexual positions (259 tags), bodies (140 
tags), and orgasm and ejaculation (129 tags). Most of them follow porn conventions 
and taxonomies, but it was surprising to see the emphasis on 3DXChat, which can be a 
subtle game promotion.

Results and discussion

I grouped the coded categories by association. Tags in ‘Players in sex avatars’ are attrib
uted to the physical and customisable avatar characteristics, including age, gender, 
sexual orientation, race, ethnicity, nationality, and bodies. I also included tags mention
ing specific players and/or their groups. ‘3DXChat’s multiplayer sex gaming environ
ment’ delves into the meta-references to the game and the importance of metadata 
to porn business. Lastly, I grouped all tags specifying and describing sexual play (see 
subcategories under the ‘sex (S)’ code in Table 2) as well as how they were set in 
virtual places.

Table 2. Coding scheme for categorizing the tags. 
Category Subcategory Description

Games (GM) Reference to games in general and/or 3DXChat
Meta-reference (MR) Reference to sexual acts with other terms
Place (PL) Reference to events like festivities, holidays, and locations within the 

game
Age (AG) Reference to age group of the avatars presented in the videos
Avatar (AV) Reference to avatars by their names and/or players’ groups
Bodies (BD) Reference to body parts and characteristics
Race, ethnicity, and nationality (REN) Reference connected to race, ethnicity, and nationality
Gender (GN) Reference to gender identifications and language
Sex (S) Type of sexual act (S-TSA) Reference to the broader type of sexual act (anal, masturbation, vaginal, 

oral)
Sexual intensity (S-SI) Reference to the intensity of the sexual actions/animations
Sexual orientation (S-SO) Reference to the sexual orientation of avatars
Sexual partners (S-SP) Reference to the number of avatars partnered for the sexual interactions
Sexual positions (S-SPO) Reference to the sexual positions (broad or specific) displayed by avatars
Orgasm, ejaculation, and squirt 

(S-OES)
Reference to orgasm, ejaculation, and squirt as act and/or fluids

Fetishes and kinks (S-FK) Reference to fetishes and kink contexts and actions
Sex work (S-SW) References to sexual working practices
Sex objects (S-O) Reference to objects that are part of sexual scenarios and/or used during 

sexual interactions
Other (OT) References that did not fit under any of the previous categories

Source: Author.
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Players in sex avatars

Avatars are players’ digital bodies through which sexually mediated experiences happen. 
Creating avatars can in itself be a pleasing experience, revealing, for example, what is per
ceived as sensual, erotic, sexual, and attractive. I first explore the tags related to avatars by 
age, virtual bodies, gendered and sexual orientation markers, and avatars and groups 
added to the tags.

Age and ageing have different meanings for organic and digital bodies. Nonetheless, it 
is a relevant factor for sexual expression, experiences, and pornography. 3DXChat players 
indicated their age in their avatar’s profile,7 appearance customization, description of 
sexual playing preferences, and behaviour; these combinations varied according to the 
players’ sexual intentions and interests. Like elsewhere, players commonly associated 
femininity with youth, whereas male-coded avatars preferred to be seen as more 
mature and experienced than the people they played with (but not necessarily older). 
Being an ‘old pervert’ had mostly a negative connotation when related to masculinity, 
even though the term can be seen positively in ‘age play’ interrelations and porn 
content. Thus, age perception was closely related to positive and desirable contextual 
characteristics associating gender and sexual performance.

The correlation between gender (feminine coded) and age (youth) revealed itself in 
tags where ‘babe(s)’ and ‘teens’ were preferred over ‘mature’. I considered ‘MILF’ – an 
acronym popularized in the 1990s through US mainstream culture and porn (Walker, 
Makin, and Morczek 2016) – to also be part of the appeal for femininity/youth because 
their sexual appeal is connected to shattering expectations regarding age and proximity 
to young characteristics. Therefore, the commercial sex and porn rebranding of ‘older 
(female) performers’ regulates and influences how people will articulate age, gender, 
and sex, either by acknowledging the impact of platforms’ commercial preferences for 
these bodies (for example, Caminhas 2023, 185) or by tagging animated porn.

Despite the aforementioned, male avatars in the sample did not receive tags associ
ated with their age but rather with their race and bodily attributes. Racial, ethnical, and 
national coding overlapped with sexual partnership and bodies. Without these combi
nations, tagging would appear to be raceless, which was not the case: race appeared 
not only when explicitly expressed but, in the subtext, as in frequent tropes of black male
ness and their genitals, and with black women and interracial sexuality.8 Mainstream US 
porn production has been producing and repeating the same sexualized racial – and 
racist – frames (Williams 2004; Cruz 2015). Within 3DXChat, racialized sexual play is exem
plified by players’ disclosure of interest in and association with groups like ‘Zebra Club for 
Interracial Sex’, ‘Kings Gangbang Squad’, and ‘Black Big Panther’.

Even though my analysis suggests that these tags were reproducing racial sexual 
tropes, I should also acknowledge that race play is not restricted to black and white 
bodies (Cruz 2015)9 and that racial power dynamics can gain multiple meanings for 
those who partake in and fantasize about it. My claim does not deny racism in pornogra
phy and sexual playing interactions with avatars but considers the ambiguities of sexual 
fantasies and racial-gendered expectations, as was suggested among the US black 
women discussed by Cruz (2015) and Miller-Young (2005).

Racist discourses are responsible for the pervasive imaginaries about black male desir
ability to their penis characteristics (Bury and Easton 2024). The abbreviation BBC (‘big 
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black cock’) and its variations were among the most tagged bodily attributes referring to 
black male avatars. Players referred to them as kings, breeders, and impregnators, and 
male avatars presented BBCs as a positive aspect of their virtual selves. Penis size alone 
contributed to this virtual body part to be the third most tagged trait. However, when I 
conducted this research, it was not possible to alter any aspect of penises in 3DXChat: 
there was no such a thing as ‘big cocks’. The exception to this code was an April Fools’ 
prank where male avatars had big penises for a limited period of time (Figure 4).10 The 
pose was so disproportionally fabricated that the game could be seen as making fun of 
its own structural inspirations and limitations.

Among the tags with limited quantitative representation but qualitative substance 
were ethnic and national references, as well as some bodily characteristics. The first 
type would be better analyzed with a closer reading of the videos to understand how 
avatars were presented as sexual play agents, but it is sufficient to point out that these 
tags were based on stereotypes of Asian (especially Thai) and Latin American people; 
as with age, they were connected to female-coded avatars. There were few references 
to vulvas (tagged as ‘pussy’), and porn was at the centre of vulva discussion at times – 
for example, being shaved or not (Paasonen and Vänskä 2022).

There was a clear distinction between the characterization of the sexual voraciousness 
of female and male-coded avatars in the tags that were used and combined. Meanwhile, 
male-coded avatars did not receive any tags; within the game, they were also described 
by their sexual appetite. However, there is no equivalent with the same sociocultural 
impact and ambiguity to describe male drive as ‘whore’ and ‘slut’ to label women. 
Female-coded avatar profiles included these terms to suggest openness to sexual 
encounters, and two channels from the sample used such tags.

Different lines of theorization have been proposed for players’ gender identification 
and performance during play. Players’ gender performance and identification have 
received the labels of ‘gender-bending’, ‘gender switching’, and ‘gender swapping’ (for 
example, Martey et al. 2014), as well as ‘gender alignment’ (for example, Kosciesza 
2023; Whitehouse, Hitchens, and Matthews 2023).

Figure 4. Two images from different avatars illustrating the April Fools’ temporary sex position. 
Sources: 3DXChat (right) and 3DXChat X account (left).
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3DXChat was structured under a binary gender model. Players have to choose between 
a female or a male avatar. That said, in 3DXChat female-coded avatars are played by 
people who identify themselves in the spectrum of gender (and sexualities). I observed 
that descriptions of female-coded avatars had more conflations between promiscuity 
(sexual appetite) and submissiveness (sexual power dynamic). In addition, it was not 
less frequent to see these different characteristics being combined with allusions to 
trans, non-normative performances, and genitals.

The tags ‘futanari’ (‘futa’, in short) and ‘shemale’ fall under the umbrella of trans ter
minologies used online and in pornography; their meanings, origins, uses, and effects 
vary. According to Vaught (2023), ‘shemale’ would describe a trans woman with a 
penis marketed in heterosexual porn (see also Pezzutto and Comella 2020). ‘Futanari’ in 
western hentai would refer to ‘hyperfeminine women who have both penis and 
vaginas – intersex, trans femme characters if you will’ (van Engen 2023, 286). It seems 
that both tend to give more weight to the genitalia – having or not having a penis 
and/or vulva. The 3DXChat structure and players’ attitudes are not distant from this. 
Female-coded avatar bodies can receive an attachment of penises, but male-coded 
avatars cannot have their penises removed. This structure opens the possibility for 
more people to relate to the female-coded avatars in a queer and performative way as 
well as being very normative. I interpret the hyper-focus on the genitalia of the avatars, 
along with the overuse of the term ‘futa’ (or ‘shemale’) in association with a sluttiness-sub
missive tendency, to be more aligned to a normative and fetishizing perspective on 
gender-sexuality and play. I saw these mixes and interchangeable uses being more 
widely adopted among players interested in cross-dressing and sissification.

Both Vaught (2023) and van Engen (2023) see a potential for positive and reparative 
readings (Paasonen 2014) for these labels by acknowledging the affective response of 
audiences as a trans and queer fantasy and the possibility of experiencing sexual pleasure. 
Moreover, Dame (2016) discusses the individual and group semantic importance of 
tagging for trans people; and Lee (2014) suggests that queer porn resists being categor
ized. However, these authors also recognize that the dynamics being depicted, the associ
ated tags, and the public responses might not serve the purpose of sexual and bodily 
autonomy but rather extend transmisogyny, fetishization, and derogatory treatment. 
Within 3DXChat, trans-labelled shared virtual environments, such as ‘<3Futacadia < 3| 
Futa Club|All OK’ or ‘Futas & Fems Nude Spa’, are popular and populated by players. None
theless, I am hesitant to suggest 3DXChat as a trans-inclusive environment, and the tags 
reflect this ambivalence.

In the sample, the only sexual orientation tagged was ‘lesbian’, and this should be 
interpreted as being closer to straight porn classifications as ‘hot lesbians’ and ‘girl on 
girl’ (Diamond 2005; Morrison and Tallack 2005; Jackson and Gilbertson 2009; Pham 
2016; Madraga, Nielsen, and Morrison 2018; Meehan 2021), not only because the depic
tion of sex in games tends to be heteronormative (for example, Lankoski, Apperley, 
and Harviainen 2023; Lankoski and Välisalo 2023), but in this sample they were combined 
with ‘blowjob’, ‘deepthroat’, ‘facial’ (cum), and ‘cumshot’.

Only one channel used tags crediting the avatars in the videos. These referred to 
female-coded avatars and a dance group, which were directly connected to the user- 
porn producers if they were not the owners of the animated porn channels. Self-pro
motion is part of the celebration of porn producers’ and performers’ efforts, a way of 
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gaining social capital among 3DXChat players and perhaps among others producing user- 
generated porn online (Saunders 2019).

3DXChat’s multiplayer sex gaming environment

Algorithm tricking through tagging is part of platform acts calling for justice (for example, 
Losh 2019) and self-promotion (Dame 2016; Monea 2022), but when it comes to porn 
content these strategies encounter much criticism – for example, for ‘contaminating’ 
searching results (Monea 2023) or ‘damaging’ businesses and consumers by allowing 
sex-related tags (for example, Tiidenberg 2021). Given the concentration of porn plat
forms in a few companies (Monea 2022) and how they intervene in the tagging infrastruc
ture to their benefit, I argue that most of the tagging on 3DXChat user-generated porn 
tends to be – or becomes – equivalent and invariably tied to pre-set taxonomies.

Optimization of metadata, like search engine optimization (SEO), is part of the history 
of the internet (Bradshaw 2019), and is also of interest to porn companies because their 
business models depend on visibility. Taking Pornhub as an example, the metadata 
emphasized the importance of categories and tags for a better performance on the plat
form and generation of advertising revenue.11 Pornhub acts as a ‘metadata moderator’ 
filtering tags before the video becomes available. In contrast, XVideos does not have 
information about how tagging works on their domain and yet is the seventh domain 
with the most trafficking in the world (Wright, Tokunaga, and Herbenick 2023) with a 
great performance, which can create a favourable context to test their information 
models.

The scalability of porn production and circulation is correlated to technological 
improvements. Since the early 2000s, ‘Internet rules 34 and 35’ prophesized that every
thing has or will have a porn version online, but consumers have to develop their porn 
literacy to know where to find what they are looking for (Monea 2022, 4–6). I became 
porn literate on 3DXChat as a result of my research; I found that players tagged more stra
tegically when they referred to the game and the players because they had to create these 
classifications, and these are the most valuable folksonomy tags. They thus positioned 
their porn content as unique, possibly drawing consumer curiosity and attention.12 All 
channels used ‘3DXChat’ as a tag, including ‘sex game’, ‘3DXChat-sex’, 3DXChat-porn’, 
or the abbreviation ‘3DX’. Players also emphasized the gameness by using 
‘3DXChat-game’ and ‘3DXChat-gameplay’, in case someone is searching for sex games 
or game-related pornography. However, tags referring to players are incomprehensible 
to non-players, as they are part of a niche vocabulary (Dame 2016).

Nonetheless, there is also the possibility for tagging to become more consolidated as a 
porn category that works simultaneously as a ‘niched-mainstream’. For Mazières et al. 
(2014), ‘cartoon’ and ‘hentai’ tags were still very niched clusters in the free porn platforms 
they analyzed. 3DXChat porn falls under the categories of parodies, toon porn (Capino 
2004; Paasonen 2018, 2019; Saunders 2019), game porn, and even machinimas. They 
are mostly user-created pornographies using various software and going against intellec
tual property to express consumers’ sexual imagination by sexually engaging with pro
ducts that do not offer many, if any, sexual possibilities. For example, LEGO porn 
production uses plastic asexual toys and presents a different form of playing or relating 
with the objects (Brownlee 2019). Also, the life simulator The Sims distanced itself from 
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sexual aspects, but players intervened with patches and other modding practices to make 
it closer to what they expect to emulate (Consalvo 2003; Sihvonen 2011).

However, the growth of interest about video games and other popular culture searches 
on porn-platform monopolies like Pornhub might reposition this type of content to main
stream profitable productions. Porn content is susceptible to political, economic, and 
infrastructural interests that are not in the hands of most consumers, even though their 
sexual imaginaries, experiences, and affects are subjected to the porn that fewer 
people want to produce and reproduce (Monea 2022, 149–155).

Sex play in sex games

Sex play virtual setting
The tags that I coded as ‘place’ and Mazières et al. (2014, 88) clustered as ‘context’ are 
some of the taxonomical serializations that Schaschek (2014) identified regarding plots, 
scenarios, and schemes. 3DXChat players used tags mostly connected to Anglo-Saxon 
and Western holidays and festivities, such as Halloween and Christmas. Halloween 
has been characterized by dressing up in customizable garments and playing with 
levels of sexual explicitness that are generally not part of the regular personal display 
(Mackay and Mackay 2020). Christmas has been well explored in pornography 
through parodies, humorous dynamics, and reward or punishment for behaviour, 
among other possibilities. Although the data collection period coincided with these 
holidays, and the game includes people from various cultures, none of the channels 
explored other celebrations as plots or tags.

Various scenarios were used for placing and staging sex. Some appealed to tropes of 
voyeurism, with public places such as beaches and bathrooms (Figure 5).13 Others alluded 
to hidden cameras, which have been criticized because they can be non-consensual 
sexual material (Thompson and Wood 2018; Winter and Salter 2020).

Figure 5. Shared virtual environment bathroom. Source: Author.
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Sex play structure
In a multiplayer online sex environment, I saw players expressing and expecting ease in 
having sexual experiences with more than one player. The tags reflected this interest as 
the most desirable partnerships involved ‘threesome(s)’ or ‘3some(s)’. However, there are 
technical constraints to sexual play. For example, only three avatars can be grouped14

together at a time for sexual animations. The sexual position choices are pre-determined 
by category (e.g. vaginal, anal, foreplay). So, in practice, having multi-partner sexual play is 
more challenging than players wished, and it is more common to see pairs in the 
environment.

Even though tags are not subjected to the game’s technical limitations, the way these 
trios are abbreviated in the game was incorporated in the tags – MMF and FFM.15 Looking 
closer at the data set to see how many videos used ‘threesomes’, ‘MMF’, and FFM’, I found 
11 videos posted by three channels. Following that, I was interested in seeing which other 
tags were associated with these trios, and using the tags given by players – presented in 
italics – I describe three examples (Table 3).

Despite the different partnering combinations and some sexual flexibility, it is still very 
much heterosexual. Looking at sexual playing patterns within the game, I encountered 
more male-coded avatars saying that they do not accept sexual interactions with other 
men participating but prefer to have multiple female partners (FFM) and, if not, 
observe female-only partnering (FF or FFF). A similar restriction was not openly declared 
by female-coded avatars, which seemed ‘sexually flexible’.

The types of sexual actions were coded according to the game structure, distinguishing 
positions as foreplay, oral, vaginal, anal, or fetish. I incorporated tags such as ‘kissing’ 
under ‘foreplay’; ‘licking’, ‘sucking’, and ‘blowing’ under ‘oral’; and any reference to 
touch, friction, or insertion of body parts or objects as ‘masturbation’.16 I added the ‘chat
ting’ code because this is a frequently overlooked game feature and playing practice, 
although it is part of the sexual interactions (for example, Frank 2013).

The most used sexual activity tag was ‘anal’, which received five times more tags than 
‘oral’. The lack of tags to other sexual types might reflect players’ disinterest in specifying 
sexual play that would be seen or are ‘expected’ in pornography. In this sample, vaginal 
sex could be considered implicit into sexual positions tags, for example, ‘missionary’, 
‘doggy style’, ‘cow girl’, and ‘reverse cow girl’. However, there were a couple of tags 
that could or not include vaginal penetration, as in the cases of ‘double penetration’, 
‘spit roast’, and ‘full nelson’. Moreover, anal sex and pleasure are surrounded by myths 

Table 3. Description of tags used in three videos mentioning threesomes, FFM, and MMF.
Two female and one male (FFM) Two male and one female (MMF) Combination

In 3DXChat, a threesome with two 
female avatars and one male-coded 
avatar (FFM) happens. Their sexual 
play includes anal, blowjob, and 
pussy-licking. There is a cum 
ejaculation on the facial area. 
At least one of the avatars is blonde

In 3DXChat, a hardcore and rough, 
interracial threesome involving two 
male avatars and one female-coded 
avatar (MMF) happens. Their sexual 
play involves deepthroat, anal, spit 
roast, cum, creampie, and fart. 
The following characteristics were 
added about the avatar (or avatars): 
petite and redhead

In 3DXChat, an orgy happens on a 
beach. Groups include two female 
and one male-coded avatar (FFM) 
and two male and one female- 
coded avatar (MMF). They include 
blowjob and cum

Note: Tags given by players are presented in italics. 
Source: Author.
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and misinformation and exploited by pornography (Taormino 2006). Virtual environments 
are ideal scenarios for these interactions being affectively charged as acts of transgression 
and naughtiness.

Sexual positions were the category with the second most tags overall in this sample. 
‘Blowjob’, ‘deepthroat’, ‘doggystyle’, and ‘double penetration’ were the top tags across 
channels; ‘blowjob’ was the only sexual position that all the channels used and the 
most used position. This concentration of a few tags is a pattern aligning with Mazières 
et al. (2014).

Sexual intensity was ‘hardcore’ and ‘rough’, referring to the repetition of looped anima
tions that can be controlled inside the game with a slide bar. These tags were more fre
quently connected to oral, anal, and masturbatory sexual acts and the sexual positions 
‘blowjobs’, ‘deepthroat’, and ‘doggystyle’. In this sample, 21 of 112 videos used the com
bination of oral sexual positions and intensity. All operate in the serialization of the exces
sive qualities of porn (Williams 1999).

The correlation between sexual positions and orientations with partnership tags 
suggests that penetrative (female–male) sex including at least one male for one or 
more females was predominant. Femdom included both female–male (pegging) and 
female–female interactions. Penetrative female–female interactions are pornographically 
complex because they can be perceived as heteroporn (Jackson and Gilbertson 2009) and 
as inclusive of lesbian, queer, and other sexuality manifestations (Reich 1992; Hamming 
2001; Butler 2004; Beirne 2008; Das 2014; Robinson 2018; Comella 2019; Jones 2021; Wil
liams, Coto, and Berkowitz 2023).

Orgasms and ejaculation
Coding orgasms and ejaculations served as a parameter for analyzing depiction and audi
ence engagement in porn (Lebedíková 2022). In my sample, players conflated orgasms 
with ejaculation. Tagging either the act of ejaculation or the fluids involved were impor
tant for stressing not only the sexual acts but also the pleasure felt by avatars, players, and 
perhaps spectators.

Cumshot tags were very relevant for all channels, being expected to spread 
around the female avatars’ facial, vaginal, and anal areas in accordance with porn aes
thetics (for example, Williams 1999; Attwood 2007). Cumshots are part of rhythmic 
patterns of arousal structuring serialization through multiple stages, including an 
end to an experience (Schaschek 2014, 50). Cumshots were implemented in the 
game soon after its launch and technically improved two years later. They are acti
vated by players through a clickable sex effect button and used for visual and sym
bolic communication. Moreover, the game’s announcements aligned with players’ 
tagging preferences – oral sex on a male avatar with a penis followed by ejaculation 
into and onto a female avatar. Such ejaculatory iconography leaves out other possible 
bodies (Edelman 2015; Jones 2021) and non-heteronormative sexual interactions in 
the game.

Unlike cumshots, squirting was not announced by the game company at any point but 
has the same mechanical activation and symbolic meaning. It is a fast, watery splash of 
animation coming off a body with vulva, barely captured in a single frame or through 
screen captures, receiving four times fewer tags than ‘cumshot’. However, my ethnogra
phy revealed that squirting was very common and valuable in 3DXChat sexual play.
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Fetish, kinks, objects, and sex work
Because of technical limitations and porn conventions, I categorized partnerships with 
three or more avatars and group interactions under fetishes and kinks. The relevant 
tags were ‘gangbangs’, ‘orgies’, ‘cuckold’, ‘cheating’, and ‘swingers’. Power exchange 
was tagged under ‘domination’; ‘femdom’ was the most used. There were no tags for sub
mission or switching. ‘Femdom’ can have multiple readings in porn taxonomies and 
3DXChat contexts, but the multi-partner interactions of swingers in the game are 
similar to Harviainen and Frank’s (2018) lifestyle discussions. Sexual play for swingers in 
physical and digital environments is subjected to non-spontaneous, organized, con
strained settings for partner exchanges. I found a couple of members of a swinger 
group, but I was informed that their activities were put on hold because the organizers 
were not playing anymore.

Dynamics involving organic fluids like urine, blood, and faeces have to be adapted in 
3DXChat. For example, the tag ‘water sports’, alluding to urine, can be represented by acti
vation of the squirting effect because it offers a visual illusion of urine. Moreover, porn 
involving squirting has been subject to restrictions for going against obscenity legis
lations (Straayer 2004; Schaschek 2014, 169; Monea 2022, 150), and is still surrounded 
by considerable curiosity, confusion, desire (for learning how to achieve it), and 
medical scrutiny (Påfs 2023).

Specific sexual objects were tagged; some had to be constructed and adapted by 
players. Straps17 in 3DXChat are made of underwear to which an object with the shape 
and appearance of an erected penis is attached. According to the game structure, 
straps were to be used by female avatars. They were displayed on the right side of the 
screen interface with these options: off, penis, strap-on 1, and strap-on 2. In some 
sexual positions involving two to three female avatars, these straps were automatically 
added for penetration. Even though they can be removed later, the addition opens the 
possibility to a phallocentric reading because of the ideas associated with the strap-on 
as well as the structural limitations to the mobility of avatars bodies and lack of sexual 
position that involve digital penetration, for example.

The inclusion of some sexual toys in pornography for female–female interactions 
(e.g. strap-on and dildo) has been controversial. Some people assign mostly negative 
values to these objects for their resemblance of penis and phallocentric ideas, 
whereas others see them as having multiple meanings and ultimately offering propor
tionate pleasurable and inclusive (gender and disability) ways to have sexual inter
actions (Reich 1992; Hamming 2001; Das 2014; Schaschek 2014, 147; Robinson 2018; 
Jones 2021; Williams, Coto, and Berkowitz 2023). The same reservations and celebra
tions apply to the playing environment.

All channels used at least one tag referring to sex work (e.g. ‘paid sex’, ‘escorting’). 
However, there is a clear distinction behind the rationale and motivations in tagging 
3DXChat animated porn and online porn that is posted on the same porn platform 
(XVideos). Whereas animated porn incorporates some of the porn logic to remain 
under a genre of audiovisual production of sexual material, it does not have the same 
pressure to reach successful metrics. Players’ income does not depend on their animated 
porn production, unlike that of sex workers. To some players, sexual labour is a form of 
sexual play.
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The players engaging in sex work play are mostly female-coded; the few male-coded 
avatars partake if they are part of a group (Figure 6). Poles might not be exclusive to sex 
work, but players use them to attract and select play partners. They can also be used for 
self-entertainment, although I did not see male avatars doing that. Moreover, my intro
duction presented Blowjobkate, who wanted to be a ‘pornstar’ – another sex work- 
related tag. Porn industry practices and plots like ‘cast’ are easy to recreate within 
3DXChat, allowing players to present themselves as upcoming pornstars – presented as 
any labour in or related to the entertainment industry (Esch and Mayer 2007) and as a 
desirable alternative merging multiple roles through sexual experiences (see Schaschek 
[2014] on Dana DeArmond).

Conclusion

This study explored the tagging practices of 3DXChat players to better understand how 
user-generated pornography is positioned on XVideos and its relation to porn conven
tions. The qualitative analysis examined a sample of 116 tags from 112 videos of 
3DXChat players producing porn in the game. It suggests that their tagging was mostly 
based on consolidated porn conventions and less on folksonomies, which were more 
evident when they referred to the game (3DXChat) and certain players or groups. Still, 
this kind of folksonomy was not so strategic or detached from the norm. Moreover, the 
information organization within platforms redirects consumers towards what is more 
popular, visible, and easy to categorize (e.g. with the suggestion of ‘similar to’ content). 
Consequently, social practices such as folksonomy tend to have less impact, depending 
more on consumers’ proximity to certain communities, as in the case of 3DXChat 
players. Thus, social tagging is in the in-between stage of ‘niched-mainstream’.

Figure 6. Group performance on a fire truck with three male avatars as firefighters. Source: Author.
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The use of pre-set XVideos tags without taking more strategic approaches to gain visibility 
and even be featured on the main (landing) pages could be reconsidered by, for example, 
exploring the popularity of game characters and films among consumers, which was 
poorly done with few tags. Therefore, this sample exemplified the relevance of serialization 
for pornography as a genre, sexual script, and playing imaginary. I explored how people 
engage in sexual play with others online in various ways, including interracial interactions, 
exploitation of hyperboles, focus on youth, cis-male ejaculation, and mostly heterosexual per
spectives about sex and sexuality, which are compatible with the current sex-tech structure.

Notes

1. I maintain the user profile and original video title. There has not been any activity for more 
than five years, and the profile was fabricated. For example, the watermark on the side indi
cates that the profile image was stolen from an actual but unidentifiable site.

2. I had not had the chance to interview the players who produce animated porn while I was 
conducting my research. Moreover, the materials I found produced by them did not 
include any information that could clarify the reasoning for using this platform over others.

3. While reviewing this article in July 2024, Pornhub informed that there were 178 results for the 
keyword ‘3DXChat’. https://archive.is/ypF9s (captured on July 21, 2024).

4. https://archive.is/6RCxi (captured on July 21, 2024).
5. I managed to re-access them, as I had their original link, but I could not find on XVideos or 

XNXX information that could explain how a video could still be accessible using the link 
even though it was removed from the channels. For comparison, it would be somewhat 
similar to finding and being able to watch an unlisted video on YouTube.

6. Not all the videos had information about the approval rate and number of viewers.
7. The profile has pre-set information categories that players can fill, and age is one of them. 

None of them are obligatory, but some have restrictions.
8. 3DXChat players did not include any tags in their videos that could be interpreted as related 

to whiteness. In addition, throughout my research, I have been surrounded by ‘shades of 
tanned’ avatars, which I recognize as part of the racial passing possibilities and problematics 
of virtual settings (for example, Nakamura 2002). An in-depth analysis of the racial, ethnic, and 
national avatar creation and population in this sex game could be the subject of another 
publication.

9. I disagree with the idea that racialized dynamics in porn are more significant within the US 
porn context and production than elsewhere.

10. The sexual position (sport) prank was part of the build update 412 from April 2020. Besides 
the penis, no other characteristics of the avatars are modified.

11. https://www.pornhub.com/blog/crash-course-categories-and-tags; https://www.pornhub. 
com/blog/crash-course-how-to-use-metadata-tags-categories; and https://www.pornhub. 
com/blog/tip-6-of-10-optimize-metadata.

12. As an example, see Pornhub’s trend reports.
13. 3DXChat has a moving camera, so every sexual play happening in shared environments is 

potentially visible to all the other players in the same space.
14. The sexual positions in a multiplayer setting are only visible after mutual consent for avatar 

pairing. Both players also have to agree on alternate positions. The partnerships and ani
mated sexual interaction can be ended at any point if one of the pair chooses to do so.

15. The game allows the combination of three avatars from the same gender, and this option 
could amplify sexual dynamics that are not favouring heteronormativity. However, none of 
the videos used the tags FFF and MMM.

16. Masturbation or solo play does not require a partner.
17. In 3DXChat, there are no sex toys (plugs, vibrators, etc.) to be used in sexual play as animated 

objects.

16 M. A. CAETANO

https://archive.is/ypF9s
https://archive.is/6RCxi
https://www.pornhub.com/blog/crash-course-categories-and-tags
https://www.pornhub.com/blog/crash-course-how-to-use-metadata-tags-categories
https://www.pornhub.com/blog/crash-course-how-to-use-metadata-tags-categories
https://www.pornhub.com/blog/tip-6-of-10-optimize-metadata
https://www.pornhub.com/blog/tip-6-of-10-optimize-metadata


Disclosure statement

No potential conflict of interest was reported by the author.

Funding

This work was supported by Opetushallitus [TM-19-11160]; Research Council of Finland [26080632 
PI: Susanna Paasonen Sexuality and Play in Media Culture]; Suomen Kulttuurirahasto [00210210, 
00220152 and 00230228].

ORCID

Mayara Araujo Caetano http://orcid.org/0000-0003-4811-0447

References

Attwood, Feona. 2007. ‘No Money Shot? Commerce, Pornography and New Sex Taste Cultures.’ 
Sexualities 10 (4): 441–456. doi:10.1177/1363460707080982.

Beirne, Rebecca. 2008. ‘Dressing Up, Strapping On, and Stripping Off: Contemporary Lesbian 
Pornographic Cultural Production.’ In Chap. 5 Lesbians in Television and Text after the 
Millennium, 135–165. New York: Palgrave Macmillan US. doi:10.1057/9780230615014_5.

Bradshaw, Samantha. 2019. ‘Disinformation Optimised: Gaming Search Engine Algorithms to 
Amplify Junk News.’ Internet Policy Review 8 (4): 1–24. doi:10.14763/2019.4.1442.

Brownlee, Shannon. 2019. ‘LEGO Porn: Phallic Pleasure and Knowledge.’ In Cultural Studies of LEGO, 
edited by Rebecca C. Hains and Sharon R. Mazzarella, 197–219. Switzerland: Palgrave Macmillan 
Cham. doi:10.1007/978-3-030-32664-7_9.

Bury, Rhiannon and Lee Easton. 2024. ‘“Who Can Handle a True BBC?”: Masculinities, Race and Dick 
Pic Sharing on Reddit.’ Porn Studies 1–17. doi:10.1080/23268743.2023.2287459.

Butler, Heather. 2004. ‘What Do You Call a Lesbian with Long Fingers? The Development of Lesbian 
and Dyke Pornography.’ In Porn Studies, edited by Linda Williams, 167–197. Durham: Duke 
University Press.

Caminhas, Lorena. 2023. ‘The Politics of Algorithmic Rank Systems in the Brazilian Erotic Webcam 
Industry.’ Porn Studies 10 (2): 174–190. doi:10.1080/23268743.2022.2083661.

Capino, José B. 2004. ‘Filthy Funnies: Notes on the Body in Animated Pornography.’ Animation 1: 53– 
72. http://www.pifpaf.cz/en/filthy-funnies-notes-on-the-body-in-animated-pornography.

Comella, Lynn. 2019. ‘When Is a Dildo Just a Dildo?’ Contexts 18 (1): 69–71. doi:10.1177/ 
1536504219830682.

Consalvo, Mia. 2003. ‘It’s a Queer World After All: Studying The Sims and Sexuality.’ Glaad Center for 
the study of Media & Society. https://spartan.ac.brocku.ca/~tkennedy/COMM/Consalvo2003.pdf.

Cruz, Ariane. 2015. ‘Beyond Black and Blue: BDSM, Internet Pornography, and Black Female 
Sexuality.’ Feminist Studies 41 (2): 409–436. Doi: 10.15767/feministstudies.41.2.409.

Dame, Avery. 2016. ‘Making a Name for Yourself: Tagging as Transgender Ontological Practice on 
Tumblr.’ Critical Studies in Media Communication 33 (1): 23–37. doi:10.1080/15295036.2015. 
1130846.

Das, Arpita. 2014. ‘The Dildo as a Transformative Political Tool: Feminist and Queer Perspectives.’ 
Sexuality & Culture 18 (3): 688–703. doi:10.1007/s12119-013-9205-2.

Diamond, Lisa M. 2005. ‘‘I’m Straight, but I Kissed a Girl’: The Trouble with American Media 
Representations of Female-Female Sexuality.’ Feminism & Psychology 15 (1): 104–110. doi:10. 
1177/0959353505049712.

Edelman, Elijah A. 2015. ‘The Cum Shot: Trans Men and Visual Economies of Ejaculation.’ Porn Studies 
2 (2–3): 150–160. doi:10.1080/23268743.2015.1056632.

Electronic Arts. 2000. The Sims. PC.

PORN STUDIES 17

http://orcid.org/0000-0003-4811-0447
https://doi.org/10.1177/1363460707080982
https://doi.org/10.1057/9780230615014_5
https://doi.org/10.14763/2019.4.1442
https://doi.org/10.1007/978-3-030-32664-7_9
https://doi.org/10.1080/23268743.2023.2287459
https://doi.org/10.1080/23268743.2022.2083661
http://www.pifpaf.cz/en/filthy-funnies-notes-on-the-body-in-animated-pornography
https://doi.org/10.1177/1536504219830682
https://doi.org/10.1177/1536504219830682
https://spartan.ac.brocku.ca/~tkennedy/COMM/Consalvo2003.pdf
https://doi.org/10.15767/feministstudies.41.2.409
https://doi.org/10.1080/15295036.2015.1130846
https://doi.org/10.1080/15295036.2015.1130846
https://doi.org/10.1007/s12119-013-9205-2
https://doi.org/10.1177/0959353505049712
https://doi.org/10.1177/0959353505049712
https://doi.org/10.1080/23268743.2015.1056632


Esch, Kevin and Vicki Mayer. 2007. ‘How Unprofessional: The Profitable Partnership of Amateur Porn 
and Celebrity Culture.’ In Pornification: Sex and Sexuality in Media Culture, edited by Susanna 
Paasonen, Kaarina Nikunen and Laura Saarenmaa, 99–111. Oxford and New York: Berg Publisher.

Frank, Katherine. 2013. Plays Well in Groups: A Journey through the World of Group Sex. Lanham: 
Rowman & Littlefield Publishers Inc.

franzke, A. S., A. Bechmann, M. Zimmer, C. Ess and the Association of Internet Researchers. 2020. 
Internet Research: Ethical Guidelines 3.0. https://aoir.org/reports/ethics3.pdf.

Godoy, Daniela and Alejandro Corbellini. 2016. ‘Folksonomy-Based Recommender Systems: A State- 
of-the-Art Review.’ International Journal of Intelligent Systems 31 (4): 314–346. Doi: 10.1002/int. 
21753.

Hamming, Jeanne E. 2001. ‘Dildonics, Dykes and the Detachable Masculine.’ The European Journal of 
Women’s Studies 8 (3): 329–341. doi:10.1177/135050680100800305.

Harviainen, J. Tuomas and Katherine Frank. 2018. ‘Group Sex as Play: Rules and Transgression in 
Shared Non-Monogamy.’ Games and Culture 13 (3): 220–239. doi:10.1177/1555412016659835.

Jackson, Sue and Tamsyn Gilbertson. 2009. ‘‘Hot Lesbians’: Young People’s Talk About 
Representations of Lesbianism.’ Sexualities 12 (2): 199–224. doi:10.1177/1363460708100919.

Jones, Angela. 2021. ‘Cumming to a Screen Near You: Transmasculine and Non-Binary People in the 
Camming Industry.’ Porn Studies 8 (2): 239–254. doi:10.1080/23268743.2020.1757498.

Keilty, Patrick and Gregory Leazer. 2014. ‘What Porn Says to Information Studies: The Affective Value 
of Documents, and the Body in Information Behavior.’ Proceedings of the American Society for 
Information Science and Technology 51 (1): 1–11. doi:10.1002/meet.2014.14505101067.

Kosciesza, Aiden James. 2023. ‘Doing Gender in Game Spaces: Transgender and Non-Binary Players’ 
Gender Signalling Strategies in Online Games.’ New Media & Society. Advance online publication. 
doi:10.1177/14614448231168107.

Lankoski, Petri, Thomas Apperley and J. Tuomas Harviainen. 2023. ‘Platform-Produced 
Heteronormativity: A Content Analysis of Adult Videogames on Patreon.’ Games and Culture 18 
(1): 102–123. doi:10.1177/15554120221084453.

Lankoski, Petri and Tanja Välisalo. 2023. Pornographic Games on Steam: Genres, Modes, and Milieus. 
Proceedings of DiGRA 2023. https://dl.digra.org/index.php/dl/article/view/1934.

Lebedíková, Michaela. 2022. ‘How Much Screaming Is an Orgasm: The Problem with Coding Female 
Climax.’ Porn Studies 9 (2): 208–223. doi:10.1080/23268743.2022.2034523.

Lee, Jiz and Kriss Lowrance. 2023. ‘The Trouble with Tagging: A Queer Porn Company Tussles to Find 
the Right Words.’ Porn Studies 1–7. doi:10.1080/23268743.2023.2221261.

Lee, Jiz. 2014. ‘Uncategorized: Genderqueer Identity and Performance in Independent and 
Mainstream Porn.’ In The Feminist Porn Book: The Politics of Producing Pleasure, edited by 
Tristan Taormino, Celine P. Shimizu, Constance Penley and Mireille Miller-Young, 273–278. 
New York: Feminist Press.

Linden Lab. 2003. Second Life. PC.
Losh, Elizabeth. 2019. Hashtag. London: Bloomsbury Academic. doi:10.5040/9781501344305.
Mackay, James and Polina Mackay. 2020. ‘NDNGirls and Pocahotties: Native American and First 

Nations Representation in Settler Colonial Pornography and Erotica.’ Porn Studies 7 (2): 168– 
186. doi:10.1080/23268743.2019.1695538.

Madraga, Michaela, Elly-Jean Nielsen and Todd G. Morrison. 2018. ‘‘You Do You’ Feminism: Lesbian, 
Bisexual, and Queer Women’s Perspectives on the Dildo.’ Sexuality & Culture 22: 1010–1018. 
doi:10.1007/s12119-018-9507-5.

Martey, Rosa Mikeal, Jennifer Stromer-Galley, Jaime Banks, Jingsi Wu and Mia Consalvo. 2014. ‘The 
Strategic Female: Gender-Switching and Player Behavior in Online Games.’ Information, 
Communication & Society 17 (3): 286–300. doi:10.1080/1369118X.2013.874493.

Mazières, Antoine, Trachman Mathieu, Jean-Philippe Cointet, Baptiste Coulmont and Christophe 
Prieur. 2014. ‘Deep Tags: Toward a Quantitative Analysis of Online Pornography.’ Porn Studies 
1 (1–2): 80–95. doi:10.1080/23268743.2014.888214.

Meehan, Claire. 2021. ‘“Lesbian Porn. Anything Girl on Girl”: Young Women’s Understandings of 
Their Engagement with Lesbian Porn.’ Porn Studies 8 (1): 21–38. doi:10.1080/23268743.2020. 
1756389.

18 M. A. CAETANO

https://aoir.org/reports/ethics3.pdf
https://doi.org/10.1002/int.21753
https://doi.org/10.1002/int.21753
https://doi.org/10.1177/135050680100800305
https://doi.org/10.1177/1555412016659835
https://doi.org/10.1177/1363460708100919
https://doi.org/10.1080/23268743.2020.1757498
https://doi.org/10.1002/meet.2014.14505101067
https://doi.org/10.1177/14614448231168107
https://doi.org/10.1177/15554120221084453
https://dl.digra.org/index.php/dl/article/view/1934
https://doi.org/10.1080/23268743.2022.2034523
https://doi.org/10.1080/23268743.2023.2221261
https://doi.org/10.5040/9781501344305
https://doi.org/10.1080/23268743.2019.1695538
https://doi.org/10.1007/s12119-018-9507-5
https://doi.org/10.1080/1369118X.2013.874493
https://doi.org/10.1080/23268743.2014.888214
https://doi.org/10.1080/23268743.2020.1756389
https://doi.org/10.1080/23268743.2020.1756389


Miller-Young, Mireille. 2005. ‘Interventions: The Deviant and Defiant Art of Black Women Porn 
Directors.’ In The Feminist Porn Book: The Politics of Producing Pleasure, edited by Tristan 
Taormino, Celine P. Shimizu, Constance Penley and Mireille Miller-Young, 105–120. New York: 
Feminist Press.

Monea, Alex. 2022. The Digital Closet: How the Internet Became Straight. Cambridge: The MIT Press.
Monea, Alex. 2023. ‘I Know It When I See It: The Heteronormativity of Google’s SafeSearch.’ Porn 

Studies 10 (2): 135–153. doi:10.1080/23268743.2022.2086163.
Morrison, Todd G. and Dani Tallack. 2005. ‘Lesbian and Bisexual Women’s Interpretations of Lesbian 

and Ersatz Lesbian Pornography.’ Sexuality & Culture 9 (2): 3–30. doi:10.1007/s12119-005-1005-x.
Nakamura, Lisa. 2002. Cybertypes: Race, Ethnicity, and Identity on the Internet. London and New York: 

Routledge.
Paasonen, Susanna. 2014. ‘Between Meaning and Mattering: On Affect and Porn Studies.’ Porn 

Studies 1 (1–2): 136–142. doi:10.1080/23268743.2014.880225.
Paasonen, Susanna. 2018. ‘The Affective and Affectless Bodies of Monster Toon Porn.’ In Sex in the 

Digital Age, edited by Paul G. Nixon and Isabel K. Düsterhöft, 10–24. London and New York: 
Routledge.

Paasonen, Susanna. 2019. ‘Monstrous Resonances: Affect and Animated Pornography.’ In How to Do 
Things with Affects: Affective Triggers in Aesthetic Forms and Cultural Practices, edited by Ernst van 
Alphen and Tom Jirsa, 143–162. Leiden: Konninklijke Brill NV. doi:10.1163/9789004397712_009.

Paasonen, Susanna and Annamari Vänskä. 2022. ‘Pervot karvat?’ SQS – Suomen Queer-tutkimuksen 
Seuran lehti 16 (1): 1–16. doi:10.23980/sqs.121875.

Påfs, Jessica. 2023. ‘A Sexual Superpower or a Shame? Women’s Diverging Experiences of Squirting/ 
Female Ejaculation in Sweden.’ Sexualities 26 (1–2): 180–194. doi:10.1177/13634607211041095.

Pezzutto, Sophie and Lynn Comella. 2020. ‘Trans Pornography: Mapping an Emerging Field.’ 
Transgender Studies Quarterly 7 (2): 152–171. doi:10.1215/23289252-8141985.

Pham, Janelle M. 2016. ‘The Limits of Heteronormative Sexual Scripting: College Student 
Development of Individual Sexual Scripts and Descriptions of Lesbian Sexual Behavior.’ 
Frontiers in Sociology 1: 1–10. doi:10.3389/fsoc.2016.00007.

Price, Ludi and Lynn Robinson. 2021. ‘Tag Analysis as a Tool for Investigating Information Behaviour: 
Comparing Fan-Tagging on Tumblr, Archive of Our Own and Etsy.’ Journal of Documentation 77 
(2): 320–358. doi:10.1108/JD-05-2020-0089.

Rafferty, Pauline. 2018. ‘Tagging.’ Knowledge Organization 45 (6): 500–516. doi:10.5771/0943-7444- 
2018-6-500.

Rama, Ilir, Lucia Bainotti, Alessandro Gandini, Giulia Giorgi, Silvia Semenzin, Claudio Agosti, Giulia 
Corona and Salvatore Romano. 2023. ‘The Platformization of Gender and Sexual Identities: An 
Algorithmic Analysis of Pornhub.’ Porn Studies 10 (2): 154–173. doi:10.1080/23268743.2022. 
2066566.

Reich, June L. 1992. ‘Genderfuck: The Law of the Dildo.’ Discourse 15 (1): 112–127. http://www.jstor. 
org/stable/41389251.

Robinson, Sophie. 2018. ‘The New Lesbian Sexual Revolution: Lesbian Sex Radicals in Sydney during 
the 1980s and 1990s.’ Australian Historical Studies 49 (4): 441–456. doi:10.1080/1031461X.2018. 
1522654.

Saunders, Rebecca. 2023. ‘Sex Tech, Sexual Data and Materiality.’ Porn Studies 10 (2): 120–134. 
doi:10.1080/23268743.2023.2194320.

Saunders, Rebecca. 2019. ‘Computer-Generated Pornography and Convergence: Animation and 
Algorithms as New Digital Desire.’ Convergence 25 (2): 241–259. doi:10.1177/1354856519833591.

Schaschek, Sarah. 2014. Pornography and Seriality: The Culture of Producing Pleasure. New York: 
Palgrave Macmillan. doi: 10.1057/9781137359384.

SexGame Devil. 2012. 3DXChat. PC.
Sihvonen, Tanja. 2011. Players Unleashed!: Modding The Sims and the Culture of Gaming. Amsterdam: 

Amsterdam University Press.
Stegeman, Hanne M., Olav Velthuis, Emilija Jokubauskaitė and Thomas Poell. 2023. 

‘Hypercategorization and Hypersexualization: How Webcam Platforms Organize Performers 
and Performances.’ Sexualities 0(0): 1–19. doi: 10.1177/13634607231170174.

PORN STUDIES 19

https://doi.org/10.1080/23268743.2022.2086163
https://doi.org/10.1007/s12119-005-1005-x
https://doi.org/10.1080/23268743.2014.880225
https://doi.org/10.1163/9789004397712_009
https://doi.org/10.23980/sqs.121875
https://doi.org/10.1177/13634607211041095
https://doi.org/10.1215/23289252-8141985
https://doi.org/10.3389/fsoc.2016.00007
https://doi.org/10.1108/JD-05-2020-0089
https://doi.org/10.5771/0943-7444-2018-6-500
https://doi.org/10.5771/0943-7444-2018-6-500
https://doi.org/10.1080/23268743.2022.2066566
https://doi.org/10.1080/23268743.2022.2066566
http://www.jstor.org/stable/41389251
http://www.jstor.org/stable/41389251
https://doi.org/10.1080/1031461X.2018.1522654
https://doi.org/10.1080/1031461X.2018.1522654
https://doi.org/10.1080/23268743.2023.2194320
https://doi.org/10.1177/1354856519833591
https://doi.org/10.1057/9781137359384
https://doi.org/10.1177/13634607231170174


Straayer, Chris. 2004. ‘The Seduction of Boundaries: Feminist Fluidity in Annie Sprinkle’s Art/ 
Education/Sex.’ In Chap. 19 More Dirty Looks: Gender, Pornography and Power, edited by 
Pamela Church Gibson, 224–236. London: British Film Institute.

Sundén, Jenny and Malin Sveningsson. 2011. Gender and Sexuality in Online Game Culture: 
Passionate Play. New York: Routledge. doi:10.4324/9780203143148.

Taormino, Tristan. 2006. The Ultimate Guide to Anal Sex for Women. 2nd edition. Hoboken: Cleiss 
Press.

Thompson, Chrissy and Mark A. Wood. 2018. ‘A Media Archaeology of the Creepshot.’ Feminist 
Media Studies 18 (4): 560–574. doi:10.1080/14680777.2018.1447429.

Tiidenberg, Katrin. 2021. ‘Sex, Power and Platform Governance.’ Porn Studies 8 (4): 381–393. doi:10. 
1080/23268743.2021.1974312.

Tyson, Gareth, Yehia Elkhatib, Nishanth Sastry and Steve Uhlig. 2013. ‘Demystifying Porn 2.0: A Look 
into a Major Adult Video Streaming Website.’ Proceedings of the 2013 Conference on Internet 
Measurement Conference, 417–426. doi:10.1145/2504730.2504739.

Tyson, Gareth, Yehia Elkhatib, Nishanth Sastry and Steve Uhlig. 2016. ‘Measurements and Analysis of 
a Major Adult Video Portal.’ ACM Transactions on Multimedia Computing Communications and 
Applications 12 (2): 1–25. doi:10.1145/2854003.

van Engen, Dagmar. 2023. ‘Trans/Pacific Entanglements: Japanese Tentacle Porn in American 
Internet Culture.’ In The Routledge Companion to Gender and Science Fiction, edited by Lisa 
Yaszek, Sonja Fritzsche, Keren Omry and Wendy G. Pearson, 283–291. London and New York: 
Taylor & Francis Group. doi:10.4324/9781003082934.

Vaught, Emerald. 2023. ‘Saturated Femininities: Trans Women in Porn Beyond the Shemale.’ Porn 
Studies 1–14. doi:10.1080/23268743.2023.2267603.

Walker, Andrea, David A. Makin and Amber L. Morczek. 2016. ‘Finding Lolita: A Comparative Analysis 
of Interest in Youth-Oriented Pornography.’ Sexuality & Culture 20 (3): 657–683. doi:10.1007/ 
s12119-016-9355-0.

Watson, Brian M. 2021. ‘A Finding Aid to the Pornographic Imaginary: Implications of Amateur 
Classifications on/by Reddit’s NSFW411.’ Porn Studies 8 (2): 201–223. doi:10.1080/23268743. 
2020.1830590.

Wysocki, Matthew and Evan W. Lauteria. 2015. Rated M for Mature: Sex and Sexuality in Video Games. 
New York, NY: Bloomsbury Academic.

Whitehouse, Kayson, Michael Hitchens and Nicole Matthews. 2023. ‘Trans* and Gender Diverse 
Players: Avatars and Gender-Alignment.’ Entertainment Computing 47: 1–12. doi:10.1016/j. 
entcom.2023.100584.

Williams, D. J., Lynnette Coto and Dana Berkowitz. 2023. ‘“It’s Absolutely Intense, and I Love It!” A 
Qualitative Investigation of “Pegging” as Leisure.’ Leisure Sciences 1–15. doi:10.1080/01490400. 
2023.2226669.

Williams, Linda. 1999. Hardcore: Power, Pleasure, and the “Frenzy of the Visible”. Berkley and Los 
Angeles: University of California Press.

Williams, Linda. 2004. ‘Skin Flicks on the Racial Border: Pornography, Exploitation, and Interracial 
Lust.’ In Porn Studies, edited by Linda Williams, 271–308. Durham: Duke University Press.

Winter, Rachel and Anastasia Salter. 2020. ‘DeepFakes: Uncovering Hardcore Open Source on 
GitHub.’ Porn Studies 7 (4): 382–397. doi:10.1080/23268743.2019.1642794.

Wong, Cameron, Yo-Der Song and Aniket Mahanti. 2020. ‘YouTube of Porn: Longitudinal 
Measurement, Analysis, and Characterization of a Large Porn Streaming Service.’ Social 
Network Analysis and Mining 10 (62): 1–19. doi:10.1007/s13278-020-00661-8.

Wright, Paul J., Robert Tokunaga and Debby Herbenick. 2023. ‘But Do Porn Sites Get More Traffic 
than Tiktok, Openai, and Zoom?’ The Journal of Sex Research 60 (6): 763–767. doi:10.1080/ 
00224499.2023.222069.

Yu, Raymond, Callan Christophersen, Yo-Der Song and Aniket Mahanti. 2019. ‘Comparative Analysis 
of Adult Video Streaming Services: Characteristics and Workload.’ 2019 Network Traffic 
Measurement and Analysis Conference (TMA), Paris, France, 49–56. doi:10.23919/TMA.2019. 
8784688.

20 M. A. CAETANO

https://doi.org/10.4324/9780203143148
https://doi.org/10.1080/14680777.2018.1447429
https://doi.org/10.1080/23268743.2021.1974312
https://doi.org/10.1080/23268743.2021.1974312
https://doi.org/10.1145/2504730.2504739
https://doi.org/10.1145/2854003
https://doi.org/10.4324/9781003082934
https://doi.org/10.1080/23268743.2023.2267603
https://doi.org/10.1007/s12119-016-9355-0
https://doi.org/10.1007/s12119-016-9355-0
https://doi.org/10.1080/23268743.2020.1830590
https://doi.org/10.1080/23268743.2020.1830590
https://doi.org/10.1016/j.entcom.2023.100584
https://doi.org/10.1016/j.entcom.2023.100584
https://doi.org/10.1080/01490400.2023.2226669
https://doi.org/10.1080/01490400.2023.2226669
https://doi.org/10.1080/23268743.2019.1642794
https://doi.org/10.1007/s13278-020-00661-8
https://doi.org/10.1080/00224499.2023.222069
https://doi.org/10.1080/00224499.2023.222069
https://doi.org/10.23919/TMA.2019.8784688
https://doi.org/10.23919/TMA.2019.8784688

	Abstract
	Introduction
	Methodology
	Data collection
	Coding scheme

	Results and discussion
	Players in sex avatars
	3DXChat’s multiplayer sex gaming environment
	Sex play in sex games
	Sex play virtual setting
	Sex play structure
	Orgasms and ejaculation
	Fetish, kinks, objects, and sex work


	Conclusion
	Notes
	Disclosure statement
	ORCID
	References

