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Abstract

This study examines which pornographic games are popular on Steam and identifies
what players consider to be features of a good pornographic game. The analysis draws
on Steam user reviews and genre folk taxonomy drawn from the f95zone database.
Game popularity is determined by review scores and counts; these correlate with
sales figures, and the combined review counts are used to map genre prevalence
and popularity. Steam reviews and genre descriptors are analyzed using structural
topic modeling to identify recurring patterns and content themes. The findings
show that popular pornographic games on Steam predominantly follow heteronorma-
tive pornoscripts, centering male player perspectives and conventional sexual prac-
tices. At the same time, a subset of successful games foreground transgressive and
taboo content, including monster sex. Across both patterns, pornographic conven-
tions are closely integrated with established game and story conventions, particularly
those of narrative-driven genres such as visual novels and role-playing games.
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Introduction

In the mid-2020s, a growing number of pornographic games have been published and
made discoverable on Steam (a mainstream digital marketplace that distributes games
across all genres). While porn games historically have been distributed via specialized plat-
forms such as Nutaku, their increasing presence on Steam has brought porn games to a
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mainstream marketplace, raising the visibility and discoverability of these games.
Moreover, the online porn industry has been growing from USD 70.91 billion in 2023
to USD 76.17 billion in 2024, and pornographic games have also seen growing demand
(Markets, 2024), which can explain the growing number of pornographic games published
on Steam. Notably, Steam’s share of the PC game market is 75% (Counter et al., 2025).

Porn games are a distinct object of study because they merge two distinct media,
each with its own conventions, pleasures, and communities. Unlike traditional pornog-
raphy, games involve player agency, progression systems, and narrative investment.
This raises questions about how sexual content is structured, rewarded, and made
meaningful through game mechanics. The question of how this kind of interactivity
shapes desire and fantasy, and how game pornography and traditional video or film
pornography differ in this respect, is little explored.

Moreover, the shift of the distribution of pornographic games from niche platforms
to Steam is itself culturally significant. Steam allowed pornographic content in 2018,
which marked a moment when a dominant mainstream platform legitimized a previ-
ously marginal genre (Nelva, 2018). This reflects wider debates about the integration
of pornography into mainstream culture, but also brings in additional factors such as
platform governance, algorithmic visibility, and community features like review
systems.

Pornographic games entering these venues have attracted public and media attention
after hundreds of pornographic games were removed from Steam and itch.io after pres-
sure from the anti-porn advocacy group Collective Shout (Sheil, 2025). Critics of this
wave of censorship fear that such attacks could lead to further censorship
(Farokhmanesh, 2025). Collective Shout launched a campaign targeting specific games
that depicted sexual violence and incest, which resulted in many of these titles being
removed from Steam and other storefronts (Alison, 2025). This controversy echoes
earlier porn wars, for example, porn films and videos (cf. Dahlstrom, 2023).

What do we know about the pornographic games sold on digital storefronts such as
Steam? While critiques and discussions of the depiction of gender and sexuality in
videogames have been in focus (e.g., Chess, 2020; Phillips, 2020; Ruberg, 2016), com-
paratively little research has focused specifically on pornographic videogames. Notable
exceptions include Krzywinska (2015), Wysocki and Lauteria (2015), Lankoski and
Vilisalo (2023), Lankoski et al. (2023) and Passmore et al. (2020).

Lankoski et al. (2023) examined crowdfunded adult games on Patreon,' showing
which types of content are popular among funder-players. Lankoski and Vilisalo
(2023) further note that 43% of the adult games they analysed on Steam used
Patreon crowdfunding. Lankoski, Apperley, and Harviainen’s findings indicate that
the majority of adult games assume a default masculine heterosexual perspective, pre-
dominantly depicting sex acts from a male point of view. When homosexual sex acts
are represented, they are often framed as what Tibbals (2010, p. 642) calls
“Heterosexualized same-sex behaviours.” However, Lankoski and Vilisalo focus on
game-mechanical genres and settings, and they describe pornographic content only
briefly.
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As seen above, prior studies have examined production contexts (e.g., crowdfund-
ing), game genres, settings, or institutional platforms, rather than the practices through
which players articulate their experiences of pornographic games. As a result, we know
relatively little about how players describe pornographic content, what aspects of these
games they value or criticize, and how the players appreciate sexuality, narrative and
gameplay.

Studying which games become popular, rather than merely which exist, lets you
claim what audiences actively reward, with implications for how sexual culture is
reproduced through consumer behavior. Analyzing user reviews on Steam addresses
this gap by shifting attention from games as artifacts to games as objects people con-
sume and play. Reviews constitute a large-scale, naturally occurring corpus of player-
produced texts that reveal preferences and expectations. In addition, reviews also
reveal the norms and terminology used when games are discussed in public forums.
Through quantitative text analysis of the game reviews, this study captures recurring
patterns in how pornographic games are framed by players, allowing identification
of dominant patterns, likes and dislikes.

This study looks at players’ constructions of quality, for example, what a good por-
nographic game is, using folk theories theory. Folk theories are intuitive, nonsystem-
atic theories that people construct about their surroundings (Gelman & Legare, 2011).

Folk theories organize experience, generate inferences, guide learning, and influence behavior
and social interactions. Most centrally, intuitive theories are causal and explanatory. Indeed,
explanatory systems of knowledge are integral to human cognition and learning. A recurring
theme is that intuitive theories are not neutral or passive snapshots of experience; they embody
cognitive biases that influence thought and action. (Gelman & Legare, 2011, p. 1)

A specific case of folk theory is a folk taxonomy. Folk taxonomies are intuitive, non-
systematic systems of classification used by communities (Berlin et al., 1966). In the
context of pornographic games, these appear in player-generated genre classifications
and forum-based categorizations, which function as informal but influential mecha-
nisms for organizing and interpreting content. Folk taxonomies sit between content
analysis (what is in the games) and audience research (what players say they want
or how they compare genres) and show collective cultural cognition embedded in
the platform infrastructure itself.

A related concept is a pornoscript, which can be considered a folk theory. A porno-
script describes an intuitive understanding of recognizable sexual conventions—acts,
visual emphases, and narrative structures—that developers draw upon. It also describes
dominant structures of the pornographic content (cf. Van Doorn, 2010). A pornoscript
is “a prescriptive set of performances and camera shots that have gradually become a
staple of pornographic visual production” (Van Doorn, 2010, p. 423). When incorpo-
rated into games, these conventions do not remain unchanged but are recontextualized
within the interactive and platform-specific conditions of the pornographic game eco-
system. Pornoscripts connect to porn studies approaches, such as Paasonen (2011) and
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Van Doorn (2010), that examine how mainstream pornography encodes and repro-
duces particular sexual norms.

Folk theories and taxonomies, in turn, reflect how players interpret, label, reorga-
nize, and find desired content. Moreover, sexual identities and preferences are embed-
ded in these folk taxonomies (Vasic, 2013; Watson, 2021).

Review analysis complements existing work on pornographic games by adding a
reception-oriented perspective to the study of pornographic video games, and by situating
sexual content within broader discussions of gameplay, narrative, and value on a mainstream
digital platform. Analysing both review texts and folk taxonomies allows the study to exam-
ine player-led systems of meaning and classification without imposing predefined analytical
categories. This matters because researcher-imposed categories inevitably carry assump-
tions about what distinctions are meaningful: assumptions shaped by existing academic
frameworks, mainstream cultural norms, or industry classification systems that may not
reflect how players themselves understand, organize, and value pornographic content. In
the context of pornographic games, this problem is acute: mainstream genre labels are often
too coarse to capture the specific content distinctions that matter to players, while academic
frameworks borrowed from film-based porn studies may not translate straightforwardly to
interactive media where gameplay mechanics, narrative structure, and sexual content are
intertwined. By treating player-generated tags and review language as the primary sources
of categories, the study allows distinctions meaningful within the community (including
specific content categories that academics might collapse or omit entirely) to surface on their
own terms. This is not simply a methodological preference but an epistemological one: it
takes seriously the idea that pornographic game communities have developed their own cul-
tural frameworks for evaluating and classifying content, and that these frameworks are them-
selves a legitimate object of study. Analyzing them without preempting their structure with
external categories makes it possible to see what the community actually organizes around,
rather than, in the worst case, confirming what the researcher expected to find.

Method

This study draws on two forms of player-generated textual data: community-generated
genre tags (that describe the game, e.g., “dating sim,” “oral sex,” or “group sex”) and
reviews from the Steam games forum f95zone. F95zone is the largest English-language
site featuring player-community-written reviews and a genre-folk taxonomy system.
These materials provide insight into how players publicly evaluate and categorize por-
nographic games within platform environments. Analyzing both review texts and folk
taxonomies allows the study to examine player-led systems of meaning and classifica-
tion without imposing predefined analytical categories.

Data Gathering

Data was collected from the Steam digital distribution platform. On November 21,
2025, a search using an empty query string was conducted and filtered using
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Steam’s “Sexual Content” and “Mature” tags. Games published or added before 2020
were excluded. We used this cutoff date because, in late 2019, Steam changed its
review-collection system, which affects how many reviews each game receives per
game sold (cf. Bailey, 2020; Lankoski & Vilisalo, 2023). The final game set consisted
of 3,433 titles. Because Steam’s tagging system does not consistently capture all adult
games, the dataset represents a significant but incomplete sample.

We selected the 100 highest-ranked games for closer analysis. Games were
ranked by overall review score (1-10) and then by the number of positive reviews.
We treated review volume as a proxy for sales (Carless, 2020). We manually added
genre and content descriptors from the f95zone database; two games lacked entries,
so we excluded them. Data integration from f95zone was completed on January 3,
2026.

Two pages of reviews (41 reviews, or all available if fewer than two pages of
reviews were present) were collected per game for the top 100 games (based on their
Steam review scores) on f95zone. This was considered sufficient per game and also
captured more recent reviews, since later pages tend to contain older reviews. We
excluded games with fewer than 20 reviews to ensure sufficient per-game data for anal-
ysis. After exclusions, the data consists of 2,692 reviews of 69 games.

We selected reviews from f95zone as the primary source of player evaluations
because the platform offers a five-point scoring system, enabling more nuanced senti-
ment analysis. In addition, f95zone focuses specifically on pornographic games, which
results in reviews that engage more directly with sexual content, genre conventions,
and gameplay features relevant to this study. The overall quality of reviews on
f95zone is also higher. For example, spam reviews (defined as entries consisting
only or primarily of repeated words or sentences) constitute 3.4% of positive reviews
and 1.2% of negative reviews on Steam. In contrast, we did not observe any such low-
content entries in the f95zone dataset. Given that the Steam reviews did not introduce
analytically distinct themes beyond those identified in the f95zone material, the
reviews on Steam were excluded from the final analysis to maintain focus and clarity;
presenting the topic model results of the other data would require a substantial amount
of space to account for the differences in the rating systems of Steam and f95zone.
Table 1 presents dataset details. We collected all data using Python scripts.

Data Analysis

We analysed textual data using Structural Topic Modeling (STM; Roberts et al., 2014),
implemented in R with the stm package (Roberts et al., 2019). Text preprocessing was
conducted with Quanteda (Benoit et al., 2018) and included standard cleaning (e.g.,
removal of stop words, punctuation, and markup code), concept normalization (e.g.,
unifying “main character” and “protagonist”), and conversion of multiword expres-
sions to a single word (e.g., group sex to groupsex) to keep semantic content intact.
We included review scores as covariates to examine how topic prevalence varied
with player evaluation.



6 Games and Culture 0(0)

Table |. Description of the Dataset.

Number of
Data Description Source  Items
Game metadata (title, publisher/developer, year of publication, Steam 3,433
description, overall score, number of reviews)
Reviews and review scores (1-5 stars) f95zone 2,692
Genre tags from f95zone f95zone 98

STM models with three to six topics were estimated. Based on STM diagnostics,
semantic coherence decreases as the number of topics increases, and therefore, models
with fewer topics should be preferred (cf. Roberts et al., 2014). Model selection prior-
itized semantic coherence and interpretability: a solution was adequate when each topic
was internally consistent (i.e., when its highest-probability terms clearly related to one
another) and when the topics were sufficiently distinct to represent meaningfully dif-
ferent themes rather than overlapping variations of the same content. We selected
the six-topic solution because it was the first to meet both criteria. Fewer topics pro-
duced overly broad themes that conflated distinct patterns in the data, while the
six-topic model yielded topics that were both internally coherent and clearly distin-
guishable from one another.

Separate models were estimated for f95zone genre descriptors and f95zone reviews.
This allows analysis of the folk taxonomies players use to describe the selected Steam
games. The taxonomies describe the games’ content, while the reviews reflect players’
evaluations. Topic interpretation drew on multiple STM metrics (highest-probability,
FREX, lift, and relevance), with FREX prioritized for labeling. FREX weights terms
by both how often they appear in a topic and how distinctive they are to that topic rel-
ative to others. This makes FREX particularly well-suited for labeling a corpus where
some high-frequency terms appear broadly across topics and would therefore be
uninformative as labels even if they are statistically prominent within any single topic.
Representative quotations were selected from reviews with the highest topic propor-
tions using the findThoughts function. To contextualize the findings, we also examined
five games per topic (selected to be representative of each topic) through gameplay,
videos, and Steam store pages.

We measure popularity as the total number of reviews per game on Steam, yielding
review-weighted popularity rankings. While Steam does not publish sales figures, total
review counts have been shown to correlate with copies sold (Carless, 2020).

PornHub, which is one of the biggest online video porn platforms, is used in this study
as a proxy for broader online audience preferences of pornographic content and to contex-
tualize the results within the conventions of traditional video pornography. PornHub’s
popularity rankings and category system indicate which themes and practices are popular
within mainstream internet pornography. While PornHub’s folk taxonomy is platform-
structured rather than audience-generated, it can still be seen as a folk taxonomy reflecting
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the strategies for navigating and finding pornographic content. It thus offers a useful com-
parative benchmark for identifying similarities and divergences between pornographic
games and dominant trends in online video pornography.

Limitations

No method is without limitations. Only reviews marked as English are included in the
analysis. Although the data scraping process may occasionally capture reviews in other
languages (particularly when they are mislabeled as English or contain translated con-
tent), such cases are relatively rare and unlikely to substantially affect the models. The
STM approach does not perform semantic interpretation as large language models do;
instead, it models word frequencies, co-occurrence patterns, and differences in term
distributions across topics (cf. Roberts et al., 2014). As such, it categorizes topics
through lexical patterns. Platform-specific conventions are likely to influence how
reviews are written (cf. Verboord, 2014). These discourses can contribute to the strong
emphasis on gameplay and story, which may partly reflect these communicative ideals
rather than purely the aspects players find most meaningful. The analysis cannot cap-
ture fine-grained aspects of the games, because the game reviews and game taxonomies
were systematically analyzed.

Ethical Considerations

Our data handling follows the guidelines in 4 Guide to Internet Research Ethics
(NESH, 2019) and the Swedish Research Council’s ethical guidelines (2017). The ana-
lyzed material consists of publicly available player-written game reviews, for which
privacy expectations are minimal. To further protect reviewer anonymity, Steam and
f95zone user identifiers were not collected or stored. Moreover, the study did not
include quotations from the review data to protect anonymity. Based on the univer-
sity’s ethical self-assessment, the study did not require external ethical review (protocol
8/2025, item 08:7).

Results

The results section presents descriptive statistics on the genres of games sold on Steam,
followed by an STM analysis of game-genre descriptors to characterize what is typical
in video game pornography. The genre descriptors drawn from f95zone primarily focus
on the games’ pornographic content. This analysis highlights which types of games are
popular and positively evaluated on Steam. The next section turns to player reviews to
understand what players consider makes a good pornographic game. This focuses on
popular content and how players articulate why that is the case. Moreover, the results
discussed below illustrate how porn games reorganize porn through game conventions
and that players evaluate porn games predominantly as games, not as porn.



8 Games and Culture 0(0)

What Are the Typical Contents of the Top-Rated Porn Games?

In this section, we analyze the top-rated Steam games using genre tags drawn from the
community-driven taxonomy on f95zone. Rather than relying on Steam’s own catego-
rization system, this approach foregrounds how players and community members clas-
sify and interpret pornographic games. Examining these folk taxonomies lets us
identify which themes, sexual practices, and narrative structures players find relevant.

Characters and Character Types. Popular Steam porn games overwhelmingly rely on a
male-centered heteronormative pornoscript, with sexual content organized around con-
ventional body and act categories (cf. Figure 1). The games are overwhelmingly centered
around a male player-character, present in 94% of cases (CL: 0.87-0.98). Female
player-characters appear in 34% of the games. Non-cis or gender-variant player-characters
are rare (~1%). Some games (8%) switch between multiple player-characters.

In terms of character archetypes, sexualized female body traits are highly promi-
nent: big breasts (72%) and big buttocks (62%) are common. These are all common
features many men prefer (Ogas & Gaddam, 2011, pp. 54-58). Age- and role-based
archetypes include MILFs (36%), virgins (24%), and harems (23%).

DILF (older man) can be found in one game (Corruption of Champions II), and girls
with undeveloped bodies (tagged with “loli”) appear in one game (Monster Girl Club
Bifrost). Its Steam description specifies that all characters are 18 or older. However,
the base game does not include explicit pornographic content; a developer patch is
required to enable it (see Remtairy, n.d.). The Loli term originates in Japanese youth cul-
ture, where young women dress modestly and in a childlike manner (Winge, 2008),
though 95zone’s description focuses on underdeveloped bodies (F95zone, 2024). As
a comparison MILF is a popular porn category on, for example, Porn Hub (see Porn
Hub, 2025).

Lesbian content appears in roughly one-third of the games (35%), whereas explic-
itly gay male content is rare (6%). By inspecting games with a lesbian tag, lesbian sex
is mostly heterosexualized lesbian sex (e.g., Steps of Debauchery) and happens as a
variation of other sex or as part of group sex (e.g., Treasure of Nadia).
Heterosexualized same-sex sex is typical in porn films and refers to girl-girl scenes
structured around the pleasure of heterosexual male audiences (Tibbals, 2010), and
video games follow this cultural trend.

Eight per cent of the games are tagged with transformation. According to f95zone’s
tag rules, transformations are defined as “[a] sequence showing a physical, biological
change of some kind” (F95zone, 2024). For example, in Aurelia, the player-character
gains an additional penis during a sexual encounter with a demon; in Flip Witch—
Forbidden Sex Hex, the player alternates between wizard/man and witch/woman
forms; and in Having a Hard Time, the female player-character transitions to a nonbi-
nary form (with both penis and vagina) early in the game.

Nonhuman characters appear often: monsters in 40% of games, monster girls in
33%, and tentacles in 13%, indicating that sexual encounters with nonhumans are
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Figure |. The prevalence of genre descriptors in the games with the highest review scores (98
games). Whiskers show 95% binomial confidence intervals.

pervasive but not universal. More niche character types (furry) occur at much lower
frequencies (typically below 10%). While searching with “monster” and “monster
girl” yields results on PornHub, there are no such categories. Furry (an anthropomor-
phic animal) characters appear in 8% of games. These folk categories in popular por-
nographic games also resonate with broader cultural developments beyond the games
themselves. As McGreal (2014) notes, monster porn emerged as a notable trend in
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women’s erotic fiction in the 2010s, while Paasonen (2019) documents the presence of
monster sex in pornographic animated films. The popularity of monster-themed porn
games on Steam therefore appears not to be an isolated phenomenon but rather part
of a wider appeal of the nonhuman sex taboo across contemporary media.

Non-White characters appear in at least 18% of the games, as indicated by the infer-
racial sex tag. The available genre tags do not allow for more detailed statistical anal-
ysis of character ethnicity. However, in the five top-rated games, most characters,
including the player-character(s), are white, as seen in Leap of Faith and Being a
DIK. In Desert Stalker, by contrast, both player-characters and most other characters
are non-White and originate in Egypt. In Karry’s Prison, Summer Glover, and
Quickie: Love Hotel, most characters appear to be white or Asian, though this is diffi-
cult to determine reliably because of the hand-drawn style.

Settings and Tone. Many highly rated games employ settings familiar from mainstream
video games. Fantasy appears in roughly one-third of the sample (31%), science fiction
(12%) and horror (9%). Horror is less common, despite the relatively high presence of
monster and monster girl tags. School settings account for 19% of cases and typically
depict young adult characters in college-like environments.

Fantasy and drama also appear prominently in Lankoski and Vilisalo’s (2023) ran-
dom sample of Steam games. Within this folk taxonomy, school settings often appear
alongside themes from teen sex dramas (such as Animal House). Science fiction
appears somewhat more frequently here than in their dataset, suggesting differences
between highly rated pornographic games and a random Steam sample.

Only two games carry the dystopian setting tag (2%), though some science fiction
games include dystopian settings. Tags such as humor (20%) and graphic violence
(13%) further indicate that sexual content is frequently combined with broader narra-
tive and affective elements.

Overall, the thematic settings of popular pornographic games align more closely
with mainstream videogame genres (e.g., fantasy and science fiction) than with the
dominant thematic categories of online video pornography seen in Porn Hub, for
instance.

From an ecosystem perspective, the above suggests that developers and players
associate pornographic games with the videogame ecosystem, and the overall structure
is not mainly shaped by a dominant pornoscript. Developers operate within game mar-
ketplaces, player communities, and funding infrastructures that reward recognizable
gaming genres and narrative frameworks.

Game Types of Highly Rated Porn Games on Steam. Narrative-focused types dominate
the sample: visual novels (31%), adventure games (37%), role-playing games
(26%), point-and-click adventures (14%), kinetic novels (1%), and sandbox games
(20%). Sandbox games combine visual novel aspects with location- and time-based
progression.
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Dating simulations (19%), management games (12%), strategy games (14%), and
simulators (9%) focus on optimization and resource management, with sexual content
embedded in their progression systems. Trainer games (3%) appear only occasionally.

Puzzle games (12%) constitute a secondary category, often linking erotic content to
the challenge of completion. Action-heavy genres such as platformers, side-scrollers,
and shooters are rare (1-2% each), as are purely text-based games (1%), indicating
that reflex-based gameplay is uncommon in this dataset and pornographic content is
conveyed predominantly visually.

Compared with mainstream video games, adventure, role-playing, puzzle, simula-
tion, and strategy games are among the more popular genres in Europe and the
United States, but visual novels are less prominent (Top Video Game Genres in
2025: Revenue, Statistics, n.d.). Notably, visual novels are a popular genre in Japan,
including both pornographic and nonpornographic games (Alban, 2016). This differ-
ence may reflect the particular advantages of visual novels in integrating narrative
and sexual content, as well as their development tools, making them comparatively
more common within pornographic games than in the European and U.S. mainstream
gaming markets.

What Are the Popular Sexual Practices and Interactions?. Sexual content is dominated by
heteronormative, genital-focused acts (cf. Table 2). The male protagonist is the most
popular tag, which indicates the dominance of the male perspective. Popular sexual
acts, vaginal sex and oral sex, suggest that these form the central sexual acts in the
highly rated games. Body-focused attributes (big tits, big ass) are common, reflecting
the importance of appearance. Additional recurring elements include handjob and
creampie, while female protagonist and lesbian indicate notable but less dominant
alternative perspectives and pairings. These point towards a similar type of heteronor-
mative pornoscript that Van Doorn (2010) describes as guiding the visual structure of
sex scenes or amateur pornography.

To compare these results with what is popular on PornHub in 2024 (Sawicki et al.,
2025), differences emerge in how pornography is categorized across platforms. In the
game-based dataset, player-character positioning is central, as reflected in tags such as
male protagonist and female protagonist. In contrast, PornHub provides performer-
based categories such as pornstar and verified models. Notably, all games on
f95zone have a protagonist tag (specifically male, female, or futa/trans) denoting the
gender of the player-character. It is worth noting that games where the player-character
is male are more popular than games where the player-character is female, although
there are also fewer games where the player-character is female. Both datasets empha-
size physical attributes, with big tits and big ass appearing prominently in the game
tags and similar body-focused categories in PornHub. However, PornHub includes cat-
egories such as big dick, which has no direct counterpart in the f95zone tag system,
despite such traits often being present in games. These similarities and differences sug-
gest that games and online pornography share elements of a common pornoscript, par-
ticularly in their visual emphasis on female bodies and sexualized character design (cf.
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Table 2. f95zone Genre Tags Ordered by Popularity of the Steam Games. Total Review Count
of a Game Having That Tag. The Total Review Count Is Used as a Metric of Popularity. The
Number of Games Depicts How Many Games Are Tagged With That Genre Descriptor on
f95zone.

Rank Genre Tag Total Review Count Number of Games
I Male protagonist 84,935 82
2 Vaginal sex 65,751 78
3 Oral sex 63,491 71
4 Big tits 61,480 63
5 Big ass 48,579 54
6 Handjob 42,111 44
7 Female protagonist 41,265 30
8 Creampie 38,938 45
9 Monster 38,811 36
10 Lesbian 36,876 30
I Anal sex 36,217 4|
12 Titfuck 34,602 35
13 MILF 33,135 31
14 Groping 32,243 32
15 Adventure 31,342 33
16 Group sex 29,075 29
17 Masturbation 28,366 31
18 Monster girl 28,194 29
19 Fantasy 28,191 28
20 Romance 28,096 36

Van Doorn, 2010). At the same time, the differences indicate that pornographic games
are shaped by interpretive frameworks more closely aligned with gaming conventions,
where the player plays a central role. In this sense, pornographic games draw on con-
ventions of online pornography, which are combined with the logics and conventions
of video game design.

A notable feature of the genre tag data is the presence of the monster tag among pop-
ular games. This tag has no direct equivalent in PornHub’s category system.

At the same time, both platforms share important patterns: they place emphasis on
bodies and sexual practices and female body features. A notable difference is that
PornHub categories highlight performer status, such as amateur or porn star. In con-
trast, popular f95zone tags reflect player-centric logics, with fictional and fantastical
sexuality playing a far more prominent role.

The Patterns in the Genre Tags. To look further into what popular pornography conven-
tions are, topic models are used. To examine which genre descriptors commonly
co-occur and which are less prominent across topics, the four-topic STM identifies



Lankoski 13

Table 3. Genre STM Topics From f95zone Genre Descriptions.

Representative Examples of

No. Topic FREX Games in This Topic
I Heterosexual Maleprotagonist, voiced, 2dcg, Secret Pie (Adult Version)
mainstream porn management, bigass, Quickie: A Love Hotel Story
animated, vaginalsex Summer Clover
2 Heterosexual taboo 3dcg, voyeurism, milf, incest, FreshWomen—Season |
porn exhibitionism, mobile, Bare Witness
harem Chasing Sunsets
3 Heterosexualized futa/trans, BDSM, Multiple Third Crisis
same-sex and trans penetration, female Corruption of Champions Il
fetish domination, masturbation,  Futa Fix Dick Dine and Dash
puzzle, lesbian
4 Monster Porn Monster, girl, monstergirl, Castle in The Clouds DX
fantasy, female protagonist,  Glory & Miserable Survivors DX
game, 2D game She Will Punish Them

the following genre-based groupings (see Table 3 for FREX words and representative
games associated with each topic):

Heterosexual Mainstream Porn. This topic includes story-focused and
relationship-building games that draw on popular pornographic tropes, such
as exaggerated female body features, while emphasizing romance, character
development, and player choice. The relationships are typically conventional
heterosexual ones.

Heterosexual Taboo Porn. This topic centers on taboo-oriented content, includ-
ing voyeurism, MILF themes, incest, and exhibitionism, but within an otherwise
heterosexual structure.

Heterosexualized Same-Sex and Trans Fetish. This topic includes descriptors
related to lesbian and nonbinary content. Same-sex encounters and nonbinary
bodies are presented primarily for mainstream porn audiences rather than queer
identity or community-oriented representation.

The Monster Porn topic draws on fantasy settings and frequently combines stra-
tegic or management mechanics with sexually themed content featuring mon-
sters. While female player-characters, such as succubi, are common, male
player-characters, often depicted in exaggerated, monstrous forms, also remain
prevalent in this topic.

Figure 2 shows the mean topic proportions, and the Monster Porn topic appears less

frequently than the others. Notably, a single game can include multiple topics to vary-
ing degrees.
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Mean Topic Proportion

Topic

Figure 2. Topic proportions of the genre topics.

The topics of Heterosexual Mainstream Porn, Heterosexual Taboo Porn, and
Heterosexualized Same-sex and Trans Fetish align with the film and video porno-
graphic conventions, while Monster Porn nods toward Japanese animated porn and lit-
erary monster porn (Paasonen, 2019; Spitznagel, 2013).

What Players Like and Dislike

The STM analysis of f95zone reviews shows that player evaluations cluster around
four major topics (see Table 4 for FREX words, sentiment-specific terms, and represen-
tative quotes): General gameplay experience, Aesthetic and Mechanical Quality,
Narrative and Character Design, and Pornographic Content and Choices.
Sentiment influences both the prevalence of these topics and the language used.
Notably, positive reviews emphasize story, player choice, and production quality
(cf. Table 4). In contrast, negative reviews focus on boredom, poor writing, and unen-
gaging sexual content. Positive reviews that discuss pornographic content emphasize
the quality of sex scenes, the portrayal of desirable characters, and player choices
that meaningfully affect the story and sexual relationships. Topic prevalence by review
score is shown in Figure 3. Overall, the topics indicate that successful adult games on
Steam conform to game design norms that prioritize functional gameplay mechanics,
narrative coherence, and production quality over sexual content alone.

These findings suggest that while player expectations for pornographic content, the
pornoscript, are shared across platforms, platform affordances, community norms, and
gaming conventions shape the articulation and emphasis of these expectations.
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Estimated topic prevalence
®

Review sentiment (1 = negative — 5 = positive)

Figure 3. Estimated topic prevalence by review score.

Discussion

In the preceding sections, we analysed popular game types using F95zone genre tags
and examined player evaluations through Steam reviews. The discussion is organized
around two perspectives: Heteronormative videogame pornoscript, addressing domi-
nant patterns of desire and representation; Sexual Desire and Taboo, exploring how
transgression and attraction shape both content and reception. Together, these perspec-
tives connect the findings to broader debates on sexuality, media, and play.

Heteronormative Videogame Pornoscript

The games analyzed are characterized by the prevalence of male player-character tags,
and the sex act types suggest a male, heterosexual perspective. Tags such as male pro-
tagonist, vaginal sex, and oral sex, when appearing together, establish a default porno-
script that positions male desire as normative and structuring. Sexualized female
archetypes appear frequently, indicating that female characters are most often framed
through desirability and sexual availability, which is illustrated by body-focused tags
such as big tits and big ass. Player reviews further support this reading, as discussions
of “routes,” “romance,” and “choices” frequently frame female characters as goals or
rewards within gameplay progression.

Van Doorn (2010) proposes that amateur sex videos follow the same masculine het-
eronormative pornoscript, “the possible ways in which sexual pleasure is visualized,”
as mainstream pornography. The genre tags and STM topics suggest, as confirmed by
inspecting games or their Steam page, that sex scenes in many of these popular games
follow similar structures: the tags emphasize conventional sexual practices and
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foreground female bodies, forming a stable and recurrent backbone of the content,
while player discourse in topics related to Pornographic Content and Choices and
Narrative and Character Design situates sex within male-centered narrative and
game progression. In this sense, highly rated, popular Steam games resemble games
funded using Patreon, where “the great majority of adult games in the sample assumed
a default masculine heterosexual perspective ... predominantly depict[ing] sex acts
from a male point of view” (Lankoski et al., 2023). Heterosexual Mainstream Porn
and Heterosexual Taboo Content are proportionally the biggest topics in the top games.
Heterosexualized Same-sex and Trans Fetish has a somewhat lower share, and the
Monster Porn topic appears less frequently than the others.

The pornoscript of videogames includes game conventions that align players with
the player-characters, which often take a male perspective, typically through a first-
or third-person camera perspective. In addition, “sexuality [in videogames] is regu-
larly ... explored through player engagement and agency” (Tomlinson, 2025).
Vandewalle et al. (2024) discuss game conventions around player-character alignment
and point of view in detail. In pornographic games, these conventions become a part of
the heteronormative pornoscript. For Borges Lima (2025), game mechanics that gov-
ern what is or is not possible to do are themselves manifestations of libidinal politics:
by coding certain romance and sex options while excluding others, game design enacts
a normative judgment about which desires are permissible. The prevalence of male-
protagonist and heterosexual-act tags in this sample suggests a similar foreclosure:
nonnormative pairings are not depicted as forbidden so much as simply unavailable.
This corresponds to what Cole (2025) calls a heteronormative playersexual relation-
ship system where the system regulates which kind of romances are available. The sys-
tem aligns with the heteronormative pornoscript.

The STM topic Pornographic Content and Choices echoes this logic, where players
discuss sexual content primarily in relation to narrative development, character rela-
tionships, and player choice. At the same time, these visual novels and adventure
games also resonate with traditions of feature-length pornographic films, particularly
from the so-called “Golden Age of Porn,” in which pornography and extended narra-
tive framing are typical (cf. Williams, 1989).

By contrast, games that focus on game mechanics, such as Orc Massage, organize
pornographic content primarily through progression structures rather than narrative
ones; narrative in Orc Massage is rather minimal, and gameplay dominates. Here, play-
ers must overcome mechanical challenges to unlock sexual scenes, with sex function-
ing as a form of reward or what Juul (2010) terms juiciness, that is, positive audiovisual
feedback characteristic of casual games. The STM topics General Gameplay
Experience and Aesthetic and Mechanical Quality reflect this distinction, in which
players evaluate pornographic games according to conventional game design criteria
such as responsiveness, balance, visual polish, and progression systems. The framing
of sex as reward embeds pornographic content within achievement structures, and this
normalizes sex as a goal (a juicy reward) rather than positioning it as the primary pur-
pose of play (cf. the libidinal economies, Krzywinska, 2015). The fact that players
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evaluate pornographic games using gaming criteria (narrative coherence, mechanics,
progression) while the underlying content defaults to a male heteronormative porno-
script suggests that game conventions function as a normalizing frame that often moti-
vates porn scenes as juicy rewards. This corresponds to the use of sex as a reward in
mainstream videogames (cf. Ntelia, 2025).

Notably, reviews are public and may reflect perceived cultural norms rather than pri-
vate preference. This caveat applies unevenly, however. The heteronormative skew
appears in both the tags and the reviews, so it shapes what is produced and what is pub-
licly valued; though the two are not independent, since both are shaped by the same
conditions, and neither gives access to players’ private preferences. The caveat weighs
more heavily on the appreciation of choice and gameplay quality: reviews suggest that
challenge is valued only so long as it remains moderate and does not impede access to
sexual content. Evaluating these games by conventional design criteria thus appears to
work as a legitimating frame, presenting the activity as play rather than as pornography
consumption, even where the sexual content appears to be the primary draw.

Taken together, the prevalence of male-protagonist and heterosexual-act tags
describes a content pattern and heteronormative playersexual relationship system
(cf. Cole, 2025) that assumes the player is a heterosexual male enjoying the pornogra-
phy that follows the heterosexual default pornoscript. Where film pornography invites
a masculine gaze (cf. Williams, 1989), these games operationalize masculinity via
libidinal economies that require the player to actively perform choices, progress toward
goals, and unlock content consistent with that positioning in order to advance at all.
The topic Pornographic Content and Choices in reviews highlights how players value
meaningful choices as part of the pornography.

However, not all games conform to this heterosexual porn script: taboo content dis-
cussed next deviates from the scripts in various ways.

Sexual Desire and Taboo

Topics derived through STM (Sexual Desire and Taboo, Monster Porn, Heterosexual
Taboo Porn, and Heterosexualized Same-Sex and Trans Fetish) can be connected to
Cowie’s (1992) argument that sexual desire relates to crossing the limits of the socially
acceptable (cf. Paasonen, 2011, pp. 56-62). As Cowie argues, “desire here is most truly
itself when it is most ‘other’ to social norms, when it transgresses the limits and
exceeds the ‘proper’,” and is characterized not only by the transgression of social
boundaries such as race or class, but also by the transgression of disgust, in which
“the dirty and execrable in our bodily functions becomes a focus of sexual desire”
(Cowie, 1992). Sexual practices involving bodily fluids and sexual organs are consid-
ered contaminating and disgusting; taboo sexualities cross boundaries of what is con-
sidered socially acceptable. For example, incest pornography explicitly focuses on
what is forbidden, aligning closely with Cowie’s argument that desire is connected
to prohibition and disgust. The connection here is in both directions: Ketterling
(2025) notes that queer and kinky content faces greater platform scrutiny than sex
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scenes conforming to heteronormative sexual scripts, which may partly account for the
comparatively lower share of the Heterosexualized Same-Sex and Trans Fetish topic in
this sample: visibility on Steam is already filtered by what platforms and payment pro-
cessors treat as acceptable transgression. Notably, the boundary Cowie (1992)
describes is thus also enforced materially, through moderation and payment process-
ing, not only through cultural disgust.

Monster and monster girl tags and the Monster Porn topic indicate that monstrosity
operates as a central pornographic motif. Monsters, by definition, violate classificatory
boundaries and provoke disgust (Carroll, 1990), while Cohen argues that monstrosity
and attraction are linked: “Fear of the Monster is Really a Kind of Desire” (Cohen,
1996). In this sense, the eroticization of monsters exemplifies the argument that desire
is organized around what is culturally considered improper and repellent. Monster porn
has its counterparts in animated films (Paasonen, 2019; Saunders, 2023) and literature
(McGreal, 2014). Moreover, this connects to Lankoski’s (2026) argument that monster
“narratives allow players to engage with power fantasies without the ethical concerns
associated with pornography involving real people” and that the games often allow the
players to choose between fetishes that they are comfortable with and avoid ones that
they are not. This selectivity is distinct for games, unlike traditional film pornography;
game mechanics operationalize fantasy preference through player agency rather than
merely watching events unfolding.

Similarly, tags such as incest, virgin, domination, rape, and harem and the
Heterosexual Taboo Porn topics suggest that transgression in these games follows rec-
ognizable genre conventions rather than diffuse deviance. The presence of lesbian and
gender-related tags alongside the Heterosexualized Same-Sex and Trans Fetish topic
indicates that nonheteronormative sexuality is frequently framed through a heterosex-
ualized gaze, connecting to Cowie’s (1992) argument that desire is mediated through
culturally regulated boundaries.

More broadly, the cooccurrence of taboo-related topics with mainstream sexual act
tags such as vaginal sex and oral sex suggests that transgression is embedded within
otherwise conventional sexual scripts or pornoscripts rather than standing apart from
them. Together, the STM topics and games demonstrate how the libidinal economies
of these games organize taboo, disgust, and desire (cf. Krzywinska, 2015). The taboo/
transgression material extends this same logic rather than sitting apart from it. Cowie’s
(1992) argument that desire is organized around what is proscribed still helps explain
why incest, monstrosity, or nonconsent recur as content categories, but the
libidinal-economy frame additionally clarifies Zow that transgression is made playable:
taboo content in these games is packaged often into separate, selectable, and avoidable
fetish categories (cf. Lankoski, 2026) that a player can choose to engage with or opt out
of according to individual preferences. This selectivity is itself a libidinal-economic
structure: transgression rationed and offered as one menu option among others, rather
than encountered as unbounded or involuntary. The same design logic that constructs a
default heterosexual player-subject through the mainstream pornoscript also constructs
that subject as a consumer of transgression. This happens from within a broader system
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of challenges, achievement, and reward (cf. Juul, 2010; Ntelia, 2025). However, games
with taboo content often seem to consider that the heterosexual male with default
pornoscript-derived preferences is only one group of potential players, but the
opt-ins/opt-outs imply that consumers of taboo games have diverse and maybe some-
what specific taboo/fetish preferences.

Conclusions

This study looks at how players describe pornographic content, what aspects of these
games they value or criticize, and how the players appreciate sexuality, narrative and
gameplay. Folk theory and pornoscript as a form of folk theory are used as the theo-
retical framework for understanding what players’ game reviews and taxonomies
reveal about what players appreciate in pornographic games.

Videogame pornoscript highlights that highly rated, popular pornographic games on
Steam combine familiar game and storytelling conventions with explicit sexual con-
tent. Player choice and control are an important part of this. Pornographic scenes are
integrated into game progression or narrative structure and often serve as rewards.

Default pornoscript is also heteronormative, deriving the perspective of the male
player-character with a focus on female bodies and sexual interactions such as oral
and vaginal sex and common sexual fantasies like sex with a college teacher.
Alternative scripts include taboo content with powerplay (e.g., rape) and heterosexua-
lized same-sex and heterosexualized trans sex. Alternative sexualities are present in the
material, but are not pervasive in the highly rated popular Steam games.
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Notes
1. Patreon uses a subscription model where the developer typically gets monthly donations from
supporters.
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