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Public and academic interest in far-right recruitment through video games has surged, overshadowing the
lesser examined area of far-left recruitment efforts. This imbalance persists despite the limited data on
recruitment efforts and subsequent receptiveness for both ideological extremes. To address this gap, the pre-
sent study investigated the recruitment dynamics of far-right and far-left groups within the Indian gaming
community. Additionally, it examined how exposure to extremist content in video games, coupled with
underlying authoritarianism, contributed to the development of sexist attitudes and aggression. A total of
395 active video gamers participated in the study (M,,. = 20.84 years, SD = 3.21, men = 87.10%, women
=12.90%). The results indicated that far-right and far-left recruitment efforts were infrequent yet notable
experiences for gamers. It is also found that far-right exposure positively influenced hostile sexism, tradi-
tional male role norms, and aggression, often independent of authoritarian predispositions (right-wing
authoritarianism). In contrast, far-left exposure influenced these constructs only through left-wing authori-
tarianism, highlighting an asymmetry in how ideological extremism interacts with individual tendencies.
The study highlights the risks of disproportionately focusing on far-right recruitment efforts and authoritar-
ianism over far-left counterparts, which has been a significant pitfall for the field.

Public Policy Relevance Statement

This study unveils critical insights into the dual dynamics of extremist recruitment within video games,
revealing how these digital platforms can serve as conduits for radical ideologies. While challenging the
moral panic, it also emphasizes the role of authoritarianism in fostering sex-based prejudice and aggres-
sion among Indian gamers, highlighting the differential impacts of far-right versus far-left influences.
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The rise of digital media has greatly aided the spread of extremism
by providing broader networks and engaging tools for effectively
disseminating such ideologies (Zhang & Davis, 2024). The ease
of access and ability to reach a vast global audience have enabled

extremist groups to infiltrate digital platforms, recruiting members
who act as catalysts for message cascades (Gonzdlez-Bailén et al.,
2011). Contemporary platforms further amplify appeal through
immersive audiovisual formats, such as memes, short-form video,
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and live-streamed gaming, which allow recruiters to tailor scripts to
the psychological needs of niche audiences (Ismaeli, 2019). While
much of the focus in research and media discourse has been on cre-
ating and disseminating such content, examining the demand side of
this equation is necessary (Hawdon et al., 2019). This requires
exploring how extremism proliferates through digital media and
intersects with the receptiveness and characteristics of users exposed
to such content.

Among the digital media, video games have increasingly become
preferred platforms for extremist communication, leveraging their
encrypted and interactive environments for recruitment (Holmes,
2015; Jozsef, 2022). This trend gained substantial media attention
as early as 2007 when the National Security Agency and other intel-
ligence organizations in the United States began monitoring platforms
such as World of Warcraft and Microsoft’s Xbox Live (Jézsef, 2022).
Intelligence sources alleged that extremist groups, including al-Qaeda,
were exploiting gaming environments for propaganda, recruitment,
training, and covert communication (J6zsef, 2022). Such investiga-
tions highlighted the potential of video games to serve as encrypted
channels for communication. This capability was starkly underscored
during the aftermath of the 2015 Paris terror attacks, which claimed
the lives of nearly 130 people (Jézsef, 2022). Early investigations
speculated that PlayStation devices could have been used to coordi-
nate the attack, demonstrating how gaming platforms can facilitate
secure, decentralized communication (Holmes, 2015). It is also
argued that the interactive and immersive environments in video
games make them particularly effective in targeting vulnerable demo-
graphics such as teens and adolescents (Wells et al., 2024).

Far-right proliferation is the most frequently documented form of
extremist activity within video game spaces (Condis, 2018, 2019;
M. Conway et al., 2019). Vaux et al. (2021) noted that the relatively
lenient moderation policies of certain digital distribution platforms
such as Steam have inadvertently conducive to far-right ideological
spread, including Neo-Nazism and anti-Muslim bigotry. This affin-
ity of far-right extremists for mainstream video games extends
beyond a mutual sense of aggrievement, which also includes the
development of homegrown extremist mods to such games. For
instance, Khosravi (2017) observed the confluence of gamer culture
and White nationalism on forums like Stormfront, a well-known
White supremacist platform. An example of this phenomenon was
the creation of mods to popular games that embedded extremist nar-
ratives, such as Stormer Doom. This particular mod altered the game
to portray enemies as caricatures of Jews and communists, exempli-
fying the hateful ideologies in gaming content. Reflecting on this,
King and Leonard (2016) postulated that such modified games
might be strategically designed to appeal to younger demographics.
In a similar vein, Robinson and Whittaker (2020) observed that these
mods served a broader purpose in solidifying community bonds
among extremists. They argued that such games functioned as
tools for recruitment within groups that were already familiar with
the specific symbols, iconography, and ideologies associated with
white nationalism (Robinson & Whittaker, 2020).

While there is growing interest in examining extremist prolifera-
tion across digital media platforms, research specifically focusing
on video game spaces remains scarce. Within this limited body of
work, far-right extremism has received the most attention, often over-
shadowing the potential influence of far-left ideologies. Additionally,
much of the existing literature is centered on Western contexts, high-
lighting the need to explore how extremism manifests across different

cultural settings. Addressing these gaps, the present study investi-
gates the recruitment patterns of both far-right and far-left extremism
within video game environments, specifically contextualized to the
Indian population.

Defining Far-Right and Far-Left Extremism in India

Far-right extremism is commonly framed around exclusionary
nationalism rooted in social, ethnic, and sexual identities, often rein-
forced by narratives of racial or cultural supremacy (M. Conway
et al., 2019; Perry & Scrivens, 2019). This ideology typically con-
structs rigid in-group boundaries by portraying out-groups, such as
immigrants, religious minorities, lesbian, gay, bisexual, transgender,
and queer/questioning individuals, feminists, and other marginal-
ized communities, as existential threats to national or cultural integ-
rity (Jackson, 2019; Scrivens, 2021).

While much of the literature on far-right extremism originates
from Euro-American contexts, where white nationalism dominates
the discourse, the Indian variant reflects a distinct but parallel trajec-
tory. In India, far-right extremism is characterized not only by strin-
gent nationalism but also by a predominantly religion-based radical
movement known as Hindutva. This ideological stance is entrenched
in a sociopolitical ambition to establish a Hindu Rashtra, or a Hindu
state, within the country (Leidig, 2020). The ascendancy of far-right
extremism in India has been instrumental in redefining political dis-
course, precipitating notable shifts in societal dynamics and inter-
community relations (Leidig, 2020). Over the past two decades,
far-right political factions, notably the Bharatiya Janata Party
(BJP), have embodied Hindutva into their rhetoric, utilizing this ide-
ology to galvanize support and impact India’s political landscape
(Ghasiya et al., 2023).

The expansion of social media in the 21st century, coupled with
the BJP’s strategic use of digital platforms, has reshaped the mediatic
landscape for promoting far-right extremism in the country
(Chakravartty & Roy, 2015; Pal et al., 2016). Since the 2002 state
elections in Gujarat, the BJP became the first major political party
in India to systematically adopt digital media strategies for electoral
success (Pal et al., 2016; Udupa & Pohjonen, 2019). This active
engagement has enabled the far-right elements in India to connect
with urban, educated youth, primarily the beneficiaries of neoliberal
reforms from upper and intermediary caste groups (Ghasiya et al.,
2023). This emerging dimension warrants further investigation,
focusing on how these ideologies are formed, propagated, and per-
ceived within the niche of video games.

In contrast, far-left ideology in India is represented by Naxalism, a
radical communist movement deeply rooted in Maoist principles
(Mehra, 2000). The Naxalite activities affect several states across
India’s eastern, central, and southern regions, collectively known
as the Red Corridor (Sharma & Singhal, 2011). While some perspec-
tives classify this agitation as a form of terrorism, it also constitutes a
classic example of far-left insurgency (Chadha, 2020). These groups
engage in coercion and violence as their principal tactics to enforce
compliance, yet they also enjoy significant local support, frequently
bolstered by communist political groups (Ghosh, 2023). The far-left
movements have recently witnessed increased intellectual participa-
tion and sophistication, leading to a substantial influx of scholars and
activists in India (Chadha, 2020). Many of these individuals are
deeply entrenched in the academic community and continue their
active involvement despite allegations that several universities are
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being used as operational hubs for far-left activities. Government
and media rhetoric labeling such actors Urban Naxals has further
pushed them toward privacy-first platforms, complicating visibility
for researchers even as the state invokes the label to justify wider
surveillance and harsher security legislation (Singh & Dasgupta,
2019).

While far-right movements have long been recognized for their
aggressive and coordinated digital presence, far-left factions in
India have also begun leveraging digital media to disseminate their
ideologies, mobilize support, and critique state policies (Roy,
2024). Because left-wing audiences tend to be more ideologically
diffuse and harder to profile than their right-wing counterparts
(Boutyline & Willer, 2017; Ramos & Torres, 2020), current counter-
extremism frameworks risk missing the subtler recruitment cues and
antistate narratives now permeating through far-left channels. A ded-
icated study is therefore essential as it would fill a clear empirical gap
in online radicalization beyond the right-wing template and inform
proportionate policy responses that safeguard dissent while address-
ing genuine security concerns.

Rationale and Significance of the Present Study

Firstly, much of the current literature on extremist recruitment on
digital media remains anchored in Western sociopolitical contexts,
limiting its applicability to non-Western settings with distinct ideo-
logical landscapes. Such geographic and ideological bias risks over-
looking how local grievances and global extremist narratives may
intersect within diverse gaming communities. For example, the
Indian sociopolitical landscape has long experienced an interaction
between far-right and far-left ideological factions, often moderated
by centrist yet liberal governments. Yet we still know almost nothing
about how these factions adapt their communication to contempo-
rary digital channels.

Additionally, despite video games being increasingly scrutinized
as potential vectors for extremist recruitment, existing research dis-
proportionately focuses on far-right proliferations (Consalvo,
2009; Kowert et al., 2022, 2024). This imbalance not only narrows
the analytical lens but also reinforces a skewed understanding of rad-
icalization dynamics. Several factors contribute to this disparity,
including the prevalence of left-leaning perspectives within the
social sciences, which may introduce biases that underplay the
potential harms of far-left extremism (Frisby et al, 2023).
Although the critical need for balanced scrutiny, far-left-related
issues such as antisemitism, support for terrorism, and challenges
to free speech and due process have received little attention from
game scholars. The political biases of these scholars themselves
can lead to such omissions, as they often focus intensively on the far-
right, possibly to the extent of creating a moral panic (cf. Bowman,
2015). Therefore, the focus on analyzing the radical recruitment
efforts might benefit from a more balanced examination of how var-
ious forms of ideological beliefs and attitudes manifest and impact
different domains, such as digital media and gaming.

Above all these gaps, a persistent conceptual ambiguity also lin-
gers in this discourse as it remains unclear whether certain gaming
subcultures inherently attract individuals predisposed to violence
and extremism (Koehler et al., 2023; Kowert et al., 2022, 2024) or
whether video games function similarly to other digital platforms
as neutral conduits through which extremist content can circulate.
Addressing these gaps requires a context-sensitive approach that

considers a wider ideological spectrum under which radicalization
unfolds in interactive media.

The present study addresses these empirical gaps by analyzing
the recruitment patterns of far-right and far-left actors in gaming
environments and players’ behavioral and attitudinal responses to
those overtures. Specifically focusing on the rapidly expanding
Indian gaming market (Lukman, 2023), an arena that remains under-
examined in radicalization research (Zeiler & Mukherjee, 2022),
this study assesses both supply-side exposure (encounters with
extremist messaging) and demand-side susceptibility (ideological
leanings, authoritarian attitudes). In addition, it evaluates whether
extremist exposure and the underlying ideological dispositions
predict adverse outcomes, including sexist attitudes and aggression.
By linking recruitment tactics to user characteristics and down-
stream effects, the study aims to clarify the mechanisms through
which extremist narratives may take root in contemporary gaming
cultures.

This study is pivotal as it examines whether Indian gaming spaces
serve as conduits for extremist recruitment or whether current con-
cerns reflect an emerging moral panic. Either outcome holds scien-
tific and societal value. If credible evidence of extremist activities is
identified, the findings would provide the first empirical basis for
policy interventions tailored to India’s unique sociopolitical context.
Conversely, if results indicate minimal or no evidence of such
recruitment, this suggests that Indian gaming communities are not
currently sites of radicalization. Such a conclusion would help pre-
vent unwarranted media-driven moral panics and reduce the risk
of stigmatizing gaming culture. It would also imply that extremist
narratives have yet to gain traction within these digital spaces,
while also offering a crucial baseline for future longitudinal tracking
of ideological shifts, free from premature generalizations.

Theoretical Framework and Problematization

The inclination toward extremism is marked by several key indi-
cators, including authoritarian attitudes and self-identification with
extremist ideologies (Dinas & Northmore-Ball, 2020; Jost, 2019;
Stone & Smith, 1993). Authoritarianism is characterized by three
core dimensions: authoritarian submission, authoritarian aggression,
and adherence to conventional norms (Altemeyer, 1988; Mavor
et al., 2010). While authoritarian attitudes can manifest across the
ideological spectrum, existing research has predominantly focused
on examining right-wing authoritarianism (RWA). It is typically
explained within the dual-process motivational model proposed by
Duckitt (2001). According to this model, RWA arises from a world-
view that perceives the social environment as inherently dangerous,
unpredictable, and threatening (Altemeyer, 1988; Nilsson & Jost,
2020). This perception of constant threat triggers a motivational
drive to prioritize collective security and societal stability, often
achieved through the aggressive enforcement of traditional social
order and hierarchical norms (Duckitt, 2001).

The dual-process motivational model posits that prejudice and
aggression are key consequences of RWA (Duckitt, 2001).
However, the patterns of prejudice and aggression differ from
those in the social dominance orientation due to variations in moti-
vational goals (Osborne et al., 2023). While individuals with social
dominance orientation exhibit generalized hostility toward out-
groups to maintain dominance and group-based hierarchies, those
with strong RWA tendencies channel their aggression and prejudice
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more selectively (Duckitt, 2001). Specifically, hostility driven by
RWA targets outgroups perceived as threats to societal cohesion or
undermining traditional social order (Duckitt & Sibley, 2007;
Osborne et al., 2023). For instance, studies have shown that individ-
uals high in RWA often express sexist attitudes, including hostile
sexism—which reflects overt antagonism toward women challeng-
ing traditional roles (Barreto & Doyle, 2023)—and adherence to
traditional male role norms (Levant & Richmond, 2008), which rein-
forces patriarchal expectations about gender roles (Goodnight et al.,
2014; Sibley et al., 2007). These sexist attitudes align with the
broader authoritarian narrative that prioritizes conformity and
seeks to suppress perceived challenges to established hierarchies
(Duckitt, 2001).

There has been less academic attention to the association between
left-wing ideology and authoritarianism. This lack of parallel docu-
mentation can skew perceptions, fostering a stereotype that nega-
tively targets only the far-right spectrum of extremism. Studies
over the past two decades have highlighted that authoritarian tenden-
cies are not exclusive to the far-right (Osborne et al., 2023).
Left-wing values can also align with the dimensions of authoritari-
anism, demonstrating that such attitudes can transcend traditional
ideological boundaries and manifest across the extremist spectrum
(L. G. Conway & McFarland, 2019; Costello et al., 2022). These
studies suggest that left-wing authoritarianism (LWA) is associated
with various theoretically relevant criteria, including trait antago-
nism, low openness to experience, support for censorship, cognitive
inflexibility, and retrospective accounts of political violence
(Costello et al., 2022; Osborne et al., 2023). It also focuses on status
hierarchies and moral absolutism, highlighting its functional similar-
ities to RWA despite differing ideological underpinnings (Costello
etal., 2022). Based on this literature, it can be argued that authoritar-
ian attitudes, regardless of ideological orientation, are strongly
associated with sexist attitudes and aggression. Against this back-
drop, the present study addresses two important research questions

(RQs):

RQ1: Can exposure to far-right and far-left extremism within
video games independently predict the emergence of sexist atti-
tudes and aggression?

RQ2: Does authoritarianism serve as the driving force behind
how media exposure influences the development of sexist atti-
tudes and aggression?

Several studies conceptualize exposure to extremism as the inter-
section of recruitment outreach and individual receptiveness. For
instance, Taylor and Horgan’s process model characterizes extremist
propaganda as a mere contact chain, which only becomes influential
when a cognitive opening (i.e., heightened receptivity) is triggered
by one’s ideological dispositions (Taylor & Horgan, 2006).
Bouhana’s moral ecology framework amplifies this point, arguing
that environmental conditions (i.e., recruitment efforts) become
criminogenic solely for individuals who are already sensitive to
such efforts, so opportunity and propensity are analytically insepara-
ble (Bouhana, 2019). This convergence is further supported by
prior work that views online exposure to extremism as a synthesis
of external recruitment efforts and internal susceptibility (Hassan
et al., 2018; Lee & Leets, 2002). Accordingly, the present study
operationalizes extremist exposure as a formative construct,

comprising the degree of recruitment efforts and the corresponding
receptiveness.

In response to the proposed RQs, this study investigates whether
exposure to extremism in video games independently contributes to
aggression and the emergence of sexist attitudes (RQ1). In their sys-
tematic review, Hassan et al. (2018) highlight that incidental expo-
sure to, or active seeking of, online radical content predicts
stronger extremist attitudes and a greater willingness to use violence
even after controlling for preexisting dispositions such as authoritar-
ianism or thrill-seeking (cf. L. Pauwels & Schils, 2016). Extremists
can exploit mainstream gaming platforms precisely for that recruit-
ment potential, detailing how chat, streaming, and modification
tools normalize hate narratives while rewarding participation with
status and excitement (Schils & Verhage, 2017; Sorell & Kelsall,
2025). Additionally, Misogyny is a recurrent pillar of these narra-
tives as large-scale studies of gaming communities reveal that sexist
tropes and harassment are routinely intertwined with extremist dis-
course (Begue et al., 2017; Hammar, 2020; Kowert et al., 2024;
Wells et al., 2024). Collectively, these lines of work enable an
assumption of treating extremist exposure as an independent risk fac-
tor for both aggression and the formation of sexist attitudes. Building
on this, the present study proposes the following hypotheses:

Hypothesis 1 (H1): Exposure to far-right extremism directly and
positively influences hostile sexism, traditional male role norms,
and aggression.

Hypothesis 2 (H2): Exposure to far-left extremism directly and
positively influences hostile sexism, traditional male role norms,
and aggression.

Secondly, it is also plausible that extremist recruitment efforts are
selectively directed toward individuals who have already demon-
strated a predisposition toward authoritarian ideologies and hierar-
chical thinking (RQ2). Video games often provide interactive and
immersive platforms and serve as echo chambers that amplify
these predispositions (Robinson & Whittaker, 2020). In this sce-
nario, there is a possibility that exposure to extremism may not create
aggression or sexist attitudes in isolation, but instead, aggression and
sexist attitudes are influenced predominantly by underlying predis-
positions such as RWA and LWA. For example, Lee and Leets
(2002) found that youth exposed to online white supremacist content
responded differently depending on their initial predispositions
toward extremist ideology. Those with preexisting inclinations
showed increased susceptibility over time, particularly toward
explicit extremist messages, highlighting how dispositional affin-
ity mediates the relationship between exposure and attitudinal
outcomes.

Individuals high in authoritarianism are especially receptive to
extremist narratives because these messages align with their world-
view, thus intensifying the persuasive impact and making the adop-
tion of aggressive or sexist behaviors more likely (Austin & Jackson,
2019; Begany & Milburn, 2002). However, without sustained ideo-
logical alignment, the impact attenuates over time, reducing the risk
of long-term attitude change or aggression (Lee & Leets, 2002).
Thus, it is plausible that extremist exposure does not universally
lead to harmful attitudes or behaviors. Rather, it interacts with autho-
ritarian predispositions that serve as a critical mediating factor, deter-
mining the extent to which extremist content translates into actual
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aggression and sexist attitudes (Duckitt, 2001; Osborne et al., 2023).
With these arguments, the study proposes the following hypotheses:

Hypothesis 3 (H3): RWA positively influences hostile sexism,
traditional male role norms, and aggression.

Hypothesis 4 (H4): LWA positively influences hostile sexism,
traditional male role norms, and aggression.

Hypothesis 5 (H5): RWA mediates the relationship between
exposure to far-right extremism and the development of hostile
sexism, traditional male role norms, and aggression.

Hypothesis 6 (H6): LWA mediates the relationship between
exposure to far-right extremism and the development of hostile
sexism, traditional male role norms, and aggression.

Materials and Method
Participants

Participants were recruited from the Indian video gaming commu-
nity using convenience sampling. The recruitment process yielded a
preliminary cohort of 410 individuals. They were identified through
responses to an interest survey distributed via Google Forms. This
survey was disseminated across social media platforms, including
Instagram pages and Discord groups tailored to gaming communities.
This approach ensured a broad reach to the intended demographic.
Eligibility criteria required participants to be active online video gam-
ers, residents of India, and at least 18 years old. After data collection,
responses from 15 participants were excluded due to incomplete sub-
missions, resulting in a final sample of 395 active gamers (M,o. =
20.84 years, SD =3.21, men = 87.10%, women = 12.90%). The
study received approval from the ethical committees of the authors’
affiliated institutions. Before participation, informed consent was
obtained from all participants. Additionally, the study adhered to
the ethical guidelines outlined in the Declaration of Helsinki
(1964) and subsequent amendments. A notable strength of this
study is its representation of gamers from 29 Indian states, highlight-
ing the geographical diversity of the sample. Additionally, the study
includes participants who engage in a wide variety of video game
genres, mitigating potential biases that might arise from associating
specific extremist ideologies with particular video games.

Questionnaire

As a few constructs were assessed with single-item or adapted
measures, a pilot study was conducted (n = 50 gamers) to evaluate
item clarity and face validity.

Extremist Recruitment Efforts and Receptiveness

Far-right and far-left recruitment efforts were assessed separately
using investigator-designed single-item measures. Participants were
asked: “How frequently have far-right/ fascist and far-left/communist
organizations attempted to recruit you within a video game?”
Responses were recorded on a 4-point Likert scale (1 = never to
4 = most of the time). To measure gamers’ positive receptiveness to
such recruitment efforts, a similar single-item measure was used:
“How frequently have you agreed to join far-right/fascist and far-
left/communist organizations when they tried to recruit you within a

video game?” Responses were again collected on a 4-point Likert
scale (1 = never to 4 = most of the time).

Authoritarianism

RWA was assessed using a short version of the Right-Wing
Authoritarianism (RWA) scale (sample item: “Obedience and
respect for authority are the most important values children should
learn”) developed by Rattazzi et al. (2007). Participants responded
on a 3-point rating scale (0 =no, 1 =maybe, and 2 = yes). LWA
was assessed using a 39-item Left-Wing Authoritarianism (LWA)
scale developed by Costello et al. (2022), with a few items reworded
for clarity and relevance in the Indian context (sample item: “India
would be much better off if all of the rich people were at the bottom
of the social ladder”). Participants responded on a 3-point rating
scale (0 =no, 1 = maybe, and 2 = yes).

Sexist Attitudes

The hostile sexism component was adapted from the 11-item
Ambivalent Sexism Scale (sample item: “Women exaggerate prob-
lems at work™) developed by Glick and Fiske (2018). Participants
responded on a 3-point rating scale (0 = no, 1 = maybe, and 2 = yes).

Traditional Male Role Norms

Adherence to traditional male role norms was measured using the
21-item Male Role Norms Inventory Short-Form (sample item:
“Men should not be too quick to tell others that they care about
them”) developed by Levant et al. (2013). Participants responded
on a 3-point rating scale (0 = no, 1 = maybe, and 2 = yes).

Aggression

Aggression was measured using the 12-item Buss-Perry
Aggression Questionnaire Short-Form (sample item: “Given enough
provocation, I may hit another person”) developed by Bryant and
Smith (2001). Participants responded on a 4-point rating scale
(1 = definitely false to 4 = definitely true).

Data Analysis

A frequency analysis was conducted to evaluate the prevalence
of recruitment strategies and determine the extent to which partic-
ipants responded positively to such efforts. The hypotheses were
tested using partial least-squares structural equation modeling
(PLS-SEM) in SmartPLS 4.0. Compared with traditional
covariance-based SEM, PLS-SEM is more flexible and well suited
for cases where the data distribution does not follow a multivariate
normal distribution (Hanafiah, 2020). Moreover, PLS-SEM is
widely used in exploratory research, aligning with the nature of
this study (Hair et al., 2019). A two-step evaluation procedure
was employed to analyze the PLS-SEM results. First, the measure-
ment model was assessed based on item reliability, internal consis-
tency, and validity scores. Next, the structural model was examined
to validate the significance and relevance of relationships among
variables and to evaluate the explained variance within the
model. The assessment of the structural model adhered to estab-
lished practices and guidelines relevant to the previous studies
(see Maroufkhani et al., 2022).
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6 UBARADKA, FERGUSON, AND KHANGANBA

Results

Frequency Analysis of the Recruitment Efforts and
Receptiveness

Table 1 presents a frequency analysis of recruitment efforts by far-
right and far-left groups and the subsequent receptiveness of partic-
ipants in video game spaces. The findings suggest that while recruit-
ment attempts by far-right and far-left groups are not alarmingly
frequent, they are still notable.

Measurement Model of the PLS-SEM

Far-right and far-left exposure were modeled as formative con-
structs, each operationalized as a composite of two single-item indi-
cators, such as recruitment efforts and individual receptiveness.
Because these indicators capture distinct, objectively verifiable
experiences and are not required to covary, they meet the conceptual
conditions for formative measurement. All other latent variables in
the model were specified as reflective constructs. Reliability of the
test scores was evaluated through standardized factor loadings.
Given that some of the constructs utilized a 3-point rating scale, a
lower minimum reliability criterion of 0.40 was adopted for this
study (Stevens, 2002).

A few items within the constructs exhibited factor loadings below
the 0.40 threshold, and those items were subsequently removed to
ensure measurement reliability. The constructs also demonstrated
high internal consistency, as evidenced by Cronbach’s o scores
above .70 (Fornell & Larcker, 1981). Far-right exposure was an
exception, which showed a marginal Cronbach’s a score of .67.
Additionally, composite reliability (rho_c) scores for all constructs
ranged between .83 and .92, providing additional evidence of excel-
lent internal consistency of the constructs.

Furthermore, the measurement model demonstrated satisfactory
validity scores across the constructs. Convergent validity was
assessed using average variance extracted, which determines
the extent to which items converge to measure their respective
constructs. Far-right exposure, far-left exposure, and sexist
attitudes demonstrated strong validity, as these values satisfied
the recommended threshold of 0.50 (Fornell & Larcker, 1981).
However, the remaining constructs displayed marginal scores for
convergent validity (see Table 1 in the online supplemental mate-
rials). Discriminant validity was evaluated using the heterotrait—
monotrait ratio, with the highest observed heterotrait-monotrait
value being 0.84. This value falls below the criterion of 0.85
(Kline, 2023), indicating satisfactory discriminant validity
among the constructs (see Table 2 in the online supplemental
materials).

Table 1
Frequency Analysis of the Extremist Recruitment Efforts and
Receptiveness

Frequencies (%)

Extremist exposure Never Rarely  Sometimes  Often
Recruitment efforts (far-right)  66.30 21.00 7.60 5.10
Recruitment efforts (far-left) 69.10 17.20 8.90 4.80
Receptiveness (far-right) 66.30 18.50 11.40 3.80
Receptiveness (far-left) 67.60 14.70 9.40 8.40

Structural Model of the PLS-SEM

The collinearity issues were addressed using the variance inflation
factor values between constructs. The variance inflation factor val-
ues for the constructs ranged from 1.15 to 2.3. All values fell
below the recommended threshold of 3.3 (Hair et al., 2020), indicat-
ing the absence of significant collinearity in the data. Furthermore,
the quality criteria of the model, including R* and /> values, were
marginally met, as detailed in Tables 3 and 4 in the online supple-
mental materials.

Furthermore, the hypothesized relationships within the theoretical
model were tested (see Figure 1) using bootstrapping with 5,000
samples (Sarstedt et al., 2022). The results indicated that exposure
to extremist content in video games positively influenced corre-
sponding authoritarian attitudes. Specifically, far-right exposure pre-
dicted RWA (=.09, p <.05), while far-left exposure predicted
LWA (B = .47, p <.01). Furthermore, it was found that far-right
exposure in video games significantly and positively influenced hos-
tile sexism (B = .15, p < .05), traditional male role norms (f = .18,
p <.05), and aggression (f = .15, p < .05), supporting H1. In con-
trast, exposure to far-left extremism in video games did not predict
these constructs, leading to the rejection of H2. These findings high-
light the asymmetry in the impact of far-right and far-left extremist
exposure on sexist attitudes and aggression. In the context of autho-
ritarian predispositions, RWA significantly and positively influ-
enced hostile sexism (B=.34, p <.01), traditional male role
norms ( = .22, p < .01), and aggression (B = .20, p < .01), thereby
supporting H3. Similarly, LWA was found to predict hostile sexism
B=.17, p <.05), traditional male role norms (B = .37, p <.0l),
and aggression (B = .20, p <.01), supporting H4. The exploratory
results showed that gender emerged as the most robust predictor of
hostile sexism (= —.28, p <.01), traditional male role norms
(B=—.26, p <.05), and aggression (B = .38, p <.01). Men were
more strongly associated with hostile sexism and adherence to tradi-
tional male role norms, reflecting the persistence of patriarchal atti-
tudes. Conversely, women were more strongly associated with
aggression. In contrast, age did not show a significant influence on
any of these constructs, suggesting that these attitudes and behaviors
are not substantially shaped by generational factors.

The results of the mediation analysis are presented in Table 2. The
analysis revealed that exposure to far-right extremism in video
games exhibited a direct and significant influence on the develop-
ment of hostile sexism, adherence to traditional male role norms,
and aggression, largely independent of the mediating role of
RWA. While a partial mediation effect of RWA was observed, the
path coefficient’s p value was marginal, indicating that the mediating
influence of RWA, though present, was relatively weak. These find-
ings partially substantiate HS. In contrast, exposure to far-left
extremism in video games did not directly predict the development
of sexist attitudes or aggression. Instead, its impact on these con-
structs was fully mediated through LWA. These findings indicate
that H6 is supported, highlighting a divergence in how far-right
and far-left extremist exposures operate in shaping these social
constructs.

Discussion

The intersection of video gaming and radicalization has become a
prominent area of interest in academic and public discussions,
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EXTREMIST RECRUITMENT IN VIDEO GAMES 7

Figure 1

Research Framework and the Hypothesized Relationships Between the Variables

RWA

Hostile Sexism
Far-Right
Ea;p];ﬁre 034 (0.00) Age
0.09 (0.04) > 00701
0.15 (0.02) =
022 (0.00)
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0.17 (0.00)
0.09 (0.04)
Far-Left 0.15 (0.02)
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0.08 (0.16) % 'l‘ral{litlio;al Male
ole Norms 2026 (0 .06)
037 (0.00
0.47 (0.00) -0.08 (0.17)
0.38 (0.01)
021 (0.00) - Gender
LWA Aggression

Note.

largely due to concerns that video game spaces may serve as plat-
forms for spreading far-right ideologies. Conversely, a comparative
analysis of far-left proliferations within this context has garnered less
attention. This disparity not only highlights a potential bias but also

Table 2
Indirect Effects of Mediation Analysis

Path Effect SD t P Inference
Pl ->M1 - DVI1 0.03 0.02 207 .04  Partial mediation
Pl - M1 - DV2 0.02 0.01 1.85 .06 No mediation
Pl - M1 - DV3 0.02 0.01 1.73 .08 No mediation
P2 -»M2 - DVI 0.08 0.03 2.88 .01 Full mediation
P2 - M2 - DV2 0.17 0.03 6.17 .01 Full mediation
P2 -M2 - DV3 0.10 0.03 2.84 .01 Full mediation
Note. Effects refer to the standardized path coefficients. P1 = far-right

exposure; P2 = far-left exposure; M1 = right-wing authoritarianism; M2 =
left-wing authoritarianism; DV 1 = hostile sexism; DV2 = traditional male
role norms; DV3 = aggression.

RWA = right-wing authoritarianism; LWA = left-wing authoritarianism.

underscores the need for a more balanced examination of how video
games may be utilized by extreme extremist groups across the ideo-
logical spectrum. The present study aimed to fill this gap by explor-
ing the phenomena of far-right and far-left recruitment efforts
through video games, with a specific focus on the Indian gaming
community.

The reported experiences of encountering far-right and far-left
recruitment efforts in video games indicate a relatively low inci-
dence, with 34% of gamers reporting recruitment efforts by far-right
groups and nearly 31% reporting efforts by far-left groups. However,
most respondents stated they have rarely or never come across such
attempts. Additionally, the frequency of positive responses to join-
ing extremist groups was similarly low. These findings suggest
that while extremist recruitment efforts within video gaming plat-
forms are not pervasive enough to create moral panic, they are not
entirely absent.

This study also elaborates on the influence of extremist orientation
on sexist attitudes and aggression. A key question addressed was
whether exposure to extremism in video games was inherently potent
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8 UBARADKA, FERGUSON, AND KHANGANBA

enough to provoke sexist attitudes and aggression or whether such
outcomes were contingent upon preexisting authoritarian predisposi-
tions. The results demonstrated that far-right exposure was found to
positively influence hostile sexism, traditional male role norms, and
aggression, thereby supporting H1. Despite RWA being the most
robust predictor of sexist attitudes and aggression (supporting H3),
far-right exposure alone was sufficiently strong enough to predict
these constructs. Therefore, it can be inferred that the influence of far-
right recruitment efforts on sexist attitudes and aggression did not nec-
essarily require the mediation of underlying authoritarianism, leading
to only a partial substantiation of H5. Moreover, prior research has
consistently shown stronger associations between far-right media
exposure and expressions of prejudice and hostility (see also
Anduiza & Rico, 2024; Weiss et al., 2024). Therefore, the direct effect
of far-right exposure and its indirect influence through RWA are the-
oretically grounded and empirically plausible.

The findings are on par with existing studies in demonstrating the
influence of RWA on sexist attitudes and aggression (Duckitt &
Sibley, 2007; Kende & Kreko, 2020; L. J. R. Pauwels & Heylen,
2020). This connection has been elaborated through the lens of the
dual-process motivational model (Duckitt, 2001). RWA is character-
ized by a threat-driven motivation aimed at upholding social security
through the enforcement of social order, control, stability, cohesion,
and the preservation of traditional values and norms (Sibley et al.,
2007). This preference for hierarchical social structures generally
characterizes adherence to far-right identity and authoritarianism
and relates to individuals’ inclination toward attitudes that devalue
and discriminate against women (Osborne et al., 2023). As a result,
RWA manifests as a learned predisposition that valorizes sexist atti-
tudes and traditional gender roles as part of a broader narrative that
seeks to maintain or return to a perceived social order (Duckitt, 2001).

Additionally, it is also noteworthy to highlight the capacity of far-
right exposure in video games to positively influence sexist attitudes
and aggression. Firstly, far-right ideologies in India often align with
culturally embedded norms and stereotypes, such as patriarchal val-
ues and traditional gender roles (Hill & Marshall, 2018). These cul-
tural undercurrents predispose individuals to accept or endorse sexist
attitudes without requiring the filter of authoritarianism. Video
games that incorporate far-right narratives act as amplifiers of
these preexisting cultural biases, directly reinforcing and normaliz-
ing hostile sexism and traditional male role norms.

Although it is challenging to identify video games explicitly
driven by far-right ideologies contextualized to India, several studies
highlight similar patterns within the broader gaming landscape. For
example, the intersection of extremist recruitment, aggression, and
sexist attitudes has been examined through specific games such as
Ethnic Cleansing (2002), developed by the neo-Nazi organization
National Alliance (Robinson & Whittaker, 2020). This first-person
shooter allows players to assume the role of a Ku Klux Klansman
or neo-Nazi skinhead, engaging in violent acts against minorities
to a soundtrack of white supremacist rock music (Souri, 2007). A
report by the Anti-Defamation League (Robinson & Whittaker,
2020) regarding the release of Ethnic Cleansing highlighted the
game’s use as “a source of revenue and recruitment,” describing it
as a “deeply troubling development.” Similarly, scholars Paul
Bolin and Doug Blandy emphasize that the creators of such games
use inflammatory rhetoric and offensive stereotypes to engage play-
ers, noting that hate groups reportedly employ these games as tools
for recruitment (Bolin & Blandy, 2003).

Therefore, when far-right extremist narratives are embedded within
video games, aggression and aggressively toned sexist attitudes may
not only be normalized but also celebrated as a means of achieving
in-game objectives or defending ideological positions. This reinforce-
ment loop between gameplay and extremist messaging can directly
lead to heightened aggression, bypassing the need for an authoritarian
worldview as a mediating factor. While this remains a critical area of
inquiry, further research is required to analyze specific recruitment tac-
tics employed by extremist groups within Indian gaming platforms.
The present study does not delve into the granular details of individual
games or the time players spend engaging with these titles.

In contrast to the findings on exposure to far-right extremism in
video games, the influence of far-left exposure followed a different
pattern. Interestingly, far-left exposure alone was found to have no
significant direct effect on sexist attitudes or aggression, rejecting
H2. However, it was found that LWA positively and significantly
predicted sexist attitudes and aggression (supporting H4) and fully
mediated the relationship between far-left exposure and the develop-
ment of these constructs (supporting H6). This suggests that far-left
extremist content resonates primarily with individuals who already
possess authoritarian tendencies aligned with leftist ideologies.
The findings highlight that while far-right exposure exerts a more
immediate and direct influence on sexist attitudes and aggression,
far-left exposure requires the presence of predisposed authoritarian
attitudes (i.e., LWA) to manifest similar effects. This distinction indi-
cates that recruitment strategies employed by far-right extremist
groups could be more universally impactful, targeting a broader
audience. In contrast, far-left extremist efforts are more effective
in activating individuals who align with their ideological framework.

The influence of LWA in the development of sexist attitudes and
aggression followed similar patterns to its far-right counterpart.
Therefore, it is conceivable that authoritarianism, regardless of ide-
ology, may shape sexist attitudes and aggression. Such outcomes are
often directed toward specific outgroups, reinforce status hierarchies,
and rest on acommitment to moral absolutism (Costello et al., 2022).
These results, in a way, support the emerging scholarship (e.g.,
L. G. Conway & McFarland, 2019; L. G. Conway et al., 2018;
Costello et al., 2022) that recognizes the predictive utility of LWA
alongside RWA. At the same time, our study refrains from making
a definitive claim that this line of research should be accepted with-
out scrutiny. The conceptualization and measurement of LWA
remain contested, with ongoing debates about whether observed
effects reflect a genuine authoritarian orientation or merely ideolog-
ical content expressed in a more rigid form (Nilsson, 2024).
Furthermore, authoritarian attitudes may manifest differently across
sociocultural contexts. For these reasons, we position our evidence
as suggestive rather than conclusive, emphasizing the need for future
studies to replicate and extend these findings with refined measures.

Additionally, our findings contest the longstanding view that
authoritarianism is “solely” a far-right phenomenon (Stone, 1980).
As Altemeyer (2006) elucidates, individuals who score high on
authoritarianism exhibit tendencies such as excessive submission
to authority figures, aggressive actions in their name, and a rigid
insistence on universal adherence to their rules. These tendencies
inherently foster prejudice and aggression, irrespective of whether
the individual aligns with far-right or far-left ideologies (Costello
et al., 2022; Osborne et al., 2023). The distinction between RWA
and LWA may lie less in the psychological mechanisms themselves
than in the nature of the authority figures to whom individuals
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submit (L. G. Conway et al., 2018, 2023; Costello et al., 2022).
When these authorities support existing hierarchies, authoritarian-
ism manifests as RWA, and when they seek to challenge or overturn
them, authoritarianism manifests as LWA (Altemeyer, 2006). Thus,
authoritarianism reflects a general preference for social conformity
and punitive control, which can be mobilized by progressive and
conservative worldviews depending on contextual threats and
group identities (L. G. Conway et al., 2018; Costello et al., 2022).
Taken together, these patterns open an important line of inquiry,
inviting future research to examine authoritarianism as a potentially
unifying construct whose independent existence may yield greater
explanatory power than partisan variants.

Significance

The current findings challenge overstated narratives of moral
panic but highlight the bipartisan potential of video games as plat-
forms for radicalization. In this sense, policymakers should be cau-
tious about exaggerations of a relatively minor issue, particularly
concerning policies that may impact free speech in gaming spaces.
We express the concern that much of the narrative regarding radical-
ization, mainly when poorly supported by data, may accomplish lit-
tle more than to increase prejudice toward gaming communities,
which have routinely been (mainly falsely) slurred as violent, sexist,
and bigoted in the past decades (Breuer et al., 2015; Bustos-Ortega
et al., 2023). Although all communities have issues with unsavory
actors, we see little evidence that this is more true for gaming com-
munities than others, including among the very academia that studies
this phenomenon (Ferguson & Colwell, 2020). To wit, we are con-
cerned that some game scholars have failed to learn the lesson of past
moral panics over gaming (Bowman, 2015) and are repeating a cycle
of promoting fear and prejudice toward gamers with little evidence.

Another significance of this study lies in its exploration of the func-
tional similarities between authoritarian dispositions in terms of their
direct effects on sexist attitudes and aggression. However, the media-
tion analyses revealed important differences as well in the pathways
through which ideological exposure activates authoritarian tenden-
cies. RWA partially mediated the relationship between exposure to
far-right content and the outcomes (i.e., aggression and sexist atti-
tudes). In contrast, the effect of far-left exposure on aggression and
sexism is fully mediated by LWA, indicating a more indirect pathway.
Far-left content is often framed as reactive in the Indian context, par-
ticularly in response to issues such as Islamophobia and systemic
injustices (Amarasingam et al., 2022; Sikander, 2021). Such content
can activate aggressive tendencies in individuals with strong far-left
inclinations. Since LWA uniquely combines egalitarian goals with a
willingness to silence or punish ideological foes (L. G. Conway
et al., 2018, 2023; Costello et al., 2022), it makes sense that the link
between far-left exposure and aggression or sexist attitudes is fully
mediated by LWA. Accordingly, we observe that authoritarianism
may not be confined only to right-leaning ideologies but can manifest
in functionally similar ways within far-left contexts. Our findings also
suggest that the observed differences in mediation may stem less from
inherent dispositional distinctions between RWA and LWA and more
from the nature of the ideological content individuals are exposed to.
However, since our study did not explicitly examine the nature or con-
tent of ideological exposure, future research would benefit from an
investigation into how specific themes or narratives in far-right and
far-left content differentially trigger authoritarian responses.

Limitations and Future Directions

While the present study is significant in exploring extremist recruit-
ment patterns and associated characteristics, it has certain limitations.
First, we assessed the recruitment efforts and receptiveness using
single-item measures. Although such measures are often critiqued
for lacking the psychometric rigor of multi-item scales, several studies
have shown them to perform comparably (Allen et al., 2022; Fisher
etal., 2016), particularly when assessing behaviors that are infrequent
(Vukcevic Markovic et al., 2021) and unambiguous (Wanous et al.,
1997). In our study, where only limited signs of extremism were
observed, this approach allowed for efficient data capture without
overburdening participants. However, future research can introduce
multi-item scales to assess both the intensity and gradations of these
recruitment and receptiveness. While our items focused on overt
and explicit strategies, subsequent studies can probe subtler, incre-
mental tactics of radicalization. Additionally, we predominantly uti-
lized 3-point rating scales for most questionnaires. While such
scales are not typically recommended due to potential reliability con-
cerns, their simplicity proved advantageous in reducing response bias
and minimizing participant fatigue.

The cross-sectional design of this study presents another important
limitation. While we examined the direct effects of exposure to
extremist content on sexist attitudes and aggression, as well as indirect
effects mediated by dispositional authoritarian attitudes, the causal
direction of these relationships cannot be definitively established.
Without temporal sequencing, it is difficult to generalize our results
on whether extremist exposure leads to increased aggression and sex-
ism or whether individuals with preexisting dispositions are more
drawn to such content. Although we employed appropriate statistical
techniques to examine this phenomenon, we strongly recommend that
future research adopt longitudinal and developmental methodologies
to better capture the temporal dynamics and potential bidirectional
influences among these variables. Furthermore, while gender was
included in the model as a controlling factor, its robust predictive
utility can sometimes lead to misleading interpretations, particularly
in studies with disproportionate sample sizes. This study’s underrep-
resentation of women in the sample posed a limitation, so a detailed
discussion on gender-specific findings was not undertaken.

We would also like to emphasize the importance of considering
the type of video games participants engage with, as some scholars
express the concern that certain genres or narratives may reinforce
sexist attitudes and aggression (e.g., Kowert et al., 2017). This raises
the possibility that exposure to such content could influence even
politically neutral individuals, fostering aggressive or sexist tenden-
cies independent of far-left or far-right ideological dispositions.
However, the evidence remains mixed. For instance, some studies
suggest that even highly sexualized games may have minimal impact
on players’ sexist attitudes or behaviors (e.g., Ferguson et al., 2022).
Therefore, future research should consider the genre and thematic
content of video games as a critical variable when assessing the psy-
chological and ideological effects of media exposure.

Conclusion

This study examined the recruitment dynamics of far-right and
far-left groups within the Indian gaming community and how expo-
sure to extremist content in video games interacts with authoritarian
predispositions to shape sexist attitudes and aggression. Although
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recruitment instances were relatively rare, the findings suggest that
extremist groups across ideological spectrums exploit similar mech-
anisms within gaming platforms. Importantly, far-right exposure
directly predicted hostile sexism, traditional male role norms, and
aggression, whereas far-left exposure influenced these constructs
only through LWA, underscoring an asymmetry in how ideological
extremities operate. Additionally, RWA and LWA showed compara-
ble predictive utility for sexist attitudes and aggression. This not only
challenges the view that authoritarianism is inherently right-leaning
but also points to a broader interpretation that authoritarianism may
function as an independent construct, where individuals high in
authoritarian traits are susceptible to extremist content regardless
of whether it appeals to hierarchical dominance or violent liberation.
This opens a critical avenue for future research to clarify whether
authoritarianism is best understood as two ideological variants or
as a unified psychological orientation expressed through different
ideological anchors. Overall, the development of sexist attitudes
and aggression through extremist exposure and ideological disposi-
tions appears to be shaped by the broader context of culturally
embedded patriarchal norms in India. However, the relatively
lower frequency of recruitment efforts and receptiveness observed
within video gaming spaces suggests that the mechanisms of extrem-
ism operate in similar ways across cultural contexts. Therefore, while
the findings highlight the potential of video games to serve as a vec-
tor for extremist influence, they do not warrant moral panic or the
attribution of a unique or isolated risk to gaming environments.
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