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Even though the use of information and communication technology (ICT) in many 
European countries today is quite evenly distributed among men and women, the control 
over ICT development is still to a large degree in the hands of men (cf. Faulkner 2001, 
2004; Gansmo et al. 2003; Wajcman 2008). The sites for development of ICT is often 
depicted as populated of hackers or computer nerds (cf. Gansmo et al. 2003) and the 
hacker culture or the culture of computer nerds is often perceived as a highly masculine 
culture, both in its story of disembodiment, and in its composition of almost only men 
(cf. Turkle 1984; Kendall 1999, 2000, 2011; Wajcman 2004; Mellström 2009). Previous 
research has also shown that the computer nerd identity tends to function as a 
gatekeeper, gendering technical competences and shaping both women’s and men’s 
interests in the field of Computer Science (e.g. Sjögren, 2011; Cheryan et al., 2012, 
2009).	  
   The aim of this paper is to study computer nerd masculinity and how it plays a key role 
in identity formation in ICT-research, both for self-ascribed nerds and others. 
   The study is based on in depth interviews with 18 members of four interconnected 
ICT-research organizations. 
   Results include that researchers from different parts of the organizations and from 
diverse research fields have different conceptions of computer nerds and that the notions 
of this identity is used both for ascribing identity onto others and onto oneself. Some 
researchers define themselves as nerds and use nerdiness to assess technical competence in 
others; other researchers define themselves against the nerd stereotype and define their 
own novelty in contrast to it. 
   One conclusion is that the formation and ascribing of nerd identity is a boundary work 
of sort and that the computer is a boundary object (Star & Griesemer, 1989; Mol, 2002) 
in relation to which both computer nerd identity and other alternative identities is 
constructed. 
 


