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Disclaimer

ALERT! ALERT! 

Stereotypesahead!
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Disclaimer

There are always 

exceptions



expressiveintelligencestudio UC Santa Cruz

A Multi-Faceted Topic

ÁDemographics of gamers

ÁGender-inclusive game design

ÁRepresentation of women in games
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A Bit of Statistics

ÁWǳǎǘ ǿƘƻΩǎ ǇƭŀȅƛƴƎ ǾƛŘŜƻ ƎŀƳŜǎ ŀƴȅǿŀȅΚ (USA)

Á55%of adult men

Á50% of adult women

http://pewresearch.org/pubs/1048/video-games-adults-are-players-too
http://pewinternet.org/Reports/2008/Teens-Video-Games-and-Civics.aspx
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Contradictions Ahoy

Are women playing this?
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Contradictions Ahoy

Or this?
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Wǳǎǘ ! CŜǿ aƻǊŜ {ǘŀǘƛǎǘƛŎǎΧ

http://www.infosolutionsgroup.com/2010_PopCap_Social_Gaming_Research_Results.pdf

Profile of Social Game Players - Gender
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Wǳǎǘ ! CŜǿ aƻǊŜ {ǘŀǘƛǎǘƛŎǎΧ

http://www.esrb.org/about/video-game-industry-statistics.jsp
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Computer Game Industry

What we do know:

Women play games.

What we ŘƻƴΩǘ know:

Why?
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Computer Game Industry

Computer game industry trying to capture 
girl/woman demographic since Barbie Fashion 
Designer (1996) was a surprise hit.

This has largely failed.
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ά{ƘǊƛƴƪ Lǘ ŀƴŘ tƛƴƪ Lǘέ
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ά{ƘǊƛƴƪ Lǘ ŀƴŘ tƛƴƪ Lǘέ

ÁIt works everywhere else!
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ά{ƘǊƛƴƪ Lǘ ŀƴŘ tƛƴƪ Lǘέ

Chess for Girls!

ChessForGirls-SNL.avi
ChessForGirls-SNL.avi
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Gender and Technology

ÁSocietal gender roles 
adopted at early age

ÁBoys = builders

ÁGirls = users

ÁBoys fight over 
computer use

ÁGirls let boys take 
over
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Demographics in Games Industry

http://archives.igda.org/diversity/IGDA_DeveloperDemographics_Oct05.pdf
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A Reminder

Stereotypes incoming!
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Gender and Games - Similarities

ÁChallenge

ÁHuman nature

ÁFeeling of achievement, progression
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Gender and Games

ÁConsequences of failure

ÁMales: Harsh consequences

ÁDie, restart, lose

ÁFemales: Softer consequences

Ácannot continue until pass challenge, no restarting 
required
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Gender and Games

ÁStructure of games

ÁMales: Goal-oriented

ÁFocus is on winning or losing

ÁFemales: Activity-based

ÁFocus is on playing the game
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Gender and Games

ÁConflict

ÁMales: Vanquish

ÁDirect confrontation, killing, physical challenge

ÁFemales: Compromise

ÁPuzzles, negotiation, mental challenge



expressiveintelligencestudio UC Santa Cruz

Gender and Games

ÁCompetition

ÁMales: Direct competition

ÁVersus each other, versus the game

ÁFemales: Indirect competition

ÁAgainst previous best, achievements
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Gender and Games

ÁSpatial Learning

ÁMales: True Direction

ÁFemales: Landmarks

ÁMales: Moving objects in static field

ÁFemales: Static objects in moving field
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Gender and Games

ÁRisk Taking

ÁMales: Machine as Foe

ÁIƛŘŘŜƴ ƳƻǾŜǎΣ άƘƻǿ ŘƻŜǎ ǘƘƛǎ ǿƻǊƪΚέ

ÁFemales: Machine as Friend

ÁClean interfaces, social play
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Gender and Games

ÁCustomization

ÁMales: Integrated

ÁBetter weapons, armor, better at the game

ÁFemales: Non-integrated

ÁIndividuality, avatar gender and appearance



expressiveintelligencestudio UC Santa Cruz

Gender Bias
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Gender Bias - Males

ÁViolence / Gore

ÁAll male avatars

ÁRealistic graphics

ÁFantastical setting

ÁColor scheme

ÁGame mastery
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Gender Bias - Females

ÁMini-games

ÁCute graphics

ÁReal-life activity

ÁColor scheme

ÁAvatar is not present

ÁGame mastery
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Gender Bias
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Gender Bias

ÁLevels

ÁGraphics

ÁCustomization

ÁColor Scheme

ÁAvatar is not identified as either gender
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Gender and Games

Á.ǳǘΧΦ ŀǊŜ ǘƘŜǎŜ ŘƛŦŦŜǊŜƴŎŜǎ ǊŜŀƭΚ

ÁPriming subjects

ÁStereotype threat

Delusions of Gender: How Our Minds, Society, and NeurosexismCreate Difference. CordeliaFine. 
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Representations of Women in Games

ÁEarly games had no 
genders at all!


