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Abstract
This literature review synthesizes 30 years of research on sexism in video games, focusing on
three key areas: game creation, content, and community/culture. Based on an analysis of
n =137 academic publications, the review highlights the persistent underrepresentation and
marginalization of women in the video game industry, both in workforce composition and
leadership roles. It also examines the pervasive sexualization and stereotyping of female
characters in games and explores the broader gaming community’s exclusionary practices
toward women. Despite some evidence of gradual improvement in female representation,
sexist portrayals remain widespread. The review emphasizes the importance of understanding
these dynamics to address gender inequality in video gaming. Future research should adopt
intersectional approaches to investigate the experiences of marginalized groups beyond

gender, while expanding the scope to different cultural contexts and gaming communities.

Keywords: sexism, video games, gaming culture, gaming industry, literature review

Short description: This review synthesizes 30 years of research on sexism in video games,
analyzing game creation, content, and community. Based on 137 studies, it highlights
women’s underrepresentation in the industry, the sexualization of female characters, and
exclusionary gamer culture. While some progress is noted, sexism persists, calling for

intersectional and global research.
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Sexism in Video Games: A Literature Review of Research in the Domains Game
Creation, Content, and Community/Culture

In 2021, a sexual harassment lawsuit was filed against “Activision Blizzard,” known for
franchises like Diablo and Call of Duty (Browning, 2021). Similar allegations of toxic
workplace culture, driven by gender-based discrimination, were also made against “Bungie,”
the developer behind Halo and Destiny (Valentine, 2021). These incidents exemplify the
persistent sexism in the video game industry, which, despite being the world’s largest
entertainment sector (Wijman, 2020), continues to grapple with gender inequality.
Although video games appeal to both men and women, the industry remains shaped by
gendered norms that foster sexism in game production, content, and player communities
(Kowert et al., 2017). Historically, video games have been positioned as a male-dominated
domain, reinforcing harmful gender stereotypes and creating an exclusionary culture (ibid.).
As a powerful cultural and commercial force, video games offer a critical lens through which
to examine how media can perpetuate societal views on gender roles, sexism, and inequality.
“Sexism” refers to a broad spectrum of attitudes, beliefs, and behaviors that sustain gender-
based inequalities, often marginalizing women while upholding patriarchal norms (Glick &
Fiske, 1996). To understand sexism in video games, it is necessary to examine three
interrelated areas: the development and production of games (creation), the depiction of
characters and narratives (content), and the broader gaming culture (community/culture).
These areas are interconnected and can create a feedback loop where sexist practices in the
industry influence in-game representations, which in turn reinforce a male-dominated player
base resistant to inclusivity.
This literature review synthesizes three decades of research on sexism in video games,

analyzing 137 publications across these three areas. By mapping key findings and research
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gaps, it aims to advance the understanding of gendered dynamics in the industry and provide

a foundation for future scholarship in this constantly evolving field.

Method: Literature Review
Preliminary Considerations and Definitions
Before proceeding, it is necessary to define sexism in the context of this review and establish
the relevance of video games. The patriarchy, ubiquitous in most human societies, describes
“men’s structural control over political, legal, economic, and religious institutions” (Glick &
Fiske, 1997, p. 120). As a result, the relationship between men and women is characterized
by an imbalance of power (ibid.). This places women below men and a certain ideal of
manliness above other men, as described by the concept of hegemonic masculinity (Connell
& Messerschmidt, 2005). Sexism encompasses “attitudes, beliefs, or behaviors that support
the unequal status of women and men” (Swim & Campbell, 2003, p. 219). It manifests
through ambivalent sexism, which includes both hostile sexism, justifying male dominance
and viewing women as inferior, and benevolent sexism, which idealizes women as
subordinates who conform to traditional gender roles (Glick & Fiske, 1997). This mirrors the
historical Madonna-whore dichotomy, where women are valued when compliant (benevolent)
and disparaged when defiant (hostile) (Tanner, 2019). Although benevolent sexism appears
less overtly harmful, it still limits women’s autonomy.
Sexist beliefs translate into gender stereotypes, while sexist behaviors involve discriminatory
treatment of both women and men (Swim & Campbell, 2003). Additionally, rape myth
acceptance (RMA) describes the endorsement of (refuted) assumptions about rape, such as
the belief that blame should be placed on the victim, or that rape is sexually motivated instead
of being a form of abuse (Burt, 1980). RMA has been associated with sexist behavior and
beliefs and has thus been used in media research to establish a link between media use and

sexism (Fox & Potocki, 2016).


https://www.zotero.org/google-docs/?QgT2O1
https://www.zotero.org/google-docs/?QgT2O1
https://www.zotero.org/google-docs/?5mO6YG
https://www.zotero.org/google-docs/?5mO6YG
https://www.zotero.org/google-docs/?vOC2Co
https://www.zotero.org/google-docs/?GE7oel
https://www.zotero.org/google-docs/?qweaMf
https://www.zotero.org/google-docs/?YAfpIk
https://www.zotero.org/google-docs/?J2MzaG
https://www.zotero.org/google-docs/?2XW1df

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 5

Video games differ from traditional media through their interactivity, potentially intensifying
their impact on players’ beliefs and behaviors (Fox & Potocki, 2016). Historically
conceptualized as a male-oriented medium (Alloway & Gilbert, 1998), video games provide a
critical lens for examining sexism in the interrelated areas of media creation, content, and
cultures.

Literature Search Procedures

A comprehensive narrative literature review was conducted to assess existing research on
video games and sexism. The literature search was carried out in March 2024 and comprised
three steps: (1) querying relevant databases via the Datenbank-Infosystem (DBIS) [1] (2)
searching Google Scholar, and (3) applying a snowballing technique by reviewing citations in
previously identified publications. Across all databases, the search term “video games and
sexism” was used. The Google Scholar search yielded 63,400 results and was continued until
diminishing returns were observed, defined as pages containing one or fewer relevant results.
We originally identified about 2,192 publications.

To determine the final sample for the literature review, the following inclusion criteria were
applied: publications had to directly address sexism and video games , be written in English,
be peer-reviewed, provide full-text access, and have received at least ten citations. The
citation threshold was used as a quality filter to prioritize publications with measurable
academic visibility and engagement. After removing duplicates and applying the inclusion
criteria, the search yielded a final sample of n = 137, as detailed in Figure 1. The resulting
sample should not be interpreted as fully representative of global scholarship on sexism in
video games, particularly given the exclusion of non-English publications and the use of
citation-based filtering.

[Figure 1 about here]
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Literature Categorization

To structure the review and establish a framework for mapping the research field, all
identified publications were sorted into one of three categories: creation, content, and
community/culture. This categorization is based on the theoretical model of exclusion and
sexism in video game content and culture (Kowert et al., 2017), which defines three key areas
contributing to exclusion and sexism in video games. The “male-dominated video game
industry” is reflected in the first category creation, which indicates that a hegemonic game
industry, largely consisting of (white) men, leads to a non-diverse game landscape (Fron et
al., 2007). “Gender socialization process” relates to the second category content, which looks
at the representation (or lack thereof) of female characters in video games. “Exclusionary
gaming communities” are represented in the third category community/culture. It refers to an
overwhelmingly male gaming community and male-biased culture surrounding video games.
Publications were categorized based on their abstracts; if classification was unclear, the full
text was reviewed. In most cases, the research goal was explicitly stated in the abstract and
allowed identifying the primary focus of the publication. Key terms guided the
categorization: creation was identified by references to “industry,” “development,” or

29 ¢

“production”; content by mentions of “representation,” “portrayals,” “depictions,” or the

“effects” of (sexualized) video games; and community/culture by terms such as “community,”

29 ¢ 9% ¢

“culture,” “players,” “gamers,” or “populations.” Seven publications focused on the
Gamergate controversy and were assigned to the community/culture category. Two articles
(Jenson & de Castell, 2010; Kowert et al., 2017) examined video game research at a meta-
level and could fit multiple categories. To maintain consistency, they were placed in the
community/culture category due to their broad discussion of gaming culture. Ultimately, 13

publications (9.49%) were classified under creation, 64 (46.72%) under content, and 60

(43.80%) under community/culture.
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The quantitative analysis of the 137 publications examined: (a) the temporal distribution
across the three categories, (b) publication outlets, (c) keywords as thematic indicators, and
(d) author gender composition. The web-based tool genderize.io was used to infer the binary
gender most commonly associated with the authors’ first names, serving as an approximate
measure of gender composition. For the qualitative analysis, the publications were carefully
read and summarized in detailed excerpts. Each publication was examined for its key themes
and findings, and the most common research findings were then identified and grouped
together to provide a comprehensive overview of the research field within the categories of

creation, content, and community/culture.

Results

Quantitative Analysis: Overview of the Research Field
The temporal distribution of all 137 identified articles, sorted by category, is illustrated in
Figure 2. The publication dates range from 1993 to 2023, encompassing 30 years of
publication history. The graph exhibits a left-skewed distribution: During the first decade
(1993-2003), only nine publications were identified, whereas the last decade (2013-2023)
saw 89 publications. The year 2018 marked a peak with 12 publications. On average, 4.42
publications were released annually, with a median of 4. The average number of citations per
publication was 94.24, with a range spanning from 10 to 1,174 citations. Although the earliest
identified publication dates back to 1993, publications focusing on the category creation did
not appear until 2006.

[Figure 2 about here]
The majority of identified publications were published in peer-reviewed journals (93.43%).
18 of the journal articles were published in Sex Roles, nine in Games and Culture, six in
Computers in Human Behavior, five in New Media & Society, four in Aggressive Behavior,

Cyberpsychology, Behavior and Social Networking, and Journal of Broadcasting &



SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 8

Electronic Media, and three in Feminist Media Studies, Frontiers in Psychology,
International Journal of Gender, Science and Technology, Journal of Communication and
Psychology of Popular Media. Seven publications are chapters in edited books (5.11%), and
two articles were conference papers, both introduced at the Digital Games Research
Association (DiGRA) Conference (1.46%).
An analysis of the 596 used keywords is presented in Table 1. Additionally to those listed,
there were 204 unique keywords. Most keywords combine references to video games (e.g.,
video games, gaming culture, MMORPG, Lara Croft) with those related to sexism (e.g.,
gender, sexism, women, sexual harassment). Additional keywords include research methods
(e.g., content analysis, interview) and theoretical frameworks (e.g., ambivalent sexism,
cultivation theory, rape myths).

[Table 1 about here]
Of the 257 authors analyzed, 138 (53.69%) were most commonly associated with a female
gender, and 119 (46.30%) with a male gender. Among the 105 multi-author publications,
58.10% of first-listed authors and 48.57% of last-listed authors were identified as most
commonly associated with a female gender.
Qualitative Analysis: Research Themes & Findings
Creation: Sexism in the Video Game Industry
The video game industry exhibits structural misogyny, characterized by a bias in favor of
male workers and systemic discrimination against female workers (e.g. Bailey et al., 2021;
Blodgett & Salter, 2014; Jenson & De Castell, 2013; Prescott & Bogg, 2011). This bias is
reflected in the underrepresentation of women across the industry (Prescott & Bogg, 2011).
Vertically, women are severely underrepresented in leadership roles, with female directors
and (executive) producers comprising only 0-9% of such positions (Bailey et al., 2021;

Prescott & Bogg, 2011). Horizontally, women are less present in core development roles and
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are instead concentrated in marketing, human resources, or support positions (Bailey et al.,
2021; Prescott & Bogg, 2011). These disparities contribute to a pronounced gender pay gap
and reinforce structural imbalances within the industry (Bailey et al., 2021).

Female workers in the video game industry frequently experience tokenization and
antagonism. Sexist harassment, including threats of violence, rape and abuse, is a routine
experience for many women, as evidenced by campaigns such as #1reasonwhy from 2011
(Blodgett & Salter, 2014; Jenson & De Castell, 2013). The underrepresentation of women
exacerbates this issue; when women do speak publicly about video game development, their
expertise is frequently overshadowed by a focus on their marginalization, further contributing
to their tokenization (de Castell & Skardzius, 2019).

Various strategies have been proposed to improve working conditions for women in the video
game industry, including individual resistance, legal action, media scrutiny, peer pressure,
and unionization (Kivijirvi & Sintonen, 2022; Weststar & Legault, 2019). While initiatives
exist to lower entry barriers for women, they are often designed from a male perspective,
neglecting insights from feminist technology research. As a result, these efforts fail to address
the unique challenges faced by marginalized groups, provide inadequate support services, and
underestimate the skills of non-male developers (Cunningham, 2011; S. J. Fisher & Harvey,
2013; Harvey & Fisher, 2015).

Content: Sexism in Video Game Images and Narratives

Female characters in video games remain underrepresented, and when they do appear, they
are frequently sexualized, stereotyped, and objectified. They are often relegated to
subordinate roles, such as sidekicks or damsels in distress, reinforcing traditional gender
hierarchies (e.g. Beasley & Collins Standley, 2002; Burgess et al., 2007; Dietz, 1998; Downs

& Smith, 2010; Gestos et al., 2018).
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Even when female characters are portrayed as strong or powerful, this strength is often
defined through the lens of traditional male characteristics (Jansz & Martis, 2007), while still
adhering to conventional beauty standards that emphasize sexual appeal (Grimes, 2003). In
recent years, the frequency of female character appearances is increasing (Lynch et al., 2016),
and their narratives are becoming more complex and less reliant on male counterparts
(Perreault et al., 2018). The representation of female characters over time has shifted from
fitting the framework of benevolent sexism, where women are depicted as needing rescue
toward a more hostile sexism, marked by increased sexualization (Summers & Miller, 2014).
Video games featuring women in primary roles tend to perform worse commercially unless
these characters are depicted in a sexualized manner, particularly on the game’s cover (Near,
2013). This underscores the enduring commercial appeal of sexualized imagery, even as the
industry makes progress toward more equitable representation.

Reports on the effects of video games containing sexualized content on rape myth acceptance
(RMA) remain a subject of considerable debate. Some studies suggest that exposure to
violence against women, along with the objectification, sexualization, and stereotyping of
female characters in video games, may influence RMA (Beck et al., 2012; Dill, 2009; Dill et
al., 2008; Driesmans et al., 2015; Fox & Potocki, 2016). However, other research has not
found such effects (Beck & Rose, 2021; Ferguson & Colwell, 2020), or even reported
reductions in RMA when participants engaged in tasks involving a high cognitive load
alongside exposure to such content (Read et al., 2018). Additionally, while some studies do
identify a relationship between sexist video game content and RMA, these findings often
involve small effect sizes and cannot be interpreted as evidence of causality (Fox & Potocki,
2016).

A correlation between playing violent video games and belief in traditional masculine roles

has been identified in certain studies (Blackburn & Scharrer, 2019; Gabbiadini et al., 2016),


https://www.zotero.org/google-docs/?Oo9mpA
https://www.zotero.org/google-docs/?Lzu9t1
https://www.zotero.org/google-docs/?A9r4Tb
https://www.zotero.org/google-docs/?7t88ay
https://www.zotero.org/google-docs/?ejg5U2
https://www.zotero.org/google-docs/?vqLrjK
https://www.zotero.org/google-docs/?vqLrjK
https://www.zotero.org/google-docs/?VYsRPE
https://www.zotero.org/google-docs/?VYsRPE
https://www.zotero.org/google-docs/?BuDZdE
https://www.zotero.org/google-docs/?vQKIpq
https://www.zotero.org/google-docs/?ip27Tv
https://www.zotero.org/google-docs/?ip27Tv
https://www.zotero.org/google-docs/?bzrCWT

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 11

yet others found no evidence of cultivation effects linking video game play to sexist beliefs
(Breuer et al., 2015). This has led some researchers to suggest that current data do not
robustly support a cultivation approach for understanding the effects of sexualized content on
sexist beliefs (Ferguson & Colwell, 2020). Instead, evidence indicating that sexualized
content may lower RMA aligns more closely with a catalyst approach, wherein pre-existing
attitudes are activated rather than cultivated (Beck & Rose, 2021; Kowert et al., 2017;
Stermer & Burkley, 2015).

Furthermore, some studies have found a significant correlation between sexist beliefs and
engagement with video games, suggesting that societal sexist ideals are mirrored through the
behavior of virtual agents as ‘vamps’ or ‘virgins,’ triggering similar responses of hostile or
benevolent sexism (e.g. Beégue et al., 2017; Fox & Bailenson, 2009; Stermer & Burkley,
2015). Sexualized video games can also have a priming effect, activating sexual thoughts and
reinforcing sexist schemata, which may contribute to a higher self-reported tendency toward
sexual harassment behavior (Burnay et al., 2019; Yao et al., 2010).

While some studies have found that sexualized female video game characters can negatively
impact female self-concepts, self-efficacy, and self-objectification (Behm-Morawitz &
Mastro, 2009; Fox et al., 2015; Gestos et al., 2018), other research presents a more nuanced
picture. For instance, some studies have found no significant relationship between exposure
to sexualized content in video games and body image concerns or self-objectification among
female players (Lindner et al., 2020; Skowronski et al., 2021). Interestingly, one study
reported that hyper-idealized body depictions in video games had differing effects on men
and women, with negative effects observed in men and positive effects in women (Matthews
et al., 2016). A recent meta-analysis further complicates the narrative, concluding that the
overall evidence does not substantiate a strong link between sexualized video game content

and well-being, body image, or attitudes toward sexism and misogyny. It suggests that the
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effects observed in individual studies tend to be small and often not statistically significant,
indicating that the impact of sexualized video game content on these outcomes may be less
substantial than previously assumed (Ferguson et al., 2022).

Community/Culture: Sexism in the Broader Video Game Community

Seven publications have analyzed the Gamergate controversy of 2014, exploring its impact
on the gaming community and beyond (e.g. Chatzakou et al., 2017; Gray et al., 2017; M.
Salter, 2018). The controversy began with accusations that game journalists were providing
favorable reviews for video games developed by women in exchange for sexual favors,
sparking a widespread debate within the gaming community about the ethics of game
journalism. However, many scholars argue that these accusations served primarily as a
pretext, masking what quickly became an organized harassment campaign targeting women
working in the industry and the broader gaming community (Chatzakou et al., 2017). It is
crucial to recognize that the individuals targeted by this campaign, as well as subsequent
research, emphasize that Gamergate was not an isolated incident but rather an extreme and
highly publicized manifestation of the sexism, stereotyping, sexual harassment, and exclusion
that female gamers and developers routinely face in a male-dominated gaming culture (Gray
et al., 2017; M. Salter, 2018).

The culture surrounding video games has historically excluded individuals who do not
conform to the contrived image of “geek masculinity” (e.g. Braithwaite, 2016; A. Salter &
Blodgett, 2012). The masculine orientation of video game culture, often referred to as the
“malestream” (Jenson & De Castell, 2013) is further reflected in physical spaces, in the
naming of gaming consoles (e.g., Game Boy), in advertising, the press, and other media
depictions (e.g. Alloway & Gilbert, 1998; Beavis & Charles, 2007; Cote, 2018). Outsiders to
this culture include not only female gamers but also other marginalized groups, such as racial

minorities, LGBTQ+ individuals, and anyone who challenges the perceived status quo,
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including activists, developers, and academics (Braithwaite, 2014, 2016; Ruberg et al., 2019;
M. Salter, 2018). Research has shown that conformity to masculine norms and a high social
dominance orientation can predict sexist attitudes toward women who play video games (Fox
& Tang, 2014). Furthermore, self-identification as a gamer has been found to be related to
sexist harassment behavior (Tang et al., 2020). Other predictors of (sexual) harassment
behavior in online gaming environments include hostile sexism, social dominance
orientation, and personality traits such as machiavellianism and psychopathy (Tang et al.,
2020; Tang & Fox, 2016). Female gamers face an underlying, gendered threat within this
culture. They are often sexualized and underrated (Harrison & Drenten, 2016; Kelly et al.,
2023) and exist only in a secondary position relative to male gamers (Nic Giolla Easpaig &
Humphrey, 2017).

Female gamers face additional challenges within the gaming community, including gendered
flaming and griefing, gendered exploitation and oppression, objectification, and sexist
portrayals of female characters. These issues contribute to a pervasive desire among female
gamers for a more inclusive community (Brehm, 2013). Even in environments where women
feel welcomed, there often remains an underlying anxiety that their failures will be attributed
to their gender rather than individual skill or circumstances (Fortim & Grando, 2013). Female
video game streamers, in particular, are frequently objectified, with their gender making them
prime targets for harassment. This harassment forces them to constantly prove their gaming
skills, an expectation not typically placed on their male counterparts (e.g. Ruberg et al.,
2019). In the realm of competitive video gaming, these gender-based disparities are even
more pronounced. Female athletes are significantly underrepresented and underpaid, and they
are generally assumed to be less skilled (e.g. Ratan et al., 2015; Taylor, 2003).

Female players find themselves unwelcome in a predominantly masculinized gaming culture.

The effects of this exclusion on female players’ identity and their subsequent coping
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mechanisms are discussed in multiple publications. For one, many female players tend to
perceive video games more as a secondary activity or a diversion rather than a primary hobby
or passion, and hesitate to label themselves as “gamers” (e.g. Ratan et al., 2015; Royse et al.,
2007; Schott & Horrell, 2000). Moreover, they seem to be more strongly motivated by social
factors, preferring genres such as RPGs and MMORPGs, which emphasize community and
collaboration (Eden et al., 2010; Schott & Horrell, 2000; Taylor, 2003; Williams et al., 2009).
There is evidence that female gamers struggle with self-identification, as they are excluded
from the gaming community for not being men, yet also do not fit the stereotype of helpless
or unskilled female players (e.g. Beavis & Charles, 2007; Royse et al., 2007).

To cope with the challenges of a hostile gaming environment, female gamers employ various
strategies. These include frequent group switching (McLean & Griffiths, 2019), adopting
multiple social identities to mitigate stereotype threats (L. K. Kaye et al., 2017; L. Kaye &
Pennington, 2016), and concealing their identities altogether (Cote, 2017; Fox & Tang, 2016;
McLean & Griffiths, 2019). This concealment often involves avoiding verbal
communication, using anonymization strategies, engaging in gender-bending and masking, or
downplaying their own success to avoid drawing attention (e.g. Cote, 2017; Fox & Tang,
2016; McLean & Griffiths, 2019). While some female gamers seek support through reporting
mechanisms in online games (Fox & Tang, 2016), there is evidence to suggest that these
functions are often underutilized due to their perceived ineffectiveness (Choe et al., 2020).
These coping strategies reflect the complex and often precarious position of female gamers in

a culture that frequently marginalizes them.

Discussion
Video games have become a widely popular form of media entertainment, notable for their
interactivity. While they are often regarded as a male-dominated medium (H. D. Fisher,

2015), data on player demographics reveal that women and men engage in gaming in nearly
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equal numbers. Nonetheless, gender disparities are evident in various aspects of the video
game industry, ranging from game development (creation) and the sexualization of female
characters in games (content) to a predominantly male-biased gaming community/culture.
This literature review examined research on sexism in video games conducted over the past
30 years. A comprehensive literature search identified 137 relevant publications, which were
analyzed using both quantitative and qualitative approaches. The reviewed literature suggests
that sexism in video games should not be understood as isolated incidents within individual
games or communities, but rather as a structurally interconnected phenomenon spanning
production, representation, and player culture.

Synthesis of Key Findings

In the category of creation, a recurring theme is the underrepresentation and occupational
segregation of women in the video game industry. This segregation occurs both horizontally,
with fewer women in leadership roles, and vertically, with fewer in development and
technical positions. As a result, female workers face lower salaries, limited career growth,
and reduced autonomy, authority, and prestige. This imbalance also directly influences video
game content, as the male-dominated industry shapes character design and narratives, often
reinforcing formulaic tropes that primarily cater to male audiences (Tompkins & Martins,
2022).

The systematic underrepresentation and hypersexualization of female characters is one of the
most consistent findings across studies analyzing game content. Many studies highlight the
tendency to categorize female characters into simplistic dichotomies, such as the Madonna-
whore complex, reflecting both hostile and benevolent sexism. At the same time, research on
the effects of sexualized video game content remains inconclusive. While sexist

representations are consistently documented, studies examining their measurable impact on
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players often report only small or inconsistent effects and are frequently limited by
methodological constraints.

In the domain of community/culture, the Gamergate controversy serves as a striking example
of the tangible threats faced by individuals who critically engage with the gaming
community. Female gamers, in particular, often avoid identifying as “gamers”—especially as
female ones—and employ various coping mechanisms to navigate a community and culture
that frequently marginalizes or actively excludes them.

Evaluation of the Research Field
The first publication identified in this review dates back to 1993, and since 2002, at least one
relevant study has been published each year. Research on sexism in video games is
dominated by studies focusing on content and community/culture, which together account for
approximately 90% of the literature. Early research primarily examined representation and
the prevalence of sexualized content in games, whereas more recent studies increasingly
focus on media effects and online gaming culture. In particular, the Gamergate controversy
marked a significant turning point in scholarly attention toward harassment, exclusion, and
toxic gaming communities. Although some improvements in female representation can be
observed over time, patterns of harassment and exclusion remain persistent.

Gender disparities in academic authorship remain a topic of ongoing debate. An analysis of
communication journals reported an average distribution of 57% male and 43% female
authors (Trepte & Loths, 2020). In contrast, the sample in this study showed a higher
proportion of female authors, with approximately 54% of all authors identified as having a
female name and 58% holding first authorship. This may indicate that the research area
attracts disproportionate interest from female scholars and could be perceived within the

broader academic community as a topic primarily associated with women.
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Several limitations were identified across the body of research. Many studies did not involve
actual gameplay as a stimulus (Dill & Thill, 2007; H. D. Fisher, 2015; Miller & Summers,
2007; Summers & Miller, 2014), despite the interactive nature of video games being central
to their impact. Additionally, the highly individualized nature of video game experiences
makes them difficult to accurately capture in controlled environments. Measuring sexism also
proved challenging; definitions of sexist content varied across studies, and some relied on
arguably outdated or limited scales, for which reliability and validity remain to be discussed
(Bégue et al., 2017; Breuer et al., 2015; Prescott & Bogg, 2011). Another common
methodological issue was the absence of pre-tests, which complicates determining the
direction of causality (Behm-Morawitz & Mastro, 2009; Dill, 2009; Driesmans et al., 2015;
Yang et al., 2014). This raises an important question: Does exposure to sexist content foster
sexist attitudes, or do individuals with sexist beliefs gravitate toward games that reinforce
their views? Furthermore, studies that did find effects often reported small effect sizes or
failed to account for important covariates (Dill et al., 2008; Eden et al., 2010; Fox et al.,
2015; Williams et al., 2009). Many studies used samples primarily composed of college
students, limiting the generalizability of the findings to the broader population (Beck et al.,
2012; Fox & Potocki, 2016; Read et al., 2018).

Key gaps in the current research landscape include the need for greater focus on the portrayal
of idealized male characters and the potential effects of positive, non-stereotypical female
characters. Another underexplored area is the impact of casual games, such as free-to-play
mobile games, which attract a large player base and generate more revenue but have received
less scholarly attention compared to core games.

Limitations of the Review

The category of creation had significantly fewer publications compared to the other two

categories. However, this disparity may not accurately reflect the scope of the research field,
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as the use of additional keywords during the search process (e.g., ‘industry’ and ‘game
development’) might have yielded more relevant studies. Another limitation of this review is
its exclusive focus on the representation (or lack thereof) of women, which overlooks the
experiences of individuals outside the gender binary. This is further complicated by our
creation of a binary gender distribution system based on first names, which might not
accurately reflect the gender identities authors identify with. For future research, an
intersectional approach is recommended that considers other intersecting factors, such as
race, class, and sexual orientation, alongside a broader understanding of gender. This would
enable a more nuanced exploration of how various identities impact representation and
experiences within the video game industry, content, and community/culture.

Given that half of all video game revenue is generated in the Asia-Pacific region, the focus on
English-language publications should be critically assessed as well (PwC, 2022). The vast
majority of research has been conducted by scholars based in North American and European
universities (59.53% and 26.46% respectively), with only 12.6% of scholars based in the
APAC region (7.39% in Australia and 4.67% in Asia). Future studies should thus aim for
better representation of different cultural gaming communities.

Conclusion

Although the evidence regarding the negative effects of sexist content and culture in video
games is, at best, mixed, the observed tendencies should not be viewed uncritically. Even if
playing video games does not have immediate or direct effects on sexist attitudes or negative
views toward women, the majority of studies analyzing game content confirm that video
games continue to reproduce sexist, stereotypical, and hegemonic representations. While
there are signs of gradual improvement, the male-dominated gaming community often seems
to resist these changes. The issue is not that women lack interest in being part of gaming

culture, but rather that they are consistently and actively excluded from it. Video games still
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perpetuate a traditional image of hegemonic masculinity, and while they may not directly
exacerbate sexism, the portrayal of the world within these games undoubtedly influences
societal norms and values. Therefore, understanding and addressing the dynamics of sexism

in video games requires continued and rigorous academic research.
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Endnotes
DBIS is a German state-funded directory platform that enables users to identify and use
international academic databases. Currently, over 14,000 databases are available, divided by
areas of expertise (Mof3burger et al., 2021). For this literature review, the top databases in the
fields of “Media and communication studies, journalism, film and theater studies” (n = 6) and

“Sociology” (n = 5) were used. [1]

References

Publications included in the analyzed review sample are marked with an asterisk.

Alloway, N., & Gilbert, P. (1998). Video Game Culture: Playing with Masculinity, Violence
and Pleasure. In Wired Up. Routledge.*

Bailey, E. N., Miyata, K., & Yoshida, T. (2021). Gender Composition of Teams and Studios
in Video Game Development. Games and Culture, 16(1), 42—64.
https://doi.org/10.1177/1555412019868381*

Beasley, B., & Collins Standley, T. (2002). Shirts Vs. Skins: Clothing as an Indicator of
Gender Role Stereotyping in Video Games. Mass Communication and Society, 5(3),
279-293. https://doi.org/10.1207/S15327825MCS0503 3*

Beavis, C., & Charles, C. (2007). Would the ‘Real’ Girl Gamer Please Stand up? Gender, Lan
Cafés and the Reformulation of the ‘Girl” Gamer. Gender and Education, 19(6), 691—
705. https://doi.org/10.1080/09540250701650615*

Beck, V. S., Boys, S., Rose, C., & Beck, E. (2012). Violence Against Women in Video
Games: A Prequel or Sequel to Rape Myth Acceptance? Journal of Interpersonal
Violence, 27(15), 3016-3031. https://doi.org/10.1177/0886260512441078*

Beck, V. S., & Rose, C. (2021). Is Sexual Objectification and Victimization of Females in
Video Games Associated with Victim Blaming or Victim Empathy? Journal of

Interpersonal Violence, 36(5-6), NP3196-NP3221.


https://www.zotero.org/google-docs/?c8qlLl
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 21

https://doi.org/10.1177/0886260518770187*

Begue, L., Sarda, E., Gentile, D. A., Bry, C., & Roché, S. (2017). Video Games Exposure and
Sexism in a Representative Sample of Adolescents. Frontiers in Psychology, 8.
https://www.frontiersin.org/articles/10.3389/fpsyg.2017.00466*

Behm-Morawitz, E., & Mastro, D. (2009). The Effects of the Sexualization of Female Video
Game Characters on Gender Stereotyping and Female Self-Concept. Sex Roles,
61(11), 808—823. https://doi.org/10.1007/s11199-009-9683-8*

Blackburn, G., & Scharrer, E. (2019). Video Game Playing and Beliefs About Masculinity
Among Male and Female Emerging Adults. Sex Roles, 80(5), 310-324.
https://doi.org/10.1007/s11199-018-0934-4*

Blodgett, B. M., & Salter, A. (2014). #lreasonwhy: Game Communities and the Invisible
Woman. https://doi.org/10.13016/M22B8VD2F*

Braithwaite, A. (2014). ‘Seriously, Get Out’: Feminists on the Forums and the War(craft) on
Women. New Media & Society, 16(5), 703—718.
https://doi.org/10.1177/1461444813489503 *

Braithwaite, A. (2016). It’s About Ethics in Games Journalism? Gamergaters and Geek
Masculinity. Social Media + Society, 2(4), 2056305116672484.
https://doi.org/10.1177/2056305116672484*

Brehm, A. (2013). Navigating the Feminine in Massively Multiplayer Online Games: Gender
in World of Warcraft. Frontiers in Psychology, 4.
https://www.frontiersin.org/articles/10.3389/fpsyg.2013.00903 *

Breuer, J., Kowert, R., Festl, R., & Quandt, T. (2015). Sexist Games=sexist Gamers? A
Longitudinal Study on the Relationship Between Video Game Use and Sexist
Attitudes. Cyberpsychology, Behavior, and Social Networking, 18(4), 197-202.

https://doi.org/10.1089/cyber.2014.0492*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 22

Browning, K. (2021, July 22). Activision Blizzard Is Sued by California Over Workplace
Culture. The New York Times.
https://www.nytimes.com/2021/07/21/business/activision-blizzard-california-
lawsuit.html

Burgess, M. C. R., Stermer, S. P., & Burgess, S. R. (2007). Sex, Lies, and Video Games: The
Portrayal of Male and Female Characters on Video Game Covers. Sex Roles, 57(5),
419-433. https://doi.org/10.1007/s11199-007-9250-0*

Burnay, J., Bushman, B. J., & Larei, F. (2019). Effects of Sexualized Video Games on Online
Sexual Harassment. Aggressive Behavior, 45(2), 214-223.
https://doi.org/10.1002/ab.21811*

Burt, M. R. (1980). Cultural Myths and Supports for Rape. Journal of Personality and Social
Psychology, 38(2), 217-230. https://doi.org/10.1037//0022-3514.38.2.217

Chatzakou, D., Kourtellis, N., Blackburn, J., De Cristofaro, E., Stringhini, G., & Vakali, A.
(2017). Measuring #gamergate: A Tale of Hate, Sexism, and Bullying. Proceedings of
the 26th International Conference on World Wide Web Companion, 1285-1290.
https://doi.org/10.1145/3041021.3053890*

Choe, K., Doh, S.-J., & Ha, J. (2020). Adolescents’ Experiences and Coping with Sexism
Affect Both Female and Male Online Gamers in South Korea. Sex Roles, §3(1), 43—
53. https://doi.org/10.1007/s11199-019-01094-0*

Connell, R., & Messerschmidt, J. (2005). Hegemonic Masculinity. Gender & Society.
https://www.semanticscholar.org/paper/Hegemonic-Masculinity-Connell-
Messerschmidt/0f219ecc8bf348a2e16360666dfdeea21420231e

Cote, A. C. (2017). “I Can Defend Myself”: Women’s Strategies for Coping with Harassment
While Gaming Online. Games and Culture, 12(2), 136—155.

https://doi.org/10.1177/1555412015587603*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 23

Cote, A. C. (2018). Writing “Gamers”: The Gendered Construction of Gamer Identity in
Nintendo Power (1994—-1999). Games and Culture, 13(5), 479-503.
https://doi.org/10.1177/1555412015624742*

Cunningham, C. (2011). Girl Game Designers. New Media & Society, 13(8), 1373—1388.
https://doi.org/10.1177/1461444811410397*

de Castell, S., & Skardzius, K. (2019). Speaking in Public: What Women Say About Working
in the Video Game Industry. Television & New Media, 20(8), 836—847.
https://doi.org/10.1177/1527476419851078*

Dietz, T. L. (1998). An Examination of Violence and Gender Role Portrayals in Video
Games: Implications for Gender Socialization and Aggressive Behavior. Sex Roles,
38(5), 425—-442. https://doi.org/10.1023/A:1018709905920*

Dill, K. E. (2009). Violent Video Games, Rape Myth Acceptance, and Negative Attitudes
Toward Women.
https://www.academia.edu/22356455/Violent Video Games Rape Myth Acceptanc
e_and Negative Attitudes toward Women*

Dill, K. E., Brown, B. P., & Collins, M. A. (2008). Effects of Exposure to Sex-Stereotyped
Video Game Characters on Tolerance of Sexual Harassment. Journal of Experimental
Social Psychology, 44(5), 1402—1408. https://doi.org/10.1016/j.jesp.2008.06.002*

Dill, K. E., & Thill, K. P. (2007). Video Game Characters and the Socialization of Gender
Roles: Young People’s Perceptions Mirror Sexist Media Depictions. Sex Roles,
57(11), 851-864. https://doi.org/10.1007/s11199-007-9278-1*

Downs, E., & Smith, S. L. (2010). Keeping Abreast of Hypersexuality: A Video Game
Character Content Analysis. Sex Roles, 62(11), 721-733.
https://doi.org/10.1007/s11199-009-9637-1*

Driesmans, K., Vandenbosch, L., & Eggermont, S. (2015). Playing a Videogame with a


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 24

Sexualized Female Character Increases Adolescents’ Rape Myth Acceptance and
Tolerance Toward Sexual Harassment. Games for Health Journal, 4(2), 91-94.
https://doi.org/10.1089/g4h.2014.0055*

Eden, A., Maloney, E., & Bowman, N. D. (2010). Gender Attribution in Online Video
Games. Journal of Media Psychology: Theories, Methods, and Applications, 22, 114—
124. https://doi.org/10.1027/1864-1105/a000016*

Ferguson, C. J., & Colwell, J. (2020). Sexualised Video Games, Sexist Attitudes and
Empathy Towards Victims of Rape: Correlational Evidence for a Relationship Is
Minimal in an Online Study. Criminal Behaviour and Mental Health, 30(1), 16-27.
https://doi.org/10.1002/cbm.2138*

Ferguson, C. J., Sauer, J. D., Drummond, A., Kneer, J., & Lowe-Calverley, E. (2022). Does
Sexualization in Video Games Cause Harm in Players? A Meta-Analytic
Examination. Computers in Human Behavior, 135, 107341.
https://doi.org/10.1016/j.chb.2022.107341*

Fisher, H. D. (2015). Sexy, Dangerous—And Ignored: An in-Depth Review of the
Representation of Women in Select Video Game Magazines—Howard D. Fisher,
2015. Games and Culture, 10(6), 551-570.*

Fisher, S. J., & Harvey, A. (2013). Intervention for Inclusivity: Gender Politics and Indie
Game Development. Loading..., 7(11), Article 11.
https://journals.sfu.ca/loading/index.php/loading/article/view/118*

Fortim, I., & Grando, C. de M. (2013). Attention Whore! Perception of Female Players Who
Identify Themselves as Women in the Communities of Mmos.*

Fox, J., & Bailenson, J. (2009). Virtual Virgins and Vamps: The Effects of Exposure to
Female Characters’ Sexualized Appearance and Gaze in an Immersive Virtual

Environment. Sex Roles, 61, 147—157. https://doi.org/10.1007/s11199-009-9599-3*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 25

Fox, J., & Potocki, B. (2016). Lifetime Video Game Consumption, Interpersonal Aggression,
Hostile Sexism, and Rape Myth Acceptance: A Cultivation Perspective. Journal of
Interpersonal Violence, 31(10), 1912—1931.
https://doi.org/10.1177/0886260515570747*

Fox, J., Ralston, R. A., Cooper, C. K., & Jones, K. A. (2015). Sexualized Avatars Lead to
Women’s Self-Objectification and Acceptance of Rape Myths. Psychology of Women
Quarterly, 39, 349-362. https://doi.org/10.1177/0361684314553578*

Fox, J., & Tang, W. Y. (2014). Sexism in Online Video Games: The Role of Conformity to
Masculine Norms and Social Dominance Orientation. Computers in Human Behavior,
33, 314-320. https://doi.org/10.1016/j.chb.2013.07.014*

Fox, J., & Tang, W. Y. (2016). Women’s Experiences with General and Sexual Harassment
in Online Video Games: Rumination, Organizational Responsiveness, Withdrawal,
and Coping Strategies. New Media & Society, 19.
https://doi.org/10.1177/1461444816635778*

Fron, J., Fullerton, T., Ford, M. J., & Pearce, C. (2007). The Hegemony of Play.
http://www.digra.org/wp-content/uploads/digital-library/07312.31224.pdf

Gabbiadini, A., Riva, P., Andrighetto, L., Volpato, C., & Bushman, B. J. (2016). Acting Like
a Tough Guy: Violent-Sexist Video Games, Identification with Game Characters,
Masculine Beliefs, & Empathy for Female Violence Victims. PLOS ONE, 11(4),
e0152121. https://doi.org/10.1371/journal.pone.0152121*

Gestos, M., Smith-Merry, J., & Campbell, A. (2018). Representation of Women in Video
Games: A Systematic Review of Literature in Consideration of Adult Female
Wellbeing. Cyberpsychology, Behavior and Social Networking, 21(9), 535-541.
https://doi.org/10.1089/cyber.2017.0376*

Glick, P., & Fiske, S. T. (1996). The Ambivalent Sexism Inventory: Differentiating Hostile


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 26

and Benevolent Sexism. Journal of Personality and Social Psychology, 70(3), 491—
512. https://doi.org/10.1037/0022-3514.70.3.491

Glick, P., & Fiske, S. T. (1997). Hostile and Benevolent Sexism: Measuring Ambivalent
Sexist Attitudes Toward Women. Psychology of Women Quarterly, 21(1), 119—-135.
https://doi.org/10.1111/j.1471-6402.1997.tb00104.x

Gray, K. L., Buyukozturk, B., & Hill, Z. G. (2017). Blurring the Boundaries: Using
Gamergate to Examine “Real” and Symbolic Violence Against Women in
Contemporary Gaming Culture. Sociology Compass, 11(3), €12458.
https://doi.org/10.1111/s0c4.12458*

Grimes, S. M. (2003). “You Shoot Like a Girl!”: The Female Protagonist in Action-
Adventure Video Games.*

Harrison, R. L., & Drenten, J. M. (2016). Gamer Girls: Navigating a Subculture of Gender
Inequality. https://ecommons.luc.edu/business facpubs/170/*

Harvey, A., & Fisher, S. (2015). “Everyone Can Make Games!”: The Post-Feminist Context
of Women in Digital Game Production. Feminist Media Studies, 15(4), 576-592.
https://doi.org/10.1080/14680777.2014.958867*

Jansz, J., & Martis, R. G. (2007). The Lara Phenomenon: Powerful Female Characters in
Video Games. Sex Roles, 56(3), 141-148. https://doi.org/10.1007/s11199-006-9158-
0*

Jenson, J., & De Castell, S. de. (2013). Tipping Points: Marginality, Misogyny and
Videogames. Journal of Curriculum Theorizing, 29(2), Article 2.
https://journal.jctonline.org/index.php/jct/article/view/474*

Jenson, J., & de Castell, S. (2010). Gender, Simulation, and Gaming: Research Review and
Redirections. Simulation & Gaming, 41(1), 51-71.

https://doi.org/10.1177/1046878109353473*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 27

Kaye, L. K., Gresty, C. E., & Stubbs-Ennis, N. (2017). Exploring Stereotypical Perceptions
of Female Players in Digital Gaming Contexts. Cyberpsychology, Behavior, and
Social Networking, 20(12), 740-745. https://doi.org/10.1089/cyber.2017.0294*

Kaye, L., & Pennington, C. (2016). “Girls Can’t Play”: The Effects of Stereotype Threat on
Females’ Gaming Performance. Computers in Human Behavior, 59.
https://doi.org/10.1016/j.chb.2016.02.020*

Kelly, D., Nic Giolla Easpaig, B., & Castillo, P. (2023). “You Game Like a Girl’: Perceptions
of Gender and Competence in Gaming. Games and Culture, 18(1), 62-78.
https://doi.org/10.1177/15554120221077730*

Kivijarvi, M., & Sintonen, T. (2022). The Stigma of Feminism: Disclosures and Silences
Regarding Female Disadvantage in the Video Game Industry in Us and Finnish Media
Stories. Feminist Media Studies, 22(5), 1083—-1101.
https://doi.org/10.1080/14680777.2021.1878546*

Kowert, R., Breuer, J., & Quandt, T. (2017). Women Are from Farmville, Men Are from
Vicecity: The Cycle of Exclusion and Sexism in Video Game Content and Culture. In
New Perspectives on the Social Aspects of Digital Gaming. Routledge.*

Labre, M. P., & Duke, L. (2004). “Nothing Like a Brisk Walk and a Spot of Demon
Slaughter to Make a Girl’s Night”: The Construction of the Female Hero in the Buffy
Video Game. Journal of Communication Inquiry, 28(2), 138—156.
https://doi.org/10.1177/0196859903261795*

Lindner, D., Trible, M., Pilato, 1., & Ferguson, C. J. (2020). Examining the Effects of
Exposure to a Sexualized Female Video Game Protagonist on Women’s Body Image.
Psychology of Popular Media, 9, 553-560. https://doi.org/10.1037/ppm0000251*

Lynch, T., Tompkins, J., Driel, L., & Fritz, N. (2016). Sexy, Strong, and Secondary: A

Content Analysis of Female Characters in Video Games Across 31 Years: Female


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 28

Game Characters Across 31 Years. Journal of Communication, 66.
https://doi.org/10.1111/jcom.12237*

Matthews, N. L., Lynch, T., & Martins, N. (2016). Real Ideal: Investigating How Ideal and
Hyper-Ideal Video Game Bodies Affect Men and Women. Computers in Human
Behavior, 59, 155-164. https://doi.org/10.1016/j.chb.2016.01.026*

McLean, L., & Griffiths, M. D. (2019). Female Gamers’ Experience of Online Harassment
and Social Support in Online Gaming: A Qualitative Study. International Journal of
Mental Health and Addiction, 17(4), 970-994. https://doi.org/10.1007/s11469-018-
9962-0*

Miller, M. K., & Summers, A. (2007). Gender Differences in Video Game Characters’ Roles,
Appearances, and Attire as Portrayed in Video Game Magazines. Sex Roles: A
Journal of Research, 57, 733—742. https://doi.org/10.1007/s11199-007-9307-0*

MoBburger, L., Riedl, F., Lehenmeier, C., & Dol3, B. (2021). Dbis — Eine Erfolgreiche
Kooperation in Die Zukunft Fiihren. 0-bib. Das offene Bibliotheksjournal /
Herausgeber VDB, 1-13 Seiten. https://doi.org/10.5282/0O-BIB/5737

Near, C. E. (2013). Selling Gender: Associations of Box Art Representation of Female
Characters with Sales for Teen- and Mature-Rated Video Games. Sex Roles, 65(3),
252-269. https://doi.org/10.1007/s11199-012-0231-6*

Nic Giolla Easpaig, B., & Humphrey, R. (2017). “Pitching a Virtual Woo”: Analysing
Discussion of Sexism in Online Gaming. Feminism & Psychology, 27, 553-561.
https://doi.org/10.1177/0959353516667400*

Perreault, M. F., Perreault, G. P., Jenkins, J., & Morrison, A. (2018). Depictions of Female
Protagonists in Digital Games: A Narrative Analysis of 2013 Dice Award-Winning
Digital Games. Games and Culture, 13(8), 843—-860.

https://doi.org/10.1177/1555412016679584*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 29

Prescott, J., & Bogg, J. (2011). Segregation in a Male-Dominated Industry: Women Working
in the Computer Games Industry. International Journal of Gender, Science and
Technology, 3.*

PwC. (2022, June 8). Global Entertainment & Media Revenues Surge to $2.3 Trillion;
Virtual Reality Sees 36% Growth as Gaming and Esports Are on Pace to Become a
8324 Billion Business. PwC. https://www.pwc.com/gx/en/news-room/press-
releases/2022/global-entertainment-and-media-outlook-2022-2026.html

Ratan, R. A., Taylor, N., Hogan, J., Kennedy, T., & Williams, D. (2015). Stand by Your
Man: An Examination of Gender Disparity in League of Legends. Games and
Culture: A Journal of Interactive Media, 10, 438—462.
https://doi.org/10.1177/1555412014567228*

Read, G. L., Lynch, T., & Matthews, N. L. (2018). Increased Cognitive Load During Video
Game Play Reduces Rape Myth Acceptance and Hostile Sexism After Exposure to
Sexualized Female Avatars. Sex Roles: A Journal of Research, 79, 683—698.
https://doi.org/10.1007/s11199-018-0905-9*

Royse, P., Lee, J., Undrahbuyan, B., Hopson, M., & Consalvo, M. (2007). Women and
Games: Technologies of the Gendered Self. New Media & Society, 9, 555-576.
https://doi.org/10.1177/1461444807080322*

Ruberg, B., Cullen, A. L. L., & Brewster, K. (2019). Nothing but a “Titty Streamer””:
Legitimacy, Labor, and the Debate Over Women’s Breasts in Video Game Live
Streaming. Critical Studies in Media Communication, 36(5), 466—481.
https://doi.org/10.1080/15295036.2019.1658886*

Salter, A., & Blodgett, B. (2012). Hypermasculinity & Dickwolves: The Contentious Role of
Women in the New Gaming Public. Journal of Broadcasting & Electronic Media,

56(3), 401-416. https://doi.org/10.1080/08838151.2012.705199*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 30

Salter, M. (2018). From Geek Masculinity to Gamergate: The Technological Rationality of
Online Abuse. Crime, Media, Culture, 14(2), 247-264.
https://doi.org/10.1177/1741659017690893*

Schott, G. R., & Horrell, K. R. (2000). Girl Gamers and Their Relationship with the Gaming
Culture. Convergence, 6(4), 36-53. https://doi.org/10.1177/135485650000600404*

Skowronski, M., Busching, R., & Krah¢, B. (2021). The Effects of Sexualized Video Game
Characters and Character Personalization on Women’s Self-Objectification and Body
Satisfaction. Journal of Experimental Social Psychology, 92, 104051.
https://doi.org/10.1016/j.jesp.2020.104051*

Stermer, S. P., & Burkley, M. (2015). Sex-Box: Exposure to Sexist Video Games Predicts
Benevolent Sexism. Psychology of Popular Media Culture, 4, 47-55.
https://doi.org/10.1037/a0028397*

Summers, A., & Miller, M. K. (2014). From Damsels in Distress to Sexy Superheroes.
Feminist Media Studies, 14(6), 1028—1040.
https://doi.org/10.1080/14680777.2014.882371*

Swim, J. K., & Campbell, B. (2003). Sexism: Attitudes, Beliefs, and Behaviors. In R. Brown
& S. L. Gaertner (Eds.), Blackwell Handbook of Social Psychology: Intergroup

Processes (1st ed., pp. 218-237). Wiley. https://doi.org/10.1002/9780470693421.ch11

Tang, W. Y., & Fox, J. (2016). Men’s Harassment Behavior in Online Video Games:
Personality Traits and Game Factors. Aggressive Behavior, 42(6), 513-521.
https://doi.org/10.1002/ab.21646*

Tang, W. Y., Reer, F., & Quandt, T. (2020). Investigating Sexual Harassment in Online
Video Games: How Personality and Context Factors Are Related to Toxic Sexual

Behaviors Against Fellow Players. Aggressive Behavior, 46(1), 127-135.

https://doi.org/10.1002/ab.21873*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 31

Tanner, M. C. (2019). Was That Sexist?: Open-Mindedness Predicts Interpretation of
Benevolent Sexism in Ambiguous Scenarios [Wittenberg University].
https://etd.ohiolink.edu/acprod/odb etd/etd/r/1501/10?clear=10&p10 accession num
=wuhonors1617726203849271

Taylor, T. L. (2003). Multiple Pleasures: Women and Online Gaming. Convergence, 9(1),
21-46. https://doi.org/10.1177/135485650300900103 *

Tompkins, J. E., & Martins, N. (2022). Masculine Pleasures as Normalized Practices:
Character Design in the Video Game Industry. Games and Culture, 17(3), 399-420.
https://doi.org/10.1177/15554120211034760*

Trepte, S., & Loths, L. (2020). National and Gender Diversity in Communication: A Content
Analysis of Six Journals Between 2006 and 2016. Annals of the International
Communication Association, 44(4), 289-311.
https://doi.org/10.1080/23808985.2020.1804434

Valentine, R. (2021, December 10). The Battle for Bungie’s Soul: Inside the Studio’s
Struggle for a Better Work Culture. IGN. https://www.ign.com/articles/bungie-report-
battle-soul-work-culture-harassment-crunch

Weststar, J., & Legault, M.-J. (2019). Building Momentum for Collectivity in the Digital
Game Community. Television & New Media, 20(8), 848—861.
https://doi.org/10.1177/1527476419851087*

Wijman, T. (2020, May 8). The World’s 2.7 Billion Gamers Will Spend $159.3 Billion on
Games in 2020; the Market Will Surpass $200 Billion by 2023. Newzoo.
https://newzoo.com/resources/blog/newzoo-games-market-numbers-revenues-and-
audience-2020-2023

Williams, D., Consalvo, M., Caplan, S., & Yee, N. (2009). Looking for Gender: Gender

Roles and Behaviors Among Online Gamers. Journal of Communication, 59, 700—


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW 32

725. https://doi.org/10.1111/1.1460-2466.2009.01453 x*

Yang, G. S., Huesmann, L. R., & Bushman, B. J. (2014). Effects of Playing a Violent Video
Game as Male Versus Female Avatar on Subsequent Aggression in Male and Female
Players. Aggressive Behavior, 40(6), 537-541. https://doi.org/10.1002/ab.21551*

Yao, M. Z., Mahood, C., & Linz, D. (2010). Sexual Priming, Gender Stereotyping, and
Likelihood to Sexually Harass: Examining the Cognitive Effects of Playing a
Sexually-Explicit Video Game. Sex Roles, 62(1), 77-88.

https://doi.org/10.1007/s11199-009-9695-4*


https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY
https://www.zotero.org/google-docs/?q84AlY

SEXISM IN VIDEO GAMES: A LITERATURE REVIEW

Figure 1

Overview of the 3-Step Search Process
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Figure 2

Number of Publications by Year and Category (n = 137)
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Table 1

Keywords by Number of Appearances
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Keywords N
Video Game* 65
Gender 33
Sexism 18
Gender Stereotype™ 10
Online Harassment 8
Digital Game*, Sexual Harassment, Stereotype*, Violence, Women 7
Content Analysis, Feminism, Media Effects, MMO*, Women in Games* 6
Aggression, Computer Games, Gaming Culture, Gender Role*, Masculinity 5
Gamergate, Identity, Media, Misogyny, Race, Technology 4

Note. The * indicates the inclusion of plural forms, e.g., video game* also includes the

keyword video games.



