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Part 1: Gender Issues in Games (30 mins) 

Slide 2: Lesson Objectives 

At the end of this lesson, you should be able to: 

 Justify the need for understanding gender issues in games 

 Discuss the categories of gender issues in games 

 Discuss ways to incorporate gender inclusivity in game design  
 

Slide 3-9 The need to understand gender preferences in games 

 Economic impact – entertainment industry contribute to GDP and employment 

 Gamer demographic has changed from unique (Male 18-34) to mainstream (all ages, gender and ethnicities in multiple 

locations) 

 For industry: New opportunities for bigger segment of the game market – more profit, more jobs. 

 For designers: New audiences and creative ways to create/improve new types of gameplay & content. 

Slide 10-11 An example of a female gamer demographic 

Slide 16 – 23 Research findings about gender differences/preferences 

Slide 16 Risk-taking & learning Gender Inclusive Design 

Focing players to take high risks 
Forcing high risk gameplay 

A ‘trial and error’ gameplay mechanics that might frustrate 
certain players. 

Limited in-game instructions when a player gets stuck.  

Limited background information, tutorial or mission 
objectives to guide a player. 

Game support  

Provides enough information in the background story for a 
player to understand the context of the game, such as what 
events have happened and how a character’s life will change as 
a result of the events in the game.  

Provides a guided tutorial or missions for players to practice 
their skills before continuing with the game. 

In game instructions are easy to get to during play sessions by 
clicking an icon or pop-up displays on the screen. 

Slide 17 Types of Action 

Violent action during competitive action 

Openly harming another competitor in order to ‘win’ or gain 
something e.g. burning a competitor’s house, fighting with a 
weapon, kicking a competitor or  getting sliced up by a meat 
cutter. 

Non-violent action during competitive gameplay 
Emphasizes on competing action that does not directly harm 
another competitor, such as competing in a sprint race, get a 
clue or money by harvesting another player’s farm. 

Violent action during conflict resolution 

Resolving conflict through direct action or showing 
aggression; violent action e.g. attacking a village to gain 
territory resourcesor assassinating a competitor in a political 
campaign. 

Non-violent action during conflict resolution 
Emphasizes on resolving conflict through peaceful or non-
violent action such as negotiation with enemies, giving gifts to 
enemies, opening new trade routes or exchanging an 
ingredient to complete a recipe. 

Slide 18 Failure/Error 

Negative penalty 
‘Death’ or violent penalty if a wrong choice is made. 

Forgiving gameplay 

Allows gameplay continuity without sudden end or a death 
penalty (loss of life) by saving multiple versions of a scenario, 
allowing a player to replay them and showing game hints. 
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Slide 19 Challenges 

Violent challenges/obstacles 

The majority of the obstacles come from physical 
strength/power such as faster kicks, stronger punches or 
fighting stronger opponents. 

Non-violent challenges/obstacles 

Present challenges as a form of difficulty from solving puzzles 
and resource management such as finding pieces of a magical 
mirror and putting them together or managing money to buy 
farmland and factory upgrades. 

Slide 20 Communication Style 

Negative feedback  

Uses crude language, sexual humour 
Feedback that shows loss of limbs, swearing or clenched 
teeth 

Positive feedback 

Use a positive tone of language  
Allowing the player to improve during play sessions such as 
regaining energy through rest or food or finding items that help 
prolong life or health.  

Slide 21 – 23 Avatar Portrayal 

Hypersexualized physical appearance 

Female characters/avatars exposing body e.g. cleavage, 
midriff and buttocks; provocative postures or facial 
expressions.  

Male characters/avatars exposing body e.g. ‘six pack’ belly, 
shirtless, provocative postures or facial expressions. 

Positive representation of character/avatar 
 
Provides a wide range of avatar’s physical appearance in a 
variety of clothing style and body type. 
Clothing style: 
Body type: 

Distorted physical appearance 

Extreme female proportions such as voluptuousness, tiny 
waist; large buttocks. 

Male physical appearance e.g. overly large muscles, ‘six 
pack’ belly, bulging arms muscles. 

Stereotypical roles  
Stereotypical female as damsel in distress, hostage, 
seductress, bystander and non-competitor. 
 
Stereotypical male as hero, soldier, competitor, saviour or 
tyrant. 

Provides a wide range of roles  
Provides a wide range of roles for both female and male avatar. 
Both female and male characters/avatars in a variety of roles 
such as heroes/protagonists, bystanders, competitors, villains 
and NPC. 
 
Female characters portrayed as functional characters e.g. 
mentor, heroes, super spies, leaders or matriarch. 
Male characters portrayed as giant monsters, minions, trickster 
or meek villains. 

Stereotypical personality traits 

Female characters/avatars depicted as submissive, weak, 
likely to use verbal ridicule and aggression. 

Male characters/avatars depicted as aggressive, violent, 
strong and likely to use a weapon. 

Provides a wide range of personality traits. 
Female characters portrayed as strong, adventurous and 
assertive. 
Male characters portrayed as peaceful, cheerful and emphatic. 

 

Slide 25 Gender Inclusive Design 

Some ways to integrate gender inclusivity into game design. 

 Clear definition of audience: Largely male? largely female? Both genders? 

 More female on the design team and testers. 

For more detail on gender inclusive gameplay & content may look like, refer to table above (slides 16-23)  
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