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The previous chapter sets the background and motivation for this research.  In addition to 
that, Chapter 1 also outlines the questions yet unanswered concerning games and gender.  This 
chapter presents a review, analysis and classification of related literature in games and gender 
research. The first section looks into how to classify games and a commonly accepted way is by 
genre. The next section provides an overview of various game models. Research into game models 
aims to understand how games are created and consequently develops better games. This is still a 
new area where much is still considered as the 'black art' and not until recently have game 
designers documented their knowledge and skill in the subject. Next, the chapter looks into the 
issues surrounding gender and games. The issues mainly presents how each gender has distinct 
preferences in gameplay style, content, play environment and design choices. Further analysis of 
existing theories and research findings lead to our proposed categorization of synthesized 
components from games and gender research.  
 

 his chapter summarized related work from several areas. Section Error! Reference source not 
found. describes the ways games can be classified and the most common approach is by genre. The next 
section provided an analysis of the game models proposed by professional game designers and academic 
researchers. From 14 game models, they were analysed, categorized and synthesized into a list consisting 
of four themes and 19 core components. Findings from this area can help towards a better understanding 
of how games are made, what goes into the process and what considerations were made during design 
and development.  A collection of game design principles can be developed and eventually used to inform 
game design theory development.  

Section Error! Reference source not found. Gender provided a brief overview of the term gender and 
its relationship to the concept of femininity and masculinity. Two of the most well-known instruments 
used to measure femininity and masculinity i.e. the Bem Sex Role Inventory (BSRI) (Bem,1974) and the 
Personal Attributes Questionnaire (PAQ) (Helmreich, Spence & Holahan, 1979) were reviewed. The fourth 
section looked into how gender is related to games research. There were eight categories of issues 
concerning gender and games initially. Findings from this research area were further analysed, 
categorized and synthesized into a list of four themes with 13 core components. These findings were 
focused on finding out what each gender prefers in a game in terms of gameplay, content, genre, play 
environment and design choices.  

Findings from Section Error! Reference source not found. Game Models and Section Error! 
Reference source not found. Games and Gender were synthesized into two lists consisting of themes and 
components. These lists are used as the theoretical foundation in the construction of the Gender 
Inclusivity Framework (GIF) described in the next chapter. Error! Reference source not found. illustrates 
how the results from different sections in Chapter 2 are used as the foundation for the proposed 
framework in Chapter 3. With this in mind, the next chapter describes the development of the proposed 
framework, Gender Inclusivity Framework (GIF). It serves as an integrative conceptual framework that 
aims to help understand, define and measure gender inclusivity   in games. In addition, the proposed 
framework provides a generic structure to support gender inclusivity in games, which in turn is expected 
to predict the level of gender inclusivity in games. 

This chapter presents the development process of the Gender Inclusivity Framework (GIF), 
a conceptual framework aim to support gender inclusivity in games. The framework serves as an 
integrative structure to help understand the makeup of gender inclusivity in games, define gender 
inclusivity   in games and measure the level of gender inclusivity in games. The framework is based 
on our synthesized findings from two main research areas identified in Chapter 2 i.e. games 
models and, gender and games research. It incorporates the identification of the concepts and 
relationship that exist between these two research areas in a stepwise approach. The following 
sections will describe approach, the framework structure and a description of the framework, its 
dimensions and components. 

This chapter illustrates the stepwise approach during the framework development process and after 
which a description of the dimensions and components of the Gender Inclusivity Framework (GIF) were 
provided. The GIF was developed to support gender inclusivity in games by providing an integrative 
structure to help understand the makeup of gender inclusivity in games, define gender inclusivity in 
games and measure the level of gender inclusivity in games. These are GIF’s intended use and one of the 
key strengths in its purpose as a bridge for narrowing the gap that exists in relating gender inclusivity in 
games to designing a more gender inclusive game.  

Results from Chapter 2 provided the theoretical foundation for GIF through two lists of unique 
components synthesized from existing theories and research findings in games and gender. Further 
analysis, synthesisation and reclassification shown in this chapter suggest that the GIF can be determined 
by three dimensions and 12 components. Each dimension in the framework is made up of individual 
components that can be modified measured and evaluated in empirical studies. The combination of 
dimensions and components used to construct the framework provides the description of gender 
inclusivity in games, which is expected to predict the level of gender inclusivity in a game. The following 
three chapters demonstrate how this research continues with the validation, application and use of GIF:  

 Chapter 4 will demonstrate an expert evaluation study to investigate the agreement patterns among 
a panel of experts towards the components of GIF. 

 Chapter 5 will demonstrate an application of GIF through the development and validation of a novel 
measuring instrument, called the Gender Inclusivity Rating Scale (GIRS). 

 Chapter 6 will demonstrate the use of GIRS in a research scenario investigating the relationship 
between a gamer’s gender role orientation and gender inclusivity in games. 
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 In the previous chapter, the results from divergent theories and prior research findings 
were synthesized and used to develop an integrative framework to support gender inclusivity in 
games. The Gender Inclusivity Framework (GIF) suggests that gender inclusivity in games can be 
determined by three dimensions and 12 components (see Chapter 3). One of the key strengths of 
GIF is that each individual component can be modified or combined for further investigation. This 
chapter demonstrates the development of an instrument used to measure experts’ agreement on 
the components of GIF and an expert’s evaluation study.  Following the step-by-step approach, the 
measuring instrument was constructed by applying the dimensions and components of GIF. In 
addition to the instrument development, this chapter outlines an expert evaluation study using the 
instrument constructed earlier. 
 

This chapter presented the stepwise approach, methods and analysis for an expert evaluation 
towards the components of the Gender Inclusivity Framework (GIF). It involves developing an expert 
evaluation measuring instrument and an expert’s evaluation study. The expert evaluation instrument, 
based on the GIF, was designed to measure experts’ agreement patterns about the components of gender 
inclusivity in games. Two dimensions with 12 components were selected for the instrument. A total of 32 
items were generated and experts were asked to rate the importance of each item towards gender 
inclusive gameplay and content. 

Next, an expert evaluation study was conducted with five experts from both academic researchers 
and professional designers. Results suggest that there is a statistical significance between the experts’ 
agreement on the components of gender inclusivity in games and two distinct clusters of experts’ 
agreement about the components of gender inclusivity in games.  
Chapter 5 will demonstrate an application of the GIF through the development and validation of a novel 
instrument to measure the level of gender inclusivity in games 

 This chapter presents a new instrument, the Gender Inclusivity Rating Scale (GIRS) 
which can be used to measure the level of gender inclusiveness in games. The stepwise approach 
demonstrates how the Gender Inclusivity Framework (GIF), developed in Chapter 3, was used as a 
reference and guide to the construction of the GIRS instrument. Following the instrument 
development, a pilot study and a validation experiment were carried out to validate the 
instrument. The aim of the experiment was to investigate the relationships between each item in a 
component and how they relate to the gender inclusivity rating scale as a whole.  
 
 

This chapter followed the development and validation of a novel measuring instrument called the 
Gender Inclusivity Rating Scale (GIRS). The aim of the instrument is to measure the level of gender 
inclusivity in games. The rating scale was developed through the application of the dimensions and 
components from the Gender Inclusivity Framework (GIF) (see Chapter 3). Based on the GIF, three 
dimensions with 12 components were selected and 80 items were generated for further consideration. 
Next, a pilot study was conducted with five experts to refine the instrument after which only 65 items 
remained in the revised instrument. Following the pilot study, a game experiment was conducted with a 
sample of 31 gamers using the revised GIRS to evaluate a number of popular mainstream games on 
various consoles.  

Data analysis was conducted using correlation analysis to examine the relationship between each 
item in a components and the relationship between the components and the scale as a whole. Results 
suggest that the GIRS has statistically significant correlations between its items, components and towards 
the scale as a whole. Reliability analysis showed that GIRS has good internal consistency reliability.  The 
refined GIRS consists of three dimensions, ten components with 50 items. The next chapter will 
demonstrate a study to investigate the relationship between a player’s gender role orientation scores and 
their gender inclusivity in games scores. 

In the last chapter, an application of the GIF was demonstrated through the development 
of a measuring instrument called Gender Inclusivity Rating Scale (GIRS) which can be used to 
measure the level of gender inclusivity in games. A validation study was conducted on the GIRS 
instrument and results showed that GIRS has statistically significant correlations between its items, 
components and towards the scale as whole with good internal consistency reliability. This chapter 
presents a study to investigate the relationship between a gamer’s gender role orientation and 
their gender inclusivity in games scores. The main objective is to find out whether there are any 
differences in gender inclusivity in games components’ scores between a gamer’s gender role 
orientation categories.  
 
 
 
 
 
 
 
 
 

This chapter followed the development and validation of a novel instrument, the Gender Inclusivity 
Rating Scale (GIRS) aimed to measure the level of gender inclusivity in games. The rating scale was 
developed through the application of the dimensions and components from the Gender Inclusivity 
Framework (GIF) (see Chapter Error! Reference source not found.) and was validated in two steps: (a) a 
pilot study, and (b) a validation study (see Chapter Error! Reference source not found.).  

A study was designed to demonstrate GIRS in a research scenario with the objective to investigate 
whether there are differences in gender inclusivity in games component scores between a gamer’s 
femininity and masculinity scale. A sample of 24 players with various level of gaming experience was 
recruited to take part in this study. Two instruments were used: (1) Bem Sex Role Inventory (BSRI) and (2) 
Gender Inclusivity Rating Scale (GIRS) to collect a player’s gender role orientation scores i.e. femininity 
and masculinity scales’ scores, and gender inclusivity in game component scores respectively.   
An independent two-way MANOVA analysis was conducted and results reported statistically non-
significant interaction effect of femininity and masculinity scales (FEM*MASC) on gender inclusivity in 
game component scores. Further analysis on the main effects of femininity scale (FEM) and the main 
effects of masculinity (MASC) scale on gender inclusivity in games components were found to be not 
statistically significant. The next chapter will discuss the findings of this research based on the four main 
research questions this research (see Chapter Error! Reference source not found. Section Error! 
Reference source not found.). 
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This research investigated the issue of how to support gender inclusivity in games by 

examining relevant existing games and gender research; synthesizing these findings into its 
constituents i.e. themes and components; and then using these components to construct a 
conceptual framework, Gender Inclusivity Framework (GIF). In addition to understanding the 
components and defining gender inclusivity in games, emphasis was placed on how to measure the 
level of gender inclusivity in games. A measuring instrument was developed, validated and used in 
a study to investigate the relationship between a player’s gender sex role orientation and their 
gender inclusivity in games scores. This research aims to answer four main questions: 

 
RQ1. What are the dimensions and components of gender inclusivity in games?  
RQ2. How can gender inclusivity in games be defined?  
RQ3. How can gender inclusivity in games be measured? 
RQ4. Are there differences in gender inclusivity in games components’ scores between 

gender role orientations of gamers? 
 
This chapter summarizes and discusses the findings of this research, offers practical suggestions for 
applying gender inclusivity in games and makes recommendations for potential directions related 
to gender inclusivity in games.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

This chapter drew results and implications from both qualitative and quantitative research data. 
Although the present study is exploratory, the results have provided interesting insights into gender 
inclusivity in games and how it can be supported. This research sets out to find the answers to four main 
questions: 

RQ1. What are the dimensions and components of gender inclusivity in games? 
Results from this section identified the appropriate content domain, themes and components as the 
foundation for the Gender Inclusivity Framework (GIF) development. This is supported by the analysis and 
synthesized theoretical findings in Chapter 2 and the framework construction in Chapter 3. 

RQ2. How can gender inclusivity in games be defined? 
Results from this section extend the theoretical analysis from related literature in games and gender by 
providing the description for each dimensions and components in the GIF. This is supported by theoretical 
findings relevant to gender inclusivity in games in Chapter 2 and GIF’s detailed description in Chapter 3. 

RQ3. How can gender inclusivity in games be measured? 
Results from this section demonstrate how GIF was applied to measure gender inclusivity in games. Two 
ways of measuring gender inclusivity in games was presented: (1) through an expert evaluation study (see 
Chapter Error! Reference source not found.); and (2) through current games evaluation study by gamers 
(see Chapter Error! Reference source not found.).  

RQ4. Are there any differences in gender inclusivity in game component scores between gender role 
orientations of gamers? 

The main objective of this section is to demonstrate the usage of the validated measuring instrument, 
Gender Inclusivity Rating Scale (GIRS) from Chapter 5, in a research scenario. Findings from this section 
are supported by the experiment protocol and analysis in Chapter 6. 

Three implications are described in this chapter as follows: 

 For the field of gender inclusivity in games, GIF provide a shared framework, some level of 
generalization and a validated instrument to measure gender inclusivity in games. 

 For researchers, GIF provides a common framework in which to conceptualize their research and gap 
identification in the field of gender inclusivity in games.  

 For game designers, it assists in deconstructing the concept of gender inclusivity in games and helps 
in guiding the design of gender inclusivity in games.  
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 Gender inclusivity is still a new concept in the games industry and existing assumptions 

about games and gamers usually associate gaming and electronic gadgets with the male gender 
and as masculine activities.  However, recent market studies have shown that women have a large 
share of the games and consumer electronics market (ESA, 2010; Mazel, 2011). Although market 
data showed there is a dramatic change in gamers demography whereby female gamers represent 
33% of the gamer’s population and 40% are female gamers over the age of 18, large commercial 
and popular games are still designed and marketed for the male gamers as the main audience.  A 
survey of games winning Game of the Year awards from AIAS within a 10-year period (from 2000 
to 2011) showed that a majority of games that won the award were from action-thriller-shooting 
genres i.e. Diablo 2, Halo: Combat Evolved, Half-Life 2, God of War, Gears of War, Call of Duty 4: 
Modern Warfare and Mass Effect 2 and a similar trend can be seen in this year’s BAFTA award 
winners Mass Effect 2 and Call of Duty: Black Ops.  

While the girls’ games movement seems to present an answer to the male-focused games 
with the emergence of pink games such as Barbie Fashion Designer, Wedding Dash and Disney 
Princess, these games portrayed a stereotypical female sex role and their focus on female-pinkness 
has created a niche market which may have exclude gamers that do not identify with a particular 
sex role or simply dislike the colour pink. The implications from these situations highlights the need 
to consider gender nuances during games design, specifically what female gamers really want from 
their games.  

As discussed in Chapter 2, there is existing research on the game models, (Aarseth, 2007; 
Barwood & Falstein, 2006; Bjork et al., 2003; Consalvo & Dutton, 2006; Costikyan, 1994; Fullerton 
et al., 2004; Hunicke et al., 2001; Jarvinen, 2007; Konzack, 2002; Koster, 2005; Kreimeier, 2002; 
Rollings & Adams, 2003; Salen & Zimmerman, 2005) however, these game models rarely show how 
gender preferences can be accommodated during a game design process. On a similar note, there 
are relevant findings concerning gender in games (Bonanno & Kommers, 2005; Bryce & Rutter, 
2005; Carr, 2005; Flanagan, 2005; Gorriz & Medina, 2000; Hoeft et al., 2008; Jansz et al., 2010; 
Jenkins, 1998; Kafai, 1998; Laurel, 1998; Lewis, 1998; L. Miller et al., 1996; M. K. Miller & Summers, 
2007; S. M. Ogletree & R. Drake, 2007; Pratchett, 2005; Roberts et al., 1999; Subrahmanyam & 
Greenfield, 1998; Turkle, 1986), but they are somewhat inconclusive. Most previous research in 
games and gender highlights gender differences in games preferences focusing on a specific 
content, specific player and specific conditions which lacked structure to how gender inclusivity   in 
games can be interpreted or applied. Consequently, the aim of this research is to construct a 
conceptual framework to support gender inclusivity in games. 

The Gender Inclusivity Framework (GIF), provides a conceptual structure so gender 
inclusivity in games can be studied and applied. GIF was developed as a mechanism that can be 
used to identify the components of gender inclusivity in games, define how these components 
behave and provide the measures to evaluate how gender inclusive a game is. So far, this work has 
explored, developed, validated and used the GIF in a research scenario. This chapter begins by 
summarizing the work completed during the doctoral research before discussing the contributions 
made by this work and finally outlining the potential directions for continuing research into gender 
inclusivity in games. 
 

The GIF described in this thesis has been designed to provide a structured way for supporting 
gender inclusivity in games through: 
a) functional support in choosing a combination of dimensions and components associated with gender 

inclusivity in games;  
b) functional support in defining the components of gender inclusivity in games; and subsequently 
c) functional support in measuring the level of gender inclusivity in games. 
The framework provides an integrative view of gender inclusivity in games by identifying the dimensions, 
components and the relationships among them. Each dimension in the framework consists of smaller 
individual components and each component in combination describes the dimension as a whole. Hence, 
the relationship between these dimensions and components used to construct the framework provides 
the description of gender inclusivity   in games, which in turn is expected to predict the degree of gender 
inclusivity in games.  

The aim of the research has been to provide a shared framework where gender inclusivity in 
games can be discussed or applied. For researchers, GIF provides a shared terminology and definitions in 
which to conceptualize their research and make it easier to see how individual variables or in combination 
can be operationalized. For game designers, GIF enables abstraction of gender inclusivity in games into 
distinct and manageable component to guide the design of gender inclusivity in games. For educators, GIF 
allows the identification of gender inclusivity components in games to help evaluate and choose 
appropriate games for classroom activities.  

The results produced so far are promising and demonstrate that GIF can produce insightful and 
rich analysis of gender inclusivity in games. Research into the framework is on-going and the next stages 
involve refinement of the framework and its applications. Such work will continue to investigate the 
usefulness of the GIF. The framework has the potential to enable researchers, game designers and 
educators make informed decisions that will help design and develop more gender inclusive games. 
 

 


