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Abstract 

In 2012 and 2014, two hashtags, #1ReasonWhy and #GamerGate, exposed a highly 

sexist video game industry that was not welcoming female participation. This was 

affecting women working or wanting to work in it. Feminist technoscience studies 

explain this phenomenon by applying theories concerning the masculine domination of 

our society and the perception of women as “others.” Despite the numerous challenges 

and struggling for inclusion, women still create video games, many as independents, 

taking advantage of free game engines. Hence, my aim in this thesis was to understand 

the interconnections between technology, specifically in the video game industry, and 

its social impact. I focus on the balance of male and female participation in the video 

game creation, the role of game engines, and the enablers and inhibitors for female 

inclusion, as an important component of decision making for organizational change in 

this industry. I conducted an inductive qualitative research approach with eight semi-

structured interviews with female video game creators from the Latin American 

region. My findings reveal that using free/affordable technology, such as game 

engines, is not enough to guarantee female inclusion in the video game industry. This 

industry is resistant to change and tends to reinforce male predominance by hiring 

only a specific type of worker that matches the perfect gamer, usually young males. The 

participation of women in the video game creation teams (which include developers, 

designers, artists, testers, among others) would bring balance, diversity, new voices 

and fresh/new ideas, as well as women empowerment to the table. In addition, eleven 

inhibitors and eight enablers were identified as factors for female inclusion in the video 

game industry. 
 

Keywords: Video game industry, video game creation, female inclusion, feminist 

technoscience, toxic masculinity, game engines, inhibitors, enablers. 

1. Introduction 

In August 2014, a Twitter hashtag called #GamerGate became a harassment campaign 

against several women in the video game industry (Bilton, 2014; Mortensen, 2016). The 

movement used the hashtag on Twitter and other online chats like 4chan (among many 

others), and it focused on attacks against women of this industry (Bilton, 2014; MacDonald, 

2018). This harassment campaign included doxing (releasing sensitive personal information 

online, e.g. home address, real name, etc.), swatting (hoax call to the emergency service and 

send a SWAT team to a person’s house), rape threats, and death threats (Bilton, 2014; 

Mortensen, 2016; MacDonald, 2018). Several of these women had to flee their houses and 

cancel different types of events because of all these acts (Bilton, 2014).  

However, #GamerGate was not the only online phenomenon that had happened 

concerning the video game industry and its issues. Previously, on November of 2012, another 

hashtag on Twitter named #1ReasonWhy appeared as a response to a question made by the 

game developer Luke Crane, who asked on his account: “Why are there so few lady game 

creators?” (Burning, 2012). People, especially women, shared their own experiences as 
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developers, designers, journalists, and creators in the video game industry (Raja, 2012; 

Hamilton, 2012; Conger, 2014). The movement counted with numerous tweets of women 

sharing their experiences of harassment in their working place, as well as in conventions and 

other events; their struggle with invisibility of their work; unequal paying; patronizing 

behaviors from their male coworkers and bosses; glass ceiling situations, and uncomfortable 

working environments (Raja, 2012; Hamilton, 2012; Newbery, 2013; Conger, 2014) (see 

examples in Figure 1, Figure 2 and Figure 3 in Appendix 1). Like other movements associated 

to women rising their voices, #1ReasonWhy had a lot of backlash, and this scared many other 

women that opted not to share their experiences in fear to put in danger their careers 

(Newbery, 2013). 

These two online phenomena make part of bigger issues that the video game industry has. 

However, before going deeper, it is important to know where this industry comes from. The 

video game industry is part of the technological industry, but for years, it was overlooked 

because of its connection with entertainment (Hadzinsky, 2014). The first video game, 

although created in the ’40s, was just part of an experiment and not meant to be 

commercialized. The industry had to wait until the ’70s, when Atari released its first 

successful arcade game named Pong, to turn that experiment into something they could get 

revenue from (Cohen, 2018). In recent years, the video game industry has grown very strong 

not only in terms of revenue ($100USD billion globally) but also becoming a part of the life 

(and houses) of millions around the world (Desjardins, 2017). However, since the very first 

years of the industry, the role of women has been relegated to the back, both inside the 

games and in the workplace (Conger, 2014). This phenomenon, though, happens not only in 

video games. The role and participation of women in STEM (Science, Technology, 

Engineering, and Mathematics) careers, and especially in the technological industry, has 

always been limited and short in numbers (Conger, 2014). Talking from a feminist 

technoscience1 perspective, Bourdieu (2001) explains this issue by saying that almost 

everything in our society is permeated by a general masculine domination. This creates a 

sense of unfamiliarity for women when they enter spaces like the “hard sciences,” where the 

male power structure makes them feel unwelcome (Styhre et al., 2018). 

Studies that focus on the relation of females working within the technological field, 

specifically within the video game industry, stress the challenges that women need to endure 

to work in what they love. Most of these studies converge towards the same problems: hostile 

working environment, sexist treatment, alienation, and difficulties to be promoted (Haines, 

2004; Newbery, 2013; Reinelöv & Åhström, 2014; Prescott & Bogg, 2014). This is part of 

what is called “powerlessness” of women within organizations (Senior & Swailes, 2016). 

In spite of all the challenges that women are facing, they are still creating videogames and 

still making their voices heard through the use of online communities, social networks, and 

usage of game engines. Game engines are tools that provide all the functionalities needed to 

run and execute a game, and many of these engines are free; hence, they have become most 

accessible for game creation (Ask Gamedev, 2018; Unity, 2019). Game engines are meant to 

                                                 
1 Feminist technoscience is a transdisciplinary field of research that was born out of many years of feminist 

critique (Åsberg & Lykke, 2010). These critiques have helped understand how gender, and all its intersections, fit 
in the natural, medical and technical sciences (Åsberg & Lykke, 2010). 
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be reused to save time for the development and building of other games, that is why the fact 

that they are free/affordable is so important (Ask Gamedev, 2018; OXM Staff, 2018). These 

tools are designed to be used by everyone despite their background (OXM Staff, 2018). 

However, the existence of this type of technology is not enough to guarantee massive 

integration of women in this industry. 

Having presented the background of the video game industry, my aim with this thesis is to 

understand the interconnections between technology and its social impact. I focus on the 

video game industry in relation to the people connected to it (workers, decision makers, 

audiences, etc.), and, specifically, the impact it has on women. I explore more about the 

balance of male and female participation in video game creation, the role of game engines, 

the spaces where female game creators are immersing, and the enablers and inhibitors for 

female inclusion. Against this backdrop, this thesis aims to answer the following research 

question: How is the video game industry taking into account female inclusion, and what 

are the inhibitors and enablers? 

2. Literature Review  

2.1 Video game industry and Women participation 

During the passing years, the video game industry has grown enormously, becoming one of 

the biggest industries around, bigger than the music and the film industry combined in terms 

of revenue (LPE, 2018; Rogers, 2016). The industry is even projecting to reach USD 300 

billion by 2025 (Lanier, 2019). This industry mixes many different careers and skills, like 

software and hardware development, coding, and, of course, art, design, music, film making, 

photography, etc., making this industry very complex and diverse (Marchand & Henning-

Thurau, 2013; Zackariasson & Wilson, 2010; Abernethy, 2013). The processes to develop a 

video game are intricate and require everything from designers and programmers to 

engineers who can innovate and take advantage of the existing technology and improve it 

(Zackariasson & Wilson, 2010; Hadzinsky, 2014; Taylor, 2018). However, this growth and 

prosperity have been accompanied by some problems. 

Companies within the video game industry have developed specific practices around male 

perspective values, beliefs and attitudes that constitute their informal organizational2 life 

(see Figure 5 in Appendix 2) and organizational culture3, that influence decision making 

(Senior & Swailes, 2016). To this respect, culture can be considered a “metaphor for the 

concept of organization itself” (Senior & Swailes, 2016, p. 125), and “members of 

organizations are creating (…) [it]” (Senior & Swailes, 2016, p. 126). Video game 

organizations have developed a type of culture that resembles the typology of “the tough-guy, 

macho culture” of Deal and Kennedy (1982) (see Figure 6 in Appendix 2), in that being 

considered an entertainment, usually people working there take high risks; there is a focus 

on speed rather than endurance; hires young people; failure is punished harshly; people try 

                                                 
2 Informal Organization: Values, attitudes and beliefs; Leadership style and behavior; Organizational culture 

and norms of behavior; Power, politics and conflicts; Informal groupings. (Senior & Swailes, 2016) 
3 Organizational Culture: “The deeper level of basic assumptions and beliefs that are shared by members of an 

organization, that operate unconsciously and define in a basic ‘taken for granted’ fashion an organization’s view of 
its self and its environment.” (Schein, 1992, p. 6) 
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to outdo each other; and burnout, internal competition and conflict are normal (Senior & 

Swailes, 2016).  

The overall video game industry is permeated by the patriarchal4 culture of our present 

society, thus affecting the internal environment of the industry (Morgan, 2006; Senior & 

Swailes, 2016). The evolution of this industry has been male-dominated, and since the origin 

of video games, which go back to the ’40s with the game Nimatron (Lowood, 2009), the 

participation of women has been invisible (and invisibilized) to the eyes of the media and the 

world (Newbery, 2013). Going briefly through the history of the video game industry (see 

Table 3 in Appendix 2), we would find that the ’70s and ’80s were the founding years of the 

industry as we know it today, and even though those were relevant years, only a handful of 

women were allowed to be part of it (see Table 4 in Appendix 2). Their contribution, 

although in many ways invisible, had diversified the genres of games, challenged the design, 

created different stories, improved the controls and mechanics, etc. (GameSpot, 2018). Their 

mere involvement has helped defy the norm (GameSpot, 2018; Thegameawards, 2017), but 

there is still a lack of role models that can encourage women to get into careers that can later 

fill the positions in the gaming area. 

A study from French high schools, conducted in 2018, proved that the exposure to female 

role models could contribute reducing the perception of gendered stereotypes related to 

women in science (Breda et al., 2018). Additionally, it encouraged more high-achieving girls 

in Grade 12 to choose STEM careers (Breda et al., 2018 in a). A different study made in 

universities in the USA (Denisco, 2017), show that this initiative of attracting young girls to 

STEM careers faces a wall when encountering the several challenges females must endure to 

graduate in any hard science career. Many teachers and educators have sexist approaches 

(through comments and attitudes) to the female students affecting thus the decision of many 

of them, regarding taking high-level courses or even finishing a STEM career (Denisco, 2017; 

Nurvitasari, 2018; Herrmann et al., 2016). Even though STEM careers are not the only 

careers needed for video game creation, much of the programming and other important parts 

of this process is related to knowledge and competence given in STEMs. Despite the 

challenges, lack of role models, sexist teachers, etc., many universities and institutions are 

trying to tackle these issues by educating their staff for inclusion (Denisco, 2017; Nurvitasari, 

2018).  

When women are already enrolled in organizations, their inclusion in positions of 

influence is of great importance, too, as they provide adequate role models that encourage 

other women. Senior & Swailes (2016, p. 178) list the following advantages of women in 

power positions: “men and women bring complementary skills to corporate management; 

women may be more risk averse; women who make it to the top are better managers than 

men because they had to perform much better than men to get there”. However, often, 

women are found occupying “powerless” positions where their influence is not as relevant, 

which perpetuate their current situation in society (Senior & Swailes, 2016). 

2.2 Difficulties in the videogame industry 

                                                 
4 “A patriarchal social system can be defined as a system where men are in authority over women in all aspects 

of society.” (McCallister, 2018) 
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Females in the video game industry have more challenges and battles to face than their male 

counterparts. There is a threat to be a visible woman creating video games or participating in 

some aspect related to the industry. As an example of this is the hashtag phenomenon. In 

2012, women of the video game industry took the platform that Twitter offers to open up and 

share their experiences with sexism in their working place by using the hashtag 

#1ReasonWhy (Raja, 2012; Hamilton, 2012; Newberry, 2013). However, the backlash that it 

had was very big (Raja, 2012) and many female workers opted not to share their experiences 

in fear of their bosses finding out and worrying that this would put in danger their careers 

(Newbery, 2013). This movement inspired two other movements: #1ReasonToBe, which 

focused on mentioning the positive aspects of working in the video game industry rather than 

the bad, and #1ReasonMentors that consisted of women and men who offered to be mentors 

for the ones that were struggling to get in the industry in an attempt to attract more women 

to the industry (Hamilton, 2012). 

Two years later, in 2014, the very violent and problematic hashtag #GamerGate appeared. 

According to the “GamerGaters” (#GamerGate supporters), their movement was about their 

concerns in relation to the ethics in game journalism (Bilton, 2014; Superderper et al., 2015; 

MacDonald, 2018) because they considered that some game journalists were too close (in 

relationship) with the developers of games, especially women developers, and therefore, this 

journalism was corrupt, biased, and trying to push politic, feminist and racial agendas 

(Bilton, 2014; Superderper et al., 2015; Mortensen, 2016). However, the acts of some 

“GameGaters” (doxing, swatting, rape threats and death threats) consisted mostly in attacks 

towards women, and a scarce number of men that got targeted only because they had spoken 

against these acts (see Table 2 in Appendix 1) (Vorel, 2014; Levy, 2014). This reveals that 

maybe their motivations were only an excuse to attack women in this industry (Bilton, 2014; 

Mortensen, 2016). GamerGaters keep using the hashtag to this day (see examples in Figure 4 

in Appendix 1), and even though it has not made the same noise as in 2014, the harassment 

has not ceased (The Vergecast, 2018). The consequences of this campaign have not only 

affected the women involved (Valenti, 2017), but also other female developers and creators of 

games that fear being targeted and attacked after releasing their games (Smith, 2019). 

The cases with the hashtags #1ReasonWhy and #Gamergate are only the tip of the iceberg 

of the many other challenges that women must overcome in their day to day life/work. 

According to a few studies done about the experience of female workers in the video game 

industry, discrimination, hostility and gender issues with power structures in the working 

place are some things that are present in them (Newbery, 2013; Reinelöv & Åhström, 2014). 

One of the studies remarks how in an attempt to create casual and exciting workplaces, the 

employers “created masculine organizations focused on attracting a very specific kind of 

worker – one that matches their conception of the audience as well as the ideal game 

maker” (Newbery, 2013, pp. 130). This resulted in a highly gendered industry with 

embedded stereotypes and biases that prevented many women from feeling like they belong 

(Newbery, 2013). Additionally, there is an issue with women having to justify their presence 

in the industry and their competence in relation to their male coworkers (Newbery, 2013; 

Reinelöv & Åhström, 2014). From management, women are also treated with sexism by 

denying them the opportunity to be promoted only because of their gender (glass ceiling) 
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(Reinelöv & Åhström, 2014). All these different challenges women have to face in their 

workplace, in addition to the ways in which videogames are promoted and targeted to the 

young male audience, mostly using women to sell games (e.g., half-naked female characters 

with big breasts), contribute to the alienation of women in the video game industry and their 

feeling of being unwelcome (Newbery, 2013).  

Concerning the previous challenges, there is also the issue of the lack of female presence 

in the video game industry. The study done by the International Game Developers 

Association (IGDA) in 2017 showed that the number of women in the video game industry 

was only 21% (see Figure 5 in Appendix 3). The reports for 2018 and 2019, not published 

when this thesis was written (May 2019), might show some rise, but it is probable that the 

numbers in the percentages do not change much. If the industry is seen from the inside, the 

picture is not exactly better. A study made in 2014 showed that the disparity, in percentage 

numbers, between men and women that work in the video game creation is huge. Women 

programmers and engineers, for example, were only 5% (Gamasutra Salary Survey 2014, 

2014), and in other areas, the female presence was also very low (see Figure 6 in Appendix 

3). Even though this study is from 5 years back, it is probable that the numbers have not 

increased much since.  

The wage gap, even though it does not only affect the video game industry, adds to the 

previously mentioned issues. As in other industries, women are often placed in jobs “that 

involve caring, supporting and helping others” (Senior & Swailes, 2016, p. 176) (which are 

considered of a “lower level”), while men occupy “‘strategic’ jobs such as marketing, 

production or finance” (Senior & Swailes, 2016, p. 176). According to GameIndustry.biz 

(Batchelor, 2018), the wage difference between men and women working in the industry in 

2018 was around $6500 (mean average) (see Figure 7 in Appendix 3). This, even though an 

improvement of previous years, is still a significant gap, and responds to the situation 

mentioned above.  

2.2.1 Crunch time 

Another problem of the video game industry is the unstable type of work and, sometimes, 

precarious employment conditions (Haines, 2004; Newbery, 2013; Reinelöv & Åhström, 

2014; Prescott & Bogg, 2011). In the industry, there is now a very serious issue concerning 

the unhealthy long working hours that video game creators must endure to meet a milestone 

(Petrillo et al., 2008; Prescott & Bogg, 2011). This phenomenon is called “crunch time.” The 

crunch time is when workers should stay at the office to fill many hours of (sometimes) 

unpaid labor (some even being as high as 100 hours per week) (Petrillo et al., 2008; Milner, 

2018; Taylor, 2018). According to the IGDA report of 2017, 51% of people in the video game 

industry said their job involves crunch time, and 37% do not receive compensation for that 

work, making this a problematic issue for the hundreds of workers of the industry. This 

phenomenon occurs due to many factors: one comes from the “high level”, the managers 

(Milner, 2018); another comes from the “middle level”, the marketing teams (Taylor, 2018); 

and the last one comes from the “downlevel”, the development and design teams (Milner, 

2018). The first factor occurs when managers, either by imposing or by leaving it to the 

worker’s “choice,” appeal emotionally to the employees and pressure them to stay longer 

hours at the office. “With connotations of admirable sacrifice (…), a manager doesn't need 
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to enforce crunch and can instead rely on a softer form of pressure” (Milner, 2018). 

Additionally, managers know that people who work in video games are very passionate about 

it; therefore, they take advantage of this by applying these softer forms of pressure making 

them “take one for the team” (Milner, 2018). Poor planning of time management adds to the 

already problematic emotional blackmail (Dring, 2018). Some companies even plan the 

crunch because it is seen as the standard way of working in video games (Schreier, 2016).  

The second factor for crunch time is when the marketing department chooses the 

deadlines to please the clients’, publishers’ or investors’ decisions (Schreier, 2016; Taylor, 

2018). The need for sales, the fear of disappointing the public or the fear of losing the 

financial support adds to the poor planning of time (Schreier, 2016; Taylor, 2018; Milner, 

2018). Money is, of course, one of the most important things for small studios or even for 

independent studios, so, many decisions are taken based on it (Schreier, 2016; Taylor, 2018).  

The third factor becomes problematic because sometimes the ones choosing to do crunch 

are those affected: the workers. And, on many occasions, they are the ones peer-pressuring 

each other into crunch (Schreier, 2016; Milner, 2018). Developers, designers and everyone 

involved in the process feel pressured, as if not staying with the others is being inconsiderate 

and/or lazy, or not putting one hundred percent of their effort in releasing the game 

(Schreier, 2016; Milner, 2018). Making video games exploits the passion of the workers for 

video games, playing them, and creating them (Consalvo, 2008). Therefore, not crunching is 

seen as not being passionate enough (Consalvo, 2008). The fact that the video game industry 

does not have a labor union yet heightens the factors mentioned above of crunch (Game 

Workers Unite, 2019; Colwill, 2019). 

Adding to all these issues, crunch time has become an industry culture, and all the 

workers, from top to bottom, participate in it one way or the other. This culture, like others 

in the video game industry, is also tainted with sexism, “it is a world where women are 

referred to as ‘ladies’, where to go home early is to let the team down and to fit in is to be 

seen as ‘laddish’” (Haines, 2004, p. 11). This, of course, aggravates the already difficult 

conditions for many women inside the industry. In a study conducted by Consalvo (2008), it 

was found that crunch affected women in a specific way, because for women with kids or care 

responsibilities, they had only limited time and this was looked down by their male peers. 

Women with said responsibilities might have the same passion as males, but they lack the 

time (Consalvo, 2008). As Consalvo (2008) put it, this creates conflict with work-life balance 

and also with work-based identity. All the previously mentioned factors combined plus 

sexism, make females tend to feel less motivated to enter this business (Haines, 2004).  

2.2.2 Triple-A games, Girl Games, and Actions for support 

Among the existing types of video games, probably the more known are the Triple-A games, 

the “blockbusters” of video games (Kaiser, 2013; Schultz, 2018). The terms “video games” 

and “video game industry” are usually used as general terms that focus on the most 

commercial games (mostly Triple-A games) (Heineman, 2015). There are also many 

subgenres, and each has different characteristics, but the commercial market tends to 

relegate most of them (Sinclair, 2018). For years, the video game industry has focused its 

energies into releasing Triple-A games, where the budgets, the development, and the quality 

are very high, and the publicity is vast (Reinelöv & Åhström, 2014). Since these games rely on 
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big budgets, they tend to use the same topics and content that have worked in the past, 

fearing the unpredictability of innovating and facing market failure (Hartup, 2013; Schultz, 

2018). Many of the titles of these games are characterized for their violent content (shooters, 

fighting, survival games, among others) and for being targeted to a specific audience (young 

males) that has not changed in almost thirty years (Kaiser, 2013; Newbery, 2013; 
Guldbrand, 2015). This means that the biggest companies of the industry (EA, Ubisoft, 

Blizzard, etc.) are not interested in investing money in an audience that is not the “core” one, 

and the young male audience and the perceived all-male creator teams are what prevail 

(Newbery, 2013). Different games that interest many female developers are being left aside 

(e.g., educational and social games) and only Triple-A games are mentioned. Hence, the 

female intervention is also left aside or becomes invisible (Newbery, 2013).   

In the ’90s, a movement called “Girl Games” tried to tackle the issue with targeting games 

as only for young males by releasing games that would appeal to the female audience (Cassell 

& Jenkins, 1998; Dickey, 2006). This movement produced the so-called “pink” games where 

stereotypical notions of what is feminine and what females presumably want in games were 

used as a tool for marketing (Cassell & Jenkins, 1998; Powers, 2011). Games like Barbie 

Fashion Designer, which was the most successful one, was promoted as a fun, “girly” and 

frivolous game, reinforcing traditional gender stereotypes of what are the interests of women 

and girls (Powers, 2011). This movement did not last long and had mixed repercussions. As 

an example, it showed that games with different plots, stories, and mechanics could appeal to 

a part of the female audience, but also proved that the “pink it and shrink it5” strategy does 

not work on the whole demographic (Hernandez, 2012; Dickey, 2006). The female audience, 

as the male one, has different interests, and there is no unique type of game that can be liked 

by the whole population (Dickey, 2006; Powers, 2011). Still, there is a part of the video game 

industry that keeps trying to use the “pink it and shrink it” strategy to market the games they 

think are only for girls (Hernandez, 2012).  

Lately, some actions are being taken to help, support, and encourage women in the video 

game industry. There are some female online communities, initiatives, and organizations 

that look for ways in which they can attract more women to the video game industry and 

support the ones that are already there (Women in Games, 2019). Many of these 

organizations and communities organize workshops, boot camps, and game jams, to give 

women more tools and to inspire them to get involved in the industry (Girls Make Games, 

2019). Many of these communities become a safe space for women creators and can generate 

a sort of sororities (Ruberg et al., 2015). Some of these groups and organizations are Women 

in Gaming, Gaming Ladies, Girls Make Games, Girl Geek Academy, and Women in Games 

International (WIGI). Other communities that exist and exert a certain pressure on the 

industry are the “modders,” which are groups of players or fans of video games that modify 

some aspects of original games (Poor, 2013). Among these communities, the female one is 

rather small, but their contribution is seen as interesting and important (Pangburn, 2016).   

2.3 Feminist Technoscience 

                                                 
5 “Pink it and shrink it” refers to a strategy that consists in taking a product and making it small and pink in 

order to appeal to women and girls (Mertes, 2011; Van Tilburg et al., 2015). 
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In the history of technology (and any other “hard science”), women were always relegated to 

do the jobs that were more “suited for them,” following ill practices of power relations and 

sexism (Brahnam et al., 2011; Styhre et al., 2018). According to the Oxford Dictionary, before 

the 1930s and the first computer (machine) was invented, the word “computer” was used to 

call “a person who makes calculations.” Around that era, the only people called that were 

women, who were considered human computers (Brahnam et al., 2011). The work of the 

human computer was considered a “repetitive and mundane task” (Brahnam et al., 2011, 

pp.404) that, of course, no men did because it was considered unworthy. This job, then, was 

women’s work. After the (machine) computers were established in the market, women were 

‘upgraded’ from human computer to “mere” coders of these machines (Brahnam et al., 2011). 

However, when men realized that coding and programming were more difficult than they 

originally thought, they started to take over the profession, vanquishing women from the job 

(and all spaces related to it) (Brahnam et al., 2011).  

The previous history lesson can mark one of many understandings of the issue with the 

male predominance in technology and, in this case, the video game industry. Adding to this 

understanding, Bourdieu (2001) explains it by saying that, in our society, almost everything 

is tainted by a general masculine domination. This has permeated all spaces and, of course, 

the technology space is one of those.  

The masculine domination creates a power structure where women fall at the bottom, and 

this has generated difficult scenarios for them (Styhre et al., 2018). When women enter the 

hard sciences, there is a sense of unfamiliarity that leads to unwelcomeness and the feeling of 

not belonging (Faulkner, 2007; Styhre et al., 2018; Nurvitasari, 2018). Additionally, “women 

entering a traditionally male profession (such as engineering) either have to justify to 

others as well as themselves why they are in that field in the first place (…) or seek to erase 

their femininity (…)” (Styhre et al., 2018, pp. 248).  

This alienation of the women’s gender identity causes all sorts of problems that not only 

impact the population in these spheres but also the type of technology produced by them 

(Faulkner, 2007; Styhre et al., 2018). The issue with identity can be understood as a 

community of practice6 in where one’s (male or female) identity is defined and redefined 

with one’s life experiences, with the relationships established with the people around, the 

groups one wants to feel welcomed in, and the nexus one has with local and global concepts 

of masculinities and femininities (Paechter, 2003). In this sense, the female identity is 

questioned when it enters a male-dominated environment, and in order to belong, this 

identity needs to be recognized by the other members of the group; therefore, there is an 

erasure of the femininity (Paechter, 2003).  

The masculine domination has become the default being for everything, making any other 

kind of existence the “Other” (Haraway, 2016). In correspondence, the gaming experience is 

perceived primarily as masculine, so the female experience (and everyone else’s), is “the 

other” (Harvey, 2011). This type of perspective alienates the experiences of all the different 

people that do not fit into the box of cisgender7 heterosexual male (Carr, 2005; Harvey, 2011; 

                                                 
6 “Communities of practice are groups of people who share a concern or a passion for something they do and 

learn how to do it better as they interact regularly.” (Wenger-Trayner, 2015) 
7 Often abbreviated as “cis”, is the term used for people that their gender identity matches the biological sex 

assigned when they were born (McIntyre, 2018). 
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Shaer et al., 2017; Dym et al., 2018). The problem with this exclusion is not the exclusion per 

se, but the invisibilization of the contribution of said “other,” women in this case (Sefyrin, 

2011; Rommes et al., 2012). There is a connection, then, between this male-as-default in 

technology, the design of its products, and the actual participation of women in the 

technology sphere. Although this participation has existed, it has been invisible (Sefyrin, 

2011; Rommes et al., 2012). This invisibilization corresponds to the power system and the 

power relationships existing in most parts of society, in which men are privileged over 

women, white skin over black skin (or any other skin color), cisgender over transgender/non-

binary, and so on (Foucault, 1978; Haraway, 1988; Wajcman, 2010). Making visible the 

contribution of women is not only necessary for the evolution of technology, but it is also a 

way of “challenging traditional men–women, active–passive (…) dichotomies” (Rommes et 

al., 2012, pp. 658).  

The imbalance of men and women in STEM careers, and in this context, the technological 

sphere where the video games are, has led to a certain lack of literacy of women in relation to 

artifacts and technology (Wajcman, 2007). Among the reasons that lead to this issue are, 

according to Denisco (2017), “a lack of exposure to computer science and engineering 

concepts in middle school and high school, well-meaning teachers or parents steering girls 

away from tech-focused classes, and a general lack of awareness of potential careers in the 

tech field”. All these, along with the numerous reported harassment cases that happen at the 

workplace of technological companies, or even in events, contribute to the unattractiveness 

of this industry to women (Denisco, 2017). However, there is a co-production of technology 

and gender. Therefore, if there are fewer women participating in the design and creation of 

technology, then the products of it are going to continue to perpetuate the alienation of the 

female experience with the artifacts and showing only the male view (Wajcman, 2006; 

Wajcman, 2010). In this sense, technology cannot be understood as a phenomenon that 

exists only in the hard sciences, but rather technology is a cross-cultural and 

transdisciplinary field that also feeds from the soft sciences (Weber, 2006). The technology-

society-technology interaction makes crucial an equal participation of the genders in the 

design and creation of it, as Wajcman (2010) put it, “while it is not always possible to specify 

in advance the characteristics of artefacts and information systems that would guarantee 

more inclusiveness, it is imperative that women are involved throughout the processes and 

practices of technological innovation.” 

2.4 Game engines for videogame creation 

Adding to the comprehension of the video game creation is important to mention the 

technological tools used for this purpose and their relation to the opportunities to enlarge the 

population that can participate in these practices. These tools are game engines, and their 

technology has evolved from solely 2D rendering to the current powerful 3D engines that are 

being used widely in the industry (Sarathi et al., 2012; Ask Gamedev, 2018). Game engines 

are what provide all the functionalities needed to run and execute a game (Ask Gamedev, 

2018; Halpern, 2018; Unity, 2019). It is a part of a source code that includes other sub-

engines (rendering engine, physics engine, audio engine, AI engine, among many others), 

frameworks, libraries, interfaces, and everything that can make a game work (OXM Staff, 
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2018). The game engine is meant to be reused to save time for the development and building 

of other games, and that is why a free/affordable use of engines is so important to developers 

(OXM Staff, 2018).  

Among the many game engines used to create video games, one of the most used is Unity. 

Unity is a cross-platform game engine created by Unity Technologies in 2005 (Wikipedia, 

2019). The goal behind the creation of this engine was to make it easier, affordable, and 

accessible, for amateur game developers, to start building their own games (Unity 

Technologies, 2019). Unity wanted to make professional tools accessible for everyone; they 

wanted to “democratize game development” (Unity Technologies, 2011). On this aspect, they 

have made great contributions to game creation and have made many non-programmers 

engage in game development (Interesting Engineering, 2016; Halpern, 2018). The game 

engine enables the user to create 2D and 3D games, simulations, cinematics, and many other 

things. Besides, thanks to the versatility of the tool, the game engine has started to be used in 

filmmaking, robotics, and even for health care solutions (Theriault, 2016; Giardina, 2018; 

Edelstein, 2018; Oreskovic, 2018). As a result, anyone with little technical knowledge can 

start using Unity, and there are plenty of tutorials and a very big community ready to answer 

any question and help with anything (Interesting Engineering, 2016). In recent years, Unity 

started to offer cloud-based services that help the developers to manage their projects better, 

and now they have moved to the real-time creation, calling themselves: “the world’s leading 

real-time creation platform” (Unity Technologies, 2019). As they explain in their website, 

their “real-time platform, powered by tools and services, offer incredible possibilities for 

game developers, and creators across industries and applications” (Unity Technologies, 

2019). This means that Unity as a platform is creating an environment where everyone can 

feel welcomed. Although Unity is a wide service platform now, the core service they offer is 

their game engine. 

Game engines such as Unreal, GameMaker, Godot, RPG Maker, CryEngine, Bitsy, and 

Construct, offer similar services and options but differ regarding the level of complexity 

(ElHady, 2017; GameDesigning, 2019). The required skills and the level of interaction during 

the creation phase vary enormously. There are some engines that do not allow the user to 

interact with and/or modify one single line of code, while others permit modification of 

virtually everything, enabling the ability to create high-quality video games (Halpern, 2018). 

For example, users of both Unity and Unreal consider Unreal to be more complex, but at the 

same time, it allows more freedom to modify the code in deep and to have better 3D graphics 

quality (ElHady, 2017; GameDesigning, 2019). Bitsy, on the other hand, is easy to use and 

does not require any programming background at all.  However, it is very limited in terms of 

interaction possibilities and offers only 2D. This makes it perfect for beginners with no 

coding experience who want to try to make simple games (Dixon, 2018). 

3. Method  

3.1 Choice of method 

This study was conducted using Charmaz’ (2006) Grounded Theory method. In the words of 

Charmaz (2006, p. 2), “Grounded theory (…) consist[s] of systematic, yet flexible guidelines 
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for collecting and analyzing qualitative data to construct theories 'grounded' in the data 

themselves”. In my case, Grounded Theory was appropriate to use since, even though there 

are not so many researches on the enabling and inhibiting factors for women inclusion 

within the video game industry, there are other theories I can use to infer and analyze this 

phenomenon. The Grounded Theory method permits enough flexibility to construct an 

original analysis of the data collected (Charmaz, 2006). Grounded Theory, as explained by 

Charmaz (2006), uses an abductive8 method which allowed me to go back and forth from the 

data to the theory reasoning about the phenomenon I wanted to examine (Charmaz, 2006).  

3.2 Research context 

This study aimed to understand the participation of women in video game creation, the 

influence of the video game industry on these women, and the inhibitors and enablers for 

female inclusion in the industry. All the respondents in this study were from the Latin 

American region, with different backgrounds (see Table 3). The Latin American region is still 

young in terms of video game creation; however, it has become a very important market, 

reaching almost 5 billion U.S. dollars in 2018 (Statista, 2018). There are many companies 

that are making mobile games (Velez, 2016; LAI Global Games Service, 2017), independent 

games, and even though the Triple-A games are not as developed in Latin America compared 

to the United States and Japan, there are many studios that are working to increase the 

number of high-quality video games produced in the region (Chan, 2018). 

3.3 Data collection and Sampling 

The data collection method chosen for this thesis was semi-structured interviews. This 

method provides the opportunity to gain a deeper understanding of the respondents’ 

perspectives, experiences, believes, and opinions that build up detailed and rich data (Ritchie 

& Lewis, 2003; Brinkmann, 2013). The lead questions were prepared beforehand (see 

Appendix 2), and some additional questions were added during the interview, depending on 

the responses of each interviewee. The idea to have pre-decided questions was to have the 

topic in mind to steer the interviews while allowing the respondents to express freely about it 

(Bryman, 2001). The literature review was also a source for data collection, as well as 

internet searches relevant to the study, such as the hashtags on Twitter, or the investigation 

of the official webpages of the game engines (especially Unity). 

Eight interviews were conducted with women from the Latin American region (see Table 

1), specifically Colombia, Peru, and Brazil. All the interviews were made in Spanish or 

English through Skype, Hangouts, or Zoom (depending on the interviewee preference), all of 

them were recorded and later transcribed, with the consent of each respondent. The 

interviewees were referred to me by people I knew were working in the video game industry. 

These respondents were chosen based on gender since my approach was to study the female 

perspective in the video game industry, and whether they had used game engines to create 

video games, especially Unity. The total time of the interviews generated 321 minutes (5,35 

hours), with an average of 40,125 minutes per interview.  

                                                 
8 Abductive approach “consider[s] all possible theoretical explanations for the data, forming hypotheses for 

each possible explanation checking them empirically by examining data, and pursuing the most plausible 
explanation.” (Charmaz, 2006, p. 104) 
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# Background Current position Country Duration (minutes) 

1 Sociologist – Unity developer Success Advisor Colombia 44 

2 Systems engineer Gameplay Developer Colombia 32 

3 Systems engineer – Designer  Front-end Developer Colombia 35 

4 Industrial technologist – 

Industrial engineer 

CEO Colombia 30 

5 Computer Science Developer Peru 59 

6 Game designer Game designer Brazil 38 

7 Graphic designer – Technician 

in Multimedia 

Designer – Animator  Colombia 43 

8 Software engineer Student Perú 40 

Table 1. List of respondents, background, current position, country, and interview duration. 

3.4 Data analysis 

The Grounded Theory method to analyze the data consists, according to Charmaz (2006), in 

two main phases: an initial phase of naming words, lines or segments of the data, and then a 

focused, selective phase where the most frequent initial codes get to be synthesized and 

organized. For this thesis, then, I followed Charmaz (2006) guide, which consisted of the 

initial coding and the focused coding. For the initial coding, I used “Line-by-line” coding, 

which, according to Charmaz (2006), consists of naming each line of the written data. On 

this phase, I highlighted parts of the transcribed interviews I considered valuable for the 

analysis and then wrote codes for each line (Charmaz, 2006). This process gave me in-depth 

understanding and a range of ideas and information that was used for the next phase. The 

focused coding’s purpose is “to synthesize and explain larger segments of the data” 

(Charmaz, 2006, p. 57). On this phase, I searched for the most significant codes and checked 

whether they were relevant for my analysis, as Charmaz (2006) suggests. Then, I performed 

“memo-writing” in order to raise the codes and arrange them into categories (Charmaz, 

2006). Later I corroborated the defined categories and searched for corresponding related 

literature and theory (Charmaz, 2006). 

3.5 Ethical considerations 

This research was conducted following the good practices of the ethics in interviews that 

Creswell (2014) and Ritchie & Lewis (2003) mentioned. First, I asked each of the 

respondents for permission to conduct the interviews and consent to record them and to take 

notes. Following that, I informed the respondents about the purpose of the research and the 

procedures of the interview. I communicated that participation in the interview was 

completely anonymous and voluntary and that they could decide to drop out at any moment. 

I assured confidentiality to the respondents by making clear that no sensitive information, or 

action, will be released without the respondent’s permission, and that they would not be 

pressured to answer all questions.  Additionally, the respondents agreed to only disclose their 

current job and their career background for the purpose of the study. 
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3.6 Method discussion 

When I initiated my search for respondents, I asked women from different parts of the 

western countries, some in Europe and some in Latin America. However, the ones that 

replied and agreed to do the interviews were the ones from Latin America. This gave me an 

advantage of language since English is not my mother tongue and cultural understanding 

since I was born in Peru and raised in Colombia. However, I faced some obstacles because all 

the interviews were held through online communication tools, and sometimes there was bad 

connection, and the audio went off frequently, so it was hard to hear everything the 

respondents were saying. Additionally, the recording of the interviews (that were not made in 

Skype or Zoom, both of which allow to record in their own platforms) also generated some 

troubles. The program I used to record these interviews had time limitations, and every 10 

minutes, the recording stopped, making the transcription of each interview particularly 

challenging. In an optimal situation, the respondents being in the same country as me, I 

would have chosen face to face communication instead. 

4. Results 

The results of the study are based on the data collected through eight interviews with females 

from Latin America. The analysis of the data revealed four topics that were relevant to this 

investigation. The first one is in relation to the workplace in the video game industry. The 

second is about the role of the game engines as tools for diversification and democratization 

of the industry. The third is related to the inhibiting structures that are embedded in the 

industry, and that can hinder women’s path towards success. And the final one is about the 

different actions and mechanisms that are being placed in motion to generate female 

inclusion. 

4.1 The gaming industry as a workplace 

The video game industry is relatively young and looking for consolidation, but also has some 

inherited issues from its parent industries (computing, engineering, and technology). 

However, it has developed its own issues. When asking the respondents about their 

perception of the gaming industry, they gave many different answers. Most of them agreed 

that the industry has a promising future, but at the same time, they pinpointed a few 

difficulties they have encountered while working in it. 

4.1.1 Latin American context 

In the context of Latin America, the respondents mentioned how even though the gaming 

industry is a fast-growing one, it is still a challenge to create new companies in the region. 

Making games is expensive, and it needs skilled personnel and a large amount of money. 

These two things are hard to get when there is a general deficit of developers, programmers, 

and designers around the world; and the monetary issue is also a general problem in the 

region. In addition, in countries like Peru, game developing is not considered a full-time job. 

Issues with money make that many small studios cannot focus their entire attention to create 

the games that they want. Many employees must have different jobs to get a decent income, 
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and during their free time, work on creating games. On the other hand, in countries like 

Colombia or Brazil, where the industry is more developed than in Peru, there are different 

kinds of issues. In Colombia, for example, the mobile games companies are the most 

common ones, but, besides struggling with money and personnel, they have to struggle to 

compete with the global market of mobile apps.  

(…) I think that it is very difficult to create a new company because when you 

make mobile games, you always compete with the whole world. The stores have 

games from over the entire world, so it is not that you compete in a local 

market. On top of that, making games is very expensive, especially here [in 

Colombia]. (Gameplay Developer) 

However, not everything is bad in Colombia. As mentioned by the CEO respondent, other 

industries are opening their options and trying gamification9 for staff training, which has 

increased the possibilities for video game companies to expand their target markets to a 

whole new area. In Peru, there is good news too, as many professional careers and other 

types of non-formal education, offer courses with a focus in video game creation.  

4.1.2 General challenges for videogame creators 

Focusing more on the actual workplace of the respondents, below, I have stated issues that 

they elaborated on. These are not concentrated in the Latin American region but rather are 

global problems.  

4.1.2.1 Triple-A games 

A few of the respondents mentioned how when we refer to video games, we think of only the 

commercial ones, especially the ones called the Triple-A games or the Indie games 

(independent games). Most of the people that call themselves gamers are people that play 

Triple-A games, and they have created a culture that, in many cases, becomes unhealthy. 

This gamer culture, as was named by one of the respondents, is a rather ill culture where 

toxic masculinity10 is usually the lead behavior for its participants (mostly men). Many online 

games are Triple-A games, and in this sphere, the gamer culture is tougher when there are 

women playing. One of the respondents mentioned how many of them (women) are afraid of 

speaking through their microphones while playing or even are afraid of using nicknames that 

might reveal their gender. These women try to make all sorts of tricks to hide their identity 

because they know that if they do not do so, they might get harassed or insulted only because 

of their gender. This is an issue that plays an important part in the conversations around the 

gaming industry and the need for change. Of course, there are online games that do not 

follow this path and are an inclusive and friendly environment, but, in this analysis, the dark 

side of the industry is the one the respondents were referring. 

                                                 
9 “Gamification is the process of taking something that already exists – a website, an enterprise application, an 

online community – and integrating game mechanics into it to motivate participation, engagement, and loyalty.” 
(Bunchball, 2019) 

10 “Toxic masculinity involves the need to aggressively compete and dominate others” (Kupers, 2005, pp. 713), 
and in addition, it has “a set of behaviors and believes that include (…) suppressing emotions or masking distress, 
maintaining an appearance of hardness, violence as an indicator of power (…)” (Salam, 2019) 
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Going back to the Triple-A games, the respondents mentioned how since these gamers are 

the main target for that type of games, the level of novelty in the latter is not exactly wide. 

Innovation might mean that the target would not buy their product, and then a commercial 

flop can happen. One of the respondents of the interviews mentioned how people are getting 

tired of these games since they are always the same and have been the same for years. The 

companies behind these games usually only want “loads and loads of money” (Game 

designer) and therefore they are not as invested in changing the themes of the game or much 

less the contents (which may sometimes include nonsensical violence, scenes of rapes, 

brutality against women and minority groups, and other problematic issues). However, this 

can also be an issue of pressure that a part of the gamers’ community exerts (the loudest and 

toxic one), to these companies to prevent innovation in these games. Most of the 

respondents, though, were aware that many things are changing for the better on this aspect. 

The Success Advisor explains: 

I feel that many times when you are asked about the industry, you almost 

always think about commercial games, Triple-A games, or independent games. 

I feel that there are more possibilities in the development of games than simply 

those two options, but almost all the content is limited to that sector, 

commercially speaking. (…) What sells is linked to a culture that has been 

developed over the years, which is the culture of videogame players (…) still 

somewhat machista11 in many areas. But I must recognize that there are things 

that are changing within that industry. (Success Advisors) 

4.1.3.1 Educational games 

The possibilities of the video game development are very wide, but the market tends to 

concentrate all their efforts into promoting only two options, the Triple-A games, and the 

Indie games, which is not bad at all but there are more options besides those. There are 

different types of games that are less known, commercially speaking, but are as important, 

that were mentioned by four of the respondents. The educational games were said to have 

more impact and potentially more usages than other games. Things like staff training for 

companies, helping medical students to remember concepts, and teaching kids about 

entrepreneurship, were examples mentioned by the respondents of the many games that 

could be made with the intention to teach and educate on different things.  

(…) This game taught these kids everything that has to do with 

entrepreneurship in a didactic way (…). There was also some training for 

children about video game development, and that was madness! Very funny, 

very cool. We learned a lot from everyone. (Designer-Animator) 

4.1.2.2 Game Jams 

Moving on into the development of video games, Game Jams were mentioned as the top type 

of event for video game creation by all the respondents. The comments around game jams 

were mostly good in terms of collaboration and learning. These events attract large numbers 

                                                 
11 Machismo: “strong pride in behaving in a way that is thought to be typically male, esp. by showing strength 

and power” (Cambridge Dictionary, 2019) 
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of people eager to create video games, and throughout the jams, usually two or three days, 

many different games are developed. This space is usually filled with innovation and 

creativity, and it is a great opportunity for game creators to make connections, to expand 

their knowledge, and to make new friends. Game jams are the small and compressed version 

of what video game creation looks like in real life, with sometimes more stress and getting 

paid, of course.  

In games jams, as in the actual workplace, the group effort is what is important, and it 

stands out at the end. The creation of video games needs many heads and hands to intervene, 

from designing the game first to the final testing.  

However, not everything is perfect in game jams, as in other spaces of this industry, 

sexism, and machismo (as evidence of prevalent power relations between sexes), and some 

other issues can intervene in the enjoyment of the event for many people. The male 

predominance in game jams is almost obvious to mention at this point. This makes that the 

few women that participate have to deal with some unpleasant comments or behaviors 

coming from some men in their team or even men from other teams. Few respondents, 

however, mentioned to have never experienced any discrimination in game jams, or their 

workplace for that matter, but they have witnessed some of this behavior or have heard of it 

before. One of the respondents, the Developer, expressed with joy that when she participated 

in the All Girl Game Jam, the feeling of working with only women was very different, and this 

was very rewarding for her own life. It even inspired her to create a female online community 

where more women can feel supported and encouraged to pursue a career in video game 

development. These were her words: 

(…) The first All Girl Game Jam was released last year here in Lima, and it was 

my first Game Jam where we were all women. It was a very beautiful 

experience, and that was one of the things that also inspired me to say, "hey, we 

should have more environments like this," where we are only girls because it 

feels different. I guess I was also so accustomed always to be surrounded by 

men that it was a breath of fresh air to work with many women, and also you 

automatically make friends because (…) we are scarce, so when you see a girl, 

it's like an instant friendship. (Developer) 

4.1.2.3 Crunch time 

Continuing the subject of the development of video games, there is another issue that has 

been affecting everyone in the industry, the crunch time, which has become a culture. This 

was a very important aspect for the analysis of the reality of the video game industry on the 

inside. All the respondents have mentioned their concerns about these time constraints. 

Although the interviewees argued that sometimes urgent unforeseen things might occur, the 

problem is the actual abuse of it, by making it part of the planning, and the lack of 

remuneration. Exhausted and underpaid workers will make mistakes that have to be fixed in 

the short time of the crunch, which will result in more stress and frustration. The 

respondents noted that this cycle not only hurts the person but the product as well. In the 

end, the game is not as good as it could be, when so many things had to be cut off simply 

because of the lack of time and ill planning.  
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The problem with time-management planning was mentioned by all the respondents as 

the main cause of crunch time. They all have said how this issue can be avoided by better 

planning from the start. Asking the designers, the developers, the animators, how long it 

would take them to carry out a specific task would help the people in charge of the planning, 

instead of making arbitrary decisions on the work they are not undertaking themselves. A 

few respondents said how this could also be an issue of the industry being young, the 

inexperience of both workers and managers in making time estimations, and the pressure 

from the marketing team. Clients sometimes are the ones that put impossible deadlines to 

the managers that can result in overworking their employees to meet these petitions. Money 

is an important variable to consider when talking about companies accepting projects with a 

limited time schedule. The need for financial resources can turn many planning decisions 

into crunch time. 

Money compensation to their workers is also something that the CEO respondent said she 

does when she has to decide for crunch time, and days off is something that the developer 

respondent said she gets when she has to do crunch time. However, this is not the case for 

many people exposed to this type of schedule. Instead, resistance to do crunch time is 

something that another one of the respondents (Front-end Developer) said to be her way of 

dealing with this situation. She is clear with her manager by telling him exactly the time it 

will take her to do a task and not yielding under his pressure. She also does not stay longer 

hours at her office since she is not getting paid for those extra hours. This is not something 

everyone does (or can do) and crunch time keeps happening. 

Besides, crunch time has become something so common that it is almost part of their job 

and has turned into a culture. The crunch culture, as other practices in the sphere of video 

games and technology, has additional problematic things that are important to mention. The 

Success Advisor explains: 

(…) in the developer's world, there is a culture, literally, of individuality and 

sole responsibility for the work, so if you do not manage to do it on time it is 

because you are not good enough, (…) consequently, you have to sacrifice 

everything to render more results. I believe that this is a problem that is part of 

the culture of [toxic] masculinity (…), and it has a lot of acceptance. (Success 

Advisor) 

The idea of the individualism of the developer, the impression of “not being good enough” 

if they cannot deliver on time, the perception of carrying the responsibility alone and 

therefore giving everything you can give to the game, is very harmful to the mental health of 

the person doing this job. Paradoxically, the video game creation is a group effort, but during 

this period workers enter in “crunch mode,” where acting like the whole responsibility of the 

game is over their shoulders, is their way of dealing with this.  According to one respondent, 

this type of behavior responds to the “male” way of doing things under the structures of 

today’s society. Not asking for help, carrying themselves with unnecessary weight, appearing 

to be strong and capable all the time, not showing weakness under any circumstance, are 

things that make part of the toxic masculinity that fills so many parts of our society. Since the 

video game industry is male-dominated, and many of these males carry these ill 
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characteristics of masculinity, it is, then, consistent that crunch culture is tainted by the same 

things. One of the respondents mentioned that women might act similarly as the group, like 

any other person that goes into a new work environment. This can mean that if the majority 

of the team are men who have a behavior like the one described above, then the possibility is 

that they will do the same. The Success Advisor explains:  

I believe that when we are immersed in a masculinized environment, the initial 

strategy is to assume the same values of our colleagues, regardless of whether 

we are men or women, so, in that sense, we “masculinize” ourselves (…). (…) If I 

get to work and I see that all my colleagues do not leave work at 6 pm, but 

rather they continue working, then I can feel pressured to do the same. That 

happens whether we are men or women. (Success Advisor) 

Another respondent said that if we believe these are the behaviors of the workers, then we 

can assume that the problem with the crunch culture does not only come from above but is 

also is pushed from below. Managers say the product needs to be finished in two weeks, for 

example, and then the workers, to meet this milestone, start spending longer hours at the 

office, feeling guilty or bad if they leave earlier than any of the group. This is a vicious cycle 

that only fuels the problem with crunch time. Trying to plan better and negotiate better time 

schedules with clients and marketing teams might be the start of a change in this harming 

culture. 

4.1.3 The male entertainment 

Although most of the respondents expressed feeling comfortable in their current positions, 

they have also admitted some issues that directly affect women working in the video game 

industry. One of them is that even though almost half of the video game players are female 

(45%-51% in many western countries and China (see Table 4 in Appendix 4)), the industry is 

still perceived as male entertainment; a “boys club”, difficult to join if you are a girl, hard to 

be and feel accepted, as you do not belong to the prevalent sex of the members. Admittedly, 

this can be an issue of culture itself, but it is also the issue of for whom video games are 

mainly designed, and how video games have been depicted by the media, which have 

reinforced this idea that video games are for men only. The success advisor explains this 

phenomenon by making a theoretical summary of the matter.  

(…) In theory, videogames are a technology, and as a technology, we, socially, 

make certain assumptions about it. Video games then inherited some of the 

[mainstream] assumptions of those times when they were created, or when they 

started to be commercialized. There were certain gender presumptions at the 

time that were linked to computing and engineering, that considered them 

masculinized. Then, there was a user creation [for video games] that the market 

exploded, and it was a male user. The same user has continued [being targeted] 

for many years, and that has affected our generation. (Success Advisor) 

As the same respondent said afterward, “females started to be included by the market, but 

they were shown as a different market sector, something external, something that was not 
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a part of the same culture.” In this market division, girls and women were perceived as the 

“others,” so games made for them were those for the excluded, for the ones that do not 

belong. Even though many companies have tried to change it, this perception is still present.  

Another respondent expressed how when she first felt interested in video games, she had 

to deal with her girlfriends’ confusion on this, and boys making her feel excluded. To this, we 

can add the fact that every time a girl or a woman is seen trying to play a videogame, a 

boy/men would come and ask her tricky questions about said game “just to prove whether 

she is like them or if she is simply trying to get attention” (Student). This behavior of women 

and girls having to prove their worth in a male environment is something that can be seen in 

many industries, not only in videogames. There is this ill idea that if a woman is in a certain 

position (it can be any position) at her work or an event, then it is because someone put her 

there and not because of her knowledge or expertise in any field. The masculinized culture, 

interprets it, even nowadays, as “she wants attention.” The respondents mentioning this 

issue were concerned about the slow change of this particular aspect in the video game 

industry.  

The male predominance in the industry is also an issue that was brought up by all the 

respondents. Some of them mentioned “being accustomed to being with so many men” 

(Developer and Front-end developer), mostly because of the careers they studied, but others 

expressed not feeling completely comfortable with this situation or that they “know that not 

all women feel comfortable being around so many men” (Developer). The importance of the 

presence of more women in all levels of the industry was an opinion that was shared by all 

the respondents. At this point, then, it is important to talk about the lack of women in the 

video game industry, not only of voices and physical presence but also studies on this topic as 

well. All the respondents, in one way or the other, have mentioned how this issue affects the 

industry — starting from the number of women participating in events, like (mixed) game 

jams, to the number of women that are working on the creation of video games, all of them 

are missing the female presence. The importance of women existing in all these spaces will 

be discussed later in this document. 

Among the respondents, five of them mentioned how lucky and privileged they were 

because they had never experienced discrimination or hate directed at them because of their 

gender while studying or working. However, they were aware that this was a reality for other 

women. One of the respondents who did not experience discrimination disclosed her future 

project to work in the bigger industry, the Triple-A games, but she is aware of stories of 

women working in that specific environment not being the best. She continued expressing 

how she fears the discrimination and bad experiences she may have to encounter when she 

finally gets there. On this, all the respondents expressed their hopes for a better future for 

them and other women in this business.  

  

4.2 Role of game engines 

The use of tools like game engines is something that, for video game creation, is a must. All 

the respondents have had experience working with one or more game engines. They 

mentioned the role of them in their development as game creators, as well as in generating a 

space for a more inclusive industry. One of the most mentioned aspects of game engines was 
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accessibility. To start using any of these engines, the only thing needed is internet access and 

a computer (even a bad one). This gives people from many parts of the world the possibility 

to start devising any creative idea of a game they have. Another thing that was important for 

the respondents concerning game engines is that most of them are free to use, and they can 

be used as many times as the creator wants. This aspect makes it affordable for both students 

and professionals, who only want to try out ideas. Besides, game engines are, in general, and 

as stated by the respondents, very easy to use. Many of the game engines do not need 

programming skills to be able to use them, and the interfaces are mostly user-friendly. The 

fact that many include drag and drop options, making the use even easier, is something that 

was mentioned by the respondents as one of the most attracting features. 

In relation to Unity, as the predilect engine for the respondents, there are many 

characteristics that make it particularly important. The mission of Unity, as a company, is to 

“democratize the development of videogames” (Success Advisor). Democratizing implies 

that anybody, despite its differences or background can use the tool, meaning that they, by 

their mission, are trying to make the video game creation more inclusive. The respondents 

agreed to this mission by describing the use of Unity as something easy and with a fast 

learning curve. The amount of information, tutorials, and communities were the most 

mentioned aspects that make Unity easy to learn and use. 

At the same time, the respondents acknowledged that not only the tools are necessary for 

inclusion to happen. There are other actions and changes needed to create better 

environments that make inclusion possible, one of them being representation and how it 

encourages women to participate in video game creation. The developer explained this by 

making an example of what she saw in one of the most important events for videogames, the 

Game Developer Conference (GDC). She saw women directing parts of the event where Unity 

was involved, she also saw women at the booth of other game engines as well, and this was 

very intriguing and inspiring for her.  

(…) I think that small details like that make anybody think, "hey, I could also be 

there working for Unity and it has nothing to do if I am a man or a woman", 

(…) If I only use the tool and do not see the staff behind it, then it would be 

difficult for me to know how it could help with inclusion. (Developer) 

What this shows is that, even though the game engine as a tool is powerful enough to make 

it easy to use and accessible for anybody, thus helping with the democratization of video 

game creation, it is important to show in other spaces that women are also using these tools 

and they are succeeding at it. These spaces are often promoted by Universities and other 

higher education institutes; also, there are events (like GDC), game jams, among others, 

where more women participate. 

4.3 Inhibiting structures 

Game engines are great tools for helping democratize video game creation, but they do not 

exist in a vacuum. The statements of the respondents also showed many structures that were 

inhibiting women from reaching complete comfort either with their studies or their current 

position in the video game industry. Some of these were not necessarily linked to the 
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industry, but they affected the environments these women are working in, or how they have 

perceived them. Each one of the issues was seen as the different battles women have to fight 

to reach the positions they are at the moment. Things like sexism, normalization of the 

absence of women in the industry, lack of representation in some spaces in society, the 

general toxic culture, the wage gap, among many other issues, were mentioned as part of 

the structures that make difficult to women to feel like they belong in this technological 

industry.  

On the issue of normalization, the respondents mentioned how a lot of people do not see 

the problem of the absence of women in development teams, or in spaces that are more 

technical. The type of situations where the amount of men is predominant, and there is not a 

single woman in the team is seen as normal among the STEM careers. The normalization 

makes it hard to talk about this issue because no one would question what is seen as 

“normal.” On this, a respondent made clear that both men and women can fall into 

perpetuating this normalization of the absence of certain groups. To change would require 

the hard work of people that notice this and call it out. Challenge the status quo is necessary 

for things to evolve. The success advisor elaborates: 

(…) I have seen women who blame other women for not being part of it. (…) The 

same person who trained me for this job is a woman, and she was making this 

kind of comments.  So, there is still a lot of consciousness to be made about what 

does it mean that there are no women, why it is not the fault of women 

themselves, why they put so many obstacles, so much is missing. Things are 

changing, but not at the pace that people believe, and too much is missing. 

(Success Advisor) 

Tied to the normalization issue is that of the scarce representation of women in the media 

and other spaces. This under-representation turns into a problem of invisibility of women in 

their professional spaces. In addition, two of the respondents have talked about how 

representation is so important everywhere in society, and how the way the media portrays 

women matters. The fact that in the media the female desires are depicted as frivolous and 

not relevant has affected how “games for women” are seen, for example, and this can be 

extrapolated into any other aspect related to women. Moving to the STEMs, one of the 

respondents commented on how the lack of representation of women in scientific, technical 

and technological spaces creates an image that tells both men and women that these are 

male spaces. If these are male spaces, then there is no place for the female view, and their 

investigations are often not accepted and are easily dismissed. 

You go to NASA, and you find just a few women or very little information comes 

out about women who do great things. I think that in topics like innovation, 

creativity, science, research, there is a lack of female human talent, and we need 

it. (CEO) 

The culture, in a general sense, has a whole constellation of issues to unpack that affects 

women. Some respondents have mentioned how fear is something that women tend to feel 

either walking the streets of any city or entering a male-dominated space and interacting 
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with men. This issue was mentioned before when talking about the video game industry as a 

workplace, but since this is also an issue that makes part of the culture itself, it was worth to 

mention it here as well. In addition to fear, some respondents have revealed how the 

limitations imposed by their own families affect how they have constructed their 

relationship with their careers and even with themselves. In the culture they were raised, 

many parents still believe in things like there are toys for boys and toys for girls, or that 

women doing something that is perceived as masculine is wrong. These things have limited 

them and have put additional obstacles to overcome in order to pursue their dreams. This 

refers to the “machista” culture lived in Latin America but can easily be seen in all 

continents. The respondents commented on this problem, and two of them even made a 

connection to patriarchy as a system that oppresses women (and men) and how it is 

embedded in the culture. The CEO made a very strong statement, on how women have been 

treated by this system “(…) there is a historical debt that patriarchy has to women and their 

capabilities”. 

Many problems are derived from the patriarchy; one of them is power relations. If there is 

something clear in this investigation is that power relations are a big part of what the 

respondents face. Not many mentioned it directly, but it was present in their words. Things 

like how men stating their opinions are seen as good and assertive, and women doing the 

same are seen as emotional and annoying. Men’s opinions are more valued than women’s 

opinions. Also, one of the respondents commented on how, on a couple of occasions, she has 

seen men acting out as the strongest or toughest treating women bad. This reinforces the 

idea that for a man to maintain his status as the “alpha male,” he needs to dominate women, 

is another typical example of how power relations work in the patriarchal system.  

If you're loud as a woman, you're hysterical; you're being emotional, 

unreasonable, (…) we just read it like this because [women are supposed] to be 

quiet, to just listen (…) (Game designer) 

(…) [You] can be afraid to say your opinion because when a man tries to give 

his opinion, he is considered a leader, an innovator, while a woman is 

considered annoying in most situations (…) (Front-end Developer) 

Also, there is the issue of women having to prove their worth every time they enter a new 

“hard-tech” environment. This was mentioned before, but again, this is also something that 

not only happens in the video games industry but in the general society. This kind of proof 

usually comes with the prejudice that because she is a woman, she does not know anything 

about technology or video games. 

Another issue that is related to these inhibiting structures is the role of teachers in 

education and how they educate from their own sexist ideas. Two of the respondents 

mentioned how some teachers told them they should not study engineering because that was 

not for women, or that certain topics were “too complicated” for women. These types of 

comments, coming from the people that are supposed to give guidance, and help you develop 

your potential, make many women feel discouraged of moving forward with a career 

supposedly not suited for their sex. By acting like this, teachers are only pushing away the 
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possibility that more females get degrees that can later be of use in the video game industry 

or any other technological job they want. Discouraging women in the early stages of their 

education would only aggravate today’s issues of more women participation in the 

technological era. 

 

4.4 Enabling actions towards inclusion 

Considering the previously mentioned battles women must fight to have a place in the video 

game creation sphere, the industry is trying to make things better little by little. There are a 

few steps that are being taken in the video game industry that are helping to reduce the 

gender gap and to include more women into their ranks. The respondents revealed and 

commented on things like events only for women, or that include women (like game jams, 

workshops and other forms of gathering), where they would get the opportunity to work 

together. The chances that females interact with each other in the workplace is very rare due 

to their smaller number that they are, so events like All Girls Game Jam, to mention an 

example, are perfect for making these connections. The developer explains:  

(…) I think it is important that there are events just for girls because since we 

are the minority, not all girls are accustomed to being surrounded by a lot of 

men. (…) In an environment of girls, I think they can feel the sisterhood, and I 

think you can feel a little more confident (…). I think it is important to have 

those safe spaces of either a programming workshop, or an art workshop, or 

these game jams (…). (Developer) 

The role of universities and education institutions was also something two of the 

respondents mentioned. If academia would encourage females to pursue careers, or if 

they were given opportunities like scholarships, surely more would feel stimulated to 

participate and learn about the creation of video games and work for the video game 

industry. In addition to the academic work, a respondent mentioned the role of female 

researchers that promote dialogs around issues that involve women in the video game 

industry. The respondent recognized these efforts as important as the others (in 

academia) because these articles or texts would create awareness. Another respondent, 

the student, added the role of media critics, like Anita Sarkeesian, to the creation of 

awareness in the video game industry. The contents that she produces is already 

helping to deconstruct gender stereotypes and creating a different vision in video 

games. On the matter, the same respondent said, “has opened the eyes of many men in 

the industry, gamers, as well as developers, that have realized that they needed to 

change a bit, open more the doors, accept more, and let the diversity in” (Student).  

4.4.1 Role of online communities and Women supporting women 

Among the important actions that help create more inclusion are online communities. The 

respondents talked about the importance of these groups, not only as a source of 

troubleshooting but also as a source of support and comfort, especially the groups that are 

for women only. Among the communities, mentioned by the respondents, were the general 

type of communities, like groups of developers or users of a certain engine. The platforms the 
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respondents said were the ones they used most for these communities were Facebook, Slack, 

and Discord. The general-type of groups were usually mixed (men and women), but the 

respondents said that they saw very few women in the group, and even fewer were the ones 

who participated in the discussions held in those spaces. However, the respondents felt that 

it was good to know that they had a place to go and ask questions. Among other spaces were 

the queer communities, and finally, the females only communities, where women can have a 

safe space and where they can feel more comfortable, supported and even empowered. Many 

of these females only communities are making an effort to promote educational 

opportunities, like scholarships, for different types of training, and even posting job positions 

for women who are interested in the video game industry. This idea of creating more 

communities to help and support other women has become a sort of sorority that helps 

empower females to continue and succeed in their STEM careers. 

When women come together and create spaces where other women can feel safe, they are 

making a better industry, a better environment for women in all positions. These spaces, or 

communities, or game jams for women, are all great examples of the type of sisterhood that 

can be expected nowadays when there are only a handful of women in male-dominated 

contexts. The respondents have mentioned the almost unconscious way in which, when they 

meet another woman in the industry, there is an instant friendship, an instant bond, that 

they share because they know they are few and they need all the support they can get. Five of 

the respondents participated together in a sort of boot camp for women interested in video 

games, and they all said how emotionally rewarding this event was, because of the 

connections and the friendships they established there. They stayed in touch and kept 

supporting each other even when they all live in different countries. The front-end developer 

explains: 

When we meet other women-developers, we always unconsciously try to 

support and validate the work of the other. When I had this experience in Brazil, 

it was very cool because, well, statistically speaking it is very difficult for 

women to have the experience of working with other women because there are 

almost none; but there I spent two weeks working only with women, and then I 

went back to Colombia, where I was working with men, and I was like "why 

does it feel so weird? Oh, right!" (Laughs) (Front-end Developer) 

4.4.2 Role of women in the video game industry 

When women join video game creation teams, there is a clear beneficial outcome for 

everyone involved, including the product itself. The respondents have brought up how 

fundamental it is to have more women working in the creation of video games, and they have 

mentioned some of these advantages that go from bringing balance to companies to changing 

the culture that consumes these games. The importance of having people from different 

genders, backgrounds, and ethnics to join and create something is crucial to the evolution of 

the industry. Among the things mentioned by the respondents on the role women have in the 

video game industry are, as stated before: balance, diversity, representation, to bring new 

and fresh voices, new ideas, different perspectives, to challenge previous structures, create 
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safe environments for other women, and as a result of all these, to give inspiration, 

empowerment and a sense of sorority to other women. 

Almost all the respondents agreed that the role of women is to bring new voices to the 

video game creation. They consider that letting fresh ideas and different perspectives in is the 

perfect way to create better games. Three of the respondents made a similar example to 

explain this by saying that if in a team there are only men of a certain age, with the same 

tastes, producing the same things that have been done for the past thirty years, then there is 

not going to be innovation in the next products they come up with. For good products to be 

produced, then new voices with new ideas need to be heard. According to the respondents, 

diversity is what needs to happen in the teams so real change can happen. One respondent 

commented on this by saying that when the topics of the games change, the culture that 

consumes them get affected, and this will change the culture of the gamers; hopefully for the 

best.  

The developer called out some statistics and said that only 21% of all developers were 

women, and they were expected to raise the percentage to 50%. On this, another respondent 

stated that “the role of women is to bring balance to this industry” (Front-end Developer) 

and also mentioned how important is the female perspective in the creation of a video game. 

Her words on the matter were the following:  

When there is a woman in a video game studio it is important to make that 

voice louder, because even though there are more male voices, the female 

perspective is also important, as both views contribute equally to a game; but 

while both contribute equally, there are not enough women to represent the 

feminine way of thinking (…). (Front-end Developer) 

The respondent then added that more spaces where women’s voices are heard are much 

needed and important. And this corresponds with the comments of another respondent that 

expressed how crazy it is to not listen to half of the population (of the world and the potential 

video game players) and how fundamental it is for more people to understand the beneficial 

outcome of having diversity in teams. In addition, the designer-animator said that it would 

be intelligent, from the side of the industry, to take advantage of the large group that women 

are and represent, to push the usage of tools like game engines and other platforms, and also 

to start targeting them as part of their marketing strategies. On this, the idea is that women 

are no longer the outsiders and need to be included, supported, and targeted both 

professionally and as video game players. Women can be a great asset if the industry learns 

how to deal with their interests. 

Now, it is not only a matter of better products but also better environments where other 

women can feel welcomed. The student mentioned that seeing other women in the video 

game industry empowers her a lot. In her words: 

Personally, seeing women in the video game industry empowers me a lot. It 

makes me feel that I am capable of the things that I am doing. That it's not so 

crazy to think that I can lead a development group. (…) I see those girls doing it 

and inspires me. It makes me stronger. And sometimes it spurs my creativity 
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and gives me some ideas for a video game told from the experience of a woman, 

which are not many. (Student) 

This adds to the importance of having more women in the video game industry and 

having spaces where these women can be seen and appreciated by all.  More exposure and 

visibility would inspire females to join the industry, and it would eventually change the 

perception of the male environment. 

4.4.3 Females in power positions 

Connecting to the previous section, women occupying positions in the video game industry 

bring inspiration and empowerment to other women. But, an even more important impact is 

to see women in power positions within the companies, as they are seen as an inspiring 

factor for other women working there. They, as people with authority, can have an influence 

or be the ones that hire more women for their teams and start closing the gender gap in their 

respective organizations. One of the respondents said that if she could get the chance to 

generate employment for another woman, she would do it in no time. The same respondent 

mentioned how encouragement from woman to woman is very important. This would help 

remove the prejudice that women do not help each other.  

Another respondent revealed that her boss is female, and then she followed expressing 

how great that feels for her and how it changes the relationship within the workplace. Having 

a woman to look up to and knowing that because she is female there are more chances that 

her voice will be heard is very powerful. The work environment is different when the person 

in charge is a woman, and when the stereotypical power relations are challenged. The 

respondent also mentioned how her boss is fully respected by male workers.  

I've always had a female boss, which is always great, and it changes the kind of 

relationship you have with the place, like there is always another woman there, 

and in this last game I've made, half of the development team were females 

which gives you a sense of security of being there and being heard. (Game 

designer) 

The CEO expressed her thoughts about why she likes hiring women. Under her 

considerations she said that even though men can be good at certain tasks, their level of 

organization differs from that of women, and while women “structure contents better, more 

defined, clearer, they are more pragmatic” (CEO), men can be messier in those aspects. 

However, she stated that having both men and women in a team is important. Speaking 

about the role of females in power positions, the respondent considers that it is fundamental 

that more women get the chance to make the calls and manage teams.  

Agreeing with what was stated before, it is of great importance that more women get to be 

in positions of power in the technological spheres, and in this case, in the video game 

industry. This will increase the number of role models for girls and women that are entering 

the industry, it will provide a normalization of diversity in managerial positions, and of 

course, it will inspire and empower other women, and even men who want to make a 

difference. 
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5. Discussion  

In this thesis, I have examined the interconnections between technology and its social 

impact. I focus on the video game industry in relation to the people connected to it (workers, 

decision makers, audiences, etc.), and, specifically, the impact it has on women. I explore 

more about the balance of male and female participation in video game creation, the role of 

game engines, the spaces where female game creators are immersing, and the enablers and 

inhibitors for female inclusion. 

 
5.1 Inhibitors and enablers for female inclusion 

The study revealed that the video game industry is influencing female inclusion through 

eleven inhibitors: Male predominance, proof of worth in male spaces, female absence seen 

as normal, lack of representation, invisibilization of females, power structures and power 

relations, limitations imposed by society, role of educators, gamer culture in Triple-A 

games, crunch culture, and video games as male entertainment. However, actions that act 

as enablers for female inclusion are trying to overcome these inhibitors. I identified eight 

enablers: Game engines, role models, women in power positions, not male-predominant 

environments, studies and researches, feminist media critics, education, and online 

communities. Below I will discuss these enablers and inhibitors. 

5.1.1 Inhibitors 

Male predominance in the video game industry (including male dominated Game Jams) 

was probably the most mentioned inhibitor by the respondents. This predominance, 

according to the respondents, causes intimidation for many women, and it is accompanied by 

the feeling of not belonging. This correlates to Bourdieu’s (2001) theory of the masculine 

domination that permeates our society and the effect it has on women in all spaces, but 

especially in the ones more male-populated, like the technological spaces. The 

unwelcomeness, the unfamiliarity, the “not belonging” feeling that women experience in 

these spheres can create a certain aversion for many women and lead them away from these 

places (Faulkner, 2007; Styhre et al., 2018; Nurvitasari, 2018).  

Proof of worth in male spaces. In this investigation, the respondents mentioned how 

common it is that women must constantly prove why they are in a certain position or event. 

The idea that women cannot be in those positions because of their own merits and 

knowledge but because someone put them there or that they are trying to get attention, is 

certainly a challenge that many females have to endure. This constant questioning of a 

woman’s knowledge and worth is hurtful and creates only resentment and more isolation for 

women in these spaces. This inhibitor corresponds to the feminist technoscience theory 

which states that when women that enter traditionally male spaces they must justify to 

others, and even to themselves, the reason why they are there (Styhre et al., 2018). 

Another identified inhibitor is the “normalization” of female absence within technological 

spaces. In the study, it was mentioned how this absence is seen as normal in STEM careers, 

and how difficult it is to talk about it because no one would question what is seen as 

“normal.” Males and females can perpetuate this without noticing. The statistics on this 

aspect, corroborate the phenomenon because according to IGDA (2017), only 21% of females 
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are present in the industry. This normalization makes the lack of representation in the video 

game industry another inhibitor that prevents female inclusion in equal terms, not only in 

workplaces but also in the products (video games). In addition, this aligns with the history of 

the masculinized development of the video game industry, and how the contributions of 

females participating in it were diminished (Newbery, 2013). This has resulted in the 

invisibilization of females and their contributions to the industry. The invisibilization also 

relates to another inhibitor mentioned by the respondents, which is the power structures 

and power relations that exist in society, and how some characteristics of a person (i.e. white 

male) are seen as more valuable than others (Foucault, 1978; Haraway, 1988; Wajcman, 

2010; Styhre et al., 2018). 

The issue with the limitations imposed by society is one of the inhibitors that can be more 

challenging to tackle since this problem is embedded in the culture of each country in 

Western society. In relation to this, Bourdieu’s (2001) words about the permeation that our 

society suffers from masculine domination, are again relevant. This constitutes a constraint 

to the possibilities of the industry to change its culture because it would imply a change of 

the people themselves (Senior & Swailes, 2016).  The limitation of the stereotypes of the 

sexes’ roles, accompany the struggle of women to work on tasks or occupy positions normally 

considered as masculine (Bourdieu, 2001).  

This investigation also found how the present role of educators who are not aware of this 

issue is discouraging the inclusion of more women in careers that could later lead them to 

occupy positions in the technological industry, specifically videogames. The fact that the 

respondents mentioned that there are still many teachers that push their own sexist ideas in 

the way they educate female students is a factor that can discourage many of them get into 

the “hard sciences.” This corresponds with a study carried among students in computer 

science and other STEM careers, where teachers make sexist comments and have sexist 

attitudes towards female students (Denisco, 2017). In the study, this issue is presented as one 

of the reasons why there is a lack of women in high-level courses or graduating in these 

careers (Denisco, 2017). 

The gamer culture in relation to the Triple-A games was an issue mentioned as important 

for the analysis of female inclusion in the industry. It was clear through the investigation that 

a specific group of gamers (and workers) have a toxic behavior and tend to attack or make 

many women feel unwelcome in the industry. This correlates with the studies about female 

workers in the video game industry that show how some companies seek to find “ideal 

workers” to match their “ideal audience,” the latter being usually young males for Triple-A 

games (Newbery, 2013). This, of course, has resulted in a gendered industry, with products 

(Triple-A games) filled with stereotypes that alienate women and prevent them from feeling 

like they belong (Newbery, 2013). In addition, these gamers tend to pressure the companies 

not to innovate and change. The problem with not revising and modifying these games is that 

many of them are portraying and thus perpetuating ill stereotypes and behaviors that are not 

helping the bigger social struggle to improve equality and battle sexism. This goes in tandem 

with what is said in relation to unpredictability, the fear of the industry to yield into 

innovation of Triple-A games and the pressure it feels to give their “core” audience what they 
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want (more of the same) to avoid boycotts or market failure (Kaiser, 2013; Newbery, 2013; 

Hartup, 2013; Guldbrand, 2015; Schultz, 2018). 

The crunch culture, as the respondents perceived it, is an individualistic behavior that, 

even though video game creation is a teamwork, the people crunching would willingly 

assume. This, although something that affects both men and women, is, in the respondents 

terms, tainted with toxic masculine behaviors such as not caring for one’s health in order to 

accomplish a task, or to show your peers that you are tough and can endure any suffering, 

even in your life goes in it, directly affecting women. On this respect, crunch culture 

correlates with the typology of “the tough-guy, macho culture” of Deal and Kennedy (1982) 

where burnout is normal, and failure is not acceptable (Senior & Swailes, 2016). In addition, 

to women, as they want to belong in the group, they “masculinize” their behavior in the way 

described. This corresponds with the theory of community of practice where a person’s 

identity is defined and redefined by the different interactions and groups they want to 

belong. Therefore, in order to belong, females entering male-dominated environments would 

try to erase their femininity and behave as the group (Paechter, 2003). 

When video games are perceived as male entertainment, women, who explicitly are not a 

target of the commercial (Triple-A) ones, are seen as the “others,” excluded from the “boys 

club.” They have to look for entertainment (inclusion) in another place. This last part 

correlates with Haraway’s (2016) theory in which the female experience and being as the 

“Other.”  

5.1.2 Enablers 

In terms of inclusion, there are some aspects that act as enablers that help women feel more 

welcomed. One of these enablers are the game engines, which, according to the respondents, 

are tools that help them to freely create video games without having to join a specific 

organization. The respondents were clear on how accessibility, ease of use, and the numerous 

tutorials found online, were aspects that could help with attracting more women to game 

creation. This corresponds to the theory of the purpose of game engines, which is to make the 

life of the video game creator easier by making the tool affordable, user-friendly and easy to 

use even for people who have no background in programming (Ask Gamedev, 2018; OXM 

Staff, 2018).  

However, the respondents noted that the game engines alone do not create inclusion, and 

other actions are needed. The importance of role models and women that other women can 

look up to was underlined by the respondents. This correlates with studies that proved the 

positive impact of the exposure of students to female role models (Breda et al., 2018). In 

addition, the investigation showed that among these role models were the women in power 

positions. The respondents said how their presence brought empowerment and inspiration 

to the women outside and inside the industry, which correlates with the theory of the 

advantages of having women in power positions explained by Senior & Swailes (2016). 

Also, the respondents agreed that when there are spaces that are not only dominated by 

men, these become better environments for females. Events for women like Game Jams, 

workshops, mixed (and gender balanced) workplaces, etc., can be some of these spaces. On 

this respect, initiatives like Girls Make Games (2019) organize game jams, workshops, among 
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other meetings, that are solely for women in order to provide them safer environments to 

learn, share, produce, etc.  

The role of studies and researches concerning the role of females in the video game 

industry and their importance was another enabler mentioned by the respondents. The 

reason that there is only a handful of them at the moment makes evident the gap that needs 

to be filled. In relation to this, the role of feminist media critics like Anita Sarkeesian was 

also mentioned as enablers. Sarkeesian, who despite the attacks she suffered during and after 

#GamerGate (Bilton, 2014; Broadly, 2018), kept on doing feminist critiques on video games 

and other media (Broadly, 2018). Her work has helped many men and women identify toxic 

behaviors and to see more critically the games they consumed. 

Another very important enabler was the role of education and how crucial it is for women 

to access it and feel welcomed, especially in “hard sciences.” This correlates with the studies 

made on this matter where Universities and other educational institutions that are trying to 

combat the lack of women in STEM careers by educating their staff for inclusion (Denisco, 

2017; Nurvitasari, 2018). 

The role of online communities, especially of women, was also mentioned as an enabler, 

because they create safe spaces, like sororities, where females can feel supported. The 

respondents referred to these communities as something positive where they could feel 

welcomed. This corresponds with the mission of organizations like Women in Games, which 

want to attract more women to the video game industry and bring support to the ones that 

are already there (Women in Games, 2019); or with others that organize game jams, 

workshops, etc., which strive to give women tools and to inspire them (Girls Make Games, 

2019). Also corresponding to this enabler is the existence of modder communities, where 

women modify existing characters or include new ones to reflect other characteristics they 

would like best (Pangburn, 2016). 

6. Research limitations and Further research 

In relation to the research limitations, there were a few I needed to consider for this study. 

One of them is that the investigation was made with an inductive approach, and this has its 

limitations in terms of the theory created based on the observations. Because this study is a 

qualitative one, and only eight interviews were conducted, the results cannot be generalized. 

Also, the Grounded Theory method I used does not have a structured way of identifying 

categories, and therefore, the analysis of the data took more time. Moreover, Grounded 

Theory does not have a specific structure for the explanation of the context-related 

phenomenon studied, so this also became a limitation. 

Further research can investigate the intersectionality issue (women of color, indigenous 

women, immigrants, LGBTQ+, etc.) in the video game industry and the importance of not 

only showing white (male or female) characters in video games. Perform studies about 

sexuality and whether this is a barrier for entering the industry. Expand the investigation 

done in this thesis and compare it with games different than Triple-A games (social games, 

mobile games, educating games, serious games, etc.), or even using another type of sampling 

(women from other regions) to find similitudes or differences in the results. 
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7. Conclusion  

The question I wanted to answer in this thesis was how the video game industry is taking 

into account female inclusion and what are the inhibitors and enablers. To answer this 

question, eight semi-structured interviews were conducted with female game creators from 

three different countries in Latin America. Eleven inhibitors were identified, and eight 

enablers. In addition, the results of this investigation contributed to broadening the 

understanding of the different aspects of the practices in the video game industry that can 

affect women inclusion. On this respect, the main findings of this study are: 

• Inhibitors identified: Male predominance, proof of worth in male spaces, female 

absence seen as normal, lack of representation, invisibilization of females, power 

structures and power relations, limitations imposed by society, role of educators, 

gamer culture in relation to Triple-A games, crunch culture, and video games as 

male entertainment. 

• Enablers identified: Game engines, role models, women in power positions, not male-

predominant environments, role of studies and researches, role of feminist media 

critics, role of education, role of online communities. 

Even though Unity is the only game engine openly stating its intention to bring 

democratization to video game creation, most of the other game engines contribute to it, 

given the fact that they are free/affordable, easy to use, etc. For many female game creators, 

having the power to develop video games without having to work directly in a company that 

develops them is helpful. However, democratization does not mean inclusion, because 

accessibility to a certain technology does not mean that you participate fully of all the aspects 

implied in the video game industry. In terms of acceptance of females in the industry, the 

investigation showed the limits of their admittance and participation in game creation teams 

and power positions. Three things need to happen for female inclusion, one is that the 

industry becomes balanced with female workers (including roles in decision making); two, 

bring more feminine perspectives to the game creation teams; and three, that the products 

(games created) are equally targeted to different audiences (without stereotyping). 

The findings of the investigation reveal the perception of a male-dominated industry that 

appears to be resistant to change, mainly because of its need to maintain its core market 

(young males). The industry is reinforcing the male predominance by contracting only a 

specific type of worker that matches the perfect gamer, usually male, and making videogames 

that are attractive only to this type of gamer. This imaginary of perfect worker-gamer has to 

be demystified. At present, this can be seen as a lack of will of change. To really innovate and 

leap forward in terms of business and social impact, the video game industry needs to 

overcome the fear of expanding their target market. Even though, I am aware that it is 

difficult for the industries to abandon their present success in terms of revenues (with Triple-

A games), in the long run, if they do not change, this can cease. To carry out their much-

needed change, organizations in the video game industry should consider being sensitive to 

the more ample scope of social change taking place in society.  

What matters about male predominance in the workplace and what it implies, is not only 

the imbalance of sexes but also the level of intimidation that this situation causes to many 
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women. A mainly one sex environment can be a cause of distress and the sensation of not 

belonging. The fact that some respondents said that they lived in a “privileged” environment 

because they had not experienced discrimination and/or harassment because of their gender 

cannot be considered “normal,” and these are things that should not be experienced by any 

person in any place. To change this situation, the status quo in the video game industry needs 

to be challenged. It is important to change internal structures, create better working 

environments (equal gender balance), and show that the industry is no longer for men only. 

In the long run, the video game industry needs to get involved in the recruitment of more 

women and in the motivation of female students to embrace STEM careers and others 

associated with video game creation. The more women graduate in these, the more 

possibility to find women interested in joining the industry. 

If women are not included in the creation of technology, there is going to be a 

perpetuation of women as tech illiterate, thus maintaining the “boys club” issue. In the end, 

it is not about creating technology, or a video game industry, “for women,” it is including 

women in the creation of technology and video games. 
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Appendix 1 

 
Figure 1. Tweets using #1ReasonWhy in 2012. Image taken from "Gender and the Game 

Industry: The experiences of female game workers" by Marsha-Jayne Newbery (2013). 

 
Figure 2. Tweets using #1ReasonWhy in 2012. Image taken from "Gender and the Game 

Industry: The experiences of female game workers" by Marsha-Jayne Newbery (2013). 
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Figure 3. Tweets using #1ReasonWhy in following years of 2012. Messages taken from Twitter in 

February 2019. 

#GamerGate controversy 

The controversy of #GamerGate started after a former boyfriend of game developer, Zoe 

Quinn, falsely accused her of having a sexual relationship with a known journalist, and even 

with other journalists, in order to have good reviews in the media for her game “Depression 

Quest”, which never happened (Bilton, 2014; Superderp et al., 2015; Broadly, 2018). These 

accusations caused several people, mostly men, to start attacking her and other prominent 

women of the industry (Bilton, 2014; Superderp et al., 2015; Broadly, 2018). The 

harassment campaign led Quinn, and other attacked women, like feminist critic Anita 

Sarkeesian, and game developer Brianna Wu, to move out from their houses and even cancel 

events because of the numerous death threats they received (Bilton, 2014; Broadly, 2018). 

Some even threatened to mass shoot the school if Anita Sarkeesian spoke at the conference 

in the University (Bilton, 2014; Broadly, 2018). 
Table 2. #GamerGate controversy shortly explained 
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Figure 4. Tweets using #GamerGate in 2019. Messages taken from Twitter in February 2019. 
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Appendix 2
 

A brief history of the video game industry until now 

The first video game was created in the ’40s and it was called “Nimatron”, made by Edward 

Condon (Lowood, 2009), but this game had no commercial purposes, so it was until the 

’70s, when Atari released its first successful arcade game named Pong, when video games 

started to become a market phenomenon (Cohen, 2018). Magnavox offered the first home 

video game console named Odyssey in 1972, but it was after Atari, in 1975, put its first home 

console with the game Pong in the houses of thousands of kids around the world, that the 

industry started to rise (Cohen, 2018; Rogers, 2016; Desjardins, 2017). This evolution 

towards the home consoles led to other companies, like Activision, Electronics Arts (EA) and 

Nintendo, to develop their own consoles and games with better graphics and technology, 

making the industry more innovative and attractive (Rogers, 2016; Desjardins, 2017). The 

games and consoles that these companies would release would become huge successes in the 

’80s and ’90s. At the same time, the computer games (PC) would also become big with the 

help of the floppy disks first and then with the entrance of the CD to the market (Wikipedia, 

2019). In the ’90s, Sony released their console PlayStation, and it immediately dominates 

the market making other console companies (Nintendo and Sega) to crumble and almost 

disappear (Desjardins, 2017). In the 2000s, mobile phones entered the market, but even 

though they had a few games installed in them, the evolution of video games continued in 

the PC and the console area with Sony’s PlayStation, Microsoft’s Xbox and Nintendo’s Wii 

(Desjardins, 2017). Since the entrance of the smartphones in 2007, and the spread of the 

internet usage and capacity, the video game industry has evolved into new territories, 

starting with mobile games, online games, and now moving to augmented reality (AR) and 

virtual reality (VR) territory (Desjardins, 2017). Additionally, cloud computing is making a 

new advance in the video game industry with the upcoming release of the streaming cloud-

based platform Stadia made by Google (Knapp & Lynch, 2019; Nield, 2019) moving forward 

the industry to new terrains. 

Table 3. A brief history of video games from the beginning until today 

Name Role in history 

Joyce 

Weisbecker 

In 1976 was the first female game programmer who got paid for her 

work, and RCA bought her games Tag and Speedway for $250us 

(Edwards, 2017). 

Carol Shaw Worked for Atari and Activision from 1978 to 1984, and was the first 

full-time video game designer and developer, creating many games 

including 3D-Tic-Tac-Toe, Happy Trails, and River Raid, the last one 

becoming one of the biggest games of Activision selling more than one 

million copies. Her contribution to the Atari 2600 impacted 

enormously in the design of the future consoles of Atari (Edwards, 

2011; GameSpot, 2018; Thegameawards, 2017; Conger, 2014; The 

Strong’s, 2019). 

Carla Meninsky Hired after Carol Shaw at Atari, being the second woman to work as a 
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video game designer and programmer at that company, and building 

games as Dodge ‘Em, Warlords and Star Riders. She also worked at 

Electronic Arts (EA) and other game companies (Atari Women, 2019). 

Dona Bailey In 1981 created the game Centipede for the arcade machines of Atari, 

being the second most successful arcade game of Atari after Pong. 

Bailey was the first woman to work in the arcade division of Atari and a 

pioneer in the video game industry. Centipede was one of the games 

that appealed the most to the female audience (Alexander, 2007; 

Motherdoard, 2015; Drewis, 2018; Conger, 2014; The Strong’s, 2019). 

Roberta 

Williams 

Often called the “Queen of Graphic Adventure,” co-founded Sierra 

OnLine, one of the most important video game studios, with her 

husband in 1982 and both created Mystery House, the first of six 

graphic adventures called Hi-Res Adventures, which were a big success. 

After that, IBM requested a game which would be the one that would 

make her famous called King’s Quest, released in 1984. In 1995 she also 

designed Phantasmagoria, which would sell 1million copies before the 

project was shut down (Grattarola, 2018; Cohen, 2018; Mobygames, 

2019; The Strong’s, 2019). 

Janice 

Hendricks 

One of the first females to be hired at Nutting Associates as a full-time 

video graphics and programmer. She designed the computer animation 

of the arcade game Joust (Stanley, 1993; The Strong’s, 2019). 

Anne Westfall She “created the first microcomputer-based program to structure 

subdivisions” (Cohen, 2018) before enrolling in the video game 

industry. She and her husband founded Free Fall Associates, which 

released one of the most successful games of Electronic Arts in 1983, 

Archon, and later Archon II, which was also a huge success (Cohen, 

2018). 

Jane Jensen Worked for Roberta Williams in Sierra OnLine and created many 

games being the most known Gabriel Knight, released in 1993. Her 

work influenced the design of adventure “point-and-click” games. Later 

she would release a series of PC games based on Agatha Christie’s work 

named The Women’s Murder Club (Cohen, 2018). 

Amy Briggs Creator of the first adventure game that was targeted specifically to the 

female audience. She worked as a game tester in 1983 and soon after 

she convinced her bosses to her develop the concept for a text 

adventure-romance for girls, Plundered Hearts. Later she worked on 

other games and then got back to the university to get her degree in 

British Literature (Cohen, 2018). 

Table 4. List of prominent women in the video game industry. 
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Figure 5. Formal and Informal Organization (Senior & Swailes, 2016, p. 120) 

 
Figure 6. Deal and Kennedy model for corporate culture (Senior & Swailes, 2016, p. 135) 
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Figure 7. Chart showing, in percentages, the number of people involved in the videogame 
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Figure 9. Average salaries done in the Career Survey 2018 by GamesIndustry.biz (Batchelor, 2018) 
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Appendix 4 

 
Country/Region Year Study Women Men 

Canada 2018 ESAC 50% 50% 

USA 2019 ESA 46% 54% 

Mexico 2018 Newzoo 46% 54% 

Brazil 2017 Newzoo 41% 59% 

UK 2017 ISFE 45% 55% 

France 2017 ISFE 51% 49% 

Germany 2017 ISFE 47% 53% 

Spain 2017 ISFE 44% 56% 

New Zealand 2018 IGEA 47% 53% 

China 2017 Newzoo 45% 55% 

Table 5. Percentage of video game players by country, year of the study, name of the study, and sex 
distinction (ESAC, 2018; ESA, 2019; Newzoo, 2018; Newzoo, 2017; ISFE, 2017; IGEA, 2018, Newzoo, 
2017). 
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Appendix 5
 
Interview questions 
 

• What do you do (work, career, etc.)? 

 

• What sort of game engines or platforms do you use? 

 

• What has been your experience using it? 

 

• *In case the person does not use game engines anymore: What do you need in order 
for you to start using it again? 

 

• Why do you think (Unity) is different from other engines/platforms? 

 

• How do you perceive the video game industry? 

 

• Would you, as a woman, feel comfortable to enter the video game industry? 

 

• *If is already inside the industry, do you feel comfortable in the video game industry? 

 

• Do you have certain communities inside the industry where you feel comfortable 
(e.g., Women in gaming, Girls Make Games)? 

 

• What do you think about the role of women in the video game industry? 
• How do you feel about it? 

 

• What do you think is the reason there are not so many women in the video game 
industry? 

 

• Do you think game engines or platforms can make the video game industry more 
inclusive? How? 

 
• Are you familiar with the “crunch time”?  

o If so, what do you think about it?  
▪ Do you think it is treated as a culture in the video game industry? 

o If not, “crunch time” is when video game workers need to stay longer hours at 
the office (some reports said up until 100 hours a week) to meet a milestone 
or to finish a game. Crunch time is usually not paid, and it has become a 
serious issue in the video game industry. Knowing this, what do you think 
about this issue? 

 

The following questions are made in order to know whether any person can use game 
engines (without programming background) or not: 

• Have you developed a complete video game?  
o If so, was sort of skills did you use in the process (e.g., coding skills, design 

skills, etc.)? 
▪ Did you use other channels in order to complete it (e.g. persons, online 

communities, others)? 
o If not, what sort of skills would you need in order for you to complete it? 


