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ABSTRACT

There is a common misbelief that female gamers prefers simple cute easy games so that they are incompetent if
higher skill level is required or disqualified to be a winning party member in MMORPG. This pink game theories are
the results of video game analysis done in US and Europe way before online games and mobile games become popular
thus. there are many evidences that such misconceptions do not hold anymore. However, researches on gender game
culture and gender preferences have not been seriously conducted since 2007 in Korea. Thus, in this paper, we
surveyed 88 male and 151 female gamers from their late teens to 30s and found a gap between behavior and perception
due to serious gender stereotypes. Gender differences are still found in several areas, but the degree of differences were
weakened or in different direction from 2007. The game design to attract female gamers should understand such gender
gaming culture and gender difference.
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Table. 1 Words associated with Female Gamers (by
number of words)

P N Ne T PosR NegR
M 55 58 15 128 | 43.0% | 45.3%
F 21 9 2 32 65.6% 28.1%
T 75 68 17 160 46.9% 42.5%

M : Male F: Female T: Total P : positive
N: negative Ne: neutral
PosR: Positive Rate NegR: Negative Rate
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Table. 2 Perception of Female Gamers (by number of
people's Total attitude)

P N Ne T PosR NegR
M 12 17 32 375% | 53.1%
F 4 3 7 57.1% | 42.9%
T 16 20 39 41.0% | 51.3%
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Table. 3 Characteristics of Subjects

Level Male Rate Female Rate
Heavy 52 59.1% 79 52.3%
Middle 19 21.6% 42 27.8%
Light 17 19.3% 30 19.9%
Total 88 100% 151 100%
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Table. 4 Favorite Game Genre by Gender
Genre M Rate F Rate
FPS 30 34.1% 21 13.9%
TPS 15 17.0% 7 4.6%
AOS 30 34.1% 14 9.3%
MMORPG 59 67.0% 118 78.1%
Casual 10.2% 52 34.4%
Horror 3.4% 21 13.9%
WebBorad 6.8% 12 7.9%
Sports 19 21.6% 4 2.6%
Adventure 11 12.5% 69 45.7%
Others 4 4.5% 34 22.5%
Responses 88 211 151 2.33
Table. 5 Disfavorite Game Genre by Gender
Genre M Rate F Rate
FPS 25 28.4% 72 47.7%
TPS 11 12.5% 20 13.2%
AOS 24 27.3% 32 21.2%
MMORPG 5 5.7% 4.0%
Casual 23 26.1% 2.0%
Horror 17 19.3% 51 33.8%
WebBorad 24 27.3% 22 14.6%
Sports 33 37.5% 82 54.3%
Adventure 8.0% 2 1.3%
Others 0.0% 1 0.7%
Responses 88 1.92 151 1.93
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Table. 6 Male's Favorite Game view by Gender
Rank Male thinks males favor Rate
1 Splendid Graphics 67.0%
2 War-mode PvP 59.1%
3 Well Structured Story 36.4%
Rank Female thinks males favor
1 War-mode PvP 77.5%
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2 Horror 37.7%

3 Social Game 33.1%
Rank Male actually favors

1 Well Structured Story 62.5%

2 Splendid Graphics 54.5%

3 Customizing/Nurturing 47.7%
Rank Male actually disfavors

1 Horror 40.9%

2 War-mode PvP 36.4%

3 Cute Games 27.3%

3 Social Game 27.3%
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Table. 7 Female's Favorite Game view by Gender
Rank Female thinks females favor Rate
1 Well Structured Story 64.2%
2 Cute Games 61.6%
3 Customizing/Nurturing 53.0%
Rank Male thinks females favor
1 Simple & Easy 61.4%
2 Well Structured Story 53.4%
3 Social Game 51.1%
Rank Female actually favors
1 Well Structured Story 78.8%
2 Splendid Graphics 57.6%
3 Customizing/Nurturing 51.0%
Rank Female actually disfavors
1 War-mode PvP 71.5%
2 Horror 40.4%
3 Splendid Graphics 31.8%
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Table. 8 Game Character's Gender vs Real Gender
Gender/Char M Rate F Rate
Agreement
Yes 23 26.1% 44 29.1%
No 25 28.4% 31 20.5%
Depends on the 40 | 455% | 76 | 50.3%
Game
Total 88 151
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Table. 9 Goal of Game Playing

(Bl e e F Rate M Rate
Play
Competition 14 9.3% 23 26.1%
Level Up 42 27.8% 19 21.6%
Win 17 11.3% 23 26.1%
Sogji'liéi/;gr‘t’;“h 8 5.3% 8 9.1%
Real World 6 4.0% 9 | 102%
Friendship
Other 80 53.0% 15 17.0%
Total 167 97
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Table. 10 How do you know the game you are playing?

Game Access F Rate M Rate
CFinTV 3 2.0% 4 4.5%
Internet 36 | 28% | 23 | 26.1%
advertisement
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Friend 44 29.1% 23 26.1%
Other 54 35.8% 14 15.9% Table. 12 Questions that show no gender difference
Total 148 98.0% 69 78.4% Question Answer Male | Female
Favorite Platform PC 81.8% | 45.0%
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Table. 13 Sexual Harassment in Game Play

Sexually Harassed Male | Rate |Female| Rate
Yes 4 4.5% 54 34.8%
No 84 | 955% | 100 64.5%
No Response 0 0.0% 1 0.6%
Total 88 155
Acted Sexually Violent | Male | Rate | Female | Rate
Yes 6 6.8% 1 7.1%
No 82 | 93.2% | 141 91.0%
No Response 0 0.0% 3 1.9%
Total 88 155
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Table. 14 Sexual Harassment Cases

Category Example
Comments about appearance Big Boobs?
Swearing Fuck/Loser/Troll
Comments about players' | Girls don't play right/Can
& A, .
abilities you really do it?
4 Intelligence remarks retard, idiot, stupid,
5 Expressed UPSOIICIted Give me phone number
affection
6 | Sexist comments or insults Go to Kitchen
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