Exploring Attitudes Towards Gender Diversity Initiatives in Portuguese
Esports

In Portugal, women are significantly underrepresented in esports (Monteiro 2021) and game
development (Gil 2022; WPGI 2022). Yet, Portuguese game design students typically hold conservative
views towards gender roles and disinterest in prioritising equity (Lima and Gouveia 2020; Lima et al.
2021). These might be attributed to gender stereotypes, which are prevalent in Portuguese culture
(Tavares 2020). Non-profit advocates such as AnyKey have recommended practices to help esports to
become more inclusive and promote diversity (AnyKey 2015). However, these works often generalise
findings without further consideration for cultural differences in attitudes towards social justice and
diversity.—This work forms part of a larger ongoing project that explores how national esports
communities navigate gender diversity. The current work explores the disposition towards gender
diversity initiatives in the Portuguese population. Here, we will extend the initial work with a
guestionnaire to assess the representativeness of the previous findings. Drawing on actor-network
theory (Latour 2005), the work follows the actors to explore the views of individuals involved in esports
when it comes to incorporating social justice in esports spaces, i.e., representation of women and
LGBTQIA+ individuals in games, promoting marginalised individuals in esports, and moderation

practices.

This research will yield several insights into the Portuguese esports’ ecosystem, which remains
understudied. With recent campaigns promoting esports in Portugal, it is crucial to understand the
best way to ingrain gender diversity in an emerging esports scene. This work will also strengthen the
esports literature by exploring a local ecosystem, and how its aspects embrace and resist gender
diversity. Findings from a cross-section of the data collected in 2024 will be discussed at the

conference.

Bibliography

ANDREWS, Sharon K. and Caroline M. CRAWFORD. 2021. ‘Barriers, Issues, and Similarities Among
Women in eSports and Similar Mixed Gender Sports: Ascertaining Common Ground’. In
Sharon ANDREWS and Caroline M. CRAWFORD (eds.). Advances in E-Business Research. |Gl
Global, 25-46. Available at: http://services.igi-
global.com/resolvedoi/resolve.aspx?doi=10.4018/978-1-7998-7300-6.ch002 [accessed 9 Feb
2023].



ANYKEY. 2015. ‘Women in Esports Whitepaper’. Available at: https://anykey-
resources.s3.amazonaws.com/publications/AnyKey%20-
%20Women%20in%20Esports%20Whitepaper%20(0ct%202015).pdf [accessed 20 Feb
2023].

DARVIN, Lindsey, John HOLDEN, Janelle WELLS and Thomas BAKER. 2021. ‘Breaking the Glass
Monitor: Examining the Underrepresentation of Women in Esports Environments’. Sport
Management Review 24(3), 475-99.

FRIMAN, Usva. 2022. Gender and Game Cultural Agency in the Post-Gamer Era: Finnish Women
Players’ Gaming Practices, Game Cultural Participation, and Rejected Gamer Identity.
Doctoral thesis, University of Turku. Available at:
https://www.utupub.fi/handle/10024/176585.

GIL, Ana. 2022. ‘Mulheres Na Industria Dos Videojogos: “Eu Ndo Sou Uma Jogadora, Sou Um
logador”. A Borda [online]. Available at: https://aborda.pt/2022/04/25/mulheres-na-
industria-dos-videojogos-eu-nao-sou-uma-jogadora-sou-um-jogador/.

LATOUR, Bruno. 2005. Reassembling the Social an Introduction to Actor-Network-Theory. Oxford;
New York: Oxford University Press.

LIMA, Luciana and Patricia GOUVEIA. 2020. ‘Gender Asymmetries in the Digital Games Sector in
Portugal’. In Proceedings of DiGRA 2020. DiGRA 2020, 2020. Available at:
http://www.digra.org/wp-content/uploads/digital-library/DiGRA_2020_paper_132.pdf
[accessed 2 Jun 2023].

LIMA, Luciana, Patricia GOUVEIA, Pedro CARDOSO and Camila PINTO. 2021. ‘““Never Imagined |
Would Work In The Digital Game Industry”’. In 2021 IEEE Conference on Games (CoG). 2021
IEEE Conference on Games (CoG), August 2021, 1-7.

MONTEIRO, Fabio. 2021. ‘Videojogadoras, unicérnios e streamers portuguesas. Ocomando é delas’.
Rddio Renascenga [online]. Available at:
https://rr.sapo.pt/especial/vida/2021/01/27/videojogadoras-unicornios-e-streamers-
portuguesas-o-comando-e-delas/221808/.

TAVARES, Raquel. 2020. A representacdo do género na publicidade infantil televisiva e a sua
percecdo por criangas dos 7 aos 12 anos. MAsters Dissertation, Universidade Catélica
Portuguesa. Available at: http://hdl.handle.net/10400.14/29872.

WITKOWSKI, Emma. 2018. ‘Doing/Undoing Gender with the Girl Gamer in High-Performance Play’. In
Kishonna L. GRAY, Gerald VOORHEES, and Emma VOSSEN (eds.). Feminism in Play. Cham:
Palgrave Macmillan. Available at: https://doi.org/10.1007/978-3-319-90539-6.

WPGI. 2022. ‘About Us’. Women of the Portuguese Games Industry [online]. Available at:
https://wpgi.pt/about/.



	Exploring Attitudes Towards Gender Diversity Initiatives in Portuguese Esports
	Bibliography

