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Why Portugal?

':'1 Gender diversity ethos

Studies show indifference towards GD;
Girl Gamer festival.

POR

':' 2 Under-developed esports

Very few professional organisations.

for team Portugal

':' 3 Researcher former player Overwatch World Cup logo

Researcher experience and familiarity with
esports scene.



Questionnalre study objective:

Explore the disposition towards gender diversity
lhitiatives 1n the Portuguese population.
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Interview findings (N=10):
1) Equity initiatives are imposed;
Portugal is too small to care (about equity);

Nepotism,
Self-preservation; and
Ukiquity of online toxicity.

Questicnnalre study aim:

To assess the representativeness of the

lnterview findings 1n a larger sample.




Female gamer stereotype adhesion 1n Portugal.

--+ adopted some items from FGS5 (Yao et al 2023)
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Reliance on men

1h gaming

Lack ¢of competence

1h gamlng

Gaming

preferences




The gquestionnalre /1

Inclusion 1n videcgames
Tournaments

Moderation teams

Campaigns (video elicitation tool)
Quotas

Anti-harassment poelicies

Codes of conduct
+FGS5S5 1tems

For each, 3 options.

* promote
* promote
* promote

- Lack of competence 1n gamlng.
- Reliance on men 1n gaming.
- Gaming preference.
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Demographlcs. - |

Portuguese
nationality and/or
Portugal
residency.

N=180--> 156

629% male :
35% female Interested in

1 trans man |'; Speak fluent - esports as:
2 non-binary . Portuguese. ~ player/fan or

majority aged 16-25 - professional.
ranged 16-50 b4 J




Statistics

Preferenced M\\\\ OTotally disagree.
- Preference3 &\\\\\\\\\\\\\\\\\\\\\\\\\\\%l. Egi‘?:“'” ror deagres: !!!’ H / 1 3
F II' E q u E n c 1 E 5 Prefersnce? RALLMMMIINENGNGN | Wty e
Preference k\\\\\\\\\‘\\‘\\‘\\\\\\\\\\\\\\\%..
Relianced NN | |
Reliance3 m | |
Reliance2 \\\\\\N | I
Reliance \\W I |
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Competenced \\\\\\\N |
Competence3 A |
Competence2 M
Competence’ m I
Quotas for Portuguese folks. &\\\\\\\\\\\\\\\\\\\\\%.-

Quotas for LGBTQIA+ folks. N Ty
Quotas for women. NIImoy | |
Campaigns could be used to bring more LGBTQIA+ folks to esports. &\\\\\\\\\\\\\%.-
E Campaigns could be used to bring more women to esports.
Campaigns could be used to bring more Portuguese folks to esports. M|

Policies should mainly protect Portuguese folks. NhHhney| |

Policies should mainly protect LGBTQIA+ folks. N

Policies should mainly protect women. NN

Moderation teams should mainly protect Portuguese folks. i
Moderation teams should mainly protect LGETQIA+ folks. &\\\\\\\\%I-

Moderation teams should mainly protect women. mil

Code of Conducts should mainly protect Portuguese folks. W‘l
Code of Conducts should mainly protect LGBTQIA+ folks. NN [
Code of Conducts should mainly protect women. Mll
Tournaments for mixed gender teams. m.-

Tournaments for LGBTQIA+ folks-only teams. N | |
Tournaments for women-only teams. oy [

Inclusion of characters who are from Portugal. WI.
Inclusion of LGBTQIA+ characters (that is, with different sexual orientations). &\\\\\\\\\\\\\\%--
Inclusion of characters of different genders (that is, men, women, etc). Wl.

a 20 40 &0 &0 100

Percent




Gender analysis

Totally Disagree. Meither Adgree. Totally agree.
disagree. agree nor
disagree.

Inclusion of LGBTQIA+ characters (that is, with different sexual ...




Age analysis
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Totally Disagree. MNeither Adree. Totally
disagree. agree nor agree.
disagree.

Moderation teams should mainly protect Portuguese folks.




Validity &
Reliakility

Exploratory Factor Analysis

KMO sampling test OK

/] factors extracted from 13 1tems
Varimax rotation PAF extraction
Good fit overall though some
crossloadings

F1.
F2.
F3.
F4.
F5.
Fo.
F7.
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Female gamer competence

Female gamer preference
Initiatives for LGBTQIA+ folks
Initiatives for Portuguese folks
Female gamer reliance on men
Quotas

Campalgns
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Cluster analysis Cluster membkership

Men
and
Women

B man
Clwoman

80.0%

Hierarchical & Two-step clustering 00

e 2 ¢lusters

40.0%

Percent

* gne prominent group for GDI

* ghe prominent group agalnst GDI

20.0%

0%
agreeable disagreeable

Ward Method
ggg‘ 12/13
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Conclusion

Gender of _
Female gamer i cinant Interview
participan
stereotype not findings partl
'] 1 [' 2 predicted cluster '] 3 " y
adhered to, replicated.

memkership.
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THANK YOU!
QUESTIONS?Y
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