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[Purpose] The purpose of this study is to investigate gender perception of eSports gamers. [Methods] 8 male
gamers in the professional team were selected purposeful and snowball sampling. Data were collected through
face-to-face and online interviews, and analyzed by content analysis and classification analysis. [Results] Esport
gamers explained their indirect experiences with female gamers. The results are as follows. First, it was
confirmed that the number of female gamers was small and they had a negative stigma image, and this
consistently reproduced the gender role stercotype of female gamers in digital games. Second, in the game
world, men are swearing, verbal abuse, and sexual harassment against female gamers, which suggests that
female gamers are viewed as targets of sexual play from the perspective of the strongest. Third, eSports male
gamers are characterized by being conservative or open to gender perceptions by age. We discussed what to
need in eSports which is male dominated area should give to opportunity for equality education. [Conclusions]
In-depth understanding of gender perception in e-sports players should be prioritized in order to change
gender perception. Therefore, it would be an important research topic bring to discuss. This paper is expected

to be a beneficial material for eSports gender studies and stimulate to discuss gender imbalance.
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Table 1. Participants

: annual
Na eSport Gen Length Age education
der of career background o
(million)
A Starcraft2 M 14year 29 middle school 300
graduate
B Kartrider M 9year 21 high school 0
graduate
C Karrider M Y68 5  highschool
6month graduate
D Starcraft2 M 8year 1 high school %0
6month graduate
E Kartrider M \1Y6&r 5, highschool g
6month graduate
F Tekken M 16year 31 college graduate 600
Battlegrou IOyear hlgh school
¢ nds 8month 24 graduate 60
League of high school
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Table 2. eSport Incident category

AY 9 19}= LoLo]tKSeong, 2019.07.07). 184 e
AR 20] Q17| &of FATE 4T HEo] BulAZE AL
Al &0 2 WY k9Tt (Table 2)+= 20104
FH 20209714] F 1097F eAE =04 TRt =9 Ab
Z- AR yj-goltt,

Category Incident Year
Overwatch Female professional gamer “Z]7-2]” Demonstration of public ability 2017
Gender
discrimination Starcraft Female professional gamer “Seo Jisoo” 2007
The image of a player is a female player who is "right to lose."
DC Inside at the League of Legend Gallery, The term "hyeji"
o " 2018
appears as a slang for "unskilled female gamer.
Sexual
Gender harassment YouTube Ranking show Program Progress Announcer “This is all Hyeji” Remarks 2019
Issucs (Language)
In Overwatch, the female character "Mersi" and the slang term "Borsi" were combined
. . 2016
to refer to a female gamer who only follows her around doing nothing.
Sexual
harassment Overwatch Gamer "Free" sexual harassment against minors 2021
(Body)
League of Legend “Pimir Incident”
sexual assault A match-fixing fighter's attempt to commit sexual assault. 2014
E-Sports 09-10 Shinhan Bank's professional league 2010
has been involved in a match-fixing scandal.
Unfair judgment due to power outage 2010
StarCraft Warcraft 3 <Map Manipulation Incident> 2012
match fixing StarCraft 2 match fixing incident 2015
Social Overwatch's APEX Challengers accused of match fixing 2017
Issues League of Legend “Pimir Incident” 2014
A match-fixing fighter's Suicide attempt
G-Star Starcraft match fixing 2018
League of Legend <Kanabi Incident> 2019
breach of E-sports coach assault 2020
contract

E-Sports Association's public goods statement controversy 2010
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Table 3. Results of classification analysis of gender perception in eSports gamers
Content Lower Category Upper Category
Ignored due to low number of female gamers
Being discriminated against in the game for being a woman
The role of women is to be viewed as spectators and visitors.
When a man says he's playing games, he's branded, but even worse by a woman. Strengthen awareness of Reproducing gender
- female gamers through ~ stereotypes about female
sexiness about user names and characters (Scarlett, Madonna) gender discrimination. gamers
Do not distort or acknowledge the skills of female users (using proxy games,
buses and nuclear weapons).
Female users lose no matter what.
sexual harassment, verbal abuse, and lewdness.
Sexual harassment with female users sexual harassment and Strong man's sexual
. . ; sexual harassment in the .
Making fun of yourself in the chatroom when playing games game entertainment

Male gamers are collectively and repeatedly loathsome.

It would be different if there were schools and businesses that raised women

who liked to play games.

Attitudes toward e-sports
P Role of e-sports

It'll be different if you make a lot of games that couples play.

women
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