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games were generally the first and most frequent childhood computer experi-
ence. Therefore we, like others, were concerned that females might be at a

~ disadvantage where computer usage was concerned because of the speculation
-that computer and video games provide an easy lead-in to computer literacy

(Loftus and Loftus 1983; Greenfield 1984; Greenfield and Cocking 1996; Kiesler
et al. 1985).

Our interest in the question of gender specificity in video games was
heightened by our own cbservations during a training study with a nonviolent
game, “Marble Madness,” conducted in the late 1980s (Subrahmanyam and
Greenfield 1994, 1996). Our goal in that study was to assess the effects of video
game training on spatial skills. Even before we had started testing, we were
struck by how difficult it was to recruit girls—in a coeducational sports camp,
not cne girl signed up to participate in our study. This was sc despite our con-
sent letter clearly stating that participants would have to play either “Marble
Madness,” an action-maze game, or “Conjecture,” a word game, We had deliber-
ately selected a nonaggressive game, “Marble Madness,” to ensure that the
game would be equally appealing to both genders {Malone 1981). Yet we found
that the boys in our study were much more enthusiastic gbout the training
sessions in which they played the video game..

We also found that very soon into the training session, the beys figured
out the intricacies of the game, such as the different levels and the strategies
appropriate to each; they were also seen comparing notes about the levels they
had reached and the scores they had obtained. This whole-hearted absorption
in the game was missing among the girls, who were not overtly enthusiastic
about playing and seemed almost relieved when they finished their training
session. Interestingly, many of the boys in the control group who had to play
the word game, “Conjecture,” during the training, begged for and were given an
opportunity to play “Marble Madness” at the conclusion of the experiment;
none of the girls in the control group either asked for or played “Marble Mad-
ness” when given an opportunity to do so at the conclusion of the experiment.
Although anecdotal, our observations were in line with other findings that fe-
males are not as interested in video games as males are,

In the years since, despite efforts by software developers to attract girls
to video games, they have remained largely a male province. Most commer-

. clally available video games still do not reflect the interests and tastes of half
. of the potential game-playing population, namely girls (Kafai 1996). In one sur-

- vey, Kubey and Larsen (1990) found that 80 percent of game playing among
‘nine- to fifteen-year-olds was done by boys. With the recent advancement of
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d games resembling com-

Most importantly, we assume that game designs reflect game preferences,
even if these preferences have been accommeodated by the market; action video
games accommodate the tastes of boys, who therefore have more environmen-
tal experience with computer games than girls. However, prior experience is a
two-way street. Children, like adults, are active selectors of their envircnments;
they are not simply passive recipients of environmental influences (Scarr and
McCartney 1983). At the same time, their selections are influenced by what
environmental opportunities are available. It follows that children’s active pref-

erences would be operating as they designed games, just as these same prefer-
ences would operate as they selected games to play.

Given this line of reasening, analysis of the game themes, settings, anima-
tions, and interacticns developed by the children in Kafai’s study (1996) can
provide us with clues about the game features that are likely to appeal to the
different genders. Our analysis is organized into subsections, each of which
examines game features identified by Kafai and others: type of action, game
genres and themes, game worlds, game characters, and modes of interaction.
We will show that every one of the features that distinguish girls’ game prefer-
ences from boys’ are also found in “Barbie Fashion Designer”

At an even more basic level, we show that basic child-development re-
search on boys’ and girls’ play and television preferences could have predicted
the gender appeal of different kinds of computer software, Qur thesis is that it
is the concatenation of features identified in research studies on gender and
play of various kinds that defines the success of “Barbie Fashion Designer” In
other words, the research on the television shows that girls watch, the play
activities that they engage in, and the computer games that they design have

turned out to have both predictive and practical value in solving the long-
standing problem of mass-market “girl appeal” in entertainment software. We

believe that our analysis can be of general use in developing better software
for girls.

“Barbie Fashion Designer” and Other Barbie Software Tities

Before presenting our account of play and gender, we first describe “Barbie
Fashion Designer,” as well as some of the other Barbie software titles as a com-
parison. This comparison is important because the other Barbie titles, released
simultaneously with “Barbie Fashion Designer! were not as successful as

. “Barbie Fashion Designer” It may be that the overwhelming popularity of Barbie
-'.dolls with young girls was a necessary element in the success of “Barbie
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Fashion Designer”'; howevey, the lack of comparable success of the other Bar-
bie software titles shows that the Barbie doll theme is not sufficient 10 explain
the mass-market appeal of “Barbie Fashion Designer”
Using “Barbie raghion Designer,’ girls design clothes for their dolls by
choosing from a ment of themes such as vacation outfit of party outfit, styles
patterns, and colors; then they print the outfit on spe-

such as jacket of pants,

cial paper-backed fabric that can be run through an inkjet of Jaser printer. At

that point, the players use color markers, fabric paint, and other materials that

come with the package 10 further enhance their designs. Finally, they assemble
instructions provided by the software.

the parts of the outhit following the
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ences in the underlying themes of the games: Kafai (1996) reported that not
one girl incorporated the conflict between good and evil and the conguest of
evil in her game, whereas boys overwhelmingly did so. Unlike girls' games,
boys’ games were concerned with the contest between good and evil, in which
the player on the good side fights off bad guys to achieve a goal, such as recov-
ering stolen goods, defeating demons or aliens, or finding lost treasures. In
contrast, girls’ games had few evil characters, although players sometimes had
to go through some obstacles, such as descending a mountain without falling
or avoiding a spider to find an unspecified treasure.

Gender differences in game creation are replicated by gender differences
in game consumption. Cooper, Hall, and Huff {1990) found that when students
in sixth through eighth grades were given math programs with different
themes, girls reported stress when working with themes that involved actions
such as shooting and propelling chjects through fantasy space, as well as non-
verbal graphic feedback; in contrast, boys reported more stress when using soft-
ware in which aggression and shooting were absent, but which involved verbal
feedback and cooperative narratives,

To summarize, studies of computer game design and game preferences
suggest that girls are less enthusiastic than boys about the thematic embedding
of good versus evil in story narratives. Nor, as we saw earlier, do they like the
violent feedback that normally accompanies such themes. Unfortunately, most
commercially available video games make strong use of narrative that involves
both violence and the conflict between good and evil. Given this, what kinds of
game themes are girls likely to find appealing? Let us look to research on chil-

dren’s social behavior as well as on their television preferences for answers to
this question.

Genres and Themes in Girls” Other Activities

The literature on social behavior suggests that compared to boys, girls are more
affiliative and that they are more interested in social activities {Grusec and
Lytton 1988). In their play activities, girls have been found to be more socially
oriented than boys (Coates et al. 1975). Along similar lines, the literature on
television preferences suggests that girls like television shows that portray the
gentler aspects of interpersonal relations rather than adventure, sports activi-
ties, violence, or science (Grusec and Lytton 1988; Korich and Waddell 1986).
Lyle and Hoffman (1971) reported that by the first grade, boys showed an earlier
preference than girls for action programs such as Star Trek, whereas girls pre-
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Laurel found that, in

their pretend play, girls enjo
tings that th . yed role playing the lives of i ili
could pmcﬁczyt:;:‘te‘lﬁi;h props; they also liked to be iie:ff;;fﬁmar e
Everyday observation z:?glijf?dlverbal slits e
activity of girls is j s’ play confirms that the prefer.
of a girl and a boyd:t':is :spaa?d role play of familiar Charzctersr.eispzflze;d fillay
rmanyam) has noted consist reql‘lent host to play sessions, one of us (S ; N
ol som and their Same-sexe?t. differences in the pretend play of her daz ;ah_
elaborately set up replicas Offzr;c}l;.i;he girls like to act out everyday roistie;-
mother, father, si i settings using props—playi
the pretend pla;srlscf?éhc: ialtr?ss at school, home, frpreslf?auri?;gczemher,
events.-Star Wars games § 35 ;: filled with fanciful settings, character:traﬂ,
Han Solo and use their Mil}e: -mh they play Darth Vader, Luke SkYWagk,E T
inte smithereens, It appears t}?mm Falcon shooter to blast everything in 1:' or
everyday roles and chorncte at the fantasies of girls center aroundgre lsllight
fantasies of boys center a rs, such as being a mother or teacher, wher .
acters such as Darth Vad ound less réalistic and more fanciful ro,les o
While based on tineyr ::ld Siuperman_ 7 and char-
their play, Subrahm , mpie Of. subjects and describing o i
noted in research Q:TZ}}(}?;I:E Ic::raservat10ns reflect the gender c?iff:g;c}:: I:llon {;)f
o role play famitiar l:hamcters Play. O.f Particular interest to us is that -rlr;;ky
habira] s whttho o s in fa.rmhar settings by acting out the chilra " 1 'e
order and bring a meal, Not 15‘; to give a lesson, put a baby to sleep, or t }S .
in with their Preferenc;e fgre : S-O t.hat the pretend play that girls EH, ET ; 'an
affiliative, nurturant, and positive reiatifage in ties
ns.

iﬁzlza:c‘m to Computer Software for Girls

ndings reviewe

oo e Iile f:::;c:nﬁrm and generalize the findings of Kafai (19

et e e cir everyday settings in their game designs TI?G)

P ;\msej find video and computer games sef?n' -

st e g By this account, most of the available ga mo?e

o not make contact with the fantasy life ogf tr;)l: St;e't H;
indeed, when computer i -

o e, Uhe : games involve familiar settings wi

s e becami{?n it;lzsfzdb.ecome interested in them. Cafh:;?(;g_;:; flatea

Chliven ane e “enetmen "1n tl)nlrogramming computer-operated digital terlzja?rts

s witen and shon and,ta e to control over 250 accessory device t

. 0 run the trains successfully they must coosl‘J:;iz
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Here the sof
tware maki
play. The computer takes onets;hthe computer yet another accessory fi
to be an end , e role of a tool and : ry for Barbie
‘ unto itself, D nd, unike oth
“Barbie Fashion Design oug Glen, President of Mattel Medi er games, Ceases
er” “exi 1a i .
He adds that unlike the ?%15?5 as a mere part of an overall  Pois out tha
in this case itis a “ traditional concept of the comput play experience”
ow er as -
metaphor is rarel power tool that makes things” (quoted i a game machine,
Our anal y used when describing comput quoted in Beato 1997). This
na ySiS sugge m uter games.
couse it aides the rolig }sts that “Barbie Fashion Designer” a
a . i
play that they habitually engage in Likppez}i]ls o E e
. Like other interactiv
e

toys, such as L
! ego and Ti
player’s imaginati nikertoys, the “Fashion Desi "
aginative play. esigner” becomes a tool in th
e

o between DOYS and g
al and

with other players- 1t appears that gender difference
ear when compuiters are used for a real vather than 2 fantasy g0

disapp
ooperation.

jnvolve interpersonal C

1o “Barbie Fashion Designer”
the success of “Barbie Tashion Designer” Was
ong girls of this age-

comnon am
ories and props

Apptication
We suggest that one reason for
pecause it fit in 50 well with the pretend play

The Barbie tine of dolis is unique in the extensive get of access
that are comrmercially available. Girls who collect Barbies also collect accessor:

jes such as Barbie clothes, hand-bags, and make-up jtems, as well as propé
guch as a val with camping supplies and a post—ofﬁce setting, All of these tOyS
are used to set UP detailed replicas of familiar gettings into which the child
navigates parbie and her friends. The variety of games that can be played with Charact
such props is }iterally endless. ers

Into this microworld came uparbie Fashion Design

player imagines and designs 0%
fabric and assembled, and the resudting puthit can
for any kind of pre or envisions.

Characters in Computer Games

Another relev:
ant aspect of
available games game structure is th
rar e cha
are present, they IEIy]CElst females in the main role aanCter& Commercially
' are ) ev
Rushbrook 1986) Kindey take on an active role (Kinder 1996en when females
’ r writes th ; Provenz )
character as a at these gam o 1991
male hero es frequentl ’
or to obtain treasure :{;OSE purpose is to save Someogep{ortray the central
. S. . usually a fi
claimed to desi ough the big gam y a female)
sign games wi game manufacture

munication, August 31, 1 without regard to gender (Frank Evi rs have always
ognized that most , 1997), researchers, parents, and oth ers, personal com-

co : ) ,
half of the populati mmercially available games were e;- groups soon rec-

on mo
gender” (Cocking and ,G‘c'lt most, and reflect the values and E'zled on only one
reenfield 1996, p. 5). In Kafai's stud views of only one
' study (1996}, gi

] gll’ls com-

er"—the clothes that the

Ity be created out of

an aciua
othe Barbie

the computer €
then be used 10 cl

tend play that the play

as a Tool Program

«parbie Fashion Designer”
s that the software its

What stands out here & elf does not engage the player in
Jayer create objects

any kind of electronic pretend play. Instead, it helps the p
play that girls find compelling. Frank Evers

that cen be used for the kind of role
(personal communication, August 3L 1997), a game producer for Activision,
ourney and its destination to capture the difference be- plained
' ined that female
S W
protagonists bave bec ere rarely cast in the role of a main ch
ome optional in some of the h character. Fernale
and-to-hand
combat

whereas boys like the

cively on the destination. Instead of

immersing the player in the game experience, the user interface of “Barbie
or to reach the destination of making clothes

Fashion Designer” allows the us
ar of one of the authors {(Su-

for Barbie. It is noteworthy that when the daught
st time, she prought with her three

the software for the
d no clothes and placed them heside the computer. Her
want to get her come clothes” ig even Tore telling to
that she and her daughter, went one siep
“Fashion Designer” as patterns to

uses the analogy ofaj
es of the computer—he suggests that

axclu

games, but when
’ they are i
attributes of a male- dzﬁne;ncluded, they are aggressive and h
Raider,” a game that w sex symbol. This is true of the ave the physical
' @ 3 H i I
What do we kno 8 ;eleased in early 1997 and has a mP_O'ltagomst of “Tomb
W ano : 1 alIl. a
of game characters? Not ut girls’ preferences regarding the nZ n;ale audience.
. : surprisingly, i . mber and ki
games with very di gly, in Kafai's . inds
ry differe i study, girls
characters with fanta nt kinds of characters. Boys Creai ; and boys created
. s )
ing characters. Most 'y names, whereas girls created onl several supporting
- i o
figure and assigned a mpo;fantly, boys cast the main C;’arﬂetor two support-
specific acter as
character’s gender to the ch a fantasy
gender and g . character; most gi
ge, making it possible for the playgﬂrlS e e
er to identify and

rween these wo us

electronic Journey, girls focus more

prahmanyam) used
parbie dolis that ha
comment that “1 really

ther we talked to reported

us. A mo
niouts created on the

further, using the pri
cut and sewW parbie clothes from fabric.
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ssed the player with a more

g addre
aracters

th the character. That is, girl
girls preferred to create ch

empathize Wi
at the

generic “you! Here again we see th
playing realistic roles, with playing «gneself” possibly the most realistic of alk.
thy and identification versus sacial distance. Fan-

Another issue here is empa
tasy characters, of course, the self than playing

oneself does.

have greater distance from

Characters in Other Kinds of Play
more characters in ames ties in with the
d in the number of children

hereas boys ten

their computer g
in a play group girls gener-
d to play in larger
estab-

Boys' preference for
gender differences foun
ally play with one Of two other children w

groups. This difference appears by the kindergarien years and is well
lementary school. (Eder and Hallinan 1978).

lished by the time a child enters &
in their pretend play, gitls often take on real family roles such as mother,
father, baby, o aister. In contrast, boys often hecome fantasy characters such
ts that these preferences

as super heroes and spacemen. Goldstein {1994) repor
5, ONE

st on an interactional level, With to girls’ reading preference
nd familiar roles; for example, the Judy Blume

the readers can identify.

exi: regard
finds a similar focus on veal &

books focus on teenage girls with whom

Girls and “Barbie Fashion Desigrer”
and companies that have tradition
ns about gender by cr

Application to Software Design for
Recently, software companies
toys for gitls have responded to concer
have female protagonists and characters.
sed on Barbie, The Little Mermaid, and
these garmes have not
The use of a female chara

“Kiss,
games ba

(Kinder 1996). HOWeVeL, been as commercially succes
as “Barbie Fashion Designer”

necessary part of “Barbie Fashion Designer”’s
th female character

success of other software titles wi
is not sufficient by itself. Undoubtedly, there bt
e lead characters.

girls than merely having fernales as th

«Rarbie Fashion Designer” Goes One Step Further

The preference for playing oneself is actualize
gram, where the (main active character is you

Kaveri Subrahmanyam and patricia M. Greenfield

ally created
eating games that

» aThe Girls' Club; and the

Beauty and the Beast ate examples
sful

cter may have been a

uccess, but the faitlure or lesser
s shows that this feature

s more to designing games for

d in the “Fashion Designer” pro-
the player, the clothes designer.

Although the i
mage of ie i ;
through the val’iougs ste Barbie is ubiquitous, and her voice oui
she has control over b ps t;f outfit design, the player is the € gfudes the player
oW the game main charact
proce €Y and

giﬂs like in
games—to i : .
character, identify with, or better stifl

Modes of Interaction
Interacting With Computers

Next we examine gam
on how the “Barbige Paes}i:;‘f:re' and playing strategies and skil
preferred style of interactin csigner” game might have capita]?j o comment
ferences in how boys and g:‘;’lth computer games. Research ha 'zed on girly’
study on the effect of Videoglr s approach and interact with Vid:; revealed dif-
p;j Sh:ig finding that boys bengezzzpra(:tice on spatial skills turned lg;nzflse' o
of vide . more fro . sur-
© game skill {Subrahmanyam and Gztet:;;al;;;f t‘_?;‘)n)giﬂs o terms
) B). One reason

gles Elnd tIleS by til&l and error.

Greenfield ha
s sugge
ggested that one factor in the better ave
rage male perfor-

mance could be
that th
€ average male adopts a more o
xXperimental (irial
-and-

willing to “learn by acting befge female. That is, the average male
of the game” (Greenfield 199 ore he understands all of the rul may be more
the case. Smith and Stand 6, p.88). There is some evidence th :S ax?d_prfltterns
students who were first-ti er (1981) found this to be true amon t this is indeeq
boys and men to act wi € USers of a computer system, T g anthropology
ithout full understanding could ex'p} :f’f “;ngness of
in the appeal of

Xperim i i i
entation yields instant feedback

Again this sy
ggests that gi
at girls would prefer games that do
not reward such
a

fBCtD! to dliiEIe e 1 IBTNIY L8] y VIAdeD games ie cinis to a s l]dy ])V
nces
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{1985), which found thatboys used these processes more

than girls and were more successful at playing 2 computer adventure game
called “Hunt the wumpus” Of note is the finding that these differences ap-
in spite of equal experience with computers in general and equal liking

Mandinach and Corno

peared
for the gamme.

Other work als
raction with compy
g. In her book The

girls might have very different

kind of games that they

cecond Self, Turkle {1984) describes a project in
ght programming in LOGO. She describes TWo
mming computers, hard and soft. She defines
hard mastery a8 the "impleihentation of will aver the machines through the
implementation of a plan” In contrast, soft mastery is defined as mMOTe inter-
on with the medium.”

e the “overall shape emerged from interacth
1 between hard and soft mastery, Turkle recalls
the bricoleur. The former 18

d to the science of

o suggests that boys and
styles of inte ters that influence the
fing appealin
which boys and girls were taul
styles of mastery when progra

active, wher

Inn describing the distinctio
Lévi-Strauss'’s distinction between the scientist and
akin to a formal science of the abstract; the latter is relate
an informal folk science. Just like the bricoleur, 2 goft master
¢ cancrete elements. He or she works on 2 problem by

g the elernents working through new combinations™;

combining 2 closed set of materials, gurprisingly, leads to NEW resulis (see
Turkle 1984, pp- 104-110).

Turkle further draws parallels between hard and soft masters and their
ay behavior. She describes Tard masters as viewing the world as
1 control. According to het, such children play
with things that they can operate om, guch as blocks and Tinkertoys. In contrast,

ct control and something they

soft masters see€ the world as beyond their dire
These children generally played with toy soldiers or
1d such as cowboy hats and

the adult wor
as well as to engage in fantasy pay

r as an abstract entity and
uter as

the concrete, of
likes to work withaseto
«zrranging and rearrangin

preferred pl
gornething to be brought unde

need 1o accommodate.
dolls, They like to use props from

grown-up clothes and shoes for dress-up,
with other children. Hard masters view the compute
fr masters treat the comp

sdentify with an abstract part of it, whereas 50
ose of fantasy play- Most inter-

a physical object and identify with it for the purp
5 is Turkle's observation that girls tend tO be soft masiers and that

esting to &
hard masters are overwhelmingly male. _
Kafai (1996) has alao observed that commercially available games generally
igual effects t0 accentuate the

proceed at & rapid rate, and use sound and v

pace and t0 create arousal; she suggests that girls
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do not like such quick-paced
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interactions. Som .
seum setting, Whiec}fc;nﬁrmatlon for this comes from a recent
quick-paced interactiolun(d t:at girls did not like playing gamesT:y .
s {In s that invol
boys desi pen et al. 1993}. Kafai olved
gned games with acti - Kafal also found
. ction guided that, wherea
a mode in which th guided but not paced b s
e player controll - y the player, girls u
game. Similarly, B ed the timing as well a s sed
y, Brenda Laurel of Purple Moon suggests :hl};e c'hlrecuon of the
girls like games

that allow the
m to play i
control over their ; a.y In an exploratory, open-ended fashi
environment (quoted in Beato 1997) ion, so they can have

Applicati ey
pplication to “Barbie Fashion Designer”

“Barbie Fashion Designer” .

like and that are suitgz?c-; E.:E')odms many of the structural features that gi

oo not require the use of a trial- ul 1cons, and few surprises; it theref
similar to Turkle's description of and-error strategy. The player’s role a o
provides the player with a limitedSOft masters and the bricoleur: the s l;pears
many different w set of choices, which ? ain
bie fur more prﬂearilfg ;llvac;r;ite an astonishing variety of c; r:titoh:: tzc::?lb;%d in
shop, a Design Worksho.p aStzrt, a player has to work through a Therzt e Bar-
many options to choose f' nd Accessories Workshop. Each worksh o erke
rom. After the player creates an outfit sieofikoffe}js
es by

. picking and choosi
ing from the different workshops, she h
, can then add fabric

designs in the .
Fabric Desi
: Worksh
Finally, the g shop or color th :
, player : . r them in t
cond Barbie do)‘:v can view Barbie in her new outht in thheD Color Workshop.
. n a runway in th . e Dressing Ro
either save the e TFashion Show. omL or
outfit - . In the en
Hon of soft masters in.rlnt and assemble the design Giveniijh; player can
, 1L 18 .. - T e’ B
appealing, not surprising that girls find “Fashi 5Dd85cnp_
« . o1 egignern
Barbie Fashion Desi
L Des » . .
it is not fast paced an;gmer embodies still other features preferred ;
, instead aflows the player to set th rred by girls—
e pace. Moreover,

rather than bei
eing used
slow and is i to accentuate the pace and
is in the background create arousal, the music is

Gender Stereotypes

In some s
enses the succ
. ess of “Barbi .
Barbie line arbie Fashio .
of toys is view n Designer” is froni
. H
ed as perpetuating unfortunate gend ¢ because the
nder stereotype
s. It
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e regarded suspiciously by feminists and

does seem surprising that a product lin
ter-literacy experiences

others should become s0 influential in providing compu
ere girls have been at a disadvantage.
But then, hoys' computer literacy has been built on a bedrock of games that
stereotypes of violence and aggression. If a value judgment
is to be made, the female stereotypes of which “Barbie Fashion Designer” is
constructed seem quite prosocial. The main danger is one of body image: girls -
growing up with the impossible or unhealthy ideal of the Barbie body, with its
ty large hips. (We believe this is more a prob-

wasp walst and disproportionate
lem of the Barbie dollt than of “Barbie Fashion Designer”) With regard to male

sterectypes, one can also say that the conquest of evil has its prosocial ele-
ments, even if it requires violence.

In the case of both “Barbie Fashion Designer
we can see girls and boys conforming to the idealized yoles and scenarios that
society—particularly through mass media—has placed before them. Over time,
male role models have moved away from cowboys to space warriors as femnale
role models have moved from wives and mothers to high fashion models and

e dolls started with the image of a high-fashion teenage
oIme CAreer

for gitls, an area wh

perpetuate male

» and violent space fantasies,

career women. (Barbi

model, and, as ideal female roles have changed, has lately bec

oriented.)

Is “Barbie Fashion Designer” a Game? .
t issue regarding “Barbie Fashion Designer” is whether it is truly a

An importan
1, 1997) maintains that it is not

game. Evers {personal communication, October
a true gare because it lacks goal orientation an
suggests that the appeal of most computer games lies in their ability to im-
merse the player in a fantasy rooted in the electronic world. “Fashion Designer”
has no storyline and does not envelop the player in a computer fantasy. Instead,
the software is another accessory used by the player to fantasize about Barbie
in the physical world. Our thesis is that “Barbie Fashion Designer” connects the
d uniike other games
e rather than symbolic goals. We believe it is

d barriers to overcome. He also

player to the real world, an

board games) has concret

appeal to concrete goals that made “Barbie Fashion Designer

deed, software that engages the player
yet been as successful with girls as softw

Most games also tend to be tightly
“Candy Land” and “Chutes and Ladders,

are that uses the computer as a tool.

garnes, such as

Kaveti Subrahmanyam and Patricia M. Greenfield

(both computer and traditional
this
* appealing. In-

in a purely electronic fantasy has not

governed by rules. Traditional board
as well as computer-

5 a S pEI are
ba ed gan!es, SUCh 5 [} M

to
o the game and the winner is either
€ end point first or the one whao
SaVI i
€ a princess, In contrast, “Barbi

[he petson Who Crosses ObStaCIES to Ieac]l
U&Ilqulshes enemies to Win a IIeaSUre 8}
e IaShlon DESlgtleI haS Uely 1005@ Iules

1]

, and is not in

. com it :

com petition w;

puter itself. Board games such ag " ith another player or even the

young girls because they have a social Chutes and Ladders” are popular with

quality that computer games lack

What Works?

o o .
mputer-playing skills demanded of the

feature ap
pears to be
lives, whether the game

, by helping g
£ girls creat
s e ,
umes the role of another accessory in g1'01u:tﬁts for Barbie
tls

b .
ased on regl-life models and roleg

creation is |

¢ ation is in the service of nurturz,l
Barbie Fashion Designer”

, the computer
as-
e pretend play, which tends to be
usually more person-oriented. Here

Com t ames for Girls t t Makes e Pﬂy.
puter G e JI.WaM |

OI’ ".DL[ B
i ke Nukem/” have elaborate rules ang
anuals. Usually there is an end point




zel save Prince Galen, who i8 under a wicked witch's spell. Although it is an
interactive adventure, it does not involve realistic characters of suppott play
with real Barbie dolls. “Barbie as Rapunzel” also contains the unpopular moral-
ity theme of good versus evil, although it occurs in the context of & familiar

and well-liked fairy tale and has no violence.

Girls' Games versus Androgynous Games

A final issue cOTCEINS whether we need games designed gpecifically for girls
gersus games for gamers, that is, androgynous games. perhaps in an ideal
world, girls would be included in the digital revolufion through the develop-
ment of games that appeal equally to boys and girls. In reality, however, most
games have attracted at least three boys for every girl (Cassell and Jenkins, this
volurme). Therefore games targeted specifically toward girls may be necessary
to reach a mass audience of girls.

Indeed, in recent fimes we have seen 2 rise in the aumber of computer
games marketed exclusively for girls. This trend in compuier games parailels
the general trend in the oY industry toward gender-speciﬁc marketing. The
dangers of guch gender gtereotyping are evident in the remarks of a frustrated
eight—year—old girl, who said, after an hour of wandering the aisles of a 0¥
store, “All the toys af¢ either too boyish oF too girtish. Why don't they have
something in the middle?” Although we have focused here on identifying game
features that appeal 1© gitls, we would like caution against designing gitl
games that stereotype girl" interests. The ultimnate challenge facing software
developers 18 10 design games that appeal to any gamer, regardless of gender.

Conclusion

We have used the recent success of the “Barbie Fashion Designer” among girls,
as well as regearch on Play; television preferences, and tastes in literature to
identify game feaiures that girls might find appealing. Our analysis suggests
that girls like nonaggressive play activities that allow them to create fantasies
get in familiar gettings with familiar characters. The “Barbie Fashion Designer”
allows girls to do just this and becomes one MoTre accessory in their role play.
Our analysis suggests that girls find certain game features appealing: designing
and selecting computer software for girls need not be 2 hit-or-miss affair.

averi Subrahmanyam and Patricia M. Greenfield
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