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This thesis explores a gendered conflict in nettloel | sent an online survey to
self-identified women nerds with a series of quewtiasking their opinion of the
representation of women in nerd media and aboutéiRperiences within the nerd
community. Seventy-five percent of respondents ntepidhat a sexy or sexualized
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CHAPTER |
INTRODUCTION

Nerd culture is a sub-culture of dominant cultiesub-culture is a “group of
people whose distinctive way of thinking, feeliagd acting differ somewhat from those
in the larger society” (Benokraitis, 2013). Nerdtate is an international sub-culture
shared by members through participation in evenfstmal groups, online interactions,
and consumption of nerd media. The nerd sub-cyltikeethe dominant culture, has
values, symbols, norms, specific language pragtgasctions, and hierarchies. Nerd
culture is a counterculture because it deliberatglgcts aspects of the dominant culture
(Buchlotz, 1996; Tocci, 2007). Like other sub-ctdis) the nerd sub-cultural polices
membership and does so informally (Benokraitis, 2800, 2012). Currently, nerd
culture is in a discussion about the role of woraed sexism in nerd culture, and
because of this discussion (and the conflictsahabccurring in the discussion) nerd
culture is undergoing a transition about its valugsntity, and practices. The discussion
of women, sexism, and misogyny in nerd culture udtifiaceted, but has centered on the
harassment of women both online and in-person badtaepresentation of women in
nerd culture.

Harassment has been reported anecdotal and indliyidarough blogs, Twitter,
and other social media. Other harassment discushiave focused on one particular
section of nerd culture. For an individual exampleita Sarkeesian, a nerd media
vlogger (video blogger) on Youtube, started a Kiaker campaign to discuss the
representation of women in video games. After hek#tarter campaign was publicized,

she was subject to harassment. Her email was halcketlVikipedia page was



vandalized with pornographic images, and her invege used in a video game that
allowed a player to punch her until she was coverdiuises (O’Leary, 2012). While
this is an extreme example, female nerds have tegpbarassment anecdotally at
conventions, online, and even while getting coffem. example, a woman reported
wearing a BioShock Infinite shirt while getting ard at a coffee shop. A male customer
challenged her understanding of the first-persaotdr video game by saying, “you
probably haven't even played it.” She had to “praver knowledge of the game by
telling him how it ends. Her report of this exp@ce is on Twitter and her blog and
received widespread attention among female nertitssimilar experiences (Pahle, 2013;
Johnston, 2013).

The discussion of who is a “legitimate” nerd is emdc to the nerd community
(Woo, 2012), and this aspect of nerd culture i$ pathe discussion and conflict.
Prominent nerd community members have accused jssomen of participating in
nerd culture merely to gain the attention of metoasppear cool; in other words, these
women aren’t “legitimate” nerds (Peacock, 2012)isTéd to the popular Internet meme
of the “fake geek girl,” (see Figure 1). The “fadeek girl” is a female who is not
actually interested in the nerd community, butysg to get (male) attention by
appearing geeky. Once again, many women reportlatedly being accused of being a
“fake geek girl,” but its prevalence within the comnity remains unknown.

Lastly, the nerd community is discussing the regméstion of women in nerd
culture, both as subjects and creators. A “womesulgects” example of this
conversation includes the bldgne Hawkeye Initiativelhe blog’s author draws or

reblogs images of the popular comic book charadtavkeye drawn in the same position



and outfits as female characters. The author istémgéhow how the women'’s
representation is overtly sexualized within comiegjally pointlessly or counter-
intuitively (for example, armor does not cover /itegans). The nerd community is
discussing “women as creators” as well. The empbaynstatistics for women vary
across creative mediums and subjects, but on avevamen remain under-represented
compared to men in comic books and video gamesinagehneral, is low for film and
television production (Hanley, 2013; Burrows, 2038&ith, 2014).

As a member of the nerd community, | became intedeis the experience of the
average nerd woman in this subculture. The reseaneh were to discover how often
women are harassed due to their gender (both ocafideffline), to quantify how often
women are questioned about their “legitimacy” witaind outside of the nerd
community, and to clarify how women think and fabbut their representation in nerd
media.

This research does not attempt to address thegmshbf racial or LGBTQ
representation, harassment, or legitimacy withearterd community, although it will
touch on those issues. More research needs torteeinohe areas of racial and LGBTQ

representation within the nerd community.
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CHAPTER I
LITERATURE REVIEW

The academic literature pertaining to gender anrd oulture covers studies of
masculinity and the nerd identity, studies of nautl-culturals, studies of the negative
influences of a nerd identity for youth in schaatd studies exploring the lack of women
in STEM careers. Just one study of female nerdgs)and it is a linguistic study of
teenagers in school.

The literature review that follows is cross-distipty, and covers gender studies,
media studies, linguistics, economics, and socioldtje review summarizes literature
that: (1) describes the stereotypical nerd depictededia and its influence on nerds; (2)
describes nerd culture including its language jastand values; and (3) describes the
current gender conflict in nerd culture. Partshef literature review pertaining to the
discussion of sexism in nerd culture come from academic sources such as blogs,
Twitter, and Facebook posts. This is due to thk ¢daesearch on this topic, something
this paper seeks to rectify.

Nerd: The Stereotype and Its Influence

The etymology of the word neris a mystery, but the first known use of it was in
Dr. Seuss’s 1950 | Ran the Zo@nd, by all accounts, his use of it was nonsensical
(Kendall, 1999). Nerd is defined by the Oxford EslgIDictionary as “a foolish or

contemptible person who lacks social skills orasifigly studious” or “a single-minded

! | used nerd, geek, and dork interchangeably ieareh and in recruitment. | understand
the difference between these words (nerd and gepérticular) is contested but these
words are often used interchangeably both by acedeand within the community,
though not always (Woo, 2012; Kendall, 2008; To200Q7).
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expert in a particular technical field.” The liégure does describe the nerd stereotype as
a person that is socially awkward, studious, skmglieded, and tech oriented, but it is
more than those qualities. As Woo (2012) descrithesyord nerd “has acquired a more
specific meaning over time, combining particuldemctional styles, visual signifiers

and professional or leisure interests into a rezaiphe stereotype.” The general and
more specific stereotype are explored below.

The “nerd” stereotype is, with few exceptidrdepicted as male, white, and
heterosexual in mainstream media portrayals (Kénti299; Bucholtz, 1996, Eglash,
2002; Woo, 2012; Quail, 2011). The physical steneetextends beyond race to style.
Nerd’s are usually depicted with “uncoordinatediuiog, pocket protectors, [a] lack of
personal hygiene... and glasses” (Kendall, 1998¢) Stereotype includes “interactional
styles,” mostly describing nerds in various terrhsarial awkwardness and romantic
ineptitude or disinterest (Woo, 2012; Kendall, 1p®ased on these visual qualities,
nerds are easily identifiable when portrayed in imed

Nerds are associated with particular skills, knalgks or activities (Woo, 2012;
Kendall, 2000). Nerds are intelligent or knowledgeaKendall describes the stereotype
as “enjoy[ing] school and do[ing] well in it, espaty math and science courses” (1999).
Nerds are often associated with computers and ieadhexpertise (Kendall, 2000; Woo,
2012; Bucholtz, 1996). Lastly, the stereotype idelsia particular subset of media
interests including

reading or collecting comic books; playing certiaimds of

games (e.qg., role-playing games (RPGSs); collectednie

2 Steve Urkel fronFamily Mattersand Amy Farrah-Fowler fromig Bang Theonare
two examples of prominent black and female nerdpeetively.
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games (CCGs); miniatures games, ‘German’ board game

(and to a lesser extent video or digital gamesand

participating in fandoms for certain genres andst¢&.g.,

science-fiction and fantasy; horror and cult media)
and anime and animation (Woo, 2012; Kendall, 2000 stereotype is present in
mainstream nerd depictions in movies, in televisand even in reality television, and
the stereotype is present, arguably to a lessengxwithin nerd culture (Quail, 2011;
Kendall, 2008).

The nerd stereotype as white, heterosexual, and haal real consequences on
people who fit the stereotype and people that doTriee stereotype has real effects
because media depictions inform and interact ve#th behaviors and identities (Kendall,
1999, Quail, 2011), especially “negotiatdélentities. (Bucholtz, 1999; Kendall, 1999).
Below is a review of identity and culture studibattattempt to decipher the masculine
nerd identity in media and its influence on nerchraad culture.

The stereotypical nerd is depicted as an oppositioientity to hegemonic
masculinity (e.g.,, the stereotypical jock), bigcatomplicit with hegemonic masculinity
(Kendall, 2008). Hegemonic masculinity is

the configuration of gender practice which embodhes
currently accepted answer to the problem of thiihegcy
of patriarchy, which guarantees (or is taken torguize)
the dominant position of men and the subordinadion

women” (Kendall, 1999).

3 A negotiated identity is one with positive and adge aspects, which a person must
integrate.
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The nerd man is a subordinated identity to the megec masculine ideal. This is
because of nerds’ stereotypical “feminine” tramsluding “lack of sports ability, small
body size, [and] lack of sexual relationships wittbmen” (Kendall, 1999). Subordination
to the “masculine ideal” is represented in medidrpgals through bullying by someone
or something that represents the masculine ideahdll, 2000; Kendall, 1999). For
example, Screech in the popular sheaved by the BelWas consistently bullied by
friends and others for his nerd identity, such@gadp “dumped in a garbage chute.”
(IMBD, n.d.).

The nerd identity also contains components of ideadculinity such as
intelligence, “lack of ‘feminine’ societal and rélanship skills,” and technological
mastery (Kendall, 1999). These qualities partiedlyabilitate nerd identity in the
hegemonic masculinity framework. Kendall theorittest the rise of technology in
peoples’ every day lives has contributed to theupanzation of nerd media and the often
written about “Revenge of the Nerds” (Kendall, 19B8ndall, 2008). In addition, nerds
are sometimes positively represented for rebeligainst the dominant framework and
purposefully rejecting the “ethic of cool” or the more unpopuapects of hegemonic
masculinity, most notably violence (Eglash, 200@¢di, 2009). In sum, the male nerd
stereotype is conflicted because it is both opjorst to “the popular jock” and/or ideal
masculinity (e.g.,, Revenge of the Nerds) and gllytaccepted within patriarchy for its
“masculine” qualities (Kendall, 2000; Kendall, 2008

When the nerd media stereotype and its influeneexamined through the

hegemonic masculinity framework, it becomes clbat the stereotype’s relationship to

* As opposed to the nerd identity being forced anesane by their peers
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women is heterosexual and patriarchal. This isasgnted three ways in common
depictions of nerds: (1) women or femininity regm®d as incompatible with nerdiness;
(2) women represented as the girlfriends or seabgcts; and (3) nerd women portrayed
as masculine or undesiraBle.
Traditional femininity is often shown as incompéilwith nerd identity (Tocci,

2007; Quiail, 2011; Kendall, 1999; Kendall, 2008uai)'s study of nerds in reality
television examined the show “Beauty and the Ge€ke show matched up
“academically impaired,” but beautiful women witbrdy, but unsocial/unstylish men.
The reality show was about self-improvement throtegtimwork with an “eviction” each
week of participants who did not make enough pregy(Quail, 2011). Quail illustrates
the seeming incompatibility of “femininity” and riéness depicted in the show when she
writes,

the key to understanding the representations ontead

the Geek is that the show actually creates a sefies

negative dialectics between the beauty/women amd th

nerd/males... One season has a twist, where ome tea

comprises a male beauty/female geek team, which is

deliberately used as a “twist,” in essence reifynegd as

male, beauty (and sex object) as female whileeasime

time claiming to undermine the assumption.

® To clarify, these are representations of nerdkiminainstream media; the discussion
of representation of characters within nerd medii@ds below.
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Stereotypical “feminine” traits such as beautyhfas, social skills, and sexual
desirability are juxtaposed with male-nerd-onlytgauch as intelligence, technical
mastery, and supposed lack of sexual desirabilitg. depiction of women as
incompatibile with nerdine§$as real world consequences, as shown in Tocci's
ethnographic studies of geeky and nerdy T-shirt®aventions in 2007. In his studies,
he comments on the lack of availability of nerdghirts for women stating, “the limited
stock of clothing specifically cut for women ..egumes and potentially ensures that the
main market for the clothing is male” (Tocci, 200The presumption that women are not
and cannot be nerds is reproduced in other culsigaifiers of nerdiness.

In other media depictions of nerd men, the neztestype’s complicity with
hegemonic masculinity is shown through their relaghip to women as girlfriends,
potential girlfriends, or sex objects. In KendaHisalysis of the film Revenge of the
Nerds, she discusses how nerd men in the filmlaselg influenced by hegemonic
masculine values in their relationship to womerO@0In the film, the protagonists
sneak into a sorority house and install cameragtch the sorority sisters for revenge
because the women did not attend their frat p&ydal describes the next scene:

Rather than showing toothbrushing and sleeping as
mundane activities, our nerds’-eye view through the
surveillance equipment reveals these private aietsvin
purely pornographic form. For instance, we see\Batt

bed writhing for the camera as if she knows iheré and

® Arguably this is example of the second phenoméneomen as objects of competition
depending on the perspective the T-shirt designer.
" An in-depth discussion of nerd cultural signifieselow
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loves the exposure. This shows nerds possessirgathe
sexual drives and desires as their opponents. oeyant
to survey and control women as sexual objectslaeyl
use their own special strength — control of tecbgg} to
express these desires (1999).

Nerds are masculinized through sexual objectionahen and mastery of
technology. Kendall discusses the jock/nerd conoie¢d hegemonic masculinity
throughwomen when Lewis sexually assaults the jock’si{(S)airlfriend, Betty (1999).
In the film, Lewis wears Stan’s mask and has seRk ®etty pretending to be Stan, in
essence, rape. She is initially repulsed whenislls but, but because she enjoyed the
sex, dumps her boyfriend and dates Lewis (199Mdik writes that this “cement[s] the
common heterosexual bond between the jocks andettts through the exchange of a
woman,” thereby reinforcing the stereotype’s relaship to hegemonic masculinity
(1999). Women as girlfriends or sexual objectsadse reflected in Tocci’'s research on
T-shirts. Tocci observes that the women'’s T-shisstrcommonly worn at conventions
are the “I [Heart] Nerds” or “I [Heart] My Nerd” viety.? Tocci writes “unlike most
other geek shirts, these reverse the statemeteoshirt from a statement about the self
to a statement (potentially) about the spectaiing T-shirts do not send a message of
membership in nerd culture, but are rather a stat¢bout their relationship or potential
relationship to a (presumably) masculine nerd. Gagaen, this reinforces the notion that

nerds are men and women'’s relationship to nerdisessly in dating a nerd.

8 Tocci does not consider whether this might bentiest common T-shirt observed on
women at conventions because it is the most availardy T-shirt for women due to the
lack of other nerdy shirts he discusses in hisys{otentioned above).
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Lastly, when women are depicted as nerdy, theyravitably shown as
undesirable or masculine. In Quail’s studyBafauty and the Gegthe only nerd woman
is still depicted as undesirable and requiring thakeover” to make her more feminine
and desirable (2011). Further, when Quail examiepsesentations of nerd women in
Canada’s Top Modekhe states that “the assumption [by the contejtena nerd
woman is distinctly unaesthetic and must be transtal immediately.” The assumption
that nerdy women are undesirable is highlightedne of the only studies of self-
identified nerds. In Kendall’s study of the BlueStat forums, the subject of nerdy
women arose between the participants (2000). Oriipant stated he “would not pork
any women he’s ever seen at gaming/other cons,aanther refers to nerd women as
“pasty skinned blubbery pale nerdettes” (2000). d&dindiscusses how these examples
connect nerdiness, even female nerds, to a laskxafal desirability and that the male
nerd identity is “partially rehabilitated” by it®nnection to intellect and technology
(2000). The female nerd identity is unattractivedaese of those qualities (intellect and
tech skill), and the identity further flouts femity through the other stereotypical
gualities: lack of sexual desirability and lacksoftcial skills. In essence, female nerds are
depicted as “failing” to conform to their positiVieminine” qualities such as sexual
desirability, and as “incompatible” with “masculingerd qualities such as intelligence
and technical mastery.

The nerd stereotype achieves maleness in its lsetanal relationship to women.
This relationship is illustrated both in media eg@ntations of nerds, but also reproduced
in nerd products and in nerd forums through thasfisciation of nerdiness with women

or by linking nerd women with undesirability. Onedl point is that the stereotype itself
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can act as a barrier to women and girls, becawssnds the message that the specific
interests associated with nerds are just for méis ifihibits women'’s ability to claim the
label authentically for themselves, and inhibitsess from accepting a woman’s
identification with nerd interests (e.g.,, “butlgido not play video games.”)

The few studies of nerd women and geeks focus@in language processes and
identity formation (Buchlotz, 1999, 1996). Buchlstzidied two groups of teenage geek
girls, one in 1999 and one in 1996. Her studiegssgthat nerd women also reject
hegemonic social practices, namely, hegemonic fieityn Buchlotz describes the
numerous ways that female geeks negotiate theititts in opposition to hegemonic
femininity and the particular concerns and bendfithe nerd-woman identity (1996;
1999). Hegemonic femininity’s definition is similar hegemonic masculinity: [it]

[It] consists of the characteristics defined aslder
women that establish and legitimate a hierarclaodl
complementary relationship to hegemonic masculiaiby
by doing so guarantees the dominant position of ameh
the subordination of women (Schippers, 2004).

What's important about this definition is that hegmic femininitycompliments
hegemonic masculinity, so an oppositional idensitgne thatejectscertain aspects of
femininity and/oradoptscertain aspects of masculinity, including the tjzdly
rehabilitated” masculine qualities of nerds, namaitelligence and technical mastery.

The 1996 and 1999 Buchlotz study identifies sonpeets of nerd girls’ counter-
hegemonic identity. First, nerd girls resisted camtional displays of “cool” femininity

and “often seem consciously to subvert conventafrisminine adornment of the body”
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(Buchlotz, 1996). The conscious rejection of caul ¢he adoption of the nerd identity is
something also associated with nerd men and bassugsed above). Nerd girls also
picked masculine nicknames, but funny ones ratiear thacho ones (e.g.,, Fred and
Bob), which Buchlotz suggests is more a rejectibconventional femininity than
association with masculinity (1996). Buchlotz atscribes nerd girls’ relationship to
intelligence:

for girls, nerd identity ... offers an alternatitethe

pressures of hegemonic femininity — an ideological

construct that is at best incompatible with, and/atst

hostile to, female intellectual ability,
especially math, science, and technology (1999%uim, the nerd woman or geek is a
counter-hegemonic identity, even more so than érd man because it is not “partially
rehabilitated.”

Kendall's study of Blue Sky participants and Budh@l study of geek girls in
high school are the only studies found without aicedized discourse on the negative
consequences of nerd identity for children (KinnE393; Rentzsch, 2011; Lyng, 2009).
In Kinney, Rentzsch, and Lyng’s youth studies, ¢hee discussions about the
stigmatizing nature of the nerd label, and its tiggaconnotations are examined in both
genders (1993, 2011, 2009). The nerd label is tegtin one study as the “only student
style that is not restricted to one gender” (Ly2@09; Kinney, 1993; Rentzsch, 2011). It
is important to understand the relationship betweeroppositional identity and this
harm-based discourse, because it illustrates thelsifact that some nerds and geeks

were bullied when they were in middle and high stfamd perhaps beyond for their

14



“status” as nerds (Rentzsch, 2011; Kinney, 19931d,2009). A nerd identity rejects

“the ethic of cool” and conventional gender idaasif which could lead to damaging

social isolation (Rentzsch, 2011), though Buch&rques this danger is overstated.
Nerd Culture

Researchers report some difficulty in defining wiedctly comprises “nerd
culture” and membership in the nerd community (K&h@000; Woo, 2012; Tocci,

2007; Buchlotz, 1996). Nerds and non-nerds alilstate to use the terms “nerd” or
“geek,” and variability exists within nerd culturegarding their use. In Woo’s study of
alpha nerds as cultural intermediaries, he desktiteeambivalence that his interviewees
show toward the terms nerd and geek (2012). “Sased them frequently in a positive or
ironically self-deprecatory way, while others hatatl to apply them for ... fear of giving
offence” (Woo, 2012). Nonetheless, Woo refers toihierviewees as participants in nerd
culture because whether somebody identifies aschareggeek may not be as important
as the spaces they inhabit and their practices.

The nerd identity is not static or monolithic, ldizerse. Identifying a “geek” or
“nerd” is difficult. This difficulty is compoundely the recent rise in popularity of nerdy
and geeky interests in the mainstream media, bedheserd identity, as discussed
above, is a subordinated, anti-mainstream ide(Kigndall, 2008; Woo, 2012; Quail,
2011). This creates difficulty in identifying nerdyedia or practices. For example, is the
showThe Big Bang Theoryyhich is supposedly about the nerd community,ragfa
nerd culture? Answers vary, but these are two®tcthmmon complications in describing

nerd culture.

15



Nerd culture, though fluid, has designated spdaeguage practices, values, and
is particularly focused on certain types of medliard spaces include arcades, barcades
(i.e., bars that are also arcades), comic booksshHabby or game stores, media or
technology conventions, nerdy websites, forumdagd online gaming mediums, and
other online and offline spaces for participantsdagregate and share their interests
(Woo, 2012; Kendall, 2000).

Language holds a special space in nerd culturst, fdirere are many words that
are closely related to nerd that can identify dipalar type of nerd (e.g., Trekkie or
LARPer, fans of Star Trek and Live Action Role Reg; respectively). Second, nerds
often use super-standard language or precise tatharms in part due to their
association with intelligence, technology, and lo¥&nowledge (Bucholtz, 1996).
Slang, references, wordplay (especially puns anahgms) are common nerd language
practices (Woo, 2012; Bucholtz, 1999; Kendall, 200@ordplay, references, and slang
are frequently used by nerds to identify other séndmainstream spaces, to check the
“authenticity” of other participants in nerd spa¢gate-keeping), and to prove their own
belonging in nerd spaces (Woo, 2012; Tocci, 20Q&HBltz, 1996). Lastly, the nerd
community’s unique language uses are closely rlai¢he nerd values of knowledge
and solidarity (Bucholtz, 1996).

Nerd values are discernible through the media dedtity studies discussed
above. First, nerd culture values knowledge (W@4,22 Buchlotz, 1999). Knowledge is
cultural capital within nerd communities and papants frequently use knowledge
displays to establish their credibility, or “nengtd” (Woo, 2012; Buchlotz, 1996;

Kendall, 2008). Nerd communities also value soltggBuchlotz, 1996; Kendall, 2000).
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This value is manifests itself in two ways: (1)idatity in the nerd identity or label itself;
and (2) solidarity in opposition to or subversidritee mainstream “cool” (Woo, 2012;
Buchlotz, 1999; Kendall, 2008; Tocci, 2007). Botidues influence interactions and
cultural practices within the community.

Lastly, nerd culture has cultural signifiers. Siges, as used here, include certain
practices, objects, or styles that symbolize mestbprin the culture to those who
recognize them. A few examples of cultural sigmgfidiscussed in the literature include
the following: action figures and other collectib|d -shirts (often black) printed with a
nerd media or tech reference, and, cos-playingptaetice of dressing up (costuming) as
favorite characters (Woo, 2012; Tocci, 2007). Akde signifiers inform the
knowledgeable viewer of the viewee’s membershipard culture.

Male Space: “Tits or GTFO*

As discussed in the Introduction, a discussiomeruly exists over women and
sexism in the nerd community. It has centered gadsanent of women within nerd
spaces and the representation of women within media. TheNew York Times-orbes
andTimehave all written about various aspects of the mt, including sexual
harassment in video games, why the myth of the dgek girl is bad for business, and
how over-sexualized female representations nedptafect girls and women (O’Leary,
2012; Griffiths, 2012; Dockterman, 2013). Simplyt,there is demonstrated
dissatisfaction with the sexism that currently exia the nerd community, and this
dissatisfaction is expressed by both men and womespposition, there are men (and

some women) who argue alternatively, first, thar¢his not a problem with sexism in the

® GTFO is an acronym for “Get the Fuck Out.” “Tits Get the Fuck Out” is a phrase
used in chat rooms and online gaming to createle-ordy environment.
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nerd community; second, that even if there is &lero, it should be a non-issue because
sexism is part of the community. The arguments stpyy this last assertion fall into
two groups, either: (1) because the communityupf®sed” to be male; or (2) because
certain aspects of nerd culture value sexist grestisuch as sexist (and racist or
homophobic) “trash talk” in video games (Schre&f]2). Below is an explanation of the
discussion, the potential reasons for it, and #wamples of conflicts in the discussion,
and examples of the few studies that have tacklisdgsue in genre specific ways.
Women are characters in nerd media and womercipatie in nerd media, as
creators, consumers, distributors, and culturarmediaries. Women and girls make up
45 percent of all video game players and 40 perckeodmic book fans (Frum, 2011;
Schencker, 2014). They made up 40 percent of teadgdes at ComicCon in 2012 and
2013, the most famous nerd convention, and recemtiynen were the majority attendees
at another famous convention, Emerald City Comi&¥nson, 2012; Polo, 2014).
Anecdotal reports of harassment are diverse ane teaged from physical
assault (e.g., a comic book editor’'s account ofidpgiroped and corned at a convention)
to micro-aggressions (Huehner, 2011). Sue et @0{Rdescribe micro-aggressions as
“brief and commonplace daily verbal, behavioralenvironmental indignities, whether
intentional or unintentional, that communicate Hestlerogatory, or negative... slights
and insults toward people.” An example includesS& Dfficer asking a man whether a
Star Wars IPad was his, ignoring the female inaa Btars hoodie standing across from
him (Letamendi, 2012). Harassment takes place isgpe (e.g., a convention goer’s
account of a female scifi author being groped agetat a convention (Hayden, 2006)),

and online (Citron, 2009); and it is perpetuatedbth male and female members of the
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nerd community, (e.g., a cos-player describing oti@men’s comments on the shortness
of her Star Trek costume (Finke, 2013)). Some exddesuggests that harassment differs
and may be worse for women of color, lesbian, his&»or non-gender conforming
women, and disabled women, (e.g., a black cos-pkagegative experiences cos-playing
as white characters (Cumberbatch, 2013)). Cordirer the representation of women in
nerd media has centered around tropes, charadigndeor re-designs, and percentage of
women with roles in nerd media creation (O’Lear®12; Jackson 2014; Hanley, 2014).
The conflict is expressed in sexually harassifga®r and micro-aggressions,

and is influenced by benevolent sexism as wellossille sexism. Benevolent sexism is

a set of interrelated attitudes toward women thasaxist

in terms of viewing women stereotypically and istreted

roles but that are subjectively positive in feelinge (for

the perceiver) and also tend to elicit behaviopscilly

categorized as prosocial (e.g.,, helping) or intiyaseeking

(e.q.,, self-disclosure) (Glick & Fiske, 1996, p14.
Sexual harassment falls into three categorieggémyler harassment; (2) unwanted sexual
attention; and (3) sexual coercion. All three typesexual harassment have been
anecdotally reported in nerd culture.

Gender harassment is “unwelcome verbal and visarahtents and remarks that

insult individuals because of their gender or ths stimuli known or intended to
provoke negative emotions” (Barak, 2005). Gendeassnent is not necessarily sexual
(i.e. because the harasser desires sex) but issmaeat motivated by the gender of the

target. Gender harassment has been reported atrmns, comic book shops, and on
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online forums, especially online gamifigAmini, 2013; MacDonald, 2014). In 2012,
researchers released a study that examined gareactions to different voices on Xbox
Live (Kuznekoff, Rose, 2012). It showed that a feenabice provoked three times the
rate of negative comments compared to a male \wio® voice (Kuznekoff, Rose,
2012). Online harassment seems to be the most cartype of harassment in the nerd
community based on anecdotal reporting.

Unwanted sexual attention comprises “uninvited baira that explicitly
communicate sexual desires or intentions towardnemandividual” (Barak). Victims
reported harassing behavior occurring at convestsnd online (Newitz, 2012; O’Leary,
2012). This type of harassment spawned the camp@igs-Play Does Not Equal
Consent,” a campaign aimed at making conventiomsga@are that being in costume
does not grant permission to touch or photograhptayers without their permission
and that this behavior is unacceptable. Cos-playleosth babes,” (i.e., attractive women
hired to stand at convention booths), or industsyders seem the most likely to
experience this type of sexual harassment (Broklgdall, 2013).

Lastly, sexual coercion is “putting physical or psglogical pressure on a person
to elicit sexual cooperation” (Barak, 2005). Thigsranecdotally reported at conventions
(Nerdlove, 2013).

Micro-aggressions are also directed toward womeremd communities. Micro-
aggressions are “common verbal, behavioral, and@mmental indignities, whether
intentional or not, that communicate hostile orateg slights to marginalized groups”

(Sue, et al., 2007.) The most common example istend and mainstream culture refers

9 There is a website where (usually) female gamepert harassment called
fatuglyorsluttly.com after the most common slurs.
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to female nerds: nerdettes, geek girls, and s@lo@.nouns “nerd” and “geek” are
gendered male. This is also true for the sub-cestwvithin nerd culture (e.g., “girl
gamer” instead of “gamer”). Rachel Edidin, an AsatecEditor at Dark Horse Comics
wrote, “there's a GeekGirlCon, but no GeekGuyCaerrgcon is GeekGuyCon, unless it
specifies otherwise. You do not say ‘geek guys'ag you say ‘geek girls’: once
you've said ‘geek,’ the ‘guy’ is pretty much takenread.” The modifier communicates
to the listener that something is deviant, anddéngance is gender.

Another micro-aggression reported anecdotally wesstions or statements that
infer or suggest a male relationship as the impfetuparticipating in nerd culture, e.g.,
“did your brother get you into comics?” or “are yoere to watch your boyfriend play?”
(Letamendi, 2012). Both imply that the normativedhgender (males) are the only
reason or cause for women who are participatingena culture, not their own agency or
interest. The most virulent example of this isdbeve-mentioned “fake geek girl”
concept. This is essentially defined as “prett{sgiretending to be geeks for attention”
(Griffiths, 2012; quoting a designer Joe Peacoaokl) itiis a popular Internet meme (see
knowyourmeme.com/memes/idiot-nerd-girl).

The last micro-aggression is gate-keeping and desepecial attention because
it is used on both men and women and is nativeetd aulture. Nerd communities use
knowledge as culture capital and often establisd need through displays of knowledge
(Woo, 2012; Kendall, 2000). Establishing nerd deecklated to the values of solidarity
and knowledge. It is related to solidarity becatigeoves committed membership, and
the amount of knowledge proves passion for nergestdo(Woo, 2012). Gate-keeping is

not necessarily an unhealthy practice, but thengitied use of it proved to be a common

21



method of invalidating nerd women as fellow memlzérthe nerd community. Emily
Finke describes her experience of dressing in gmat Star Trek uniform:

the discomfort came from a constant stream of micro

aggressions. A constant flow of women leaning id an

stage whispering in mock-concern about how shorskirg

was. A constant flow of men grilling me about wlesth

had watched the series, anging to trip me up on trivia

(emphasis added; Finke, 2013).
Many women reported being held to a higher standakshowledge than their male
counterparts, as well described in this articledieg the various forms of “geek
gatekeeping” (see geekfeminism.wikia.com/wiki/Gegdekeeping).

Another topic that is gaining more attention by ti@ed community is the
representation of women in nerd media, both agareand subjects. The most
prominent discussions focus on female comic boakastters and video game characters
(see: http://comicsalliance.com/starfire-catwomar-superheroine/; see:
https://www.youtube.com/watch?v=X6p5AZp7r_Q). Thegdcisms have centered
around tropes, especially the “strong female charaBrennan, 2009; Chocano, 2011).
Another common criticism of nerd media is the d#feces in clothing, especially armor
or lack thereof, and powers or talents of femakzratters (Polo, 2013; Davis, 2014; see:
http://repair-her-armor.tumblr.com/).

There have been some informal and formal studiespEsentation of women in
certain genres, such as video games, film portsagald comic books (Sneddon, 2012,

Summers, 2014; Steinke, 2005; Lavin, 1998). Stuslesved that female characters
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conform to gender stereotypes and typically exposee skin. No studies exist of nerd

media’s representation of women in general.
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CHAPTER 1l
METHODS

| chose to study female nerds because currentragsesaacking, and the conflict
over their participation is ongoing. In designihgststudy, my aims were to assess how
women were participating in nerd culture and hogytherceived representation in nerd
media. To meet these aims, | designed a survegeamidt to self-described female nerds
through Twitter. Below describes the methods | usembllecting the data and analyzing
the results.

The Study Sample

Recruitment occurred on Twitter for a number @fs@ns. First, Twitter allows
users to search for other users by handle, narmdejiagraphy. | performed a general
search for users without narrowing my populatioridmation or frequency of posts.
Second, Twitter as a social media technology eguently the venue for nerdy women
activism.

Participants were recruited in a number of wansially, searches were for
Twitter profiles which contained the words “nerthyerdy,” “nerding,” “nerdette,”
“geek,” “geeky,” “geeking,” “fake geek girl,” “dork “dorky,” and “dorking.” The
results were culled to find the profiles for womeho self-described using those terms.
In my search, | checked both profile pictures aamhes (if available) to verify that | was
recruiting only women for my study.

| limited my search to non-verified profiles (itaose who are not famous persons
or brand names). This restriction was designe@puce the experience of average

women in the community, prominent members, in @stirwould potentially be more
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likely to experience harassment due to their VigybiThere were no searches for
individual or specialized nerdy interests (e.gosihwho self-describe as a “gamer”)
because this would limit my results to one aretnefnerd community, potentially
skewing the results. In addition, there was nouiTrent of women who used the search
terms as an expression of passion, not identityekample, | did not recruit someone
who self-described as a “yoga nerd” because Ipnéted this more as a statement of
passion for yoga than as an identity marker. | dldmot recruit users who appeared to
be bots (Twitter robots are profiles that use Tavifor scams or advertisement),
something | judged by the content of the profild éme type of Tweets. | found over
1,100 profiles that matched my search criteria, fatldwed upwards of 800 in my first
recruitment round’ | Tweeted over 1,500 times during the course efsilrvey and was
followed by 246 users by the end of the survey.

Once | had identified a candidate for my resedrébljowed the user and
Tweeted a standard recruitment message. Over tiypeecruitment Tweets became less
formal and more “Twitter-like,” using hashtags adtliressing the fact that my earlier
Tweets sounded bot-like. Below is a sampling of imieets over time as | became a
more sophisticated Twitter user and more anxiousegponses, with the Tweets listed in
the order | used them.

unsolicited spam Tweet, sry! You're in my targepydor
my thesis, will you please take a survey to hel@ me

Follow+DM?*? for it

X The two reasons most common reasons a profileaeselected was either because
the user was underage or not a person, but a cbome product.

12 DM stands for “direct message.”
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please help me with my thesis on nerdy/dorky/geeky
women! You're in my target population, follow+DMrfo

my survey!

would you help me with my thesis on nerd womeng &

survey that asks about media/experiences in nétareu

attempt #2: please help me with my thesis on nerdy
women! I'm real and not selling anything, Follow+DQ

take the survey?

I'm a real (!) student at UO researching nerdy wosued
culture, would you be able to help me with my syricg

my thesis?

| still want your input for my thesis research!nlp have

35 of 200 needed responses for statistical relevanc

hi! I want your input for my nerdette thesis resbad only

have 75 of 200 needed responses and am not a robot,

swear.
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Once | Tweeted my recruitment message, the udareiweeted back for more
information about my thesis or followed my profilehich allowed me to directly
message the user my survey. During the beginninigeofecruitment, my profile was
“protected,” which meant that only those that faleml my profile could see my Tweets.
A participant brought to my attention that thistieef appeared to undermine my ability
to recruit users, so | changed my settings to @erd profile. My recruitment increased
thereafter.

Another recruitment method that increased the nurobesponses was when
one Twitter user would send me the profile of arotiser who had similar interests.
After a participant offered other user names | gheontact unprompted, | began to ask
for references for other Twitter users. | limitedjilires to participants who responded to
receipt of the survey on Twitter (versus just feling the link without further
communication) because they had demonstrated mest. In addition, the
promotional Twitter handle of a convention kindéTweeted my recruitment message,
which also increased my survey patrticipation.

| received over 203 responses to my survey ovecahese of three months from
the beginning of January 2014 to the end of Ma@2 One hundred and fify-two
survey submissions were fully complete, and thrtdmsressions were not included
because they were underage participants (n = O1f)of all the responses, the mean age
of participants was 31 and the median age was 28 nTajority of participants possessed
a baccalaureate degree or higher (60 percent)tyfiour participants had completed a
graduate degree, 59 had a bachelor’s degree, andd2@n associate degree. Thirty-one

had some college, seven had a high school educanonone participant was still in high
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school. The majority (84 percent) of the particitsadentified as white. Eleven percent,
the next largest group, identified as multiple eacéne rest of the participants (five
percent) were black or African American, of Asiailgm, or of Native Hawaiian or
American descent. Eighty-one percent of the paeiais resided in North America (113
Americans, 12 Canadians); 10 percent resided iogeywith the majority of those
participants resided in the UK. The remaindershefgarticipants were from Australia,
Africa, Asia, and South America.
Instrument Design

The survey was hosted on SurveyMonkey and fea@Begliestions (see Figure
B). The survey first assessed how “nerdy” the pgodints were by asking about nerdy
activities and their frequency. The nerdy actigteosen were based on the definition of
nerd in the literature review and the experimestpgrsonal experience. These activities
included comic book, video game, animated/cartoosgcience fiction/fantasy based
media, table-top or card gaming, cos-playing (dngssp as a favorite character, usually
by crafting the costume), internet culture, STEMIBasts, collecting or collectibles, and
attending nerdy events. After assessing nerditliessurvey split into two sections:
views on the representation of women in nerd maddexperiences within the nerd
community.

The second part of the survey asked participantsthey viewed portrayals of
women and men in nerd media, including whethern@pénts related to characters,
whether they thought certain characteristiggere associated more with one gender

portrayal or another, and whether representatiomashen affected their enjoyment of

3 The survey featured a variation on the Bem Sexefllventory in assessing
participant’s views on representation.
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nerd media. This portion included multiple choieeestions and open response format to
capture a general and specific view on gender gyats in nerd media.

The third portion of the survey asked about speeXiperiences in nerd culture.
The survey questions were based on the literaawiew, and part of the literature review
involved anecdotal accounts of harassment. It wggssible to capture all reported
instances of sexual harassment in nerd culturegaesdtions were based around
instances of harassment that seemed to garnerdsiemedia attention, either within the
nerd community or the mainstream media, or wer@ggmuestions about comfort
within the community. Questions pertained to howynaerdy friends a participant had,
how comfortable or welcome participants felt inigas spaces in nerd culture, and how
they viewed women'’s place in the nerd communitgeneral. The last question was
about personal experiences and was geared to dssgssncy of harassing occurrences.
The survey ended with demographic questions ahdrektyou for participation.

Data Analysis

The survey data collected were qualitative andhtitadive in nature. The results
section will analyze the data with descriptiveistats, including percent frequency
distribution, rates, and measures of central tecydn addition, data were textually
analyzed for frequency, rates, and themes. Lasigydata were analyzed for cross-

tabulations between certain variables to assesslaton.
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CHAPTER IV
RESULTS
Nerd Activity Among Participants
Ninety-six percent of participants identified asamber of the nerd community.
The participant’s interests are illustrated belav@Graph 1. Internet culture was the most
reported activity at 90 percent, and cos-playing e lowest reported activity at 30
percent. “Other” activities were usually creativeabout sharing the interests with others.
Examples included blogging, organizing events,targaheir own media, or making
crafts.

Graph 1: Rates of Participation
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Participation in nerd activities was very high armggarticipants. A majority of
those surveyed (59 percent) reported participatingerd media multiple times a day,

and over 91 percent of contributors participateléast once a week and sometimes more
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shown in Graph 2 below. Eighty-nine percent hadradted with nerd media within 48
hours of taking the survey.

Graph 2: Frequency of Participation
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Perceptions About Representation in Nerd Media

Questions were both open ended and closed onpiedbwomen’s
representation in nerd media. The questions wexieelrup into questions about female
representation and questions about male repregant@verall, participants discussed
their dissatisfaction with female representationénd media. Women discussed
stereotypical or tropified female characters indnaedia, their lack of clothing or
emphasis on “sexy,” but also their joy at “findingy’ “discovering” new nerd media that
had realistic or good representation of women.iseubsing female characters, women
mentioned specific tropes including “damsel inmiss,” “sidekick,” and “women in the
refrigerator” (The latter trope is one where a fearcharacter is killed off to act as

motivation for the male character. The trope’s naefers to an infamous case of this
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trope wheresreen Lantern’girlfriend was killed and the villain stuffed hiertheir
fridge for the hero to find.) Another common thewas using women'’s characters to
move the male character’s story forward:

Very rarely in lead roles-- more often in rolestthapport

or inform the male characters... Lack of repregentdor

women of color, other minorities, etc. It is veaye you

come across a female character who carries heaoovn

and does not fall into the more toxic feminine &sp

They are often entirely dependent on men and/arsed
on/driven by relationships. Often defined largejythe fact
that they are female and little else, largely ®Birth
relationships to men (girlfriend, wife, mother, l#lito be
pregnant). Commonly depicted as unreasonable and

shallow. Visually objectified and exploited.

Support. Even many of the more kick-ass femaleattiars
seem to have more of a support role than a takegehale.
| love Princess Leia, but she doesn't actually ddnale lot
herself. She gets captured, she gets saved, gsewith
some Ewoks, and gives advice to Luke. She is kitk b

when she needs to be, but that's not her primaey ro
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When participants were asked to describe femalectexs, they used sexy, over-
sexualized, and hypersexualized 28 times in tlegasate descriptions; when asked about
negative representations they used these words23.tParticipants’ also used phrases
such as: “scantily clad,” “slutty,” and “generi@stotype of large-breasted women with
unreal body proportions,” which are not countedvabo

One hundred and twenty-five participants identifrath a particular female
character in nerd media, and 96 identified withaerharacter, shown below in Graph
3. The two most popular female choices were Comera8tepard from thiglass Effect
video game series (n=8) and Kaylee Frye from tlexigon showFirefly (n=8). The
most popular male choice was Dr. Who (n=5).

The type of media that these characters appeamsdsrdiverse and difficult to
analyze due to the open-ended nature of the questid overlap in the answers. For
example, Harry Potter has both cinematic and liyer@presentations, and if a participant
identified with Hermoine, she would be justifiedanswering book or movie (or both) to
the question of media form. Occasionally a paréinipgndicated which medium if there
were multiple types (i.e. the X-Men comics vs. ¥a&len movies or cartoons) or
specified all available mediums. The data were dateording to the participant’s
identification, not according to all mediums tyfsed from the same source material
(e.g., if they said Halle Berry's Storm, this woldd counted as film, not comic books).
In addition, media form could mean medium, genreeven specific series and several
participants indicated one type or both in thesvaer (for example, “science fiction” or
“Star War books”). Five participants indicated scie fiction as the medium for female

characters, and three for male. One more considerd&raph 3's numbers add to 116
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and 99 because some participants indicated muhglgias, no media, or indicated
genre.

Graph 3: Identified Character’s Source Medium
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The next questions about representation in nexiarveere open ended. The
participants were asked what the first “though&g®, or quality” comes to mind when
thinking of female and male characters in nerd me@nce again, the data was difficult
to code for reasons discussed above, but commamethstill emerged. In answers to
both questions participants often said that it delpd on the media type, and sometimes
specifically called out certain sub-cultures fogagve or positive depictions. Below is
an analysis of answers for both female and maleachers.

Participants referred to the appearance of a feotaeacter (positively or
negatively) in 72 of the 154 responses. They tylyickescribed a body type, body part,
or quality of appearance (e.g., “sexy” or “scantilgtd”). In particular, the breast sizes on

female characters were mentioned 21 times. Womdstfength, such as “strong,”
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“powerful,” or “badass,” appeared 42 times, andevesed in three ways: (1) to describe
female characters in nerd media; (2) to describen&’ or “rare” strong female
characters; or (3) to describe a wish for morengtiemale characters. Intelligeriter
synonyms for it was the next frequently appeariaegctiptor, used in the same three
ways as strength above in 20 percent of the regigoii$is could also be a conflation
with the nerd woman stereotype,; it is difficultdetermine. Lastly, female characters
were described as “supporting,” “stereotyped,” esatibed with certain tropes, such as
“damsel in distress,” throughout the responses.

The description of male characters had several comgtements. The most
frequent word used to describe male charactersteasgth, but it was used in a different
capacity than for women. The word was often accongobby contextual words, which
indicated physical strength. Strength or wordsdating strength appeared 43 times in
the data (e.g., “muscles,” “muscular,” “massive giye,” and “big, burly manly-men.”)
The words leader, action taker, protagonist, hepeared in over a third of the
responses, indicating a more active charactere&tgves in specific nerd medias also
appeared in over 25 of the responses (e.g., “Gel¢hite Dude Space Marine”). Lastly,
the variety of characters was also a common thangparticipants used words like

“varied,” “variety,” and “diverse.”

14 Discussed below, this use could be describingstgpical nerd qualities instead of
nerd media characters.
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Next, | asked questions about specific charactesighat participants associated
with male and female characters in nerd mediaetl ssmodified version of the Bem’s
Sex Roles Inventory to map differences betweengmtian of representation of males
and females. Graph 4 illustrates that the charatitess most associated with female
characters are “sexy” (75 percent), “overly sexaeli’ (63 percent), and “objectified”
(58 percent). The characteristics most associatddnaale characters are “strong
personality” (78 percent), “dominant” (78 percerwilling to take risks” (77 percent),
and independent (74 percent). The characterisigt lessociated with female characters is
“violent” (nine percent), and for male charactdrs keast related characteristics are
“victimized” (thee percent), “helpless or weak” §ercent), and “warm” (four percent).
The words with the largest differences between gendere “overly sexualized” (66
percent female vs. six percent male), “objectifiéaB percent female vs. six percent
male), and “dominant” (22 percent female vs. 7&get male).

The next set of questions asked about how repras@mbf women affected the
enjoyment of nerd media. Sixty-nine percent ansd/énat they had enjoyed nerd media

less due to the negative representation of women.
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Graph 4: Male and Female Character Descriptors in Mrd Media
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Once again, descriptors of appearance, such aseexualized appeared in 26 of 81
and only 5 of 81 descriptors expressed a meastgatisfaction with current
representation (e.g., “l tend to nerd my way aromiathd focus on the positives.”)
Fifteen percent of respondents who commented veduatl the information that they had
avoided or stopped their participation in a forrmefd media because of its negative
representation of women. Another 15 percent spedifi mentioned tropes by name as a
something that lessened their enjoyment of nerdamed

Participants indicated that 90 percent of themyegmerd media more if it had
positive representations of women. Seventy-severeguakers left comments and the
majority of them named specific shows, games, arice that had represented women
positively and commented on why they enjoyed thermach. Diverse representation
was a recurrent theme as something that increagegneent of nerd media or just media
in general.

Personal Experiences in Nerd Culture

The next set of questions asked women about tkeir community and
experiences within in it, and is illustrated in @ineb below. The first question asked
whether participants had friends, online or persdm shared their interests and 99
percent responded yes. Seventy-four percent atjgemts engaged in nerd activities
multiple times a day to once a week on averagecifqaly, 27 percent reported
multiple times per day, 11 percent said about geseday, 22 percent said multiple times
per week, 14 percent said about once per weekicgmesaid about once every two
weeks, 13 percent said about once a month, 7 pesaghless than once a month. Graph

5 below compares the percentage of times womeudeifortable participating in nerd
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interests in public spaces, how often they feltoweie by the nerd community, and h
welcome they think women are in general in the m@m@munit. Only 31percen
always felt comfortablegnly 22 percent always felt welcome, and only neecent
thought women in general were always welc. Only one participant neverlt
comfortable or welcome, arno participants felt the women were never welcomde
nerd community.

Graph 5: Levels of Welcome and Comfort in the Nerd Communit
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Ninety-four percentf participants thought that the mainstream culpodrayec
nerds as primarily male, something also reflectetthé literature revie. The nexi
guestion asked whether, in therticipant’s personal experience, the nerd communég
primarily male, and 6@ercen answered ndMlany expressed the sentiment that the |
community had been primarily male at one point,was not any longeand many mad

the point that it dependsidhe su-genrewhich was something reflected in the literat
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review and the comments themselveslany also felt that women were less vocal and
felt less comfortable being “out” as a nerd or geek

The next question asked specifically about thetpes of gate-keeping within
the nerd community. It asked: “do you think thexaithreshold level of knowledge a
person must possess before they should consides#iees a nerd?” Seventy-eight
percent replied that no, there should not be aetigenot a threshold level of knowledge.
Even though the question did not contain the wate-¢ceeping, three participants named
this explicitly and explained their distaste forAtmajority of comments stated that
passion was more important than knowledge in adhgethe nerd identity.

The next part of the survey questioned respondsdrdat their experiences with
harassment and specific micro-aggressions witl@m#grd community. Women
experienced harassment, micro-aggressions, ordssalgat because they were in “male”
space. Many described women as “not being expéatpdrticipate” or named nerd
spaces as “male space.” Fourty-three women deskcsirecific or multiple instances of
insults. One patrticipant described her gender karast:

Get back in the kitchen, suck my dick, you justcheeget
laid (here, bitch, I'll help with my weiner), do yeven
have a vagina [unsolicited penis selfied here], goly say
you like X to get attention... We’'ll be here alght [sic].

Other women spoke of “nerd elitism” and gatekeeping

1541t certainly feels like it when I can not find yflemale friends who share my
interests” — Participant; “All my nerdy friends dsmale with a few exceptions” —
Participant
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There’s this whole ‘fake geek girl’ thing going ara;
even I've been told | had to justify my interesesause
I’'m female. Too many ‘geeks’ think women need tspa
test to be considered “real” nerds, and the catefithese
are so arbitrary and often deliberately riggedtier girl to

fail.

Many women reported experiences of keeping siledtraceiving negative attention for
guestioning the status quo. Women spoke of “legrtorkeep [their] mouth shut,” not
speaking up due to feared harassment, and keeplag rofile.” Pretending to be a
man or assumed a man was also experienced:

There have been multiple instances in which I'chbkping

someone with something (video game tips etc.) aftel;

other posters used male pronouns to refer to rge (e.

“Thanks man!”), I'd mention as an aside that | iemale.

Cue the accusations of being an attention whokaeing

my advice dismissed and so on.

Another user said she experienced so much harassima¢ishe spent a number of years
pretending to be a guy (presumably this was onlid®w participants reported
acceptance conditional on silence: “fans of ...led | enjoy always seem to want more
fans/friends/members of their group. But if | qu@stsomething, | more often than not
receive a lot of flack for it.” Another wrote, ‘feels as though as long as we do not open

our mouths too much, we'’re okay. As soon as weeasgopinions, then there’s a
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problem.” Whether harassment was worse online penson varied by participant, with
some saying that online they felt safer and sorgmgdhat they never went online due to
the harassment. This difference seemed to depettteagenre or the mode of
participating (i.e. Xbox live was specifically memted over 10 times as a place women
would not frequent due to harassment, though this could keddlits being used as an
example in one of the questions).

Graph 6 is comparison of how often a participamegienced each type of sexual
harassment or micro-aggression. Eighteen percehhéner experienced gender
harassment and 24 percent had experienced it @@ times. The least likely micro-
aggression was an assumed male relationship wiglersent of the participants never
experiencing it. The most experienced micro-aggpassame fronoutsidethe
community with 46 percent of participants experiegshock or astonishment at their
interest in nerd media 10 or more times, and oiglitgpercent had never experienced it.
This data reflects the gate-keeping function ofdteseotype itself, discussed above
(though further research should look into often reeperience shocked non-nerds at

their identification).
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Graph 6: Micro- aggressions and Insults with the Nerd Communit
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The last question about harassiraskedwhether they had witnessed a nega
interaction “between male members and female mes of the nedt community?’
Graph 7below shows that over percent of had observed 10 or moegative
interactions and only sigercen had never withessed one.

Graph 7: Observed Negative Interactions
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The lastwo question weregeared at discovering how many women weit
participating in nerd culture and whet they would participate more if they felt mc
comfortablesee Graph 8 belc. Two questions asked about avoiding social
“interactions” with other members and avoiding tfors” for nerd culturee.qg.
conventions, Xbox Live)Graph 8 illustrates that about percenbf participants ha
avoided forums 10 or morentes and 2 percenthad avoided interactions 10 or m¢
times because of their gen. Fourty-four percenttad never avoided forums anc
percenthad never avoided interactic. The difference for this avoidance rate v
explained in the comments for tsection: many participants in forums simply nee
anyone know they were female when they participatddrums. Over 81percen of
participants said that they wor participate more in nerd culture if they felt ms
comfortable and about half the comments said could notparticipate any more the
they already do‘l am not sure it's possible for me to participanbore;” “I'd participate
more if real life would gt intruding!”

Graph 8: Avoidance Rates of Interactions and Forums in thé&lerd Community
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The most common theme, in both questions aboueseptation and personal
experiences, was that their experience dependéueasub-genre in question.
It depends which space it is, and whether I'm openl
identifying myself. | feel that there are spacest tre

mostly safe, and | avoid the ones that aren’t.

[Welcome] is dictated largely by community. | avoid
playing video games online, because | know from
experience the reception | will get because of erydgr.
As it stands now | am very welcome in my commusitie

and feel them all to be safe spaces.

It really does depend. The circles | run in areyver

welcoming and kind. | only go to cons that havedjoo

reputations for being fair and safe. It is rare th@ander

away from those. But I've witnessed some terribiads,

both on the Internet and in person.
Comic books and video games communities had thetweputations, both for
representation and treatment of women.

| do not read comics because of the ‘big boobgofad

have also chosen not to play some games ... beoatise

way they use women as objects. Also, if we ardriglk

conventions, | chose to not attend or promote amiethat
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had NOT A SINGLE WOMAN in its convention marketing

materials.

It took me a long time to warm up to comic bookséaese
of the exaggerated sexualization of female chargctgen

in the best comics.

In the gaming world women are less accepted wisich i

bothersome.

Of all the nerd communities, the video game comityusi

still one of the least welcoming to female players.

In the circles | travel in, | feel very welcome. Wever, in

the world of comics, video games, | do not feelcoele

and it is kept me away.
Over 30 comments named either or both genres &r tibrrible treatment or
representation of women and were, by far, the megatively discussed sub-genres
(This was with the exception Mass Effectwhich was frequently mentioned for its
gender representation). Seventy percent of thogeexperienced 10 or more instances
of harassment had an interest in one or both; Bpaty, 20 had interests in both, 19 had

an interest in video games, and 1 had an intangast comics.
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TV seemed to offer the best representation of feraatl male characters both by
the numbers (30 and 39 identified female and n&dévision characters, more than any
other medium) and in the open-response questi@saked about good representation.
When asked about good representation in nerd mealiacipants mentioned characters
from TV in 22 of 77 of the responses, far more tf@rvideo games, comic books,
movies, books, or anime/cartoons.

Lastly, women expressed messages of hope thatoerhunities were
becoming friendlier to women and, in the alternativat they were creating and staying
in their own female friendly spaces with varyingdés of satisfaction. In addition to
avoiding spaces or media, women sometimes repstégthg in the female friendly parts
of the community or avoiding group interactions.

Generally | prefer designated safe spaces for RGBTQ
and women who also participate in these activaesam
all three and sometimes feel unwelcome or awkward i
other environments that are predominantly whiteight,

and male.

| tend to prefer one-on-one interaction or in srgadlups
with people who | can trust to simply have fun é&ed

reasonable.

My nerd community exists in predominately femalacsgs,

so | think | would feel less welcome in other sgace
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| do not really enjoy parts of nerd media that eseint
women negatively, so | do not get involved withrthé
focus more on nerd media that makes me feel aweasrae
female so my experience has been pretty positilieugh,

| would love it if more areas of nerd culture wenere

open to women. | would probably be involved in mofe

them if they were.

Staying in female friendly nerd spaces and avoidiegative spaces seems to be a
common coping mechanism, but as one participateédsta

Women still get yelled at over video game voicetsha

perform sexual acts, to get back in the kitcheowstheir

tits, etc etc... We have to form our own circlegediow

women and women-accepting nerds and patrol them to

keep the fedoras out, and we should not have tbato

Women also expressed messages of hope, that tha ametithe community was

improving, albeit slowly. On representation, wonsamd: “A severe lack of strong female
leads in most nerd medialthough that is improving,” “On the risgincreasingly
portrayed in a favourable light as strong charatt@mphasis added). On participation,
“the tide is starting to changbut women are still begin rejected by this comityuand |
have no idea why,” “it is gotten better... slowl{if’is gradually become more socially
acceptable to admit you like a Thing.” It is uncldaepresentation or feelings of

welcome are increasing due to the rise in acceptahnerd media in the mainstream, the
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increase in women participating visibly in nerd maeor the progress women have made
in general.
Limitations

The data was limited in a few ways. First, | washle to determine how many
nerd women are on Twitter, and because of this) uaable to state what percentage |
sampled. My search parameters yielded 1,100 usighey through general Twitter user
search or through referrals. The referral processahstrated that Twitter user searches
with my parameters did not retrieve all relevararshk results. | was referred to quite a
few self-identified (either by handle or bio) netdsough the referral process that did not
appear from my use of the Twitter user search. 8tbez the search results alone were
not complete enough to make a determination ofutéarget population and these
results may not be generalizable. In addition,gle@uld be self-selection bias at work.
Another limitation is that not all nerd women arewitter. Twitter was chosen because
of its association with tech and media, both facétserd identity, but not every nerd
women is on Twitter. Twitter is merely a proxy &ngple the population at large.
Twitter's demographics are discussed below.

In January of 2014, there were 115 million aclivatter users per month on
average and 645 million active registered Twittsgrs (StasticsBrain, 2014). In 2013 in
the U.S., 18 percent of Internet users were onté€wiand were more likely to be aged
18-29, African-American, and/or urban resident, 46gercent of users were daily
visitors (Duggan, Smith, 2013). About half of Twittusers are in the U.S (BeeEvolve,
2013). In addition, women are more likely to pap@ate in social media in general

(Duggan, Smith, 2013). There is no exhaustive dataow many Twitter users are
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female, by some estimates, they are 53 perceheafsger population (BeeEvolve, 2013).
Gender is not required profile information, so genelstimates usually rely on
determinations based small profile pictures (thaymr may not be of them) or the
content of their Tweets. In addition, this may hakewed my data toward those who
appear more normatively feminine.

Lastly, there was a problem with the data for goestpertaining to
representation (Qs 6, 7, 8, 9, 10, 11). These munssivere not specific enough for
participants to understand that | was asking abbatacters in nerd media, not the nerd
stereotype present within mainstream media. AbOuiercent of respondents’ answers
to media representation reflected this misundedstgn though all responses further
supported the nerd stereotype described in thafitee review. As one respondent said:
“I think of the guys from "The Big Bang Theory"hdir mannerisms, their dress sense

and the things that they do, such as frequentica@nac book store.”
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CHAPTER V
DISCUSSION

Nerd culture is currently discussing the role ofwem and sexism within nerd
media and nerd spaces. On the macro level, thastism is a high-level examination of
identity, gender, and representation explored tindalogs, news articles, and convention
panels. One the micro level, it is not really dssion at all, but a collection of individual
conflicts, micro-aggressions, and disappointmebtaiagender and sexism in nerd
culture. The broad discussion and the micro-legeflccts are influenced facets of nerd
culture, including that: (1) nerd culture is codedmale, both the spaces and identity; (2)
nerd culture is fractured between many mediumsnaedias; and (3) nerd culture is more
popular than ever, including limited mainstreamegtance. These influences are
interrelated in the discussion/conflict and arelesqd below.

Nerd culture is a hostile environment for womert, the degree of hostility varies
between medias, activities, and spaces. Some styeslin nerd culture may be
friendlier to women, but that nerd culturegsnerallya hostile environment to women is
reflected by the data. The male nerd media stgpeatyeates an environment where
nerds and non-nerds are surprised when womentarested in nerd culture. Ninety-two
percent of women experienced surprise in theirtiieation or interest from non-nerds,
and 70 percent had experienced it from nerds. Beltdre is not responsible for the
mainstream media stereotype, but this is not tihe@ndence that women are treated as
unwelcome. Ninety-four percent of women surveyed Wwdnessed a negative interaction
between a male and female member of the commBtpercent experienced a gender-

based insult. The frequency of hostility experighbg participants was intense: over half
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had seen negative interactions 10 or more timesjrofour had experienced gender-
based insults 10 or more times. This data refle¢tsstile environment for female
participation in nerd culture that makes it lekelly for women to get and stay involved,
this is reflected by the fact that 81 percent wqadicipate more if they felt more
comfortable.

Another important conclusion is that this data uwodes the argument that
negative interactions are part of the nerd commgisntgood-natured” trash talk or
ribbing between members. Gender harassment caergudu-natured trash talk, because
there are gender-based power differences. For deasgaying somebody plays like a girl
is an insult, but saying somebody plays like a isayeither an insult nor compliment,
just a presumption: boys play and girls play badllyis creates an environment where
women feel out of place, unwelcome, or causes tloeawoid interactions or forums
entirely because there is anti-woman rhetoric. ddta suggests that if the goal of trash
talk was to drive women away from these spacesidteeded; if the goal was to make
women feel included in nerd culture through trasdhk, tthe data suggests it did not
succeed.

Nerd culture has evolved over time in two relewaays: (1) parts of nerd culture
are more popular; (2) nerd culture has expandediamdgsified. The first evolution
affected the counter-culture/non-hegomonic valutheferd identity, arguably for both
genders. The second evolution affected the almfityerds to establish “nerd cred” and
the value of establishing it. Both evolutions imhce the gendered conflict in nerd

culture.

52



Nerd culture is now partially integrated into pagrutulture. Arguably, video
games and comic books are the nerdy interestsanospted by popular culture, but
other nerdy television and film, such as Star Wars,also more acceptable in popular
culture (Friedrichs, 2012). For example, many eftibp grossing movies from recent
years are based on comic book characters andssteueh as the Avengers (the highest
grossing) or The Dark Knight Rises; Call of Dutyaék Ops, a video game released in
2011, brought in $1 billion of profit, and its fifsve days of sales set the record for any
book, movie, or video game (IMDB.com, 2014; Chadl D). The rise in popularity of
(some) nerd media coincided with a rise in thebvlisy of nerdy women. Some argue
that the rise in popularity and in female visilylibfluenced and potentially caused the
conflict about women in the “male” nerd communBjogger Megan Purdy explains that
women were blamed for invading the male domaineséirtulture. She writes:

the particular battle at stake is women enterinterapace,

and demanding that it change. ‘Everyone knows’ wesd

primarily a masculine space. And not just masculimg an

oppositional masculinity, primarily performed byasght,

white, middle class men.
In this view, that this is a counter-hegemonic roéiaty (i.e. oppositional masculinity)
contributed to the conflict. The nerd identity muater-hegemonic because it is already
“‘compromised” by feminine qualities. Within the le@gonic masculinity framework,
femininity is devalued, both by hegemonic and cechiegemonic (i.e. nerd)
oppositional masculinity. The “invasion” of womarto a male interests is a threat to the

haven of nerd culture for non-hegemonic men. Thagtiscussed above, rejecting
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hegemonic masculinity and femininity by choosingdentify as a nerd is potentially a
conscious choice and a reflection of nerd commiségd the individual's counter-
culture values.

While nerd culture has been popularized, it has digersified and expanded,
which is another influence on the conflict. Knowdeds a value in nerd culture, and as
discussed above, knowledge displays or gate-kegpafyequent expressions of this
value. Prior to expansion and diversification, &sieasier to get “nerd cred” because
there was simply less to know, but also harder lgethere were limited supplies of
nerd media, such as comics, which were also fretyuexpensive. Now, in nerd media
there is an increase in volume and a decreasestmtentry. The increased volume and
availability of nerd culture potentially makes #sger to use gate-keeping against women.
For example, if a female nerd claims to be a Batfaananother nerd can check her
“cred” by questioning her on 75 years of comictgature length movies, live action and
animated television shows, stand-alone animataetsfikpin-offs, derivative works, and
fan fiction. Even if the female nerd passes theahnerd cred check, she may still be
accused of “faking it” by gaining this nerd knowigdfrom something other than the
direct source, such as browsing Wikipedia or “frioen boyfriend.” This dynamic means
there is always the potential to be a “fake geek go matter how much a fan may love
or know about nerd culture.

The data illustrated that perceptions of represiemand harassment varied
between sub-cultures/genres, and that comic bauksideo games have worse
representation and worse harassment. Sixty peofeaspondents participated in comic

book based culture and 73 percent participatedd@ovgame based media, and 70
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percent of those who had experienced 10 or mordegdmsed insults had an interest in
one or both versus 24 percent for participantsimegal.

Perceived negative representation of women andpally more harassment
could be linked to the fact that video games andicdooks have been explicitly
marketed to men and implicitly linked to masculn(tien, 2013). In the late 1980s and
early 1990s, video game manufactures transitioreed & gender-neutral marketing to
aggressively targeting young boys and men (Lie,320n addition to marketing
changes, the games industry transitioned from gemelgral games such as Tetris, to
games focused on shooting, driving, fighting, atitep“masculine” pursuits (Lien,
2013). Characters of both genders are implicitiikdid with masculinity, particularly the
male gaze. According to the data and anecdotakaci female characters are animated
in outfits, positions, and situations that reinfotheir status as sex objects. Male
characters are animated in ways that reinforce thaius as powerful actors. The explicit
and implicit linkage with masculinity is one potehtreason for the greater rates of
harassment and decreased satisfaction with feraptesentation.

On the other end of the spectrum, fantasy and seiBction television and film
were reported as more female friendly. One potketiplanation for this is that
television and film use real women instead of amgdavomen. It is obviously much
easier to manipulate the appearance of an anincaggdcter than character played by a
real person. The (literally) realistic proportiarfsfilm and television characters
compared to the drawn proportions of video gamecamaic book characters could

explain why female nerds viewed the former morefataly.
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The fractured nature of nerd media and culture atsy contribute to the
perception that sexism or misogyny is not a probi@nmerds. The variability of nerd
culture, like mainstream culture, means that tlaeeeparts of nerd media with excellent
gender representation and parts of nerd culturte f@rmale-friendly or neutral forums.
While positive representation and spaces are nageasd good, it is also possible that
these spaces allow those in who enjoy them to ggnodownplay the discussion of
misogyny and sexism at large in the nerd commufity.example, most participants
identified with a character from science fictiomffasy television or film and reported it
as the best medium/genre for representation. l&k ifor female) nerd only views those
mediums and participates in those forums, it iseeds deny there is a problem with
sexism and conflict within the community. The peablwith this argument is that non-
sexist (or less sexist) parts of the culture doaxause those that are sexist. In addition,
the data and nerd culture itself shows that sexisnerd culture is not isolated in
practice. Regardless of what medium or forum, 94ex@ of participants had witnessed a
negative interaction. Also, public nerd forums ulueater to a variety of interests to
stay relevant and financially afloat (Woo, 2012) tise idea that some spaces are isolated
from sexism may have limited application to in-persnteractions versus application to
representation. In sum, the variability and differes between genres may influence the

discussion and individual conflicts.
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CHAPTER VI
CONCLUSION
In this discussion, prominent male and female nbed® decried sexist

exclusion, harassment, and representation as aga&irtsvalues and practices. In a piece
entitled “Who Gets To Be a Geek? Anyone Who WamiBd” John Scalzi touches on
almost every value in nerd culture (knowledge,dsoity, passion) and cogently explains
why the very idea of “fake geek girls” is antittuati to “geekdom” (Scalzi, 2012). After
establishing his “nerd cred,” Scalzi states that:

Geekdom is a nation with open borders. There argyma

affiliations and many doors into it. There aregkteks,

media geeks, comics geeks, anime and manga geeks. [

Some people love only one thing. Some people dlitvieen

fandoms. Some people are positively poly in theglg

enthusiasms. Some people have been in geekdom since

before they knew they were geeks. Some peopleQiresn

trying out an aspect of geekdom to see if it fits.
Scalzi argues that the exclusion of women is astkgoecause it is sexist exclusion
based on the idea that there is a “true” geek ait;reestandard that women never seem to
meet. Another nerd commenter, game developer Blg$zinski, captures how the
exclusion and hostile environment to women conttadhe nerd value of solidarity:
“We’'re the gamers, the dorks. We're the ones wheewe our computers during prom ...

We were ... the open, friendly ones, the ones wllcamed all into our wonderful geeky
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circle” (Bleszinski, 2013). The nerdy promise o€egtance is broken when women are
bullied or harassed.

Women are a part of the nerd community and paeteipegardless of the
mainstream male stereotype, the negative/over-$iegdaepresentation in nerd media,
or the harassment directed at women within the conityn The discussion in the nerd
community needs to move beyond whether women asbauld be a part of the nerd
community, and into solutions focused on harassmeshiction, education, and outreach.

Harassment reduction efforts are already underwapime nerd spaces. Some
conventions, websites, and other nerd spaces @regand enforcing codes of conduct
that deal explicitly with sexual harassment, thotigh is not universal. For example, the
most famous convention, San Diego’s Comic-Conl, lattks a harassment policy (Polo,
2014). Another problem is lack or inconsistent ecdment of these codes. Education is
another necessary component of any resolutionetaahflict. There is ignorance,
misinformation, and misunderstandings about whhabier constitutes harassment,
about the presence and participation of femalesyenad about how negative
representation and micro-aggressions affect fe(female) nerds. Lastly, outreach will
be a critical component of any effort to improve thscussion. Women may feel isolated
and out-of-place in nerd culture, and as shown epaay avoid parts of nerd culture.
This leads to a vicious cycle where women feel uo@rae and leave, either permanently
or for female-friendly spaces, which reinforces pleeception that nerd culture is for
men, and further concentrates male nerds in centith spaces.

In terms of representation, media creators, owrard distributors must make

diversity a priority in media creation. There isd®ance that negative representation
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reduces participation (along with other negativesamuences), which merely means that
companies are losing money on potential femaleoousts. Cronin makes a convincing
argument that one way to solve the representatioilgm is not just to include women,
but let them take the lead on media productioron®rwrites:

We all know why women are sexualized in boys’ canic

Boys like boobs. Therefore grown men who draw the

comics will continue to draw big breasts becausy tike

to and because they know that it sells comics. Vg m

never get them to stop drawing humongous mammaries,

but the industry leading publishers can and shbaic a

counterbalance. Instead of just trying to “educd#te’boys,

give the girls the lead. ... A recent survey suggtsat

nearly half the comic fans are now female, and Axel

Alonso, Marvel’s editor-in-chief, saying “They astarved

for content and looking for content they can retaté So

instead of investing in yet another [male] supeohmvest

in our girls.

In sum, it is not just the responsibility of nerdmen to educate, to reach out, or to
produce content, but the responsibility of theremierd community, consumers and
producers alike, to invest in practices that enbamomen’s participation or at least do
not penalize it.

In addition, further research is needed to detezmin

e The level of gate-keeping experienced by nerd nsemerd women
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¢ An in-depth study of racial bias in representaton participation. 84 percent of
my participants were white, there were 18 mentmfre “white” stereotype in
terms of nerd characters, and people reportedngtayi“people of color” nerd
spaces or communities to feel safe. This is alsessary for LGBTQ and
disabled representation and participation.
e A study of the difference between “female friendhgrd spaces and the more
masculine nerd spaces such as Xbox live. What meakeace female friendly?
There is increasing nerd awareness that gendezsemation and gender
harassment is a problem within the community. Pnemi male and female members of
the community are blogging, brainstorming, and @swng on how to make the nerd
community more inviting. The movement to make teednvoman visible and valued is

starting to pick up steam, and the nerd stereotyfp@ever look the same.

60



APPENDIX

QUESTIONNAIRE

1. Do you consider yourself a member of the nerd comty@

a.
b.
C.

Yes
No
| choose not to respond

2. What nerd media have you participated in in the paar or two? Please check
all that apply.

o

OO0 O0OO0OO0OO0OO0O0O0Oo

(@)

(0]

Comic book based media

Video game based media

Anime based media

Animated cartoon media

Table top/card gaming

Cos-playing

Internet culture

Fantasy/science fiction media

Technology, science, or math

Collecting/collectables

Attend nerd events (such as conventions, gamegjiffee comic-book
day, et al.)

Other, please specify:
| choose not to respond

3. How often do you usually participate in nerd media?

S@~oo0oTy

Less than once a month
About once a month

About once every two weeks
About one per week

Multiple times per week
About once per day

Multiple times per day

| choose not to respond

4, Have you ever identified with a particular femakteracter in nerd media?
No-> skip to question 5

Yes>

apop

e.

Which character did you identify with the most?dogended)

In what media?

Which other female characters did you identify wibpen-ended)
In what media were those?

| choose not to respond

5. Have you ever identified with a particular male reeder in nerd media?
No—> skip to question 6

Yes>

a.
b.

Which character did you identify with the most?dogended)
In what media?
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c. Which other male characters did you identify wibpp€n-ended)
d. In what media were those?
e. | choose not to respond
6. Please take a moment to think about female chasaict@erd media. What is the
first thought, image, or quality that comes to minaken you think of female
characters in nerd media? (open-ended)
a. | choose not to respond
7. Please take a moment to think about male characteerd media. What is the
first thought, image, or quality that comes to mivtten you think of male
characters in nerd media? (open-ended)
a. | choose note to respond
8. Please click the button for each characteristiowehat describes female
characters overall in nerd media.
o0 Independent
Sympathetic
Strong personality
Understanding
Willing to take risks
Warm
Dominant
Tender
Aggressive
Gentle
Sexy
Complex
One-dimensional
Intelligent
Competent
Manipulative
Violent
Objectified
Overly sexualized
Victimized
Helpless or weak
Other, please indicate
o | choose not to respond
9. Now, please do the same foale characters in nerd media. Click the button for
each characteristic below that describes male cteasaoverall in nerd media.
0 Independent
Sympathetic
Strong personality
Understanding
Willing to take risks
Warm
Dominant
Tender

OO0 0000000000000 0OO0OO0OO0OO0OO0o

O O0OO0OO0OO0O0Oo
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Tactful
Aggressive
Gentle
Sexy
Complex
One-dimensional
Intelligent
Competent
Manipulative
Violent
Objectified
Overly sexualized
Victimized
Helpless or weak
Other, please indicate
| choose not to respond
10.Have you enjoyed nerd media less because of negapresentations of women
in nerd media?
a. Yes
b. No
c. | choose not to respond
11.Have enjoyed nerd media more because of positpesentations of women in
nerd media?
a. Yes
b. No
c. | choose not to respond
12.Do you have friends (online or personal) who slyana nerdy interests?
a. Yes
b. No
c. | choose not to respond
13.How often do you participate in nerd media togethigh friends?
a. Less than once a month
b. About once a month
c. About once every two weeks
d. About one per week
e
f.
g

O 0000000000000 O0OOo

. Multiple times per week
About once per day
. Multiple times per day
h. | choose not to respond
14.How often do you feel comfortable participatingierd interests in public
spaces?

Always
Almost always
Sometimes
Almost never
Never

PO T
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f. Context specific, please describe:
g. | choose not to respond
15.How often do you feel welcomed by the nerd comnyhit
a. Always
b. Almost always
c. Sometimes
d. Almost never
e. Never
f. Context specific, please describe:
g. | choose not to respond
16.How often do you think women are welcome in thedremmunity?
a. Always
b. Almost always
c. Sometimes
d. Almost never
e. Never
f. Context specific, please describe:
g. | choose not to respond
17.Do you think popular media has portrayed nerdsriasguily male?
a. Yes
b. Not
c. | choose not to respond
18.Do you think the nerd community is primarily male?
a. Yes
b. Not
c. | choose not to respond
19.Do you think there is a threshold level of knowledgperson must possess before
they should consider themselves a nerd?
a. Yes
b. Not
c. | choose not to respond
20.How often have you experienced sexual/gender-bas@anents or insults from a
member (male or female) of the nerd community?
a. Never
b. Once or twice
c. 3-4times
d. 5-9times
e. 10 or more times
f. 1 choose not to respond
21.How often have you experienced sexual or physicdérce or threats of
violence from a member (male or female) of the reem@munity?
Never
Once or twice
3-4 times
5-9 times
10 or more times

PO T
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f. 1 choose not to respond
22.How often have others quizzed you on knowledgeeod media?
a. Never
b. Once or twice
c. 3-4times
d. 5-9times
e. 10 or more times
f. I choose not to respond
23.How often have others assumed your interest in madia was based on wanting
male attention?
a. Never
b. Once or twice
c. 3-4times
d. 5-9times
e. 10 or more times
f. I choose not to respond
24.How often have others expressed shock or astonighamgour interest in any
nerd media within the nerd community?
Never
Once or twice
3-4 times
5-9 times
10 or more times
f. I choose not to respond
25.How often have others expressed shock or astonighamgour interest in any
nerd media outside of the nerd community?
Never
Once or twice
3-4 times
5-9 times
10 or more times
f. I choose not to respond
26.How often have you witnessed negative interactimtsreen male members and
female members of the nerd community (this includggerson, online, etc)?
a. Never
b. Once or twice
c. 3-4times
d
e

PO T®

PO T®

. 5-9times
. 10 or more times
f. I choose not to respond
27.How often have you avoided interactions with maksmbers of the nerd
community because of your gender?
a. Never
b. Once or twice
c. 3-4times
d. 5-9times
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e. 10 or more times
f. I choose not to respond
28.How often have you avoided nerd forums (examplesventions, Xbox Live,
gaming competitions, message boards) because ofygoaer?
Never
Once or twice
3-4 times
5-9 times
10 or more times
f. I choose not to respond
29.Would you participate more in nerd media and aigsiif you felt more
comfortable?
a. Yes
b. Not
c. | choose not to respond

PO T®

Thank you for your participation with the first paf the survey. To end the survey,
please answer five additional questions about wiiurshich will be used to analyze the
results.

30.In what year were you born?
a.
b. I choose not to respond
31.What is the highest level of education you havaitaéid?
a. Some High School
b. High School diploma or GED
c. Some College/In College now
d. Bachelor's degree
e
f

. Some graduate work
. Completed Graduate or professional degree program
g. | choose not to respond
32.What is your race/ethnicity?
White
Black or African American
Hispanic or Latino
American Indian or Alaska Native
Asian
Native Hawaiian or Other Pacific Islander
| choose not to respond
33.In What state, country, or region of the world dwyive?
a.
b. 1 choose not to respond
34.Please enter the Twitter handle you were contabtedigh for verification
purposes (this information will not be analyzedinked to the individual
guestionnaire, but only used to ensure each questice is an authentic
submission):

@~pooow
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