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Youth, sexism and videogames

Summary
This activity focuses on practising how to avoid and detect sexist conduct when people play
videogames.

Aims
The aims of this activity are:
¢ To detect sexist conduct in videogames
¢ To detect sexist conduct in young players
¢ To explore how teenagers and young adults react to sexist behaviour

Participants
Trainers in youth associations, young workers, trainers in trade unions

Method
Conversation and explanation
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Description
According to Newzoo (2019), there are about 2.5 billion gamers across the world. Within this
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community, there is a strong culture of sexism in those who play and create videogames.

These behaviours are so normal inside the videogames that players do not even notice it.

In this activity, we will show potential sexist conduct and open a debate in order to get to know
how young people think and react to this.

The activity will be divided into four parts. First, the facilitator shows different videos to open the
debate among the participants. After that, the facilitator will explain why these behaviours are
sexist. Third, the facilitator invites the participants to show other examples that they know, when
they are playing. Finally, the different kinds of solutions that they could think of in order to avoid
this behaviour are being summarized.

Material
Videos and gameplays from YouTube and Twitch.

Advice for Facilitators

This activity is conducted in a small group. The teacher has to be skilled in group dynamics and has
enough experience with teenagers. And it is very important to have a certain knowledge about the
videogaming world.

Handout
Yes

Category: Communication, Group size: Small group, Duration: 60 min
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