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Abstract 

Video games have been the target of controversy for years, whether about violence or  

inappropriate themes and images. These stories can be damaging to the gaming industry and  

reflect poorly on video game players. The paper addresses gamers, who, thanks to the supposed  

violent and sexist games, are said to be more desensitized than non-gamers. By presenting  

specific characters to respondents, this study better encapsulates the range of character types  

found in games and combats biases on stereotypical video game characters and the gamers  

associated with them.  

 To test this, a list of 20 characters, 10 male and 10 female, was compiled from some of  

2017’s most popular games. These characters were ranked from not at all sexualized to more  

obviously sexualized. Respondents were tasked with describing 6 randomly chosen characters, 3  

male and 3 female, and were then asked if they found the characters to be sexualized, and if they  

would play a game featuring each character. They would lastly be asked some demographic  

information and whether the respondent would describe him or herself as a gamer, along with the  

number of hours they play each week, and what proportion of their friends and family were avid  

gamers.  

 The results show that male gamers and their non-gaming counterparts reported character  

sexualization in approximately the same proportion without a significant difference. Female  

gamers and non-gamers also reported sexualization of characters in similar proportions with each  

other. Additionally, female respondents showed a positive reception to female characters,  

consistently preferring to play game with females as opposed to male characters, apart from  

overly sexualized female characters. These patterns suggest that gaming does not have a strong  

affect of how gamers and non-gamers view specific characters, but rather suggest the gaming  

industry can be providing more exciting and fair options to female gamers in regards to their  

characters. 
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Background 

Video games for years have been a pillar of pop culture and media in the lives of many 

people. Additionally, males are not only more likely to play games than females, but are more 

likely to play for longer periods of time than females (Lucas, Sherry, 2004). The video game 

market has only increased in players and will continue to go up, but in recent years, with the 

popularity of social media and app games, women and older people are becoming more involved 

in the gaming scene (Wohn, Lee, 2013). While gaming is still predominantly ruled by male 

players, the presence of females in gaming cannot be ignored. As the world becomes more 

progressive, media and gamification, both of which change how people act and react when 

confronted with some kind of structural information design, will need to adapt to meet the 

expectations and desires of the population (Lockton, 2012). Many games still skew male, as 

popular games continue to portray men in positions of power whereas females are in need of 

saving (Ogletree, Matile, and Drake 2007). Studies have been performed on persuasive design, 

which details how the way websites or games are structured can influence behavior within that 

system, learned behaviors from games can affect a person in a social setting (Fogg, 2009).  

 Video games are usually introduced into a gamer’s life in their formative teenage years, 

this needs to be addressed (Sherry, et al. 2006). From a business perspective, it’s important to 

understand how customers think. To analyze how a character’s appearance or attitude connects 

to a player will help them understand what they want to see. Additionally, if games start to steer 

toward the more conservative, companies will need to adapt to the change to capture their 

market.  
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Introduction 

 This paper will look to improve upon the study “Video game characters and the 

socialization of gender roles: Young people’s perceptions mirror sexist media depictions” by 

Karen E. Dill and Kathryn P. Thill. The 2007 paper consisted of two studies. The first was a 

content analysis that looked at six of the most popular gaming magazines and involved two 

coders determining what percentage of male and female characters were depicted as aggressive, 

sexualized, scantily clad, and hostile and sexualized. Their results showed that male characters 

were more likely to be shown as aggressive and female characters were more likely to be 

sexualized. There are a few things that can be improved in this study. Their study consisted of 

them distributing a survey to over 100 freshman college students that asked them to identify how 

many hours they spent per week playing video games, if they’ve been exposed to gaming 

magazines, and then to describe what they thought was a standard, stereotypical male and female 

characters. Their results indicated that most students agreed male characters were aggressive and 

female characters were sexualized. This research will improve this survey in the following ways. 

Firstly, it will control for male and female respondents as well as gamers versus non-gamers. It 

will also change the way the questions are worded and supply respondents with pictures of video 

game characters to avoid over generalizations.  

Research Question 

 If video games do not have a significant impact on men and women’s perceptions on 

gender and sexuality, then the percentage of male and female respondents, as well as male 

gamers vs male non-gamers and gamers vs female non-gamers, who perceive characters as 

exceptionally sexualized should all be equal.  
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Methodology 

 To test this hypothesis, the first challenge was to compile a list of the most popular, story-

driven modern games. I found a list at vgchartz.com which listed the top 50 selling games of 

2017 (“Global Yearly Chart”, 2018). Considering this data was collected during 2018, and that 

the website listed data by year, 2017 was chosen as it was recent enough to count as modern 

gaming while still providing a full 12 months of sales data. The goal was to select 3 characters 

for each game totaling 150, but the challenge was that not every game was a good candidate for 

selection. In total, 13 games were rejected for a number of reasons. Racing games focused on 

cars and not characters and repeat games, since some games were listed in the top 50 twice, on 

both PS4 and Xbox one, were all removed from the list. There were also limiting factors for 

characters. Since this study focused on characterization and sexualization, highly customizable 

characters, like the Dark Souls 3 protagonist whose appearance and gender can be modified at 

the start of the game, player models devoid of names or characteristics, non-human characters, 

children, and animated or drawn characters were not able to be selected for the study. These 

parameters ensured that the characters randomly selected from each game were all somewhat 

realistic humanoid adults with defined characteristics. 

  For the sampling process, each game ideally 

had three characters sampled: the main protagonist, 

the main antagonist, and one side character 

randomly chosen from a list of characters provided 

by each game’s website. If there were multiple 

protagonists or antagonists in a game, one was 

randomly selected from each group. If a game was 
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acceptable, but its protagonist or antagonist did not meet the criteria listed earlier, then an 

additional side character was taken instead. After this process was complete, 111 characters were 

sampled from 37 games, including 74 side characters, 15 antagonists, and 22 protagonists were 

selected. In total, there were 66 male and 45 female characters in this study. 

 Next, A random number generator was used to select 10 male and 10 female characters. 

The final step was to categorize the remaining characters into three groups: Non-sexualized, 

Average, Sexualized. Each character was analyzed with screening questions, including: “Is the 

character wearing revealing clothing?” “Does the character have any unrealistic proportions?” 

“Is the character portrayed in a provocative or suggestive manor?” Characters who possessed all 

the characteristics in these screening questions were placed in the sexualized group. Characters 

who were devoid of any of these features and were overall very ordinary looking were placed in 

the non-sexualized group. Lastly, those characters who possessed some but not all these traits 

were placed in the average group. Considering the average group had a wider tolerance for 

characters, the average male and average female groups had four members each, where the 

sexualized and non-sexualized groups for each gender were given three characters apiece. If two 

characters were eligible for reaching the final spot for a group, they were compared against one 

another and placed into the appropriate group. 

 For survey design, each respondent would be shown one character of each gender from 

each group, for a total of six characters. They were asked to describe the character shown on 

each page, free to write as much or as little as they wanted. Once they had done this for six 

characters, the same six characters were presented to them again in a random order. Rather than a 

text box, there were two statements to be answers via a Likert scale. The first was “This 

character is sexualized” with a scale ranging from “I strongly agree” to “I strongly disagree”. 
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The second statement said, “I would play a game featuring this character” whose scale also 

ranged from “I strongly agree” to “I strongly disagree”. After this had been completed for all six 

characters, each respondents was asked for some demographic information including gender, 

age, race, whether or not they consider themselves to be a gamer, how many hours on average 

they played video games each week, and a Likert scale expressing how many of their friends and 

family members often played video games, with answers ranging from “None at all” to “Almost 

all of them”.  

 This survey was distributed on Amazon’s mechanical turk in batches ranging from 50 to 

100. Each batch’s title and description were centered on “digital media” without declaring its 

focus on video games so non-gamers would participate in the survey. Within three days of each 

batch, every open text answer from the six characters was analyzed to ensure that every 

respondent answered the questions fully. In the end, 25 responses were rejected for failing to 

describe the characters. These failures took the form of either a copied description from the 

character’s website or a string of nonsense used to fill out the forms as quickly as possible. These 

answers were rejected, and resampling took place in each batch. In the end, there were 400 

acceptable survey responses falling into four major groups: Female Non-Gamers, Female 

Gamers, Male Non-Gamers, and Male Gamers. In the end there were 52 responses from female 

non-gamers, 114 responses from female gamers, 44 responses from male non-gamers, and 190 

responses from male gamers. 

Results 

 To determine whether gaming had a significant effect on gender perceptions between 

gamers and non-gamers, the first step was to determine what percentage of each respondent 

group found characters in a given sexualization category sexualized. In this case, a success was 
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defined as a respondent saying they strongly agreed, or they somewhat agreed the character was 

sexualized, a 1 or 2 on the Likert scale. Once these were accounted for, a two-proportion p test 

was run for each set of gamers and non-gamers within each gender for all six character 

designations. This added up to a total of 12 tests. Each one was run with a null hypothesis that 

the gamer proportion of answers that found the character to be sexualized was equal to the 

proportion of non-gamer proportion of answers that found the character to be sexualized. Each 

was a two tailed test with an alpha value of .025 on each end. All 12 tests returned a p-value of 

greater than .05 so none of the null hypotheses were rejected. This suggests that gaming alone 

was not a considerable factor that influenced perception of sexualization.  

 Using the Likert scale, it is also possible to find the averages and variances of the scores 

of sexualization. There were no outliers, no answer was beyond three standard deviations from 

the mean in any group, and the variances were approximately equal, so a one-way ANOVA test 

was run for all four response groups for every character type. With an alpha value of 0.05, across 

six ANOVA tests, all means were approximately equal. This shows that despite differences in 

gender and video game experience, all four groups responded with similar attributions of score. 

This changed the focus of this question to less about the gamers and more about the games and 
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characters themselves. With this, the next goal was to see how the character groups interacted 

with one another. 

The first hurdle with this issue was that a multiple variance test showed there were many 

character groups that did not have equal variances. Using an ANOVA in this context would not 

be extraordinarily helpful, as almost none of the means would be equal, and that it did not meet 

the equal variances assumption for the ANOVA test. One test that would be a better 

measurement is to use a 2 sample t-test to see if there are specific differences between the male 

and female genders for sexualized and average characters. This test would indicate if on average, 

male and female characters were more or less sexualized than their other gendered counterparts. 

A two sample t-test was run between sexualized male characters and sexualized female 

characters with data from all 400 respondents. With an alpha value of .05 the averages of 

sexualized male characters were significantly higher than those of sexualized female characters, 

meaning the male characters on average were less sexualized. The same test was run on the 

average characters and a p-value of 0 indicated that average male characters were significantly 

higher than average female characters, showing male characters were less sexualized than female 

characters of the same category. This may indicate a difference in character descriptions 
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regarding their gender. This possibility of character distribution and the depiction especially of 

female attractiveness in video games may be symptomatic of the game developers themselves as 

explored in a later topic. 

 Another issue to handle was the open responses to characters. Each answer was carefully 

read and those that used explicit language commenting on a characters attractiveness, 

provocativeness or any other word in adult context was noted. The table here depicts what 

percentage of responses from each respondent group commented on attractiveness and sexuality. 

Like the closed responses before, a two sample p-test was run within each gender with a null 

hypothesis that the percentage of responses from gamers would be equal to the percentage of 

responses from non-gamers concerning a character’s sexualization within each gender, to 

identify if any groups showed a significant difference. Two groups came back as being 

significantly different. The first was male gamers and non-gamers responding to female non-

sexualized characters. 22.7% of male non-gamers used language explicit to attractiveness 

whereas only 11.1% of male gamers commented on similar topics. The higher non-gaming 

percentage could be a result of a smaller sample size, as there were only 44 male non-gamers as 

opposed to the 190 male gamers. Considering female non-gamers and gamers responded to the 

same characters with percentages of 9.6% and 10.5%, it is likely that this 22.7% is not indicative 

of a larger pattern. If it were, it would have had more of a presence in the closed responses.  
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 The other p-test that rejected the null hypothesis does bring more attention to the gender 

divide discussed earlier. With a p-value of 0.0466 the null hypothesis is rejected showing the two 

percentages are not approximately equal. An important note to specify is that a respondent 

commenting on the character’s attractiveness doesn’t mean they are fond of the character. 

Between these group, 29 non-gaming females described the character as attractive in some 

capacity. However, only 8 of them wrote a simple message focused solely on the character’s 

attractiveness. The rest commented on other factors, like intellect and other intangibles, while a 

few used such language as “disgusting” and “designed for males”. This percentage of shallow 

answers was 27.6%. Meanwhile 59 female gamers included attractiveness and other language in 

their responses. Of these, 30 used vulgar language or limited their answers to physical traits, 

equaling 50.8%. This is not to say they didn’t have disgusted answers, as they did, but this 

disparity explains a level of awareness of depiction injustice which helps explain why the female 

percentages were so much higher.  

 Considering these characters all came from modern popular games, it would suggest this 

discrepancy of appearance is the fault of game developers. This difference between male and 

female characters is also reflected in the preferences of games for both male and female 

respondents, leading to the next question of openness to playing a game featuring the depicted 

character. Again, the data was organized into proportions of somewhat agreeing and strongly 

agreeing to play such a game, as well as the averages of the responses. The null hypothesis 
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instead was that the percentage of non-gamers who agreed to play a game with a given character 

was greater than or equal to the percentage of gamers who wanted to play a game featuring that 

character. While female gamers’ proportions where significantly higher across all character 

groups, four out of six groups of characters saw male gamers and non-gamers answering in 

proportions more equal, as opposed to the gamers being significantly greater. This discrepancy 

can be explained by video games usually being more male-oriented (Ogletree, Matile, and Drake 

2007). 

 The only groups that saw gamers’ percentage of wanting to play a game be significantly 

higher than non-gamers’ for both genders was with average female characters and sexualized 

female characters. It was thought that the sexual nature of these two groups would entice male 

gamers and non-gamers to play their games, or at least increase the male non-gamers odds of 

playing the game. However, sexualized female characters produced the lowest percentages of 

play for both gamers and non-gamer groups for men and women. The sexualization had the 

opposite effect of what was originally proposed. The exception to this sexualization role was that 

sexualized male characters garnered the highest desire to play male gamers and non-gamers. This 

could be that as mentioned before, sexualized male characters took the form as toughed, brave 

heroes. As a form of escapism, males may have seen these characters as an ideal self and wished 
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to play as or with them in the game. Like seeing a superhero movie, these characters could 

present an opportunity to redefine the mundane.  

 The other key observation from this data was that female respondents were more likely to 

play games featuring non-sexualized and average female characters than male characters from 

the same group. The data indicates females were drawn to female characters, up until they were 

overly done. Only 19.2% of non-gaming females would play a game featuring sexualized female 

gaming, after reporting 63.5% and 55.8% for non-sexualized and average female characters. 

Female gamers followed a similar trend, dropping to 64% after reporting 81.6% and 80.7% for 

non-sexualized and average females. To test this, a two sample t-test was run between all female 

responses for non-sexualized females and non-sexualized males. The test rejected the null 

hypothesis that the mean of male non-sexualized character was less than or equal to the mean of 

female non-sexualized characters. Another t-test was run with the same parameters for average 

male and female characters, providing a p-value below .05. The mean of male average characters 

is significantly higher than female average characters, meaning females are more likely to play 

games featuring average female characters. 
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Lastly, one final t-test showed there was a sharp decline when looking at sexualized 

female and male characters. This test’s null hypothesis was that the mean of male sexualized 

characters was greater than or equal to the mean of female sexualized characters. With a p-value 

of .0268, the null we rejected, meaning that the mean of male sexualized characters is less than 

the mean of female sexualized characters, meaning they were preferred over female characters. 

The data suggests a desire for females to play games featuring respectable, normal looking 

females. Based on the characters collected in this data, it would appear to be an area in which the 

industry is lacking. The conclusion to be made here is a call to increase fair female 

representation in games. These differences can be seen in the character chart from character 

selection. 

 Hours played per week, expose to video games, and age may also be contributing factors 

to how characters are viewed. The first element to look at is how exposure to video games, 

namely how many of a respondent’s friends and family play video games, affects if and how 

much a non-gamer plays video games. A regression was run on both female non-gamers and 

male non-gamers to investigate if increased exposure increased hours played per week. In both 

regressions, one subject was excluded as their hours 

played per week was greater than three standard 

deviations higher than the average within that 

respondent group. For female non-gamers, the 

regression equation was 2.614 + (-0.2036)*(Female 

Non-Gamer Exposure). Additional studies also 

found females on average were less likely to be 
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motivated to playing games, as well as less play time 

on average (Lucas, Sherry, 2004). This resulted in a 

very weak negative trend, with an R value of -

0.0693. For male non-gamers, the regression 

equation was 0.2771 + (0.6675)*(Male Non-Gamer 

Exposure), with an R squared value of 0.1. 

Considering male non-gamers who are more immersed in gaming are more likely to play, it 

would explain how they were more willing to play games in the previous study.  

 Age can be applied to gamers. Due to the high concentration of non-gamers playing 0 

hours of video games per week, a traditional linear regression model does not provide any 

meaningful insight. However, as gamers age, it can affect how much they play. A regression was 

run for both male gamers and female gamers analyzing age and hours played. The regression 

equation for male gamers is 13.74 + (-0.07566)*(age of male gamer). To get here, four 

respondents were eliminated due 

to hours played per week being 

more than three standard 

deviations above the mean, and 

two were eliminated for age being three standard deviations above the mean. With an R squared 

of 0.0025, age doesn’t seem to be a factor that influences hours played in any meaningful way. A 

regression of female gamers with regards to age and hours played per week generated the 

equation 9.495 + (.007485)*(Age of Female Gamer). Three respondents were eliminated do to 
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high age of high hours per week 

above three standard deviations. 

There does not appear to be any 

connection between age and 

hours played for week. 

 One final topic that needs to be addressed is the distribution of characters and their roles 

in the games in this study. As mentioned earlier, the characters in this study include main 

protagonists, antagonists, and side characters. Of the 22 protagonists selected from the list of 

games, only 4 of them were female characters, with one being placed in the sexualized female 

characters group, Bayonetta. Additionally, of the 15 antagonists from the games list, only one 

was a female, who was not randomly selected for the survey. Lastly, of the 74 side characters, 40 

of them were female. This was also the only group where there were more females than males. 

Additionally, 9 of the 10 female characters in the study came from this group. Meanwhile, there 

were 5 male protagonists in the study, 1 antagonist, and 4 side characters. 89% of female 

characters from the games list were side characters, and 90% of the female characters in the 

study came from that group. By this logic, the selected characters should represent the population 

of female characters. The male characters took somewhat proportionally from the protagonist 

category, 50% as opposed to the 27% statistic seen in the games list.  

Conclusion 

 Based on the interest to play graph, it’s clear that females are more willing to play video 

games that feature non-sexualized and average looking female characters. As of right now, 

popular modern games are not meeting that demand. Female non-gamers especially were 

enthusiastic about female representation in games.  
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 As far as the effect of gaming, one point to express is that male non-gamers are more 

likely to play video games if they are more immersed in the field with friends and family. 

Females seem less inclined to play based on friends and family but are more supportive of 

female characters than male characters. There also wasn’t much evidence in the closed 

sexualization question that showed gaming had any effect on whether a character was seen as 

overly sexual. Additionally, the open responses showed that men and women were both capable 

of having short, closed off answers that expressed a character’s sexualization. Furthermore, 

female non-gamers specifically seemed upset with sexualized female characters, calling their 

pandering to attention. Based on this data, now is the time for video games to become more 

inclusive, as sexualized female characters seem to be driving away current and potential fans. 
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Appendix 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ closed 

sexualization responses to Non-sexualized Male Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Non-

sexualized Male Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Non-sexualized Male Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-1.737) < Upper Cut-off (1.96) 

p-value (0.0824) > alpha (0.05) 

95% Confidence Interval (-0.2422, 0.002693)  

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ closed 

sexualization responses to Non-sexualized Female Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Non-

sexualized Female Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Non-sexualized Female Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Non-sexualized Female Characters is not equal to the proportion of Female Gamers’ responses 

of sexualization of Non-sexualized Female Characters.  
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Lower Cut-off (-1.96) < Test Statistic (-0.0856) < Upper Cut-off (1.96) 

p-value (0.9318) > alpha (0.05) 

95% Confidence Interval (-0.1447, 0.1325)  

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ closed 

sexualization responses to Average Male Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Average 

Male Characters is equal to the proportion of Female Gamers’ responses of sexualization of 

Average Male Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Average Male Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Average Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.2465) < Upper Cut-off (1.96) 

p-value (0.8052) > alpha (0.05) 

95% Confidence Interval (-0.128, 0.09899)  

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ closed 

sexualization responses to Average Female Characters 
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Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Average 

Female Characters is equal to the proportion of Female Gamers’ responses of sexualization of 

Average Female Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Average Female Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Average Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.5023) < Upper Cut-off (1.96) 

p-value (0.6154) > alpha (0.05) 

95% Confidence Interval (-0.1207, 0.2044) 

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ closed 

sexualization responses to Sexualized Male Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Male Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Male Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Male Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-1.096) < Upper Cut-off (1.96) 

p-value (0.273) > alpha (0.05) 
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95% Confidence Interval (-0.2504, 0.0689) 

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ closed 

sexualization responses to Sexualized Female Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Female Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Female Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Female Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.9916) < Upper Cut-off (1.96) 

p-value (0.3214) > alpha (0.05) 

95% Confidence Interval (-0.03722, 0.1324) 

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ closed sexualization 

responses to Non-sexualized Male Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Non-

sexualized Male Characters is equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  
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Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Non-sexualized Male Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.9166) < Upper Cut-off (1.96) 

p-value (0.3594) > alpha (0.05) 

95% Confidence Interval (-0.07592, 0.1936)  

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ closed sexualization 

responses to Non-sexualized Female Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Non-

sexualized Female Characters is equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Female Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Non-sexualized Female Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.4037) < Upper Cut-off (1.96) 

p-value (0.6864) > alpha (0.05) 

95% Confidence Interval (-0.109, 0.1635)  

Do not reject the null hypothesis 
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2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ closed sexualization 

responses to Average Male Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Average 

Male Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Average Male Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Average Male Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Average Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.2317) < Upper Cut-off (1.96) 

p-value (0.8168) > alpha (0.05) 

95% Confidence Interval (-0.1353, 0.1062)  

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ closed sexualization 

responses to Average Female Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Average 

Female Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Average Female Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Average Female Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Average Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.6952) < Upper Cut-off (1.96) 
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p-value (0.487) > alpha (0.05) 

95% Confidence Interval (-0.1059, 0.2216)  

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ closed sexualization 

responses to Sexualized Male Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Sexualized 

Male Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Sexualized Male Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Sexualized Male Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.2038) < Upper Cut-off (1.96) 

p-value (0.8386) > alpha (0.05) 

95% Confidence Interval (-0.1412, 0.1737) 

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ closed sexualization 

responses to Sexualized Female Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Sexualized 

Female Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Sexualized Female Characters.  
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Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Sexualized Female Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Sexualized Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (-1.372) < Upper Cut-off (1.96) 

p-value (0.1702) > alpha (0.05) 

95% Confidence Interval (-0.1851, 0.04583) 

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ open 

sexualization responses to Non-sexualized Male Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Non-

sexualized Male Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Non-sexualized Male Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.1945) < Upper Cut-off (1.96) 

p-value (0.8458) > alpha (0.05) 

95% Confidence Interval (-0.09339, 0.1136)  

Do not reject the null hypothesis 
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2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ open 

sexualization responses to Non-sexualized Female Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Non-

sexualized Female Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Non-sexualized Female Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Non-sexualized Female Characters is not equal to the proportion of Female Gamers’ responses 

of sexualization of Non-sexualized Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.1795) < Upper Cut-off (1.96) 

p-value (0.8576) > alpha (0.05) 

95% Confidence Interval (-0.1071, 0.08884)  

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ open 

sexualization responses to Average Male Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Average 

Male Characters is equal to the proportion of Female Gamers’ responses of sexualization of 

Average Male Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Average Male Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Average Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-1.533) < Upper Cut-off (1.96) 
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p-value (0.1252) > alpha (0.05) 

95% Confidence Interval (-0.08145, -0.006268)  

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ open 

sexualization responses to Average Female Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of Average 

Female Characters is equal to the proportion of Female Gamers’ responses of sexualization of 

Average Female Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Average Female Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Average Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.01022) < Upper Cut-off (1.96) 

p-value (0.9918) > alpha (0.05) 

95% Confidence Interval (-0.13, 0.1286) 

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ open 

sexualization responses to Sexualized Male Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Male Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Male Characters.  
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Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Male Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-1.645) < Upper Cut-off (1.96) 

p-value (0.0999) > alpha (0.05) 

95% Confidence Interval (-0.1324, 0.004536) 

Do not reject the null hypothesis 

2 proportion P-test comparing Female Non-Gamers’ and Female Gamers’ open 

sexualization responses to Sexualized Female Characters 

Hull Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Female Characters is equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Female Characters.  

Alternative Hypothesis: The proportion of Female Non-Gamers’ responses of sexualization of 

Sexualized Female Characters is not equal to the proportion of Female Gamers’ responses of 

sexualization of Sexualized Female Characters.  

Lower Cut-off (-1.96) < Upper Cut-off (1.96) < Test Statistic (1.989) 

p-value (0.0466) < alpha (0.05) 

95% Confidence Interval (0.004948, 0.3277) 
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Reject the null hypothesis, with 95% confidence, the proportion of Female Non-Gamers’ open 

responses indicating sexualization is not equal to the proportion of Female Gamers’ open 

responses indicating sexualization of Sexualized Female Characters. 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ open sexualization 

responses to Non-sexualized Male Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Non-

sexualized Male Characters is equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Non-sexualized Male Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.7445) < Upper Cut-off (1.96) 

p-value (0.4566) > alpha (0.05) 

95% Confidence Interval (-0.1234, 0.04924)  

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ open sexualization 

responses to Non-sexualized Female Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Non-

sexualized Female Characters is equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Female Characters.  
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Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Non-sexualized Female Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Non-sexualized Female Characters.  

Lower Cut-off (-1.96) < Upper Cut-off (1.96) < Test Statistic (2.058)  

p-value (0.0396) < alpha (0.05) 

95% Confidence Interval (-0.01486, 0.2484)  

Reject the null hypothesis, with 95% confidence, the proportion of Male Non-Gamers’ open 

responses indicating sexualization is not equal to the proportion of Male Gamers’ open responses 

indicating sexualization of Non-sexualized Female Characters. 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ open sexualization 

responses to Average Male Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Average 

Male Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Average Male Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Average Male Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Average Male Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.8445) < Upper Cut-off (1.96) 

p-value (0.3984) > alpha (0.05) 

95% Confidence Interval (-0.08419, 0.02438)  
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Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ open sexualization 

responses to Average Female Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Average 

Female Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Average Female Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Average Female Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Average Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (0.6582) < Upper Cut-off (1.96) 

p-value (0.5104) > alpha (0.05) 

95% Confidence Interval (-0.1, 0.1962)  

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ open sexualization 

responses to Sexualized Male Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Sexualized 

Male Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Sexualized Male Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Sexualized Male Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Sexualized Male Characters.  
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Lower Cut-off (-1.96) < Test Statistic (-0.8445) < Upper Cut-off (1.96) 

p-value (0.3984) > alpha (0.05) 

95% Confidence Interval (-0.08419, 0.02438) 

Do not reject the null hypothesis 

2 proportion P-test comparing Male Non-Gamers’ and Male Gamers’ open sexualization 

responses to Sexualized Female Characters 

Hull Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of Sexualized 

Female Characters is equal to the proportion of Male Gamers’ responses of sexualization of 

Sexualized Female Characters.  

Alternative Hypothesis: The proportion of Male Non-Gamers’ responses of sexualization of 

Sexualized Female Characters is not equal to the proportion of Male Gamers’ responses of 

sexualization of Sexualized Female Characters.  

Lower Cut-off (-1.96) < Test Statistic (-0.7806) < Upper Cut-off (1.96) 

p-value (0.435) > alpha (0.05) 

95% Confidence Interval (-0.225, 0.09824) 

Do not reject the null hypothesis 

Multiple Variances test for Non-sexualized Males across all four response groups of closed 

sexualization responses 

Null Hypothesis: The variances of all four response groups are all equal. 

Alternative Hypothesis: The variances of all four response groups are not equal. 
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Lower Cut-off (0.07186) < Test Statistic (0.7805) < Upper Cut-off (3.149) 

p-value (0.5054) > alpha (0.05) 

Degrees of freedom (3, 396) 

Do not reject the null hypothesis 

Multiple Variances test for Non-sexualized Females across all four response groups of 

closed sexualization responses 

Null Hypothesis: The variances of all four response groups are all equal. 

Alternative Hypothesis: The variances of all four response groups are not equal. 

Lower Cut-off (0.03727) < Test Statistic (0.07186) < Upper Cut-off (3.149) 

p-value (0.9904) > alpha (0.05) 

Degrees of freedom (3, 396) 

Do not reject the null hypothesis 

Multiple Variances test for Average Males across all four response groups of closed 

sexualization responses 

Null Hypothesis: The variances of all four response groups are all equal. 

Alternative Hypothesis: The variances of all four response groups are not equal. 

Lower Cut-off (0.07186) < Test Statistic (0.4769) < Upper Cut-off (3.149) 

p-value (0.6985) > alpha (0.05) 

Degrees of freedom (3, 396) 
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Do not reject the null hypothesis 

Multiple Variances test for Average Females across all four response groups of closed 

sexualization responses 

Null Hypothesis: The variances of all four response groups are all equal. 

Alternative Hypothesis: The variances of all four response groups are not equal. 

Lower Cut-off (0.07186) < Test Statistic (0.6902) < Upper Cut-off (3.149) 

p-value (0.5585) > alpha (0.05) 

Degrees of freedom (3, 396) 

Do not reject the null hypothesis 

Multiple Variances test for Sexualized Males across all four response groups of closed 

sexualization responses 

Null Hypothesis: The variances of all four response groups are all equal. 

Alternative Hypothesis: The variances of all four response groups are not equal. 

Lower Cut-off (0.07186) < Test Statistic (0.6622) < Upper Cut-off (3.149) 

p-value (0.5757) > alpha (0.05) 

Degrees of freedom (3, 395) 

Do not reject the null hypothesis 

Multiple Variances test for Sexualized Females across all four response groups of closed 

sexualization responses 
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Null Hypothesis: The variances of all four response groups are all equal. 

Alternative Hypothesis: The variances of all four response groups are not equal. 

Lower Cut-off (0.07186) < Test Statistic (0.9737) < Upper Cut-off (3.149) 

p-value (0.4051) > alpha (0.05) 

Degrees of freedom (3, 396) 

Do not reject the null hypothesis 

ANOVA test for Non-sexualized Male characters across all four response groups of closed 

sexualization responses 

Null Hypothesis: The means of all four response groups are all equal 

Alternative Hypothesis: The means of all four responses groups are not all equal 

Test Statistic (2.104) < F-Critical (2.627) 

p-value (0.0992) > alpha (0.05) 

Do not reject the null hypothesis 

ANOVA test for Non-sexualized Female characters across all four response groups of 

closed sexualization responses 

Null Hypothesis: The means of all four response groups are all equal 

Alternative Hypothesis: The means of all four responses groups are not all equal 

Test Statistic (0.98) < F-Critical (2.627) 

p-value (0.4021) > alpha (0.05) 
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Do not reject the null hypothesis 

ANOVA test for Average Male characters across all four response groups of closed 

sexualization responses 

Null Hypothesis: The means of all four response groups are all equal 

Alternative Hypothesis: The means of all four responses groups are not all equal 

Test Statistic (0.5896) < F-Critical (2.627) 

p-value (0.6221) > alpha (0.05) 

Do not reject the null hypothesis 

ANOVA test for Average Female characters across all four response groups of closed 

sexualization responses 

Null Hypothesis: The means of all four response groups are all equal 

Alternative Hypothesis: The means of all four responses groups are not all equal 

Test Statistic (1.719) < F-Critical (2.627) 

p-value (0.1624) > alpha (0.05) 

Do not reject the null hypothesis 

ANOVA test for Sexualized Male characters across all four response groups of closed 

sexualization responses 

Null Hypothesis: The means of all four response groups are all equal 

Alternative Hypothesis: The means of all four responses groups are not all equal 
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Test Statistic (1.585) < F-Critical (2.627) 

p-value (0.1925) > alpha (0.05) 

Do not reject the null hypothesis 

ANOVA test for Sexualized Female characters across all four response groups of closed 

sexualization responses 

Null Hypothesis: The means of all four response groups are all equal 

Alternative Hypothesis: The means of all four responses groups are not all equal 

Test Statistic (0.9737) < F-Critical (2.627) 

p-value (0.4051) > alpha (0.05) 

Do not reject the null hypothesis 

Multiple Variances test across all six character groups of closed sexualization responses 

Null Hypothesis: The variances are equal across all six character groups for all 400 responses 

Alternative hypothesis: The variances are not equal across all six character groups for all 400 

responses 

Lower Cut-off (0.1662) < Upper Cut-off (2.572) < Test Statistic (43.83) 

p-value (0) < alpha (0.05) 

Degrees of freedom (5, 2393) 

Reject the null hypothesis. Not all variances are equal. 
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Two-sample T-test of means between sexualized male and sexualized female characters for 

all 400 respondents of closed sexualization responses 

Null Hypothesis: The mean of sexualized male characters is less than or equal to the mean of 

sexualized female characters. 

Alternative Hypothesis: The mean of sexualized male characters is greater than the mean of 

sexualized female characters. 

Lower Cut-off (-inf) < Upper Cut-off (1.647) < Test Statistic (19.81) 

p-value (0) < alpha (0.05) 

95% Confidence Interval (1.626, inf) 

Degrees of freedom (676.1) 

Reject the null hypothesis. With 95% confidence, the mean of sexualized male characters is 

greater than the mean of sexualized female characters. 

Two-sample T-test of means between average male and average female characters for all 

400 respondents of closed sexualization responses 

Null Hypothesis: The mean of average male characters is less than or equal to the mean of 

average female characters. 

Alternative Hypothesis: The mean of average male characters is greater than the mean of average 

female characters. 

Lower Cut-off (-inf) < Upper Cut-off (1.647) < Test Statistic (11.9) 

p-value (0) < alpha (0.05) 
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95% Confidence Interval (0.9349, inf) 

Degrees of freedom (792.6) 

Reject the null hypothesis. With 95% confidence, the mean of average male characters is greater 

than the mean  

Two-proportion P-test between Female Non-Gamers’ and Female Gamers’ preference to 

play a game featuring a Male Non-Sexualized character 

Null Hypothesis: Female Non-Gamers’ preference to play a game featuring a Male Non-

Sexualized character is greater than or equal to Female Gamers’ preference to play a game 

featuring a Male Non-Sexualized character. 

Alternative Hypothesis: Female Non-Gamers’ preference to play a game featuring a Male Non-

Sexualized character is less than Female Gamers’ preference to play a game featuring a Male 

Non-Sexualized character. 

Test Statistic (-3.928) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 

p-value (0) < alpha (0.05) 

95% Confidence Interval (-inf, -0.1808) 

Reject the null hypothesis, with 95% confidence, that Female Non-Gamers’ preference to play a 

game featuring a Male Non-Sexualized character is less than Female Gamers’ preference to play 

a game featuring a Male Non-Sexualized character. 

Two-proportion P-test between Female Non-Gamers’ and Female Gamers’ preference to 

play a game featuring a Female Non-Sexualized character 
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Null Hypothesis: Female Non-Gamers’ preference to play a game featuring a Female Non-

Sexualized character is greater than or equal to Female Gamers’ preference to play a game 

featuring a Female Non-Sexualized character. 

Alternative Hypothesis: Female Non-Gamers’ preference to play a game featuring a Female 

Non-Sexualized character is less than Female Gamers’ preference to play a game featuring a 

Female Non-Sexualized character. 

Test Statistic (-3.928) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 

p-value (0) < alpha (0.05) 

95% Confidence Interval (-inf, -0.1808) 

Reject the null hypothesis, with 95% confidence, that Female Non-Gamers’ preference to play a 

game featuring a Female Non-Sexualized character is less than Female Gamers’ preference to 

play a game featuring a Female Non-Sexualized character. 

Two-proportion P-test between Female Non-Gamers’ and Female Gamers’ preference to 

play a game featuring an average male character 

Null Hypothesis: Female Non-Gamers’ preference to play a game featuring an average male 

character is greater than or equal to Female Gamers’ preference to play a game featuring an 

average male character. 

Alternative Hypothesis: Female Non-Gamers’ preference to play a game featuring an average 

male character is less than Female Gamers’ preference to play a game featuring an average male 

character. 

Test Statistic (-3.074) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 



42 
 

p-value (0.0011) < alpha (0.05) 

95% Confidence Interval (-inf, -0.1186) 

Reject the null hypothesis, with 95% confidence, that Female Non-Gamers’ preference to play a 

game featuring an average male character is less than Female Gamers’ preference to play a game 

featuring an average male character. 

Two-proportion P-test between Female Non-Gamers’ and Female Gamers’ preference to 

play a game featuring an average female character 

Null Hypothesis: Female Non-Gamers’ preference to play a game featuring an average female 

character is greater than or equal to Female Gamers’ preference to play a game featuring an 

average female character. 

Alternative Hypothesis: Female Non-Gamers’ preference to play a game featuring an average 

female character is less than Female Gamers’ preference to play a game featuring an average 

female character. 

Test Statistic (-3.352) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 

p-value (4e-04) < alpha (0.05) 

95% Confidence Interval (-inf, -0.1208) 

Reject the null hypothesis, with 95% confidence, that Female Non-Gamers’ preference to play a 

game featuring an average female character is less than Female Gamers’ preference to play a 

game featuring an average female character. 

Two-proportion P-test between Female Non-Gamers’ and Female Gamers’ preference to 

play a game featuring a sexualized male character 
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Null Hypothesis: Female Non-Gamers’ preference to play a game featuring a sexualized male 

character is greater than or equal to Female Gamers’ preference to play a game featuring a 

sexualized male character. 

Alternative Hypothesis: Female Non-Gamers’ preference to play a game featuring a sexualized 

male character is less than Female Gamers’ preference to play a game featuring a sexualized 

male character. 

Test Statistic (-3.54) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 

p-value (0.2e-04) < alpha (0.05) 

95% Confidence Interval (-inf, -0.1549) 

Reject the null hypothesis, with 95% confidence, that Female Non-Gamers’ preference to play a 

game featuring a sexualized male character is less than Female Gamers’ preference to play a 

game featuring a sexualized male character. 

Two-proportion P-test between Female Non-Gamers’ and Female Gamers’ preference to 

play a game featuring a sexualized female character 

Null Hypothesis: Female Non-Gamers’ preference to play a game featuring a sexualized female 

character is greater than or equal to Female Gamers’ preference to play a game featuring a 

sexualized female character. 

Alternative Hypothesis: Female Non-Gamers’ preference to play a game featuring a sexualized 

female character is less than Female Gamers’ preference to play a game featuring a sexualized 

female character. 

Test Statistic (-5.355) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 
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p-value (0) < alpha (0.05) 

95% Confidence Interval (-inf, -0.3317) 

Reject the null hypothesis, with 95% confidence, that Female Non-Gamers’ preference to play a 

game featuring a sexualized female character is less than Female Gamers’ preference to play a 

game featuring a sexualized female character. 

Two-proportion P-test between Male Non-Gamers’ and Male Gamers’ preference to play a 

game featuring a Male Non-Sexualized character 

Null Hypothesis: Male Non-Gamers’ preference to play a game featuring a Male Non-Sexualized 

character is greater than or equal to Male Gamers’ preference to play a game featuring a Male 

Non-Sexualized character. 

Alternative Hypothesis: Male Non-Gamers’ preference to play a game featuring a Male Non-

Sexualized character is less than Male Gamers’ preference to play a game featuring a Male Non-

Sexualized character. 

Lower Cut-off (-1.645) < Test Statistic (-0.9143) < Upper Cut-off (inf) 

p-value (0.1803) > alpha (0.05) 

95% Confidence Interval (-inf, 0.06157) 

Do not reject the null hypothesis 

Two-proportion P-test between Male Non-Gamers’ and Male Gamers’ preference to play a 

game featuring a Female Non-Sexualized character 
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Null Hypothesis: Male Non-Gamers’ preference to play a game featuring a Female Non-

Sexualized character is greater than or equal to Male Gamers’ preference to play a game 

featuring a Female Non-Sexualized character. 

Alternative Hypothesis: Male Non-Gamers’ preference to play a game featuring a Female Non-

Sexualized character is less than Male Gamers’ preference to play a game featuring a Female 

Non-Sexualized character. 

Lower Cut-off (-1.645) < Test Statistic (-1.184) < Upper Cut-off (inf) 

p-value (0.1182) > alpha (0.05) 

95% Confidence Interval (-inf, 0.04066) 

Do not reject the null hypothesis 

Two-proportion P-test between Male Non-Gamers’ and Male Gamers’ preference to play a 

game featuring an average male character 

Null Hypothesis: Male Non-Gamers’ preference to play a game featuring an average male 

character is greater than or equal to Male Gamers’ preference to play a game featuring an 

average male character. 

Alternative Hypothesis: Male Non-Gamers’ preference to play a game featuring an average male 

character is less than Male Gamers’ preference to play a game featuring an average male 

character. 

Lower Cut-off (-1.645) < Test Statistic (-1.61) < Upper Cut-off (inf) 

p-value (0.0537) > alpha (0.05) 



46 
 

95% Confidence Interval (-inf, 0.008005) 

Do not reject the null hypothesis 

Two-proportion P-test between Male Non-Gamers’ and Male Gamers’ preference to play a 

game featuring an average female character 

Null Hypothesis: Male Non-Gamers’ preference to play a game featuring an average female 

character is greater than or equal to Male Gamers’ preference to play a game featuring an 

average female character. 

Alternative Hypothesis: Male Non-Gamers’ preference to play a game featuring an average 

female character is less than Male Gamers’ preference to play a game featuring an average 

female character. 

Test Statistic (-2.784) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 

p-value (0.0027) < alpha (0.05) 

95% Confidence Interval (-inf, -0.07957) 

Reject the null hypothesis, with 95% confidence, that Male Non-Gamers’ preference to play a 

game featuring an average female character is less than Male Gamers’ preference to play a game 

featuring an average female character. 

Two-proportion P-test between Male Non-Gamers’ and Male Gamers’ preference to play a 

game featuring a sexualized male character 

Null Hypothesis: Male Non-Gamers’ preference to play a game featuring a sexualized male 

character is greater than or equal to Male Gamers’ preference to play a game featuring a 

sexualized male character. 
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Alternative Hypothesis: Male Non-Gamers’ preference to play a game featuring a sexualized 

male character is less than Male Gamers’ preference to play a game featuring a sexualized male 

character. 

Lower Cut-off (-1.645) < Test Statistic (-1.232) < Upper Cut-off (inf) 

p-value (0.1089) > alpha (0.05) 

95% Confidence Interval (-inf, 0.03668) 

Do not reject the null hypothesis 

Two-proportion P-test between Male Non-Gamers’ and Male Gamers’ preference to play a 

game featuring a sexualized female character 

Null Hypothesis: Male Non-Gamers’ preference to play a game featuring a sexualized female 

character is greater than or equal to Male Gamers’ preference to play a game featuring a 

sexualized female character. 

Alternative Hypothesis: Male Non-Gamers’ preference to play a game featuring a sexualized 

female character is less than Male Gamers’ preference to play a game featuring a sexualized 

female character. 

Test Statistic (-3.044) < Lower Cut-off (-1.645) < Upper Cut-off (inf) 

p-value (0.0012) < alpha (0.05) 

95% Confidence Interval (-inf, -0.1168) 
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Reject the null hypothesis, with 95% confidence, that Male Non-Gamers’ preference to play a 

game featuring a sexualized female character is less than Male Gamers’ preference to play a 

game featuring a sexualized female character. 

Two-sample T-test of means of preferences between non-sexualized male and non-

sexualized female characters for all 166 female respondents   

Null Hypothesis: The mean of female preferences of non-sexualized female characters is greater 

than or equal to the mean of female preferences of non-sexualized male characters. 

Alternative Hypothesis: The mean of female preferences of non-sexualized female characters is 

less than the mean of female preferences of non-sexualized male characters. 

Test Statistic (-2.782) < Lower Cut-off (-1.65) < Upper Cut-off (inf)  

p-value (0.0029) < alpha (0.05) 

95% Confidence Interval (-inf, -0.128) 

Degrees of freedom (304.4) 

Reject the null hypothesis. With 95% confidence, the mean of female preferences of non-

sexualized female characters is less than the mean of female preferences of non-sexualized male 

characters. 

Two-sample T-test of means of preferences between average male and average female 

characters for all 166 female respondents  

Null Hypothesis: The mean of female preferences of average female characters is greater than or 

equal to the mean of female preferences of average male characters. 
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Alternative Hypothesis: The mean of female preferences of average female characters is less 

than the mean of female preferences of average male characters. 

Test Statistic (-3.879) < Lower Cut-off (-1.649) < Upper Cut-off (inf)  

p-value (1e-04) < alpha (0.05) 

95% Confidence Interval (-inf, -0.2784) 

Degrees of freedom (329) 

Reject the null hypothesis. With 95% confidence, the mean of female preferences of average 

female characters is less than the mean of female preferences of average male characters. 

Two-sample T-test of means of preferences between sexualized male and sexualized female 

characters for all 166 female respondents  

Null Hypothesis: The mean of female preferences of sexualized female characters is less than or 

equal to the mean of female preferences of sexualized male characters. 

Alternative Hypothesis: The mean of female preferences of sexualized female characters is 

greater than the mean of female preferences of sexualized male characters. 

Lower Cut-off (-inf) < Upper Cut-off (1.649) < Test Statistic (1.937)  

p-value (0.0268) < alpha (0.05) 

95% Confidence Interval (0.04197, inf) 

Degrees of freedom (330) 

Reject the null hypothesis. With 95% confidence, The mean of female preferences of sexualized 

female characters is greater than the mean of female preferences of sexualized male characters. 
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Female Non-Gamers’ regression between exposure to video games and average hours 

played per week 

Regression Model: Female Non-Gamers Hours = 2.614 + (-0.2036)*(Female Non-gamer 

exposure) 

Correlation Coefficient = -0.0693 

R Squared = 0.0048 

Adjusted R Squared = -0.0155 

Count = 51 

Male Non-Gamers’ regression between exposure to video games and average hours played 

per week 

Regression Model: Male Non-Gamers hours = 0.2771 + (0.6675)*(Male Non-gamer exposure) 

Correlation Coefficient = 0.3485 

R Squared = 0.1214 

Adjusted R Squared = 0.1 

Count = 43 

Female Gamers’ regression between age and average hours played per week 

Regression Model: Female Gamer Hours = 9.495 + (0.007485)*(Female Gamer Age) 

Correlation Coefficient = 0.0089 

R Squared = 0.0001 
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Adjusted R Squared = -0.0091 

Count = 111 

Male Gamers’ regression between age and average hours played per week 

Regression model: Male Gamer Hours = 13.74 + (-0.07566)*(Male Gamer Age) 

Correlation Coefficient = -0.0497 

R Squared = 0.0025 

Adjusted R Squared = -0.003 

Count = 184 

Two-proportion p-test with male protagonists in the study vs in the total collected sample 

Null Hypothesis: The proportion of male protagonists in the study is equal to the proportion of 

male protagonists in the total collected sample. 

Alternative Hypothesis: The proportion of male protagonists in the study is not equal to the 

proportion of male protagonists in the total collected sample. 
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