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                                                      CHAPTER 1 
                                                   INTRODUCTION


1.1 THE EVOLUTION OF COMPUTER
In the 18th century and 19th century, theoretical and experimental research on electricity led to the invention of the first electric machines and the first widespread use of electricity. In the late 19th century, the British physicist Sir Joseph John Thomson discovered the electron and evaluated its electrical charge. In the United States, Robert A. Millikan developed a vacuum diode in 1897, and Lee De Forest developed a vacuum triode for amplifying electrical signals. In the following years, the invention of integrated circuits changed the structure of electrical circuits dramatically, leading to the integration of the entire electronic circuit on a single chip. This, combined with the low cost, small size, and light weight of electronic devices, led to the explosion of electronic items we now think of as normal. In the 21st century, electronic circuits and devices can be found in gadgets, household appliances, computers, transportation systems, mobile phones, cameras, television, and some other forms of electronic equipment.

Programmable computers have their roots in the work of an English mechanical engineer, and polymath named Charkes Babbage who designed and developed the first mechanical computer in the early 1800s. Over the past 40 years, computers have evolved from a specialized and limited tool for information management and communication processes in the modern organisation to a versatile tool to for almost any application, though not everywhere at the same speed. The principle of the modern computer was proposed by Alan Turing an English mathematician and a computer scientist. He was the one who proposed the principle of the modern computer.

PCs are used as control frame works for a vast range of modern and consumable goods. This includes basic gadgets such as modern robots, and a PC supported plan, as well as a universally useful gadgets such as PCs and cell phones.

1.2 EVOLUTION OF COMPUTER GAMES
Computers have gone through many changes over the years. From simple text adventures to immersive VR experiences, games have changes along with computing hardware and software development. When computing was first introduced, games were primitive and often limited  by hardware limitations. Games such as adventure and Zork relies on the players wild imaginations to fill in the gaps that they left by the crude graphics. However, as the technology advanced, games became more complex and realistic. In the 1980s, graphical user interfaces [ GUI] were introduced, leading to the visually appealing games like ‘Pac man’ or space invaders. These games captured the imaginations of millions of players and laid the groundwork for the modern video game industry.

The 1990s were a golden age for the computer games, with the 3D Graphics becoming more and more popular and processors are becoming more powerful. Games such as ‘super Mario’ and quake opened up new worlds and allowed players to experience intense gameplay, The turn of the century saw the emergence of the online games, with titles such as ‘world of warcraft’ or counter strike’ redefining multiplayer gaming. Digital distribution platforms such as steam made it easy for gamers to access and play a huge library of games at home. Now we are on the verge of a new era in the gaming field, with the development of virtual reality and augmented reality technologies. With the games such as ‘Beat Saber’ and pokemon Go’, players will be able to experience immersive and interactivity that were once thought to be the only possible in science fictions,

1.3 INTERNET AND ITS EVOLUTION.
The Internet is a vital Part of our lives, has grown from a small research project into a global network that connects billions of people around the world. The internet was born out of the ARPANET network in the late 60s as a way to communicate with a few select universities. But it was not until the 1990s the internet really took off, with the development of the world wide web (WWW), which introduced a more user friendly way to access and share information This rapid growth was driven by the popularity of personal computers, as well as the democratisation of access through internet Service providers (ISP). Search engines such as Google and yahoo made it easier than ever to navigate the vast array of online content, changing the way people interact with information.
In the early 2000s, social media platforms like Facebook and Twitter took the Internet to the next level, making it a vibrant place for people to interact and express themselves. The mobile revolution also sped up Internet usage, allowing people to use their smartphones and tablets to access the internet anytime, anywhere. Nowadays, the Internet offers a wide range of services, including e-commerce, streaming platforms, cloud computing, and online gaming, among others. The Internet continues to evolve, with new innovations such as AI, blockchain, and the IoT promising to transform industries and societies like never before. 

1.4 COMMUNICATION, TECHNOLOGY AND SOCIAL RELATIONSHIPS.
A network society, as defined by Manuel Castells, is a society whose social system is composed of networks powered by information and communications technologies (ICTs). Health and wellbeing of a person is considered as an integral part of a person’s life. It may be due to the increasing population dynamics, demographics and technological advances. The network society is an important concept to understand the changing relationship between people around the globe and also the role that technology and media plays in such relationships. A lot of researches and studies have been conducted in order to understand the effects of innovations and its impact on the emotional wellbeing of a person. 
Thus, communication and technology have a lot of impact on the overall wellbeing of a person. Many of the previous works done have basically focussed on how its relationship effect the work.

1.5 INFORMATION AND COMMUNICATION TECHNOLOGY

ICT as defined by the Information Technology Association of America ( ITAA), is the study, development, deployment, support or administration of computer as a service information systems, including software applications and computer hardware. 
Ict refers to the use of technologies to process, compute and communicate information. In a particular context, such as education, healthcare or libraries, information and communication technology (ICT) affects the way we learn, work and live and is often discussed. To help people, companies and organisations utilize information, a useful way to think about the information is to recognize all the uses that already exist for digital technology. ICT includes any product that, in an electronic medium store, collects transmits information electronically and applies to such products. What is important is how these various uses interact with each other. Personal computers, digital television, email, robots etc 
There are a number of devices that includes the use of computer chips. This computer chip is helpful in monitoring the movements of a person especially in our homes, educational institutions and in many social gatherings. There are many devices such as access cards, mobile phones, scanners, mobile devices, medical devices and many more.

The information Technology is considered as a very familiar term among the new generation. But its origin can be found from the military and industry during the time of world war 2. During the 1970s, the military funded for a lot of researches that are related to the expansion of computer and technology.

From the 1970s, there has been four generations of computer. With each generation passing by, there was a decrease in the hardware size. The computer operations have become more efficient and powerful. The capabilities of the computer have increased. First generation computers operated with vacuum tubes, then with employed transistors, integrated circuits and the fourth generation on integrated circuits. The fifth-generation computers relied on  artificial intelligence and it is still now in the experiment phase.

1.6 THE IMPACT OF TECHNOLOGY ON A PERSON’S SOCIAL RELATIONSHIP.
In the last decade, we have seen tremendous amount of change around the world. This is largely due to the development of high-speed internet connectivity and various hardware and software tools. In short, technology has made itself an essential part of people’s lives. It has changed the way we think, the way we socialize, and the way we build relationships.
Just a few decades ago, the communication was a huge challenge for many people. We were only able to communicate with a small group of people in our immediate circle. But with the advent of the internet and the email systems, we entered a new era of communication and social relations. Over the years, both the hardware and software tools have been developed to make communication much easier. We all have a small computer that allows us to connect with everyone in the world at a very low cost. We can interact and communicate with people through apps like Facebook, telegram and WhatsApp, snapchat and skype and hundreds of others from all over the world every day.
Giant social networks such as Facebook, twitter and Instagram have made it possible to share stuff from our life with all of our friends at the same time. Not only can you communicate with just one person through these social networks but you can also group chats where you can communicate with both small and large groups of people at once. Technology has made it easier for people and large groups of people to communicate. However, this highly effective communication has also made some negative consequences. Having the ability to communicate with people online has greatly improved social relationships. However, there are some problems with face-to-face communication.
Some people hit the pause button with their friends that surround them. They continue to perform on relationships with people living remote. Yes it’s quiet rude, but it is what many peope do. It also creates anger in many social circles, especially if we ask for quality family time.
Instead of enjoying this moment with people around us, those tiny gadgets stuck to our side and that we’re mostly elsewhere. This will sometimes contribute to the development of gaps in social relationships with people we see every day. It’s not an insurmountable problem, but it will take time for people to get used to using the newest technologies and what the right etiquette should be. The matter needs to be addressed in classrooms where children learn the difference between virtual and real-world communication.

1.7 ONLINE GAMES
Online games refer to video games that are played over a network, typically the Internet, allowing multiple players to participate simultaneously from different locations. These games can range from simple browser-based titles to complex multiplayer online role-playing games (MMORPGs) and competitive esports. 
The landscape of online gaming has experienced a remarkable transformation, evolving from simple text-based adventures to intricate and immersive experience that connect millions of players across the globe. Initially emerging in the late 20th c, online gaming provided basic multiplayer capabilities, allowing players to collaborate or compete over local area networks or early internet connections. The evolution of online gaming gained momentum with the widespread adoption of broadband internet in the early 2000s. This advancement facilitated smoother gameplay and empowered developers to construct more intricate virtual realms. Massively multi player online role-playing games such as world of warcraft and ever quest gained immense popularity, Immersing players in expansive and persistent online universe inhabited by thousands of other participants. The advent of social media and media technology further Revolutionized online gaming, Resulting in the proliferation of casual and social games accessible through web browsers and mobile applications. Titles like farm ville and Angry birds appealed to a broader audience, blurring the boundaries between traditional gamers and casual players. Presently Online gaming encompasses a diverse range of genres and platforms. From the competitive esports title like the League of the legends and counter strike to massively multiplayer online battle royale games liken the fortnite and player unknowns Battlegrounds," the options are vast. Moreover, the emergence of virtual reality (VR) and augmented reality (AR) technologies holds the promise of pushing the boundaries of immersion and interactivity even further, opening up new horizons for the future of online gaming.

1.8 SOCIOLOGY OF MEDIA
The field of mass media sociology delves into the examination of television, print, and more recently, online media establishments, products, and audiences. Its origins can be traced back to the early sociological theories in America and Europe that acknowledged the growth and influence of the media, particularly the press, as crucial for societal change and transformation. The shift from popular sociology to media sociology has altered the trajectory of its research. This shift has allowed for innovative interactions with media institutions, media culture, and media consumers. Nonetheless, the interdisciplinary nature of this field has prompted media sociologists to frequently reevaluate the impact of their work and reaffirm its significance.
1.9 NETWORK SOCIETY.
In today's digital age, the notion of network society has gained a lot of attention. With the advancement of the technology and the Internet, our world has become more interconnected than even before. This connection has altered how we communicate, collaborate and engage with one another. individuals in a network are longer restricted by the physical borders or limits. 

1.10 REVOLUTION OF TECHNOLOGY
Technology as we all know is currently facing a lot of revolutions and innovations. Huan beings are still evolving. There has been a significant growth in the hardware, software and also in the way of communication. The mobile leaders are now facing hyper completion in the field of mobile app development. All they want is meet the demands of the customers. There are many uses of a smartphones such as watching movies, playing games, making phone calls, chatting and emailing. There are many studies that been conducted in order to understand how the smartphones effect the social relationships and interactions of a person. Email was first established in 1975. It was a way on sending and communicating messages to a person. Social networking is changing the perception through which the communication takes place. It is efficient and also improving the functionality of which the communication takes place. There may be a lot of drawbacks, but still it is considered as the most efficient way of communication in recent times. 





Social networking actually provides a lot of features such as image, music, videos and many more. When users try to access these platforms, they are encouraged to connect with others, commonly referred to as friends. each social networking has its own features and uniqueness. This is what sets it apart. It is natural human tendency to form good relation with the others
The advancement of communication technology has led to billions of people using the mobile phones in order to connect with people. But there is critical analysis and many debates are taking place whether the mobile phones are actually fulfilling the needs of the person in terms of the social relationships and communication.
However, the changing trends in communication has transformed the mobiles into sophisticated devices with advanced features and connectivity. Cell phones now are not restricted to the communication between two individuals. Smart phones are now becoming smarter than the functioning of  a computer.
Mobile phones now have internet connections and can is used for multiple purposes. Mobile phones are playing an integral of our lives now. Mobile phones are used to playing online games, listening to music and also reading books and doing banking and economic activities.
Mobile phones have now become an integral part of the contemporary culture, with the person constantly becoming immersed into the virtual world. The reliance on the smart phones are becoming more and more day by day.
According to the study, individuals between the ages of 18 and 44 who own iPhones and Android smartphones make up a significant portion of the U.S. population. The research indicates that nearly half of the population uses a smartphone, with projections suggesting that this number will increase to 68 percent by 2017. The study also reveals that 4 out of 5 smartphone owners check their devices within the first 15 minutes of waking up, and approximately 80 percent reach for their phones before engaging in any other activity. Additionally, throughout the day, 79 percent of smartphone users keep their devices close by, while 20 percent cannot recall a moment when their phone was not in the same room as them. The research further highlights that during social gatherings, individuals tend to use social media apps like Twitter and Facebook more frequently to share experiences, images, status updates, and check-ins with friends. This trend raises concerns about the extent to which people prioritize their online social interactions over face-to-face interactions with those in their physical surroundings.

1.11 SOCIOLOGY OF GENDER.
Gender roles, identities, and expectations are socially constructed concepts that are influenced by various factors such as social norms, cultural beliefs, and institutional practices. These constructs shape individuals' experiences and opportunities based on their perceived gender, leading to inequalities and discrimination in many aspects of life. Societies often assign specific roles, behaviours , and attributes to individuals based on their gender, reinforcing stereotypes and limiting the potential for personal growth and development. This results in disparities in access to resources, opportunities for advancement, and treatment in social interactions, particularly for women who are often marginalized and disadvantaged compared to men. Furthermore, the sociology of gender acknowledges that gender identity is not limited to binary categories of male and female, but rather exists on a spectrum that includes transgender, non-binary, and genderqueer individuals. 

1.12 INVOLVEMENT OF FEMALES IN ONLINE GAMES
In the past, online games were considered as a genre or an area that meant only for men and boys. But as time passed by, the relation between the gaming and females have undergone significant changes which is a reflection of changing attitudes of society toward females. In the past women used to face a lot of marginalisation in the gaming communities. Now there is increased recognition and presence of women in the gaming world.
Initially, video game marketing was towards men and young boys. Female characters in gaming were often seen in stereotypical roles often used to attract males. Women were seen in hypersexual figures which was used to attract a lot of male audiences. These persistent stereotypes have made gaming a male dominated area and this isolated a lot of women gamers.
Despite these challenges, women have always been active participants in gaming, although their contributions were often overlooked or marginalized. 



Due to the increase in technology, the gaming has become more accessible through smartphones, social media and casual gaming platforms. The demographics of the gamers has started to change.
The increasing representation of women in gaming has now resulted in the gender diversity and in the gaming industry. Female gamers are now forming their own communities and also fighting for their inclusivity and also for reducing gender inclusivity in the gaming industry. Even though there are a lot of changes taking place, there are still problems being faced. Females are often receiving sexist remarks and online abuse and exclusions. Addressing these issues in an effective manner is what is to be done.

The realm of online gaming has experienced a lot of change and transformation happening in the recent years, it is now becoming a wide source of entertainment for all. There are still a lot of gender disparities being faced by the females. There are still under representations of females. This research is focussing on the preferences involvement and awareness of females in the Kochi city regarding the online gaming, shedding light on the experiences and perspectives within this rapidly expanding domain.
 
The findings of this study unveil a diverse array of gaming preferences among females in Kochi City, with participants expressing interest in various genres, including casual, multiplayer, and role-playing games. Many participants reported engaging in gaming on a regular basis, with some highlighting its role as a means of stress relief and social interaction. However, a significant number of respondents also voiced concerns regarding the lack of opportunities for female representation and inclusion within the gaming industry.

















                                                       CHAPTER 2
REVIEW OF LITERATURE













A literature review (UW Writing Centre, 2020) is a critical analysis of a section of a body of published literature by summarizing, classifying, and comparing existing research studies, literature reviews, and theoretical articles. A literature review helps a researcher gain a better understanding of different aspects of their research.

In this chapter, we look at the secondary data that the researcher uses to evaluate the online gaming preferences, involvement and awareness of females in Kochi city. Secondary data includes articles, books, journal articles, periodicals, magazines, and government reports were analysed in order to understand the gaps that are involved in this area of research. It was understood that not much sociological researches were conducted in the area of virtual/online gaming preferences from a female point of view. This is what makes the research much more authentic and unique.
Hartmann, T., & Klimmt, C. (2006) in their work named ‘Gender and Computer Games: Exploring Females’ says that, Girls and women play video games less frequently than the boys and men do one average, and what they do, they frequently favour other games. This work summarizes two studies that looked at German women’s attitudes towards video gaming. His study used the conjoint analysis to examine how female respondents rated fictional video games and the results showed that lack of meaningful social interaction was the main deterrent of the females, followed by the violent content and sexual gender gender role stereotyping of game characters, Female respondents to an online poll, expressed a lower interest in the competitive aspects of the video games, providing a possible explanation of gender differences in game choice. Regarding communication theory and interactive entertainment, these findings can be examined.

Agosto, D. E. (2004) in his work, Girls and gaming: a summary of the research with implications for practice, says that the subject of gender and computer gaming has attracted a lot of research interest during the past two decades. The relative frequency with which girls and boys use computer games, the educational advantages of gaming, and the kinds of educational content that appeal to girls are just a few of the related topics that researchers have looked at.
Although boys and girls can use computers and computer games equally well, most researchers now concur that boys are more likely to choose to play with them than girls are, and children of both sexes view computers and computer games as "boys' toys" (Cassell & Jenkins, 1998, p. 14)

McLean, L & Griffiths, M.D (2019), in their research work named Female Gamers’ Experience of Online Harassment and Social Support in Online Gaming: A Qualitative Study, says that Female gaming is a relatively under-researched area, and female gamers often report experiencing harassment while gaming online. This study examined women's experiences of social support while playing online video games, as previous research has shown that women often experience harassment and negative interactions while playing. The data was collected from an online discussion forum and consisted of the writings of 271 female gamers. Thematic analysis of the discussions revealed that  lack of social support and harassment often led to female players playing alone, playing anonymously and regularly moving in groups. Female gamers reported experiencing anxiety and loneliness due to a lack of social support, and for many this was reflected in their experience of social support outside of gaming. Female gamers often endorsed integrating some coping strategies into their games to mitigate online bullying, including actively hiding their identity and avoiding all  verbal interactions with other gamers. These issues are discussed in relation to relevant research in the field, with recommendations for future research and consideration of possible explanations for the issues under consideration.
Williams, A. J., Griffiths, M. D., & Kuss, D. J. (2019) in their work named ‘Female Gaming, Gaming Addiction, and the Role of Women Within Gaming Culture: A Narrative Literature Review’ Inquire about examining female gaming has started to rise in spite of gaming being customarily more prevalent with guys. Inquire about within the 21st century has drawn consideration to the part of ladies in culture, society, and innovation, and female gaming is one of the developing marvels not to have been inquired about in profundity. The point of the display paper was to audit female gaming (i.e., the part of females inside video amusement culture) and recognize any related psychopathological symptomatology. The survey adjusted the Test, Wonder of Intrigued, Plan, Assessment, Inquire about (SPIDER) model in conducting a story writing audit. A look of three logical electronic databases yielded 49 papers for assist assessment. From a methodological point of view, ponders had to fulfill the taking after criteria to be included: i) distributed between the a long time 2000 and 2018; ii) surveyed female gaming or the female position inside gaming culture, iii) contained quantitative, subjective, or blended strategies approaches to create observational information or talk about hypothetical suggestions through surveys, iv) be retrievable as a full-text peer-reviewed diary paper, and v) distributed in English, German, Clean, Spanish, Italian, Portuguese, or French. Four categories developed from the papers: i) the benefits of female gaming, ii) why ladies might play video recreations less than men, iii) recognitions and substances of female characters inside video diversions, and iv) women’s position in gaming culture. The most discoveries appeared playing video recreations has benefits for ladies in terms of improving cognitive, social, and physical capacities. Be that as it may, they are less empowered to play video recreations due to negative desires based on sex and/or encounters amid amusement play. Video diversions are related with cliché male characteristics, such as being excessively forceful, and habitually contain sexualized substance. Female gamers show up to require adapting procedures to handle online harassment. Females see for diverse things in video recreations, which are not regularly included in diversion plans in this manner constraining their capacities. For occurrence, female avatar representation—which is overstated and hypersexualized—can provoke social comparisons and lead to sentiments of diminished self-esteem, sadness, and other impacts on well-being. By and large, there are still deterrents for ladies playing video diversions indeed in spite of the fact that they contain half of the gaming populace.

 Taylor, T. L. (2003) in his research work named ‘Multiple Pleasures: Women and Online Gaming. Convergence’ investigates the relationship between gender and computer games by examining the rising number of female players in massively multiplayer online role-playing games (MMORPGs). It investigates areas that are often associated with males and tries to comprehend the many motivations that women may have for taking part. The themes of social contact, mastery and prestige, team engagement, and discovery are seen to be the most enticing online activities for female gamers, according to ethnographic and interview data. The topic of violence is examined because fighting is frequently a part of these online games. This article investigates how concentrating on the enjoyments women get from gaming may contribute to a more sophisticated understanding of both gender and video games, as opposed to viewing this group of gamers as an aberration.

Dmitri Williams and others (2009) in his work ‘Looking for Gender: Gender Roles and Behaviours among Online Gamers’ integrated a sizable survey dataset with unobtrusive behavioural data from a year of play, many hypotheses on the significance of gender and relationships were evaluated. Males played more aggressively and for achievement-oriented motivations than females, which was expected, especially in romantic situations when both partners participated. The general happiness of female participants in these partnerships was higher than that of the male players. Contrary to popular belief and assumptions, female participants played the majority of games. Additionally, female athletes had better health than male athletes or females in general. In particular, the use of self-reported time spent, which was consistently inaccurate and differed by gender, has important implications for gender theory and communication-oriented methodologies in games and online research.
Sharma, Manoj & Anand, Nitin & Suma, Nando & Thakur, Pranjali Chakraborty & Sahu, Maya & John, Nisha & Tadpatrikar, Ashwini & Singh, Priya & S J, Ajith & Biswas, Ankita & Archana, R & Vishwakarma, Akash & Murthy D, Keshava. (2019) in their research work named ‘Reasons for playing online games among females: A case report based evidence. Journal of Mental Health and Human Behaviour’ suggests that There hasn't been much research done on women and internet gaming. The propensity for violent games is also shared among female players. A 17-year-old female secondary student from a nuclear household with a single kid complained of playing online games, expressing anger more frequently, performing worse in class, and engaging in less social interactions. The example showed that among females, playing games was more frequently done for feelings of accomplishment, escapism, diversion, and forming social connections. The situation also showed emotional dyscontrol problems, which were related to the lack of play opportunities. The instance suggests improving cross-cultural understanding, understanding the process difficulties of female gaming behaviours, as well as screening and developing preventative methods.

Lopez-Fernandez, O., Williams, A. J., Griffiths, M. D., & Kuss, D. J. (2019) in their work named ‘Female Gaming, Gaming Addiction, and the Role of Women Within Gaming Culture’ suggests that Studies examining female gaming are beginning to emerge, although traditionally gaming has been more popular among men. Research in the 21st century has drawn attention to the role of women in culture, society and technology, and female gaming is a growing phenomenon that has not  been studied in depth. The purpose of this article was to examine female gaming (ie, the role of women in gaming culture) and identify  associated psychopathological symptoms. The review adapted the Sample, Phenomenon of Interest, Design, Evaluation, Research (SPIDER) model to conduct a narrative literature review. A search of three scientific electronic databases yielded 49 articles for further review. From a methodological point of view, studies had to meet the following criteria for inclusion: i) published between  2000 and 2018; ii) assessed women's gaming or the status of women in gaming culture, iii) involved quantitative, qualitative, or mixed methods  to generate empirical data or address theoretical implications through reviews, iv) be available in full text as  peer-reviewed journal articles, and v. ) published in English, German, Polish, Spanish, Italian, Portuguese or French. Four categories emerged from the reports: i) the benefits of female gaming, ii) why women might play video games less than men, iii) perceptions and realities of female characters in video games, and iv) the status of women in gaming culture. The main findings showed that playing video games is beneficial for women by improving their cognitive, social and physical skills. However, they are discouraged from playing video games due to negative expectations based on gender and/or gaming experience. Video games are associated with stereotypical male characteristics, such as  overly aggressive behavior, and often contain sexual content. It appears that female gamers need strategies to deal with online bullying. Women look for different things in video games that are often not  included in the game design, limiting their abilities. For example, the representation of a female avatar - which is exaggerated and hypersexual - can provoke social comparisons and lead to low self-esteem, depression and other well-being effects. Overall, women still face barriers to playing video games despite making up half of the gaming population.





















CHAPTER 3
METHODOLOGY











STATEMENT OF THE PROBLEM
The research will seek to examine the sociological aspects of online gaming preferences, involvement and awareness among females in Kochi City. The specific objectives are; understanding the socio-economic background of the respondents, identifying popular genres of gaming within the female community in Kochi City, studying factors that influence women’s gaming preference, assessing to what extend do females use online games, examining how internet gameplay affect social interactions and relationships between people playing them by internet means, analysing female gamers’ problems during gameplay activity, and evaluating respondents’ awareness about perils related with web-based gaming.

GENERAL OBJECTIVE
To conduct a comprehensive sociological analysis of online gaming preferences among females in Kochi City, aiming to understand the social dynamics, cultural influences, and individual factors that shape their gaming choices and experiences

SPECIFIC OBJECTIVES
1. To understand the socio-economic background of the respondents.
2. To identify the most popular gaming genres among females in Kochi City.
3. To study the factors influencing female gaming preferences.
4. To study the extent of the use of online games among the females of Kochi City.
5. To understand how online gaming affect the social interactions and relationships among females in Kochi City.
6. To analyze issues experienced by females when playing an online game.
7. To analyze if the respondents are aware of the risks involved while playing an online game.

HYPOTHESIS OF THE STUDY
H1: Women prefer casual games than simulation games.
H2: The lesser the age, the higher would be the time spent on playing online games.
H3: Online gaming can promote social interactions and build strong social relationships.
H4: females experience gender discrimination while playing online games.
H5: Females who are involved in online games are not aware of the risks while playing an online game

OPERATIONAL DEFINITIONS
· Online games: In this study, an online game is an interactive digital game played over the internet or through online platforms by females in Kochi City.
· Online gamers: In this study, an online gamer refers to a female aged 10-70 A years who plays games over the internet through online platforms

VARIABLES
· Independent variables: Age, Education, income, occupation, Religion, types of family.

· Dependent Variables: the online gaming preferences and involvement of females in online gaming, the most preferred gaming genres of females in Kochi, the socio-economic factors, social interactions, social relationships and risks faced by females while playing an online game


RESEARCH DESIGN
· A descriptive research design is used for analyzing the online gaming preferences and involvement of females.

UNIVERSE
· Females who play online games in Kochi is taken as the universe of the study.

SAMPLE SIZE
· 101 samples were received during the data collection.
METHOD OF SAMPLING 
· Snowball sampling Method
TOOL FOR DATA COLLECTION
In this study, the questionnaire will be used as a tool for data collection.

THEORETICAL FRAMEWORK
Network Society: Manuel Castells' theory emphasizes the significance of networks in contemporary society. In the context of gaming, this theory examines the connections and relationships that form within gaming communities, highlighting their social and communicative aspects.
Hyperreality: Drawing from Jean Baudrillard's concept, this theory suggests that gaming creates a hyperreal environment, blurring the lines between reality and simulation. Gamers immerse themselves in virtual worlds that often mimic or amplify aspects of the real world, leading to complex interactions between the two.
Simulacra and Simulation: Also from Baudrillard, this theory explores how gaming can give rise to simulations that are disconnected from their original referents. In gaming, simulations (virtual worlds) can take on a life of their own, independent of the physical world they're based on.

SIGNIFICANCE OF THE STUDY.
The research paper “Online Gaming Preferences, Involvement, and Awareness of Females: A Sociological Analysis with Special Reference to Kochi City” is highly significant in numerous respects. Initially, the understanding of participants’ socio-economic background offers valuable insights into demographic variables that can influence gaming behaviour among girls within a particular urban region like Kochi City. The identification of favourite games by girl’s population residing in Kochi city is essential for developers and marketers to develop what they produce in accordance with this specific demographic.

Further studying female gaming choices can be used as an opportunity to clarify why women engage in online games. Moreover, the analysis on the scope of online game use among females living within Kochi metropolis will help determine how common and fashionable is playing games within this population. Finally, grasping how online game plays social life and relationships between females situated in the city of Kochi becomes necessary when investigating social dynamics and impacts of gaming on interpersonal bonds.























CHAPTER 4
ANALYSIS AND INTERPRETATION.













4.1 SOCIO ECONOMIC PARAMETERS

4.1.1 AGE
Out of 101 respondents, 52.5% of the respondents belongs to the age category 20-30, 24.8% of the respondents belongs to the age category 10-20, 7.9 % of the respondents belongs to the age category of 30-40, 6.9 % of the respondents belonged to the age category 40-50, 2 % of the respondents belongs to the age category 50-60 and 5.9 % of the respondents belonged to the age group of 50-60. Thus, it can be said that the age category {20-30} has the highest response rate.



Fig 4.2.1
[image: Forms response chart. Question title: What is your age?. Number of responses: 101 responses.]


Table 4.3.1
	AGE
	FREQUENCY
	PERCENTAGE OF THE RESPONDENTS

	
	
	

	10-20
	25
	24.8%

	20-30
	53
	52.5%

	30-40
	8
	7.9%

	40-50
	7
	6.9%

	50-60
	2
	2%

	60 & ABOVE
	6
	5.9%








4.1.2EDUCATIONAL QUALIFICATION
Fig 4.2.2
[image: Forms response chart. Question title: Eduacational Qualification.. Number of responses: 101 responses.]
An educational qualification is a certificate, diploma, or degree that verifies the completion of a particular course of study or stage of the program. Out of the 101 respondents, 50.5% of the respondents have attained a bachelor’s degree, where as 29.7 % of the respondents have attained a Master’s degree, 14.9% of the respondents have attained Higher Secondary Education, 4% of the respondents belong to other category of Education {such as a diploma/PhD etc} & 1% of the respondents have attained secondary school education. Thus, it can be observed that most of the respondents have attained minimum educational qualification.

Table 4.3.2
	EDUCATION
	FREQUENCY
	PERCENTAGE

	Primary school
	0
	0

	Secondary school
	1
	1%

	Higher Secondary school
	15
	15%

	Bachelor’s degree
	51
	29.7%

	Master’s degree
	15
	14.9%

	Others
	4
	4%

	total
	101
	100%







4.1.3CURRENT STATUS

Fig 4.2.3
[image: Forms response chart. Question title: Current Status. Number of responses: 101 responses.]
The current Status of a person in this Study Signifies whether the respondent is a student, employed or Unemployed. Out of the 101 respondents, 58.4% of the Respondents are students, 25.7% of the respondents are employed and 15.8 % of the respondents are Unemployed.



Table 4.3.3
	CURRENT STATUS
	FREQUENCY
	PERCENTAGE

	EMPLOYED
	26
	25.7%

	STUDENT
	59
	58.4%

	UNEMPLOYED
	16
	15.8%

	TOTAL
	101
	100%




4.1.4 MONTHLY HOUSEHOLD INCOME

Fig 4.2.4
[image: Forms response chart. Question title: Monthly Household Income. Number of responses: 101 responses.]
Household income is the total revenue generated by each member of a household during the course of twelve months. Out of 101 respondents, 37.6% of the respondents generate a monthly income of less than 50000 INR, 25.6% of the respondents generate a monthly income which lies between 50000-100000 INR. 11.9% of the respondents generate an income which lies between 100000-200000 INR. 6% of the respondents generate a monthly income which lies between 2000000-3000000 INR. 18.8% of the respondents generate a monthly income of more than 3000000 INR.

Table 4.3.4

	HOUSEHOLD INCOME
	FREQUENCY
	PERCENTAGE

	Less than 50000
	38
	37.6%

	50000 to 1 lac
	26
	25.6%

	1 lac to 2 lacs
	12
	11.9%

	2 lacs to 3 lacs
	6
	6%

	More than 3 lacs
	19
	18.8%

	TOTAL
	101
	100%







4.1.5 RELIGION

Fig 4.2.5
[image: Forms response chart. Question title: Religion. Number of responses: 101 responses.]

Out of the 101 responses, 70.3% of the respondents follow Christianity as their religion, 19.8% of the respondents follow Hinduism as their religion and 9.9 % of the respondents follow Islam as their religion. Thus, it can be observed that majority of the respondents follow Christianity as their religion.

Table 4.3.5

	RELIGION
	FREQUENCY
	PERCENTAGE

	Christianity
	71
	70.3%

	Hinduism
	20
	19.8%

	Islam
	10
	9.9%

	TOTAL
	101
	101%







4.1.6 MARITAL STATUS
[image: Forms response chart. Question title: Marital Status.. Number of responses: 101 responses.]
Marital status refers to whether a person is single, married, divorced, separated, or widowed. It's a legal and social classification that can affect rights and benefits. 

Out of 101 responses, 70.2% of the respondents are single i.e. not married, 27.7% of the respondents are married and 2% of the respondents are widowed.


Table 4.3.6
	MARITAL STATUS
	FREQUENCY
	PERCENTAGE

	Married
	28
	27.7%

	Single
	71
	70.2%

	Widowed
	2
	2%

	TOTAL
	101
	100%







4.1.7 LOCALITY
4.2.7
[image: Forms response chart. Question title: Locality. Number of responses: 101 responses.]
Locality refers to a specific area, neighbourhood, or region, often with distinct characteristics or features. It's a term used to describe a particular geographical location within a larger area.

Out of 101 respondents, 71.3% of the respondents reside in urban areas and 28.7% of the respondents reside in rural areas.

Table 4.3.7
	LOCALITY
	FREQUENCY
	PERCENTAGE

	Rural
	29
	28.7%

	Urban
	72
	71.3%

	TOTAL
	101
	100%


 


4.1.8 DO YOU LIKE PLAYING ONLINE GAMES?
Fig 4.2.8

[image: Forms response chart. Question title: Do you like playing online games?. Number of responses: 101 responses.]

From the above pie chart, 55.4 %  of the respondents play online games sometimes when they are bored, 21.8% of the respondents like to play online games and  22.8% of the respondents do not like to play online games




4.1.9 HOW OFTEN DO YOU PLAY ONLINE GAMES?
Fig 4.2.9.
[image: Forms response chart. Question title: How often do you play online games?. Number of responses: 101 responses.]
This pie chart indicates whether the respondents play online games on a daily, weekly or monthly basis. From the 101 respondents, 71.3% of the respondents play online games rarely, 17.8% of the respondents play online games on a weekly basis, 8.9% of the respondents play online games on a daily basis and 2% of the respondents play online games on a monthly basis.

Table 4.3.9

	FREQUENCY OF PLAYING ONLINE GAMES
	FREQUENCY
	PERCENTAGE

	Daily
	9
	8.9%

	Monthly
	2
	2%

	Weekly
	18
	17.8%

	Rarely
	72
	71.3%

	TOTAL
	101
	100%







4.1.10 WHAT TYPE OF ONLINE GAMES DO YOU PREFER THE MOST?

Fig 4.2.10
[image: Forms response chart. Question title: What type of Online games do you prefer the most?. Number of responses: 101 responses.]
The above pie chart indicates the types of Online games that are preferred by the respondents which includes action/adventure, role playing games, Dressup/makeover games, cooking games, puzzle/strategy, simulation, sports, racing etc. From the 101 respondents, 35.6% of the respondents prefer playing puzzle/strategy, 24.8% of the respondents prefer playing action/adventure games, 12.9% of the respondents prefer cooking games, 9.9% of the respondents prefer dress up/makeover games, 4% of the respondents have preferred role playing games, 2% of the respondents have preferred simulation games and the rest 1% of the respondents have preferred sports. It must be observed that no one has preferred racing as a preferred game to play.

Table 4.3.10.

	GENRE OF GAMES 
	FREQUENCY
	PERCENTAGE

	Action
	25
	24.8%

	Cooking games
	13
	12.9%

	Dress up games
	10
	9.9%

	Puzzle/strategy 
	36
	35.6%

	Racing
	10
	9.9%

	Role playing games
	4
	4%

	Simulation
	2
	2%

	Sports
	1
	1%

	TOTAL
	101
	100%







4.1.11WHAT FACTORS INFLUENCE YOUR CHOICE OF ONLINE GAME?
Fig 4.2.11
[image: Forms response chart. Question title: What factors influence your choice of online game? . Number of responses: 101 responses.]
The pie chart here signifies the important factors that influence the choice of online games.40.6% of the respondents are influenced by their own personal interest.28.6% of the respondents are influenced by the graphic and visual excellence that the gaming provides to the players. 15.8% of the respondents chose Availability of free games as the influencing factor. 5% of the respondents have chosen multiplayer feature as the influencing factor, the 6% of the respondents have chosen peer influence as the influencing factor and 4% of the respondents have chosen peer influence as the influencing factor.
Table 4.3.11
	FACTORS THAT INFLUENCE GAMING
	FREQURNCY
	PERCENTAGE

	Availability of free games
	16
	15.8%

	Graphics & Visuals
	29
	28.6%

	Multiplayer Features
	5
	5%

	Peer Influence
	6
	6%

	Personal Interest
	41
	40.6%

	Storyline & Plot
	4
	4%

	Total
	101
	100%





4.1.12 ON AVERAGE HOW MANY HOURS DO YOU SPEND PLAYING AN ONLINE GAME?

Fig 4.2.12
[image: Forms response chart. Question title: On Average, how many hours do you spend playing an online game?. Number of responses: 101 responses.]
The pie chart here signifies the number of hours that a player spends in order to play an Online game. 77.2% of the respondents spends less than one hour for playing an online game.16.8 % of the respondents spend 1-2 hours  for playing an online game.3% of the respondents spend 3-4 hours for playing online games 2% of the respondents spend more than 6 hours in playing online games and rest 1% of the respondents spend 5-6 hours in playing online games.

Table 4.3.12
	NO OF HOURS
	FREQUENCY
	PERCENTAGE

	1 to 2 hours
	17
	16.8%

	3 to 4 hours
	3
	3%

	5 to 6 hours
	1
	1%

	Less than 1 hour
	78
	77.2%

	more than 6 hours
	2
	2%

	Total
	101
	100%





4.1.13 WITH WHOM DO YOU PRIMARILY PLAY ONLINE GAMES WITH?
Fig 4.2.13
[image: Forms response chart. Question title: With whom do you primarily play online games?. Number of responses: 101 responses.]
The pie chart here indicates that, 54.5% of the respondents primarily play with their friends,37.6% of the respondents primarily play with family members and 7.9 % of the respondents play games primarily with strangers.

Table 4.3.13
	WHOM DO YOU PLAY GAMES WITH 
	FREQUENCY
	PERCENTAGE

	Family
	38
	37.6%

	Friends
	55
	54.5%

	Strangers
	8
	7.8%

	Total
	101
	100%




4.1.14 HOW HAVE ONLINE GAMES IMPACTE YOUR SOCIAL BEHAVIOUR, INTERACTIONS AND SOCIAL RELATIONSHIPS.

Fig 4.2.14
[image: Forms response chart. Question title: How have Online games impacted your Social Behaviour, interactions, and relationships?. Number of responses: 96 responses.]
The pie chart here indicates how online games have impacted the social behaviour, interactions and social relationships. The pie chart indicates that 78.1 % of the respondents have had a positive impact on their social behaviour, interactions and social relationships due to playing online games. Where as 21.9 % of the respondents have had a negative impact on  their social behaviour, interactions and social relationships due to playing online games.


Table 4.3.14

	IMPACT ON SOCIAL BEHAVIOUR/INTERACTIONS
	FREQUENCY
	PERCENTAGE

	Negative Impact
	21
	20.8%

	Positive impact
	80
	77.8%

	Total
	101
	100%








4.1.15 WHAT ARE THE POSITIVE OUTCOMES WHILE PLAYING AN ONLINE GAME?
Fig 4.2.15
[image: Forms response chart. Question title: What are the positive outcomes while playing an Online game?. Number of responses: 101 responses.]
The pie chart here indicates the positive outcomes while playing an online game. The pie chart here signifies that 39.9 % of the respondents helps to decrease lonliness while plaing an online game, 25.7% of the respondents says that playing online games helps them to connect with like minded people, 24.8% of the respondents says that playing online games helps in increasing their skills and 9.9 % of the respondents says that playing online games helps in boosting their self-confidence.

Table 4.3.15
	POSITIVE OUTCOMES
	FREQUENCY
	PERCENTAGE

	boosts my self confidence
	10
	9.9%

	decreases loneliness
	40
	39.9%.

	Helps to Connect with likeminded people
	26
	25.7%

	increases my skills
	25
	24.8%

	Total
	101
	100%





4.1.16 WHAT ARE THE NEGATIVE OUTCOMES WHILE PLAYING AN ONLINE GAME?

Fig 4.2.16
[image: Forms response chart. Question title: What are the Negative Outcomes while playing an online game?. Number of responses: 101 responses.]
The pie chart here indicates the negative outcomes while playing an online game 55.4% of the respondents says that playing an online game increases their addiction towards the game.
15.8% of the respondents of the respondents says that online games decrease their concentration on academics and also impacts their work performances. 14.9% of the respondents says that playing online games lead to social isolation. 10.9 % of the respondents says that playing online games lead to increase in health disorders and 2% of the respondents say that playing online games makes them aggressive.

Table 4.3.16
	NEGATIVE OUTCOMES
	FREQUENCY
	PERCENTAGE

	decreases academic or work performance
	16
	15.8%

	health disorders
	11
	10,9%

	increases addiction
	56
	55.4%

	makes me aggressive
	3
	3%

	Social Isolation
	15
	14.9%

	Total
	101
	100%








4.1.17 HAVE YOU EVER FACED ANY ISSUES OR CHALLENGES WHILE PLAYING AN ONLINE GAME?





Fig 4.2.17
[image: Forms response chart. Question title: Have you ever faced any Issues or challenges while playing an online game as a female gamer?. Number of responses: 101 responses.]
The pie chart indicates whether there are any challenges or issues while playing an online game. 79.2% of the respondents says that the female gamers have not faced any issues or challenges while playing an online game. 9.9% of the respondents say that they have face d some kind of issues or challenges while playing an online game. 10.9 % of the respondents have said that they have faced issues or challenges occasionally while playing an online game.

Table 4.3.17
	CHALLENGES
	FREQUENCY
	PERCENTAGE

	Yes
	10
	9.9%

	No
	80
	79.2%

	Sometimes
	11
	10.9%

	Total
	101
	100%




4.1.18 ACCORDING TO YOU, WHAT ARE THE MAJOR CHALLENGES THAT A FEMALE ONLINE GAMER FACES?



Fig 4.2.18
[image: Forms response chart. Question title: According to you, what are the major challenges that a female online gamer faces?. Number of responses: 101 responses.]
The pie chart here indicates the major challenges that a female online gamer faces while playing an online game. The pie chart indicates that, 38.6% of the respondents feel there are no much challenges that a female gamer faces while playing an online game. 24.8% of the respondents face stereotyping and bias when playing an online game. 18.8% of the respondents face lack of safe environment.13.9% of the respondents face verbal harassment while playing an online game. 2% of the respondents also face some accessibility issues while playing an online game.

Table 4.3.18
	MAJOR CHALLENGES
	FREQUENCY
	PERCENTAGE

	Accessibility issues
	4
	4%

	lack of safe environment
	19
	18.8%

	Stereotyping & bias
	25
	24.8%

	there are no much challenges
	39
	38.6%

	Verbal harassment
	14
	13.9%

	Total
	101
	100%





4.1.19 ARE YOU AWARE OF THE POTENTIAL RISKS ASSOSSIATED WITH ONLINE GAMING SUCH AS CYBERBULLYING, ADDICTION OR PRIVACY CONCERNS?

Fig 4.2.19
[image: Forms response chart. Question title: Are you aware of the potential risks associated with online gaming such as cyberbullying, addiction, or privacy concerns?. Number of responses: 101 responses.]



The pie chart here indicates whether the respondents are aware of the potential risks of playing an online gaming such as cyber bullying, addiction or privacy concerns. 78.2% of the respondents aware of the potential risks associated with online gaming such as cyberbullying, addiction & privacy concerns. Where as 21.8% of the respondents are not aware of the of the potential risk associated with online gaming such as cyberbullying, addiction & privacy concerns

Table 4.3.19
	AWARENESS OF THE RISKS
	FREQUENCY
	PERCENTAGE

	Yes
	22
	21.8%

	No
	79
	78.2%

	Total
	101
	100%






4.1.20 HOW COMFORTABLE DO YOU FEEL USING VOICE CHAT OR REVEALING YOUR GENDER IN ONLINE GAMING COMMUNITIES.

Fig 4.2.20
[image: Forms response chart. Question title: How Comfortable do you feel using voice chat or revealing your gender in online gaming communities?. Number of responses: 101 responses.]



The pie chart here indicates the comfortability level of women in using voice chat or revealing the gander in online gaming communities. The pie chart here indicates that 63.4% of the respondents are ‘not that comfortable’ in revealing the gender in online gaming communities.
18.8% of the respondents are very comfortable in using voice chats and revealing their gender in online gaming communities. 17.8% of the respondents are very uncomfortable in using voice chats or revealing their gender in the online gaming platforms.

 Table 4.3.20
	COMFORTABILITY IN USING VOICE CHATS
	FREQUENCY 
	PERCENTAGE

	Not that Comfortable
	64
	63.4%

	Very Comfortable
	19
	18.8%

	Very Uncomfortable.
	18
	17.8%

	Total
	101
	100%





4.1.21 DO YOU FEEL THE POTENTIAL RISK CAN INCREASE IF YOU REVEAL YOUR GENDER WHILE PLAYING AN ONLINE GAME?

Fig 4.2.21
[image: Forms response chart. Question title: Do you feel that the potential risks can increase if you reveal your gender while playing Online Games?. Number of responses: 101 responses.]

From the pie chart, it is clearly evident that 46.5% of the respondents feel that the potential risk can increase if the gender is revealed in an online gaming platform. This is just a probability of what can happen.32.7% of the respondents are neither accepting or denying the fact of facing discrimination while playing an online gaame. 20.8% of the  respondents deny the fat that 
Table 4.3.21
	INCREASE OF POTENTIAL RISK
	FREQUENCY
	PERCENTAGE

	Maybe
	33
	32.7%

	No
	21
	20.8%

	Yes
	47
	46.5%

	Total
	101
	100%





Fig 4.2.22
[image: Forms response chart. Question title: Have you ever felt Excluded or treated differently in multi-player settings because of your gender?. Number of responses: 101 responses.]
From the above pie chart, it is evident that 70.3 % of the respondents have felt excluded or treated differently in a multi-player game settings because of their gender. Whereas 29.7 % of the respondents have not faced any such issues such as exclusion due to  their gender.

Table 4.3.22

	EXPERIENCE OF EXCLUSION
	FREQUENCY
	PERCENTAGE

	No
	72
	71.3%

	Yes
	29
	28.7%

	Total
	101
	100%












4.1.23 TO WHAT EXTENT DO YOU BELIEVE THAT GAME DEVELOPERS ADDRESS AND REPRESENT THE CONCERNS AND INTERESTS OF FEMALE GAMERS IN THEIR FEMALE GAMERS IN THEIR GAME DESIGNS.

Fig 4.2.23
[image: Forms response chart. Question title: To What extent do you believe that game developers address and represent the concerns and interests of female gamers in their game designs?. Number of responses: 101 responses.]
According to the pie chart, 51.5% of the respondents believe that game developers adequately address and represent the concerns and interest of the female gamers in their game designs. Where as 36.6% of the respondents feel that the game developers do not address and represent the concerns and interests of the female gamers in their game designs at all. 11.9% of the respondents say that game developers  very well address and represent the concerns and interests of the female gamers in their game designs.

Table 4.3.23
	ADEQUATE SUPPORT FROM THE GAME DEVELOPERS
	FREQUENCY
	PERCENTAGE

	adequately
	52
	51.5%

	Not at all
	37
	36.6%

	Very well
	12
	11,9%

	Total
	101
	100%




4.1.24 DO YOU THINK THE GAMING INDUSTRY SHOULD IMPLEMENT STRICTER POLICIES TO COMBAT GENDER BASED HARASSMENT.

Fig 4.2.24
[image: Forms response chart. Question title: Do you think the gaming industry should implement stricter policies to combat gender-based harassment?. Number of responses: 97 responses.]

From the above pie chart, it is clear that 68% of the respondents feel that the gaming industry should implement stricter policies to combat gender-based harassment. 22.7% of the respondents feel that the gaming industry should not implement stricter policies to combat gender-based harassment. The 9.3 % of the respondents have answered ‘ may be’ as I assume that they are not aware about the scenario.


Table 4.3.24
	IMPORTANCE OF IMPLEMENTING STRICTER POLICIES
	FREQUENCY
	PERCENTAGE

	Yes
	66
	65.7%

	No
	9
	9%

	May be
	23
	22.7%

	TOTAL
	101
	100%




4.1.25 HOW OFTEN DO YOU FIND THAT THE GAMING CONTENT INCLUDING THE CHARACTER AND STORYLINE REFLECT DIVERSE AND EMPOWERING REPRESENTATIONS OF WOMEN.

Fig 4.2.25
[image: Forms response chart. Question title: How often do you find that the gaming content including the character and storyline reflect diverse and empowering representations of women? . Number of responses: 101 responses.]
From the above pie chart, it is evident that 53.5% of the respondents said that they sometimes see gaming content including characters and story line that reflect diverse and empowering representations of women. 23.8% of the respondents said that they very often see gaming content including characters and story line that reflect diverse and empowering representations of women. 22.8% of the respondents responded that that they do not see gaming content including characters and story line that reflect diverse and empowering representations of women


Table 4.3.25
	GAMING CONTENT SHOWCASING EMPOWERING WOMEN
	FREQUENCY
	PERCENTAGE

	Not at all
	23
	22.8%

	Sometimes
	55
	54.6%

	Very often
	23
	23%

	TOTAL
	101
	100%





4.1.26 IN YOUR OPINION HOW SUPPORTIVE ARE THE GAMING INDUSTRIES IN MITIGATING THE GENDER RELATED ISSUES FACED BY THE FEMALE GAMERS.
Fig 4.2.26
[image: Forms response chart. Question title: In your Opinion How supportive are gaming industries in mitigating the gender-related issues faced by female gamers?. Number of responses: 101 responses.]

From their pie chart, 66.3% of the respondents says the gaming industries take a neutral stance in mitigating the gender related issues faced by the female gamers. 17.8% of the respondents says the gaming industries are not supportive in mitigating the gender related issues faced by the female gamers. 15.8% of the respondents says the gaming industries are supportive in mitigating the gender related issues faced by the female gamers




Table 4.3.26
	SUPPORTIVE GAME DEVELOPERS 
	FREQUENCY
	PERCENTAGE

	Neutral
	67
	66.3%

	Not supportive
	18
	17.8%

	Very supportive
	16
	15.8%

	TOTAL
	101
	100%







4.1.27 HAVE YOU EVER CONSIDERED QUITTING A PARTICULAR GAME DUE TO GENDER RELATED ISSUES OR DISCRIMINATION.

Fig 4.2.27
[image: Forms response chart. Question title: Have you ever considered quitting a particular game due to gender-related issues or discrimination?. Number of responses: 101 responses.]
From the pie chart, it is very evident that 57.4 % of the respondents have never considered quitting the game due to gender related issues. 14.9% of the respondents have considered quitting sometimes while playing online games.15.8% of the respondents have said that they have considered quitting. 
 
Table 4.3.27

	CONSIDERATION OF QUITTING
	FREQUENCY
	PERCENTAGE

	Even though I face some issues I try to continue the game.
	12
	11.9%

	Maybe
	15
	14.9%

	No
	59
	57.4%

	Yes
	15
	15%

	Total
	101
	100%








4.1.28 HOW DO YOU PROTECT YOUR PERSONAL INFORMATION WHILE PLAYING AN ONLINE GAME?
Fig 4.2.28
[image: Forms response chart. Question title: How do you protect your personal information while playing an online game?. Number of responses: 101 responses.]

From the pie chart, it is clearly evident that 75.2% of the respondents do not share any personal information while playing online games. 17.8% of the respondents adjust their privacy settings so that their personal information’s are not misused. 7% of the respondents use a pseudonym to protect their personal information. 


Table 4.3.28

	WAYS OF PROTECTING PERSONAL INFORMATION
	FREQUENCY
	PERCENTAGE

	Adjust the privacy settings
	18
	17.8%

	I don't share my personal information
	76
	75.2%

	i use a pseudonym
	7
	7%

	Total
	101
	100%







4.1.29HAVE YOU EVER TAKEN ANY MEASURE TO MITIGATE THE RISKS WHILE PLAYING AN ONLINE GAME?

Fig 4.2.29
[image: Forms response chart. Question title: Have you ever taken any measures to mitigate the risks while playing an online game?. Number of responses: 101 responses.]
In the above pie chart, 50.5% of the respondents have taken measures to mitigate the risks while playing an online game. Where as 49.5% of the respondents have not taken measures to mitigate the risks while playing an online game.

Table 4.3.29

	MEASURES TO MITIGATE RISK
	FREQUENCY
	PERCENTAGE

	No
	50
	49.5%

	Yes
	51
	50.5%

	Total
	101
	100%









4.1.30 HOW DO YOU DEAL WITH PROBLEMATIC BEHAVIOURS IN ONLINE GAMES?


Fig 4.2.30
 [image: Forms response chart. Question title: How do you deal with problematic behaviors in online games?. Number of responses: 101 responses.]
From the pie chart it is clearly evident that 35.6% of the respondents tend to leave the game while playing online games. 35.6% of the respondents deal with problematic behaviour by muting or ignoring such problematic behaviours. Where as 28.7% of the respondents report to gaming moderators.


Table 4.3.30

	DEAL WITH PROBLEMATIC BEHAVIOUR
	FREQUENCY
	PERCENTAGE

	leave the game
	36
	35.6%

	Mute/Ignore
	36
	35.6%

	report to game moderators
	29
	28.7%

	Total
	101
	100%




4.1.31 TO WHAT EXTENT DO YOU BELIEVE THAT INCREASED AWARENESS AND EDUCATION CAN LEAD TO THE OVERALL IMPROVEMENT OF GAMING EXPERIENCE FOR THE FEMALES.
Fig 4.2.31
[image: Forms response chart. Question title: To what extent do you believe that increased awareness and education about gender inclusivity can improve the overall gaming experience for female gamers?. Number of responses: 101 responses.]
The pie chart here indicates that 45.5% of the respondents believe that increased awareness and education about gender inclusivity can improve the overall gaming experience for the female gamers. 43.6% of the respondent believe that increased awareness and education about gender inclusivity can moderately improve the overall gaming experience for the female gamers. 10.9% of the respondents believe that increased awareness and education about gender inclusivity can improve the overall gaming experience for the female gamers. 
 
4.4 CHI SQUARE TEST
A statistical technique called a Chi-Square test is employed to ascertain whether categorical variables significantly correlate with one another. It assesses whether there is any correlation between the observed and expected frequencies of the data. The Chi-Square test yields a single statistic by computing the difference between observed and anticipated frequencies and squaring those differences. The statistical significance of the link between the variables is then ascertained by comparing this statistic with a critical value derived from a Chi-Square distribution. In hypothesis testing, it is frequently employed to evaluate the independence or correlation between variables in contingency tables.

Chi square test was conducted to understand the relationship between the age of the respondents and the frequency of online gaming among the participants. The following are the results.

Table 4.4.1
	Age
	FREQUENCY OF GAMING

	
	Rarely
	monthly
	weekly
	daily
	 TOTAL

	 10-20
	16
	1
	7
	1
	25

	 20-30
	40
	0
	9
	4
	53

	    30-40
	6
	1
	1
	0
	8

	 40-50
	7
	0
	0
	0
	7

	 50-60
	2
	0
	0
	0
	2

	60 & above
	1
	0
	1
	4
	6

	Total
	72
	2
	18
	9
	101



X2=77.172, Degree of freedom=15. 0.05
A chi-square test performed on the data shows a significant relationship between age groups and game frequency (χ² ≈ 77.172, df = 15, p < 0.05). The observed frequencies are significantly different from the expected frequencies, suggesting that age affects gaming habits. Younger age groups play more often, while older age groups play less often. These findings reject the null hypothesis showing a significant correlation between age and game frequency. This highlights the importance of age-related aspects in understanding gaming behaviour, which may influence gaming industry strategies and social perceptions of gaming across age groups.





Table 4.4.2

	AGE

	NO OF HOURS PLAYED
	TOTAL


	
	
	
	
	
	
	

	
	 Less than 1
	 1 to 2 Hours
	3 to 4 Hours
	 5 to 6 Hours
	More than 6 Hours
	TOTAL

	 10-20
	20
	5
	0
	0
	0
	25

	 20-30
	41
	9
	2
	0
	1
	53

	    30-40
	7
	0
	0
	0
	1
	8

	 40-50
	7
	0
	0
	0
	0
	7

	 50-60
	1
	0
	0
	1
	0
	2

	60 & above
	2
	3
	1
	0
	0
	6

	Total
	78
	17
	3
	1
	2
	101



X2=73.675 Degree of freedom=20
the calculated chi-square statistic (χ²) is approximately 73.675 and the degrees of freedom (df) is 20. These values ​​indicate that there is significant relationship between age and game hours. The younger ages tend to spend more hours in playing the online games whereas, as the ages rise, the gaming hours tend to decrease significantly.

Table 4.4.3

	
AGE
	
	MOST PREFERRED GENRE
	
	
Total

	
	Action/adventure
	Role playing games
	Dress up make over games
	puzzle
	simulation
	sports
	racing
	

	 10-20
	6
	1
	4
	8
	4
	1
	1
	0

	 20-30
	17
	5
	6
	14
	6
	3
	1
	1

	    30-40
	2
	0
	0
	6
	0
	0
	0
	0

	 40-50
	0
	2
	0
	5
	0
	0
	0
	0

	 50-60
	0
	1
	0
	1
	0
	0
	0
	0

	60 & above
	0
	4
	0
	2
	0
	0
	0
	0

	Total
	25
	13
	10
	36
	10
	4
	2
	1



X2= 23.11 degree of freedom = 35 level of significance= 0.05
The chi square test reveals gaming interests among females of various age groups. Action/Adventure and Role-Playing Games are popular across all age groups, with Cooking Games also gaining popularity, particularly among younger audiences. Puzzle/Strategy games are popular with people of all ages. Dress-up/makeover games are more popular among younger people, showing a preference for informal gaming experiences. The research reveals that gaming interests vary by age group, with younger people having a larger range of tastes than older people, who tend to focus more on certain game genres such as role playing and puzzle/strategy. Since the calculated χ² value (23.11) is less than the critical value (52.019), we cannot reject the null hypothesis. This suggests that there is no significant relationship between age and preferred genre at the 0.05 level of significance. So, based on the chi-square test results, we conclude that there is no significant relationship between age and preferred genre. significance level 0.05.


Table 4.4.4

	
AGE
	FACTORS INFLUENCING THE GAMING PREFERENCES
	
	
Total

	
	 Graphics & Visuals
	 Story line
	 Multiplayer Features
	 Peer Influence
	 Free Games
	Personal interest
	

	 10-20
	5
	2
	1
	2
	5
	10
	25

	 20-30
	18
	2
	3
	4
	6
	20
	53

	    30-40
	2
	0
	1
	0
	1
	4
	8

	 40-50
	1
	0
	0
	0
	1
	5
	7

	 50-60
	0
	0
	0
	0
	1
	1
	2

	60 & above
	3
	0
	0
	0
	2
	1
	6

	Total
	29
	4
	5
	6
	16
	41
	101



X2 = 24.996 Degree of freedom= 15 the level of significance= 0.05

The chi square test results highlight characteristics that influence female gaming preferences across age groups. Graphics & Visuals, Free Games, and Personal Interest appear as key elements that are consistent across age groups. Storyline and multiplayer features also have a significant impact, especially among younger age groups. Peer Influence appears to be less important overall. Interestingly, as people become older, the dominant motivator for game choices shifts somewhat towards personal interest. This shows a complicated link between age and gaming preferences, with a combination of internal and external variables influencing female gamers' choices at various periods of life. Since the calculated χ² value (5.14) is less than the critical value (24.996), we cannot reject the null hypothesis. This suggests that there is no significant relationship between age and factors affecting gaming preferences at the 0.05 level of significance. So, based on the chi-square test results, we conclude that there is no significant relationship between age. and factors. affects gaming preferences at the 0.05 level of significance.

Table 4.4.5

	
AGE
	ISSUES FACED BY FEMALE GAMERS WHILE PLAYING AN ONLINE GAME.

	
Total

	
	 Stereotyping & Bias
	 Verbal Abuse
	 Accessibility Issues
	Lack of Safe Environment
	 No I have not faced any challenges
	

	 10-20
	8
	8
	1
	5
	3
	25

	 20-30
	16
	3
	3
	8
	23
	53

	    30-40
	1
	2
	0
	3
	2
	8

	 40-50
	0
	1
	0
	0
	6
	7

	 50-60
	0
	0
	0
	0
	2
	2

	60 & above
	0
	0
	0
	3
	3
	6

	Total
	25
	14
	4
	19
	39
	101


X2=68.10, Degree of freedom= 20 level of significance=0.05

A chi-square test shows a significant relationship between age and problems experienced by female gamers while playing online games (χ² = 68.10, df = 20, p < 0.05). The significant difference indicates that different age groups have different challenges. Stereotyping and prejudice, verbal abuse and the lack of a safe environment are particularly common problems, with younger age groups more likely to experience them. These findings underscore the importance of addressing these challenges to create a safer and more inclusive gaming environment for female gamers of all ages..

Table 4.4.6

	
AGE
	AWARENESS OF THE RISK


	
	Yes
	No
	Total

	 10-20
	23
	2
	25

	 20-30
	37
	16
	53

	    30-40
	6
	2
	8

	 40-50
	6
	1
	7

	 50-60
	1
	1
	2

	60 & above
	6
	0
	6

	Total
	79
	22
	101



X2=40.35 Degree of freedom=5 level of significance=0.05

A chi-square test reveals a significant relationship between age and risk awareness (χ² = 40.35, df = 5, p < 0.05
Young groups, those in the 20s and 30s and well aware about the potential risks that are involved in the online gaming platforms. Thus, the test says that, age has a significant relationship with the risks involved in the gaming platforms. Importance must be given to educating all about the risk factors in online gaming.



Education plays an important role in shaping people's attitudes, behaviors and choices, including their commitment to gaming. Higher education has relationship with the gaming genres, mechanics and platforms. Education may also play a major role in strategy and simulation. Education may also affect the social relationships within the gaming communities. Higher educated persons may engage in more meaningful relationships. 
On the other hand, education can also promote critical awareness of the potential risks associated with online gaming. Educated people are more likely to recognize problems such as gaming addiction, cyberbullying and exposure to inappropriate content. They may use strategies to mitigate these risks, such as setting limits, directing play, or seeking support.In general, education has a multifaceted effect on individuals' play behavior, preferences, and risk awareness. It empowers people to make informed decisions, develop positive social connections and responsibly navigate the complex landscape of online gaming. As such, promoting digital literacy and responsible gaming practices through education remains critical to fostering a safe, inclusive and enriching gaming environment for players of all ages and backgrounds.


Table 4.4.7
	
EDUCATION
	FREQUENCY OF GAMING

	
	 Rarely
	 Monthly
	 Weekly
	Daily
	TOTAL

	Secondary School
	0
	0
	1
	0
	1

	 Higher Secondary School
	11
	1
	1
	2
	15

	 Bachelor's Degree
	34
	0
	14
	3
	51

	 Master's Degree
	25
	1
	2
	2
	30

	 Others
	2
	0
	0
	2
	4

	Total
	72
	2
	18
	9
	101




X2 = 59,24 Degree of freedom=12 level of significance= 0.05
The chi-square test shows a significant relationship between education and game frequency (χ² = 59.24, df = 12, p < 0.05). People with college educations, especially bachelor's and master's degrees, gamble more often than people with high school or college education. This suggests that educational level influences play, likely reflecting differences in lifestyle, leisure activities and access to technology. These findings highlight the importance of understanding the interaction between education and gambling habits when designing targeted interventions and educational programs aimed at promoting responsible gambling practices in different populations.


Table 4.4.8

	
EDUCATION
	PREFERED GENRE OF GAMES
	
	
	
Total

	
	Action/adventure
	Role playing games
	Dress up make over games
	puzzle
	simulation
	sports
	racing
	

	Secondary School
	1
	0
	0
	0
	0
	0
	0
	1

	 Higher Secondary School
	4
	2
	2
	5
	2
	1
	1
	17

	 Bachelor's Degree
	15
	8
	4
	14
	5
	0
	0
	46

	 Master's Degree
	4
	3
	4
	17
	0
	0
	0
	25

	 Others
	1
	0
	0
	0
	3
	1
	0
	4

	Total
	25
	13
	10
	36
	10
	2
	1
	101



X2=62.56 Level of significance=0.05 degree of freedom=12
A chi-square test shows a significant relationship between education and preferred online game (χ² = 62.56, df = 24, p < 0.05). College level correlates with preferences for certain playing styles. Those with bachelor's and master's degrees prefer puzzle games and simulation games, while those with secondary and post-secondary education prefer action/adventure and role-playing games. These findings suggest that education influences play preferences, likely reflecting differences in cognitive engagement, problem-solving skills, and leisure activities. Understanding these relationships can help game developers and educators create tailored gaming experiences and education for different demographics.


Table 4.4.9

	
EDUCATION
	
	FACTORS THAT INFLUENCE ONLINE GAMING
	
Total

	
	 Graphics & Visuals
	 Story line
	 Multiplayer Features
	Peer Influence
	Free Games
	 Personal Interest
	

	Secondary School
	0
	0
	0
	0
	1
	0
	1

	 Higher Secondary School
	3
	1
	1
	1
	2
	7
	15

	 Bachelor's Degree
	18
	3
	2
	2
	8
	18
	51

	 Master's Degree
	7
	0
	2
	3
	5
	13
	30

	 Others
	1
	0
	0
	0
	0
	3
	4

	Total
	29
	4
	5
	6
	16
	41
	101



X2=76.63 Level of significance= 0.05 degree of freedom= 20
The chi-square test shows a significant relationship between education and factors affecting online gaming (χ² = 76.63, df = 20, p < 0.05). Higher education levels correlate with stronger preferences for graphics/visuals, story, multiplayer features, and personal interest as factors influencing game choices. Holders of bachelor's and master's degrees have the greatest impact on various factors compared to secondary and post-secondary degrees. These findings highlight the role of education in shaping gaming preferences and emphasize the importance of considering individual characteristics in the design and marketing of online games..

Table 4.4.9

	
EDUCATION
	EFFECT OF GAMING ON SOCIAL INTERACTION AND SOCIAL RELATIONSHIPS


	
	Positive impact 
	Negative Impact
	Total

	Secondary School
	1
	0
	1

	 Higher Secondary School
	14
	1
	15

	 Bachelor's Degree
	38
	13
	51

	 Master's Degree
	24
	6
	30

	 Others
	3
	1
	4

	Total
	80
	21
	101



X2= 5.904   level of significance=0.05  degree of freedom=4

A chi-square test showed a significant relationship between educational level and the impact of games on social interaction and relationships (χ² = calculated value). The level of education affected people's perceptions differently: higher levels of education showed more positive effects and lower levels of education showed more negative effects. The critical value at the 0.05 level of significance was compared with the calculated chi-square value, which indicated a significant association (p < 0.05).





Table 4.4.10

	
EDUCATION
	MAJOR CHALLENGES FACED BY FEMALE ONLINE GAMERS
	
Total

	
	 Stereotyping & Bias
	Verbal Abuse
	Accessibility Issues
	Lack of Safe Environment
	 No I have not faced any challenges
	

	Secondary School
	1
	  0
	0
	0
	0
	1

	 Higher Secondary School
	4
	   2
	1
	         4
	4
	15

	 Bachelor's Degree
	        13
	    8
	3
	9
	18
	51

	 Master's Degree
	6
	4
	0
	4
	16
	30

	 Others
	1
	0
	0
	2
	1
	4

	Total
	25
	14
	4
	        19
	39
	101



X2=60.72 Degree of freedom=16 level of significance=0.05

A chi-square test showed a statistically significant relationship between education and the main challenges faced by female online gamers (χ² = 60.72, df = 16, p < 0.05). Female players' experiences of stereotyping and prejudice, verbal abuse, accessibility issues and lack of safe environments varied significantly across educational levels. A higher level of education was associated with different challenges compared to a lower level of education. This suggests that education may play a role in shaping perceptions and experiences of online gaming communities.






Table 4.4.11

	

EDUCATION
	
AWARENESS OF THE RISKS INVOLVED

	
	Yes
	No
	Total

	Secondary School
	1
	0
	1

	 Higher Secondary School
	13
	2
	15

	 Bachelor's Degree
	42
	9
	51

	 Master's Degree
	21
	9
	30

	 Others
	2
	2
	4

	Total
	79
	22
	101



X2=12.29   degree of freedom= 4   level of significance= 0.05

 The chi-square test showed a statistically significant relationship between education and risk awareness (χ² = 12.29, df = 4, p < 0.05). A higher level of education is usually associated with a greater awareness of the associated risks. This suggests that education can play a role in shaping people's understanding of online risks.


Religion is a complex and multifaceted part of human life that interconnects with various aspects of society, including online gaming. The relationship between religion and gaming is complicated and can be seen through multiple perspectives. First, religious affiliation often affects an individual’s gaming habits and frequency. For example, certain religious beliefs and practices may discourage or prohibit over-gamming, leading people to play less. Second, some religious communities view gaming as an enjoyable and leisure activity, which can lead to different gaming habits among different religious groups. Third, religious beliefs can influence the genre of games. For example, people from religious backgrounds who prioritize morality may be more likely to play games with moral themes or content that is in line with their religious beliefs. 

Table 4.4.12

	
RELIGION
	FREQUENCY OF GAMING

	
	Rarely
	Monthly
	Weekly
	daily
	Total

	 Islam
	8
	0
	0
	2
	10

	 Christianity
	51
	1
	15
	4
	71

	 Hinduism
	13
	1
	3
	3
	20

	Total
	72
	2
	18
	9
	101



X2= 48.48, df= 6   p=0.05
Chi-square test (X2=48.45; df = 6; p = 0.05) found a significant relationship between religious affiliation and gaming frequency. Various religious groups reported different gaming rates. This suggests that gaming behaviour may be affected by religious affiliation. Further research may uncover the causes of these differences.


Table 4.4.13

	
RELIGION
	FACTORS THAT INFLUENCE GAMING PREFERENCES
	
	
Total

	
	 Graphics & Visuals
	Story line
	Multiplayer Features
	Peer Influence
	Free Games
	Personal interest.
	

	     Islam
	4
	   0
	0
	0
	3
	     3
	  10

	 Christianity
	20
	  1
	5
	       2
	12
	31
	71

	 Hinduism
	         5
	  3
	0
	4
	1
	7
	20

	   Total
	29
	 4
	5
	6
	16
	41
	101



X2= 32.61  df=10 level of significance= 0.05

Using the chi-square test, we can see a strong relationship between religion and factors that influence gaming preferences (Ω = 32.61; df = 10; p = 0.05). Christianity has the strongest effect on gaming preferences across various factors, especially in graphics / visuals and personal interest. Hinduism has a significant impact on gaming preferences, especially in storyline and personal interests. Islam has a minimal impact on gaming preferences compared with the other religions. This suggests that religious beliefs may influence people’s gaming preferences, which may be influenced by cultural & social factors. Understanding these associations can help game developers create culturally inclusive gaming experiences that appeal to diverse religious communities.



Table 4.4.14

	
RELIGION
	
IMPACT OF ONLINE GAMING ON SOCIAL RELATIONSHIPS 

	
	Positive Impact
	 Negative Impact
	TOTAL

	     Islam
	7
	        3
	10

	 Christianity
	56
	      15
	71

	 Hinduism
	                                           17
	        3
	20

	Total
	80
	      21
	101



Chi-square test shows a strong relationship between religion and online gaming’s impact on social relationships. Christianity shows a positive and negative impact, with a significantly higher frequency of the positive impact compared to Islam, and a significantly lower frequency of the negative impact compared to Hinduism. Hinduism shows a significantly higher number of the positive impact, although less so than Christianity. Islam shows the lowest frequency for both the positive and negative impact. These findings suggest that religion may affect people’s experiences of how online gaming affects social relationships, and that culturally sensitive approaches are needed to understand the impact of gaming’s effects across different religious communities.

Table 4.4.15
	
RELIGION
	CHALLENGES FACED WHILE PLAYING AN ONLINE GAME
	
Total

	
	Stereotyping & Bias
	 Verbal Abuse
	 Accessibility Issues
	 Lack of Safe Environment
	 No I have not faced any challenges
	

	     Islam
	4
	1
	0
	4
	1
	10

	 Christianity
	17
	9
	3
	13
	29
	71

	 Hinduism
	4
	4
	1
	2
	9
	20

	Total
	25
	14
	4
	19
	39
	101



Using the chi-square test, we can see that there is a strong relationship between religion and difficulties encountered while playing online games. (χ²=22.27, df=8, p = 0.05). Christianity has the highest frequency of difficulties, especially in terms of verbal abuse and a lack of a safe space. Hinduism and Islam also have difficulties, although to a lesser degree than Christianity. 


Table 4.4.16

	
RELIGION
	
AWARENESS OF THE RISKS INVOLVED

	
	Yes
	No
	TOTAL

	     Islam
	6
	4
	10

	 Christianity
	55
	16
	71

	 Hinduism
	18
	2
	20

	Total
	79
	             22
	101




Using the chi-square test, the relationship between religiosity and gaming risk awareness is statistically significant (χ²=35.85, df=2, p <0.05). Christianity has the highest risk awareness, with 60% acknowledging risks. Hinduism also has a high risk awareness, but to a lesser degree than Christianity. On the other hand, Islam has the lowest risk awareness, with less than 50% acknowledging risks. This suggests that different religious groups may have different levels of awareness of gaming risks, which highlights the need for personalized education and interventions to increase awareness and risk reduction strategies.
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                                 FINDINGS AND CONCLUSIONS

“When women are not at the table in creating technology, the technology itself can replicate the biases and prejudices of those who are. This perpetuates inequalities and limits innovation.”      - Kimberly Bryant
                                                                                  
The evolution of technology has been a catalyst for sweeping changes in society fundamentally altering how we interact communicate and structure are community from a sociological perspective this transformation has been profound and multifaceted as technology inexorable March re shapes the social fabric. The impact of technology on society from a sociological perspective has been profound and re-shaping how we communicate interact and organise are communities.
This transformation driven by technology advancement has fundamentally altered the social fabric introducing new norms and rules with each innovation. Early human societies relied on basic tools and language to form social bonds and developed cultures however with the introduction of communication technology like the printing press telephone radio television internet and smartphone the dissemination and consumption of information has undergone significant changes. These advancements have complexified the world society and accelerated social changes and sparking debate on progress versus tradition. The pervasive influence of technology has created a dependency that intervenes technology convenience with social behaviour and impacting everything from individual identity to global relations.
the landscape of online gaming has undergone a grazed transformation becoming more inclusive and attracting and increasing number of females across different genres and platforms. In the past video gaming was mostly meant for the male community especially it was popular among young males, however as technology and society has progressed the demographic makeup of the gaming community has evolved one significant factor contributing to the ship is a wider acceptance of the internet and online games as valuable tools for learning as well as leisure and it is embraced now by both males and females. Nowadays many parents are assisting their children in navigating their online gaming space and this is helping them find games that offer them positive benefits and this has positively impacted their social relations and social interaction as well. Moreover, research indicates that playing games together with parents is linked to enhance Pro social behaviour particularly in girls (Li et al., 2023)
nevertheless, the relationship between female and online gaming is very complex because studies have identified that gender specific tendency and challenges are present even now in the gaming environment. For example, research has shown that boys with Internet gaming disorder exhibit decrease conscientiousness and increased competitiveness. On the other hand, keeping girls with tools to manage psychological and emotional with press maybe more beneficial in ensuring the healthy and gaming in gaming activities. (Rikkers et al., 2016).
It is also words noting that technology addiction such as gaining dependencies 10 to occur more frequently among boys than in girls’ boys are found to play games more regularly and those who start playing computer games at the young age are more likely to develop dependent levels of play. (Griffiths, 1995). Nonetheless the gaming industry has been making efforts to accommodate the interest and preferences of female gamers by offering a wide range of game types and Narratives that were more diverse.   
My research project named ‘Online gaming preferences and involvements of females: A Sociological Analysis with special reference to Kochi City’ Aims to Deal into the evolving landscape of online gaming with a focus lens on female in Kochi City. My research project here has aim to excavate and understand the social economic layers that influence the gaming habits of females in Kochi they are preferences and extend a vengeance and among women in this geographical locale. Through a sociological analysis the research was able to map out the train of digital entertainment as important to female and this research has examine how virtual worlds would intersects with real world identities and social structures. The major objectives of my study was to understand and analyse the social economic background of female online gamers in Kochi city and to understand how these factors such as income education and social status interplay with gaming environment. the next objective of my studies vastu understand and identify the most popular gaming Jonas among female gamers and emphasizing the unique gaming experience and preferences that appeal to women in this region.
this research has help to understand an investigate the different factors that has shaped female gaming preferences from cultural influences to personal interest and fear group dynamics and also help to determine the prevalence of online gaming among women in Kochi City and providing a comprehensive overview of their digital participation. This research project has also taken initiated in order to examine how online gaming effects the social interactions and relationships of female gamers and also help in studying how was will connection influence they are real life social experience the project has also focus on understanding the potential challenges at a foot by female gamers in the gaming community including gender discrimination harassment and the struggle for equal representation in a predominantly male environment. the project is also focus on evaluating the level of awareness among female gamers regarding the potential associated with online gaming such as privacy issues addiction and cyberbullying. The study has contributed valuable insights to the discussion on gender dynamics in gaming and digital inclusion, shedding light on how women are integrated into the online gaming world. 
Data collection stands as a very basic and fundamental element in conducting sociological research especially when investigating topic such as online gaming preferences and involvement of feelings in Kochi City. 101 samples were collected using the questionnaire as the research tool.
Out of the responses that was received. These are the major findings of my study: -
Frequency of gaming refers to the time at which individuals participate in plane video games within a given time frame. This measurement can significantly differ among gamers due to various factors such as personal interest, available of leisure time and lifestyle.  From the data that was received, out of hundred and one responding 52.5% correspondence belong to the age category 20 to 30, 24.8 percentage of a respondents belong to the age category of 10 to 27.9 % of respondents belongs to each category of 30 to 40 6.9% to the respondents belong to the age categories for teacher 15 2 % of the respondents belong to the age category 50 to 60 and 5.9% of the respondents belong to the age category of 50 to 60. This can be said that the age category 20 to 30 has the highest response rate in this research. Educational qualification refers to the level of education the academic achievements and certifications obtained by individual typically indicating a proficiency in knowledge and skills in a particular field or subject areas Collins dictionary (2022). It encompasses diploma certificate and other credentials obtained through formal educational institutions or specialised training programs. From the data that was received, out of the 101 respondents 50.5% of the respondents have attained a bachelor's degree where as 29.7% of a respondents  have  a master’s degree, 14.9% of the respondents have attained higher secondary education 4% with the respondents belong to the ‘other’ category such as diploma / PhD etc. one percentage of the respondents have a taint secondary school education does it can be clearly observed that most respondents have attend minimum educational qualification. The current status of a person refers to the present circumstances situation or condition at a given point of time it encompasses various aspects such as employment status educational pursuits merit list status health condition and social standing among others understanding a person’s current status provides insight into the current activities and responsibilities. According to the data that is collected out of the 101 respondents 58.4% of the respondents are students 25.7% of the respondents are employed and 15.8% of the respondents are unemployed. It can be observed that most of the respondents in the study are students. Household income is the total revenue generated by each member of a household during the course of 12 months. Out of the 101 respondents 37.6% of the respondents generate a monthly income of less than 1000 ion where as 25.6% of the respondent’s generator monthly income which lies between 50000 and 100000 INR ,11.9% of the respondents generate an income which lies between 1 lakh to 2 lakh INR. 6% of the respondents generate a monthly income which lies between 2 lakhs to 3 lakh and 18.8% of the respondents generate a monthly income of more than 3 lakh. It is very clearly evidence that most the respondents belong to the category where the monthly household income is less than 50000 INR.
Religion refers to the system of believes and practices that is centred around the worship of a higher power of powers such as a deity. It also involves a code of ethics governing human behaviour within a community or society. According to the data that is received 70.3 percentage of the respondents follow Christianity as a religion 19.8% of the respondents follow Hinduism as the religion and 9.9% of the respondents follow Islam as a religion. Thus, it can be observed that majority of the respondents follow Christianity as their religion. Thus, it is clearly evident that most of the respondents are single ie they are not married. Locality refers to the specific area neighbourhood or region often with testing to characteristics or features it is a term used to describe a particular geographical location within a larger area. Out of 101 respondents, 71.3% of the respondent’s residence in urban set up and 28.7% of the responding resided in rural set up
From the data that was received it is clearly evidence that 71.3% of the respondents play online games really where as 17.8% of the respondents play online games on a weekly basis .9% of the respondents play online games on a daily basis and 2% of the respondents play online games on monthly basis.
According to my viewpoint, there exist a historical stereotype and marketing that persist in the society where video gaming has always been associated with male oriented marketing and stereotypes and has led to the perception that gaming is primarily a male oriented activity. This stereotype has been perpetuated and continued in media and popular culture for several decades. Historically video games have been often depicted male characters as the protagonist and female characters as a secondary or stereotypical role and mostly shown in hyper sexual ways. There is always a lack of representation can contribute to the perception that gaming is not as welcoming space for females. Due to the stereotype of gaming being a predominantly male activity, there may be a perception among female that gaming is not for them or that they are not welcome in gaming community. This perceived lack of interest according to my opinion can contribute to lower levels of engagement among female. As per the data that is received 35.6% of the respondents proper playing puzzle and strategy games whereas 24.8% of the respondents prefer playing action adventure games and 12.9% of the respondents cooking games and 9.9% of the respondents dress up and makeover games 4% of the respondents have preferred role playing games and 2% of the respondents have preferred simulation games and the rest 1% of the respondents have preferred sports and  it must be observed that no one has preferred racing as a preferred game to play. 
The hypothesis generated: Women prefer casual games than Simulation games.
According to the data received it is clearly evident that women prefer casual games (puzzle/strategy) games than any action/adventure/similar games. Puzzle and strategy games are often considered as casual games due to the game plate mechanics that are typically easy to pick up and play in short bursts. Please games do not require a significant time commitment or intense focus and does making them suitable for casual gaming sessions. We can always also notice that women 10 to play casual games including puzzle and strategy games more than men for several reasons such as preference for social interaction. Casual games like puzzles and strategy usually have symbol gameplay mechanics and intuitive controls which makes it very much accessible to wider audiences. women may find these games more inviting and less intimidating that complex or competitive genres favoured by men which requires a lot of skills. Research work by the entertainment software association ESA highlighted that women make up a significant portion of casual gamers with preferences for puzzle strategy games due to their engaging gameplay mechanics. This study has also comeup with the fact that women prefer casual games. Thus,the formulated hypothesis: women prefer casual games than Simulation games is accepted.
 There are various factors that influence the choice of online games out of the responses received 40.6% of the respondents are influenced by their own personal interest and 28.6% of the respondents are influenced by the graphic and visual excellence that the gaming provides to the player where as 15.8% of the respondents shows the available of free games as the influencing factor for choosing in online game. 5% of the respondents have chosen multiplayer feature as a influencing factor and 4% of the respondents have chosen pure influence as the factor of choosing in online game. Female s unlike males have diverse interests and preferences. Research suggest that females often like to have autonomy and independents while they make a decision but in our present society even today women are not given the right to take their own decisions they always like to make choices based on their own interest and preferences rather than being influenced by pure pressure this autonomy that they get allows them to explore themselves and select games that resonate with them personally without feeling constraint by the social expectations or the peer influences. Personal interest in online games can also be influenced by a player's perception of their own skills and competence.
From the data that was received on the number of hours that is spend in playing an online game by a female in Kochi City, 77.2% of the respondence spend less than 1 hour for playing in online game. 16.8% of the respondence spent want to 2 hours for playing in online game where as 3% of the respondings spend 3 to 4 hours for playing an online game. 2%  of the respondents spend more than 6 hours in playing online games and rest 1% of the respondents spend 5 to 6 hours in playing online games. According to a University of Southern California study,  women pen 29 hours a week in playing the game ever quest as compared to 25 hours for men. The study has also found that women play more intensely than men and are less likely to quit the game. They are also happier playing the game compared to their male counter parts. But the context of gaming in India is completely different. Historically we could observe that there are a lot of cultural norms and societal expectations regarding general rules access to gaining platforms and technology.
The traditional gender roles that still exist in India influences how women engage with technology and leisure activities. There are societal expectations that priorities domestic responsibilities or other pursuits over gaming for women. Women are equipped with a lot of domestic responsibilities and nurturing of the children and old parents where even if they want to play a game, they may not be having sufficient time in order to spend for playing online games.
It is also seen that females in Kochi play online games primarily with their friends (54.5%), where is 37.6% of the respondents play games with their family members and only 7.9% of the respondents play games primarily with strangers. Sure we could observe that women 10 to play online games with family and friends rather than strangers due to the cultural norms, the safety concerns and the preference for social interactions within known circles. Kerala and especially Kochi values familial and social connections. Women in Kochi often prioritises spending time with family and close friends over engaging with strangers in online gaming environment. Playing online games with their loved ones allow them to bond and share experience is with their existing social relation and network. On asking about how the online games have impacted the social behaviour, interactions and relationships of the respondents, 78.1% of the respondents have had positive impact on the social behaviour and interaction due to playing online games. Where is 21.9% of the responding have had a negative impact on their social behaviour interaction and social relationship due to playing online games. While analysing the positive outcomes of playing an online game, 39.9% of the respondents said that playing online games has helped them to decrease loneliness while playing online games, 25.7% of the respondents said that playing online games help them to connect with likeminded people where as 24.8% of the respondent says that playing online games help in increasing their skills and 9.9% of the respondents says that playing online games help them in boosting their self confidence.
Wild analysing the negative outcomes while playing an online game 55.4% of the respondence says that playing in online game increases their addiction towards the game. 15.8% of the respondents says that online games decrease their concentration on academics and also impacts their work performances. 14.9% of the respondents says that playing online games lead to social isolation. 10.9% of the respondents says that playing online games lead to increase in health disorders and 2% of the responding say that playing online games make them aggressive.
When asked about whether the females have faced any issues or challenges while playing an online game, 79.2% of the respondents says that they have not face any issues or challenges while playing an online game. 9.9% of the responding said that they have faced some kind of issues or challenges while playing online games and 10.9 percentage of the respondents have said that they have faced issues or challenges occasionally while playing an online game. This is a very Interesting fact that majority of the female respondents have not faced any issues or challenges while playing an online game. This can be due to various reasons such as growing Awareness of the issues that is faced by females in the online gaming platforms including harassment and discrimination the industry of online gaming has made a lot of strides in promoting diversity and inclusion not only in terms of game development but also increase in safer and more welcoming environment for players. within the gaming community itself, there has been a push for more respectful behaviour and zero tolerance for harassment and the gaming platforms have improved their reporting system for abusive behaviour players now have better tools to reports the harassment which can lead quick or responses from moderators and enforcement of community guidelines.
I have personally observed that even if there are many great aspects for online gaming, there are certain obstacles experienced by females who play online games in some form and it may be presented through simple unrecognizable jokes that are not clearly observable. When asked about the major challenges that a female gamer faces, 38.6% of the responding felt that there are no much challenges that a female game of faces while playing in online game where as 24.8% of the responding phase stereotyping and bias when playing in online game. 18.8% of the respondents face lack of safe environment and 13.9% of the respondentd face verbal harassment while playing an online game. 2% of the respondents also face some accessibility issues while playing an online game. The major reasons due to which female face challenge while playing online games are due to the fact that online gaming communities can we male dominated and it can perpetuate stereotypes that gaming is particularly for men. It is very important to note the fact that majority of the females have responded that there are no much challenges faced by female online gamer while playing in online game this maybe due to various reasons such as increase diversity and inclusion in gaming community as many gaming community and companies have made efforts to promote diversity and inclusively which also includes punishment and discrimination and also create a safe for gaming environment for all irrespective of their gender.
Online gaming has become a very much crucial and integral part of modern entertainment because online games often provides immersive experience is and also the opportunity for social interactions. However emits all these excitements and enjoyment of playing  online game, it is very important to understand about the risks a female may  encounter in online gaming environment. By racing awareness about risk it is very easy to empower the women to navigate online gaming very safely and confidently. From the research it is very clearly evidence that 78.2% of the respondents are very much aware of the potential risk that are associated while play online games. Where is 21.8% of the respondents are not aware about the potential risks associated with online gaming such as cyber bully addiction and privacy concerns. It must also be noted that with the rise of social media and online platforms there are a lot of stories and female facing harassment discrimination and other risks in online gaming. The increase in the use of media has helped in gaining visibility about such issues. This increased awareness has led to setting light on the challenges  that females  encounter even in the virtual space. 
The hypothesis generated: female who are involved in online games are not aware of the risk while playing an online game. After the data collection, it is clearly evidence that majority of the women are very well about the potential risk that is involved while playing  online game. Thus, we will have to reject the hypothesis. The research findings has also suggested that 63.4% of the respondents not that comfortable in revealing the gender in online gaming communities. Where is 18.8% of the respondents are very much comfortable in using voice chats and revealing the gender in online gaming communities. 17.8% of the respondents a very uncomfortable in using voice chats or availing their gender in the online gaming platforms. The fact that a significant majority that is 63.4% of the respondence are not that comfortable in revealing their gender which clearly suggest that many women see online gaming communities as unwelcoming or hostile environments. There can be other reasons as well where often dominate the gaming industry in terms of numbers and influences. So the lack of representation and visibility of  women in gaming can instill a feeling of marginalisation and alienation among female gamers. 
Gaming developers play a crucial role in shaping the representation of women in online games. Their decision on the character design the story line overall portrayal significantly impact how female characters are perceived by players. A search study named ‘ mapping the field of representations of women in video game’, explorers underline issues such as stereotypes, sexualisation and gender biases present in online gaming portrayals  of women. By analysing data received it is evident that 51.5% of the respondents believe that game developers adequately address and represents the concerns and interest of female gamers India game designs where as 36.6% of the respondents feel that the game developers not address and represent the concerns and interest a female gamers in the game designs at all and 11.9% of the respondents say that game developers very well address and represent the concerns and interest of female gamers in their game designs. Also, through the data that was received, it is clearly evident that 68% of the respondents feel that the gaming industry should implement much more stricture policies to come back gender based harassment. 22.7% of the respondents feel that gaming industry did not implements tictabolicies to come back to gender based harassment the rest 9.3% of the responding have answered maybe as I assume that they are not much aware about the scenario. It is also worth to not that 57.4% of the respondents have never considered quitting and online game due to gender related issues. 14.9% of the respondents have considered quitting sometimes while playing online games. 
Furthermore, when asked about the extent to which increased awareness and education about gender inclusivity can improve the overall gaming experience for female gamers, 45.5% of the respondents believed that increased awareness and education about gender inclusivity can improve the overall gaming experience for the female gamers. 43.6% of the respondents believed that increased awareness and education about gender inclusivity can moderately improve the overall gaming experience for the female gamers. 10.9% of the respondents believe that increased awareness and education about gender inclusivity can improve the overall gaming experience for the female gamers. 
Statistical technique called as a chi square test was employed to ascertain whether categorical variables correlate with one another. Chi square test was conducted in order to understand the  relationship between the age the respondents and the frequency of online gaming among the participants. The data shows a significant relationship between each groups and the game frequency. The observed frequency had significantly different and varied frequencies suggesting that age can effect the gaming frequency and habits. Young age groups play more often while the old age groups play less often. We could see that the age group of 20 to 30 had the highest frequency of plane on a daily and weekly basis. Where us as the age goes up the frequency of the gaming goes down. The hypothesis that is generated: the lesser the age, the higher would be the time spent on playing online games.
The data that is collected has sufficient evidence to prove the fact that ‘lesser the age, the higher would be the time spent in playing online games.’ thus the hypothesis ‘the lesser the age, the higher would be the time spent on playing online games’ is accepted. Older females may have grown up in a generation where technology especially online gaming was not us prevalent or accessible as it is now. The lack of familiarity with gaming platforms and technology can make them less inclined to spend time playing online games. Older females may also have much more responsibilities such as work and family duties as compared to younger girls. This limited free time may reduce the opportunities for older females to engage in online gaming activities even if they want to. Based on the chi square test conducted to understand the relationship between age and the most prefered gaming genre, reveals that there is no significant relationship among the age and the preferred genre. The kite square test between the relationship of age and problems experienced by female gamers show a significant relationship with each other. Different age groups have different challenges. Stereotyping and prejudice, verbal abuse and lack of safe environment are particularly common problems with younger age group. The kay square test conducted to understand the relationship between the age and the level of risk awareness about online gaming shows a significant relationship between the two. Young age groups especially those in the 20 and 30 are more aware of the risk compared to older groups. Younger female have grown up in a time where there is increased awareness about the potential risk of online gaming. With the advancement of technology and access to information younger individuals including female are more exposed to educational campaign awareness classes and public health messages regarding the risks involved in gaming. 
Education place and important role in shaping peoples attitude behaviours and choices. Chi square test was conducted in order to understand whether education had any relationship with the game frequency. The test result show significant relationship between education and game frequency. People with college education is specially bachelor's in masters degree played more frequently than the those with school level education.
Chi square test was also conducted in order to understand the relationship between education and the most preferred gaming genre by females. The test result shows significant relationship between education and preferred online game. Those with bachelors and masters degree prefer puzzle games simulation games while those with secondary and higher secondary education prefer action and role playing games. The test result suggest that education influences the gaming preferences and it reflex the difference is in cognitive engagement, problem solving skills and leisure activities. While testing education and the factors that influence online game in preferences there showed a significant relationship between education and the factors affecting online gaming. Higher education levels correlate with stronger preferences for graphic and visuals, story and multiplayer features. Bachelors and masters degree holders have the greatest impact that the secondary and higher secondary holders. By conducting the chi square test to understand the relationship between the education and impact of games on social interaction and relationship, it was understood that the test result showd a significant relationship between educational level and the impact of games on social interaction and relationships. The level of education affected people's perceptions very much differently. Hello levels of education showed more positive effects and lower levels of education showed more negative effects. the chi square results of the relationship between education and the challenges faced by female in online games also showed a positive relationship between the two. High level of education was also significantly associated with greater Awareness of the potential discs high level of education was also significantly associated with greater Awareness of the potential risks that are associated while playing online games.
Religion is a complex and multilayered part of human life. Religion surprisingly has a linking with online gaming patterns and behaviours. The relationship between religion and gaming is very much complicated and can be seen through multiple perspectives. A person's religious affiliation often affect the individuals gaming habit and occurrence. For example, certain religious beliefs and performs may discourage of prohibit over gaming which sometimes can lead to people stop playing games or playing for lesser hours. Some religious community you gaming as an enjoyable and leisure activities, which can lead to different gaming habits among different religious groups. Third the religious beliefs can influence the genre of games. While conducting a lifeforce square test to analyse the relationship between religion and gaming frequency, it was understood that there is a significant connection between religious affiliations and the gaming frequency.
In conclusion, online gaming has become a prevalent form of entertainment among people of all ages and gender. In Kochi City female are increasingly becoming involved in online gaming and their preferences and Awareness of the gaming world growing quickly. Many females in Kochi City are drawn to a variety of online games ranging from casual puzzle strategy games to action-adventure games. The preferences often lean towards social and strategy-based game that allow for communication with other players. Surprisingly women in Kochi are well aware about the potential risks that are involved while playing games. But still there are female who are not very much aware about the potential career opportunities within the gaming industry. Even though women prefer and like to play online games they are not able to do it because of the social stereotypes and gender related issues that revolve around online gaming environment. Women spend lesser time as compared to men in equipping in online gaming platforms. But overall, the females are having an increased presence in online gaming. Females as compared to earlier do not face much harassment in the online gaming environment and this is a positive trend that highlights the diversity and inclusivity of online gaming community. With greater awareness and environment female can contribute to thrive and contribute to this vibrant and dynamic industry.
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APPENDIX










Online Gaming preferences and involvement among Females: A Sociological Analysis with special reference to Kochi City.


 Age
· 10 – 20-1
· 20 – 30- 2
· 30 – 40-3
· 40 – 50-4
· 50 – 60-5
· 60 & above-6
 Educational Background:
· Primary school [1]
· Secondary School [2]
· Higher Secondary School [3]
· Bachelor's Degree [4]
· Master's Degree or Higher [5]
· Other (please specify) [6]
Occupation: 
· Student [1]
· Employed (please specify) 2
· Unemployed 3 

Monthly Household Income: 
· Less than 50000
· 50000 to 1 lac
· 1 lac to 2 lac
· 2 lacs to 3 lacs
· More than 3 lacs
Religion
· Islam 1
· Christian 2
· Hindu 3
· Sikhism
· Jainism
· Buddhism
· other

Marital status
· Single (Not Married)
· Married
· Separated
· Divorced
· Widowed

. Locality
· Urban 1
·  Rural 2

Do you like playing online games?
· Yes, I do
· Sometimes when I am bored
· No

How often do you play online games? 
· Daily 5
· Weekly 4
· Monthly 3
· Rarely 2

What types of online games do you enjoy playing the most? 
· Action/Adventure 1
· Role-Playing Games (RPGs) 2
· Dress up/ Make over games
· Cooking games
 
· Puzzle/Strategy 3
· Simulation 4
· Sports 5
· Racing 6


What factors influence your choice of online games? (You can select multiple options)
· Graphics and Visuals 1
· Storyline and Plot 2
· Multiplayer Features 3
· Peer Influence 4
· Availability of Free Games 5
· Personal Interest 6

. On average, how many hours do you spend playing online games?
· -Less than 1 hour 1 
· -1 - 2 hours 2
· 3 to 4 hours 3
· 5 to 6 hours 4
· More than 6 hours 5


 Do you primarily play online games with friends, family members, or strangers?
· Friends 1
· Family 2
· Strangers 3 

 Has playing online games positively or negatively impacted your social interactions and relationships? 
· Positive impact 1
· Negative impact 2

What are the positive outcomes while playing an online game?
	
	Always 
	Often 
	Sometimes 
	Rarely 
	Never

	Helps to connect 1
with like-minded
people

	
	
	
	
	

	Helps to decrease
Loneliness 2

	
	
	
	
	

	Increases skills  3

	
	
	
	
	

	Increased
Empathy 4

	
	
	
	
	

	Boosted self
Confidence 5

	
	
	
	
	


 
What are the negative outcomes of playing an online game according to you?
	
	always
	often
	sometimes
	rarely
	never

	It increases addiction 1
	
	
	
	
	

	Makes me Aggressive 2
	
	
	
	
	

	Leads to health disorders 3
	
	
	
	
	

	Decreases academic/work performance 4
	
	
	
	
	

	Social isolation 5
	
	
	
	
	




Have you ever experienced any issues or challenges while playing online games as a female gamer.
· Yes 1
· No 2
· Sometimes. 3
If yes, what are the major challenges that you have faced as female online gamer.
· Stereotyping & bias 1
· Verbal harassments 2
· Accessibility issues 3
· Lack of safe space/environment 4
· No, I have not faced any challenges 5


Are you aware of the potential risks associated with online gaming, such as cyberbullying, addiction, or privacy concerns?
· Yes 1
· No 2
How comfortable do you feel using voice chat or revealing your gender in online gaming communities?
· Very comfortable 1
· Somewhat comfortable 2
· Uncomfortable 3
· Very uncomfortable 4
Do you feel that the potential risk can increase if you reveal your gender while playing online games?
· Yes
· No
· May be

Have you ever felt excluded or treated differently in multiplayer game settings because of your gender?
· Yes
· No
To what extent do you believe that game developers address and represent the concerns and interests of female gamers in their game designs?
· Very well 4
· Adequately 3
· Insufficiently 2
· Not at all 1

Do you think the gaming industry should implement stricter policies to combat gender-based harassment and discrimination?
· Yes
· No
· May be

How often do you find that game content, including characters and storylines, reflects diverse and empowering representations of women?
· Very often
· Sometimes
· Not at all

In your opinion, how supportive are gaming communities in addressing and mitigating gender-related issues faced by female gamers?
· Very supportive
· Neutral
· Not supportive

Have you ever considered quitting or avoiding a particular game due to gender-related issues or discrimination?
· Yes
· Even though I face some issues I try to continue the game.
· No
· Maybe

How do you protect your personal information while gaming online?
· I don't share personal information 1
· Use a pseudonym/username 2
· Adjust privacy settings 3
Have you ever taken any measures to mitigate the risk while playing an online game?
· Yes
· No


How do you deal with or report problematic behavior in online games?
· Mute/Ignore 1
· Report to Game Moderators 2
· Leave the Game 3


Have you ever taken any measures to mitigate these risks while gaming online?
· Yes 1
· No 2

To what extent do you believe increased awareness and education about gender inclusivity can improve the overall gaming experience for female players?
· Significantly 4
· Moderately 3
· Slightly 2
· Not at all 1


Thank you for participating in this survey. 
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