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Letter from the Editor
Dear Reader,
There is a troublingly-common occurrence of thinking which supposes that technology, as academia,
profession, and recreation, is for the boys. Both historically and contemporarily, technology has been
understood as realm of society that is dominated by, designated for, and designed by men. There
is evidence to support this position: Sandra Harding reports that “equity studies have documented
the massive historical resistance to women’s getting the education, credentials, and jobs available to
similarly-qualified men; the have also identified the psychological and social mechanisms through which
discrimination is informally maintained even when the formal barriers have been eliminated” (357).
Welcome to 58008. Frustrated by a lack of attention to the outstanding work of
women in technology, we have decided to do the work ourselves. Our mission is to
explore, probe, and critique the gendered aspects of learning and living professions
in technology as well as to call attention to the women already involved in this field.
In this edition, we bring you stories about local video game vendor Connie Tao, the implications of
gender-based violence in Grand Theft Auto, what the MIT Technology Review has to say about women
in technology, and take a look into the shifting gender balance in Google as well as in CC classrooms.
In doing so, we are positing that the “preposterous distinctions of rank” (Wollstonecraft, 78) in
the technological field need not be. Mary Wollstonecraft asked in 1792 “Where is then the sexual
difference when the education has been the same?” (78) – gamers are gamers are gamers and coders
are coders are coders; there is no discrepancy in skill between genders that necessarily precludes
women, and those women who are involved in technology already are actively improving the field.
Our demands are simple: reform the construction of the study and pursuit of technology to
encourage and promote women’s participation. Their historic exclusion is a detriment to both the
development of technology in general (“Surely it is ‘bad science’ to assume that men’s problems are
everyone’s problems, thereby leaving unexplained the many things that women find problematic”
(Harding, 358)) but also to the dashed aspirations of women discouraged from pursuing their techrelated dreams. There is room for this sort of reform, and we ask that it be done in a way which, to
borrow the words of Crystal Eastman, furthers the ability of women to be “human beings, with a chance
to exercise their infinitely varied gifts in infinitely varied ways, instead of being destined by the accident
of their sex to one field of activity” (137). We caution against forgetting the important work that has
already been done: women are shaping and interacting with technology in important ways every day.
Here’s to a world in which “binary” refers to code and in which the face of technology is woman.
Yours,

Abby Diess
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MEET THE TEAM
Abby -- Abby, editor and junior Political Science major, has never
won a single race in Mario Kart but is not easily deterred -- a girl can
dream.

Gabe -- Gabe, journalist and junior Feminist and Gender Studies major, in search of fried chicken, power nerd, enthused by sneakers and
cast iron cookware.

Ramah -- Ramah, a journalist, a sociology enthusiast, confused by
FIFA. WWE is the only form of violence that I accept. In my free
time, I try to sleep a lot and eat unhealthy food.

Becca--Becca, Editorial Assistant, major-as-of-yet-undecided first year.
Only experience in tech is teaching my grandma about the iPhone.

Maya-- Maya, a Comparative Literature major by day, graphic designer by night, enjoys watching YouTube videos of people playing
GTA, even though she doesn’t game.
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CC CompSci and Google’s Girls
By

Ramah

Aleryan

and

Gabe

Rosenthal

In

Januar y of t his year, a former
G o o g l e e m p l o y e e , J a m e s D a m o r e , f ile d
a class action la wsuit against his by g o ne
em ployer claiming t hat t he com pany was
systematically discriminating against conservative
white men. Damore’s termination came off the back
of a ten-page memo he penned and circulated that
harshly critiqued the company’s recent diversity
initiatives. Clearly, the success these programs saw in
regards to hiring women and people of color was to
such a degree that Damore, and other white men at
Google, felt their jobs, and the corporate environment
of their company, were in danger (Domonske).
At first glance, it is clear that the field of computer
science, at the bare minimum, used to be a boy’s
club. Increasingly, however, it appears that the
dominion of Damore and his ilk is being threatened
by the inclusion of a more diverse cast of coders.
This particular investigation into changing world
of computer science is an attempt to complicate
the notion that underrepresentation necessitates
marginalization; better understand the institution
of computer science and the specifics of how
oppression manifests itself within; engage with female
computer science majors at Colorado College to
better understand their lived experiences; and deexceptionalize computer science as a field which is
mediated by the intersections of race/class/gender/
sexuality and science in some special manner.
Damore’s suit is predicated on logic that insists
on inherent differences in the “distribution of traits
between men and women” (Conger). This rhetoric
represents a perversion of Joan Scott’s analysis of the
“equality-versus-difference” binary. Danmore’s memo,
and his argument, are conditional on his assertion
6

that, if inherent difference between the sexes is
acknowledged, this will foster a more equitable
working environment and explain the disparity
in the hiring of women versus men. This is almost
ripped straight from Joan Scott’s theorization
that: “Equality requires the recognition and
inclusion of differences” (Scott, 404). However,
contrary to Damore’s assertions, Scott continues
say that differences must “confound, disrupt,
and render ambiguous the meaning of any fixed
binary opposition” (Scott, 404). She cautions:
“Feminist scholars must be aware of the real
danger that arguments about ‘difference’
or ‘women’s culture’ will be put to uses other
than those for which they were originally
developed” (Milkman, qtd. in Scott, 399).
Whereas Danmore argues that the
inclusion of women and peoples of color in the
workplace is having irreparable, important,
and polarizing effects on the office makeup
and output, the lived experiences of two
women in the Computer Science department
at Colorado College tell a different story.
The experiences of Palesa Mokoena
and Sasha Carney, complicates the notion
that
underrepresentation
necessitates
marginalization. They both acknowledge
that computer science major is a white-male
dominated space and they experience a sense
of heightened pressure to “prove” themselves.
“I felt incompetent,” Palesa noted in regards
to her first CompSci class at CC. Sasha, too,
expressed her frustration about the pressure to
always work harder than an average student
to prove “women can do it too.” Sasha said
that she often times feel pressured to “show
off” her project at the end of a block for the
sake of impressing her mainly male classmates.
Palesa’s first class was at Oprah Winfrey
Leadership Academy for Girls in South Africa
and that’s when she found her passion. Unlike
her experience in Oprah Winfrey academy
where all of the students were female, Palesa
became starkly aware of her blackness and
7

femininity at CC, where her racial and gender
demographic is the exception to the rule. For
Sasha, her first CompSci class was at CC, where
she discovered her love of problem-solving and
solving “puzzles” but was similarly painfully
aware of her gender status in the classroom.
The reasons for the dramatic gender gap
in CompSci classrooms may be rooted in early
development disparities. Based on a sample of
60 boys and 60 girls ranging from 5 to 13 years
old, Cherney and London (qtd. in Main, 301)
found girls and boys had different preferences
for leisure activities. While boys tended to favor
computer games, girls favor television. Similarly,
Cotten, Shank, and Anderson (qtd. in Main,
300) found that middle school girls are likely
to spend more time communicating over media
and listening to music, whereas middle school
boys spend more time playing with gaming
systems. In a qualitative study of mixed teams of
girls and boys in the 5th and 6th grades, Ching,
Kafai, and Marshall (qtd. in Main, 302) found
that boys tended to participate in more complex
computer tasks, such as programming, whereas
girls more frequently recorded team notes. The
authors suggest that both the unevenness of
task distribution as well as its manifestations in
early youth leads to unequal development of
computing skills between genders. As such, the
pressure women may feel to “prove themselves”
as equals in CompSci perhaps stems from the
late exposure of females to the field subsequent
game of catch-up with their male counterparts.
On the other hand, both of the students
identified that practicing is a key for everyone
to get better in this field and the fact that they
are underrepresented does not necessarily
define their path in the field of study. Palesa,
with an air of assurance, noted that, “I might not
be the most brilliant coder but I am on my way
there.” Both Sasha and Palesa identified that
putting in the hours is really the real difference
between an excellent and an average student
and explicitly recognized the effort of some
professors and peers to support them as

females in the field. Sasha mentioned professor
Steven Janke who commends students for their
coding skills (as opposed to exceptionalizing
marginalized identities) and is very keen on
calling out people who are disrespectful in
class. Palesa mentioned her advisor Janet Burge
who is an immense emotional and academic
support for her. The hours of dedication
necessary for success feel much shorter when
mentors are there to help shoulder the burden.
As with many college students, anxiety
about post-graduate job prospects looms for
these women. However, in this respect, their
gender and racial identities may prove to be
a boon. Tech companies anxious to improve
their public image or simply to include a wider
variety of voices in their offices are increasingly
hiring historically-excluded groups. Sasha
acknowledged that it is “much easier to get hired
at the big 5 as a woman or person of color or
both these days” and Palesa also added that “If
anything, as a black female, I have better chance
and advantage for more [career] opportunities.”
Sasha and Palesa’s experiences as
CompSci majors brings nuance to the notion
that being a woman or person of color in
tech is necessarily hellish. While they both
acknowledge the underrepresentation of
women and people of color in the field, they do
not necessarily feel individually marginalized
because they feel that they are judged on their
skills. Both are finding support from certain
professors and peers and seeking comfort in
the fact that they may have a higher chance of
getting hired as women and people of color.
An analysis of women’s relationship with
technology published in 1981 notes women’s
dissatisfaction with the story about women in
tech: “it bespeaks their frustration with existing
analyses and assessments of technology that
have neglected and ignored women’s special
needs and concerns” (Bush, 373). The narrative
about women in technology, while ostensibly
calling attention to the gendered disparity in the
field, perhaps serves to reinforce the imposter-

syndrome that those women involved in tech
may feel. “External cues that signal belonging
in an environment are critical in determining
student interest in a given field and that a lack
of perceived similarity with those in computing
fields plays a role in women’s lower interest in
these fields” (Bush, 373) The construction of a
narrative which includes only male professors
and students, focuses on only the technical parts
of the field and centering video games as essential
to understanding of the field all exclude women.
Kimberle Crenshaw, in “Intersectionality and
Identity Politics: Learning from Violence against
Women of Color,” expresses that “it is specifically
political: the narratives of gender are based on
the experience of white, middle class women,
and the narratives of race are based on the
experience of Black men” (Crenshaw, 491). The
narratives regarding CompSci predicates itself
upon the experiences of the white educated rich
men and excludes both white women, women
of color and males of color. Creating a more
inclusive narrative about CompSci by creating
new images in the media of women and people of
color existing and excelling in the field is essential
in fostering the buy-in of non-white non-males.
The changing landscape of Google’s
workplace is prompting detractors like James
Danmore to fight back under the guise of
discrimination. His position rests upon the idea that
women and people of color constitute imposters
and others in an area which has previously
remained untainted by explicit diversity. Sasha
and Palesa have a different take. Introducing
coders who are women and people of color
doesn’t necessarily change the work that is
done; yes, there is difference in lived experience
and perspective from which the work will be
generated, but there is no reason that the quality
will differ. Non-traditional coders of all races and
genders are being trained in high-performance
institutions every day -- now the Danmore’s of
the world just have some more competition.
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58008 Reviews:
MIT Technology Review

BY GABE
ROSENTHAL

T

his edition of our internally

acclaimed review ser ies,
58008 Reviews , will t ake

o n a p ro je c t t h a t is s l ightl y
un u s u a l f o r t h e column:
a n o t h e r t e c h m a g a z in e . Our publication
does not exist in a vacuum, and this article
will be an exercise in the exploration of
the nuanced world of tech magazines that is
all around us. This investigation is additionally
motivated by the sentiment that the relationship
between women and technology is uneasy:
“The cultural identification of masculinity with
technology and subsequent female exclusion
alone have proved insufficient to explain this
complex relationship” (Pechtelidis et.al, 178).
Specifically, I’ll be discussing and analyzing
the MIT Technology Review. According to
their “About Us” section on their website, the
MIT Technology Review’s mission statement is:
“Every day, we provide an intelligent, lucid and
authoritative filter for the overwhelming flood of
information about technology” (MIT Technology
Review, About Us). Each year, the magazine
publishes a roundup of what the staff deems to
be the ten technologies that will have the most
“profound effect on our lives” this year (MIT
Technology Review, 36). This list, published in
the March/April issue, in conversation with the
mission statement of the magazine, is therefore
a supposedly “authoritative” collection of
the most important technologies of the year.
Within this edition of 58008 Reviews you’ll
find a feminist review of the March/April 2018
Issue of MIT Technology Review. The piece will
begin with a quick discussion of the staff and
board of directors of the magazine then move to
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more specific content analysis from the issue. This
article will draw on the theoretical framework
laid down by Laura Mulvey in her article “Visual
Pleasure and Narrative Cinema” to understand
how this particular issue may be structured for
the male gaze. Later, it will reference Chandra
Talpade Mohanty’s piece “Under Western Eyes:
Feminist Scholarship and Colonial Discourses”
to compare two interviews of women of
color in technology found within the issue.
Before a discussion of the nature of the
content produced by MIT Technology Review, I
think that it is vital to understand from whom the
content comes. MIT Technology review has 17
members of their magazine staff, and of those
17, 9 of them (including the CEO) are women.
These stats would perhaps draw enough of
a conclusion to satisfy the musings of some
investigators, but not so for 58008 Reviews.
To begin with, this article is a conversation
about the presentation of technology magazines
as being for the male gaze. Laura Mulvey notes
two very distinct but vitally important modes of
looking that are identifiable as the male gaze:
the first plays on the pleasure derived from the
sight of another person as sexually stimulating
(scopophilia) and the second relies on personal
identification of the viewer with the image, rooted
in his narcissistic ego (Mulvey, 256). While her
theory is rooted in the gendered representations
of people in film, I wish to borrow her
conceptions of “looking” and “being looked at.”
The particular issue of MIT Technology
Review in question is starkly lacking in images of
women that fall under the “being looked at” or
scopophilic categorization of image. However,

it is rife with opportunities for confirmation of
the ego of a male reader. The first page of the
magazine includes the Letter from the Editor and
a picture of a white man. While women wrote
many of the articles in the issue, it is not until the
18th page
that
an
image of
a woman
appears.

percentage of articles found in the March/April
issue are written by women. As noted early,
over half of the regularly contributing writers are
women. While it is undoubtedly significant that
there are so many female content creators, there
are
some
disturbing
patterns that
replicate
r h e t o r i c
that
has
plagued women in technology for years.

“While women wrote many of the articles
in the issue, it is not until the 18th page that
an image of a woman appears.”

Furthermore, it is not until the 28th page that
a woman in a technological field is pictured or
even mentioned. The rest of the magazine is
filled with examples of men in tech completing
projects and changing the technological
landscape. This is significant in numerous
ways: first, there is something to be said for
a lack of objectifying instances of women “as
image”; second, the notable lack of visual
or textual representation of women in tech
suggests that they are not there; third, it implies
that the readership of the magazine is not
looking for female role models in technology
fields; and finally it re-inscribes the narrative
that technology is reserved “for the boys.”
Mulvey argues that the place of the woman
as both the subject and object of looking is
one of contradiction. She calls attention to the
paradoxical existence of women as a deviant
threat of “not-male-ness” and as passive sexual
objects that the male spectator’s ego can see as
one-dimensional and static (Mulvey, 258). She
writes: “Thus the two looks materially present in
time and space are obsessively subordinated to
the neurotic needs of the male ego” (Mulvey,
258). When read through Mulvey’s framework,
this issue of MIT Technology Review replicates
the narcissistic process by which the male
spectator see himself as the active agent in
the progression of the global tech narrative.
Furthermore, the limited exposure women do
receive for their accomplishments is a voyeuristic
one – an exposure based more in the need to
show women in the field such that they can be
looked at as spectacle as opposed to one driven
by a want to support their stories and livelihoods.
I want to again emphasize that a high

In 1981, Jan Zimmerman noticed a
problematic connection between advancing
reproductive technologies and women: “While
such technologies may offer women freedom
from childbearing, which has been a form
of female bondage, they also offer men an
unprecedented opportunity to assert control
over the one aspect of the life process that has
eluded them until now” (Zimmerman, 364). This
association between women and reproductive
technology appears in the March/April issue
as an article about a contraceptive gel written
by a female staffer. But here’s the catch: the
contraceptive gel is for men. It is possible to
read this piece with Zimmerman’s skepticism.
Is this another attempt for men to gain control
over the life process? Why was a female
writer’s voice called upon to communicate
a story about reproductive technology?
Now to turn to a discussion of the female
representation the magazine does provide. I
would be remiss to undersell the women featured
in the back-to-back interviews found in the
middle of the issue. The two interviewees -- Timnit
Gebru and Yasmin Green -- are powerful women
with high octane jobs in the fields of artificial
intelligence and cybersecurity, respectively. It is
commendable of the editors to include the stories
of two women of color, and (to throw back to
Mulvey) the significance of the female image is
not to be understated. I do not wish to demean
or misrepresent these women for their presence
as role models for young women aspiring to
join the tech field is deeply valuable. However,
I would like to question and complicate the
manner in which the magazine chose to portray
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their stories. Chandra Mohanty’s piece “Under
Western Eyes: Feminist Scholarship and Colonial
Discourses” provides a framework with which to
analyze the discursive constructions of unmarked
women
in
opposition to
“third
world
women” (329).
Both interviews
focus on how
Gebru’s
and
Green’s work
have societal
implications
–
the
technological
significance
of
their
contributions to
how Gebru’s
projects may
represent
an
attempt
to
eliminate
“bias”
(MIT
Tec hnology
Review,
55).
While the
interviews do
not
explicitly
suggest
that
the work of
the two women
is
related,
the discursive
framing of their work implies that women in
technology have communal, presupposed
interests. In Mohanty’s words: “A homogenous
notion of of the oppression of women as a group
is assumed, which, in turn, produces the image
of an ‘average third world woman’” (Mohanty,
329). This brings me to the major difference
between the presentation of Gebru and Green.
The first of Green’s answers included in her
interview describes her as an immigrant to the
UK from Iran. The fact that this was literally
the first thing the editors wanted the readers to
know about her posits Green immediately as
11

“different” in some way because of her nonwestern-ness. In contrast, Gebru’s nationality is
neither mentioned nor alluded to, thus leading
the reader to assume that she is must be located in
contrast to Green;
meaning that the
reader is led to
assume Gebru is a
Western woman,
or perhaps even
more specifically
an
American
woman. I do not
mean to suggest
that
Gebru’s
experience
is
not mediated by
it’s own unique
oppressions
but
to draw attention
to the addition
of “third world
difference” to “sex
difference” when
MIT
Technology
Review wishes to
present
images
and stories of
women in tech
(Mohanty, 334).
Thus
resulting
in an additional
othering, one that
relies on the binary
construction of
the West versus the
Rest, and its related narratives of modernity vs. antiquity.
From a look just beneath the surface,
58008 Reviews finds that the MIT Technology
Review does in fact do some considerable
violence to women in technology despite
the fact that the majority of their editors are
women. Voyeurism, ethnic othering, and malecentricity plague the March/April 2018 issue;
maybe next year, a technology which could
help ameliorate this issue will top their chart.
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By Becca Parks
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GRANDTHEFT AUTO
The Good, The Bad,
and the Ugly

By Ramah Aleryan

15

Grand Theft Auto (GTA) is one of the most
popular video games on the market. It has been
one of the top selling video games since its
release 16 years ago. In GTA, “players can steal
automobiles, hire prostitutes, and join gangs”
(DeVane, 266); GTA is explicitly hyper-violent
and masculine. Moreover, GTA has received
many critiques about its hypersexualization
of women and its normalization of violence.
However, are the consumers of games like GTA
completely being shaped by the ideas and the
representation in those types of games? Similar
to pornography and cinema, GTA or video
games in general are a products of patriarchal
capitalist societies. I am not arguing that the
consumers are blindly influenced by those
products – the viewer undoubtedly retains a
critical sense of determination in regards to how
applicably GTA is to the real world. However,
regardless of the physical manifestations in users
in the real world, studying the racial and gender

relation as presented in a popular game like
GTA is valuable in and of itself. To change GTA
and video games in general, one is required to
think about gender representation as a whole
and the role of capitalism and patriarchal system
in constituting the images of such products.
In thinking about GTA, I could not help but
thinking about the same debate on pornography.
Pornography and video games like GTA are
part of what is called of “economy of pleasure.”
I am drawing a parallel between pornography
and video games because they are similar in
terms of being products for entertainment, which
heavily consumed by men and perceived as
problematic products that objectify women. Is it
feminist or not? Does it objectify women? Should
we stop consuming it? The notion of pleasure is
historically linked to masculine notions of what
is pleasing. Images of women are produced
in film, pornography and video games for the

male gaze. Mulvey talked about the notion of
“scopophilia,” which is defined as the pleasure
derived from looking in her essay “Visual
Pleasure and Narrative Cinema,” explaining
the it has been a split between active/male
and passive/female (256). In heavily male-

consumed GTA, males assumed to be are
the active users of the game and females
are thus chiefly characters or images in
the game – reminiscent of the way in which

“pornography constructs women as things
for sexual use and constructs its consumers to
desperately want women to desperately want
possession and cruelty and dehumanization”
(Mulvey, 285). Objectification of women is
certainly a theme among many entertainment
products that privileges the power of the male
gaze. Subjects in both products are hyper-real,
which contribute to the image of ideal women
as “skinny, hot, blond” to emphasize Western
beauty standards. We can find the same
patterns in pornography and cinema as well.
It is clear that GTA marginalizes women
not only by the way they are portrayed in the
game but also as gamers themselves. When
playing and searching for a hero that might
be for them, GTA fails women gamers. “There
aren’t any female characters to root for, be
impressed by, or even fall in love with…women
were there to nag you, or be bribed – whether

with fancy dinners or cold, hard cash – into
having sex with you” (Lewis). GTA provides a
stereotypical image that also can be found in
pornography or movies (try and picture the
James Bond franchise without a knock-out sex
interest. We’ll wait). As this stereotypical image
exists within a capitalist, patriarchal society, this
stereotypical image of is heavily commodified
and marketed through different products.
“Grand Theft Auto is offensive –
deliberately so, because controversy sells”
(Lewis). GTA
capitalizes upon the
controversy and critique it attracts. The
fact that GTA is controversial generates buzz
about it, reinforced by with the game’s top-ofthe-line graphics and tech. GTA is a technical
marvel in the gaming world, so having
some controversial images or notions do not
necessarily inhibit consumers from purchasing.
On the contrary, it makes it more exciting.
Commodification of critique is not exclusive
to GTA. Take Wonder Woman, the movie
released in 2017. The fact that the protagonist,
who is superhero, is a woman made the movie a
bestseller because it was seen as a revolution in the
superhero world. Putting women in the forefront
and in leadership positions attracted a growing
audience who wants to see women more on the
screen. However, why is not there still a market
for games that appeal to a female audience?
Capitalism
is
a system that
is
inherently
flexible to be
sexist or not,
racist or not
and does not
adhere to any
fixed
moral
code to it. GTA,
however,
has
found enough
success
with
orienting itself
towards a male
audience
that
it would take
16

more evidence
than
Wonder
Woman
to
switch its course.
Let me pivot
to the effects of
GTA’s marketing
strat egies on
t he
gamers
themselves.
We
cannot
assume that the
consciousness of
GTA consumers is
being completely
constituted
by
the
images
provided in GTA.
The GTA series
certainly
isn’t
female-friendly
(Lewis), though
the structure of
the game does
constitute
an
“open-ended
play
space”
(DeVane, 271).
Video
games
are
popularly
constructed as powerful shapers of the consumers,
but all GTA consumers do not necessarily
become mass shooters or rapists or abusers.
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“Running over, shooting, or otherwise injuring
another character in the game is not required to
play in the game space” (DeVane, 271). There
are several options to play the game (though
that does not mean that one can play the game
without objectifying women or committing acts
of violence). However, we have to acknowledge
the complexity of GTA and the options for action
that it gives gamers. Some may argue that “part
of the pleasure of the game is the chance to
inhabit marginalized identities and vicariously
experience these highly stylized life-worlds”
(Cassell, 25). In that context, marginalized
identities do not only include people of color, LGBTQ,
women, among other but also include children that

do not have access
to public places, go
to non-equipped
schools or children
with
disabilities.

It is perhaps
empowering
fo r d i f f e r e n t
marginalized
identities to be
able to experience
power by way of
gaming that they
do not necessarily
experience
in
reality.

Committing
acts of violence and
objectifying women
are not necessarily
the way to gain power
in GTA, however,
feeling
strong,
saving people and
making a difference
give certain type of
power and strength
for
marginalized
identities. “Video games constitute virtual play
spaces which allow home-bound children like my son
to extend their reach, to explore, manipulate and
interact with a more diverse range of imaginary”
(Cassell, 37). Providing those imaginary spaces
to consumers might actually create a space for
freedom and innovation. “Without decrying
game violence as a symptom of our moral
decline, we need to explore how that violence is
presented” (Lewis). Instead of attaching certain
type of morality on the game because of the
violence and the hyper-sexualization of women
that it proffers, we need to explore in what ways
that violence is presented and how is that a
product of a bigger systemic societal constitution
of gender difference and capitalistic desires.
Gender differences are found in most of
market product such as traditional toys and

games, clothes, video games, and any number
of others. If we aspired to create inclusivity in
video games market, we either try to create
video games for girls -- a task which would
almost certainly maintain the same gender
differences system and result in games that will
cater to the stereotypical role of women – or
create a gender-neutral space where both
boys and girls can be attracted to the same
games and have the same accessibility to it.
The first option is already happening; there
are many games for girls which are mainly fashion,
cooking and home keeping games which like
aforementioned holds the stereotypical role of girls.
The second option would be much trickier.
“Creating a gender-neutral space would mean
redesigning not only the nature of computer
games but also the nature of society” (Cassell,
48). We are still very much entrenched in a system
that stems from patriarchal capitalist notions of
gendered recreation, so changing the root of the
system represents a much bigger conversation.

By Becca Parks

There is no doubt that GTA, as is the case
with many other video games, objectifies women
and propagates a certain form of masculinity
that is violent. However, the story is not that
simple. Video games, even problematic ones like
GTA, give gamers with marginalized identities
a space of agency and control. It can foster

imagination and creativity in ways which
were beyond the reaches of imagination
for people even a generation before.

On the other hand, video games as products
of entertainment like pornography and movies
are catered to the male gaze. Making the video
games market more inclusive really depends on
creating a gender-neutral space, an ask which is
extremely difficult to implement because of the
realities of the patriarchal capitalist system. We
as a society haven’t figured out how to implement
these kinds of spaces in reality, much less in
digestible video game format. Until we do, we
must work with what we’ve got and use games
like GTA for the good they are capable of doing.
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58008 Interviews:
CONNIE TAO
Interview and Introduction by Ramah Aleryan,

I arrived

at the small shop “Video
Games Exchange & Comics” on 830 E.
Fillmore Street and was a bit anxious.
I was here to inter view Connie, a sales
associate at the shop . When I stepped
in, a guy asked me if I want a free shirt, I
was confused. I said no and walked awkwardly
to the only woman I saw behind the counter
and asked if she is Connie. I told her that I am
from CC and coming to do an interview. She
welcomed me with a warm smile and escorted
me to the back to sit
quietly and talk. Connie
Tao is a female gamer
who is managing a local
video games store in
Colorado Springs. She
is 28 and helping her exboyfriend run the shop.
She didn’t grow up
being a big gamer until
she met her boyfriend -who was her roommate
at that time -- so she got
into gaming through
him. When he wanted
to open a business, he
asked her to come on
a s a co-owner, but she
refused, preferring to
work under him because
she is also a full time
By Ramah Aleryan

Conclusion by Gabe Rosenthal

student studying criminal justice at UC.
Connie’s positionality as a woman of color
shapes her experience not only as a gamer
but also as a female manager in a local
store consistently dealing with customers. My
conversation with Connie touched on everything
from her positionality as a gamer and a seller
in video game store to her desire to be a child
therapist. Connie’s maternal instincts, a driving
force behind her desire to be a child psychologist,

was
highlighted
several times during
our
conversation.
Her maternal instincts
are not manifested
in being a mother
rather in the advising
of parents of which
games they should
buy for their children;
she is deeply aware of

what ideas of violence,
hypersexualization
and racism may be
propagated through
gaming.
Sara
Ruddick
highlights
three
“demands” regarding
maternal thinking in
her book Maternal
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Thinking: “preservation, growth and social
acceptability” (Ruddick, 33). The demand
of preservation and growth which does not
necessarily mean physical protection but mental
and emotional protection too. Preservation
“does not require enthusiasm or even love; it
simply means to see vulnerability and to respond
to it with care rather than abuse, indifference,
or flight” (Ruddick, 34). Fostering care seemed
to be one of Connie’s persistent worries being
a gamer, video games seller, and a future child
therapist. Moreover, Connie emphasized her
belief that video games create new kinds of
acceptability norms. By this, she means that the
extreme violence and dystopic themes which run
throughout many video games could potentially
pervert that which is considered “normal” in the
real world. That relates to the third demand of
Ruddick’s: the role of mothers to foster social
acceptability.
Connie is a student, employee, gamer, and
woman of color. Her experiences in the world
of video gaming tell a unique story, one told
from the perspective of a maternal figure of an
unorthodox variety. Here’s a peek:
R: So when did you start gaming? What drove
you to games?
C: 5 years ago. It’s funny, ‘cuz when I was a
kid we were really into Mario, then my parents
got divorced and so we stopped gaming for a
while. Then I think that honestly, it was like 10-12
years and I stopped gaming and didn’t touch a
system. And then all of a sudden, 5 years ago,
he [my boyfriend] was really into Silent Hill and
Final Fantasy right, so Silent Hill is more of a
horror/survival game and Final Fantasy is more
of a role playing game. And so in my mind, when
I saw him play it, I was really into the graphics
at first, like so much storyline. The fact that, like
one person thought of this whole game is really
interesting to me and how everything is planned
out, like what’s going to happen. That’s what
really got me into gaming, so I gave it a try and
he said “Just sit here and just kinda play it” and
yeah that’s really what got me into gaming.

21

patience. There’s a lot of games, and I haven’t played a
types of games I like. I like riddle-type games that I can
door.” Or mystery games, like CSI, where I’m like “Who
me in the sense that like some games open up my mind to

R: what’s you experience as a store employee? Do cust
C: Uh yes, I do get that a lot, to be honest with you. Wh
and I’d go up to them “Sir or madam, can I help you?” A
a question. After three years, people will talk to me and
there and wait for him to come out to ask for help. And I
a lot about games but like I was telling him, it’s somethin
when they started gaming. And I didn’t grow up with thi
of Warcraft type of games or PC games. But one thing I
me on it. And I learn from all the customers that come in
community and people like to talk to males more than fem

R: Why do you keep gaming and why do you keep wor
C: Honestly, the reason why I do it is because of him. I
between us I’m gonna leave the job. And yes here’s a lot
something, if I promise I’m gonna go do it, I’m gonna sit
R: What kinds of games do you like to play didn’t work out between us I’m not gonna leave the store
now? Do you have anybody you play with?

C: My favorite things are
role playing games. Like Final
Fantasy, or games where I
get to go out there and go on
adventures. I am really into
that. I’m still really into Mario,
also like the horror/survival
games as well. I don’t really
like Tekken and things like that,
like one-on-one fighting games
-- I’m not really good at those.
If I have a day off, if I’m really
into it, I’m somebody who likes
to sit here by myself and play
a game, because I like the one
player type of games. But if I
was to play an online game I
do like to play with people, I
like to play with my friends or
my cousin or family.

R: In what ways do you find
that games have changed you
or influenced you or helped
form your sense of self?
C: I noticed that gamingwise, it has taught me a lot of
a lot of them. There are people who come in here who have played hundreds of games; I like to pick the
sit here and like figure out the pieces here and there and be like “Ok, so I need to grab this to open that
o’s the killer, who killed me, how do I find you?” They taught me a lot of patience, and they also influenced
o a lot of different things that are out there.

tomers treat you differently because you’re female?
hen we started the shop, people didn’t want to talk to me at all. I’d go out and they’d look at me all weird,
And they’d be like “No, I’m fine, I’m fine,” ya know, and then [my boss] would come out and they’d ask him
ask me questions like “Oh, what’s your favorite game?” but, especially the regular customers, they will sit
think it is a bit discriminating cause maybe it’s the fact that I’m a female that makes them think I don’t know
ng that I got into -- like I didn’t grow up with gaming. A lot of people they come in here and they were kids
is so I may not know certain things that people who have been gaming their whole lives know, this World
do really like is that sometimes the really nice customers come in and if I don’t know it they like to educate
n and teach me, but I do feel discriminated here and there and I think that’s in part because this is a nerdy
males.

rking here then?
I signed a five-year contract when we were dating and I don’t sit here and be like if things don’t work out
of times where I’m like “Come talk to me people! He’s busy!” But the way my mom raised me was, if I open
t here and I’m gonna do it with you. That’s the way I was brought up, that’s how I see it so just because it
e.
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R: When you do play online is there some discrimination as a female gamer?
C: That’s the funny part, when you do play online, because people don’t know you, I’ve been playing
monster hunter and people will know if you’re new because of your levels and people are much nicer
to you if you’re newer. But in shooting games, that’s a different community right there. People will
gang up on you, sit there start cussing, saying things like “Oh my team lost because of you.” So when
it comes to shooting games, people are more hardcore. But something like Monster Hunter, when I
need help, people are more willing to help you and will sit there
and try with you. It’s like two different communities.
R: So it depends on the nature of the game?
C: Yes, yes. And there’re so many bad games out there and
this is where different types of parenting come in. Some parents
will come in and I’ll warn them and they’ll say “Oh no it’s fine
they’re gonna learn that on their own or hear it on their own.”
There’s this game called Grand Theft Auto, where you steal cars
and beat up cops and rob people and there’s prostitutes and
to advance in the game you have to do awful stuff like beat up
females, and I sit there saying I don’t recommend that game
especially for a young kid and the parents will say “He’s gonna
learn it sooner or later.” But in my mind, as a criminal justice
major, kids learn differently, they’re not seeing the concepts at
play here, they’re not understanding that what’s going on is
bad. I think it’s really sad, but it’s not my child so I can’t do
nothing, at least I told you.
R: What do you think of the representation of women and race
in gaming? For example, there is a lot of hyper-sexualization or
depictions of police violence against black people.
C: I think it’s extremely sad. I grew up with a lot of females in
my life and I only had one brother. And my mom is a feminist,
my brother learned how to respect us and my mother taught
us females can do anything that males can. I feel like in video
games, it’s really discriminating, even if there’s a female
character in a game they’re dressed in a way or act in a way
that we wouldn’t do normally. You’re portraying the fact that a
female has to show some skin to get anywhere in the world. A
lot of games have male characters that are more covered up,
have stronger armor than the women. And games are getting
more sexual, and the male characters have to do things with
female prostitutes to progress the quest and I think it’s really
degrading. I was talking to a customer and he said that women
look like that in games because that’s how women truly are and
I said that’s not true and he said women have to use their body
to get somewhere, they gotta do things because they don’t have
the power as a male. Coming from a female’s point of view, if
you give us a chance to get where we need to be we can get as
high as you guys. Females are more independent than men.
R: Do you think games are becoming an easy product that
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people use and consume without thinking much about the item?
C: I feel like gaming is, at least news-wise, very impactful and people see a lot of stuff about them
and before I think it used to be music, specifically rap music, that people were afraid of. But now
it’s games -- like I saw on the news that this kid shot and killed his dad because his dad wanted him
to get a job but he was playing Call of Duty all day long, so his dad took the game away and the
kid killed him. I think for this generation, games have a big impact on kids. So I think that it’s such a
shame that all the new games have such negative
images of women and people of color and the
parents aren’t doing anything because they don’t
wanna fight with their kids or they don’t wanna see
what’s going on in the game.
R: Did your choice of major influence this or did
this influence your choice of major?
C: It’s funny, when I started school I thought, “I love
animals, so I wanna do something with animals,”
but after doing that I realized that I’m really into
psychology. So then I thought, kids are our future,
and adults only have one mind frame and even if
you try to help them it doesn’t matter because they
see things their way. But you can influence a child,
you can become a good influence on them and they
can make a positive impact on the world unlike an
adult. And seeing all the different types of kids and
parents that came into the store after we opened
definitely had an impact on me too. I wanna be
a child therapist for abused children. That’s the
biggest thing I wanna do. When I see kids come in
here and do whatever they want and the parents
don’t care, sitting there acting like it’s ok. And I
think that these kids aren’t learning the concepts
like an older kid might understand them so when
they grow up, as opposed to a kid who has been
disciplined, they’ll act different. And people will
say it’s the kids fault, but that kid doesn’t have the
discipline from their parents just what they learned
in the games. So they replicate the behaviors they
see.
Connie’s story is an example of the manner in
which theorizations can come from the actions and
seeming mundanity of day-to-day life. She hopes
to turn her Criminal Justice degree into a career as
a child psychologist for victims of abuse. Connie
believes that she has the power to influence society
positively by working with children because their
perspectives are not as set in stone as their adult
counterparts. However, she is deeply concerned
with the relationship between children and video
games. She worries that young kids are absorbing
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negative images of women and people of color
without the advanced cognitive abilities that
come with maturity. Connie’s proposed solution,
to care for the mental health of the youth, is
directly in conjunction with bell hooks’ criticism of
the split between theory and practice. Connie has
identified a problem based on her observations
of parent/child interaction in her store and has
actualized a path to a solution that incorporates
the theoretical work of the Academy (Criminal
justice degree) with something practically
applicable (becoming a child therapist). The
actualization of theoretical lines of thinking
works to deconstruct the binary between theory
and practice that hooks is problematizing: “By
reinforcing the idea that there is a split between
theory and practice or by creating such a split,
both groups deny the power of liberatory
education for critical consciousness” (hooks,
41). In a similar vein to hooks, Connie is striving
to manifest a potential solution for a theoretical
tension that she observed in her own life.
Furthermore,
Connie’s
motivations
are
reminiscent of the responsibility that Haraway

calls for in A Cyborg Manifesto: “Taking
responsibility for the social relations of science
and technology means refusing an anti-science
metaphysics, a demonology of technology,
and so means embracing the skillful task of
reconstructing the boundaries of daily life”
(Haraway, 354). Connie’s path to children’s
psychology is directly motivated by a feeling
of obligation to address what she understands
as a problem that concerns children. Her
understanding of the situation places the impetus
and the means for change directly into her own
hands. Connie’s source material doesn’t come
from a book or an anthology, it is the result of an
anxiety related to parenting and video games
that she identified without the use of “universal,
totalizing theory” (Haraway, 354) – for Connie,
her experience at Video Games Exchange
& Comics has supplied all the evidence she
needs. Additionally, her experiences with
discrimination and marginalization within the
gaming community allow her to understand
the simultaneous manifestation of science and
technology as deeply beneficial to humanity and
as a vast and complicated matrix of oppressions.
Thus it is easy to see how the highly sophisticated
and nuanced world of technology and gaming is
rife with difficulty.
Connie
stands
as
an example of feminist
resistance that complicates
the dominant narratives
about
what
“gamers”
look like. Everyday, she
chips away at that which
is troubling about video
games and strives to
replace it with that which
is so good.
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