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Action Points

» Connect black women to industry/corporate partners

« Create a mentorship program for girls and women interested in studying game
development and joining the industry, and focus on identifying goals and career
strategies.

 Provide funding opportunities to girls and women to realize their gaming career
aspirations, especially towards students to mitigate financial barriers that prevent
them from participating and studying these topics.

» Connect more women/femmes/non-binary folks with partners as they are often
overlooked

« Elevate the stories and opportunities for girls and young women
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Action Points

* Increase the representation of women in leadership positions - requires allies to
pull women into spaces where decisions are made, making sure their teams are as
diverse as possible, and creating teams and making space for success.

» “Give us the resources to do what we’re passionate about, and we’'ll get it
done. We’re ready, we have the courage, let’s go.”

» More diverse characters are needed. Diversity initiative councils help to ensure
voice actors are matched to their characters and not whitewashed. More diverse
characters are needed.

» Design with and not for!
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Action Points

« Bringgenderijustice to the forefront of the conversation, a salon like this would not have
happened 10 years ago and we need to continue to push this conversation forward.

+ Engagewomenandmenwhenthey’reyoungeraboutrespectinonlinecommunities.
+ We need the same buy-in and money behind the events for men and women

- More commitment to gender equity from companies beyond having it as a market-
ing campaign or box-ticking exercise. It needs to be a fundamental piece of the cul-
ture, ethos, and behaviors of companies.

« Move past the anecdotal into the actionable and informed. Put data and hard
evidence in the agenda, and make change at the high level.
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. @unigambﬂetwork re-Iau'ncﬂl'ng mentorship program
to connect people working in the esports-gaming
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Parent training to help destigmatize gaming — https://

ss company —www.beatbotics.net

Workshops, short programs, and 30-day mentorship
program to promote the inclusion, advancement, and
retention of women in the games industry— https://
www.getwigi.com/programs

 Getting people from diverse backgrounds into game
development — www.i undation.org
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ancing gender justice in esport:

ms collaboration

possibility inspirational
action

educatio

dismantling o or tu ni t
ViSibiIity p? integ
need data

tactics

2

connections

inspired

clarity
community
realizatio

Fl
-


https://www.girlsmakegames.com/2021-virtual-summer-camps
https://www.womeningames.org
https://www.queeresports.org/mentorship
http://gameshotline.org
http://www.esportsfamily.com
http://www.mygamemyname.com/
https://egdcollective.org
https://egdcollective.org
https://twitter.com/UniGameNetwork
https://TakeThis.org
https://TakeThis.org
http://www.beatbotics.net
https://www.getwigi.com/programs
https://www.getwigi.com/programs
http://www.igdafoundation.org
https://docs.google.com/forms/d/e/1FAIpQLSdBVL7saN8VTGpH9SV5wLbuPuV7ZlagDvmS8geFDUkiGPtFAw/viewform
http://www.onsidefund.org/onside-gaming

