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[Background]

The “League of Legends” esports industry, which is the subject of this study, is growing
globally. Nevertheless, players in international competitions are predominantly male, and
Chinese esports players are all male. However, with the growing popularity of esports, the
influence of female players is becoming crucial, particularly regarding their future
development.

[Purpose]

This study focuses on understanding the current situation of female players in Chinese
esports and identifies factors that contribute to gender inequality in this field by taking the
case of League of Legends, one of the most popular esports projects.

[Methods]

We conducted an online questionnaire survey of community “forum participants” of the
League of Legends on Social Networking Sites (SNS) and received legitimate responses from
194 people. We interviewed five Chinese players (two men and three women) with League
of Legends experience to support our study and answer the questionnaire.

[Results and Discussion]

The Chinese “League of Legends” community is an unfriendly place for women. On
questions like “Do you think women are more likely to lose in the same team?” and “Should
women in the team get more support?” there were significant differences in the responses
between male and female players. This can be considered a fixed notion that female players
must adhere to traditional gender norms. The main reason why it applies to women in esports
is that they are less skilled at games. When the years of gaming experience of male and
female players are compared, the latter have more gaming experience and might be
considered more knowledgeable about in-game culture and technology. Male players also tend
to have a Dani, which tends to be higher. Furthermore, female players lack confidence in
handling gaming technology and are relatively poor at in-game characters. Such women are
believed to be late comers to the game, which is the main reason for male domination and the
prevalence of the fixed notion. In addition, the interview survey suggested that women play
more for social purposes than to improve their competitive skills.

[Conclusion]

This study confirms that female players in the game are subjected to unequal treatment.
Male players’ preconceived notions of female players are the reason for such unequal
treatment. To address this problem, we believe that more female players should join the game,
their skills should be consistently developed, and their awareness of the purpose of the game
should be diversified.



