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vention — where every year
the computer gaming indus-

. I t was 10 a.m. at the E3 Con-

try presents its newest creations,

— and titanic screens filling room
after roomwere showing compu-
ter games' mayhem and gore.

Just in case the virtual world was

not enticing enough, scantily clad
“hot babes” provided by the in-

dustry roamed the halls for the .

almost entirely male attendees to
ogle and pose with. :
‘Why should we care about this
rather peculiar E3 fantasy land,
beyond general concern about
the contemporary state of gender
relations? T
Because in this age of informa-
" tion technology, the issue of who
is drawn into the world of compu-
ter technology and the values

people bring to itis crucial to the

nation's future social, economic
and political development.

To be sure, that computer
games awash with violence and
misogyny éntic: so many boys
and men is distubing in itself. So
is the perceives effect that these
games have in the general coar-
sening, of our society. )

But considér the much less
recognized role this kind of com-
‘puter culture plays in allocating
economic opportunities and
designing the world in which we
live: Computer games are often
the spark thatignites the interest
of males to learn more about the
technology itself.

Many boys get hooked on:the
games and then want to learn
how to reprofram them, manipu-
lating the ganes’ machinations to
their liking. From this initial at-
traction, ther go on to learn how
to design anl create technology.

Often it isthe intense fascina-
tion with ganes that twns young
gaming wisards into accom-
plished comsuter scientists.

They become the. tech-
‘nologists inour society, leading

us through te seismic change of

the Informaion Age, redesigning
our econony and our culture.
Where ae the girls?
Although there are some girl
* gamers, mies] women are using
the technolagy but not designing
or inventing it. )
' Women inequal numbers surf

Tbuu. ‘2-.003 :

Tech world needs more girls

Girls and women who
do not hecome
engagedinthe
technology are
missing educational
and substantial

.economic
'opportunities.

the Web and enjoy instant mes-
saging, but only about 20 percent
of computer science majors are
female. ' :

Only 17 percent of high school
students takihg the Advanced
Placement Computer Science
exam are female.

Though women accounted for
46.6 percent of the U.S. work
force in 2002, when administra-
tive and support positions ‘were
excluded, women made up only
25 percent of thé IT work force.

It matters greatly that the in-
ventors, designers and creators
of computer technology are
mostly men and boys. .

At the most basic and individ-
ual level, girls and women who do
not become engaged in the tech-
nology are missing the educa-
tional and substantial economic
opportunities that are falling into
the laps of computer-savvy young

.men,
- "In the long term, the absence

of women at the design table will
affect computing as a discipline
and the direction of its influence
in society. .

At the very least, products are

being designed that do not meet .

the needs of women.
For instance, there are numer-

ous accounts of early voice-rec-

ognition systems that were cali-
brated to male voices and literally
did not hear or respond to the
tones.in women'’s voices. )

More important, entire do-
mains of the economy and our so-
cial lives are being crafted with-
out the explicit infusion of the
perspectives and experiences of
half the population,

. Certainly, computer science is
not everyone's cup.of tea. How-
ever, is the pervasive absence of
girls studying.computer science
int high school and college simply
a matter of biology?

Are girls, as some would have
it; “just not interested in things
like technology?”

The overwhelming evidence
suggests otherwise.

Research has shown that our
computer science culture reflects
the domination of a small sub-

" strata of male students whose in-

terests, preferences and con-
cerns have become the expected
norm. I : .
Interviews with women who
are studying computer science,
and those who dropped out, re-
vealed the central connection
they make between computing
and what can be achieved in other
arenas, such as miedicine, envi-
ronmental -protection and other
social concerns. .
Many women articulated an.in-
terest.in “computing with a pur-
pose” as opposed to “hacking for

hacking’s sake.” :

In a world in which male-ori-
ented gaming is prevalent, com-
puter, science education in the
schools has not figured out how
to successfully link computer sci-
ence to the issues that women
care about. -

" What would our world lock like
if there were a critical mass of
female computer scientists?

- Returning to the E3 Conven-

-tion, our sons and daughters -
‘would be-more likely to find and

enjoy computer games filled with
less blood and killing. Women and
girls would not be so objectified
and demeaned in these virtual
settings. That alone would be a
step forward. ) ’
Techinology is now a critical
part of real life, and it seems es-.
sential to ensure that women are
drivers, not just passengers. To
that: end, the computer gaming
industry needs a new operating

‘system. .
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