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Abstract
The professional scene of Esports got its humble start in the 1990’s, when the first tournaments for

various games were hosted (McLeod, Xue & Newman, 2022). The number of professional players has

increased dramatically until today. How the market for these professional players works as a labour

market in today's society is relatively unknown. However, what is known is that this labour market

stands out in regard to the small number of female workers it houses (Ratan et al., 2021). This is

especially true for the game “League of Legends”, which has a particularly small number of women,

even by Esports-standards1. With the purpose of finding the origin of this fact, I have conducted a

survey measuring the skill of the players as well as their tendencies towards sexism. The survey

results showed that sexism does increase with skill. This measured sexism is on average higher among

better players. This could indicate that sexism is acting as a barrier for women to enter the

professional scene and that this could be one of the causes of why there is a lack of female players in

League of Legends.

Keywords: League of Legends, Professional gaming, Labour markets, Sexism, Gaming

1. Introduction

Discrimination is a phenomenon that disrupts the basic workings of a labour market, things like

supply and demand can fall out of rhythm based on the assumptions that people that inhibit the same

qualities differ based on race, religion or gender (Borjas, 2020, pp. 299–334). Even labour markets

like the gaming industry have not been exempt from this. The gaming industry is a rapidly growing

industry and big parts of it remain somewhat unknown to the academic community (Darvin et al.,

2021; McLeod, Xue & Newman, 2022). Considering that the structure of this labour market is

relatively hidden from science, this thesis will focus on the possibility that there might be a presence

of sexism hidden behind the curtains of the professional gaming industry. Sexism is said to be

prevalent in the gaming community, therefore might this be something that translates to their labour

markets. A game that is particularly known for being a toxic place is a game called “League of

Legends” (LoL). The phrase toxicity includes harsh attitudes amongst players, harassment and overall

a negative environment (Robinson, 2022). What points towards sexism translating to their labour

market is the fact that LoL has significantly less female professional players than other Esports and

has never had a female player in the most elite tournaments of the game, called League of Legends

1 In addition to the sources which refer to facts about LoL, an interview with a professional player has been conducted to
back up the potential weakness, as well as gaining further insight into the professional scene of LoL. The player wished to be
anonymous. All facts about the game have been backed up by this interview. If no source is given in claims about the game,
it is based on this interview.
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World championship (Leaguepedia, n.d; Liquipedia Portal, n.d). When referring to professional

players in this essay, it is defined as people who are officially contracted to a team.

Females are included in such roles as casters, hosts and administrators, but at the highest level of

competition, there remains a complete vacancy of women. Is this just a coincidence, or are there

sexistic structures that keep women out from the promised land?

When it comes to females playing LoL there are alot of stereotypes as to how they act, why they

play and that they are generally not as good as the men playing (Robinson, 2022). Sexism is therefore

a known factor that women have to deal with when entering in the space of LoL. This is particularly

underlined by the fact that there are only around 10% women playing games like LoL and even less in

the professional scene. With these facts established, there are many places to look to where the

problem might originate. This study aims to analyse sexist tendencies in the player base through a

survey that measures sexism and skill of the players. The survey has a target audience of anyone who

has a current ranking within the game. Ranking is decided by how many games are won and lost in

the competitive parts of the game, which is something any player can do. Therefore, the question that

is aimed at being answered with this research reads: Does sexism increase with player rank?

The purpose of this research is to increase the understanding of why women are underrepresented

in the LoL professional scene. If sexism is more common in lower ranks of the player base, this would

point to the fact that the environment being particularly harsh towards newcomers, which would

potentially filter women out from the beginning and that there is a wall of sexism keeping women out

from the starting point. On the other hand, if sexism increases with ranks, this would point to the fact

that the player base would be a worse and worse environment for talented female players and

potentially sift out the women who could grow to be great. However, if there is no relation at all

between the two and potential sexism exists all throughout, this could point to that sexism might

barricade the community as a whole.

The essay will be dispositioned as follows, the second chapter will contain information about the

key factors, such as how LoL as a game works, how the professional scene functions. Then moving

onto chapter three where the theoretical framework is defined, including earlier research and the

theoretical models. Chapter four incorporates everything about the survey, the quantitative method

and also bringing up potential problems. Following that, chapter five explains all the data and

numbers. The results will be presented in chapter six. Chapter seven is the part where all of this comes

together and is discussed. Chapter eight sums up the research as well as suggestions for research on

the field in the future. Lastly, there is chapter nine and ten which is the references and attachments.

5



2. Background

2.1 League of Legends (LoL)
The game League of Legends is something called “MOBA”, a multi-user online battle arena

(Macabasco, 2022; Çakır, 2021). This means that players are playing on a limited space, which looks

the same every game. Each player queues up to play a game, which usually lasts around 30 minutes.

There are ten people within each separate game, these people are divided into two teams with five

people each. The players are randomly assigned to a team with a similar skill level and in the same

region. The goal is to kill the enemies players, ramp up money and destroy their base, which wins the

game.

Every separate player has an assigned role on the arena (Macabasco, 2022). This role has a specific

task. To this role, these players must also choose what’s called a champion. There are about 160

champions, but there are new champions that are continuously released. All of these champions have

different traits that will supply different advantages within the game and to suit each playstyle. These

champions have different looks, backstories and different ways of being played.

All of these aspects of the game boils down to a rather complicated balance regarding how to play it

and how to keep improving, while the goal is always the same: to win.

2.2 League of Legends Professional Esports
There are about 13,000 professional gamers around the world, with 1,500 of them originating from

Sweden (Stuart, 2020). Within the professional LoL-scene (furthermore referred to as LoLPS, League

of Legends professional scene) there are countless tournaments being played, from a LAN-party such

as Dreamhack, to the tournaments called League of Legends World Championship(Worlds)

(Leaguepedia, n.d; Liquipedia Portal, n.d). Worlds is the biggest tournament that is hosted within the

game of LoL, this is where all the best players end up. Winning this tournament is seen as the biggest

accomplishment there is. The prize pool for World’s is different from year to year, but in the last few

years the prize pool for winning has been around $2,200,000. In Worlds, there are 24 teams that play

and these 24 teams get to compete with each other for the last winning spot. These teams come from

different regions that have competed to be among the best in their region, to be able to join World’s.

Within LoL there are many regions where the game is being played. The four biggest regions are:

China, Korea, Europe west and North America (Kamberovic, 2022). The players generally only

compete with other people in the same region.

There are two settings that need to be separated. When the game is played in a leisure setting, the

teams are randomly assigned, as previously mentioned. This leisure setting is how the players gain

what is called “rank”, where its terminology will be further explained under “Measuring rank”

(Macabasco, 2022: Kelly, 2022). When the game is played in a professional setting, the professional
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teams meet each other in official tournaments. The professional teams have contracted players and the

teams are therefore always decided before the tournaments. This works just the same as any

professional sports team scene, where the teams are formed prior to the entering of the tournament

(Darvin et al., 2021).

In reference to the previously mentioned “vacancy of women”, this is mainly targeted to Worlds,

since this tournament has never had any female player (Leaguepedia, n.d; Liquipedia, n.d). However,

there are female players in LoLPS, but still few in relation to how many men there are as well as

compared to other professional Esport scenes. There have been several female gamers, although still

rarely seen, in the lower levels of professional gaming in LoL. Currently there are less than 5%

women signed to an official team in LoLPS.

The process of ending up on a professional team usually starts when a player reaches the highest

skill level in the game. From there, they can either start looking and contacting teams themselves, or

teams start to seek them out. If they get in contact with a team, they get to play in what is called a

tryout, where they get to show how well they can play and if they fit the team. If the fit is right,

negotiations start. As with any other job, the players can negotiate a higher salary and specific terms if

they have a lot of experience, if they have a lot of skill etc. When the negotiations are finished, they

sign a contract and the player is officially a professional gamer.

When it comes to the players salaries, it looks a bit different from team to team. Most of the players

in LoLPS are, however, also on a “Riot contract”, which looks the same for most other players in the

same divisions. These players usually have two different contracts, the base Riot contract that is the

same for each player on the same division, and the additional contract from the specific team. Riot

contracts are non-negotiable.

As with any labour market, LoLPS have employers as well as employees (McLeod, Xue &

Newman, 2022). The employers are the teams and the employees are the players. As previously

mentioned, they also contract players through the previously mentioned “Riot contracts”, which also

makes them employers on this market.  Riot games is the company that created LoL and the hosts of

the bigger tournaments, such as Worlds.
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3. Theoretical framework

3.1 Earlier research
Fox & Tang (2014) performed quantitative research with a survey that had a specialisation on

particular personality traits, such as empathy and social dominance orientation. They connected these

different personality traits to their “Video game sexism scale”, which measures how sexist the subject

is in regards to gaming. For example, a strong connection between feeling power over women and

sexism was found, as well as social dominance to sexism. They dive deeper into what this means for

women in gaming and include a mount of previous research to further their standpoints.

Robinson (2022) conducts a research based on 55 subjects interviews. These subjects were

particularly picked as people who have experience with sexism and LoL. The focus of the study was

to explore what kind of stereotypes that are present in LoL and to identify the repercussions that these

stereotypes can have. It was found that 93% of the participants were aware of the existence of

gendered stereotypes in LoL, also several specific stereotypes were acknowledged.

Ratan et al. (2015) research has a methodology which includes both quantitative and qualitative

research. In their quantitative research they made several hypotheses, partially based on their

interviews, and sought to answer these through pure numbers. These hypotheses were things like

“Male players have a higher average number of matches played than females”, these questions were

answered by a distributed survey. They found results that suggest that men might have a slightly

higher skill level. All of these questions were aimed to examine the female experience of playing

League of Legends, and they suggest that is how progress for women in gaming will start.

Darvin et al (2017) examines the environment of Esports, and how that environment affects women

who work within it. They conducted deep dive interviews with 10 different women who have

significant experience within Esports, with titles such as managers, players, content creators etc. From

these interviews Darvin et al discover the extremely hard conditions that these women had to suffer

through to get to the positions that they hold today, and uncover a labour market that seems unique in

its harshness towards women, on an elite level of the Esports arena.

Either if it’s a quantitative or qualitative study, all of these researchers have found a clear connection

between the gaming community and that women experience serious amounts of sexism. Both as

workers in the community, but also as casual gamers. An additional consensus in this is the fact that

these conditions also have an extenuation effect on how women perform in these environments.

While there is a mix of methodologies amongst the earlier research, none of these makes the

quantitative comparison between skill and sexism. Combined with this quantitative comparison the

theory of labour market models regarding discrimination has been applied to analyse the player base.

Lastly, the differences include the examination of how the relationship between sexism and skill could

have a connection as to why female players seem to be shut out of LoLPS. The value added from my
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research will be the unique quantitative data and the conclusions drawn from them, as well as the

theoretical models applied on discrimination in League of Legends.

3.2 Sexism in the gaming community
Since this essay aims to search for where sexism might be the most prevalent in the player base, the

first thing to establish is if there in fact is any sexism within the gaming community and specifically

LoL. According to Fox & Tang (2018) there is an exclusion of women when it comes to gaming, since

the community has been male-dominated from the start, it’s hard for women to enter at all. And when

women do have presentations and inclusions within the games, they are highly sexualised or

stereotypical “damsel in distress”. Fox & Tang sums this up in a simple quote:

“Despite the number of female gamers, video games have traditionally been perceived as a male

space, an activity created by men and for men.” (p. 314)

When the space of gaming is mainly focused on men as the target group, this automatically creates a

barrier towards women to enter. Even though it is not meant to shut out women, the fact that the

invitation is solely towards men does give off a message of its own. Following this, Robinson (2022)

speaks about the divide of men and women in the gaming community. Robinson writes about the fact

that this divide is permeating the whole industry and that there are conjunctions to be met as one part

of the genders, and that there are repercussions of these are not met. A quote from Robinsons

research:

“This history of divide extends to expectations and behavior within game spaces. Gender-based

behavioral stereotypes constrain what is considered “appropriate” behavior for women players (e.g.,

healing and supporting teammates [Bergstrom, Jenson, & de Castell, 2012]) and simultaneously

allow for social punishment when women behave outside of those guidelines (Fox & Tang, 2014).”

(p. 4)

Besides the already mentioned research regarding the environment within the gaming community,

Darvin et al. (2021) has researched how hard it is to work as a female in a male space. Women are

frequently speaking up as to how vulnerable women are who dare to enter the male space of gaming.

In their research they include this:

“Opportunities to compete within esports are limited and often met with additional barriers for

women and girl participants (Darvin et al., 2020; Ruvalcaba et al., 2018). As a result, when it comes

to participation, there are extremely low rates of women involved within the major esports titles such

as Counter-Strike: Global Offensive (CS:GO: 24% girls/women), DOTA 2 (20% girls/women),
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Hearthstone (26% girls/women), Rainbow 6: Siege (23% girls/women), and Overwatch (26%

girls/women)” (p. 476)

This points to the general scene of professional Esports having a rather significant imbalance of

female and male players, and LoLPS is one of the lowest ones with less than 5% female players.

Additionally to this, women only occupy around 24% of the positions in the gaming industry overall

(Robinson, 2022). As players this is also underlined by the fact that MOBAs (like LoL), there are only

around 10% female players, in contrast to games like simulation games that have approximately 69%

women playing.

Something that makes all of this hard to measure and study is that when sexism has been prevalent

for a long period of time, the effects of it might be normalised and therefore no longer get recognized

(Savigny, 2014). Because of this normalisation effect, the sexism that plays out might be seen as

something ordinary and all daily, instead of being acknowledged for what it is. Robinson (2022)

confirms that this exists within LoL, where sexist stereotypes are a part of playing the game but also

the fact that the problem mainly is that these structures have gotten so accepted that they are seen as a

natural part of the game at this point.

Lastly, Ratan et al. (2015) brings up similar points as previously mentioned, but specifically about

the environment in LoL. Their research confirms the previously stated stereotypes also exist within

LoL, which contribute to the bad environment for women. They find several aspects that worsen the

experience of playing LoL for women that men do not encounter.

As a summary, there is predominant evidence of the existence of sexism within the general gaming

community (Darvin et al, 2015). With this established, the work of searching for where this originates

can follow in this thesis.

3.2 Labour market sexism
There are a lot of different ways of grouping up individuals and making assumptions about their

abilities and preferences (Priks & Vlachos, 2022). One of these groupings is based on their gender,

which is the grouping that will be used for this research. What defines this behaviour is treating

people from that group differently. Grouping based on gender is referred to as sexism, which also has

several subcategories. There are two specific theories of sexism in the labour market that will be a part

of this thesis. The first one is taste based sexism. To explain tased based discrimination further it will

be applied as an example in the specific case for this thesis. In the labour market of LoLPS, the

employers are the teams and the workers are the female and male players. For this example it is

assumed that men and women are just as good at the game and these employers include taste based

discrimination in their choices. The salary that the teams would pay the male player would be Wm

whereas female players salary would be Wf (1+d), where “d” describes the discrimination and

preference that the employers have to not hire women. The additional part of the salary is seen as
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something that the employer experiences that they have to pay for the displeasure of hiring someone

outside of the preferred group. “d” can be based on a number of different things, but the main focus of

this theory is that the specific employer has a personal opinion where they prefer men over women.

When employers work in a highly competitive market, which we can assume that professional Esports

is, the consistent exclusion of women would potentially harm the teams’ productivity.

An alternative type of discrimination is statistical discrimination (Priks & Vlachos, 2022). This type

of discrimination relies on slightly different aspects than the taste based one. When it comes to

statistical discrimination this is usually acted out in relation to biases or assumptions that there is a

real difference between the averages of the groups. These biases could be both accurate or not, but

they have to be believed on a bigger scale than just personal preferences. If there is an assumption that

women would on average be absent from work more than men, or require more guidance, there could

be a statistical and monetary choice of not hiring a woman for that job, if they had two applicants that

only differ in gender.

The key differences between the two, which are preference and rationality. Taste based

discrimination focuses on the preferences of the employers, which cannot contain any rationality,

since they are personal preferences. Some employers might simply just prefer working with men,

rather than women. Whilst statistical discrimination focuses on what is rational, or what is believed to

be rational, which could be a true assumption about the average woman or something untrue that has

been moulded to be seen as true. This is usually to avoid uncertainty and a way of avoiding losses by

generalising.

Both of these theories point to the fact that discrimination should become less the more competition

that the company in question is experiencing, since it would not be able to compete with the

companies that do not let discrimination be a part of their choices. If two companies are in a highly

competitive market, where one discriminates and one doesn't, it is likely that the one who

discriminates would likely be outcompeted.

These two models are presented as footing for the hypothesis, and two different models are included

to showcase different perspectives of the motivations that the player base might base their potential

sexism on.

3.3 Hypothesis
With these labour models established as groundwork, the hypothesis can be formulated. The

hypothesis for this essay is based on the theoretical models that have been represented regarding

sexism within labour markets, referring to discrimination being less, the more competition (Priks &

Vlachos, 2022). The aim of this thesis is to try and incorporate a labour model theory on the player

base. If these theories also are applicable to the player base, the least sexist players should be the

professional ones and the least sexist place within the whole LoL-community should therefore be the

professional scene of LoL, but is it? The most skilled players are the ones who are exposed to the
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most amount of competition, both in their profession as well as usually being the best players in the

region (as part of the player base). Grounded in this fact, these models are used to analyse the answers

of the player base with the assumption that the team composition and mentality could potentially work

the same as a labour market and would not only regard the actual professional scene. This is because

the composition of creating a team with the goal of being able to win the games or tournaments has a

similar kind of objective as with any company; making the most money (being the best) and winning

(being the best). Therefore, the more competitive the game gets, the less place there should be for

discrimination. Based on this, the research question which is aimed to be answered reads:

Does sexism decrease with player rank?

3.4 Purpose
The purpose of asking this question is to look at the different places where sexism might be prevalent

in the community of LoL. With the results of the research question there will be a possibility to

identify where the biggest problem of the community might be and make way for further examination.

The player base is mainly being examined because of the simple fact that this will have the biggest

impact on the players. The presence of sexism in the labour market does not matter if women are

prohibited to even get through the ranks of the game, since this would potentially prevent them from

gaining the proper skill. Even though the labour market is the final stepping stone in which women

should be allowed to enter, the basic structures of the community needs to be analysed. The player

base is the frontier of the whole gaming community. All players, professionals and leisure players

alike, will always be a part of the player base. The professional players do not stop playing the leisure

game when they get a contract. It is expected of these players to still be a part of the player base as a

part of their work. If the relation between sexism and skill shows that the professional players are on

average the least sexist, it could be concluded that female players probably bow out of the game in the

lower ranks, and if were to show the opposite it could be concluded that the women that might grow

to be extraordinary in the game will face the harshest environment amongst the people who would

grow to be their peers. The results could also show an insignificant relation, which would mean that

sexism is constant among all ranks, which would mean that sexism would be as bad for all women

and would therefore show that the ranks are not the place to look for an answer. Whichever answer

comes from the relation between the two variables, this might give some insight as to how to remedy

the underrepresentation of women in this specific labour market.
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4. Method
The chosen method for this thesis is quantitative. The data comes from the survey which was made

and distributed for this essay. From this data a regression was created to determine the relation

between sexism and skill, which will be further explained under the chapter “Regression”.

The strength of the quantitative method is that it uses solid data (Queirós et al., 2017). This gives the

method an accuracy that a qualitative method cannot give. It also allows for a bigger sample to be

used, which gives a greater spread of the subjects which participate. Both the strength and weakness

of this method is the fact that the answers it gives are straightforward answers. It doesn’t allow for the

same debate regarding the answers, only the reasons behind the answers. In contrast, the qualitative

method gives deeper insights, but with fewer subjects and is therefore suitable when the focus is

deeper questions that need several perspectives. Another drawback is that pure data can be

misleading. It doesn't give a context, since it only shows numbers. Additionally, the sample could be

skewed away from how the population sample looks in reality, especially in cases of smaller samples.

The main reason why this method was chosen was that it is the best way to get an overview of the

whole sample of subjects that play LoL. The goal was to get a result that represented the population

sample as much as possible, which is easiest accomplished through quantitative data. The qualitative

method might give some deeper insights, but not on the scale that is needed. Since quantitative data

can be rather unassuming, a qualitative study could be a fitting addition to the data of this research but

with the amount of time available, it was not possible.

4.1 Survey
To gather quantitative data, I created and distributed a survey. The survey included 20 questions.

These questions are divided into three categories; personal questions, questions about LoL and lastly

questions which are meant to capture tendencies towards stereotyping female gamers.

The survey was distributed the 24th of november, with a reminder on the 1th of december and

closed on the 10th of december. It was shared on the following social media sites: Facebook, Discord

and Twitter. The sample was self-selected, meaning that the link to the survey was distributed in

groups where the subjects could choose themselves if they wanted to click on it and partake. It was

also a part of the prelude that the survey was completely voluntary. The survey was targeted towards

anyone who had a current ranking in the game. The sample which participated in the survey was

N=97, out of this sample there were 18 women and 79 men. The reported amount of missing values

was 9 over all questions and all answers. None of the missing values were on the questions meant for

capturing sexist tendencies.
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4.2 Measuring sexism (the index)
Sexism is an alluring concept, which makes it something that is hard to measure. But, by weaving

together what scientists have previously found on the subject of sexism within gaming, the questions

to capture sexist tendencies was made. The tendencies of sexism was specifically researched amongst

the player base. These tendencies mainly consist of partaking in common stereotypes regarding

female players. Enforcing stereotypes consists mainly of seeing female gamers as being naturally

worse at the game, not being as competitive, only seeking attention with their games etc (Robinsons,

2022). There are no claims as to if these stereotypes are correct or not, it is only the concept of the

generalising stereotypes being enforced.

These questions were majorly inspired by Fox & Tangs (2014) creation called “Video Game Sexism

Scale”(VGSS), which was constructed to detect sexist stereotypes about women amongst gamers.

Most questions were based on or completely taken from VGSS. All questions from VGSS are found

under “Appendix”. Apart from VGSS, Robinson (2022) was also a big influence on these questions.

Robinsons qualitative work regarding stereotypes towards female gamers in LoL has been a guiding

light in knowing what can particularly be present in LoL, whilst VGSS has been focused on the

gaming community as a whole.

The answers to these questions were turned into a variable for tendencies to stereotype female

players. If all of the questions were answered in a way where the subject participates in common

stereotypes about female players this would give full points, which would give a 10 on the scale. The

scale goes from 0-10. In addition to these yes or no questions, there was one question that looked a bit

different. This was created based on the influence from Fox & Tang (2018) who found that men have

two behaviours that are very prominent regarding sexism in gaming, which is; establishing their own

heterosexuality and establishing power over women. A quote from the article regarding the latter

finding is:

“The other masculine norm, the desire for power over women, can be asserted via aggressing against

real women or female characters within the game itself. The design of many games already suggests

that women are powerless, cast as either sex objects or damsels in distress. This content may be

attracting sexist players or reinforcing existing sexist attitudes. Sexist content could also be priming

sexist attitudes, increasing the likelihood that female players will be targeted for harassment” (p. 318)

Designed from this quote, this question was created and read: “Which skin design do you prefer”,

followed by 6 pictures of different choosable looks of specific champions from LoL. Three of these

looks were chosen to portray the typical sexualisation of women, such as big breasts, sexualised

costumes as a maid, and very little clothing. As opposed to these, the other designs were women who

were fully clothed, wearing armour or similar looks. To avoid the subjects from realising what this

question is searching to answer, it was placed at the beginning of the sexism section of the survey. If it
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would've been at the end, there might have been a bigger chance of the respondent seeing the pattern

of answering questions regarding stereotypes about women, and then changing their answers

accordingly.

Since the sexism questions are rather out in the open, it is likely that the subjects understood what

was being measured. If this kind understanding leads to changed behaviour, it is usually referred to as

the “Hawthorne effect” (Elston, 2021). In an attempt to work against the Hawthorne effect that was

likely present when the subjects were answering the survey, the questions related to sexism were

formulated in a way where the subjects were suggested to answer the questions in a manner that

would give a point to the sexism scale. Barbaroux et al. (2021) also used a nudging method in their

attempts to cancel out the Hawthorne effects in their experiments. However, their attempt was not

successful, but based on other researchers using this method it could potentially be effective. Using

the nudging effect is to try and cancel the effects of the sample group's knowledge that they are a part

of a study, which would therefore have a possibility to skew the answers that they’d give (Lehner et

al., 2016). The nudging has been performed in a rather minimal way, but according to the theory of

nudging this can have a rather powerful effect. The way nudging has been implemented in these cases

has been to phrase the questions in a manner of “suggesting”, instead of putting a question in a

neutral manner, such as “Do you think one of the genders are more competitive?”. In this survey it

was simply posed as “Do you think men are more competitive than women?” which might increase

the likelihood of someone answering yes rather than no.

4.3 Measuring rank
The “Rank” variable is based on the nine different possible ranks within the game (Ahn, 2022; Kelly,

2022). Within those ranks, there are also several different levels, but since the variation between them

is not big enough of a deciding factor for skill, it was summed up into the nine main categories. The

respondents had a choice of 9 different ranks which they currently had in the game. 1 (iron) on the

scale is the worst while 9 (challenger) is the best. When it comes to the first 7 ranks however many

people are able to contain those. Throughout these 7 ranks you have to win enough games to obtain

them. The last two ranks, however, are solely based on being the top 700 (8, Grandmaster) and 300 (9,

Challenger) best players within that region. Being top 300 makes a percentage of 0.00002 best.

4.4 Distribution of ranks
The distribution of players on the different skill level (ranks) is something that is possible to compare

from the gathered sample against the full population of players (Macabasco, 2022). When looking at

the difference between the two (Figure 1 & 2), there is a clear difference in their trend. In the survey

the different ranks are grouped up to Iron(1), Bronze(2), Silver(3) etc instead of including all the

subsections as Bronze 1,2,3 etc. Therefore, if the survey followed the population distribution, there
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should be a big majority within Silver and Gold, which we partially have in the sample. However, the

results from the survey and the population sample differ rather significantly in the higher ranks. In the

survey results there is a bigger trend in the higher ranks, such as Platinum and Diamond, than in the

population sample. These results could be skewed for many reasons. However, the following

examples are thought to be most believable. First, the sample is not big enough to grant a correct

distribution. Whenever the sample size is not big enough or randomly selected, there is a risk for

skewed results. The survey has been distributed openly on several media platforms, but it seemed to

have reached an audience with, on average, higher skill than the population sample offers.

Another reason for this could be that the subjects wanted to see themselves as better than they

actually are. To look at this more closely, the survey contained three questions about rank. The first

one asks which rank they currently have, the second which rank is the highest they’ve ever reached

and lastly a question about what rank these people think they could reach, with enough time. In the

third question, only two people answered the same rank as they were (except the ones who had the

highest rank). Most of the subjects therefore had a high perception of their own abilities, which could

be a perception that holds true. However, this possible overconfidence could point towards that they

answered a rank higher which is than they actually currently were. If this effect was active in the

survey, it is to be expected that the distribution was larger in the higher ranks, rather than the

population sample.

With this reason in mind, this effect could carry throughout the answers for the sexism-scale as well.

This is something which will be further discussed under “Potential weaknesses”. Aside from the

higher ranks, the results look rather promising for such a small sample, even though it does not

perfectly represent the population sample.
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Figure 1. Showing current rank amongst the sample  from the distributed survey. 94 answers, 3 missing values.

Figure 2. Results from LoLs population sample regarding current ranking (Macabasco, 2022).

4.5  Potential weaknesses
As with any research, there are potential problems that need to be brought up. This subsection aims to

shed some light on the possible weaknesses to this essay and how they have been remedied.

When it comes to the weaknesses of how the empirical method is implemented, there are things that

could potentially weaken the results. Firstly, the sample size. Since there are about 180 million people

17



playing this game monthly, the sample size of 97 is extremely small. One of the hardships with this

method is to get a relevant spread of the survey and to get as many answers to it as possible (Queirós

et al., 2017). In connection to this, the distribution of the ranks were slightly skewed towards higher

skill levels than the population sample, as well as the absolute majority of the sample was from the

region Europe West, since this is the region I am from. The attempt was to distribute the survey in

places where this would not get to be a factor, but it clearly was. However, the assumption that the

regions should not have a major effect on the particular questions within the survey was made.

Another potential problem is the sexism scale. Sexism is a phenomenon that is hard to capture and

measure, which has to be taken into consideration. Therefore, trying to examine a sufficient amount of

sexism within a survey that also has to be short enough for people wanting to answer it, and not too

obvious or too straightforward questions, is a difficult balance. Basing it on earlier research and how

other scientists have modelled their studies gives some added credibility as to how it has been

implemented and measured in this survey.

The potential bias when the subjects were answering the surveys is also a problem. This is mainly

applicable in two ways. The first one regards the questions regarding sexist tendencies. Since they are

phrased in a rather straightforward manner, most of the subjects probably had an understanding of

what was being measured. With this in mind, it is likely that the sexism scale is slightly higher in

reality than what was found from the survey. Additionally to this, there could also be some bias when

answering questions about their skill. Understandably, people would generally like to look better than

they are. Especially with the question about their current ranking could be vulnerable for bias. Since

all of the people answering the survey have some part within the LoL-community, there would be

reason to believe that they might want to look like they are better players than they actually are. This

problem would be most probable in the situation where they have been a higher ranking previously

and to cover up for this, there is a question added where they get to answer about their peak rank, and

therefore will hopefully not feel the need to exaggerate about their current one.

The sources that have been used for citing information about LoL is also something that is worth

mentioning. Leaguepedia and Liquipedia are e.g sites that are available for editing and could therefore

contain false information. They are not failsafe, however, they are a good complement to gain

knowledge about this game. Even though they do not originate from journals or previous research,

most of the information has been backed up either by other similar sites or by several professional

players. Also the information taken from talking to professional players where they might be wrong

about the information that is given, has to be taken into account. However, there is only one player

that is officially cited, but all the information this player gave, was also backed up by several other

players.

It also needs mentioning that the method of nudging is not a foolproof method of counteracting the

Hawthorne effect. Additionally to this, there is no certainty of a Hawthorne effect being present. The
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occurrence of the Hawthorne effect is an assumption, as well as nudging being a reliable source of

counter effects to it. Why this method is used is explained under “Measuring rank”.

Lastly, using a labour market theory on the player base might also be something that is flawed in

this essay. The player base lacks the basic parties that make up a labour market. However, the key

component of the models that are being used is the fact that the more competition that is present, the

less discrimination should be present. The assumption is that this theory would be able to comply with

competitive teams and players just as well as companies.

5. Data and estimating the gradient

5.1 Regression

(1) Yi = β0+ β1*Xi+βk*Wki+εi

The quantitative part of the thesis is based on the regression with sexism as dependent variable and

skill as explanatory. This is used to measure how the average sexism-variable changes throughout the

different levels of skills. Therefore Yi is the scale of sexism, β0 is the intercept, which represents the

amount of sexism where skill is equal to 0. β1 is the coefficient which shows at what rate sexism

changes with each additional skill level. The Xi variable is the measured skill level. βk is the

coefficient for each of the control variables Wki, as β₁ is for Xi. Both Wki and βk are denoted “k”

since there are several different control variables with their own coefficients. The control variables are

not values of interest, they are only added for utility and βk will therefore not be explained further.

The variable Wki and its use will be explained at the end of this chapter. Lastly, εi is the error term

and is added to capture the variation in Yi that is not explained by Xi.
This regression is supposed to show the relation between sexism and skill. The focus of the results

are from the basic regression. However, some additional control variables are added as nuance to how

some rudimentary factors of the subjects might affect the coefficient.

Control variables (Wki) are used to keep outside factors constant, things that could otherwise have

the variable of interest correlating with the error term (Stock et al., 2020, pp. 231–235). This is often

used to remedy omitted variable bias when looking at causal relations between the variables, but since

this is not the goal in this essay, they will be added as nuanced secondary results. The reasoning for

this is to see if there are signs of possible causality when they are added. To see if the regression

coefficient changes, the chosen control variables are: education, how many years the player have
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played the game and gender. The motivation behind these choices are that they are things that could

potentially correlate to our variable Xᵢ, have some connection to Yᵢ and would be something that

would otherwise end up in the error term if left out. With these variables there is a possibility for all of

them having an effect on both sexism and skill.

6. Results
This chapter will show the results that have been found during this research. Starting off with Table 1

which is a summary of all the variables used. Sexism and skill are the variables which have been the

primary focus of this research, therefore they have already been explained in “Method”. “Education”

had four different choices that they had finished, less than high school, high school, bachelor’s degree

or more than a bachelor’s degree. “Years played” describes how many years that the player has

participated in the game, which is between 1-13 years. Lastly the variable “Gender” is a binary

variable that describes which gender the subject identifies with. For mathematical purposes, only two

genders were included, but this has no value on the fact that some people might not identify as either

of them.

Table 1. Summation of all variables that have been used for the results,

taken from the distributed survey.
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6.1 Results of the regressions
Answering the research question; sexism increases with skill, not decreases as the hypothesis stated,

as seen in Graph 1. This means that there is a higher average of sexism amongst the more skilled

players. These answers are unassuming in regards to what causes the sexism, it only shows the fact

that sexism is greater among players with higher ranks.

Graph 1. Plotted relation between the sexism scale and current ranking, 94 answers, 3 missing values from current rank. The

depth of the shadows represents the amount of observations in the same spot.

As the aim is not to look for causality but rather if sexism increases or decreases with skill, the main

regression was made with only sexism and current ranking as variable. This has been run both with

and without control variables to show the contrasts between them.

Table 2 shows the regression without the control variables, with a coefficient of 0.25. This is a

significant relation between sexism and skill. The value of coefficient means for every rank the player

moves up, the average sexism “point” will increase with 0.25, and since the scale only inhibits 10

points in total, this becomes relevant increase. Going from the ranking Iron (1) to Gold (4) would

mean that players, on average, are participating in one more potential sexist stereotype. These results

are statistically significant, which means that these coefficients have a relevant relation and are not

only connected by chance (Stock & Watson, 2020, pp. 110-115).

Another point which is relevant is the fact that the intercept is 2.6, which means that even if the

player has a skill level of 0 (meaning that they have no current ranking), sexism is still present. This
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means that people that do not have any ranking within the game would still, on average, participate in

2-3 sexist stereotypes.

Table 2. Source: Own calculations. Regression between

sexism and current rank without control variables.

Table 3 shows the main regression, without control variables, but divided up between men and

women. Since the sample of women was rather small, the coefficient for them is statistically

insignificant. The motivation of showing this divide is not to look at the coefficient of women, but

rather see how the male coefficient is affected when these observations get taken away. The

coefficient becomes smaller when women are removed from the sample. This points to the fact that

women are also a part of the previously shown pattern. This is also something that is shown by the

coefficient for women, but since that is not statistically significant, it might be easier to look at the

negative space of the female subjects. The reason as to why this might be, is analysed under

“Discussion”.
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Table 3. Source: Own calculations. Regression between sexism and

current rank without control variables, sample divided by gender.

Table 4s show the results from the main regression together with the added control variables. This is

done to see how the coefficient changes with controlling for things such as how many years the game

has been played, education and gender. With these variables added the increase in sexism along with

rank decreases slightly. With the decrease of the coefficient when control variables are added, it points

to the fact that sexism and skill might not have causal relation.

Table 4. Source: Own calculations. Regression between

sexism and current rank with control variables years

played, education and gender added.
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7. Discussion
Through conducting a survey on the variables sexism and skill, the results of sexism increasing with

skill has been found. As previously stated, the hypothesis of this essay was that the player base of LoL

would follow the theories of labour markets when looking at discrimination in regards to competition

cancelling out sexism. As the results show, this was not the case. The following chapter will firstly

discuss the results and implications of the survey on the player base, following with the labour models

that were used to form the hypothesis will be analysed and lastly take the perspective on that men

might just be better players than women. All of this is being discussed to further investigate why

LoLPS has a lack of women.

7.1 Player base
The leading result of this essay is the results from the survey, which targeted the player base. Based on

the fact that sexism does rise with skill, this would likely point towards one of the reasons why

professional female players do not make it into the professional scene, least of all World’s. Since

World’s is the place where the most elite players end up, this would mean that it would likely be the

most sexist place within the community, according to the results.

With this construction in mind, it means that the higher rank women acquire in this game, the more

sexism they have to endure when playing. This indicates that the natural selection that happens for

any player aiming to be professional in the game, lack of skill, lack of motivation etc, is something

that women have to overcome in addition to the increase in sexism, to climb to the professional levels

of the game. This implies that the women that would make it as far as the best male players in the

world, would likely have to be slightly better than the highest performing man or be slightly more

enduring, to even get a shot. This is without looking at the fact that the actual labour market could

also stack the odds against women, and only focusing on that the potential colleagues of these women

might add an extra level of challenges for women to overcome to be the best.

Furthermore, the average of sexism in the sample amongst women is 2.6, which is lower than for the

full sample, but does still point towards the constitution of women partaking in the sexism. Since the

sample of women is rather small, there are no certain conclusions that can be drawn. However, if it

could be assumed that the small sample of women was accurately presenting the population sample,

there is an increase of sexism with skill for women as well. This increase is less than with the full

sample, but could indicate that women grow more sexist the higher rank they gain. If the sample is

presented correctly, this would mainly be explained by two things; women get affected by their

surroundings which evidently get more and more sexist the more skill that is earned, or they follow

the relation that has been proven in this thesis. Without pointing to causality as to why sexism

increases with skill, it is possible that there is an occurrence behind all of this that does give this

relation between the variables and that women, just as men, would get affected by it.
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In a study of Albrecht et al (2011) they found that men that possess a high self confidence have an

exaggerated belief in their male peers. This could partially explain the results that have been found

concerning sexism and skill. Albrecht et al. explains that this phenomenon might be explained by the

fact that men that see themselves as high performers transfer the same picture onto other men, but not

women. This is something that could be connected to how the players that perform on a higher level

in the game expect female players to not be able to perform as well as the men themselves do. This

would fit the structures that have been found in this thesis, since the more confidence (and skill) that

these male players have, the more they expect other men to outperform women. Assuming that

confidence and skill have somewhat of a correlation in this case.

Even though the focus of this thesis is not to examine the causality of the connection of sexism and

skill, there are some comments that could be made regarding the possible causality. Since the

coefficient decreases in size with only three added control variables, it points to the fact that skill is

not the cause of sexism, only that the cause of sexism seems to follow skill as well. If it would’ve

been largely unchanged, it would point toward the possibility that sexism and skill have a causal

relation, but since the coefficient does change, this does not seem to be the case.

7.2 Labour market models
As an added point of view the labour market information that has been found will be discussed. This

perspective is added for a nuanced view on what might be the origin for the lack of women. On the

basis of this essay's results, it points to that sexism amongst the professional players generally is rather

prominent and would likely be contributors to sexism being prevalent on that market.

Since the results do not align with the theories of taste based- and statistical discrimination, which

refers to discrimination being less in more competitive scenarios, the chosen method to base the

hypothesis on in this thesis might not be applicable (Priks & Vlachos, 2022). There could also be

factors that are otherwise excluded in the typical labour market which are overlooked in the

translation to the player base, and therefore in need of adjustments.

Albrecht et al. (2011) found that their experiment regarding a simulation of a work environment and

the structures of promoting people did not follow the typical discrimination models in regards to

competition cancelling out discrimination. Based on their finds, conservatism might’ve been a more

suitable choice of theory for this essay. Conservatism is a theory where the subject has an inadequate

ability to update opinions based on the information represented. The subjects are rather stuck in their

views, even when presented with information that their views are not accurate. Since the experiments

they conducted also failed to follow the theory regarding more competition, less discrimination, this

theory could perhaps be applicable in this essay.

When speaking to a current professional player within LoLPS that has many years of experience

within the scene this player mentioned the fact that when players are in a negotiation regarding
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contracts and salary, one of the elements that are relevant is not only the current skill the players have,

but also their future potential. This structure could be both statistical discrimination as well as

conservatism. If there have not been any women who have made it to the top previously, maybe the

general assumption is that no women ever will, which leads to statistical discrimination. However, this

phenomenon regarding underestimating women might not be based on the fact that women have never

made it to the top. The structure of conservatism might fit the analysis of the player base more

accurately (Albrecht et al., 2011). If conservatism is what fits the mould, this would mean that the

employers have gotten the proof of women being just as good as any male player, but not adjusted to

this fact. Even though statistical discrimination and conservatism are similar, the main difference

depends on information. Statistical discrimination relies on generalisations when there is a lack of

information, whilst conservatism is the inability to adjust to the information that has been given (Priks

& Vlachos, 2022). It is unknown what information the employers have when hiring their players, we

can only speculate as to if any of these are in play when deciding. Since it has been established that

the gaming community is a rather rigid place when it comes to women and that it is male space,

conservatism could fit the description quite well. The assumption that women are generally inferior to

men is an outdated view, which motivates the question: is the League of Legends community stuck in

the past?

Reuben et al. (2010) found similar results regarding the persistence of gender gaps even after it had

been shown that the performance between the genders does not differ. They did however find an

additional fact that Albrecht et al. (2011) did not. While Albrecht et al. (2011) brings up the fact that

men elevate other men more than they should, Reuben et al. (2010) brings up the fact that men also

disadvantage women when they should not. So, this occurrence does not only favour men, when they

should not be favoured, it also contributes to the unfairly placed handicap on women. If overconfident

men do not only favour men unfairly, but also single out women and handicap them unfairly, the

possibilities are extra skewed for women in two senses. This structure both connects to my findings as

well as why women might get more and more handicapped, in higher ranks. If the conservatism

theory is assumed to be the actuality of player base, the problems might lay in the fact that people in

the LoL-community are unable to adjust to the fact that women are not inferior to men, and that

overconfident men over exaggerate the ability of men and mitigate the ability of women. Connecting

back to the survey sample that showed skewed results in comparison to the population sample in

regards to it showing many people answering that they have high ranks, which did not follow the

distribution of the population sample, it does show signs of people(mostly men) being overconfident.

Further research on how the labour market of LoLPS works and if it does exhibit signs of these

types of discrimination would be valuable to be able to further work towards the goal of women

joining LoLPS and reduce potential discrimination within the gaming industry.

As a conclusion on this subsection the following needs to be stated; This essay does not claim that

taste based or statistical discrimination does exist on the labour market of LoLPS, since this is not
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something that has been researched in this thesis, it cannot be concluded. The thing that has been

examined is how these theories that are made for labour markets apply to the player base, and

according to the found results, these theories are not applicable to the player base. However, there is a

theory presented that might be more fitting for future research.

7.3 Are men just better?
Meanwhile several perspectives have been examined as reasons to why there are not more women in

LoLPS, the question “Are men just better?” also have to be asked. The possibility that men have a

greater general ability for this specific game does exist, and that this might be the reason for the

vacancy of women. This should not be confused with the fact that sexism within gaming, LoL in

particular, does exist (Robinson, 2022). But the assumption that sexism would be the only reason that

women do not make it to the top of LoLPS cannot be made. From Robinsons (2022) study there were

subjects that suggested that men might naturally inherit the attributes that make a good player.

Behaviour such as being more aggressive and more competitive. In accordance with these subjects

Kesebir (2021) suggests the average man is purely biologically more competitive than the average

woman. Additionally to this Niederle & Vesterlund (2007) also refer to the fact that women generally

like the environment of competition less than men. These facts put together points to the fact that

women, on average, might not be as suitable for the professional parts of Esports.

However, the waters seem divided on the matter of if men are better than women at gaming.

According to Shen et al. (2016) and their research regarding the gender gap between men and women,

they found that there is no difference between the genders performance. They conducted two studies

on different games, EverQuest II and Chevaliers' Romance III. These games differ from LoL, since

they are classified as MMO, which stands for massively multiplayer online. This differs from the

MOBA-category that LoL resides in. A short explanation of the differences is that while LoL keeps

constructing matches with new and random allies and opponents, while MMOs have an open world

where the player can do any kind of free activities, as well as trying to advance. Granted, this is not

the same type of game as LoL and there might be differences between the abilities needed to play

them, but it's still significant to see that there is not a consensus regarding men being better at games

overall.

Conforming to Cubels (2017) research on how females perform in high stake games in chess, with

regards to the gender of the opponent. The sample of people are the 5% top chess players in the world.

Their research proved that female players who are performing in a highly male dominated market will

perform relatively worse than their actual ability when competing against men. A quote from this

research:
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“When a woman plays against another woman of the same ability, she has a 50% chance of winning.

But when a woman plays against a man of the same ability, she only has a 46% chance. This is

equivalent to a handicap of 30 Elo points when the opponent is a man.”

Cubel (207) further explains that the reason as to why this occurs is, in part, because these women are

afraid of furthering stereotypes about women being worse at chess. This points to the fact that there

seems to be an added layer to competitions for women that does not exist for men, which worsen the

general environment for women to compete. Cubel makes a point that these women are very

successful and professional, so it has nothing to do with their general competence. Cubel also suggests

that it should be introduced with anonymous tournaments, to safeguard results like this.

Furthermore on the subject, Upadhayay & Guragain (2014) concluded that the cognitive abilities of

male and female players might differ depending on which part of their cycle that the women are. Their

research showed that women who are in their period after ovulation have some cognitive advantages

whilst also disadvantages, all of which are relevant for gaming. These results point towards the fact

that womens skills might be more volatile than mens, which might make men more desirable for

hiring, since the official games that are played cannot be adjusted to women.

There is not a consensus regarding if women and men do differ in their talents in gaming. There is,

however, evidence of the fact that the average man is more competitive than women and that women

might be more volatile in the matter of reliance, which possibly makes the professional scene more

suitable for men. It is currently not possible to establish the fact that men are biologically better at the

game, it looks as if that depends mostly on societal factors, rather than biological.

8. Conclusion
The professional scene of League of Legends has a vacancy of women (Leaguepedia, n.d; Liquipedia

Portal, n.d). Not only at its elite level, but all the way through the divisions there are very few women

to be seen. Since the player base is what every player has to pass through to get to the professional

scene, this was the target group of this research. The variables in focus of this research have been

sexism and skill which have been examined through a regression, to inspect the relation between the

two. The research was conducted by distributing a survey that measured these two within the game of

“League of Legends”. The sample was 97 subjects, which is a rather small part of the population

sample and should be taken into consideration when analysing these results. The results have shown

that sexism increases with ranking, even though the hypothesis was the opposite. The hypothesis was

based on the labour market models taste based and statistical discrimination, however, since the player

base did not follow the basic theory of discrimination being less with more competition, these might

not be applicable. The theory of conservatism might be an option to analyse the player base with. The

research question was: Does sexism increase with player skill? And the purpose of asking this
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question was to gain further knowledge regarding why there is such a lack of female professional

players within League of Legends. Since the results showed that sexism does increase with skill, this

would mean that the professional players would likely be very eager to participate in stereotypes

about female gamers, which has given implications to why women might be reluctant to join League

of Legends professional scene. Further examination in the form of qualitative research that

investigates how the environment amongst highly skilled players actually looks for women, might be

beneficial. This would be to find answers as to why the highly skilled players go against the typical

labour market of the more competition, the less discrimination.
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10. Attachments

10.1 Sexism scale questions:

1. Which champion skin design do you like the most?

2. Do you think men are naturally more talented LoL-players than women ?

3. Do you think men are more competitive LoL-players than women?

4. Do you think that women play the support role, more than other roles?

5. When women play LoL, do you think they generally do this to get attention from men?

6. When women play LoL, do you think they generally do this to play with a man in her life?

(friend, partner etc)

7. Do you think women play more "for fun" than men (as opposed to playing ranked and

wanting to rank up)?

8. Do you think women are too easily offended when it comes to sexual comments/jokes?

9. Do you think women are worse at handling trash talk when playing?

10. Do you think women are usually the weakest link in the game?

10.2 Video Game Sexism Scale (Fox & Tang, 2018)

1. Most women who play video games just do so with their boyfriends.

2. Most women who play video games are not very good at them.

3. Women who play video games are actually seeking special favors from men.

4. Women who play video games just do it to get attention from men.

5. Women are too easily offended by what goes on in video games.

6. Women get too offended by sexual comments in games.

7. Women are too sensitive about sex jokes and nude pictures of women that circulate in games.

8. Women who call themselves gamer girls think they deserve special treatment.

9. Having a woman play brings down the quality of the game.

10. If a woman plays with a team or guild, she is almost always the weakest link.

11. Women can’t handle trash talking in games like men can.

12. Having women around makes the game less fun.

13. Video games are a man’s world, and women don’t belong.

14. Women are more worried about socializing than anything else in a game.

15. Women prefer spending time dressing up their character rather than playing.

16. Women don’t play games to kill or achieve.
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