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Abstract
Sexism is an increasingly prevalent problem in the gaming community. However, until now, assessment instruments focused on the construct “sexism against women gamers” are lacking. We present an 8-item self-report scale: Sexism Against Women Gamers Scale (SAWGS). We studied the reliability and validity of the scores of Spanish and English versions across five independent samples (N = 2,437), with participants from Spain and the United States. Scores on both versions demonstrated high reliability, while exploratory and confirmatory factor analyses supported their unidimensional structure. The analysis established configural, metric, and scalar invariance across gender. SAWGS was invariant at the configural level across countries. SAWGS scores were independent of social desirability, positively correlated with myths about intimate-partner violence against women, sexism, and social dominance orientation, and correlated negatively with feminism. Using two fictitious scenarios of sexism in online gaming, we found that gamers with higher scores on SAWGS showed a greater tendency to downplay a sexist incident and proposed a less severe punishment for toxic gamers. The SAWGS explained additional variance on responses to scenarios beyond that explained by other measures. The detection of sexism should make it possible to develop programs for its eradication and avoid negative consequences for women gamers.
Keywords: sexism, online video gaming, assessment, scale development.
Sexist Attitudes in Online Video Gaming: Development and Validation of the Sexism Against Women Gamers Scale (SAWGS) in Spanish and English
Sexism is broadly present both in real and online life. Sexism against women in online video game environments is a controversial and divisive problem in the gaming community (Tang et al., 2020). Women gamers regularly suffer harassment, discrimination, and sexist attitudes while playing (Ruvalcaba et al., 2018; Tang et al., 2020). The large number of people who play video games and the fact that these games now constitute the leading form of audiovisual entertainment worldwide (Entertainment Software Association [ESA], 2020; Europe’s Video Games Industry [ISFE], 2021) make these findings concerning. In economic terms, video games sales exceeded $130 billion annually worldwide, an indicator that reinforces their predominance in comparison with the other most prominent entertainment sectors such as music and cinema (ESA, 2021). Today’s video game industry combines the strengths of its competitors: like the film industry, it contracts popular titles; prioritizes long-term engagement like TV; and enjoys high replayability, as in the case of music (Yao, 2018). However, unlike these other media sectors, video gaming seems unstoppable. The industry is expected to reach $180 billion in revenue through 2021 and grow by almost 10.0% from 2020 to 2025 (WePC, 2021). 
The expansion of gaming created a global and specialized community of gamers who share habits, behaviors, and attitudes about video games, identified as video game culture (Shaw, 2010), which is defined through who plays, what they play, and how they play in terms of its social practices and a shared identity/community created in the game space (e.g., Shaw, 2010). Over time, the way gamers play evolved. The first video game consoles only allowed for players located in the same place, connected to a single device (Dunn & Guadagno, 2019). Now, most video game consoles have an internet connection, and the expansion of massively multiplayer online games (MMOG) allows millions of people around the world to play together (Worth & Book, 2014). An example of this recent online video games expansion is the fact that many gamers usually play online more than 20 hours per week (Worth & Book, 2014). According to the latest United States (U.S.) video game industry survey, around 83.0% of people who play video games prefer to do so with other people (ESA, 2022).
Sociodemographic data from gamers can help identify which groups access video games more than others. For example, in the U.S. player community, approximately 52.0% of gamers identify themselves as men and 48.0% as women, with an average age of 33 years (ESA, 2022). This percentage is similar to those of European countries such as Spain. The Spanish video gamer’s profile is 54.1% men and 45.9% women among those between ages 10 and 25 years, with a total of 15.9 million players (AEVI, 2020). This large number of players shows that video games are the first choice for audiovisual and cultural leisure in Spain. In terms of race, in 2020 the U.S. population was 57.8% white, 18.7% Hispanic/Latino, 12.1% African American, and 11.4% other ethnic groups combined (U.S. Census Bureau, 2021). The racial/ethnic percentages of U.S. gamers are somewhat similar to those found in the general population (ESA, 2022). Across all players and ages, the most prevalent racial or ethnic group for U.S. gamers is white individuals (71.0%), followed by Hispanic/Latino (10.0%), African American (8.0%), Asian/Pacific Islander (7.0%), and other (4.0%).

Increasingly, a broader range of individuals use video games. Although this form of entertainment is usually associated with a child or adolescent audience, the overall median age of the gaming public is 34 years (ESA, 2021), playing for an average of 8 hours each week (Limelight Networks, 2021). However, one might ask whether men and women play equally. On average, men play almost 8.5 hours a week —only 10 minutes longer than women (Limelight Networks, 2021)—. A high percentage of gamers are women (46.0% worldwide), translating into up to one billion women gamers, with 19.0% growth in recent years (Newzoo, 2022). This growing incursion of women in the virtual world translates into more women gamers, professionals, and workers in the male-dominated video game industry, whose culture is not always a welcoming space for them (Shaw, 2010).

Sexist Behaviors and Harassment Toward Women in the Gaming Community
Video games have traditionally belonged to the male domain (e.g., Gray, 2012; Kaye & Pennington, 2016; Kuznekoff & Rose, 2013; Salter & Blodgett, 2012). In fact, the traditional gamer prototype has long been a white man (Cote, 2017; Gray, 2012). Online video gaming has been described as a “man’s world” dominated by the masculine discourse (Salter & Blodgett, 2012), where virtual interactions with other gamers reinforce masculine norms (Blackburn & Scharrer, 2019). Masculine ideologies are embodied in cultural norms that proscribe certain gendered attitudes and behaviors. These norms also dictate specific cultural belief systems, values, and attitudes associated with masculinity (Blackburn & Scharrer, 2019; Connell & Messerschmidt, 2005). Previous researchers identified the characteristics of these masculine norms, including high power, status, and dominance; avoidance of femininity; negativity toward sexual minorities; and emotional, physical, and mental toughness (Levant et al., 2013; Vescio et al., 2021). This construction of masculinity based on masculine norms is problematic since it contributes to the marginalization of women (Blackburn & Scharrer, 2019).  
As the presence of women in the video game environment expands, the climate is one in which they experience numerous acts of rejection or discrimination against them, because, among other reasons, their greater presence has been perceived as a potential threat to this masculine status quo (Cote, 2017). Women are frequently perceived as intrusive, interfering with the male position, and reorienting the playing space toward stereotypical female characteristics, such as emotionality or sensitivity (e.g., Kaye & Pennington, 2016). Many examples of this rejection have already been documented, including speculation as to whether women gamers are really playing or if an accomplice is playing instead, with the belief that women are only suitable for support roles. In this regard, women gamers remain all too frequently marginalized because the perceived differences between men and women playing video games are based on a persistent gender myth that focuses on women as casual gamers, with a lack of visible feminine influence (Salter & Blodgett, 2012; Vanderhoef, 2013). 
Connected to the climate and influence of gender role stereotypes, women gamers experience harassment and abuse. Given that online video gaming is linked to masculine norms and gender stereotypes, the perpetration of sexist behaviors such as threats, sexual comments, or jokes against women gamers is frequent (e.g., Brehm, 2013; Tang et al., 2020). In one survey of online gamers, 79.0% of participants reported that sexism is prevalent within the online gaming community and 63.3% of women reported being harassed while playing online video games (Matthew, 2012). In a recent report (McBean, 2020), around 58.0% of women gamers have experienced some form of abuse from men gamers while playing online, and 28.0% have suffered sexual harassment from men gamers in the form of objectifying comments or death and rape threats. 
In Spain, recently published reports such as “Gender, Gamers and Videogames” (Santana, 2020) described the situation for women as gamers and workers. Their testimonies confirm that the sexism suffered by women in online video games is a type of discrimination much more common in the case of women gamers than in that of men gamers who, when they are especially good at playing, are accused of cheating, using hacking techniques or asking men to play for them (Rubio-Méndez, 2017, as cited in Santana, 2020, p. 15).
In an experimental test of these forms of sexist discrimination, Kuznekoff and Rose (2013) studied how men and women interact while playing an online video game and how gamers reacted according to the gender identified in various pre-recorded voices of man or woman players. Their results revealed that participants reacted more negatively to the woman gamer voice than the male voice, with the female voice receiving three times more negative comments than the male voice or no voice (control condition). Moreover, many of the negative comments directed toward the female voice were based on gender discrimination (for example, a woman’s comment of “Hello everyone” elicited the response “Shut up, bitch”). These findings show that interactions and behaviors in online gaming are guided by some of the same gender stereotypes and attitudes that women encounter in real life. 
This harassment inflicted on women by the gamer community intensifies when women gamers publicly defend their rights or express feminist critiques (Vermeulen et al., 2017). For example, Anita Sarkeesian, a feminist media critic of video game culture, created a campaign to make visible the sexism and prejudices experienced by women in video games. For this, she was attacked by gamers who believed that she was unfairly critical, receiving thousands of death and rape threats. This campaign against her, which became a revolution that laid bare the sexism that women often suffer in video games, was known as #Gamergate (Burnay et al., 2019; Gray et al., 2017). 
The consequences of these and other sexist behaviors by gamers have sparked multiple debates about the hostility of this environment towards women (e.g., Salter & Blodgett, 2012). For many women, this hostility led to expressing less confidence or security compared to men with regard to their ability to play (Kaye & Pennington, 2016). In fact, women gamers claim that they often avoid competitive online video games due to sexual objectification, unwanted attention from other gamers, and sexist attitudes present in this context (e.g., Ruvalcaba et al., 2018; Salter & Blodgett, 2012). In addition, some women internalize the notion that they do not really belong to this field (Fox & Tang, 2017; Gray, 2012; Kaye & Pennington, 2016). These beliefs about women gamers lead them, in some instances, to avoid playing regularly or to experiment with other game roles (action or fighting video game characters), perpetuating the aforementioned gender stereotypes (Kaye & Pennington, 2016). 
The Role of Sexist Attitudes as a Predictor of Sexism in Online Video Games 
The findings that women gamers frequently experience sexism and harassment raises the question of what might lead someone to perpetuate such behavior. Certain attitudes and beliefs have been associated with the expression of these manifestations of sexism in online video gaming (Fox & Tang, 2017; Read et al., 2018). For example, Fox and Tang (2014) showed that social dominance orientation predicted the extent to which participants reported making and engaging in some sexist behaviors in the online gaming environment. 
Sexist attitudes have also been found to be a predictor of manifestations of sexism in online video gaming (e.g., Fox et al., 2015). Specifically, high adherence to hostile sexism in men gamers is associated with supporting stereotypes against the participation of women in video games and is predictive of harassment in online gaming (Fox & Potocki, 2016). Consistent with these results, it is estimated that almost half of women gamers (49.0%) have regularly experienced hostile sexism during game play, including being the object of discrimination and sexist jokes (e.g., Gray, 2012; Matthew, 2012). Fox and Tang (2017) found that 10.0% of these incidents analyzed involved sexist comments ranging from hostile sexism (i.e., “Go back to the kitchen”) to sexual harassment (i.e., “Show me your boobs”). These findings have also been corroborated by qualitative research exploring gender-based discourse and experiences in the online gaming community (e.g., Fox et al., 2018; Naidoo et al., 2020).
The Importance of Assessing Sexism Against Women Gamers

In most previous studies examining sexism in online gaming, researchers used general measures of sexism (e.g., Ambivalent Sexism Inventory, Sex-Role Orientation Scale, or Internalized Misogyny Scale –Deskins, 2015; Fox & Potocki, 2016; McCullough et al., 2020; Stermer & Burkley, 2012), or selected some items from these scales without specifying the criteria used for this selection. For example, in a longitudinal study on video game use, Breuer et al. (2015) measured sexist attitudes using three items slightly rephrased for the German translation of the Sex-Role Orientation Scale (Brogan & Kutner, 1976). In other studies, researchers have included four items from the German translation of the Ambivalent Sexism Inventory (Tang et al., 2020). In one instance, sexism in gaming was measured through a general single item question only: “A woman is made mainly for making and raising children” (Bègue et al., 2017). 

Thus far, in cases when authors used some items addressing the construct “sexism against women gamers”, they did not report empirical evidence of psychometric adequacy. For example, Fox and Tang (2014) selected specific items about sexist beliefs and harassment in video games, using virtual resources such an online blog, but they did not provide evidence of construct validity or evaluation of psychometric properties. Nevertheless, the online context —similar to online video gaming— has specific characteristics that distinguish it from the offline environment when it comes to establishing relationships and behaving with others, including anonymous participation, player-to-player competition, or social disinhibition (Ruvalcaba et al., 2018). These particularities should be considered when measuring sexist attitudes in this context and, therefore, address the shortcomings of previous research.
In sum, previous studies have undoubtedly been of value and relevance for the development of research on sexist attitudes in online gaming. However, the lack of a psychometrically tested instrument to specifically measure sexist attitudes against women gamers in an online context requires remediation. With this aim, the present research focused on the development of a specific scale to assess sexism in the online gaming environment. The development of this measure would make it possible to assess the content and frequency of such sexist attitudes and their relations with other psychosocial constructs. A rigorous evaluation of this construct should include the sexist prejudices characteristic in this community, the narratives associated with these manifestations, and the content areas present in sexist expressions (e.g., “In online video games, some women really deserve the insults they receive”). 
Overview of the Present Research
The main goal of this research was to develop a specific, concise, and psychometrically supported scale to assess sexism against women gamers, both in Spanish and English. The initial Spanish version of our Sexism Against Women Gamers Scale (SAWGS) consisted of 17 items and it was derived from: (a) thematic analysis of gaming experience; (b) semi-structured interviews with gamers; and (c) a content validity study based on expert judgments. From this first version, we used the results of item and exploratory factor analysis (EFA) to develop a definitive 8-item scale. We applied the Spanish version of the SAWGS to three independent samples in Spain (Samples 1, 2, and 3) and developed the English version in samples from the U.S. (Samples 4 and 5). Through these broad samples, we analyzed the internal structure of the scale using a confirmatory approach. At the same time, factorial invariance was studied across gender and countries to draw conclusions concerning the ability of the instrument to measure the same construct in different groups (Vandenberg & Lance, 2000). 
We drew on previous research to identify expected patterns in the relations between the SAWGS and sociodemographic variables. Previous research has shown an association between sexist attitudes and gender. In a cross-cultural study that included 15,000 men and women from 19 nations, Glick et al. (2000) showed that men scored significantly higher than women on hostile sexism and that women reject hostile sexism to a greater extent than men, although in some countries women support benevolent sexism more significantly than men. In video game settings, some studies have documented that men gamers are more adherent to hostile sexism than their women counterparts, which has been linked to the normalization of situations of harassment and sexism as harmless components of online gaming (e.g., Dill & Thill, 2007; Fox & Potocki, 2016; Fox et al., 2018). Moreover, men gamers also consider violence against women to be a low-severity problem (Gabbiadini et al., 2016). With regard to age, previous research has shown a U-shaped relation with hostile sexism among men and women (Hammond et al., 2018). Thus, we examined the relation between both gender and age and the SAWGS scores.

To further evaluate the validity of the SAWGS, we tested the association between the SAWGS scores and other relevant constructs (feminist identity, sexist attitudes, social dominance orientation, and social desirability). In terms of convergent validity, we expected scores on the SAWGS to be positively associated with social dominance orientation and other similar measures of prejudiced attitudes toward women, such as sexist attitudes, traditional gender ideology, and myths concerning intimate partner violence (Hypothesis 1). We also expected higher scores on the SAWGS to be associated with lower feminist identification (Hypothesis 2). Moreover, we proposed that the SAWGS scores would be independent of scores on a social desirability scale, with the expectation that the correlations would be around zero (Hypothesis 3). 
Finally, the hostile manifestations (e.g., offensive language, insults, or verbal abuse) adopted by certain players within online video games are considered in this context as toxic behaviors, especially when they are displayed antisocially during a game, creating a climate of tension (e.g., Kwak, 2015; Tang et al., 2020). Some gamers actively confront these toxic behaviors by reporting them or, by going further, and requesting some kind of punishment for the gamer who behaves in such a way (Kwak et al., 2015). Accordingly, we sought to analyze the relation between the SAWGS scores and proposed punishment for toxic gamers and minimization of a sexist incident. Using a fictitious scenario that depicted a case of sexism in online gaming, we tested the relation between the SAWGS and proposed punishment of toxic gamers, as well as the minimization of sexist incidents. In all cases, we examined the additional predictive power of SAWGS on these variables beyond that explained by the other attitudinal and aggression tendencies measures.
Method

Participants
We collected the data needed to carry out the analyses from five independent samples: three Spanish samples and two from the U.S. following the recommendations from the standards for constructing psychometric tests (American Psychological Association [APA] et al., 2014). These independent samples were used to conduct the psychometric analysis and obtain cross-validity evidence of our instrument. All samples were recruited online using social networks (e.g., Twitter and gamers groups from Spain or the U.S. on Facebook) and forums specialized in video games (e.g., Reddit and gaming magazines forums). The surveys were available at the Qualtrics Version XM 2020 platform. 
To avoid response bias, the platform tracked participant IP addresses and limited participants to access the survey only once within as well as across samples. We also inserted attention check questions into the survey to detect inconsistent responses and lack of attention, and we analyzed time data for each response in all of the surveys in order to screen faster or slower participants (Teitcher et al., 2015; Yan & Tourangeau, 2008). Finally, following recommendations regarding methods for detecting and preventing fraud in internet-based research (e.g., Lukács et al., 2020; Teitcher et al., 2015; Yan & Tourangeau, 2008), the following exclusion criteria were used: (a) failing at least one of the three attention check questions in the survey (Sample 2: n =  37, Sample 3: n = 15, Sample 4: n = 36, Sample 5: n = 30); (b) too little or too much time spent on answering the survey (±SDtime = 3; Sample 2: n =  6, Sample 3: n = 7, Sample 4: n = 21, Sample 5: n = 13); and (c) repeated registration of the IP address (Sample 2: n = 3, Sample 3: n = 4, Sample 4: n = 4). 
Additionally we used exclusion criteria based on intended participant groups: (a) nationality (In Samples 1–3, participants who did not have a Spanish nationality were excluded [Sample 1: n = 49, Sample 2: n = 69 , Sample 3: n = 23], while in Samples 4 and 5, those without U.S. nationality, without English as native language, and whose nation of birth was not the U.S. were excluded [Sample 4: n = 152, Sample 5: n = 79]); (b) age below 18 years (Sample 1: n = 35, Sample 2: n = 21, Sample 3: n = 10, Sample 4: n = 6, Sample 5: n = 6); (c) those not playing video games weekly (Sample 1: n = 23, Sample 2: n = 36, Sample 3: n = 8, Sample 4: n = 63, Sample 5: n = 13); and (d) people who answered “other” to the gender question because these low numbers did not allow using them as a category for the analyses (Sample 2: n = 5, Sample 3: n = 4, Sample 4: n = 4, Sample 5: n = 7). Sociodemographic characteristics of participants in Samples 1 to 5 are presented in Table S1 of the online Supplemental Materials.
Due to population characteristics, it is not common to ask about race/ethnicity in studies conducted in Spain. To maintain the homogeneity of the surveys across countries, we did not ask for information on these aspects from any of the participants.
Sample 1 (Construction Sample) consisted of 599 Spanish gamers (408 men and 191 women) aged 18–52 years (M = 26.02, SD = 6.03). Among these, 0.7% reported having a primary education level, 57.3% secondary education, and 42.0% higher-university education. Participants who spent between 1 and 5 hours per week playing video games made up 25.9% of the sample, while 26.4% played between 6 and 10 hours, 28.0% played between 10–20 hours, and 19.7% played for more than 20 hours per week.
Sample 2 included 479 Spanish gamers (272 men and 207 women) aged 18–58 years (M = 26.09, SD = 5.91). Of these, 0.8% of participants reported having completed primary education, 56.5% secondary education, and 42.6% higher-university education. Among the 479 participants, 23.8% spent between 1 and 5 hours per week playing video games, 24.6% played for between 6 and 10 hours, 26.7% played for 10–20 hours, and 24.8% played for more than 20 hours per week.
Sample 3 was composed of 416 Spanish gamers (215 men and 201 women) aged 18–55 years (M = 27.01, SD = 6.29). Few participants reported having completed only primary education (1.0%); however, 49.7% and 49.3% completed secondary and higher-university education, respectively. Among the 416 participants, 27.8% spent between 1 and 5 hours per week playing video games, 22.4% played for between 6 and 10 hours, 26.0% played for 10–20 hours, and 23.8% played for more than 20 hours per week.
Sample 4 consisted of 506 individuals (252 men and 254 women) aged 18–66 years (M = 31.07, SD = 8.39). The participants were native English speakers born in the U.S. Among the participants, 5.0% reported having completed primary education, 16.0% secondary education, and 79.1% higher-university education. Among the 506 participants, 31.0% spent between 1 and 5 hours per week playing video games, 27.1% played for between 6 and 10 hours, 23.5% played for 10–20 hours, and 18.3% played for more than 20 hours per week.
Sample 5 was composed of 437 individuals (221 men and 216 women) aged 18–65 years (M = 31.04, SD = 9.19). The participants were native English speakers born in the U.S. of whom 6.0% reported having completed primary education, 19.9% secondary education, and 73.7% higher-university education. Among the 437 participants, 33.9% spent between 1 and 5 hours per week playing video games, 23.3% played for between 6 and 10 hours, 22.9% played for 10–20 hours, and 19.9% played for more than 20 hours per week.
Procedure
This research adopted a non-experimental approach undertaken through the administration of online questionnaires, a procedure repeatedly used in video game research (ESA, 2022; Griffiths, 2010; ISFE, 2021). The link was distributed among various target gamer groups. The instructions were the same for all the participants. We explained that it was an anonymous opinion poll focusing on the gamer public’s thoughts and attitudes. By not mentioning that the main topic of the study was sexism, we sought to avoid the negative reactions of some participants to these study themes. After obtaining the consent of each participant, we administered the questionnaires to these samples. Finally, the participants’ sociodemographic data were collected, and they were redirected to another website where they could participate in a raffle to incentivize participation. 
Participation was voluntary and procedures were conducted in accordance with the APA (2017) Ethical Code (Principles of Psychologists and Code of Conduct) for studies involving human participants and broader professional standards for conducting a research study. The protocol was approved by the ethical committee at the authors’ university.
Measures and Materials
Below we describe the instruments used to analyze relations between the measure we developed and several constructs expected to relate to sexism against women gamers. Together, we used these measures to evaluate convergent validity. We also included one measure to evaluate discriminant validity. Details on the development of the measure to assess sexism against women gamers and vignettes appear in the results section detailing the results of the analyses.
Sexist Attitudes. We used the 22-item Ambivalent Sexism Inventory (Glick & Fiske, 1996; Spanish version by Expósito et al., 1998) to assess hostile and benevolent sexism in Samples 2 and 4. Example items include “Women seek to gain power by getting control over men” (hostile sexism) and “Women, as compared to men, tend to have a more refined sense of culture and good taste” (benevolent sexism). All of the items are rated on a 6-point Likert-type scale ranging from 0 (completely disagree) to 5 (completely agree), with higher scores indicating greater hostile or benevolent sexism. As observed in the original version (Glick & Fiske, 1996; αs ranged between .73 and .92) and in the Spanish adaptation (Expósito et al., 1998; αs were between .84 and .90), αs were good for scores on hostile sexism (Sample 2 = .94, Sample 4 = .92) and for benevolent sexism (Sample 2 = .82, Sample 4 = .85). Convergent validity of scores on the Ambivalent Sexism Inventory were supported by its positive correlations with other measures of sexism and with ambivalent attitudes toward women (Glick & Fiske, 1997).

Traditional Gender Ideology. We used the 13-item short version of the Scale on Gender Ideology (EIG; Moya et al., 2006; αs ranged from .70 to .90) in Samples 3 and 5. The short version includes only those items of the Traditional Ideology dimension with a Likert scale between 1 (totally disagree) and 7 (totally agree). Examples of items in this scale are “A woman should be careful how she looks, for it influences what people think of her husband” and “When a man and woman live together, she should do the housework and he should do the heavier chores”. Convergent validity of scores on the EIG was supported by positive correlations with hostile sexism, benevolent sexism, neosexism, and rape myth acceptance (Expósito et al., 1998; Moya & Expósito, 2001). In the current study, αs were .81 and .82 (Samples 3 and 5, respectively).
Myths about Intimate Partner Violence. We used the 15-item Acceptance of Myths About Intimate Partner Violence Against Women Scale (AMIVAW; Megías et al., 2018; α = .90) in Samples 2 and 4. This instrument evaluates the acceptance of myths about intimate partner violence against women, with a Likert-type response scale ranging from 1 (completely disagree) to 7 (completely agree). Examples of items in this scale are “Once a complaint for abuse has been filed, men are unprotected by law” and “The State gives too much help to women who report abuse”. Regarding AMIVAW validity, its scores are independent of social desirability, positively correlate with sexism and other attitudes toward sexual violence, and negatively correlate with feminist identification (Megías et al., 2018). In the current study, αs were .89 (Samples 2 and 4 each).

Feminist Identification. We used the 6-item Feminist Identification Scale (Leach et al., 2008; α = 0.87) in Samples 2 and 4. This scale evaluates the degree of personal identification with feminism using a 7-point Likert-type response scale ranging from 1 (totally disagree) to 7 (totally agree). Examples of items on this scale are “Being a feminist is an important part of how I see myself” and “I feel committed to feminist people”. Convergent validity of its scores was supported by its negative correlations with hostile sexism, benevolent sexism, and myths about intimate partner violence against women. In the current study, α was .95 for Sample 2 (Spanish) and .94 for Sample 4 (U.S.).
Social Dominance. We used the 8-item short form of the Social Dominance Orientation scale (SDO; Pratto et al., 1994; Spanish version by Silván-Ferrero & Bustillos, 2007; α = .90) in Samples 3 and 5. This instrument evaluates the preference for maintaining social hierarchy and opposition to equality with a Likert scale ranging between 1 (strongly oppose) and 7 (strongly favor). Example items include “Some groups of people are simply inferior to other groups” and “Group equality should not be our primary goal”. Social dominance orientation has shown to be associated with constructs such as hostile sexism, prejudice, and intergroup relationships. In the current study, αs were .83 and .85 (Samples 3 and 5, respectively). 

Aggression. We used the 29-item Aggression Questionnaire (AQ; Buss & Perry, 1992; Rodríguez et al., 2002; α = .88; Physical aggression, α = .86; Verbal aggression, α = .68; Anger, α = .77; Hostility, α = .72), with a 5-point Likert-type response scale ranging from 1 (totally disagree) to 5 (totally agree) in Samples 3 and 5. We used this questionnaire because previous literature about the effects of video games (Anderson & Dill, 2000; Lee et al., 2021) has examined the relation between video game playing habits and real-word aggressive behavior. This instrument assesses aggressive behavior through four dimensions: Physical (expressed by hitting, pushing, and other forms of physical abuse using one’s own body or an external object to inflict injury or damage); Verbal (expressed through insults or threats, and implies sarcasm, ridicule, spreading of rumors, and use of malicious nicknames, and gossip); Anger (the feeling that arises as a consequence of previous hostile attitudes); and Hostility (an attitude that implies dislike and cognitive evaluation towards others). In the current study, αs were adequate (Sample 3: Physical aggression, α = .75; Verbal aggression, α = .74; Anger, α = .78; Hostility, α = .73; Sample 5: Physical aggression, α = .84; Verbal aggression, α = .82; Anger, α = .79; Hostility, α = .80).
Social Desirability. We used the 13-item short form of the Marlowe–Crowne Social Desirability Scale (Crowne & Marlowe, 1960; Spanish version by Ferrando & Chico, 2000) in Samples 2, 3, 4 and 5. Example items include “I am always courteous, even to people who are disagreeable” and “I have never deliberately said something that hurt someone’s feelings”. Response options followed a true or false format, with higher total scores indicating more social desirability. Scores on this scale have been found to negatively correlate with neuroticism, hostility, and impulsivity and to positively correlate with agreeableness and responsibility (Crowne & Marlowe, 1960). In the current study, αs were .61, .66, .78, and .69 (Samples 2, 3, 4 and 5, respectively), slightly lower than what was found in the original English (between .75 and .85) and Spanish (.78) versions.
Scenarios. To evaluate the relationship between SAWGS scores and punishments proposed for toxic gamers, we used the responses given to two fictitious scenarios (see Figures S1–S2 of the online Supplemental Materials) that described a sexist interaction in an online video game between four young gamers, among whom three men were attacking the woman gamer. We designed two scenarios based on the most popular multiplayer online video game at the time we collected the data: League of Legends (Kwak et al., 2015; Schelfhout et al., 2021). To do this, we created screenshots with the same design as the original video game, including sexist comments simulating the chat that gamers use to interact. To make the comments realistic, we consulted gameplay videos and real testimonies of harassment from women gamers who have experienced sexism. Participants’ responses were based on the extent to which they considered a gamer toxic due to their sexist attitudes towards a woman gamer. 

In all samples, participants read the fictitious scenario presenting the sexist incident after completing the SAWGS. Scenario 1, as used with Samples 2 (Spanish version) and 4 (English version), brings into question the competence of a woman gamer after she loses the game. In scenario 2, used with Samples 3 (Spanish version) and 5 (English version), the woman gamer refuses to perform the support role in the game and her team attacks her for wanting to play as a warrior.

The Spanish versions of both scenarios were developed first. For the U.S. samples, two experts translated the scenarios to English following a similar reverse translation process, as described subsequently in relation to the SAWGS items. Next, we administered 3 questions (Spanish and English versions) relating to the scenario and the proposed punishment (“The team members who made the comments to Lucy should be immediately penalized [e.g., temporary ban or restrictions in the chat]”; “The team members who made the comments to Lucy should be permanently banned”; and “The comments received by Lucy should be reported to the video game’s customer support team”). Two questions were designed to assess minimization of the sexist incident (“Comments such as those received by Lucy are jokes without importance in the online context” and “Only somebody who doesn’t play video games could consider these comments offensive”), and two other questions aimed at discovering the representativeness and frequency of this type of sexist incident (“The situation described happens often in online video games” and “This scenario is representative of what happens in the context of online video games”), all with a 7-point Likert-type response scale ranging from 1 (totally disagree) to 7 (completely agree). The internal consistency reliabilities were .66 (Sample 2), .68 (Sample 3), .77 (Sample 4), and .75 (Sample 5) for punishment scores, and .60 (Sample 2), .75 (Sample 3), .69 (Sample 4), and .79 (Sample 5) for scores of minimization of a sexist incident. The sexist incidents described were considered representative in all samples (means > 5.00) and frequent (frequencies > 4.00) in online gaming.
Results

We organize our results conceptually in terms of (a) scale development and internal structure; (b) measurement invariance; and (c) external validity.
Scale Development and Internal Structure
The phases of the SAWGS construction have been structured according to internationally accepted standards for developing psychometric tests (APA et al., 2014). In addition, this research has considered recent references regarding the development of short scales to evaluate psychological constructs (Coelho et al., 2018a, 2018b), ensuring that all the areas of contents are assessed and less time consuming. Specifically, long scales could have a negative influence on the reliability and validity of the scores derived from the instruments (Rammstedt & Beierlein, 2014). As such, it may be considered appropriate for newly developed scales to provide short instruments wherein the different components of the assessed construct are represented. This could facilitate acquiring as much information as possible in reference to the reliability and validity of the scores provided by these short assessment instruments (Rammstedt & Beierlein, 2014). Taking into account these considerations, we started with a short initial 17-item scale.
The development of the SAWGS followed three phases: (a) thematic analysis of gaming environments (forums, gamer communities, and social networks); (b) semi-structured interviews with gamers in order to detect the content areas for the construct sexism against women gamers; and (c) study of the content validity of an initial pool of items.
To evaluate our construct of sexism against women gamers, in the initial phase we conducted a content analysis of the information from sources such as discussion forums, web pages, and blogs belonging to the gamer community. The aim was to collect the sexist statements generated by the gamer community itself in order to extract the content areas into which these statements could be grouped. A codebook was created, and responses were analyzed using thematic analysis (Braun & Clarke, 2006). Once the themes were mapped, we selected 12 of the codes collected during the initial phase which served to represent the aforementioned areas. In order to preserve the most representative codes of the gamer community, we decided to keep for each of the themes the most frequent statements (most repeated throughout the different forums, gamer groups, and discussions). Then, the initial battery was established to evaluate sexist attitudes against women gamers based on the followed content areas: (a) rejection of egalitarian positions (e.g., “In the field of video games, encouraging the participation of female-only teams in competitions promotes sexism and discrimination”); (b) lower ability of the woman gamer (e.g., “In general, men play video games better than women”); (c) extreme sensitivity of the woman gamer (e.g., “Female gamers often interpret kindness from male gamers as harassment”); (d) blaming the woman gamer (e.g., “In online video games, some women really deserve the insults they receive”); (e) disregard for women’s interest in video games (e.g., “Many women now play video games just because they are trendy”); and (f) minimization of aggressive manifestations against women gamers (e.g., “The negative comments or threats women receive while playing video games are given much more importance than those received by men”). 
Next, three semi-structured online interviews were conducted with the aim of evaluating the relevance of the content areas detected and the sexist statements obtained in the thematic analysis of the websites. Similarly, these interviews sought to detect possible new sexist statements against women gamers. Two of the interviewees were regular gamers (one woman and one man), according to the usual player criteria established by the Entertainment Software Association (ESA, 2022) and the Spanish Video Game Association (AEVI, 2020). The third interviewee was one of the co-founders and video game designers from the feminist association FemDevs, an organization dedicated to promoting the interest, participation, and presence of women in video games. Considering these interviews, five new statements were included in three areas of content: extreme sensitivity of gamer women (1 statement), disregard of women’s interest in video games (1 statement) and inferior capacity of gamer women (3 statements). Then, we created an initial pool of 17 items about sexist attitudes against women gamers. 
In order to obtain content validity evidence for the initial pool of items, a group of experts evaluated the 17 items. A total of 7 experts (2 in sexism and 5 in test construction) participated in this research phase. To carry out the content validity task, we defined the construct of sexist attitudes against women who play video games through its content areas. The judges had to indicate the degree to which each of the items was representative, from 1 (not at all representative) to 4 (very representative) of the assessed construct while reporting on the content area to which they thought each one belonged (calculated as relevance: the number of judges who classify the item in the expected category divided by the total number of judges; Mastaglia et al., 2003). Furthermore, each item was evaluated using a 4-point Likert-type scale (Davis, 1992) ranging from 1 to 4 applied to the following formal criteria (Angleitner et al., 1986): (a) comprehension —“assessment of whether the item is adequately understood,” (1 = incomprehensible ; 4 = clearly understood)—; (b) interpretation —“judgment on the possibility that the item can be interpreted in various ways,” (1= it can be interpreted in multiple ways; 4 = it has a single interpretation)—; and (c) clarity —“the degree to which the item is concise/precise/direct,” (1 = lacking in conciseness; 4 = concise/direct)—. Two indices were calculated using the judges’ responses (Polit et al., 2007). For the criteria of representativeness, understanding, interpretation, and clarity, the Content Validity Index (CVI) was calculated, understood as the number of judges who selected the response option 3 or 4 divided by the total number of judges. Values > .80 were considered adequate. The Kappa index was used according to the inter-rater agreement, where the appropriate values ​​are K > .60 (Polit et al., 2007). Most items exceeded the cutoff for adequate item-content validity indexes (I-CVIs ≥ .57; M = .95) and inter-judge Kappa agreement (κs ≥ .42, M = .94; Polit et al., 2007). Notably, all the SAWGS items were highly accessible, clear, and concise (≥ 3.60). Specific values for the CVI and Kappa index are presented in Table S2 of the online Supplemental Materials.
Experts also evaluated certain formal wording aspects of all items. Following inspection of the results and the judges’ comments, it was decided to keep all the items, making minor modifications to two items (i.e., we rephrased Item 2 to exemplify the concept of women’s responsibility when exposing themselves to video games, and we included a grammatical subject in Item 11). In addition, after considering the experts’ majority opinion, it was decided to combine two of the content areas (“extreme sensitivity of women gamers” and “minimization of aggressive manifestations against women gamers”) into a single area of minimization of aggressive manifestations against women gamers. After conducting the expert judgment, as well as the previous thematic analysis of gaming environments and the three semi-structured interviews with gamers, we used this 17-item version for the first study.
Item Analysis and Exploratory Factor Analysis
We administered the 17-item SAWGS to Sample 1 (Construction Sample). Participants were instructed to rate each item on a 7-point Likert-type scale, ranging from 1 (totally disagree) to 7 (completely agree). All the items were scored in the direction of sexism against women gamers with no item reversals. The aim was to develop a brief unidimensional scale that included all the content areas concerning sexism against women gamers with high reliability scores. We selected items with (a) mean scores higher than 1.60 to rule out a floor effect; (b) an adequate variability (SD > 1.00); (c) an inter-item correlation r < .50 to avoid redundancies (Clark & Watson, 1995); and (d) also ensured that all content areas were represented with 1​-2 items. A total of 8 items were selected from the item analysis (see Table S3 of the online Supplemental Materials). All of them met the criterion of item-total correlation (discrimination index) > .30. Next, we conducted an EFA using principal axis factoring to test the dimensionality of scores. The Kaiser-Meyer-Olkin (KMO) value was 0.86, and the Bartlett’s test showed statistical significance (χ² test = 718.34, gl = 28, p < .001). Thus, the sample met the standard criteria for interpretation of the factor solutions. 
We identified a single factor that explained 42.18% of the total variance, with an eigenvalue of 3.70. The percentage of variance explained by the factor did not reach the recommended minimum (60.0%), according to Hair et al. (2014). However, this percentage is similar to that observed in unidimensional scales related to sexism, such as the Acceptance of Myths About Intimate Partner Violence Against Women (AMIVAW) Scale (Megías et al., 2018), the Spanish-language version of the Acceptance of Modern Myths about Sexual Aggression (AMMSA) scale (Megías et al., 2011), and Enjoyment of Sexualization Scale (ESS; Liss et al., 2011). The factorial weights ranged between .39 and .71. To allow for a better judgement, we also found that the one-dimensionality of the instrument was supported by parallel analysis (Horn, 1965), and our data again recommended retaining a single factor (see Table 1). We also applied Velicer’s Minimum Average Partial (MAP) test to examine a series of matrices of partial correlations. With an Eigenvalue of 3.55, the number of components according to the Revised MAP test (O’Connor, 2000) was one. The smallest average squared partial correlation was .03. From a conceptual point of view, the scale covers all the content areas proposed in defining sexism against women gamers. Specifically, Items 1 and 8 for Lower ability of the female gamer (“In general, men play video games better than women” and “Many female gamers are famous just because they are pretty or because they use their body to make sexual advances”); Item 2 for Disregard for women’s interest in video games (“Many women now play video games just because they are trendy”); Item 7 for Blaming the woman gamer (“In online video games, some women really deserve the insults they receive”); Items 3 and 4 for Rejection of egalitarian positions (“In the field of video games, encouraging the participation of female-only teams in competitions promotes sexism and discrimination” and “In the field of video games there is a community of women who are against male gamers”); and Items 5 and 6 for Extreme sensitivity of women gamers and minimization of aggressive manifestations against them (“The negative comments or threats women receive while playing video games are given much more importance than those received by men” and “Female gamers often interpret kindness from male gamers as harassment”). As displayed in Table 1 (Construction sample), all the items of the SAWGS showed adequate variability (SD > 1.00) with mean scores higher than 1.50. The discrimination indices (corrected item-total correlation) ranged from .29 to .59, while internal consistency reliability was α = .78. When the reliability analyses were separated according to gender, the resulting values were appropriate for both men (α = .78) and women (α = .79). 
The descriptive statistics and reliability results obtained in Sample 1 (Construction sample) were replicated for the other Spanish samples (Samples 2 and 3). As displayed in Table 2, all the items of the SAWGS showed adequate variability (SD > 1.00) with mean scores higher than 1.50. The discrimination indices (corrected item-total correlation) ranged from .35 to .67. Internal consistency reliability according to gender was adequate for men (Sample 2: α = .75; Sample 3: α = .80) and women (Sample 2: α = .82; Sample 3: α = .82) and for the total group in both samples (α = .80 in Sample 2 and α = .82 in Sample 3).
English Version of the SAWGS
Using two samples from the U.S. (Samples 4 and 5), we tried to replicate the results found with the Spanish version of the scale. The English version of the SAWGS was developed in accordance with the guidelines for the successful translation of instruments for cross-cultural research (Brislin, 1970; Hambleton & Li, 2005). We followed the procedure of back-translation using independent translators. Two bilingual professionals translated from the source language (Spanish) to the target language (English). Another professional translator then translated their work back into the source language, and the discrepancies between the original and back-translated items were resolved by joint agreement between the translators and the authors.
Descriptive statistics for the 8-item English version of the SAWGS are shown in Table 2. All the items in the English version of the SAWGS showed adequate variability (SD > 1.00) with mean scores > 2.00. The corrected item-total correlations were acceptable in all cases, ranging from .44 to .69 (Sample 4) and .55 to .72 (Sample 5). Internal consistency was high for scores in the whole sample (Sample 4: α = .82; Sample 5: α = .86), and when separated by gender (Sample 4 men: α = .85; Sample 5 men: α = .87; Sample 4 women: α = .80; Sample 5 women: α = .84). 
Internal Structure: Confirmatory Factor Analysis 
We conducted a series of confirmatory factor analyses (CFAs) to confirm the one-dimensionality structure of the instrument (see Table 3). The internal structure of the SAWGS observed in Sample 1 was studied across four different samples (Samples 2, 3, 4, and 5). Maximum likelihood with robust standard errors (MLR) was used as estimator and the model fit was assessed using the Root Mean Square Error of Approximation (RMSEA) with 90% confidence interval (CI), Comparative Fit Index (CFI), and Standardized Root Mean Square Residual (SRMR). Kline (2005) suggested which indices to include and has advocated the use of the Chi-Square Test, RMSEA, CFI, and SRMR, and threshold levels were assessed by Hu and Bentler (1999) and endorsed by Brown (2006). P-values associated with the Chi-Square test were not reported because they are not robust for small sample sizes and not robust with respect to violations of the distributional assumptions (McHugh, 2013). Cutoffs for CFI (> .90) and SRMR (< .08) indicate an acceptable fit, and values greater than .95 for CFI and values less than .05 for SRMR are considered levels of good fit (Hooper et al., 2008; Hu & Bentler, 1999). For the RMSEA estimates, we considered that the model presents an acceptable fit when values are lower than .08. Values of less than .05 indicate a good fit (Hair et al., 2010; Awang, 2012) and lower than .03 represent an excellent fit (Hooper et al., 2008). These indices have been reported because they are more insensitive to sample size, model misspecification, and parameter estimates (Hooper et al., 2008).
The single-factor model showed an adequate fit in Sample 2, χ²(20) = 59.50; CFI = .95, SRMR = .04, RMSEA = .06, 90% CI [.05, .08]; Sample 3, χ²(20) = 54.29; CFI = .95, SRMR = . 04, RMSEA = .06, 90% CI [.04, .09]; Sample 4, χ²(20) = 48.60; CFI = .97, SRMR = .03, RMSEA = .05, 90% CI [.03, .07]; and Sample 5, χ²(20) = 76.10; CFI = .94, SRMR = .04, RMSEA = .07, 90% CI [.06, .10]. Standardized factor loadings of this one-factor model are shown in Table 3. 
Measurement Invariance of SAWGS
After confirming the unidimensional structure of SAWGS in the different samples, we studied measurement invariance across gender and country. Before exploring measurement invariance, we conducted CFA by groups. We formed two samples, separated into Spanish samples (Samples 2 and 3) and U.S. samples (Samples 4 and 5). The Spanish samples comprised 895 participants (408 women and 487 men), and the U.S. samples contained 943 participants (470 women and 473 men). Fit indices (Table 4) showed an adequate fit of the unidimensional structure of SAWGS for gender and country groups.
We used Mplus 8.1 (Muthén & Muthén, 2017) with maximum likelihood estimation to conduct multi-group CFAs in order to test measurement invariance of the SAWGS model fit. Measurement invariance was assessed using a series of increasingly stringent model comparisons (configural to metric to scalar) based on changes in fit index and Yuan-Bentler scale-corrected chi-square difference tests. Likelihood ratios (Dc2) assessed whether constraining specified model parameters across groups resulted in a significant improvement or worsening of model fit. Change in model fit was evaluated by the same fit indices used in the previous CFAs. A change in CFI (DCFI) lower than .010, a change in RMSEA (DRMSEA) lower than .015, and a change in SRMR (DSRMR) lower than .030 suggest no meaningful decrease in model fit and support measurement invariance (Chen, 2007). When analyzing invariance, we placed the emphasis on model fit change given the sensitivity of chi-square tests to sample size (Chen, 2007). 
Fit statistics for the invariance tests are shown in Table 5. The configural model had a good fit to the data across the country and gender groups. The configural model was compared to the metric model that constrained factor loadings across both groups. The metric model had a good fit to the data and the changes in fit indices indicated no meaningful decrement in fit from the configural to the metric model for gender groups (see Table 5). In the metric model, despite having a good fit to the data for country groups (see Table 5), the changes in fit index indicated a meaningful decrement from the configural to the metric model (DCFI = –.019, DRMSEA = .030, DSRMR = .006). Given the lack of invariance at the factor-loading level, scalar invariance was not tested for country groups (Millsap & Yun-Tein, 2004).
We proceeded to compare the metric model to the scalar model that constrained factor loadings and thresholds across the gender groups. The scalar model had a good fit to the data for gender groups, and the changes in fit index indicated no meaningful decrement in fit from the metric to the scalar model using equal thresholds (see Table 5). Overall, we decided to accept our results as evidence for strong measurement invariance between women and men, as changes in CFI, RMSEA, and SRMR across the increasingly constrained models did not indicate any meaningful decrement in model fit (Chen, 2007). 
In the case of the country groups (Spain vs. the U.S.), the multigroup CFA confirmed the configural invariance, suggesting that the SAWGS items are clustered around the same factor for Spanish and U.S. participants. However, when all factor loadings were constrained equally across countries, the changes in fit index indicated a meaningful decrement in fit from the configural to the metric model. Despite the fact that SAWGS items are grouped in the same factor for Spanish and U.S. participants, we are unable to conclude that the factor loadings of the items on the latent factor and the item intercepts are equal across these countries.
External Validity: Demographics and Psychosocial Variables

We conducted several analyses to obtain external validity evidence for the SAWGS scores (APA et al., 2014) for both the Spanish and English versions.
Associations with Gender and Age
In the current research, using Samples 1–5, we found, as expected, that men scored significantly higher than women on the SAWGS. The effect sizes associated with the comparisons, Cohen’s d, were small to medium in Samples 2 to 4 (see Table 6). In contrast, in all our samples, correlations between age and SAWGS were around zero (.04 < r < .09).
Psychosocial Correlates
We tested the relations between SAWGS and other relevant variables. The correlations among all psychosocial measures are shown in Table 7 (for Samples 2 and 4) and Table 8 (for Samples 3 and 5). Due to the multiple contrasts carried out, the p-value cutoff was adjusted through the Bonferroni correction (total number of pair correlations between SAWGS scores and the rest of the attitudinal variables in each sample [Samples 2 and 4: .05/4 = .013; Samples 3 and 5: .05/3 = .016]). In accordance with Hypothesis 1 (i.e., that SAWGS scores would correlate positively with measures of social dominance and prejudices towards women), the SAWGS scores positively correlated with scales measuring similar constructs, including hostile sexism, social dominance orientation, acceptance of myths about intimate partner violence against women, traditional gender ideology, and benevolent sexism. As predicted, scores on the SAWGS were also negatively correlated with feminist identification (Hypothesis 2), but were independent of social desirability (Hypothesis 3). 
External Validity: Punishment for Toxic Gamers and Minimization of Sexist Incidents
As noted previously, we used scenarios related to punishment for toxic gaming behavior to further evaluated external validity. Due to the difference in the content of the two scenarios, Tables 9, 11, and 12 show the results for Samples 2 and 4 (Scenario 1, based on the competence of a woman gamer) and Tables 10, 13, and 14 show the results for Samples 3 and 5 (Scenario 2, based on the influence of the role of a woman gamer). The data show the expected relations, with higher scores in SAWGS associated with greater minimization of a sexist incident and less severe punishment of toxic gamers in the Spanish and U.S. samples. 
Hierarchical regression analyses were used to analyze the predictive capacity of SAWGS on punishment and minimization scores for the incident presented, examining the incremental validity of the instrument. Concerning the sexist incident depicted in Scenario 1, as used with Samples 2 and 4 (see Tables 11 and 12), the results showed that scores on the SAWGS accounted for a percentage of the variance of both criteria variables beyond that explained by the other predictive variables considered for the U.S. sample. The p-value cutoff and confidence intervals (CI) were adjusted through the Bonferroni correction (total number of predictive variables in each sample [Samples 2 and 4: .05/5 = .01]). In Step 1, we controlled for sociodemographic variables (gender and age). Male participants minimized the sexist incident to a greater degree than women participants in both samples (explaining 3.0% of the variance for Sample 2, and 6.3% of the variance for Sample 4). In Step 2, hostile sexism contributed significantly to the prediction of proposed punishment for toxic gamers (explaining 3.5% and 9.8% of additional variance for Sample 2 and Sample 4, respectively) and minimization of a sexist incident (explaining 18.6% and 32.5% of additional variance in Sample 2 and Sample 4, respectively). In Step 3, SAWGS scores accounted for incremental variance in both criteria variables for the U.S. sample, accounting for 3.9% of additional variance in punishment for toxic gamers and 5.8% of additional variance in minimization of a sexist incident. For the Spanish Sample, the addition of the SAWGS scores in Step 3 did not meaningfully account for incremental variance in punishment or minimization.
Concerning the sexist incident depicted in Scenario 2, as used with Samples 3 and 5 (see Tables 13 and 14), our results also showed that SAWGS explained incremental variance in both criteria variables. In Step 1, gender and age did not contribute to the prediction of either criteria (p-value cutoff was also adjusted through the Bonferroni correction: total number of predictive variables in each sample [Samples 3 and 5: .05/9 = .006]).). In Step 2, aggression scores explain a significant amount of additional variance in minimization of a sexist incident across both samples though the sub-domains that significantly uniquely related to minimization differed across the two samples. In Step 3, adding social dominance orientation and traditional gender ideology to the model explained a significant increase in variance for both outcomes for both samples (the pattern of significant relations differed across outcomes and samples). Finally, in Step 4, SAWGS scores were a significant predictor (beyond sociodemographic, aggression, and attitudinal variables) of punishment for toxic gamers in the U.S., explaining an additional 2.9% of the variance. However, SAWGS scores did not significantly accounted for incremental variance in both criteria variables for the Spanish sample or in minimization criterion in the U.S. sample (although the addition of the SAWGS to the model increased the variance explained in both outcomes for both samples, only one instance met the modified cutoff for significance).
Discussion

The main objective of this research was to develop a specific and psychometrically adequate instrument to assess sexism against women gamers. Our findings show that SAWGS is a suitable scale for measuring these sexist attitudes in an online context. The specificity of this environment can provide a series of manifestations that go beyond those included in some of the most popular current scales of sexism, such as remarks about the inferior ability of women to play videogames or using sexual attractiveness to their advantage in games (e.g., Deskins, 2015; Fox & Potocki, 2016; McCullough et al., 2020; Stermer & Burkley, 2012). Moreover, this research has considered recent proposals regarding the benefits of developing short scales to evaluate psychological constructs (Coelho et al., 2018a, 2018b). This brevity provides ease of administration compared to measures traditionally used to assess sexism, being less time consuming and, in addition, providing an evaluation of the specific component of sexism in video games.
We applied various methodological approaches to independent samples from two different cultural contexts that were heterogeneous concerning sociodemographic variables. Following psychometric analyses, we proposed an 8-item scale that reliably and validly captured sexism against women gamers with both its Spanish and English versions.  
An exploratory study (Study 1, Sample 1) using qualitative data from platforms and interviews with gamers followed by quantitative ratings from experts led to a short unidimensional 8-item scale. Subsequently, we confirmed the one-dimensional structure, as shown by EFAs and CFAs, in four more samples of gamers from Spain (Samples 2 and 3) and the U.S. (Samples 4 and 5). The SAWGS maintained a stable structure and high internal consistency reliability of scores (α’s between .78 and .86) in the five samples used.

Invariance tests across genders showed that the scale was invariant at the configural metric, and scalar levels. However, CFA confirmed the configural invariance across countries only, suggesting that SAWGS items for the U.S. are more closely associated with their intended latent factor. Therefore, we cannot conclude that factor loadings on the latent factor and the item intercepts are equal between Spain and the U.S. (metric and scalar invariance). Only when the unit and the origin of the scale were identical could the SAWGS means be compared between countries. One possible explanation for this result may be related to item bias. The item bias in a cross-cultural assessment is generally caused by poor item translation. To avoid this problem, it is recommended to consider theoretical and linguistic aspects in back-translation procedures (Brislin, 1970; Hambleton & Li, 2005). However, the English version of SAWGS was derived from a back-translation procedure conducted by independent experts, following the indicated recommendations (Brislin, 1970; Hambleton & Li, 2005). Furthermore, the discrimination index of each item allows us to rule out this explanation. Finally, this result could be related to the construct bias across cultures, usually when the definition of the construct is not identical across different countries, or a partial overlap is found in the definitions. Nevertheless, we applied a convergence approach to avoid this problem (van de Vijver & Leung, 2000), using the same instruments in both countries to study whether the relations were comparable, and the definition of the construct was equivalent. As we have observed in this research, the patterns of these relations are similar, and it can be concluded that the definition of the construct “sexism against women gamers” is similar in both countries. It is possible that there are specific cultural differences in the understanding of the elements or in the different representations of the latent variable in the two countries, which could help to explain the results obtained. In this respect, future research should continue to systematically explore cross-cultural aspects of sexist attitudes against women gamers.
Moreover, we also analyzed the relation between SAWGS and the gender and age of participants. Scores on the SAWGS were significantly higher for men than women in all samples, which is consistent with our hypothesis and with the findings of related studies (e.g., Fox et al., 2015; Glick et al., 2000). In all samples, correlations between SAWGS and age were around zero, although a U-shaped relation might be expected based on previous results on hostile sexism (e.g., Hammond et al., 2018). This discrepancy might be due to the differences in age range between our participants and those included in the study by Hammond et al. (2018). Additionally, the correlations between SAWGS and other constructs allowed us to establish convergent validity. Convergent validity was supported by positive correlations across nationality of samples with similar constructs, including endorsement of myths about intimate partner violence against women, hostile sexism, and benevolent sexism. Validity was also supported by a negative correlation between the SAWGS and adherence to feminist identification in both Spanish and U.S. samples. These findings are consistent with previous offline research showing a marked negative relation between sexist attitudes and feminist identity (e.g., Riquelme et al., 2021). In line with our results, social dominance orientation has also been found to be a predictor of hostile sexism and tolerance of sexual harassment in offline contexts (Feather & McKee, 2012) and online gaming (Fox & Tang, 2017). Finally, SAWGS scores did not significantly correlate with social desirability for any sample.
Based on two hypothetical scenarios describing a sexist incident in which a group of men gamers denigrated their female playing partner, we assessed the participants’ proposed punishment for these toxic gamers and their possible minimization of the sexist incident. In both scenarios, constructed around different features of a woman gamer (competence and role in gaming), significant correlations emerged. The pattern of findings after adjusting for the number of analyses was generally consistent with expectations. Specifically, participants’ scores on the SAWGS correlated positively with minimization of a sexist incident and negatively with proposed punishment of gamers, providing additional support for the external validity of the scale. Moreover, for U.S. samples we observed that SAWGS scores predicted both criteria (minimization and punishment) beyond what was predicted by measures of traditional sexism (i.e., Ambivalent Sexism Inventory and Traditional Gender Ideology), aggression tendencies (AQ), and social dominance orientation (SDO). The pattern was similar for the Spanish samples in all but one instance (we did not find evidence of supporting incremental validity, after accounting for variance explained by traditional measures of sexism and feminist identity, in one analysis with this sample). Concerning the findings of incremental validity, we argue that general measures of sexism should not be replaced. Indeed, general sexism still needs to be evaluated, and SAWGS would serve to complement these measures due to its specificity and because it includes elements of online gaming not previously considered.
Practice Implications
From a practical point of view, SAWGS provides an appropriate psychometric measure, and it could be used in a new field of research, that is, the sexism directed towards women in online gaming. SAWGS presents a specific empirical and conceptual entity that is distinct from other manifestations of sexism (i.e., hostile sexism and benevolent sexism). The existence of this scale shows promise for providing a greater and deeper understanding of this issue. In particular, this scale fills a gap in the literature pertaining to the measurement of sexist attitudes endorsed in the specific context of online gaming, which is important since online video games have become the main enjoyment worldwide (ESA, 2022; ISFE, 2021). Moreover, this new scale will prove useful to researchers interested in learning more about the intersection of interactions in online gaming and sexism. Being able to measure gamers’ endorsement of these sexist attitudes will allow researchers to investigate how these are related to the many aspects of sexism against women, including assessment of victims and perpetrators, the proclivity of some gamers to engage in sexist behaviors, and the consequences for women gamers. In this sense, SAWGS may be used to study the cognitive, emotional, and behavioral functions of sexist prejudices in the gaming community. 
As shown in the present research, it is important to continue investigating social interactions in online gaming in order to help deter the normalization of sexist attitudes. Given that video games are the leading form of audiovisual entertainment in our society (ESA, 2022; ISFE, 2021) and this mode of entertainment presents an environment that promotes and normalizes gender stereotypes and the perpetration of sexist behaviors, SAWGS can be a very useful tool for programs focused on preventing sexism. For example, it can be used to evaluate the efficacy of modifying sexist attitudes in the online context or as a guide for informing the development of program content. Thus, interventions can be based on strategies aimed at reducing everyday sexism, increasing sensitization towards sexist attitudes, educating about the consequences produced both in the online and offline environments, and raising awareness about the current prevalence of sexist beliefs (Becker & Swim, 2011).

In addition, all this information will increase society’s knowledge about the discrimination against women in the world of video games. In particular, women gamers may feel more confident in gaming environments. As previous research points out, learning about gender role stereotypes is associated with higher feelings of self-efficacy for women (Zawadzki et al., 2012) and has far-reaching practical implications (i.e., playing video games may reduce biases in their own social environments; Schrier, 2018). However, these practical implications are not limited to women gamers. Education and awareness aimed at the gaming community will contribute to highlighting the background of discrimination against women in video games. In fact, video games have long been considered an effective educational tool (Ho et al., 2022). In a teenage audience, it is possible that raising awareness about these sexist attitudes present in an environment so close to them, such as video games, may cause gamers to reflect on issues related to discrimination, sexualization, and gender stereotypes in a way that may not otherwise be possible, all of which may encourage them to reject sexism in real life. For example, in a virtual world that illustrates real-world problems, gamers also learn about environmental issues and the solutions to address or mitigate them (e.g., Ho et al., 2022; Meya & Eisenack, 2018). In other words, reducing this gender inequality will benefit society as a whole.
Limitations and Future Directions
Our research provides a suitable instrument for measuring sexism against women in the context of video gaming. However, certain limitations must be considered. The use of online surveys can, for example, result in fewer control elements in the responses, even though this form of administration is the most suitable in video game research (ESA, 2022; Griffiths, 2010; ISFE, 2021). To minimize this limitation, we inserted attention check questions in each scale, analyzed the IP address of each participant to avoid duplicate answers, and analyzed time data for each response in order to identify whether participants had submitted their responses too quickly or too slowly, as recommended in web surveys and attitude questionnaires for the detection of response bias (Rogelberg & Stanton, 2007; Yan & Tourangeau, 2008). Moreover, the compliance found regarding the assumptions for conducting regression analyses may be taken to indicate good quality in the participants’ responses. In addition, it is possible that self-report measures could elicit socially desirable responses. To minimize this risk, the participants were blinded to the study purpose, and we found null correlations with social desirability.
In addition, the SAWGS should be tested in experimental settings in order to allow a greater understanding of the causes and consequences associated with adherence to this form of sexism against women gamers. Our results were all based on correlational data, wherein variables are only observed, and it is therefore not possible to infer causality. Thus, it would be of interest for future research to adopt a different methodological approach and carry out experimental studies that would simultaneously yield new validity evidence for the instrument. For example, by using hypothetical scenarios, some personal characteristics of the woman gamer could be experimentally manipulated, such as her feminist identification or her tendency to take collective action for gender equality in video games. This experimental design would allow us to analyze the influence of the information provided on the perception of a sexist incident she experiences when gaming online. In this regard, it would also be interesting to explore the possible moderating role of SAWGS in the social perception of various sexist incidents, or the role of this measure as a predictor of sexist behaviors suffered by women gamers. Future research should also investigate if sexism against women gamers has become normative in online video gaming. 
Due to the low reliability obtained from the SDS scores, in future research we should use other measures of social desirability above the adequate cut-off of .70. Moreover, the test-retest approach is also recommended for reliability analysis. We will consider applying this strategy and expanding the samples used (e.g., including adolescents and sexual minority groups) in the future. Using adolescent samples would allow us to detect this type of sexism at earlier ages, with the aim of raising awareness and making visible the discrimination that women still suffer in this setting. The inclusion and representation of sexual and gender minorities might also be of great interest to the extent that they also do not belong to the gamer prototype. Well-educated individuals (e.g., tertiary education or post-secondary education; Lambert, 2020; Organization for Economic Cooperation and Development [OECD], 2022) were also overrepresented in the U.S. samples, and evaluation of the psychometric properties of the measure in populations with less formal educational experience are important. A final limitation is that we did not gather data on race and ethnicity from our participants. Thus, we are limited in knowing exactly with whom the psychometric findings from the present study may most directly relate. In future studies it will be important to collect this information and explore measurement invariance in order to determine the extent to which our findings can be generalized across various population groups.
Conclusion

This research advances our understanding and measurement of the construct of sexism against women gamers. We successfully developed a short 8-item unidimensional scale that covers all the proposed content areas for defining this construct, including minimizing the situation, underestimating women’s abilities and interest in video games, blaming women gamers, and rejecting egalitarian positions in the gamer community. We also demonstrated support for the reliability, internal structure validity, measurement invariance, and external validity of scores in both the Spanish and English versions of the SAWGS. Our findings also revealed that individuals with higher adherence to SAWGS are more sexist, are less supportive of feminist ideology, and, in some cases, are more likely to minimize sexist incidents and support less severe punishment for sexist comments directed at women gamers. Certainly, given the specific characteristics of the online gaming environment, the SAWGS makes it possible to measure a series of manifestations and components that go beyond the current scales evaluating sexism (e.g., Fox & Potocki, 2016). Our research indicates that sexist attitudes —present in many domains of society— also play an important role in videogaming. Given that virtual contexts continue to acquire greater social relevance, the SAWGS could be of use in assessments and subsequent studies relating to sexism in the online environment representative of video games. Being able to detect specific sexism against women gamers in these video game contexts represents a first step toward helping politicians and professionals to develop programs for its eradication. Such interventions will ultimately ensure that women can freely express their desire to play video games in the same conditions of safety and well-being as those enjoyed by their men counterparts.
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Table 1
Descriptive Statistics and Factor Solutions of the Spanish Version of the SAWGS (Sample 1).
	SAWGS Items
	  M
	 SD
	 CITC
	Factor

  loadings
	  h2

	1. In general, men play video games better than women. 
	1.73
	1.40
	.41
	.56
	.37

	2. Many women now play video games just because they are trendy. 
	1.77
	1.25
	.56
	.70
	.45

	3. In the field of video games, encouraging the participation of female-only teams in competitions promotes sexism and discrimination. 
	3.44
	2.25
	.29
	.39
	.26

	4. In the field of video games there is a community of women who are against male gamers. 
	2.03
	1.62
	.57
	.71
	.53

	5. The negative comments or threats women receive while playing video games are given much more importance than those received by men. 
	3.62
	2.10
	.57
	.71
	.49

	6. Female gamers often interpret kindness from male gamers as harassment. 
	2.30
	1.52
	.59
	.73
	.55

	7. In online video games, some women really deserve the insults they receive. 
	1.81
	1.44
	.53
	.68
	.45

	8. Many female gamers are famous just because they are pretty or because they use their body to make sexual advances.
	2.82
	1.86
	.55
	.70
	.58


Note. Sample 1 (Construction Sample). Each statement is rated on a 7-point Likert-type scale from 1 (totally disagree) to 7 (completely agree). SAWGS = Sexism Against Women Gamers Scale; CITC = corrected item-total correlation; h2 = communalities. The original items in Spanish can be seen in the Appendix.
Table 2
Descriptive Statistics of the Spanish and English Version of the SAWGS (Samples 2 to 5).

	
	Sample 2
	         Sample 3
	Sample 4
	Sample 5

	SAWGS Items  
	M
	 SD
	CITC
	   M
	  SD
	  CITC
	  M
	  SD
	 CITC
	   M
	   SD
	 CITC

	1
	1.88
	1.50
	  .42
	1.82
	 1.46
	  .48
	     2.71
	 1.97
	  .59
	2.64
	 1.93
	.55

	2
	1.95
	1.32
	  .53
	1.80
	 1.33
	  .58
	2.55
	 1.87
	  .68
	2.27
	 1.61
	.61

	3
	3.40
	2.24
	  .39
	3.13
	 1.95
	  .35
	2.90
	 1.95
	  .50
	2.82
	 1.98
	.61

	4
	2.05
	1.56
	  .51
	2.05
	 1.60
	  .58
	2.93
	 1.78
	  .58
	2.83
	 1.74
	.65

	5
	    3.62
	2.04
	  .59
	2.87
	 2.00
	  .61
	3.66
	 1.89
	  .44
	3.61
	 1.98
	.56

	6
	2.44
	1.60
	  .66
	1.96
	 1.40
	  .67
	2.67
	 1.67
	  .69
	2.69
	 1.71
	.72

	7
	1.76
	1.31
	  .48
	1.59
	 1.28
	  .56
	2.16
	 1.76
	  .60
	2.19
	 1.68
	.62

	8
	2.98
	1.82
	  .56
	3.01
	 1.88
	  .60
	3.38
	 2.00
	  .55
	3.17
	 1.89
	.66


Note. Sample 1, N = 599; Sample 2, N = 479; Sample 3, N = 416; Sample 4, N = 506; Sample 5, N = 437. Each statement is rated on a 7-point Likert-type scale from 1 (totally disagree) to 7 (completely agree). CITC = corrected item-total correlation; SAWGS = Sexism Against Women Gamers Scale.
Table 3
Standardized Factor Loadings in Confirmatory Factor Analyses of the SAWGS.
	SAWGS Items
	Spanish Version
(Sample 2)
	Spanish Version (Sample 3)
	English Version

(Sample 4)
	English Version

(Sample 5)

	1
	.47
	.53
	.67
	.58

	2
	.59
	.64
	.77
	.64

	3
	.42
	.37
	.55
	.66

	4
	.60
	.67
	.64
	.69

	5
	.67
	.68
	.48
	.62

	6
	.77
	.76
	.76
	.78

	7
	.55
	.64
	.66
	.68

	8
	.63
	.65
	.59
	.71


Table 4
Results of Confirmatory Factor Analysis of the SAWGS for Gender and Country Groups.

	Samples
	    χ²(df)
	 CFI
	SRMR
	RMSEA [90% CI]

	Spanish Version (N = 895)    
	
	
	

	Total Sample
	94.37(20)
	.95
	.03
	.06 [.05, .08]

	Men 
	57.94(20)
	.95
	.04
	.06 [.04, .08]

	Women 
	48.35(20)
	.95
	.03
	.05 [.04, .08]

	English Version (N = 943)   
	
	
	

	Total Sample
	110.74(20)
	.95
	.03
	.06 [.06, .08]

	Men 
	68.65(20)
	.95
	.03
	.07 [.05, .09]

	Women 
	69.12(20)
	.94
	.04
	.07 [.05, .09]


Note. The Spanish version of the SAWGS was administered in Samples 2 and 3. The English version of the SAWGS was administered in Samples 4 and 5. CFI = Comparative Fit Index; SRMR = Standardized Root Mean Square Residual; RMSEA = Root Mean Square Error of Approximation; CI = confidence interval; SAWGS = Sexism Against Women Gamers Scale.

Table 5
Goodness of Fit Indicators for Structural Equation Modeling for the SAWGS across Gender and Country. 
	Samples/Groups
	χ²
	df
	CFI
	SRMR
	RMSEA [90% CI]

	Spanish sample: Gender
	
	
	
	

	Configural model
	105.57
	40
	.947
	.038
	.061 [.047, .075]

	Metric model 
	112.14
	47
	.944
	.046
	.056 [.042, .069]

	Scalar model
	147.33
	54
	.935
	.052
	.062 [.050, .074]

	U.S. sample: Gender   
	
	
	
	

	Configural model 
	137.77
	40
	.945
	.038
	.072 [.059, .085]

	Metric model 
	147.99
	47
	.944
	.044
	.068 [.056, .080]

	Scalar model
	188.61
	54
	.935
	.050
	.073 [.062, .084]

	Total sample: Country
	
	
	
	

	Configural model
	204.80
	40
	.947
	.035
	.067 [.058, .076]

	Metric model
	276.65
	47
	.928
	.065
	.073 [.065, .081]

	Scalar model
	435.307
	54
	.900
	.070
	.088 [.080, .095]

	Model comparison
	Dc2(df)
	p
	DCFI
	DSRMR
	DRMSEA

	Spanish sample: Gender    
	
	
	
	

	Configural vs. Metric
	7.22(7)
	.410
	–.003
	.008
	–.005

	Metric vs. Scalar
	39.56(7)
	<.001
	–.009
	.006
	–.006

	U.S. sample: Gender   
	
	
	
	

	Configural vs. Metric
	7.81(7)
	.348
	–.001
	.006
	–.004

	Metric vs. Scalar 
	44.64(7)
	<.001
	–.009
	.006
	  .005

	Total sample: Country
	
	
	
	

	Configural vs. Metric
	73.96(7)
	<.001
	–.019
	.030
	.006

	Metric vs. Scalar
	186.63(7)
	<.001
	--
	--
	--


Note. Dc2 = Yuan-Bentler scale-corrected chi-square difference test. CFI = Comparative Fit Index; SRMR = Standardized Root Mean Square Residual; RMSEA = Root Mean Square Error of Approximation; CI = confidence interval; DCFI = change in CFI; DSRMR = change in SRMR; DRMSEA = change in RMSEA.

Table 6
Descriptive Statistics and Gender Differences in SAWGS Scores.

	Samples
	Total Sample
	Men
	Women
	
	

	
	M
	SD
	M
	SD
	M
	SD
	t
	d

	Sample 1 
	2.44
	1.08
	2.53
	1.10
	2.24
	1.01
	–3.07*
	0.29

	Sample 2     
	2.51
	1.09
	2.77
	1.04
	2.51
	1.09
	  –6.44***
	0.62

	Sample 3     
	2.28
	1.08
	2.55
	1.10
	2.28
	1.08
	  –5.50***
	0.56

	Sample 4     
	2.87
	1.93
	3.26
	1.37
	2.49
	1.07
	  –7.01***
	0.62

	Sample 5    
	2.78
	1.30
	2.92
	1.38
	2.63
	1.21
	  –2.40*
	0.30


Note. Sample 1, N = 599; Sample 2, N = 479; Sample 3, N = 416; Sample 4, N = 506; Sample 5, N = 437. The Spanish version of the SAWGS was administrated in Samples 1​​–3. The English version of the SAWGS was administrated in Samples 4 and 5. SAWGS = Sexism Against Women Gamers Scale.
*p < .05. ***p < .001.
Table 7
Intercorrelations between the SAWGS, Sexist Attitudes, Feminist Identification, Myths about Intimate Partner Violence Against Women, and Social Desirability (Samples 2 and 4).
	
	
	
	
	
	
	
	

	  Variables
	   1
	    2
	3
	     4
	     5
	    6
	

	1. SAWGS
	---
	  .77***
	 .53***
	–.40***
	  .75***
	   .03

	2. Hostile sexism
	.77***
	---
	 .59***
	–.57***
	  .77***
	   .01

	3. Benevolent sexism
	.38***
	  .49***
	---
	–.31***
	  .62***
	   .05

	4. Feminist identification
	 –.47***
	–.58***
	 –.28***
	---
	–.36***
	   –.09

	5. AMIVAW
	.69***
	   .75***
	   .49***
	–.49***
	
	    ---         
	     .08

	6. Social desirability
	 –.02
	 –.07
	  –.06
	 –.14**
	
	 –.15**     
	  ---


Note. Spanish version (Sample 2) correlations below diagonal (N = 479); English version (Sample 4) correlations above diagonal (N = 506). SAWGS = Sexism Against Women Gamers Scale; AMIVAW= Acceptance of Myths about Intimate Partner Violence Against Women. The p-value cutoff was adjusted through the Bonferroni correction for multiple comparisons (p < .013); however, items significant at the adjusted p-value and a slightly more conservative p-value (i.e., < .01) did not differ.
**p < .01. ***p < .001.
Table 8
Intercorrelations between the SAWGS, Social Desirability, Social Dominance, and Gender Ideology (Samples 3 and 5).
	
	
	
	
	

	  Variables
	1
	2
	      3
	4

	1. SAWGS
	---
	.02
	  .60***
	   .65***

	2. Social desirability
	.03
	---
	    .02
	   –.11

	3. Social dominance orientation
	    .52***
	.04
	     ---
	   .61***

	4. Traditional gender ideology
	   .57***
	.03
	 .45***
	     ---


Note. Spanish version (Sample 3) correlations below diagonal (N = 416); English version (Sample 5) correlations above diagonal (N = 437). SAWGS = Sexism Against Women Gamers Scale. The p-value cutoff was adjusted through the Bonferroni correction for multiple comparisons (p < .016); however, the items identified as significant at the adjusted p-value and a very conservative p-value did not differ.

***p < .001.
Table 9

Correlations Between Participants’ Judgements for the Sexist Incident Based on the Influence of the Competence of a Woman Gamer in Scenario 1 and the SAWGS and Measures Supporting Convergent Validity (Samples 2 and 4).
	
	Proposed punishment for toxic gamers
	Minimization of sexist incident

	
	Sample 2 
	Sample 4
	Sample 2 
	Sample 4
	

	Variables
	
	
	
	
	

	SAWGS
	–.23***
	–.33***
	 .38***
	.63***
	

	Hostile sexism
	–.20***
	–.28***
	 .45***
	.61***
	

	Benevolent sexism
	       –.07
	       –.07
	 .30***
	.41***
	

	Feminist identification
	   .23***
	   .26***
	–.27***
	      –.27***
	

	AMIVAW
	–.13**
	–.18***
	  .41***
	        .63**
	

	Social desirability
	        –.02
	         .00
	        .00
	        .03
	


Note. Spanish version (Sample 2, N = 479); English version (Sample 4, N = 506). SAWGS = Sexism Against Women Gamers Scale; AMIVAW= Acceptance of Myths about Intimate Partner Violence Against Women.
**p < .01. ***p < .001.
Table 10

Correlations Between Participants’ Judgements for the Sexist Incident Based on the Influence of the Role of a Woman Gamer in Scenario 2 and the SAWGS and Measures Supporting Convergent Validity (Samples 3 and 5).
	
	Proposed punishment for toxic gamers
	Minimization of sexist incident

	Variables
	Sample 3
	Sample 5
	Sample 3
	Sample 5

	SAWGS
	–.32***
	–.34***
	 .46***
	 .52***

	Social desirability
	        .05
	       –.01
	      –.04
	        .12*

	Social dominance orientation
	–.21***
	–.39***
	 .34***
	.52***

	Traditional gender ideology
	–.33***
	–.22***
	 .52***
	.56***


Note. Spanish version (Sample 3, N = 416); English version (Sample 5, N = 437). SAWGS = Sexism Against Women Gamers Scale.
*p < .05. ***p < .001.

Table 11
Hierarchical Regression Analysis Predicting Minimization of Sexist Incident based on the Influence of the Competence of a Woman Gamer by Socio-Demographics and Sexist Attitudes Measures.
	
	Minimization of sexist incident

	
	Sample 2
	Sample 4

	Predictors
	ΔR2
	β
	 99% CI
	ΔR2
	β 
	95% CI

	
	
	
	LL
	UL
	
	
	LL
	UL

	Step 1: Socio-demographics
	
	
	
	
	
	
	
	

	Model 1
	.030***
	
	
	
	.063***
	
	
	

	Gender
	
	 –.325**
	–.544
	–.105
	
	  –.501**
	–.730
	–.289

	Age
	
	 .011
	–.012
	.032
	
	 .006
	–.009
	.021

	Step 2: Sexist attitudes
	
	
	
	
	
	
	
	

	Model 2
	.186***
	
	
	
	.325***
	
	
	

	  HS
	
	 .406**
	  .240
	.571
	
	 .553*
	.412
	.702

	  BS
	
	.097
	–.032
	.248
	
	   .073
	–.045
	.204

	Step 3: Sexism against women gamers
	
	
	
	
	
	
	
	

	Model 3
	.002
	
	
	
	.058***
	
	
	

	     SAWGS
	
	.077
	–.116
	.291
	
	 .384**
	.232
	.540

	Total R2 
	  .218***
	
	
	
	.446***
	
	
	


Note. Spanish version (Sample 2; N = 479); English version (Sample 4; N = 506). β indicates the standardized regression weights. LL and UL indicate the lower and upper limits of a confidence interval, respectively. Gender: men = 0, women = 1. HS = Hostile Sexism; BS = Benevolent Sexism; SAWGS = Sexism Against Women Gamers Scale. The p-value cutoff and confidence intervals (CI) were adjusted through the Bonferroni correction for multiple comparisons (p < .01).

**p < .01. ***p < .001.
Table 12

Hierarchical Regression Analysis Predicting Proposed Punishment for Toxic gamers based on the Influence of the Competence of a Woman Gamer by Socio-Demographics and Sexist Attitudes Measures.

	
	Proposed punishment for toxic gamers 

	
	Sample 2
	Sample 4

	Predictors
	ΔR2
	β 
	99% CI
	ΔR2
	β 
	95% CI

	
	
	
	LL
	UL
	
	
	LL
	UL

	Step 1: Socio-demographics
	
	
	
	
	
	
	
	

	Model 1
	.018
	
	
	
	.001
	
	
	

	Gender
	
	.166
	–.012
	.347
	
	.015
	–.207
	.230

	Age
	
	 –.018
	–.039
	.002
	
	 –.003
	–.020
	.012

	Step 2: Sexist attitudes
	
	
	
	
	
	
	
	

	Model 2
	.035***
	
	
	
	.098***
	
	
	

	  HS
	
	 –.218**
	–.400
	 –.072
	
	 –.385**
	–.542
	–.238

	  BS
	
	 .057
	–.106
	.195
	
	.137
	  .027
	.288

	Step 3: Sexism against women gamers
	
	
	
	
	
	
	
	

	Model 3
	.013**
	
	
	
	.039***
	
	
	

	         SAWGS
	
	–.181
	 –.426
	.017
	
	 –.315**
	–.529
	–.101

	Total R2 
	.067**
	
	
	
	.140***
	
	
	


Note. Spanish version (Sample 2; N = 479); English version (Sample 4; N = 506). β indicates the standardized regression weights. LL and UL indicate the lower and upper limits of a confidence interval, respectively. Gender: men = 0, women = 1. HS = Hostile Sexism; BS = Benevolent Sexism; SAWGS = Sexism Against Women Gamers Scale. The p-value cutoff and confidence intervals (CI) were adjusted through the Bonferroni correction for multiple comparisons (p < .01).

**p < .01. ***p < .001.

Table 13
Hierarchical Regression Analysis Predicting Minimization of Sexist Incident Based on the Influence of the Role of a Woman Gamer by Socio-Demographics, Aggression, Gender and Dominance Attitudes Measures.
	
	Minimization of sexist incident

	
	Sample 3
	Sample 5

	Predictors
	ΔR2
	β 
	99.4% CI
	ΔR2
	β 
	99.4% CI

	
	
	
	LL
	UL
	
	
	LL
	UL

	Step 1: Socio-demographics
	
	
	
	
	
	
	
	

	Model 1
	.015
	
	
	
	.018
	
	
	

	Gender
	
	–.203
	–.470
	.078
	
	–.194
	–.358
	.038

	Age
	
	.011
	–.013
	.041
	
	.010
	–.005
	.027

	Step 2: Aggression
	
	
	
	
	
	
	
	

	Model 2
	.036**
	
	
	
	 .158***
	
	
	

	 AQ V
	
	.074
	–.052
	.222
	
	.017
	–.152
	.175

	 AQ P
	
	–.023
	–.175
	.145
	
	 .378**
	  .219
	.561

	 AQ A
	
	–.013
	–.230
	.174
	
	–.126
	–.294
	.066

	 AQ H
	
	.173**
	  .032
	.329
	
	.159
	–.001
	.322

	Step 3: Gender and dominance attitudes
	
	
	
	
	
	
	
	

	Model 3
	.254***
	
	
	
	.201***
	
	
	

	       SDO
	
	  .134
	–.013
	.297
	
	 .270**
	 .081
	.428

	       EIG
	
	.454**
	  .245
	.713
	
	.343**
	.172
	.579

	Step 4: Sexism against women gamers
	
	
	
	
	
	
	
	

	Model 4
	.024***
	
	
	
	.015***
	
	
	

	         SAWGS
	
	.206
	–.009
	.431
	
	.177
	–.011
	.387

	Total R2 
	.328***
	
	
	
	.392***
	
	
	


Note. Spanish version (Sample 3; N = 416); English version (Sample 5; N = 437). β indicates the standardized regression weights. LL and UL indicate the lower and upper limits of a confidence interval, respectively. Gender: men = 0, women = 1. SDO = Social Dominance Orientation; EIG = Gender Ideology (traditional); AQ P = Physical aggression; AQ V= Verbal aggression; AQ A = Anger; AQ H= Hostility; SAWGS = Sexism Against Women Gamers Scale. The p-value cutoff and confidence intervals (CI) were adjusted through the Bonferroni correction for multiple comparisons (p < .006).

**p < .006. ***p < .001.
Table 14
Hierarchical Regression Analysis Predicting Proposed Punishment for Toxic Gamers Based on the Influence of the Role of a Woman Gamer by Socio-Demographics, Aggression, Gender and Dominance Attitudes Measures.

	
	Proposed punishment for toxic gamers 

	
	Sample 3
	Sample 5

	Predictors
	ΔR2
	β 
	99.4% CI
	ΔR2
	β 
	99.4% CI

	
	
	
	LL
	UL
	
	
	LL
	UL

	Step 1: Socio-demographics
	
	
	
	
	
	
	
	

	Model 1
	.013
	
	
	
	.002
	
	
	

	Gender
	
	.132
	–.164
	.425
	
	  .080
	–.166
	.381

	Age
	
	.015
	–.043
	.007
	
	–.003
	–.019
	.011

	Step 2: Aggression
	
	
	
	
	
	
	
	

	Model 2
	.014
	
	
	
	.027
	
	
	

	 AQ V
	
	–.097
	–.267
	.049
	
	–.106
	–.279
	.112

	 AQ P
	
	–.051
	–.235
	.098
	
	–.123
	–.306
	.046

	 AQ A
	
	  .069
	–.125
	.306
	
	  .161
	–.045
	.395

	 AQ H
	
	–.062
	–.233
	.101
	
	–.093
	–.280
	.081

	Step 3: Gender and dominance attitudes
	
	
	
	
	
	
	
	

	Model 3
	.103***
	
	
	
	.138***
	
	
	

	       SDO
	
	–.081
	–.252
	.077
	
	–.428**
	–.606
	 –.209

	       EIG
	
	  –.292**
	–.532
	 –.104
	
	 .027
	–.185
	   .217

	Step 4: Sexism against women gamers
	
	
	
	
	
	
	
	

	Model 4
	.018***
	
	
	
	.029***
	
	
	

	         SAWGS
	
	–.177
	–.410
	.020
	
	–.246**
	–.452
	 –.017

	Total R2 
	.147***
	
	
	
	.196***
	
	
	


Note. Spanish version (Sample 3; N = 416); English version (Sample 5; N = 437). β indicates the standardized regression weights. LL and UL indicate the lower and upper limits of a confidence interval, respectively. Gender: men = 0, women = 1. SDO = Social Dominance Orientation; EIG = Gender Ideology (traditional); AQ P = Physical aggression; AQ V= Verbal aggression; AQ A = Anger; AQ H= Hostility; SAWGS = Sexism Against Women Gamers Scale. The p-value cutoff and confidence intervals (CI) were adjusted through the Bonferroni correction for multiple comparisons (p < .006).

**p < .006. ***p < .001.
Appendix
Spanish Version of Sexism Against Women Gamers Scale (SAWGS)

1. En general, los hombres juegan mejor que las mujeres a los videojuegos.

2. Ahora muchas mujeres juegan a videojuegos simplemente por moda.

3. En el ámbito de los videojuegos, alentar la competición de equipos únicamente femeninos fomenta el sexismo y la discriminación.

4. Existe una comunidad de mujeres dentro del ámbito de los videojuegos que está en contra de los hombres gamers.

5. Se les da mucha más importancia a los comentarios negativos o amenazas que reciben las mujeres mientras juegan a videojuegos que a los que reciben los hombres.

6. Las mujeres gamers interpretan frecuentemente la amabilidad de los hombres gamers como acoso.

7. En los videojuegos online hay mujeres que se ganan a pulso los insultos que reciben.

8. Muchas mujeres gamers son famosas simplemente porque son guapas o porque usan su cuerpo a modo de insinuación sexual.

