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Abstract
Playing with Gender: The Gender Swapping Experience of Massively Multiplayer

Online Role-Playing Game Players

Tin (Peter) Chan

California School of Professional Psychology
San Francisco Campus

Alliant International University

This study explored the gaming and gender swapping experiences of
massively multiplayer online role-playing game (MMORPG) players in relation to
the players’ sex and sex-roles. Twelve Final Fantasy XI (FFXI) players (6 males and
6 females) between the ages of 23 and 55 (median = 26) were interviewed and
completed the Bem Sex-Role Inventory (BSRI). The study focused on reasons and
motivations for gender swapping, gender swapping experiences, and disclosure of
gender swapping.

Eight motivations for gender swapping emerged from the interviews:
aesthetic reasons, interest in the reactions of others, prior gaming history with male
protagonists, avoidance of gender biases, attaining social status, strategy in game
advancement, personality match, and the influence of gender stereotypes. Nine
themes described the gender swapping experiences of these players: gaining
insights, non-issue, unexpected social interactions, acquiring gendered behaviors,
strategic advantages, avoidance of biases and stereotypes, increase in social status,
prevention of unsolicited male approaches, and personality similarities. Three

types of disclosure reactions were identified: nonchalant and without negative



GENDER SWAPPING IN MMORPGs 2

interactions, shocked/surprised without negative interactions, and mixed reactions
with some negative interactions.

Men and women differed in their views of the gender swapping experience as
a whole. Overall, male players appeared to be less aware of the social and
psychological impact their gender swapping, while female players appeared more
conscious and deliberate. Only minor sex-role differences were noted in the gender
swapping experience for men. However, women with a traditional feminine sex-
role appeared to interpret their gaming experience with more conventional gender
roles while women with non-traditional gender roles focused their gaming
experience on avoiding negative gender biases and stereotypes and attaining higher
social status. It is suggested that women are more likely than men to utilize gender
swapping in MMORPGs as a way of identity exploration. However, these identity
explorations may differ according to the sex-roles of these women - women with
non-traditional sex-roles are more likely than those with a traditional feminine sex-
role to challenge the rigid gender roles and stereotypes in our society through their

gender swapping in MMORPGs.



GENDER SWAPPING IN MMORPGs

Dedication
[ dedicate this doctoral dissertation to my mother, who has always believed

in me and provided me with unconditional love and support in my life.

iv



GENDER SWAPPING IN MMORPGs

Acknowledgements

This dissertation is the last piece of the puzzle in my overly extended years of
graduate studies. It has consumed much of my time and a tremendous amount of
my emotional energy. However, the process has been rewarding and the end result,
satisfying.

To all my fellow gamers who participated, I thank you for your time and
insights. Without your help, I would not have been able to complete this project. I
enjoyed our conversations that brought back many memories of my days as an
adventurer in the world of Vana’diel.

To Dr. Valory Mitchell, my dissertation chair, who has been a source of
support for me, both emotionally and academically throughout my years in graduate
school, I thank you for your patience and understanding. Your guidance and
suggestions have allowed me in achieving my vision in the form of this
dissertation. My completed project would not have been as polished if it weren’t for
your meticulous attention to details and your uncanny ability to read and make
thorough edits in a short amount of time. I am truly grateful for everything you have
done for me. Without your flexibility and perseverance, I would not have been able
to see my dissertation to fruition.

Dr. Rose Sneed, my supervisor and committee member, you have been a
positive support throughout my dissertation process. Your consistent reminders
and endless encouragement provided me with the motivation I needed in order to
complete this process. Your curiosity in my project and valuable suggestions were

crucial for me to achieve clarity in my own mind.



GENDER SWAPPING IN MMORPGs

Dr. Alla Volovich, my mentor, I truly appreciate your wisdom and guidance
throughout my years in graduate school. Your confidence in my abilities has in turn
allowed me to develop the confidence I needed in my journey to become a clinical
psychologist. Without your mentorship, I would not have become as thoughtful a
clinician as [ am today.

[ am grateful to my dearest friends and family who believed in me for all the
years | have been in graduate school. Without their love and support, I would not
have been able to carry on for so long.

To my two best friends, Mike and Chiaki, who have seen me through my
journey in graduate school: Mike, thank you for always believing in me even when I
doubted myself and always providing the technical skills in writing in which I
lacked. I wouldn’t have been able to do this without you. Chiaki, thank you for
always being there during my toughest of times and always giving me the push I
needed to have this project completed.

My partner Judson, you have been extremely supportive and understanding
in the time | have been working on my dissertation. Your love has sustained me
physically and emotionally. Without you, [ would have found myself working on my

dissertation "empty-stomached" many nights.

Vi



GENDER SWAPPING IN MMORPGs

Table of Contents
page
D= D or= 1 10 o PP iv
ACKNOWIEAZEIMENLES ...ttt sses bbb s \4
5] 0 0 1= o) 1 PSPPSRSO xiv
LIST Of FIGUIS .. cuuiureeeeereesesssisesssessssssssss s sssss s s ssesssssssssss st sssssssssssssnsssssans XV
L INEFOAUCHION......coooeeeeeteeees et s s 1
IL Literature REVICW ... sesss s ssssessssssesasees 4
Gender Identities and SeX ROIES........eeeissie i cssssssssessssssessssssessesssesssssesasees 4
Y G Vo Lo 4= 4 Lo (=) oo OO 4
Gender identity and gender TOles. ... sesssssesssens 5
Theories of gender IdENTiLY. ... saes 8
Psychoanalytic thEOTY ... asss s ssssnens 8
Social 1earning theory. ...t s s s 8
Cognitive developmental apProach. ... esessessssesesesesessessesssens 9
MUltifactorial thEOTY ... neas 10
Gender SChema thEOTY. ... 10
GENAET DINATY. ..ottt s s bbb 12
Social cONStruction Of GENAET ... 14
PLAY ottt AR 16
LD T=T 500 1 (o) VPSPPSR 16
THEOTIES Of PlAY . bbb 17
PsychoanalytiC PEIrSPECLIVE. ... ss s sssessessesnes 17

vii



GENDER SWAPPING IN MMORPGs

Psychological perspectives: Piaget and VygotsKy......nnnennensensensessenennes 18
Pretend PLay. st 19
Play in the HHfeSPan. ... ssisssssssssssssssssssssssesssssssssssssssssssssssssssssssssssssssssesssssssssnes 21

Massively Multiplayer Online Role-Playing Games ........coumenenenmensenesnesnesssssssssessessesesseanes 22
HiSTOTY and OTIZINS. vt s st ssssssesns 22
L0002 o= T 1= i 1) (o0 PPN 25
323 ) 1 ) (o PP 25
PRYSICALILY. ..ottt s st 25
NYOTOIE= 0 0 11=) =T 0 (0 ) o VA ST 25
Avatar-mediated Play.....co sttt aees 26
Vertical GAMEPIAY. ..ot ssiisn e ssessesssssssss s sssssssssssesssssssssssssssssssssessesens 26
a0 01 D ) TP 26
DEMOZIAPRICS. ..ottt 26
PLAY NG ittt s st st 29
Gender swapping in MMORPGS. ... ssssssssessssssssssssssssssssssssssssseses 31
MMORPG as a psychological SPACE. ... sssssesseanes 33
FiNal FANTASY K.t sss s s esssssssssssssssssssssssssasessesnes 35
IIL MEEROMS.......ccooceceeeeeeeteete s R 38
OVETAIl DESIGIN ..ottt s 38
a2 0 (00 0 Y= 1 0 LT 38
8 0T 0T 0 L0 PP 39
11 T2 R U 39

IO VIR W . .ot 39

viil



GENDER SWAPPING IN MMORPGs

Bem SeX-ROI€ INVENTOTY ...t ssesssssssssssssssssssssssssasessesnes 40
Administration and SCOTING......c.curnrrnrneneneeeres s ssssssssssssssessessens 42
REIIADIIILY. .ottt sss bbb aesnes 43
[T 1§ a1 2T 43

Data ANALYSIS. c.uvureureererrirrsesesssesesesessessssssssss s s 44

IV RESUIES ...t s bbb 46
DEMOZIAPNICS oottt 46

N 46

S TP 46

RaACE aNd eTNNICILY. ..ottt 47

Y540 E=Y W00 =) 0L U () o P PPN 47

RelationShip STATUS. ...ttt seans 48

(CT=ToT=a1=10] oD Cor= 1 B8 LoTor: Un (o) o FHN R o PPN 48

LeVel Of @AUCALION. .cuueeiieeeeeeciiieresess s sessesssess s sss s s s ss b s e 49

L0 ToTo 1 o F- L0 10 o OO PP OPRPPTTRTN 50

INCOME LEVEL .ot 51

Religion or spiritual Orientation. ... sssessesnes 52

Gender Identities and Sex-Roles Of PIAYETs ......cneinenesssssssssssssssssssssssssssnns 52

Interpretation of BSRI data......inssessssssssssssssssssssssssssssssssssssssssssssssssnes 52

Gender identities and sex-roles of male partiCipants. ... 53

Gender identities and sex-roles of female participants. ... 53

GENAET SWAPPINEG....euriereerirrrirerseessssesessessessesssssss s ssessssssssssss s s ssessesssssssssssssssssssssssssasesnes 55

(08 0 E=0 o= T 1= gy 1 U= 1 (o) o PPN 55

ix



GENDER SWAPPING IN MMORPGs

Reasons and motivations for gender SWapPing. ... 56
E T o o 1= 0 (o T 1Y o) PP 56
Interest in the reactions of Others. ... 57
Influence of gender StErEOLYPES. .o sssssssssssssssssssssssssssssssssens 57
Prior gaming history with male protagonists........eees 58
Avoidance of gender DIases. ... ssssssssans 58
Attaining SOCIAL STATUS. ..ot s s sees 58
Strategy in game adVanCeMENT. ... sssssssssesesessessessesssssssssssssssesssasessesses 59
Personality MatCh. ... 59

Gender SWaPPING EXPETIEINICES. ....vuurmimmesesesirssessessssssssssssssssssssssssessessssssssssssssssssssasssseses 60
GAINING INSIGNES oottt 61
A0 0T ] U 61
Unexpected sOCial INTETrACTIONS. ..o ssssssssesssssessesses 62
Acquiring gendered DERAVIOTS. ... esessessessessssssssssssssessesens 63
SIrateg@ic AdVANTAZES. ..ot ses st seas 63
Avoidance of biases and StErEOLYPES. .rnernemmrnemssnssssssessssssssssssssssesssssssssssssnns 64
Increase in SOCIAl STATUS. ...coeeercerereereeres e eens 65
Prevention of unsolicited male approaches. ... 65
Personality SIMIlATIiTies. ... ssssssssessesnes 66

DiSCIOSUIE EXPETIEIICES. .ueueueueueueeriesssssssssssssesessessessessesssssssss s ssssssssessesssssssssssssssssssssssssasessesnes 67
DiscloSing DiolOZICAl SEX. ... sssasessesnes 68
Reactions Of diSCIOSUTE. ...t ssssss s ssssssssssaas 69

Nonchalant and without negative interactions. ... 69



GENDER SWAPPING IN MMORPGs

Shocked/surprised and without negative interactions. ........omneneesressenes 69

Mixed reactions with some negative interactions.........oommeneneseessessenenes 70

Playing With GENAET ...t 71
Sex Differences in Gender SWaPPING .....ccemrieneneessessssssssssssssssssssssssssssssssnns 72
Self-perception of playing the opposite sex character......... 72
Handling of gender StErEOtYPES. ..imnmminesssssesssessssssssssssssssssssssssssssssssssssssssssnes 73
Sex-specific motivations and EXPEriENCES. ... 74
Influences of Sex-Roles on Gender SWaPPINg .....ceemiesmeesssssessssssessssssssssssssnns 75
Reasons and MOtIVATIONS. ... eereeereessessesiessisnssesssesssss s sssessesssessesssessssssesssessesssessees 75
Gender SWaPPING EXPETIEINICES. ....vuurmimmesesesirssessessssssssssssssssssssssssessessssssssssssssssssssasssseses 76
Identification and RepresentatiVenNess ... iireesnsessssssssssssssssssssssssssssssssssssnns 76
Identification Versus represSentativeness. . esesssssessssssssssssssssssssssssnes 77
Identification with the character and representativeness of the character........... 78
Interactions Amongst Players and Characters ......eesssssssssssssssssesseanes 80
Additional Findings: General Experience with FFXI ... 80
Gaming experience with Final Fantasy XI (FFXI). ... 81
Reasons for Ch00SING FEXLL.... s ssssssssssssssssssssssssssssssssssess 81

Y010 = I =T 1Y) 1P 81

GAMING NISTOTY .ttt 81

WA\ g0 0] 0 (ol 0 (=3 =) /=) 0 Lot 1o 81

Likes and diSHIKES. ..o ssssssessens 82

Social CONNECLEANESS. ..o 82

GAME AESIGN. ceuvureeriereeesresresresses s s bbb 83

Xi



GENDER SWAPPING IN MMORPGs

REWATA SYSTEIM. ..uceuireieieesetsstss st ssesns 83

BOTredom TELIEf. ...ttt ss s 83

Time COMMITMENT. ..o ————————— 84

LACK Of SUPPOTIL. cuerrterseecsseisessesssssssssssssssssssesssssssssssssssssssssssssssssssssssssssssssssssssssssssssans 85

Level of difficulty/complexity with gameplay. ... 85

GAME AESIGN. ceuvureeriereeresresreses s sss s s s 85

Negative SoCial INTEraCtions. ..o sssseseasesss 85

Typical GamMiNgG DENAVIOT . ... sesses s sss st sasesseanes 86
Socialization Of PIAYETS. ...t ssses st sss s ssssssssnes 87
Impact of ONlINE GAMING. ...t snes 88
EMOtioNnal EXPEIieNCE. ...ttt sesse s ssesessesssssessssssssssssssssssasessesses 88
Changes in the lives of the Players. ... 90

V. DESCUSSION .....cooceececeees et s s s s s s s s s 91
The Gendered Experience in MMORPGS ......ooonunrnenenenenesnesssssssnsesssssesesssssessssssssssssssssssessesnes 91
GENAET SWAPPINEG....iueureritirrrreereesessessessessessesssssssssssssssss s ssesssssssss s s s s ssessessssssssssssssssssssssssessesnes 93
Reasons and MOtIVATIONS. .....c.eeeeeerensessesssessessesssessesssessssssssssessssssesssssessssssesssessssssessees 94
Gender SWaPPING EXPETIEINICES. ....vurmrmmsesesesessessessssssssssssssssssssssssessssssssssssssssssssssssssseses 97
Experience of male players with female characters. ... 98
Experience of female players with male characters........e. 100
DiSClOSUIE EXPEIIEIICES. .ueureueueueueeersessesssssssssesessessessesse s s s ssesssssssssssssssssssasssseanes 103
Gender Identities and SeX-ROIES ... sesssssssesssssessesssesass 105
Identification and RepresentatiVeNess ... niesnesssnesssssssssssssssssssssssssssessssssesans 107
Lessons of the sample demOographicCs ... 107

xii



GENDER SWAPPING IN MMORPGs

The Social and Psychological Impact of Online Gaming .........cnenenmeenemsensesssenseennes 108
Social significance of online Gaming. ... 109
Psychological significance of online gaming. ... 110

Clinical and Research ImpliCations.......uieneneenssssssssssssssssessesesesssssessssssssssssssssseaes 111

Limitations of the CUITeNt STUAY ......ccuemrnemenmeemenineeessssssssssssssssssssssssssssssssssssssessssssesans 112

Directions for FUtUre RESEAICH ...ttt sssesssssssesanes 113

L7 0000 4 Tl L3 1) o OO TP 115

REFEIEIICES ...ttt ss s 117

Appendix A: ONliNe POSHING.....cooiiesesnesiessssssssssssssssssssssssssssssssssssssssssssssssssssssssssssns 125

Appendix B: Screening QUESTIONS. ...t sssssssssssssssssssssssssssssssssssssssssssssssssssssens 127

Appendix C: CONSENT FOIM w.nreiiisiessissssssssssisessssssssssssssssssssssssssssssssssssssssssssssssssssssssssns 129

Appendix D: Interview ProtoCOoL. .. iesessesssssissssssssssssssssssssssssssssssssssssssssens 132

Appendix E: Bem SeX-Role INVENTOTY ....ocovremineninneenenessssssisssssssssssssssssssssssssssssssssssssssens 136

xiii



GENDER SWAPPING IN MMORPGs

List of Tables
page
Table 1: Ages of PartiCiPants....nensssnessenssssssssssssssssssssssssssssssssssssssssssssses 47
Table 2: Race and Ethnicity of PartiCipants.......ssessssssssseees 47
Table 3: Sexual Orientation of PartiCipants.......enesseesssssessssssssseees 48
Table 4: Relationship Status of Participants.........ssessessees 48
Table 5: Geographical Location of PartiCipants.......eeseesesesssens 49
Table 6: Participants’ Level of EAUCAtION.......oercnemrencnisesssissessssssessssssssesssessesssssseenss 50
Table 7: Participants’ OCCUPATIONS......uueenereesesiessisssssssessesessessessssssssssssssssssessessessessessses 51
Table 8: Gender Identities and Sex Roles of Participants.........ceeneneenens 55
Table 9: Reasons and Motivations for Gender SWappPing......cemeneseneessenees 60
Table 10: Gender Swapping Experiences of Participants........oneneesneneens. 67
Table 11: Reactions Of DiSCIOSUTE........c.ueereeeeseesseresessesssesssesssessesssesssesssssssssssessssssssssnns 71
Table 12: Reasons for ChooSing FEXL........icssssesssssssssssssssssssssseseees 82
Table 13: Things Participants like about FFXI.......onnnrcseessesessseseeseseaens 84
Table 14: Things Participants dislike about FFXI........connnninensensesesesessesseeneens 86
Table 15: Emotional Experience of PartiCipants.......eeesens 89

Xiv



GENDER SWAPPING IN MMORPGs

List of Figures

Figure 1: Income Level of Participants.........eens

Figure 2: Religion or Spiritual Orientation of Participants

XV



GENDER SWAPPING IN MMORPGs 1

Introduction

Massively multiplayer online role-playing games (MMORPGs) have gained
increasing popularity in the last decade (Griffiths, Davies, & Chappell, 2003; Kelly,
2004). Unlike traditional forms of video and computer games, they allow players to
have an immersive experience in an expansive virtual world where they can create
their own characters and identities while engaging in gameplay, and socially
interact with other players (Hussain & Griffiths, 2008; Kelly, 2004). The ability to
design and create a character or avatar in the game allows players to explore a wide
range of identities they would otherwise be unable to explore in the real world, on
such dimensions as gender, race, and other physical characteristics (Cole & Griffiths,
2007; Suler, 2002; Yee, 2006b).

Most research conducted on MMORPGs have focused primarily on the
addictive quality or negative aspects of gameplay (Cole & Griffiths, 2007; Chappell,
Eatough, Davies, & Griffiths, 2006; Ng & Wiemer-Hastings, 2005; Whang, Lee, &
Chang, 2003) while only a small number of studies explored other, more positive
aspects of online gaming (Griffiths, 2003), such as online socializing (Cole &
Griffiths, 2007; Hussain & Griffiths, 2008; Krotoski, 2004) and computer-mediated
social support (Whang et al., 2003). A small number of studies examined the
phenomenon of gender swapping within the virtual worlds of MMORPGs (Cole &
Griffiths, 2007; Griffiths, Davies, & Chappell, 2004a; Griffiths, Davies & Chappell,
2004b; Hussain & Griffiths, 2008). However, none have examined the experience of
MMORPG players who gender-swap in the context of their own sex roles and gender

identities.
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According to Hussain & Griffiths (2008), the phenomenon of gender
swapping refers to a gamer “playing a different gendered character from oneself” (p.
48). Cole and Griffiths (2007) suggested that “virtual gaming may allow players to
express themselves in ways they may not feel comfortable doing in real life because
of their appearance, gender, sexuality, and/or age” (p. 575). Yee, Bailenson,
Urbanek, Chang, and Merget (2007) point out that MMORPG worlds resemble the
real world in many ways, including social behavior and norms. Furthermore, Park
and Henley (2007) found in their study that characters chosen by the players are
representative of the players’ own personalities. These findings suggest that the
gender-swapping experience of players may have implications that extend beyond
gameplaying in the virtual worlds.

To date, gender swapping in MMORPGs is an under-researched area (Hussain
& Griffiths, 2008). This study will explore the gaming and gender swapping
experiences of MMORPG players as they relate to the players’ own sex roles and
gender identities. With the increasing number of MMORPGs available today, the
array of possible characters and situations is vast. Since the researcher has personal
familiarity with the MMORPG Final Fantasy XI (FFXI), this study will focus
specifically on players of FFXI. By doing so, the study can preserve the homogeneity
of the virtual world used and also provide coherence in the data collected.
Furthermore, the researcher’s personal knowledge of the game will enhance the
communication and mutual understanding with the participants during the

interview process.
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Participants will be recruited online and then be interviewed by the
researcher, and also complete the Bem Sex-Role Inventory (BSRI). The data will be
used descriptively in order to paint a picture of the gaming and gender-swapping
experience of the participants, and participants’ gender identity and sex role will be
considered in relation to their gaming experience. The researcher hopes to identify
areas within the phenomenon of gender swapping that suggest possible hypotheses

for future exploration.
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Literature Review

To create a background for the proposed study, I will first review literature
defining and clarifying the concepts of sex, gender, gender identity and sex roles.
Next, I will examine the literature on the psychology of play. Finally, a section on
MMORPGs and Final Fantasy XI, the game used for this study, will be presented.
Gender Identities and Sex Roles

Sex and gender. The terms sex and gender have became synonymous in the
social sciences literature (Gentile, 1993). Moreover, the two terms have been used
interchangeably in everyday casual conversations (Diamond, 2002). However, there
are notable differences between the two. In fact, according to Diamond (2002), in
order to have a psychological understanding of identity, it is important to maintain
“clear conceptual distinctions between the two words sex and gender and
associated concepts” (p. 321).

In the most basic terms, a person’s sex is defined by their male or female
genitalia identified at birth (Diamond, 2002; Howard & Hollander, 1997; Lahey,
1998; Thurer, 2005; West & Zimmerman, 1987). Although people will usually
remain in the same category of sex through life, this does not always happen (e.g.,
transsexual individuals) (Howard & Hollander, 1997; Lev, 2004). While sex
describes the distinction between male and female based on biological and physical
characteristics, gender, in contrast, “is the psychological experience of one’s sex
(Gentile, 1993). Diamond (2000) suggests that “sex would refer to biological traits
while gender would refer to social/cultural ones” (p. 47). Diamond (2002) later

adds that “gender is related to an imposed or adopted social and psychological
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condition” (p. 321). Thurer (2005) states that gender “refers to the social
expectations for a person’s sex” (p. 3). In an attempt to clarify the usage of the
terms, United States Supreme Court Justice Antonin Scalia wrote:

The word gender has acquired the new and useful connotation of cultural or

attitudinal characteristics (as opposed to physical characteristics) distinctive

to the sexes. That is to say, gender is to sex as feminine is to female and

masculine is to male. (as cited in Diamond, 2002, p. 321)

Such a definition is limiting, as it suggests rigid gender-typing where males are
considered masculine and female feminine. This definition disregards the normal
variations in the expression of masculinity and femininity in both males and
females. Furthermore, it ignores the natural human sexual variations, such as
intersex individuals (Connell, 2009; Lev, 2004). Nonetheless, as many have argued,
for this study gender is defined as a socially constructed concept that is not
biologically defined (Butler, 2004; Green, 2005) while sex is a term used to
differentiate amongst individuals based on biological characteristics (Diamond,
2002; Howard & Hollander, 1997).

Gender identity and gender roles. In general, gender identity refers to the
subjective experience of being male or female (Lahey, 1998; Myers, 1998; Van der
Zanden, 1981); it is a major part of one’s self-concept (Howard & Hollander, 1997).
It has also been defined as “an image of oneself as relatively masculine or feminine
in characteristics” (Berk, 2004, p. 263). Lev (2004) defines gender identity as the
internal experience of gender, how one experiences one’s own sense of self as a

gendered being. However, Diamond (2002) argues that “sexual identity speaks to
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the way one views him- or herself as a male or female” (p. 323) and that “gender
identity is recognition of the perceived social gender attributed to a person” (p.
323). Gender identity is theorized to develop early in infancy as newborns are
identified as either male or female based on their genitals and their “gender-
appropriate” behaviors are reinforced by their parents (Lahey, 1998). Green (2005)
noted that most members of both sexes are able to develop and maintain a clear
sense of gender identity and a psychological sense of belongingness to their own sex
quite early on in childhood. Once established, gender identity is believed to be quite
resistant to change (Howard & Hollander, 1997; West & Zimmerman, 1987).

Howard & Hollander, writing in 1997, assert that “gender identity tends to be
dichotomous—people generally think of themselves as male or female, not
something in between” (p. 16). However, they explained that gender identity “may
or may not be congruent with someone’s sex or gender, and it is unrelated to sexual
orientation” (Howard & Hollander, 1997, p. 16). Much like gender itself, gender
identities are socially constructed (Lev, 2004) and laden with cultural expectations
(Lahey, 1998).

Gender roles (a term that is often used interchangeably with the term sex
roles (Lev, 2004)) are the behaviors and characteristics that a culture expects of
males or females based on their biological sex (Diamond, 2002; Geary, 2010;
Howard & Hollander, 1997; Kovach, 1990; Myers, 1998; Stockard & Johnson, 1980;
Rice, 2001; Vander Zanden, 1981). These roles are the “outward expressions of
masculinity or femininity in social settings” (Rice, 2001, p. 267). The term sex role

was originally used by Margaret Mead to describe culturally determined behaviors



