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Why Women are needed in Computer 
Science:

1. Computer science is a rapidly developing field which 
allows for the possibility for women to shape and 
advance the field through job opportunities and 
research

- Tech jobs are one of the fastest growing in 
the country 

2. Women have the same capabilities to succeed 
within computer science. 

3. Society should not deter women involvement in 
computer science because women can enhance 
aspects of computer science through a different 
perspective.

4. The public needs to recognize why there are less 
women in computer science 

- Then, women can be promoted more in the 
computer science field. 

Important Facts: 
Stereotypes of gender in the computer science and 
game systems marketed to adolescents have 
contributed to the percentage of women in the 
computer science field to decrease overtime.
• The percentage of women computer scientists has 

decreased over time: 37% in 1995, 24% in 2017, 
and projected to be 22% in 2027

• Fewer than 1 in 5 computer science graduates are 
women 

In addition, the video games industry experienced a 
recession in 1983, which caused businesses to target 
males to sell video games and personal computers. 
Companies marketed personal computers as gaming 
devices. These computers had limited word processing 
abilities at the time. 

How to Write Women Back into the Code: 
To change stereotypes and combat game systems that 
are targeted to men, programs and organizations are 
needed to promote women in computer science. Also, 
advertisements for computing and gaming devices that 
show women using gaming devices will help 
encourage participation in the computer science field. 

Influential Organizations and Programs:
• Girls Who Code
• Girls In Tech
• Mentor Net
These organization focus on the education, 
empowerment, and engagement of girls and women in 
computer science. Girls learn about opportunities and 
are provided mentors in the computer science field. 

CS Stereotypes: 
• Gamer” Stereotype- an awkward, “geek” boy 

who is knowledgeable about computers and is 
good at playing games. 

• One study showed that both male and female 
students in U.S. secondary school in math and 
computer science classes perceive computer 
science to be a “male” dominated field. These 
students said they would make career choices 
based on this perception. So, female students 
are dissuaded from pursuing careers in CS 
(Moorman & Johnson, 2003).

Marketing: 
• The Apple Computer TV advertisement in 1985 

shows how a young boy can succeed using a 
computer and how he teases a young girl when 
she is using a computer. This subtly promotes 
men to use computers and not women. 

• Movies like War Games and Weird Science, 
Revenge of the Nerds that came out in the 
1980s use plot summaries that show that the 
awkward, “geek” boy who uses tech can win the 
girl and overcome hardship. 

• Advertisers marketed the Game Boy Nintendo 
console, which revitalized the video game 
industry after the recession in 1983, specifically 
to boys. Nintendo did not create a “Game Girl” 
device and clearly stated through the name of 
the device that boys should use this console.

Influence of Stereotypes and Marketing: 
- The advertisements and marketing of personal 

computers and video games focused on attracting 
boys and men to buy the products. This dissuaded 
women from using and purchasing personal 
computers and video games. These advertisements 
rarely showed women using computers and video 
games. The marketing focus on men occurred clearly 
through the names of products and by showing that a 
man with a computer could attract more women. 
Also, in an Apple computer advertisement a boy 
teased the girl using a computer and sabotaged her 
computer so she would fail at using the computer.  
This clearly shows females viewing this add that they 
will not succeed by using a computer. 

- The stereotypes of who is interested and works in 
computer science deters girls and women from 
learning about computer science. Girls and women 
have limited female role models portrayed in the 
field. Girls start out with a high level of interest in the 
computer science field, but they are discouraged 
from pursuing classes and careers in computer 
science because of stereotypes. 

- CS stereotypes and marketing contributed to the 
decrease of women in the computer science field 
overtime. Women have the capability to meaningfully 
impact the computer science field, but are negatively 
influenced by CS stereotypes and marketing.
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