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Overview
Context: Who are Pixelles and what do they do?

The Challenge: What impact has Pixelles organizing had in 
games and how do we convey it?

Playing with Impact: How do we visualize change 
interactively in a safe and consent-driven fashion?

Empowerment Playbook: Strategies for Change



Pixelles is a non-profit organization 
dedicated to empowering more 
women developers and improving 
gender diversity in the games 
industry.

People who previously didn’t 
consider game development as a 
career path are now employed in 
studios of all sizes, elevating their 
peers, and leading teams.



FOCUS:

2013



Workforce Stats 2013

2014 IGDA Developer Satisfaction Survey

● Gender: 
○ 76% Men, 22% Women

● Race/Ethnicity:
○ 79% White, 8.2% Hispanic/Latino, 
○ 7.5% East Asian/South-East Asian, 2.5% Black

● Sexual Orientation:
○ 86% Heterosexual, 2.8% Homosexual, 6.5% Bisexual



FOCUS:

“Do you feel there is equal treatment and opportunity for 
all in the game industry?” 

47% answered “No” 
28% answered “Yes” 
25% answered “Not sure” or “Not applicable.”

IGDA Developer Satisfaction Survey 2014



Video Games Magazine, 1983.









FOCUS:

Sexism in games is a universally acknowledged truth



FOCUS:

Games culture needs to change



FOCUS:

X How can we get more women 
into the games industry?

✅ What needs to change to 
keep women in the games 
industry?



FOCUS:

Feminism



FOCUS:

Women’s Empowerment



FOCUS:

Women’s Empowerment 
in 2013: Leaning In
“Taking risks, choosing growth, challenging 
ourselves, and asking for promotions (with 
smiles on our faces, of course) are all 
important elements of managing a career. 
One of my favorite quotes comes from 
Alice Walker, who observed, ‘The most 
common way people give up their power is 
by thinking they don’t have any.’”



FOCUS:

X This is an individual 
solution to a systemic 
problem.



FOCUS:

Games culture does not 
welcome change.







Systemic sexism and misogyny can make it feel like it’s 
impossible, as individuals, to shift the status quo



FOCUS:

2023



FOCUS:

Destination: Inclusivity











FOCUS:

Pixelles Game 
Incubator
This skill building program is an eight-week 
workshop series designed to help twelve 
gender-marginalized people make their first 
video game. 

No programming knowledge or previous 
experience required!

Aspiring Developers, Discovery Mentorship
Accessible Education



FOCUS:

Mentorship

00    l i  f  30  di



FOCUS:

200+ new game makers

10 Years of Pixelles Game Incubator





FOCUS:

Talks, hands-on workshops and 
masterclasses lead by game developers in 
our community.

Not only are these workshops a source of 
free education but an opportunity for new 
leaders to strengthen their own voices, 
public speaking and confidence.

Monthly Workshops

Career Development, Masterclasses
Accessible Education, Leadership Development, 
Public Speaking



FOCUS:

Writing Portfolio 
Program
Guided by assignments, themed 
discussions, mentors, and critique groups, 
this program empowers participants to 
create written pieces and build a 
professional portfolio that they can use to 
apply for game writing positions.

Junior Writers, Aspiring Narrative Designers, 

Mentorship Accessible Education,



FOCUS:

Career Accelerator & 
Peer Mentorship
Peer mentorship and co-development 
models help women who feel stuck, 
overwhelmed, or burnt out in their careers.

Facilitated by a third party expert, this 
program aims to develop vital support 
networks, career strategies and problem-
solving.

Career Development Mid-Career Support,
Peer Mentorship Leaky Pipeline Glass Ceiling



FOCUS:

GDC Ensemble
This mid-career scholarship program offers 
free passes to GDC. 

We also provide a holistic experience 
where participants are empowered by 
exclusive events, career opportunities, peer 
support and financial assistance.

Career Development, Networking Conferences
Mentorship Mid-Career Support



FOCUS:

Creator Funds
Our Creator Fund initiatives offer grants 
and mentorship to marginalized creators in 
Canada. There’s no recoup, no publishing 
or platform requirements.

Past focals: prototyping, finishing, BIPOC 
creators, marginalized genders

Funding, Mentorship Indies BIPOC 
Entrepreneurship



FOCUS:

Socials & Networking
Inclusive opportunities for developers of 
underrepresented genders to meet, connect 
with their peers and build vital support 
networks.

Alcohol-free social offers games by Canadian 
developers, microtalks.

Babies and families are welcome!

Networking, Peer Suppor, Public Speaking
Indie Showcase



FOCUS:

Grassroots Philosophy
Creating inclusive opportunities for 
developers of underrepresented genders to 
meet, connect with their peers and build 
vital support networks.

Maximally Accessible,
Lowest possible requirements for participation



Pixelles is a non-profit organization 
dedicated to empowering more 
women developers and improving 
gender diversity in the games 
industry.

People who previously didn’t 
consider game development as a 
career path are now employed in 
studios of all sizes, elevating their 
peers, and leading teams.



Empowerment through Community Building





Intersectionality







Who are you, again?



Communicating Impact

● Newsletter Subscribers: 903
● Twitter: 7,622 followers
● Facebook Page: 1,108 followers
● Facebook Group: 2,508 members
● 200+ new games
● 400+ new mentorship relationships 

from 30+ studios
● 600 workshop participants
● 100,000 new connections between 

game-making women & the games 
industry & community





Fisher & Harvey
circa. 2011





ripple 1



Una Lee - www.andalsotoo.net



The Research
Methods:
16 interviews
2 co-design workshops, one online (10 
participants) and one in-person (11 
participants)
The Participants:
All participants came from the Pixelles 
community, and the majority were involved in 
organizing and leadership activities and also 
work in games currently

“Pixelles was- for my career 
change- it was the entire 
reason…There are a number of 
ways that it helped in extremely 
concrete, measurable ways.” 



People participate in Pixelles for many 
reasons

“So I got this non judgmental 
community, really, it took away the 
fear of starting something new. And 
it took away the imposter 
syndrome that was honestly quite 
high from from the past career 
where I've never really fit. Yeah, it 
took away that barrier to entry. 
The emotional one, which was quite 
high.”



Pixelles is a women-only space, and 
it emphasizes inclusivity



Pixelles organizers create a space that 
is positive and beginner friendly



Pixelles demystifies working in 
games



Pixelles is non-judgmental and 
open to trying (and failure)



Types of Impact
● Personal- what do folks get out of their participation?
● Community- how does this contribute to making 

something bigger than the individual?
● Professional- what specific career outcomes are 

linked to Pixelles activity?
● Industry- how does participation create change in 

spaces of gameswork?
● Cultural- how are these impacts reverberating in 

games and beyond?



Personal Impacts - confidence building and personal growth

“It was part of a big shift, not 
just career wise, although for me, 
it marks a shift in my career was 
also working on confidence 
and working on recognizing 
my skills and my value.”



Community Impacts - creating something bigger than the individual

“That is a very deep question. Do you have 
six hours? Yeah, something that's beyond 
performative and usually starts from a 
positive place of the positive intention, 
but also with the desire to help or protect 
or amplify the people who want to join and 
be that part, be part of the community. I 
think it's also a lot of giving, taking, 
giving, it has to be a bit of a balance of 
that as well.”



Professional Impacts - connections, shared values, and resistance

“I think that I probably wouldn't be in games if it wasn't for 
Pixelles. I don't think that's too hyperbolic to say because I felt like, 
after taking my first steps with learning how to make something very 
basic with Pixelles, I was able to sort of demystify that process of 
learning and felt equipped to keep learning and seek out like 
other, other chances and having that effort recognized them 
celebrate it with like other participants was also like a big 
confidence booster. And I also met people that I'm still connected 
to and friends with today.” 



Industry Impacts – claiming space and raising expectations

“I'm also currently the woman in games lead at my studio. I'm 
one of the leads, it was a group of us that run initiatives in the 
studio. And I'm also one of the co-leads for…our LGBTQ plus 
Employee Resource Group at the studio. So I think a lot of the 
Pixelles stuff that I experienced, kind of pushed me to care 
about just people like connecting with people. And so a lot 
of the stuff that I have run just before the pandemic was like, 
outreach and like meeting students, and kind of like, oh, 
this is like, a community and meet us. This is a real 
option for you in life.”



Cultural Impacts - impacts reverberate in games and beyond

“There's people who care so much 
about wanting to make an industry 
better …it's good to see familiar 
faces kind of fighting the good 
fight… we're just happy to see 
people who know of Pixelles, who 
have been inspired by Pixelles to be 
like, ‘Oh, this brought me back into 
games, or this got me inspired to 
try games’, and I love to see those 
other stories.”



“I've directly seen the impact that Pixelles 
has on people's lives. So for me it would 
be really important to be able to have 
something that can be shared in this 
mostly digestible for the rest of the world, 
for them to see how much good this 
organization is doing and really kind of 
shows how much of a gap there is in 
actually supporting people and how 
much work there still is to be done. And 
hopefully get people on board and 
supporting Pixelles more and sending us a 
couple of checks and stuff like that, which 
is always appreciated.”

Let’s Visualize!!! But how and what???



Co-design Workshop 1 @ BaNQ



Co-design Workshop 1 @ BaNQ



Co-design Workshop 2 (online)



● Each Shape of “Moment” refers to a 
different type of Pixelles program
○ Incubator
○ Networking
○ Skills
○ Funding
○ Jam
○ Wildcard

● Each Moment is the documentation 
specific point in Pixelles history, 
with its many impacts

● Each Moment is from the 
perspective of an individual or 
organization (ie “Allison at Teacade” 
and “Squinky at Teacade” are 
different moments)



COMMUNITY 
IMPACT

How did this 
moment 
contribute to the 
co-creation of a 
space where I 
and others feel 
like we can get 
and give support 
and solidarity 
through our 
challenges, 
vulnerabilities 
and endeavors?

PERSONAL 
IMPACT

How did this 
moment 
contribute to the 
co-creation of a 
space where I 
and others feel 
like we can get 
and give support 
and solidarity 
through our 
challenges, 
vulnerabilities 
and endeavors?

CULTURAL
IMPACT

Aggregated 
community and 
personal 
moments: How 
did the many 
community and 
personal 
moments 
contribute to a 
larger impact on 
the culture? 

INDUSTRY
IMPACT

Aggregated 
professional and 
personal: How 
did the many 
professional and 
personal 
moments 
contribute to a 
larger impact on 
the industry? 

PROFESSIONAL
IMPACT

How did this 
moment allow 
me to gain a 
competency, 
laurel, or 
connection that 
helped me 
better my 
employment 
prospects or 
work 
environment? 

TAGS

Meaningful 
details of the 
moment: date, 
location, 
organizations, 
people, games, 
ect

CONTINUING 
CONTRIBUTION

Who gave back 
to Pixelles to 
make this 
moment 
happen?



Icons represent different types 
of impact. Moments have:

● Community Impact
● Personal Impact
● Professional Impact
● Continuing Contribution
● Tags



Icons represent different type of 
impact. Achievements have:

● Cultural Impact
● Industry Impact
● Continuing Contribution
● Tags



● Popup when 
clicking on a 
“Moment”

● Gives 
summary of 
the program 
associated 
with the 
moment



Detailed popup 
with different 
types of 
“individual” 
impact:
Personal
Community
Professional



Achievement basic 
popup



Detailed 
Achievement 
popup with 
different types 
of larger scale 
impact:

Cultural and 
Industry



FOCUS:

Impact is more than just numbers





Do you feel there is equal treatment and opportunity for all in 
the game industry?” 

2014
47% answered “No” 
28% answered “Yes” 
25% answered “Not sure” 
or N/A

IGDA Developer Satisfaction Survey 2014 & 2022

2022
74% answered “No” 
12% answered “Yes” 
14% answered “Not sure”





Empowerment Playbook



Marginalized people know what they need from allies



Treat equity and advocacy work with the same respect and 
care as you would your revenue generating activities



Inclusivity work requires materials.
Invest money, time, and resources into it.



This is labour!

• Pay people
• Release them from other duties
• Be mindful of overloading people
• Respect their time and timelines



FOCUS:

Your own visibility 
should not be the 

focus.



Decenter yourself 

• Why are you doing this? 
• Who asked for it? 
• How will they benefit? 



Sit with the discomfort



Reframe criticism and failure as opportunities 
for change





Empowermentpower



The “secret” to making and measuring change lies 
in collective and communal power



Thank you 
Dr. Alison Harvey
Associate Professor
York University
Alison.Harvey@glendon.yorku.ca

Stephanie Fisher
Co-Director
Pixelles
info@pixelles.ca

mailto:Alison.Harvey@glendon.yorku.ca
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