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 Last week at the 2014 Electronic Entertainment Expo, known in the industry as E3, 

[Name Pending] Game Studios introduced the latest game in our long-running and popular 

“Tribal Warriors” game series.  Both promotional and gameplay footage were shown during the 

studio’s press conference, and gameplay demos were available at the studio’s booth after the 

conference ended.  While overall reception of graphics, story and game mechanics was positive, 

some players expressed concern over the multiplayer mode’s lack of a female playable character.  

This disappointment with the game was expressed over several facts: multiplayer modes do not 

impact the story, so it is reasonable to have characters present who do not fit into the normal 

story mode; women are underrepresented in video games, despite women making up 

approximately half of all gamers; and, for a game series that prides itself on utilizing historical 

accuracy, Tribal Warriors glosses over the contributions of women in historical battles.  These 

concerns, while legitimate issues that needed to be addressed, did not constitute a crisis.   

The crisis began during an interview given the next day, when the creative director and 

the lead level designer told the press that the choice was made to cut playable female warriors 

from the multiplayer because they would require too much work to include and were too hard to 

render.  Public outcry was swift, and other gaming studios handed their Twitter handles to their 

own game designers so that they could say this statement was blatantly false.  The hashtag 

#toohardtorender began trending within hours.  Preorder sales were cancelled, and websites 

calling for the boycott of the game gained tens of thousands of followers overnight.  Action must 

be taken by [Name Pending] in order to ensure the integrity of this series. 

The first step is to come out with a true statement regarding the decision to cut women 

from the multiplayer section of the game.  Claims that women are too hard to design ring false to 
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the audience; not only have other design professionals from other companies said this is not true, 

but members of our own design team have said it would take less than two weeks of work.  

Given that eight different design teams were hired to create this game, “too difficult” or “too 

much work” do not work as response strategies.   

While members of the story design and graphic design teams need to be engaged in 

creating a statement to the press, there are two basic statements that are true and could explain 

our deficiency.  The first is that we rushed development while working with a new system.  This 

was the first game in the series to be designed for the newly released Xbox One and PS4 

systems.  The increased graphics capability required that old graphics and physics engines be 

updated and enhanced, so the design teams were working on tight schedules with new systems 

that took time to learn.  Since this game series is known for having a new game each year, there 

was no desire to delay release, and time constraints required not including features that the 

company would have liked to include.  This statement should then be followed by an apology to 

the fans. 

The second option is to explain it from a story perspective.  While multiplayer has 

traditionally been an area where developers could put in additional playable characters who 

would not make sense as playable in the main storyline, this is not a requirement.  In fact, many 

games allow players to import their own custom-built characters into multiplayer modes so that 

they can continue the playing experience as a character to whom they have grown accustomed 

and attached.  In this game, there is only one playable character, and the multiplayer mode 

features each player as that character, just in different colored clothing.  As such, the company is 

following the model of letting players continue playing as the character they have known rather 
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than giving them generic characters of no significance to the players.  This statement should then 

be followed by an apology to the fans. 

No matter what statement is made, an apology needs to be issued.  Fans of the series are 

disappointed and outraged by the decision to exclude women from the game and by the 

statements made by the creative directors.  As such, the next step is to do something to rectify 

this situation.  One of the best developments in gaming in recent years is the idea of 

downloadable content, referred to as DLC.  This content allows developers to add more to their 

games after the fact, and allows players more time in their favorite game worlds.  Additionally, it 

is a way for developers to make more money off of a game; what was previously a one-time 

purchase can be now be enhanced with paid DLC that increases the profits of the company.  

DLC also allows developers to add in features that were not included in the original game.  In 

this way, DLC is the best solution to this crisis.  

[Name Pending] has the opportunity to create new DLC for Tribal Warriors.  The game is 

not due for release for another few months, so if work begins now, the DLC will be ready for 

release by January 2015 at the latest.  However, the company must take care that this DLC be 

given to customers for free.  The outrage in the fan community if it becomes [Name Pending]’s 

policy to make players pay for women would not only extend this crisis, it would lend itself to 

any number of jokes and memes equating this policy to prostitution.  Adding a “Tribal Women” 

DLC expansion would show that the company has heard the concerns of the community and is 

willing and able to address these concerns.  In addition, it would lend itself to later paid DLC for 

additional costumes for both the male and female warriors, thus still bolstering profits. 
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Two other steps should be taken.  While a previous entry in the Tribal Warriors game has 

featured a woman as the main playable character, that was only one game out of a 20 game 

series.  Recent surveys performed by top industry analysts show that women make up almost 

half of the gaming community; they should be playable in more than 5 percent of [Name 

Pending]’s games.  The next entry in the series should have a female protagonist again, or should 

highlight women in some playable manner.  It may look like a stunt, since that is exactly what it 

is; however, if the effort is put into this game to make it the singularly best game in the series 

thus far, the stunt aspect may be overlooked.  The series has gotten somewhat repetitive, so the 

introduction of a new gameplay feature may take the spotlight in the industry news.   

The other step is the hiring of more female designers.  This does not reference designers 

who specialize in the development of women for games, but women who are themselves 

designers.  This industry is heavily dominated by men, so providing more opportunities for 

women to participate in the field will contribute to improving the image of the entire field.  

However, it should not be publicized that the company is hiring more women; they should be 

hired if they deserve to be hired, and they should not be used as spectacle.  They should be 

treated as any employee would be, given the same chances as anyone else.  This is something 

that will benefit the company in the long term, particularly if charges of sexism in gaming arise 

again in the future. 

Finally, the company needs to reorganize its communications strategy.  This crisis would 

likely have been a fairly minor incident if not for the statements made to the press.  It could have 

been quietly fixed before release, or – if not fixed – people would have likely gotten all of their 
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anger out before the game hit the shelves.  However, the statements to the press elevated it into 

an ongoing story and made it into a crisis that must be dealt with before the game releases.   

The marketing and public relations offices of [Name Pending] need to better prepare 

employees for dealing with the press.  The creative directors were speaking at an organized press 

event when they gave the quotes, not at an impromptu question and answer session.  There was a 

full day between the event where the game was shown and the press event; in that time, the 

internet was already beginning to buzz about the lack of women.  If the situation had been 

properly monitored, it should have been clear that questions would be asked regarding this issue.  

It is the job of the public relations office to prepare anyone who is going to be speaking for the 

company for potential questions.  This did not happen, and so the answer given was off the cuff.   

Additionally, while the company cannot stop employees from using social media, it needs 

to be made clear to them that what they say online can impact the company.  When the creative 

directors made their statement that it would have taken too much work to properly design women 

for the game, one member of the design team took to Twitter and refuted the statement.  While it 

is his right to do so as a private citizen, he identifies himself as a member of the design team on 

his Twitter page, and it was improper for him to do this while speaking as a member of the 

design team.  It is therefore recommended that [Name Pending] do one of two things: either give 

employees training on proper use and etiquette for social media in a corporate environment, or 

require that employees not designate on their social media pages that they work for [Name 

Pending].  Comments made on the Internet are available to the world, and the 24-hour news 

cycle will use any source it can obtain for information and sensationalized stories. 
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This crisis has occurred and will continue to make waves until solutions are 

implemented.  [Name Pending] and Tribal Warriors are too popular to be brought down by this 

event, but steps must be taken to reduce the negative impact on the company.  The steps outlined 

above should help with the current situation and help to prevent future incidents. 


