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RUTGERS-NEW BRUNSWICK
Institute for Women’s Leadership

The Leadership Scholars Certificate Program is a two-year selective,
interdisciplinary certificate program that prepares Rutgers undergraduate
women to be informed, innovative, and socially responsible leaders.

Leadership Scholars design and implement social action projects to expand their
understanding of issues and problems and to develop leadership skills.

This project gives Scholars the opportunity to apply the theoretical knowledge
they have gained about leadership, advocacy, and social change with the
practical and experiential knowledge they have developed about a particular
policy issue or problem through the field site placement. It also further develops
leadership skills by giving undergraduates the opportunity to practice leadership
through action.

To find out more please visit the Institute for Women’s Leadership’s website at
http://iwl.rutgers.edu.
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- Women’s Gaming League TTLL
(WGL) =] =

- Game Jam -

- Workshops

- Safe education space
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Creation of womenin
Games Computer Science
- Game Jam - Community
Workshop - Presentation




Leadership Scholars Program

Social Action Project Budget and Expense Tracking

Name:
Semester: Fall 2024
Budget: Mid-Semester

Expense Description

Budget for
Expense

Supplier

Method of
Payment

Date of Payment

Stickers for Event with a logo

42.43

MakeStickers

Card

6-Nov

4 Pizza from Gerlandas for Nov. 15 ($18.25 per pie

73.00

Gerlandas Pizza

Card/Through Club

15-Nov

3 Pizza from Gerlandas for Nov. 22 ($18.25 per pie}

54.75

Gerlandas Pizza

Card/Through Club

22-Nov

Drinks (Sprite and Coke)

15.00

ShopRite

Card

15-Nov

1005 Cash Prize

100.00

ShopRite

Card

22-Nov

1005 Cash Prize

100.00

ShopRite

Card

22-Nov

1005 Cash Prize

100.00

ShopRite

Card

22-Nov

TOTAL Expenses:

Balance (if any):







Scientific Applications of CG
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{vehicle software comparry) ‘ ‘

PR EPTY

:
5

Inmeractive Virtual Reality Space observe data
and environments in a 3D space (NASA
Graphics and Visualization Branch)
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Intellectual and Conceptual Foundations
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Female Gaming, Gaming Addiction, and Sexy, Strong, and Secondary: A Content
the Role of Women Within Gaming Analysis of Female Charactersin Video
Culture: A Narrative Literature Review Games across 31 Years
Lopez-Fernandez, Williams, Griffiths, Kuss Lynch, Tompkins, Driel, Fritz
- Benefits Real & Virtual
- Perceptions and Readlities - Tech/gamingindustry
- Women’s role in - Portrayals of female
contemporary gaming characters
culture
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Female Gamers’ Experience of Online Rutgers Communities:

Harassment and Social Support in Online
Gaming: A Qualitative Study
McLean, Lavinia, Mark D. Griffiths

Women’s Gaming League

Women in Computer Science

- Experience of Social Support Creative Expressions

- Perceptions o
° Blueprint EM

- Strategies for Social Support | ,
44, JI:E NS U

~
RUTGERS
|
-

§
_: Jd |.-|-__ - g .;I" Jd ;.-l'__ (e _: - i ;.'l'__.l. o Jd ;.‘-__

"/



e nr i ryg
g a el

| 9
-

| ™}

:.-u:,'j'-_*l"n"n_J
e Dl ri L J‘_,l

ﬁ




[ What | Learned... ] /)
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Lessons + Insights

Change Waries Planning
Events

You can’'t do

everything Collaborating

yoursel'f with Others
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Havie you participatéd in any evenl like this? If 3o, énplain your éxpenence. [Can be 8 Sénlénce of
twal)

13 redponied

Ml
Wes, I'we participated in the Scarlet Game Jam

| hawwre mogaret yued!

i, Bt this was vedy informalive and intedesting!

Hawe participated in gama jams bafors

M, this is the first time. | learnad & ot of whast | wanted 1o lesn snd mone.

I'vie goms 1 woekshaps and hackathons batore! But it so fun T have & women-centensd avent like thig!
Ma

s, | am the COGS event coordinalor 80 | schedule, me, and participate in all of COGS game jams

If mot, what stopped you from doing so?

B responses

Hever had to opporiunity

| always thought | didn't have the skills for it,

new to nubgers!

nEver had time 10 g 10 those évents

| was scared, but Lana made it feel welcoming

I've been busy but | wish | could go to more women-centric events!
| doa’t know anything aboul creation of garmes

| was unsure about my capabilities and lack of experience.




Did you feel as if there were mostly men at these types of events?

Do you feel as though you have a community now that you can turn to for
Yes support?
Yes
12 responses
STEM events yes
yes

Yes

Absolutely,

Yes, although not overwhelmingly.

Yes, we definitely end up with majority men. {| feel like | should clarify that | am also a man.)

Yis,
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Women’s Gaming League Sasha Taner
Creation of Games Rebecca Mark
women in Computer Science Julie Rajan

Karla Jackson-Brewer
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CREDITS: This presentation template was created by Slidesgo, including
icons by Flaticon and infographics & images by Freepik Lyl
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http://bit.ly/2Tynxth
http://bit.ly/2TyoMsr
http://bit.ly/2TtBDfr

