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mission statement
GeekGirlCon celebrates and honors the legacy of 
women contributing to science and technology; 
comics, arts, and literature; and game play and 
game design by connecting geeky women world-
wide and creating community to foster continued 
growth of women in geek culture through events.

fast facts:

annual convention 
August 11 and 12, 2012
Conference Center
8th Avenue at Pike Street
Seattle, WA 98101

Why geekgirlcon
When most people hear the word “geek,” they don’t picture a woman or a 
girl. However, the presence of geeky women and girls isn’t new; they have 
always been at the gaming table, in the library, or in your computer pro-
gramming class. In fact, 42 percent of all game players are women. Wom-
en are, by no means, a small percentage in the rest of geekdom. But this 
reality is not always recognized or celebrated. And until recently, geeky 
women and their supporters didn’t have one safe and welcoming place to 
share their passions, attend panels concerning their contributions to geek 
culture, and celebrate who they are and what they love.

aboUt

40 100
staff;all
VolUnteer aUg. 2010-aPr. 2012

sPecial
eVents

foUnDeD

2010
aUgUst



aboUt
Who We are

GeekGirlCon is comprised of an all-
volunteer staff dedicated to recog-
nizing and celebrating the contribu-
tion of women in all aspects of geek 
culture. Our staff members have a 
range of geeky passions, from anime 
to coding and Dungeons & Dragons 
to nerdcore. You’ll catch us counting 
down the seconds until the next Doc-

tor Who and rushing home to raid dungeons. GeekGirlCon welcomes all ages, races, 
sexual orientations, gender identities, creeds, physical and mental abilities, and familial 
statuses to our staff, volunteer team, and events. 

What We Do
Through our efforts and events, we aim 
to build a fun and welcoming community 
that helps women, girls, and their support-
ers understand how they can help promote 
the role of women in geek culture. We 
hosted our first annual convention last Oc-
tober, drawing around 3,500 people over 
two days to share facts and fandoms, dis-
cuss women’s contributions to geek culture, and meet some of their favorite geeky 
celebrities. We will be hosting our second convention August 11 and 12, 2012, at the 
Conference Center in Seattle, Washington. We also bring people together through so-
cial media and special events. These events include movie screenings, geeky burlesque 
performances, TV nights celebrating our favorite shows, and panels featuring women 
in science, technology, and other fields.

Who should Join Us
No “geek cred” is required to be part of GeekGirlCon, whether 
staff member, volunteer, fan, or convention guest. That means 
you don’t have to be able to quote every episode of Star Trek: 
The Next Generation or have your l33t speak down to join us. 
We strive for a diverse community of geeks. Anyone who self-
identifies as “geek” and supports the achievements of women in 
geek culture can and should be a part of GeekGirlCon.



staff
boarD members
board President :: erica mcgillivray

Erica McGillivray has community building in her blood. At a young 
age, she discovered her passion for communities and leadership 
in 4-H and grew those interests at the University of Puget Sound’s 
LGBT group and interfaith council. Erica transformed her creative 
writing degree into an inbound marketing career. She currently 
works as a community attaché for SEOmoz, a Seattle tech startup. 
There, Erica manages a 300,000+ online community. With a keen 
interest in representations of women and minorities in geekdom, 
she is a huge genre TV and comic book geek. Erica contributed an 

essay for Mad Norwegian Press’ Chicks Dig Comics; has spoken on guerrilla marketing panels; 
and was featured in GeekWire as their first “Geek of the Week” and honored as a geek who gives 
back to the Seattle community.

board Vice-President :: tammy Vince cruz
As the daughter of leaders in the local Filipino-American com-
munity, Tammy Vince Cruz has become acutely aware of the 
importance of working together for a greater cause. She finds 
that her diplomatic Libra tendencies often shine through when 
weighing choices, keeping matters fair and just. Currently work-
ing as a graphic designer at the Tacoma Weekly, Tammy often is 
involved in projects that inform the South Sound community of 
local affairs. She’s particularly interested in illustration and design, 
Japanese culture and fashion, video games, and snuggling kittens. 

GeekGirlCon has stirred up a positive energy for geeks of all types, and Tammy’s dedicated in be-
ing a part of that flow in motion.

board secretary :: Jessica ballard
Jessica Ballard has been a gamer since the age of 3 when she 
picked up her first controller and rocked out those Atari games. 
On top of that, she has added a love of board games, sci-fi movies, 
and anything paranormal. Jessica has known all her life that event 
planning was a passion of hers, but it wasn’t until halfway through 
college that she realized she could make a career out of it. She 
helped plan her first convention at the age of 16 for her youth 
group. From there, Jessica helped run college events and events 
for whatever nonprofit would let her volunteer to get experience. 

In 2009, Jessica attended her first geeky convention, PAX. From there, she volunteered at every 
con in the geek world (well, in the Northwest) in order to soak in more of the amazing com-
munity and to learn more about the world of convention planning. To date, Jessica has worked 
at over 10 different conventions, not counting duplicates, in various levels from volunteer to 
department director. 



staff

board liaison :: kelly clark
Kelly Clark lives in Seattle and received a bachelor’s degree from 
the University of Washington. Currently, she is a project manager 
at a local design firm and the special events director for GeekGirl-
Con. Kelly loves planning events that create a fun geeky commu-
nity, where people can connect with others who share similar in-
terests. You will find her at all GeekGirlCon events, and she hopes 
to meet as many of you as possible at events and GeekGirlCon ‘12 
in August! 

board treasurer :: rose minier
Even as a child, Rose was a math geek—from thinking acting as 
banker was by far the most entertaining part of Monopoly to be-
ing the leader of math competition teams. She has worked in ac-
counting for over 14 years and is currently working toward getting 
her CPA. Rose is a voracious reader, with a collection of over 4,000 
books and a room dedicated just to the Sci-Fi/Fantasy genre. Her 
favorite way to relax is to listen to a book while playing video 
games or to play German board games or RPGs with a group of 
friends. Rose loves knowing that she’s not the only geek girl in the 

room and is very excited to continue to grow our community. Outside of GeekGirlCon, she has 
also served on the board of the Bravo! Club at Seattle Opera for the last four years, honing her 
skills on another nonprofit community-building board of directors.

Rachelle Abellar
Sayed Alamy Jr.
Jessica Ballard
Shiboo Blalack
Lani Blazier
Kiri Callaghan
Kelly Clark
Anna Daniell
Adrienne Fox
Lee Hilton

Melanie Howard
Stephanie Little
Eric Liu
Alicia McBarron
Amanda McGall
Erica McGillivray
Rose Minier
Arwen Morton
Hannah Pearson
Michele Pearson

Jenna Pitman
Monica Rice
Julia Santo
Georgia Savoy
Cory Sober
Cristina Solmaz
Jen Stuller
Sabrina Taylor
Tammy Vince Cruz
Stephanie Wooten

A full staff list can be found at www.geekgirlcon.com/contact-us.

founders
GeekGirlCon is a community-driven effort, and it started that way as well. We did not 
have one founder. Rather, the idea to form GeekGirlCon sparked after a panel called 
“Geek Girls Exist” at the San Diego Comic-Con in 2010. While we have no founders in the 
traditional sense, we want to draw attention to those who got this organization running. 
The 30 women and men below, who helped coordinate and run GeekGirlCon through 
our first annual convention in 2011, are considered our founders:



facts
facts aboUt female geeks
Women and Purchasing Power
Women’s influence on purchase decisions is on the rise

•	 A	 2012	 survey	 reveals	 that	 54	 percent	 of	 U.S.	 fe- 
 male Internet users said they feel a responsibility to  
 help friends and family make wise purchase decisions.  
 Compare this to 2008, when only 31 percent of wom- 
 en said they felt they regularly influenced other people’s  
 purchase decisions.1

•	 Over	half	(51	percent)	of	all	moviegoers	are	women.2

•	 Women account for 85 percent of all consumer  
 purchases.3

Women and science fiction
Don’t believe the stereotype that science fiction is for men

•	 According	 to	 the	 National	 Science	 Foundation	 (NSF),	 
 nearly equal percentages of men (31 percent) and  
 women (28 percent) report they read science fiction  
 books or magazines.4

•	 NSF	 also	 reports	 that	 women	make	 up	 almost	 half	 (45	 
 percent) of SyFy Channel viewership.4

•	 In	 a	 survey	 of	 Star Trek fans, 57 percent of respon- 
 dents identified as female.5

Women and gaming
Women are a large—and growing—population in the gaming world

•	 Forty-two	percent	of	all	game	players	are	women.6

•	 Women	 age	 18	 and	 older	 represent	 a	 significantly	 
 greater portion of game players (37 percent) than  
 boys age 17 or younger (13 percent).6

•	 Women	 also	 make	 up	 48	 percent	 of	 the	 people	 who	 
 buy video games (this could include moms).6

•	 The	 audience	 of	 Big	 Fish	 Games	 is	more	 than	 80	 per- 
 cent female.3

•	 Nearly 40 percent of all World of Warcraft players are women.7

	 •	 There	are	roughly	130	million	women	playing	online	PC	 
  games worldwide and 140 million men.3



facts
Women and comics
While we lack accurate data on comic readership, women DO read comic books

•	 According	 to	 a	 Facebook	 scan	 done	 by	 Brett	 Schen- 
 ker, women make up about 33 percent of the self- 
 identified comic-reading population in the United  
 States.8

•	 Comic	 book	 store	 Comicopia employees estimate  
 that 35 to 40 percent of their customers are female.9

•	 When	the	proportion	of	female	creators	for	DC	Comics	 
 plunged from 12 percent to 1 percent in 2011, women  
 and their supporters helped convince DC Comics to hire  
 more female creators.10

Women in stem fields
Stereotypes are harmful to women and girls 

•	 In an ETS field study, a set of students were asked to  

 indicate their gender after completing the AP Calculus  

 test, while another group filled in this answer before  

 the test. Females who received the inquiry before the  

 test scored an average of 12.5, while males averaged  

 16.5. For those receiving the gender inquiry after the  

 test, women outscored men, with an average of 15  

 versus 14.11 

•	 Researchers tested two groups of undergraduate students  

of both sexes, all skilled math students. Before the test, one group was in-

formed that women usually didn’t do as well on the test as men. The women  

who weren’t informed of this stereotype performed just as well as the men. The  

women informed of the negative assumption scored significantly lower than the  

men, with average scores of 609 versus 817 for the men.12

 

Women are underrepresented in many science and engineering occupations
•	 Although	 women	 fill	 close	 to	 half	 of	 all	 U.S.	 jobs,	 they	 hold	 less	 than	 25	 percent	 
 of STEM jobs.13

•	 While	women	make	 up	more	 than	half	 of	working	 biological	 scientists,	 they	make	 
 up less than 7 percent of mechanical engineers.14



facts
Women in the media
Women are underrepresented in mainstream media

•	 Women	hold	only	3	percent	of	influential	or	powerful	po- 
 sitions in mainstream media.15 
•	 Roughly	 24	 percent	 of	 the	 people	 interviewed,	 heard,	 
 seen, or read about in mainstream broadcast and print  
 news are female.16 
•	 A	 2011	 survey	 found	 women	 contriute	 to	 about	 28	 
 percent of articles in major magazines.17

•	 The “Bechdel Test,” a basic measure of the representa- 
 tion of women in media, revealed only two of the nine  
 “Best Picture” Oscar nominees in 2012 clearly passed  

  the minimal criteria.18

1 Game Changers: Women Defining the New American Marketplace. Fleishman-Hillard, Hearst and Ipsos Mendelsohn. 
 February 1, 2012. Accessed at: http://www.emarketer.com/Article.aspx?R=1008807.
2 Theatrical Market Statistics. Motion Picture Association of America. 2010. Accessed at:
 http://www.mpaa.org/Resources/93bbeb16-0e4d-4b7e-b085-3f41c459f9ac.pdf.
3 Meloni, Wanda. “The Next Frontier - Female Gaming Demographics.” M2 Research. Accessed at: 
 http://www.m2research.com/the-next-frontier-female-gaming-demo.htm.
4 “Chapter 7: Science and Technology: Public Attitudes and Public Understanding: Science Fiction and 
 Pseudoscience.” Science and Engineering Indicators 2002. National Science Foundation, Apr. 2002. Accessed at:  
 http://www.nsf.gov/statistics/seind02/c7/c7s5.htm.
5 Franzetti, Daryl. Results: Star Trek Fandom Survey. 2011. Web. Accessed at:
 http://independent.academia.edu/DarylFrazetti/Papers/448772/Results_Star_Trek_Fandom_Survey.
6 Essential Facts About the Computer and Video Game Industry. Entertainment Software Association. 2011. Accessed  
 at: http://www.theesa.com/facts/pdfs/ESA_EF_2011.pdf.
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 http://blog.nielsen.com/nielsenwire/wp-content/uploads/2009/04/stateofvgamer_040609_fnl1.pdf.
8 Schenker, Brett. “Comic Book Fans on Facebook.” Graphic Policy Blog. May 3, 2011. Accessed at:
 http://graphicpolicy.com/2011/05/03/comic-book-fans-on-facebook-may-32011.
9 Christianson, Jon Erik. “Saving The Superheroines: A B.U. Analysis Of Women In Comics.” The Quad. Feb. 12, 2012. 
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10 Flood, Alison. “DC Comics promises to hire more women after reader backlash.” The Guardian. Aug. 1, 2011. Accessed  
 at: http://www.guardian.co.uk/books/2011/aug/01/dc-comics-women-writers-creators.
11 Aronson, Joshua. “Stereotype Threat and the role of Encouragement.” New York University Center for the Study of 
 Women. May 19, 2011. Accessed at: http://www.ncwit.org/pdf/NCWIT2011Summit_AronsonSlides.pdf.
12 Spencer, S., Steele, C., and Quinn, D. “Stereotype Threat and Women’s Math Performance.” Journal of Experimental 
 Social Psychology. Volume 35, Issue 1. January 1999. Accessed at:
 http://www.sciencedirect.com/science/article/pii/S0022103198913737.
13 Women in STEM: A Gender Gap to Innovation. U.S. Department of Commerce, Economics and Statistics 
 Administration. August 2011. Accessed at:
 http://www.esa.doc.gov/sites/default/files/reports/documents/womeninstemagaptoinnovation8311.pdf.
14 Why So Few? Women in Science, Technology, Engineering, and Mathematics. American Association of University
 Women. 2010. Accessed at: http://www.aauw.org/learn/research/whysofew.cfm.
15 “Resources.” Miss Representation. 2011. Web. Accessed at: http://www.missrepresentation.org/resources.
16 The Status of Women in the U.S. Media 2012. Women’s Media Center. Accessed at:
 http://www.womensmediacenter.com/pages/the-problem.
17 “The 2011 Count.” VIDA. February 27, 2012. Accessed at: http://www.vidaweb.org/category/the-count.
18 “The 2012 Oscars and the Bechdel Test.” Feminist Frequency. Feb. 2, 2012.
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faQs
freQUentlY askeD QUestions
For any additional questions, please contact PR Manager Susie Rantz: 
pr@geekgirlcon.com. 

Q: What is geekgirlcon?

A: GeekGirlCon celebrates and honors the 
legacy of women contributing to science and 
technology; comics, arts, and literature; and 
game play and game design by connecting 
geeky women worldwide and creating com-
munity to foster continued growth of women 
in geek culture through events. Our largest 
event is a two-day convention that gives fe-
male geeks and their supporters the opportu-

nity to build a community, share facts and fandom, and learn how they can help 
promote the role of women in geek culture. We also bring people together through 
social media and special events. We invite anybody who wants to see more women 
succeed in geek-related fields to join GeekGirlCon.

Q: Why do you need an organization entirely dedicated to 
geeky women?
A: When most people hear the word “geek,” 
they don’t picture a woman or a girl. However, 
the presence of geek women and girls isn’t new; 
they have always been at the gaming table, in 
the library, or in your computer programming 
class. But this reality is not always recognized 
or celebrated. And until recently, geeky women 
and their supporters didn’t have one safe and 
welcoming place to share their passions, attend panels concerning their contribu-
tions to geek culture, and celebrate who they are and what they love. 

We think this quote from comic book author Gail Simone perfectly sums up our passion 
for GeekGirlCon: 

“We don’t have to imply that men are bad and all women are perfect. We don’t have 
to convert every single reader to a female-friendly viewpoint. But I do think it’s in our 
interests to speak up and be heard in some way. To be silent is to be discounted.”



faQs
Q: Who founded geekgirlcon?
A: GeekGirCon is a community-driven effort, 
and it started that way as well. We did not have 
one founder. Rather, the idea to form Geek-
GirlCon sparked after a panel called “Geek Girls 
Exist” at the San Diego Comic-Con in 2010. A 
group of us began talking about how we could 
help ensure female geeks had one safe and wel-
coming place to come together, celebrate their 

role in geek culture, and empower other women and girls to pursue their own geeky 
passions. That’s how GeekGirlCon started. So, we have no founders in the traditional 
sense. But we want to draw attention to those who got this organization running. We 
are calling the fantastic women and men who helped coordinate and run GeekGirl-
Con ‘11 our founders. Their names can be found at our website: www.geekgirlcon.
com/contact-us/. 

Q: What makes this convention different from all the other  
conventions and conferences out there? 

A: What makes us difference is one simple  con-
cept: conventions and conferences should in-
clude content for less represented identities; this 
includes a focus on the contributions of women. 
Sure, our emphasis is on female geeks. But our 
real goal is to promote a culture that brings EV-
ERYONE together to share their geeky quirks; 
celebrate the role of women in science, technol-
ogy, media, and gaming; and build the next generation of strong, powerful geeks. 

Q: What message do you want to send through geekgirlcon’s  
efforts and events?

A: The most important thing we want to convey through GeekGirlCon is that geek 
girls are out there and we support one another. Anyone is welcome. You don’t need 
to have a certain level of “geek cred”; you just have to share our commitment to 
supporting the achievements of women in geek culture.

We also believe there is power in numbers (some of us are math majors, after all). 
If we come together to demonstrate the true number of female geeks out there, 
eventually the various companies that traditionally market to males—from comic 



faQs
book publishers to film studios—will acknowledge the female demographic as well. 
We can’t make a difference if we’re silent.

And finally, we want to convey this message to 
girls and women of all ages: pursue your geeky 
passions and strive to contribute to geek cul-
ture—whether it is getting involved in conven-
tions; using your voice to advocate for causes 
you care about; or finding a job in something like 
game design, mechanical engineering, or another 
geeky thing you love.

Q: Will geekgirlcon be expanding beyond seattle in the future?

A: We know there are amazing female geeks worldwide who want to contribute to and 
join the GeekGirlCon community. And while we are still an incredibly new organization, 
our goal is to extend our reach beyond Seattle in the years to come. In 2012, we plan to 
host a few events in other parts of Washington State.

Q: how many people attended geekgirlcon ‘11?

A: We had around 3,500 people attend our convention over two magical October days 
in 2011, with 400 attendees under 10 years old. 
Attendees from all walks of life and geekdoms 
came from Canada and California, Seattle and 
San Francisco; some even made the trek from the 
UK! GeekGirlCon 2011 showcased 70+ hours of 
programming supported by 50 volunteers and 30 
staff members (also 100 percent volunteer).

Q: When is geekgirlcon 2012?

A: GeekGirlCon 2012 will be hosted August 11 
and 12 at the Conference Center, located on 8th 
Avenue and Pike Street in downtown Seattle, Washington. Keep up-to-date on the 
2012 convention and other special events at our website: www.geekgirlcon.com. 

Q: how do people get involved with geekgirlcon?

A: You can help by volunteering, joining our staff, attending our events and con-
vention, following us on social media, or donating to the cause. Head to our web-
site to learn more: www.geekgirlcon.com/get-involved.


