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ABSTRACT

The real world phenomenon of gender-specific behavior and its exceptions is treated in game theoretical literature mainly as (biologically) oriented battles of sexes (see e.g. Smith, 1982; Smith, 1989). From a more enlightened standpoint the focus on the biological determination (for an overview see e.g. Hanappi-Egger, 1999) has to be criticized for several reasons: First, social division of labor – binding females to household and childcare and males to paid employment – is accepted as “naturally given”. Second, the emergence of different kinds of “role-behavior” (machos, softies, masculine females and feminine males) cannot be explained in a satisfying way. To overcome this short-coming social theory (see e.g. Bem 1981) proposes the distinction between sex and gender: while the former refers to the biological level, the latter refers to the result of socialization. In other words society tries to adjust (social) gender to (biological) sex in a more or less rigid way which is strongly determined by culture. It is already evident that human beings can experience the according socialization process in very different ways depending on individual circumstances. On the other side there is a dominant attitude of society towards “typical role-behavior” leading to conflicts, disappointment, resistance and improvements.

Thus gender-specific socialization can be seen as (culturally) determined adaptation process of children: At the very beginning they are open to all kinds of behavioral patterns, but via positive or negative response of the environment they learn to differentiate their interactions – in other words they learn to develop scripts.

In order to describe those phenomena as well as the resulting changes in dominant attitudes a new formal way of describing interactive behavior is proposed: the Algorithmic Form (A.F.). 

The most important assumption is that limited information processing capacity of players in A.F. is the standard case (leading to the emergence of scripts), perfect information is the limiting extreme case. Limits of information processing capacity have to be specified in two dimensions: in time (urgency) and in space (storage). A second innovation of the new form is that in the standard case the model a player uses to come up with a decision is changing over time, not only by primary learning from the interaction with its non-player environment, but also by the use of communication with other entities via a medium (i.e. a language). In our case this means that gender-specific behavior is learned by applying and adjusting behavioral patterns. 

In principle, the elements of a game in A.F. are programs and data structures that define a simulation run. The rule set in received theory now is the main program governing the calls of the players' programs. The payoff structure now is the success of the metabolisms of players' programs in a given (dynamically changing) environment. 
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