
_ Navarro Sainz Adriana

Reflective statement

In the very early phase of my research, I realized the impact of toys, fashion and media on a 
girl’s childhood. Through field observation I came across with stereotypical media that not only 
encourage women to be beautiful, skinny, sexy, delicate, mom and wife but also prevent little 
girls from attempting to try other paths. For instance, certain clothing apparel store for kids, 
had a bunch of printed t-shirts for both boys and girls. The girls’ read ‘love love xoxo’, 
‘cupcakes and fun’, ‘pretty girl’, etc. While on the boys’ t-shirts, more exciting messages came 
up such as ‘let’s go on an adventure’, ‘surfing and fun’,‘explore the world’,‘the world is yours’, 
etc. Boys should have an exciting and interesting life while girls can be always pretty and have 
fun baking cupcakes, or at least that is what those messages implied. In this line, toys 
represent a direct link to children in general. They become the first loved object in their lives 
and in a way, they help children start developing their identity. It is common to see in stores the 
typical toys for girls full of glitter and pink color. But not only that, many of them enhance 
patriarcal patterns through role-play toys and games. For starters, dolls are a symbol of a 
caring girl that eventually will be come a caring woman, wife and mom. Dolls train girls to take 
care of fake babies not just for them to be able to take care of their own in the future but to 
early plant the idea of what a woman is and do. With this in mind, I started doing research on 
tech and women. My initial interest was to understand the big picture and relation and 
presence of women in tech from the beginning of computing to now. After delving into data, 
statistics and articles, one of the most impactful insights was that although most of girls were 
interested somehow in tech or science in their childhood, they do not pursue a career in 
college related to this. In part, this has a lot to do with societal stereotypes that tend to 
persuade girls of filling a certain role and just follow it. I realized I wanted to change that and 
after I done some research on toys, tech and science toys are rapidly emerging but on the 
other hand, there still are lots of toys that communicate stereotypes. From those parallels 
worlds, I realized that girls today are facing a transition.  They are expose to both worlds but 
probably, they lack of criteria to understand and see beyond the toy itself. With that in mind, I 
came up with the idea of visualizing the ‘girly toys’ as the past and ‘science+tech toys’ as the 
future, therefore, today’s like a mix of both. So, with the aim to make girls think and act critically, 



and give them the power to manipulate their own context and reality, I propose a system in 
which they could hack their favourite girly toy with an actual science or tech toy. This system 
will be a museum in which ‘girly’ toys will be perceive as obsolete relics that serve as a 
platform for girls to get creative with science and tech toys. The ‘girly’ toys could be 
manipulated in the ways girls want and in the end, they’ll take a new shape and function based 
on a tech project. All these projects will be archive with the purpose of building a strong online 
community. By giving the girls the control on hacking the toys, they’ll fell empower and 
confident about exploring other ways a girl can play, think and be. 

Project statement

Museum of Femininity is a virtual and physical space in which girls can have access to 
obsolete girly toys that portray ‘femininity’ based on patriarcal stereotypes. With these, they 
can match they toy of their preference with a ‘science and tech’ toy and start to have fun. Girls 
are encouraged to manipulate, intervene and transform the toy in the way they like in order to 
give birth a creative project using both toys. They are required to document their creation 
process so the Museum of Femininity can create an archive of projects and build a community. 
Girls can make as many projects as they want, learn software and other skills through tutorials 
and workshops. The Museum of Femininity is always looking for girls ready to hack stereotypes 
and create their own definition of being feminine.  


