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idealized body types for female characters. pleasure and

fulfilling fantasy were the basis for game design.

when fighting v1deo games were ﬁ rst created, the characters
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Additionally, oversexualization of female characters

continue to be a reoccurringfdesign technique
because sex continues to sell as a commodity .

AgquW'l ng, detailed clothing was more computationally

'} % €xpensive to produce so it was also favorable

= L0 have characters drawn in skin-tight clothing,

or, no clothes jf (Tompkins & Martin, 2021).
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In the ear1y 2000’s, co-op gaming introduced ..

veice chat Vl

Many co-op and FPS (first-person shooter) games

deve1oped»voice chat features so teammates and other

players in-game can communicate. Since this feature
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was first created, it has been notorious for women or people -

with feminine voices to be har-assedr, mocked,
and called derogatory names unprovoked.

what was # LHamer pate 7

Gamergate was a harassment campaign directed towards women who

played video games (and wWorkKed in the I.ndvsf'ry).

Men enforced and supported Violence against women by harassment
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in game, and on streaming and social media platforms (i.e., Twitch,

YouTube, Reddit, Twitter, etc.)

' zo'e‘ GUI.'\'\\ was the first target of Gamergate, who was harassed and accused of

/ engaging in sexual relationships with writers from gaming websites to | receive positive

| reviews on her game, Depression Quest (2014). Since| then, there has been lots of
hn‘s‘lnfomation in the media regarding the allegations, however regardless of the fact,
the “?amer‘?ate movement Was formed and hundreas of women in the gaming c;mn'iw and

industry , were made victim.

.
! Aﬂl"’n Sark ecsiqn started a web series in 2013 called
“Tropes vs. Women” to discuss the misogynistic themes and gender representation in video
) ganes. she was | heavily harassed online and sent numerous threats. Anita was also 3| victim

of #Gamergate. She now has a video series/podcast discussing toxic video game culture, and
ne and in video games.|
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In Half-rReal by Jesper Juul, he discusses the complex
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fabr1cat1on of the real and made- -up aspects of video
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games (i.e., code, ru'les, emotional reactions) and the
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Tine between them. This idea is similar to the ways
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that there are very-real effects that stem from gamep'lay,

character des'lgn, and the (mvsogymstm) culture

that is created within these games.

Because it has always been highly prof1tab1e for games
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to market women as sexual!
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The percept1on many men have of women online is skewed
Leading to m'lsogyny be1 ng very preva]ent \
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in v1deo game cu]tur
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The vi deo game industry would not exist without

its cu1ture. Peop]e are what give 1ndustry its

crucial to reflect

on the ethicah’ty {?\ of character des1n
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