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Video games have an opportunity to challenge traditional gender
stereotypes.

Research on adolescent socialization suggests that stereotypic representations of hyper-
masculinity and -femininity in games influence gender-role development in adolescent girls
and boys in ways that reinforce gender stereotypes.’

With women comprising nearly half of gamers worldwide, video games should reflect a more
balanced vision of gender roles, move beyond outdated stereotypes, and create a more

. . . 2,3,4,5
inclusive experience for all players.

Be mindful of backstories that rely on common tropes.

The “"damseling” trope refers to when a male The "fridged woman" trope involves a male

hero character is on a journey to save a hero whose backstory includes the violent

female character in crisis. murder of a beloved woman. This trope

In these stories, the women lack agency _# highlights women'’s trauma

because they cannot save themselves, and g | & and depicts the hero's

they are reduced to a |7orize to be wonora ol i struggle with guilt for not

treasure to be found.” fulfilling an assumed
potriorchcgl role as a
protector.

Examine how female characters’ visual design impacts
objectification of women.

Visually, objectification can manifest in terms of Consider the following questions when

unrealistic body proportions (e.g., designing characters of all genders.
exaggeratedly large breasts, an unrealistically e Do they have unrealistic body

skewed waist-to-hip ratio), sexually revealing proportions?

clothing (e.g, lingerie, cropped or ripped e Do they wear revealing clothing?
clothing), or programmed mannerisms (e.g., ¢ Do they have clothing that falls off or rips
submissive, coquettish, promiscuous). in certain scenarios?

e Do they appear physically submissive or
dominant in their standard poses?
e Do they appear sexually objectified?

For example, game mechanics often reveal a
gender disparity between skill and survival. Male
characters typically gain protective armor as
they level up, while female characters remain in
revealing, impractical (and non-protective 1
clothing despite becoming more powerful. ~
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Seek opportunities to broaden portrayals of women in game design.

e Are female characters in control of their choices? Are women important to telling the story
and not just an accessory?
o Strong and interesting female characters have agency: the power to control their goals,
actions, and destiny.

e Are there predictable gender tropes, like oversexualized female characters?
o Enhance players’ connections with the experiences of female characters in ways that do
not rely on their physical appearance or sexuality.

e Do the skills and abilities assigned to characters reflect and/or reinforce stereotypes? Do
they challenge them?
o Create playable female characters who are equal in skill and ability to their male peers.

Positive Portrayal In-Game Example: Aloy, Horizon Zero Dawn

In the post-apocalyptic game Horizon Zero
Dawn, it was important to the women-led
development team that the game’s female
protagonist, Aloy, had an interesting and
complex personality, regardless of her gender.
She is not defined by her female identity, nor
are her abilities or achievements diminished
by comparing them with those of men. Her
physical features are realistic, as is her attire
— which is actually suitable to her tasks!

Image credit: Guerrilla Games

Bonus: The narrative interrupts the “fridged woman” trope when another female character, Ersq,
not only survives being captured for a sacrifice but also goes on to lead an army that eventually
defeats the king who was responsible.
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