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Abstract

Seemingly harmless, the way video game companies portray women feeds into their alienation and harassment. The correlation between the

evolution of virtual worlds and gender sterecotyping 1s significant. The causes of this sexism are discussed 1n order to move towards a solution.

When the majority of popular video games has normalized the stereotypical “damsel 1n distress” or overly sexualized female characters, they are

bound to cause the young men playing the games to normalize treating women as inferior or as sexual objects.

Causes
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With the revolution of online This sexism is specifically

. L. prevalent in video games such as
gaming and communication

throughout the world, the rise of » The Legend of Zelda
= Super Mario Bros

online harassment has been .
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towards women. Examples of the . G{fand Theft Auto
= Final Fantasy
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been documented as men accusing * Custer's Revenge
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the desire to play the video games to these incredibly popular games.

appeal to men.
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There 1s sexism 1n many
aspects of life. Gender-based
discrimination 1s more of an
1ssue 1n video games becase
e Video game companies
appeal to the young, male
consumer
o Companies over-sexualize
female characters
o Companies typically make
the protagonist a male
character
e Online worlds breed
harassment due to the
interconnections without
showing your face or giving
your name
e There 1s a prevalence of mob
mentality - male users strive
to achieve the most respect
and admiration from other
male users

Conclusion

® There should be limits to how
much violence and gender-based
discrimination 1s portrayed in
virtual worlds

e Women should be encouraged to
pursue male-dominated fields

e Pcople need to be aware first and
foremost that there 1s an 1ssue



