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[bookmark: _Toc532347201]Abstract
This paper will explore the idea of sexuality in games, particularly the objectification of female characters in games. The male gaze theory is an issue that constantly affects the visual direction of many forms of media. As this male viewpoint is especially dominant in the video games industry, this paper aims to address how female characters are affected by it and to what extent. There is an obvious correlation between society’s open acceptance of sexualising topics and the objectification of female figures in media. This dissertation investigates the evolution of social thinking and reflects on how that has affected the portrayal of women in games and general media. 

[bookmark: _Toc532347202]Aims 
This paper will aim to look at:
· How character creation is influenced by the Male Gaze and how this theory justifies the sexual objectification of female characters 
· The evolution of Lara Croft through the lens of sexual objectification along with the progression of society 
· Whether a game would be affected if a character was designed through a different lens
· [bookmark: _Hlk529285371]How players approach character creation when gaming and if there is a link to the male gaze during the customisation process 






[bookmark: _Toc532347203]Case Studies
[bookmark: _Toc532347204][image: Image result for lara croft classic]Lara Croft: Tomb Raider 












Fig.1: Classic Lara Croft in Computerspielemuseum – Sergey Galyonkin, 2016
One main study will be an analysis of Lara Croft, the well-educated strong-willed archaeologist heroine, who made it cool to play as a female video game character. The paper will explore the reasoning for creating the first well known female game protagonist and how audiences have acknowledged her creation- was her appearance just a tactic formed by designers to attract male players who wouldn’t otherwise understand the power of her character? The paper will look at the state of society alongside the Tomb Raider timeline and explore if this had any correlation with the way design was approached at the public’s perception of her character.  




[bookmark: _Toc532347205]Tropes vs Women in Video Games 
Fig. 2: Screen Capture- Tropes vs Women in Video Games – Anita Sarkeesian, 2013[image: Tropes Vs. Women in Video Games - text logo.png]
[bookmark: _Hlk532150775]The paper will also explore the seventeen-part video series that looks at reoccurring themes that come up in many games. The series focuses on many tropes that are projected onto female characters in games, the majority of the series focuses on these negative tropes, but it also offers some examples of positive portrayals of female characters. The narrator Anita Sarkeesian also offers examples of ideal hypothetical scenarios where women are portrayed in the right way without taking away the creativity of a game. 






[bookmark: _Toc532347206]INTRODUCTION
This dissertation will attempt to address the key themes and topics that are constantly affecting the development and portrayal of female characters in video games. The variation of these philosophies in games will demonstrate how the industry itself is always challenging the boundaries of what society and the gaming community accepts. With the male gaze leading the creative decisions of game development, how does this affect female characters within the games and female players themselves? This paper aims to investigate whether these decisions dictate the way people play and perceive games and it will especially focus on how women are psychologically affected by the sexual objectification of characters and how they respond these fantasy projections in their gaming experiences.  
The main case study of this dissertation will be the analysis of the most famous female character in the game industry: Lara Croft. The paper explores the evolution of this character alongside the progression of society and the way social mindsets and perspectives changed over time. The existence of Lara Croft will be used as an example to address the larger problem of female objectification and the issues that surround the sexist representation of women in games. 
This dissertation will further explore these sexist themes and how the male gaze is the cause of these issues through the analysis of a second case study: Tropes vs Women in Video Games. This study will assist in addressing the issues that most female characters face and will show how the male perspective continues to dominate the industry. The video series addresses how the line between female empowerment and objectification blurs; most attempts to create an ‘empowered’ woman just end up becoming an oversexualised version of her, with creators using the excuse that that strong female can wear whatever they want and shouldn’t need to hide their ‘strength’ with clothing. 
When it comes to character creation and customisation, it is the player who has the creative power. This dissertation will explore how this creative license affects the outcome of a player’s avatar; the male gaze is a tool that is utilised by the entertainment industry to appeal to the majority consensus. So how would giving someone the creative licence to create their own character change the way the player perceives them, or would they still design an avatar that tenders to that ideal male mindset? The last section will address the theories behind character customisation and it will look at how both male and female players approach this topic. 

[bookmark: _Toc532347207]The Male Gaze 
[bookmark: _Hlk529277890]The first step to understanding the thought processes that may go into female character design is to look at the “male gaze theory”, which is defined as “The perspective of a notionally typical heterosexual man considered as embodied in the audience or intended audience for films and other visual media, characterized by a tendency to objectify or sexualize women.” (Oxford Dictionaries Oxford, English, 2018) 
This theory will be explored in the context of the games industry and will especially focus on female character development and perception. The “Male Gaze” is a theory that was created in 1975 by the feminist, film critic Laura Mulvey. 
In her book ‘Visual and Other Pleasures’ Mulvey states that “A woman’s desire is made subordinate to her image (…) as bearer, not maker, of meaning.” (Mulvey, 1989, p. 14-15) 
 She uses this statement to suggest that no matter the characters’ purpose or determinations, they will almost solely be judged by superficial appearances. Players or the audience will only value the visual connotations of the female characters’ appearance and will initially disregard the deeper layers of the character; hence Mulvey affirming the female as the “bearer, not maker, of meaning.” (Mulvey L, 1989, p15)

The male perspective has grown to become fundamental in both sexes and has taken psychological dominance over all genders within society. (DeRosa, 2009)
 “When a heterosexual male is in charge of the viewing of a female, the resulting media necessarily reflects that male's gaze. In the case of games, this may be more of a collective gaze”. (Sheffield, 2012) 
Both these statements support the idea that the application of the male gaze, motivates many artistic and creative decisions in the development of all types of media including video games. The idea that the male viewpoint is especially dominant in video games is easy to understand when looking at classic examples of early PlayStation adverts where it appeared that the only audience being addressed seemed to be males. 
“The console games market has traditionally been very explicit in their exclusive address to a male audience”. (Kennedy, Helen, 2002) 
PlayStation’s first television advert in 1995 is a one-minute video that features a “government official type” man warning players about the powers of PlayStation. Part of the video focuses on a young man and the comparison of another young man who has only been playing with the system for a little while. The advert doesn’t focus on the type of games available but instead projects a “too cool” vibe that -at the time- would generally be assumed to be more appealing to boys.
 [image: ] Fig. 3: Screen Capture of PlayStation advert: S.A.P.S, 1995, #20YearsOfPlay – PlayStation Europe, 2014
Games are not completely tendered towards males however, as evidence from Statista shows that females have always made up a considerate percentage of gamers. The percentage changed from 38% in 2006 and now in 2018 female gamers make up 45% of the market, that makes it almost equal to the number of male consumers. 
[image: ]
Fig. 4: U.S. computer and video gamers by gender 2017, Statistic – Statista, 2018

[bookmark: _Toc532347208]Desensitisation and Dehumanisation 
Desensitisation is defined as to “Make (someone) less likely to feel shock or distress at scenes of cruelty or suffering by overexposure to such images.” (Oxford Dictionaries Online, 2018)
Even though this is the official definition, it can apply to themes other than cruelty and suffering; it can also apply to other themes such as objectification. 
Sexual objectification generates dehumanisation
When a theme or topic is repeatedly presented to someone, then the overexposure continuously has less of an effect on them. Ideas about the sexualisation and objectification of women are being shared more with the advancements of technology and the circulation of mass media. Therefore, it is more likely for people to be exposed to this on a day-to-day basis and soon enough the brain becomes rewired to accept these themes as normal, and the issues behind them lose their meaning. In the context of the sexualisation of female characters in games, overexposure to these themes in games generates the dehumanisation of the characters themselves; players no longer view these females as real human characters but rather objects of desire used for entertainment and therefore see no issue with the way they are portrayed. 


















Lara Croft Tomb Raider Fig. 6: Below: Tomb Raider – Core Design, 1996

[bookmark: _Toc532347210]A Timeline of the Tomb Raider Franchise[image: ] Fig. 7: Left: Tomb Raider III: The Adventures of Lara Croft – Core Design, 1998
Fig. 12: Left: Rise of the Tomb Raider – Crystal Dynamics, 2015
Fig. 9: Left: Lara Croft Tomb Raider: The Cradle of Life – Paramount Pictures, 2003
Fig. 10: Left: Tomb Raider: Underworld – Crystal Dynamics, 2008
Fig. 11: Left: Tomb Raider – Crystal Dynamics, 2013
Fig. 13: Left: Tomb Raider – GK Films, 2018
Fig. 8: Left: Lara Croft: Tomb Raider – Paramount Pictures, 2001

Fig. 5: Above: Tomb Raider Franchise Timeline Illustration – Summer Gomes, 2018
[bookmark: _Toc532347211] A Timeline of Entertainment and Media in Society
[image: ]Fig. 21: Above: #MeToo Illustration – The Daily Beast, 2018

Fig. 20: Left: Still from Maleficent – Disney Enterprises, 2014

Fig. 19: Below: Still from Frozen – Disney Enterprises, 2013
Fig. 18: Left: Calvin Klein featuring Kate Moss – Mario Sorrenti, 1993
Fig. 16: Left: Clueless Poster – Paramount Pictures, 1995
Fig. 17: Left: 2005 Girls Gone Wild Movie Cover – Girls Gone Wild, 2005
Fig. 15: Left: Anti Miss World Photograph – W Breeze, 1970

Fig.14: Above: Media and Society Timeline Illustration – Summer Gomes, 2018
[bookmark: _Toc532347212]The Influence of Society on the Tomb Raider Franchise 
[bookmark: _Hlk532307398]Tomb Raider 1996 made its debut three decades after the sexual revolution; a pivotal time in society that pushed people to change their attitudes and perceptions towards sex and related topics. With three decades gone by, the 90’s was a time where sexuality was more openly discussed and accepted; the male gaze was also more prominent in all types of media, especially TV and movies. There is an obvious correlation between society’s open acceptances of sexualising topics and the creation of Lara Croft; this was the perfect period in time for the door to open for Croft to make a bold entrance into the world of entertainment. 
The 90’s was a time in which trends such as ‘heroin chic’ were made popular by mainstream media; it glamorised drug abuse and promoted the aesthetics associated with it like, extreme thinness, dark circles under the eyes and pale clammy skin. This is just one example of the unhealthy beauty standards that were pushed on society, especially the female population. This demonstrates how anything could be fetishized in the name of art or entertainment, and society would perceive it acceptable or normal for this reason. 
This explains how Lara Croft’s entrance onto the game scene was a success, she was designed with such extreme proportions and was a creation of unreachable standards for real women, yet the game was well received by many fans- men and women alike. 

[bookmark: _Toc532347213]Two Sides to the Argument 
There are two sides to Croft’s argument, one being that Lara Croft is nothing more than another sexualised character that was created as, yet another object to appeal to and satisfy male players. And the other side to the argument seeing Lara as a symbol of female empowerment; the first female protagonist -who is more than just something to look at- with a real personality and story. 
The way Lara is perceived can change when her character is looked at from different perspectives or through opposing lenses. Both sides present justifiable reasons as to why Croft is perceived differently by fans and society and this is what the following section will explore. 
[bookmark: _Toc532347214]Pixel Plaything
“Lara Crofts unrealistic proportions can only lead to further gender stereotyping and objectification of women (…) She wears shorts everywhere (…) and a tiny waist draws attention to her gravity defying bust.” (Loguidice, B & Barton, M, 2009, p.263.)  
This is an argument that has been seen many times, it suggests that Croft is just an overly sexualised female character like any other female game character. The only thing that makes her different is the fact that she is the lead in her own story, but this is where the innovative idea ends, and she is yet another derivative attempt on the female form. 
“She had a secret weapon in the world of gaming, well… actually two of them.” (Lethal and Loaded, 2001) 
This statement from the documentary reinforces the idea that Lara was created as an object of sexual desire above all else. The thing that set Tomb Raider apart from other action games wasn’t simply that she was a female; what made Tomb Raider’s debut successful was Lara’s appearance, her drastic proportions and exaggerated chest is what gained popular attention from players. Even though Croft was a simple 8-Bit character, what she represented was desire and the idea of what she could be, and it was this that fed into a player’s fantasy projection of the character. 
“HS portrays women in misogynistic terms as manipulative, devious, and inferior to men. Men high in HS exhibit greater tolerance of sexual harassment.” (Hopkins-Doyle, Sutton, Douglas, Calogero, p.3.)
If the game was being approached with hostile sexism in mind, then Croft wouldn’t be the main protagonist even if it was still her story and almost all power would be stripped from her, she would still be sexualised but for the purposes of serving the desires of a stronger male character. Lara although objectified, represented a woman who could do things for herself and was strong enough to defend herself in more ways than one. This alone shows that the designers didn’t create her character with the intention of being another abused pawn in a larger game (This being the key factor of hostile sexism). 

[bookmark: _Toc532347215]Powerful Protagonist
“There was something refreshing about looking at the screen and seeing myself as a woman.” (Loguidice, B & Barton, M, 2009, p263.) 
Just the idea of playing as a female lead character was enough to satisfy Nikki Douglas and many female gamers alike. The introduction of a female protagonist as a game lead could have been seen as a giant step for female empowerment and the feminist movement. Up until Tomb Raiders debut games were majorly marketed to boys and men and featured almost only male lead characters; it probably wasn’t seen as “very cool” to play as a woman in games up until then. But the introduction of a badass heroine who travelled the world, suddenly made it cool to play as a woman; something that would have felt very refreshing and overdue to female gamers at the time.  
“BS praises women as the kinder, more moral, and refined gender: traits that it portrays as essential for men’s romantic fulfillment and happiness (…). Although BS embodies warm feelings toward women, it has been shown to undermine women and gender equality in several ways.” (Hopkins-Doyle, Sutton, Douglas, Calogero, p.3.)
The entire ‘Flattering to Deceive: Why People Misunderstand Benevolent Sexism’ article focuses on how benevolent sexism is often masked with warmth but still undermines the female character; the reason why it isn’t taken offensively is because it lacks hostility towards women and therefore disguises itself as complementary. When this theory is put into the context of games it is easy to see how the same thought processes would apply. Regarding Lara Croft’s character, she is overly sexualised, yet she is the hero of her own story, she is portrayed as a heroin who doesn’t need to be saved or even assisted by a male character and she take lead of her own storyline. So even though there is so much sexual imagery involved in the design of the game and the character herself, this can be seen as benevolent sexism because the character is also a symbol of female empowerment. It could be argued that she is overly sexualised because she can be not because she needs to be. When viewing Lara through this lens, she is a symbol of female empowerment who needs nothing from male characters, in the form of protection or safety. Her appearance is a statement of confidence, strength and self-love. 
[image: ]
Fig. 22: Screen Capture Tomb Raider – Core Design, 1996
The 90’s first generation Lara, represented unreachable beauty standards with unrealistic, exaggerated proportions. This idea was mirrored in the movie adaptions of the game, where Angelina Jolie was cast to play the British heroin. Jolie was already idolised for her ‘heroin chic’ appeal after her successful role in Girl Interrupted and with this slender frame and ‘Double D’ breasts, she perfectly embodied Lara Croft. 
[image: ]
Fig. 23:  Angelina Jolie in Lara Croft: Tomb Raider – Paramount Pictures, 2001
Although Jolie is a real woman, her build and appearance was a still considered an unrealistic beauty standard to most women at the time. As technology and society evolved so did the representation of Croft, her appearance grew into something more relatable and attainable for real women. In in this current state of society the rebooted Tomb Raider franchise has finally come to a point where Croft is more than an object of sex. 
In both the movie and games, Lara now visually and socially represents the average modern-day woman. This is not to say she is any less powerful than the first-generation Lara Croft, she still has that same strength and confidence and it is by these principles that the franchise continues to evolve and grow. The progression of the representation of this character shows that needlessly objectifying females is not necessary to build and maintain a strong fanbase and it may spark the reinvention of other female characters in games. 


[bookmark: _Toc532347216]Indiana Jones 
[bookmark: _Toc532347217]The Male Lara Croft 
[image: ]
Fig. 24: Indiana Jones: Raiders of the Lost Ark – Lucas Film, 1981
Indiana Jones is a character that existed long before Lara Croft and this portrayal of a male character is an example of how men can be subjected to sexual objectification. This chapter looks at the other side of the male gaze and how it relates to the objectification of men as much as it relates to women; it will investigate the extent to which Indiana Jones is subjected to this type of objectification. 
Indiana Jones has often been portrayed wearing an open shirt and has also been featured shirtless multiple times in the series of films. The ‘female gaze’ is a term that is used to describe the way the camera sometimes looks at male characters, it has been used as an alternative to the male gaze that traditionally focuses on women. The topless scenes in the Indiana Jones movies view Jones through this feminized lens. This movie franchise shows that there are cases in media and entertainment where men can be used to satisfy female audiences desires, it isn’t always the woman who needs to be objectified. Indiana has been portrayed as a strong, confident man throughout the franchise. This strength has also been communicated through his appearance, for example, the posters for Raiders of the Lost Ark and The Temple of Doom, show Jones with an open shirt which reveals his muscly form. This is an unnecessary way of displaying his strength and it also doesn’t reveal anything important or substantial about his personality. This is exactly how many female characters are represented in media; they are judged on a surface level and their story or background isn’t considered enough to translate their story or captivate an audience.  

[bookmark: _Toc532347218]Modern Male Objectification 
Another example of male objectification would be the scene in Thor: Dark World, where Thor comes in from battle and is seen topless, giving himself a ‘sponge bath’. There is no real need for this scene as it doesn’t affect the story, it is simply included for the pleasure of the audience. If equal objectification is something to be achieved, then Thor: Dark World would be a good example of how this could be achieved with male characters. 
With this in mind, there is the strong argument that that even when men are objectified, it is usually to serve a purpose in the story. These scenes usually show the characters’ physical strength and power, it isn’t purely for entertainment (which is the case for many female characters), these scenes serve a purpose in telling the man’s story or communicating their struggle. Therefore, it takes away from pure objectification that females are often subjected to, so it can be said that male objectification has not yet reached the levels of female objectification. 
It would almost be impossible to eradicate the use of the male gaze in media as the male perspective has become fundamental in the way both males and females think. So, the only way to combat the biased objectification of women, is to treat the objectification of men in the same way as shown in Thor. This doesn’t mean that the sexualisation of females is right but, putting both sexes on a level playing field may be the spark that is needed to make a change in the entertainment industry.


[bookmark: _Toc532347219]Tropes Vs Women in Video Games 
The series is narrated by feminist Anita Sarkeesian and it investigates the use classic examples from games such as street fighter, overwatch etc. This video series looks at the reoccurring themes that come up in many games and the many tropes that are projected onto female characters in the games industry. 

[bookmark: _Toc532347220]‘Lingerie Is Not Armour’
This episode focuses on how characters and clothing design for female characters, feeds into the male gaze theory and tenders to the needs of the male majority consumer. One example that Anita uses in this episode is the first advert for Perfect Dark 2000. It showed a woman waking up, putting on underwear, dressing herself and applying make-up. At one point the voice over addresses the audience. 
“So you’ve got an important decision to make: What are you going to wear to work?” (Sarkeesian, 2016) 
This advert completely overlooks the characters’ skills and her backstory and instead, it is superficially focused on her sexual desirability to the audience. This is just one example of the extent to which female characters are subjected to sexual objectification due to the use of the male gaze theory in media. 
A characters’ costume or their clothing should communicate what is most important about them, it should tell the player what skills they possess and what their purpose is in the game. (Sarkeesian, 2016)
[image: ]
Fig. 25: Isabelle "Ivy" Valentine Character Concept – IGN., 2018.
An example of how this design rule is ignored, is one of Soulcalibur’s most popular characters, Ivy. Soulcalibur is a fighting game franchise and each fight features dangerously sharp weapons and deadly situations. It would make sense for all the games’ characters to be covered in safe and practical armour, but instead Ivy wears little to no clothing. She is a strong character with great power but the hyper-sexualisation of her character creates a blurred line between empowerment and sexualisation. 
Not all games conform to the ‘lingerie as armour’ theme, a great example of this would be the depiction of female characters in the game, Dark Souls. This game features hardly any costume difference between male and female characters and instead it is a great example of how female characters are designed with practical armour suited for their journey through the game. There are many other games that feature practical clothing for female characters, like Natural Selection 2 and XCOM. But when it comes to acknowledging games for great equality in character costume design, games like these don’t get the credit they deserve. This may be because they don’t adhere to the typical male gaze and even though they may be great in terms of gameplay, they aren’t visually controversial enough to appeal to the sexual desire of a player. 
[bookmark: _Toc532347221]‘Damsel in Distress’
[image: ]Fig. 26: High Res Krystal Screenshot – Krystal Archive, 2012
Another notable episode is the one where Sarkeesian focuses on the popular storyline shown many time, where a female character always finds herself in assistance of a strong male character. This damsel is often kidnapped or put in peril in some way and it is usually up to the male protagonist to rescue her. A perfect example is the 2002 game, Star Fox Adventures, where the damsel Krystal is in suspended animation and jazz music is played as the camera pans over her body. This signifies her as an object of desire to the protagonist and the player. This is a pattern that often occurs in the ‘damsel’ storylines, she is shown to be helpless and her desirability is played on; all she is, is a reward for the male character upon completion of his quest. This trope represents women as nothing more than a reward for men- both in media and in the real world. 
Not all games present women from this stereotypical standpoint, for example in Dragons Lair 1983, it is revealed that Princess Daphne is actually running away from the protagonist of the story (the player). This is a refreshing take on the damsel in distress storyline and shows players that even though their intentions may seem pure, they may be perceived differently by other characters. 
Another alternative to this theme would be Lara Crofts character, in many of the games and movies, she often assists and rescues her male companions. They seem to rely on her more than she relies on them and this portrays how a female can take a strong main lead in her own story without being a reward for some male character or even the player. The rebooted Tomb Raider games are a great example of Lara showing her heroic strength, and the way male characters rely on her are a testament to that, especially Jonah, one of Lara’s main companions in the games. The characters fate relies on Lara’s success in both the first and second games. 

[bookmark: _Toc532347222]Character Design
	“The character is always in service to the story.” (Tillman, p.5.)
When considering clothing, the design should always communicate the characters skills and purpose in the story. This chapter will investigate some controversial character costumes and explore the reasoning behind these design decisions; do these games adhere to this design rule and if not, can the costumes be justified? 
The Resident Evil franchise features storylines where main characters are often in contact with infected, contagious patients, scenarios like this would require serious protective biohazard gear. Below are images of the characters, Chris Redfield and Jessica Sherawat from Resident Evil 7: Biohazard (2017). 
[image: ][image: ]Fig.28: Right: Jessica Sherawat Character Concept – IGN, 2013
Fig.27: Left: Chris Redfield Character Concept – IGN, 2013

The pair go through a series of faced paced action and combat throughout the game, so ease of movement would be necessary, and their clothing should be durable; this should be reflected in the costume design. The male character Chris, is almost completely covered from head to toe; he wears thick protective boots and padded armour, leaving only his forearms and face exposed. While this isn’t entirely protective against infection, it is far better than the gear his partner Jessica wears. 
Sherawat wears a skin-tight bodysuit and high heeled boots throughout the entire game. The suit only has one full leg, while her other is left completely exposed with nothing but a gun holster strapped around her thigh. For the hazardous situations that this character faces, this costume is entirely impractical and in reality, it would prove fatal. The second fault with this design is the fact that she wears a pair of high heeled boots, there is no logical reason for the character to wear high heeled boots in combat and it would in-fact be a hinderance in a real-life situation. If the character was redesigned to better fit her role in the game, she would be completely covered ensuring there was no chance of contamination from enemy characters. She would also wear a pair of practical combat boots without heels, that allow for quiet easy manoeuvring. The only reason for designing a character with such unpractical clothing is because designers and artists feel the need to cater for the dominant male perspective that shadows over the gaming industry. If Jessica was realistically designed, her skills and purpose within the game wouldn’t change; the character would still function exactly the same and ideally it wouldn’t affect gameplay or functionality at all. Creating a character with more realistic attributes would work well in a game like this, but if a character like Ivy from Soulcalibur were redesigned. While it wouldn’t affect functionality, it would affect that fantasy aspect that the franchise is centred upon. The reason why characters like Ivy look the way they do, is because they can, they exist in a world of true fantasy and real-world consequences don’t necessarily apply to them.




[image: ][image: ]
Fig. 29: Left: Jessica Sherawat Costume Reworked Draw-over – Summer Gomes, 2018
Fig. 30: Right: Isabelle "Ivy" Valentine Costume Reworked Draw-over – Summer Gomes, 2018

The difference between these two games is that Resident Evil is more story-based and could exist in the real world, so changing a character’s appearance to better suit the story, wouldn’t affect gameplay or the games atmosphere. Whereas Soulcalibur is a stylised elaborate arcade fighter; what gives it that unique feeling is each character’s individual ability, their signature costumes and unique appearance. To change this, would subtract from the game’s signature fantasy aesthetic and it would leave it feeling like any other generic fighting game. 
Games like Soulcalibur feed into a player’s fantasy projections and that intentionally adds to the gaming experience and each character’s style adds to the uniqueness of the experience. Whereas games use characters like Jessica Sherawat, just objectify women in a way that doesn’t fit the narrative, they are just used as symbols that promote the sexualising of violence in video games to cater to that dominating male gaze. 

[bookmark: _Toc532347223]Character Customisation 
This final chapter explore the way in which male and female players approach character creation and customisation. Do they objectify their characters through this same ‘male gaze lens or is the reasoning behind the way some people personalise their avatars, about more than surface level appearances? 
“Customization may satisfy players’ need for autonomy, increase their sense of control over in the game world, and motivate them to come back and do the same activity.” (Turkay and Adinolf, 2015)
Some players find satisfaction in just knowing that they can create whatever or whoever they want without having to follow any social or psychological constraints, that they normally would I day-to-day life. Customisation gives people the freedom to create and explore their characters however they’d like; whether that is creating something entirely random that doesn’t suit the game or alternatively, creating characters that echo the players’ appearance in the real world. It is this freedom, that experts suggest is what keeps them playing. 
“These men strongly preferred attractive avatars with traditional hairstyles—long, flowing locks as opposed to a pink mohawk. (…) These men created female avatars that were stereotypically beautiful and emotional.” (Grayson, 2014)
Another study explores the psychology of male players when creating and playing as female character. It shows that even when men oversee the creation of a female character that can resemble anything or anyone, they tender to their own idea of the male gaze. They create their female characters as their ideal fantasy even though this is the character they are playing as, not a character they are trying to rescue or win over. This is an example of how, even when in control of creativity, people unconsciously stereotype their own characters, and this results in creations that players think are a true reflection of what society finds ideal.
Creating and playing as a character of the opposite sex offers some players a feeling of equality and it also presents them with a chance living and seeing things from another perspective. (GameSpot, 2016) 
Playing as the opposite sex or even a minority can help some players get a glance of what these players go through and it allows them to apply these scenarios to real life. Approaching customisation from this perspective is not on a new and exciting experience for those who choose it, but it can also be informative and benefit them in the similar real-life situations. This approach could be tailored to create experiences that can be used as a form to bridge some of the gaps in society. It can be marketed and used to create a better togetherness and understanding between all types of people in modern society.
	The Lara phenomenon is the idea of dominant strong female character that can lead a game. (Jansz and Martis, 2007)
Many women prefer to stick to female gender roles when playing video games. This idea of the “Lara Phenomenon” is extremely attractive to women and it may be the main reason why many women prefer to play as female characters. Games are sometimes used as a form to escape from real life and give players the chance to experience an ideal version of who they could be and what they can achieve. This female power is something that is often denied to women in the real world, so it wouldn’t make sense to give it up in a virtual world as well. 









[bookmark: _Toc532347224]Conclusion  
The investigations conducted throughout this essay have proved that the male perspective is still very much dominant in social thinking, and for this reason, the objectification of women is something that will always exist in entertainment. While a lot of forms of media and entertainment are taking a large step towards bettering the representation of women, games still aren’t as progressive in their approach to this movement. However, the rebooted Tomb Raider franchise is a big step forward for the game industry and this will likely spark the progression of female empowerment and reduce the overuse of sexism in the industry. The timelines of the Tomb Raider franchise and the progression of society through the 90’s to 2000’s, proves that ideas and perspectives can change over time and influence the products produced in entertainment. 
The male gaze still has a strong hold on creativity in the games industry and on how women are portrayed, but there are several titles and franchises that are making a change. They are leading the way for better female representation and empowerment within games and the entertainment industry. Movies are also making a large step in equality between the objectification of men and women and this is something that could be adapted in the game industry as well. The male gaze will always be a factoring element when it comes to design and even the way players view themselves and their characters. This isn’t necessarily a bad thing, as games are a form of escapism and even though they often mimic and represent social mindsets, they aren’t a true indication of what every individual stands for. Games are made to engage and entertain players and using sexuality just happens to be one of the methods that they use, but it isn’t the only thing that games focus on. This doesn’t entirely excuse the misuse of the sexualisation of female characters, as games do still tend to address social controversies and therefore, there must be some degree of responsibility on developers and designers to portray their characters fairly with the progression of social perceptions. 
Just like any other form of media games offer a wide variety of choices for players and not every title is designed or focused around the male gaze theory. Lara Croft is the perfect example of how a character started as an objectified sex symbol but with the progression of society and philosophies. Her character transformed into a true symbol for female empowerment and is now represented as equally as many male protagonists in modern day media. This bold step with society will likely promote better representation in future titles to come and it prove that the male gaze isn’t needed to create a strong successful series of games with a character who is every bit as interesting as her first-generation model. 
The investigation of a players’ perception of character creation, concluded that the male gaze does still influence how some people create their characters. But it also proved that there are other approaches that players take for a variety of reasons. As gamers, people embody many different forms when playing games and not only do they affect these forms, but these forms affect who they are in both the game world and the real world.
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