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Abstract

This study examined the portrayal of female characters in current video games. We did a content
analysis on “The Best Reviewed Games of 2021” (IGN). Results indicate that the number of female
characters in our study does a significant improvement over previous studies, and the percentage
of primary and secondary female characters has generally increased. There is a correlation be-
tween capability and sexualization of female characters, and women with superpowers are more
likely to be overtly sexualized than those with physical abilities. Compared to the secondary fe-
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male characters, the primary female characters are more capable and more sexual. The current
gaming industry is still dominated by images of women who are both sexualized and capable. The
study also found that the female characters in East Asian games are both empowered and sexua-
lized, while North American and European game developers tend to emphasize women'’s strength
rather than sex appeal. In short, there are more female characters in video games, and they are
sexualized but capable.
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1. 5|8

P M 245 A% R AR T A e B AR B (Twenge et al., 2019). 17 4 ACEAMS B M EASE R — 362, w2
B FIRIIAT . P E AR SEC R 2 AT €2022 45 b e AR 2 ) FEH, PRk A
PrREg B NIL 2658.84 [ N, ik A P HIBGL 6.64 12 [EIRS (2023 SE4ERTTHRE ) T, 2SEREH
33.81¢Iu K lid H 1877123 To A (Newz00) o FL IR JRUBE SR 1S T 4125 % S0 H N 22 B SR U 00T
TR ERR (Gerbner et al., 1994) A AL AT AR B FF 5 ISR 1 52 A0 2 IS IR . Williams (2006)58
R 1 HF R IR A SN R AT REE, At S A e U0 S RO B S PG R I BVE R T, IR
ARATANON 2T TR it i ot It PR S B2 2R ViR I BRI ) R IR S s FO AT TRt 1 5 Pl SRR AR5
MNIVR AT RERX LEAR TG 4 7 BBt Frb 25, B DAFRATE L8 F IR FE T8 S 30 1 (TR A 25

AR TN B IR R FEEPEM AT : — &5 JI75E (Groves et al., 2019; Ivory & Kalyana-
raman, 2009); SEPERIEL AN ZY, JCHRMHA LIRS Y7 TR — DN AN HENASKRIE T it
aiAth (K PER 51 B BRI 51 1 (American Psychological Association, 2007). 7%k FF 2o €6 1 Ak 2k
B M AR E EMER A E RS, AT SRS ERE. AR T E H R A S R A
MR ARG EE R . KRENEDPTRIL, B A O R 80R & EERAS, a2 IRE . &
PE{LFI(Beasley & Collins Standley, 2002; Dill & Thill, 2007; Downs & Smith, 2010; Jansz & Martis, 2007;
Martins et al, 2009). — RFISCUFAF TR, A8 PEAL 2otk M BT IR I A IR 35 T 38 |k H R
AR B 2V A ) B A DG A B R B R RS2 MR 2 M B im) (E5 V0%, 20185 Behm-Morawitz & Mastro
2009; Burnay et al., 2019; Fox et al., 2015). {HBEFE 23 CRIMHED,  HLF-UFRAT MACF X6 P 30 AH 5 R 4tk o7
BRI IR A OIS B R B, G 5 2 R E T e 2 et B S . AREIM—1R
(Lynch et al., 2016). Rk, &5 B HAG IS 2 1 3290 H ek b oM B i B 15 0L 1

Braun Al Giroux (1989) 1 (AR & 1 HTHL A 55 AN Lo MR RIR AR 0 R A2 32 AT R B 25 5 1tk R A
HAE BRI AERCE B 2 T0 8 2otk B A R 505 BT - Dietz (1998)% 4 i 55 52 WG ) 33 3R EHL
TR BT AE, RIAE U PRS2t . DR A 0 7 2Rz IR . 33 FiFRk
BE 30% e Mg LA, 21% 8 i 2 ER, RE 0 mMa Rl Zm . Downs
A1 Smith (2010)iF—AE R T H W) “VEROTR” LR MR IIFEAS T i 2V A £ 5 S A
I 14%, EtEm OB B A O E T REREE, WA AR SRS 75 Rig HAG N
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BRI — RIS T & R AR I 7 RN B, B SR — B 4518
LA BT PR EA L, BREEEMILN(Beasley & Collins Standley, 2002; Dill-Shackleford et al.,
2005; Martins et al., 2009; Williams et al., 2009),

EAFERERISZE, Lynch 55 A(2016)M— TN BT TARITECE, MATRILE 2006 4F LK &P
FE P AR B BT T B o 45 27 %2 (2022) AT I SCAR R ATk 2R & 42 17 20 12 80 AEARLLKRE N 4h A
IR IRV RARIE,  SAA T 5 I HO6F Lo P P Al i L 22 BB I B0 A Pk 553, ek A € 1 i
TR B AF LU ST ASIE . DRk, FRATTHR H AN T 90 I 8 DA AR 52 224 A7 R0 P e A £ ) 3R AE -

RQ1: AT HLF IR 2ot A 6 i) H AR G i 2

RQ2: 4Rl LTI b 2o A O A K ey 2

TERR A VT BB — 0 R AR A, AN AT A 5 — B R B SR ) A € S TRk A T
FTREH. o WERTT R IR T (S P RS 7 ASE AT 45 FUR RR H bR, oMl sk A (A8 B RE T vk 1 AT T
12 5l . B H e ot (8l R SR PR R — T, AR AR E AN H 3 Jansz
Al Martis (2007)875 T “BHHiILER” ——AITn 21 tHEWIRATHI 12 ZE PR B, KBl
PEAR A0 EARFFIE R ZIBR 1), AR AT R ERLE R A b T P45 Bl 2 A, “o5 Rl ” BRIk b
BT IRBRI) . BRI o5 SHVAL Lotk o AU TR B AR Lo MR A BT 1 S R AT
PERERR T A gt M e A, 51T 2 MR S T 2 AR ED R I (MR 4%, 20195 Perreault et al., 2016,
Perreault et al., 2022). [FItk, FRATA 2 A B0 S e oL 70 sk b 2 15 R B T KA R D16 Lok

RQ3: Rl BTk L £ €6 1 B 0 42 475 1o e 2

SRR 5 5 — AN A B B AP R AR . Dill A1 Thill (2007)% B Uik 4 & 3 1
ORI RIA 39.2%M LM EaMA SRS, MATA X PRI FMEE A S, A
B W A LM D R 58 AR FRATTA B 2 0 3 R U P Lo A e R AL R M 2 (R TS AT
IHAEEREL, FEHME—0 “88)1” 7R “Bfk 187 f “HRe))” WANEE. ¥ ENE T LB
MURE AR PR, TR SEUAE A G L= R AR HBOR TR ZAREN R . X — SRR
HEVE SR ORI BRI TN RSE, 2ot R IR 3 A D) 52 i i) & 44 #f1 28 (Burch & Johnsen,
2020) HEH LUT A) R

RQ4: ViR A B A KT 5t BT 348 1 S 4k 0 B B2 M e ) R 2

WA F AR T I E BT, RIS o B ORI B A (X R A e . fE— AN
FHIIAEE T, LA R R, IR R 20 Lo AR A E A (Dill-Shackleford et al., 2005; Downs &
Smith, 2010). {2 P05 ECE 13N LR Aotk Mol B s in, B0 20 38 2 Lo S st Ui
TG EF E S B . AR, BRI TR T Lotk A B MR OT R, AR
THEEM RN AR RF S W O DL B AR SE UR, SX AT T B 3 S 1 R . Rt

RQS: YRl B b Lot M e AN [ A €58 A i) 2 AT 8 Bl e 2

RQ6: VIR A € 2 T HE () B D AN /K1 5 1 %) £ €858 A OGNS 2

TR IF R A b2 SO SO B B S, — IO FEUE S 7 IX PO s H AR AR S ek i &
PE A G A (RIS AE B AL, T 7E 36 B TAR ek I G Rz %, %2R Reaxt HA
FE2 MR IR [ 1 5 A €0 T AR K S (Tompkins et al., 2020). L7k E A 7 B YE, HFRE 0%
S P B £ R R T & 2 (e B (Williams et al., 2009). 140 Guerrilla T.4F = (I E A Angie Smets ¥
FR, PlayStation “F & ML MEDUEK LN 42%, PUIGIE BT 22 3 s AR i A1 78 4> 5 RS T B
MR, AT SR RIS R N TESE AN & /M. TRt

RQ7: ViR A E I RE ST FIPEALK ST 2 75 PR S I 35 P i b DX PR A [ o S B0 22 5 2

DOI: 10.12677/ap.2024.141055 397 o HE R


https://doi.org/10.12677/ap.2024.141055

KA

2. B
2.1. X

] T IGN PRIERT “2021 S HAZEF IR 1ENFEAN = 80). TGN PR 4 L X (I HE A J5 U A2 4
FERE,  CROZIFVET B AR EIR B AL MISE R LB UL, AR TR TR A E
MFHE T HoR N A . i B HRER L AT DL Bu X B AT € M AR Ik, DL RIS S A AN REia
I NREVIE R, A 51 AR T IR GRS o 3 HT IR IR 438 ) AT 2 A e R LR, Rt
FRA I FERT Bk XA AT B AL BEAT RS o i xR A% Fr AT AL S B B xR P K EEA L
E FMBTEYLUR SN A, AERATREAE B AN [ N IR i 2 3 & E B .

2.2. AT E

AT LA T8 TT. SN TR k. IS SRR RO R P X

XKy BRI IS JE3E. BRI ARAMCRFEM. 58 =D otr oM t. Fra Mol 1k

A ERE A ORIGG. Tt ft, Dot eE IR ACE . 2% Downs All Smith (2010)]
“PEAL” gmbLSii, T SEhRgE SR LA AR TR R S e EEh i, RERE T =2k

Wi ERANERLLS]. IR C i PRI, g BOCERBIZA SN BRI, A AZ A

ORI AT IR . JATH “8E77 e SOVMEIEL T BRPAT . MK 5555 H L S iE st
&z, I BARYE Mt Be IR 0 N S R T BN RE ) o e B gmRd S5 AL N & A8 B I TEAEE UL 1.

Table 1. Overview of coded variables

= 1. 4wRLLEH

- ‘ ‘ “HE R
Bl HEX s (Krippendorff’s a)
&% =0
NN KR =1
HX WERRIT B BT X o R =2 /
KM =3
J FE NS4 J Ltk =0
PE3 R MEOMEIRE, AL S . Bk -1 0.96
LB O RS ITRIF, A0 AR T
ey ETRERRR. GRS N A G,  EEAE 0
3 ML B R 8 WEfn -1 :
WE S LB MBI
ey VUL EE S TS INGO0. B BRK RE =0
B, SRR A FLCH LA (PR R TR . PR — 1 -
A AR B0 B L. 5 W BATHE =0
BB ARSI SRS, T “WCr W I DAL W = 1 0.93
MR, SN WA . SEAME =2
SUCOIGEN) R, BRI, KSR, 0 0
oo SETBURSAT BRI EEI, BR BER BT =0
HBHRED PR 3 B RS ST 2. -1 0.94
) RBHIBAAR . T RIS A e 10
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2.3. WEEREA—BMRE

AP IS N RS 5905, Horb— i N B A A 5 ik ek, 1 — i A =5
BT R TR FEIENGMAG AT, S ARRT SERE A B 7R EAT AR A R BRI, BB S0
N SRAE TR 565 R 1 G b — Bt A0 A B mT 4252 7K1, Rl Krippendorff () o 5% (Hayes & Krippendorff, 2007)
155 0.8 DL Eo XGRS, #a NS ILEGAY T SRR L) 20% (1 B = 1D T35 — 8k
VAL, FLAR 40 T UERR Fi AR AN 2 il gm g L 20 300 LR R SN R 3 — B VPN 45 R 1:970(0.96)
MEERL(0.94), HH(0.92). #RE(0.93). HHARLLAI(0.82). K J1E(0.94). HAETI(1.0).

3. &8

— i T 524 Lk, HAh BMEAG Y 65.5% (n=343), LHEMAEY 34.5% (n=181). NI
ZHYEMEOS R M PEAE, T Downs Al Smith (2010)& B LI TR 5 S0 RS, BI 5
PEA O 86%, ZeMEM L E 14%. 43 BT R BIFRATREAS b P A (0 (R 250 o LU AT Downs A1 Smith it &
LA EE B B3N, % (1, n=524)=183.65, p<0.001. #t—LEe A FIREEN RGN, K
L B AT 32 B A R B (n = 41, 39%)AH%% T Downs A1 Smith & L 12% 52100, « (1, n = 524)
=72.74, p<0.001. &MEMAEETIREMCREEI(n = 140, 33.4%)F 5T Downs £l Smith &I 15%5
ERIN, (1, n=524)=111.42, p<0.001.

— I 7181 AL, BARMIEAGFIRE D AR UL 2 fd 3. @B IRRE R, 5%
A BT VAR Lo P AR 8 5 R 1Y) 52.5%, SEA A RILHEATATRE /I B Ve A 8 5 SR 1) 31.5%.
TERTA M, o bR 2 I 2 BERE A ORI e N RE 1 (n = 71, 39.2%), G BEHIE NA fe
THEABE A (n = 53, 29.3%), R HEALTI AR RE I &t b (n = 15, 8.3%).

Table 2. Frequency and percentage of female characters showing sexualization categories
2. LM ABEENEANNERSE S
e PREE Er ikt
— R AL % W R o R 5% SEAARER — i Lkt ok L
n=111,613% n=70,38.7% n=124,685% n=50,27.6% n=7,39% n=138,762% n=43,23.8%

Table 3. Frequency and percentage of female characters showing capability categories

I3 LM ARREANLNNIHSE S
Sk HRE )
B &) B &)
n=068,37.6% n=113,62.4% n=144,79.6% n=37,20.4%

R -RARIG I T8, 50 i e & AL S AN - RE ) SO IR K &

BRI BAERGFERERR, ¥ (1,n=181)=6.84, p=0.009, Cramer’sV =0.194, HA &Gk }1E
(1 2 1 Ay b R BRI L9 (46%) i T-0H B 1 B I e M 61.(26.5%) « 1A KIS 4 71 2 AR
& S SR LI R R

HBREN B BIFAERZE R R, ¥ (1, n=181)=6.41, p=0.011, Cramer’sV=0.188. EAMHE NI«
P AR £ PR 35 25 1 AR (56.8%) i T80 B BE 71 1A Lo V£ £4(34%) « ERE IR BEAFE R E KRR, o (2,
n=181)=6.39, p=0.041, Cramer’s V =0.188, 25 BRI A HEE 10 Lotk M i 8z r b
151(43.2%) 0 T34 RERE 10 Lot f 6.(23.6%) . FRAE IR SR LLBIFEE R E SRR, o (1, n=181) = 12.64,
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p<0.001, Cramer’s V =0.264. EA RS2t IS Tk B A EL ) 1 LA (45.9%) i3T5 A e g
B L 1 A .(18.1%) o

2% Lynch 55 N2016)fi%, FRATKAE S #RERA S LS A& s —AEED 0 2 4 1t
thtekr. BRI B S Z MAIEE SRR = 0.08, p = 0.272), FFEHLFFEE 10X 70 ZARPLF 73k ik
AR, FUEESEER gk “ RS RAR” X—E&S 500, BT 2RSS
o347, B AE A AE 2 200 Kruskal-Walis 5656 o A7 1A [F) A B g AL M e AR 2B 2 R,
H(1,n=181)=5.45, p=0.020, Cohen’sd=0.319. HAKMF, FEMEMELKFM=132,SD=1.17)
BERTIKEMEM=0.88,SD=1.16), A EMNSRENGFERERFR, ¥ (1, n=181)=17.40, p <0.001,
Cramer’s V =0.310, 3= B 408 2 58 7710 LLATI(95.1%)iz8 =y T IR 2 2o M A £4.(60.7%)

AN EHBIX RT3 BT Q3 () PR A e VAL FE S L R IR 2 5%, H(3,n=181)=35.62, p
<0.001, Cohen’s d = 0.951 .3 — LW LA I, LB TE R I A 35 BTl 1 L P A B R 1A 7K S (M = 0,87,
SD = L1 BFEKT HRIW(M=1.55,SD = 1.20), brfteiesiil&8-3.25, p=0.007. BRIERRIF K Bl
I A AR K (M = 0.40, SD = 0.78) R KT A W(M = 1.55, SD = 1.20), Ir#ERIRSTHEA
—5.70, p<0.001, FHRIFREABHX SHEHGAEEERR, (3, n=181)=12.47, p=0.005, Cramer’s
V = 0265, BAKIME, JLSEFAR AR & & BT 8 i v M e B A se It i s, 400l 82.6%
M 72.6%, [FIEEIRGL T BRI N 55.4%, KEEDPNA 33.3%.

4. #ig

VR A BRI DA TN . Lot M B & (34.5%) T ARG T 53 M A €4(65.5%), (RARE T
Downs F1 Smith 2010)FT KILHI 14%CEH T BE kT

MR FOREA B A AT A 2R, (H A O REEAE S L BA 38.7%, 5 #EE Al
SERRRERNT Y 31.5%, FIKILEINT 5 23.8%. %45 RERIAW A —F(Dill & Thill, 2007; Downs & Smith,
2010), HLFIWERRH LR . 2 R RE I, BT SRR G RE I ot A
5 B EAR ) 68.5%. Dietz (1998) &I 4 (% S0 7] T ZA Lok, BB L P2 2 F 3 . Dill Al
Thill (2007) & BUK & LM M TFin BAA B, (Hib IS ARt ik AT R I
e BAEAL SEE SR LT B IH 3 S B TR A (39.2%), (B BA Gt RPN LM S A8 15 32
(29.3%) . FLTIERR T 46 3R L M BT L 46 1) 0 A AT T e A B4 i ——3X TE R T AR A ) 5 —
—RAEH L i DA (I A 715 B OE 2 5 xR (1 A1

BT A BRI e, wRe A EA SR T8N LM e Re MO E 3, iR
AR L O E T RE IS LS. BRI SRk SRt fl. X 5RATOHE 8 Lhmange
NEVAEYEZ FAFTE RS, #W TR I LA B R ST, ZhEMERABRN &,
KA, AR SR, JUHAE R /0 b K& A AT 1 R 77 HE LS AT T
SREHEUTE . FRAT AR ARt S A 7, R A iR AT AT R i R AT ZIAE, A TR TG
BUSERUE . {HIXTEVR[EI R Burch Al Johnsen (2020) (15 5E: A4 M CAsME BT B2 — 558 7 A 1%
BRI, N A RE LA TR EIEIN MR ? Fredrickson Al Roberts (1997)IA\ A%} o B &84k
TR NI 3 L P PR B 5 R S A TP B AR R I 5] 7. AR SE IR Ak R AR I L B T, B
AR Y RN AR S ECERE. RS R IR A T R IR A B TR
S AR SR BEAR S U E 1 BRI, X e — R AL fE AL

5 Downs Al Smith (2010)FIEHEAHLL, Lok 4R4T 3 B A 0 5 IR E A B 1 Lu ) & 527, 73008 39%
I 33.4%. BEAWER AR CHE AR, B F 2 SRl R M B, T3 BT, T2 AT 2 A8 SR
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FKIRBAERF G o Perreault 55 N (2022)I\ Ny, ML PR 2 AL L A TR EHIE S B K 2
FIERAEE, maa TIEME T LR E . B2 oM R MRS A T RIS,
B R R I T DU 2 1 T AR BRI LA f. TR E AR, FEL
PEAERIRE ) EEACFE S, MWAKPES . FEAGHENFHEZAE, Ao R Z &6
PATE AT S5 FE B H bR o EEE A (0t R Dok e B i B R €, DR xR R 385 i ) Tt AT T80 145 B8
APER S T AR G e 5 B, e LIRS T8 K T BT B 52 AT A R U )

FEA BTN B KRN DX I B0 R B2 D s RILVEEAFAE, RUISRR R R T R, Bl
JESEth X FIRT b o FRATTAR IR AR M3 3% Lot AR L A KT S8 3 vy T A SERIRR PN, [R) ) 25 S A B S T 2k
W Ve B RE T E AR KV . B P SROBR R F RS Tompkins 55 A (2020) KILAEH—F, DLHAR
AR AR 7 2R P 70 o 2 e PR SR, TR T LM A B 8 ) B (RN — s s A AL . R ECRIIBM 5%
FRIE . AHERM S, BRSE AL 20 BB AR REL, 2014 451 “BuaR T 154 (GamerGate)” BRI AR
T | AL 0] RS B b 2 R AE NATTIHIAT, AT AE sl sk A1)« AR B LR B BEZLT 8 (Gray et
al., 2017)o ZCPRIERRA (T RIBIE 1) 22 S 98 bl 7 ASEHB DO R PR BAR S T, — e R B
e 17 AN [o) 4 DX P R S 458

YR FREAR TR AN SRR, AR TET] DA G AT A R BT . (2022 4 [El k™
VAR5 ) SR BN R SEBR A B SO T RR T 3 S AL ) 72.61%, A& TR RV 2 7 3 S8 45
] P = L PRI BT X 22 o et S A R 2SR SR SRR 44 3R I e i A i ) 1) O 2 — B vkt B
ZAWE SIS, 4 T IR RE AL S PRI . To 1R A2 2 PR A EUE 2 5 1 A CA R 2 Bl 1t B It A
Pt 22552 (2022) 8K I 2010 2 5 BN T ML T KR EMEMEGRZ VLN 8RR 2 M. #%
ke X A M N S, Bk S n] REH IS PEAR DG R AR S MR B BT ) (Y a0 et al., 2010), 1
BN AR AT RE S B RALE R . ME TR &, B s B B AEFENE, Busd al LLBE I bl bR fid
TR 2 NN A, R Y AR Ak AL B A A RT e S50 S A ) R

WA AT IR 45 F T LI SEUERF S8R A 5 ) o ik 5 FUAR R 1 b A o e e x5 A €600 B 2K 1) A7 12 5
i(Burnay et al., 2019; Fox et al., 2015; Vandenbosch et al., 2016). X Tt Hm KK Lt RE
Behm-Morawitz 25 A\ (2009) M SZHIE ¥ AR B R B VAL Lo el R BB )5, o MR ) B BRRR IR BRI . XA
IR AN B R RE 7T IS FE I A, T ik 1 A Sk €0 B0 o AN el AR P Lo P ik B AN 2 [ R
I . ER TR AT REFAEE “EIERN” (Ferguson, 2012), BG4 A SOk iy 1 505 ) N 25 5%
AN EIEG R Z AN LM AR EE, Lol 20 B O ST B BCS5 ITA (F BE AR T A R B R 3
BEAE TR S BB I S R, SRS A 10, ROREI F0 R 1% B AN e AR R 22 1)
PER, JUHAERETS A SZ AR A0 0 B TR R AR A s
5. &g

BT ORI LA A ) iz AL, (BT R IR L TR AL I T R Lk
fith, BEORBENRI LI R AL . BA A BARKA T 2 i xR 10 A G BT RESE T AW e At
TR, MAZRIAVEARSCE R . ik s A d AR g, BT koA JOE ) — L
A4,

&5k
WRIBI2(2019). HEA SR FHIE THemi 7. it hiiese, EIT: HITREE.
FEE(2022). 1EHFFHE T HE TH T LA C AT 7. 22 Aig s, Jbat: JEatshEE K.

DOI: 10.12677/ap.2024.141055 401 (LA


https://doi.org/10.12677/ap.2024.141055

KA

SILH(2018).  FERCIE LAEDER A EXS B A LR A 85 R 2, B2 S, S Sr Vi KA.
American Psychological Association, Task Force on the Sexualization of Girls (2007). Report of the APA Task Force on the
Sexualization of Girls. American Psychological Association.

Beasley, B., & Collins Standley, T. (2002). Shirts vs. Skins: Clothing as an Indicator of Gender Role Stereotyping in Video
Games. Mass Communication and Society, 5, 279-293. https://doi.org/10.1207/S15327825MCS0503_3

Behm-Morawitz, E., & Mastro, D. (2009). The Effects of the Sexualization of Female Video Game Characters on Gender
Stereotyping and Female Self-Concept. Sex Roles: A Journal of Research, 61, 808-823.
https://doi.org/10.1007/s11199-009-9683-8

Braun, C. M. J., & Giroux, J. (1989). Arcade Video Games: Proxemic, Cognitive and Content Analyses. Journal of Leisure
Research, 21, 92-105. https://doi.org/10.1080/00222216.1989.11969792

Burch, R. L., & Johnsen, L. (2020). Captain Dorito and the Bombshell: Supernormal Stimuli in Comics and Film. Evolutio-
nary Behavioral Sciences, 14, 115-131. https://doi.org/10.1037/ebs0000164

Burnay, J., Bushman, B. J., & Largi, F. (2019). Effects of Sexualized Video Games on Online Sexual Harassment. Aggres-
sive Behavior, 45, 214-223. https://doi.org/10.1002/ab.21811

Dietz, T. L. (1998). An Examination of Violence and Gender Role Portrayals in Video Games: Implications for Gender So-
cialization and Aggressive Behavior. Sex Roles: A Journal of Research, 38, 425-442.
https://doi.org/10.1023/A:1018709905920

Dill, K. E., & Thill, K. P. (2007). Video Game Characters and the Socialization of Gender Roles: Young People’s Percep-
tions Mirror Sexist Media Depictions. Sex Roles, 57, 851-864. https://doi.org/10.1007/s11199-007-9278-1

Dill-Shackleford, K. E., Gentile, D., Richter, W., & Dill, J. (2005). Violence, Sex, Race, and Age in Popular Video Games:
A Content Analysis. In E. Cole & J. H. Daniel (Eds.), Featuring Females: Feminist Analyses of Media (pp. 115-130).
American Psychological Association. https://doi.org/10.1037/11213-008

Downs, E., & Smith, S. L. (2010). Keeping abreast of Hypersexuality: A Video Game Character Content Analysis. Sex Roles:
A Journal of Research, 62, 721-733. https://doi.org/10.1007/s11199-009-9637-1

Ferguson, C. J. (2012). Positive Female Role-Models Eliminate Negative Effects of Sexually Violent Media. Journal of
Communication, 62, 888-899. https://doi.org/10.1111/j.1460-2466.2012.01666.x

Fox, J., Ralston, R. A., Cooper, C. K., & Jones, K. A. (2015). Sexualized Avatars Lead to Women’s Self-Objectification and
Acceptance of Rape Myths. Psychology of Women Quarterly, 39, 349-362.
https://doi.org/10.1177/0361684314553578

Fredrickson, B., & Roberts, T.-A. (1997). Objectification Theory: Toward Understanding Women’s Lived Experiences and
Mental Health Risks. Psychology of Women Quarterly, 21, 173-206.
https://doi.org/10.1111/.1471-6402.1997.tb00108.x

Gerbner, G., Gross, L., Morgan, M., & Signorielli, N. (1994). Growing up with Television: The Cultivation Perspective. In J.
Bryant, & D. Zillmann (Eds.), Media Effects: Advances in Theory and Research (pp. 17-41). Lawrence Erlbaum Asso-
ciates, Inc.

Gray, K. L., Buyukozturk, B., & Hill, Z. G. (2017). Blurring the Boundaries: Using Gamergate to Examine ‘“Real” and
Symbolic Violence against Women in Contemporary Gaming Culture. Sociology Compass, 11, €12458.
https://doi.org/10.1111/s0c4.12458

Groves, C. L., Plante, C., &Lishner, D. A. (2019). The Interaction of Contextual Realism and Fantasy Tendency on Aggres-
sive Behavior Following Violent Video Game Play: An Indirect Test of Violent Content Effects. Computers in Human
Behavior, 98, 134-139. https://doi.org/10.1016/j.chb.2019.04.006

Hayes, A., & Krippendorft, K. (2007). Answering the Call for a Standard Reliability Measure for Coding Data. Communica-
tion Methods and Measures, 1, 77-89. https://doi.org/10.1080/19312450709336664

Ivory, J. D., & Kalyanaraman, S. (2009). Video Games Make People Violent—Well, Maybe Not That Game: Effects of
Content and Person Abstraction on Perceptions of Violent Video Games’ Effects and Support of Censorship. Communica-
tion Reports, 22, 1-12. https://doi.org/10.1080/08934210902798536

Jansz, J., & Martis, R. G. (2007). The Lara Phenomenon: Powerful Female Characters in Video Games. Sex Roles: A Journal
of Research, 56, 141-148. https://doi.org/10.1007/s11199-006-9158-0

Lynch, T., Tompkins, J. E., van Driel, L. I., & Fritz, N. (2016). Sexy, Strong, and Secondary: A Content Analysis of Female
Characters in Video Games across 31 Years. Journal of Communication, 66, 564-584.
https://doi.org/10.1111/jcom.12237

Martins, N., Williams, D. C., Harrison, K., & Ratan, R. A. (2009). A Content Analysis of Female Body Imagery in Video
Games. Sex Roles, 61, 824-836. https://doi.org/10.1007/s11199-009-9682-9

DOI: 10.12677/ap.2024.141055 402 (LA


https://doi.org/10.12677/ap.2024.141055
https://doi.org/10.1207/S15327825MCS0503_3
https://doi.org/10.1007/s11199-009-9683-8
https://doi.org/10.1080/00222216.1989.11969792
https://doi.org/10.1037/ebs0000164
https://doi.org/10.1002/ab.21811
https://doi.org/10.1023/A:1018709905920
https://doi.org/10.1007/s11199-007-9278-1
https://doi.org/10.1037/11213-008
https://doi.org/10.1007/s11199-009-9637-1
https://doi.org/10.1111/j.1460-2466.2012.01666.x
https://doi.org/10.1177/0361684314553578
https://doi.org/10.1111/j.1471-6402.1997.tb00108.x
https://doi.org/10.1111/soc4.12458
https://doi.org/10.1016/j.chb.2019.04.006
https://doi.org/10.1080/19312450709336664
https://doi.org/10.1080/08934210902798536
https://doi.org/10.1007/s11199-006-9158-0
https://doi.org/10.1111/jcom.12237
https://doi.org/10.1007/s11199-009-9682-9

KA

i

Perreault, M. F., Perreault, G., & Suarez, A. (2022). What Does It Mean to Be a Female Character in “Indie” Game Storytel-
ling? Narrative Framing and Humanization in Independently Developed Video Games. Games and Culture, 17, 244-261.
https://doi.org/10.1177/15554120211026279

Perreault, M., Perreault, G., Jenkins, J., & Morrison Credeur, A. (2016). Depictions of Female Protagonists in Digital Games:
A Narrative Analysis of 2013 DICE Award-Winning Digital Games. Games and Culture, 13, 843-860.
https://doi.org/10.1177/1555412016679584

Tompkins, J., Lynch, T., Driel, 1., & Fritz, N. (2020). Kawaii Killers and Femme Fatales: A Textual Analysis of Female Cha-
racters Signifying Benevolent and Hostile Sexism in Video Games. Journal of Broadcasting & Electronic Media, 64,
236-254.
https://doi.org/10.1080/08838151.2020.1718960

Twenge, J. M., Martin, G. N., & Spitzberg, B. H. (2019). Trends in U.S. Adolescents’ Media Use, 1976-2016: The Rise of
Digital Media, the Decline of TV, and the (near) Demise of Print. Psychology of Popular Media Culture, 8, 329-345.
https://doi.org/10.1037/ppm0000203

Vandenbosch, L., Driesmans, K., Trekels, J., & Eggermont, S. (2016). Sexualized Video Game Avatars and Self-Objectification
in Adolescents: The Role of Gender Congruency and Activation Frequency. Media Psychology, 20, 221-239.
https://doi.org/10.1080/15213269.2016.1142380

Williams, D. (2006). Virtual Cultivation: Online Worlds, Offline Perceptions. Journal of Communication, 56, 69-87.
https://doi.org/10.1111/j.1460-2466.2006.00004.x

Williams, D., Martins, N., Consalvo, M., & Ivory, J. D. (2009). The Virtual Census: Representations of Gender, Race and
Age in Video Games. New Media & Society, 11, 815-834. https://doi.org/10.1177/1461444809105354

Yao, M. Z., Mahood, C., & Linz, D. (2010). Sexual Priming, Gender Stereotyping, and Likelihood to Sexually Harass: Ex-
amining the Cognitive Effects of Playing a Sexually-Explicit Video Game. Sex Roles: A Journal of Research, 62, 77-88.
https://doi.org/10.1007/s11199-009-9695-4

DOI: 10.12677/ap.2024.141055 403 (LA


https://doi.org/10.12677/ap.2024.141055
https://doi.org/10.1177/15554120211026279
https://doi.org/10.1177/1555412016679584
https://doi.org/10.1080/08838151.2020.1718960
https://doi.org/10.1037/ppm0000203
https://doi.org/10.1080/15213269.2016.1142380
https://doi.org/10.1111/j.1460-2466.2006.00004.x
https://doi.org/10.1177/1461444809105354
https://doi.org/10.1007/s11199-009-9695-4

	电子游戏中的女性角色：仍旧性感但更加强大
	摘  要
	关键词
	A Content Analysis of Female Characters in Video Games: Sexy But Powerful
	Abstract
	Keywords
	1. 引言
	2. 方法
	2.1. 样本
	2.2. 编码变量
	2.3. 编码流程和一致性系数

	3. 结果
	4. 讨论
	5. 结语
	参考文献

