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Abstract: The pervasive issue of objectifying female characters in video games has
garnered widespread attention and is now a matter of great importance in society. There is
growing concern about the negative impact it has on players’ mindsets and perspectives.
This thorough analysis will explore the various methods through which female characters
are objectified and stereotyped in video games. Additionally, it will closely scrutinize the
broader gaming environments in which objectification takes place.Based on the principles
of Objectification Theory , this research paper presents various approaches to lessen the
objectification of individuals in video games. Furthermore, it advocates for the promotion
of inclusivity and diversity in the development of games. By specifically examining the
depiction of female characters in GTA, this study contributes to the wider conversation
surrounding the objectification of women in gaming. Additionally, it provides valuable
insights into how healthier representations can be fostered within the entire gaming
industry.
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1. Introduction

With the continuous advancement of the gaming industry, there is an increasing emphasis on the
portrayal of female characters in video games. The objectification and sexualization of female
characters is one of the most significant problems in this field. The video game Grand Theft Auto
(GTA), which has long been the focus of debate because of its stereotypical portrayal of women,
serves as a prime illustration of this. However, it is important to recognize that objectification is a
widespread phenomenon throughout the entire gaming landscape.

In order to thoroughly understand the extent of female objectification within the gaming industry,
this systematic review takes a comprehensive approach. It aims to go beyond analyzing specific
instances in individual games and instead explores the overall phenomenon. Additionally, the
review also investigates how video games influence players’ attitudes and perceptions.

Furthermore, the review discusses whether or not game developers and the gaming industry play
a part in popularizing female objectification. Developers can decide how characters are designed,
how to develop the storylines as well as what marketing strategies will be adopted. All these may
influence how female characters are portrayed. The purpose of this review, which discusses the
duties of game producers, is to identify aspects that support the objectification of women and
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obstruct the creation of inclusive and healthy female portrayals.

2. Case Description

Objectification Theory is a theory first proposed by [1]. It posits that the objectification of women
occurs when their bodies and appearances are valued more than their individuality, abilities, and
agency. In the context of video games, this objectification theory helps to explain how female
characters are portrayed as sexual objects that are at the mercy of men.This theoretical framework
also uncover the destructive effects of sexual objectification on women’s self-esteem, body image,
and overall well-being.

Grand Theft Auto (GTA) is an extremely popular yet controversial video game series. It has
open-world gameplay, crime-oriented storyline, and X rated content. There have always been
recurring criticisms about the objectification of female characters within the GTA series, as they are
often depicted in revealing attire with exaggerated body features. What’s more, female characters
are often designed as roles that predominantly cater to male characters’ desires and fantasies. They
are frequently confined to roles as groupies, sex workers, and strippers. The female characters in
GTA, in the view of many players, are just there to support the male protagonists. It’s not difficult to
see that the female characters in this game series frequently lack agency because they are typically
used as background components. Their only purpose is to enhance the atmospheres of the games
with titillating aspects.. Such biased portrayals may perpetuate sexual objectification of women
while also aggravating gender stereotypes.Studies conducted by [2] and [3] have revealed
correlations between exposure to such sexually biased content and increased tendencies to view
women primarily as objects of desire. These portrayals not only reflect a problematic industry trend
but also have the potential to shape players’ attitudes and perceptions about women in real life.

By examining the objectification of female characters in GTA, it’s easy for us to relate it to the
broader topic of sexual objectification of female in video games.It is noticeable that how frequently
women are portrayed in video games as either sexual objects or submissive characters. It’s a
startling problem that needs to be addressed right away. We may think about how specific video
games can affect people’s attitudes and perceptions of women both inside and beyond the gaming
scene by evaluating the objectification of women in GTA.

3. Analysis of the Problems

3.1. Portrayal of Female Characters in the GTA

By emphasizing female character’s physical attractiveness over other characteristics, GTA
frequently portrayed women in a sexualized and objectified way, making women objects of male
gratification [4]. The way their clothes , their animations and dialogue are designed within GTA
often serve male-oriented desires and tastes. The prioritization of female physical appearance
contributes to the perpetuation of negative gender stereotypes, normalizing the objectification of
women in video games [5].

Women in GTA remain simple characters with no agency or impact on the story, limited to
traditional positions like sex workers, strippers, or background characters. Such positions in GTA
serve to perpetuate the notion that female characters exist only to satisfy the wishes and amusement
of male characters. Such female characters are marginalized, limiting their potential to become fully
realized and complex characters [6]. The game GTA may inadvertently reinforce the idea that the
worth of female characters is solely tied to their ability to fulfill male desires, relegating women to
the role of props for advancing male players’ objectives.

How women are objectified and marginalized may also play a role in aggravating male
dominance and perpetuating patriarchal power structures. As the review has mentioned above, this
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game reinforces stereotypical gender roles by designing female characters as passive roles that lack
agency [7]. The decision to use this design further strengthens the traditional expectations placed on
women, where they are expected to be submissive. The decision to use this design further
strengthens the traditional expectations placed on women, where they are expected to be submissive.
[8] recent study found that exposure to these forms of media representations can lead to people
internalizing gender stereotypes, which in turn promotes social norms that place a premium on male
dominance.

In a nutshell, GTA’s portrayal of female characters begets some urgent questions about gender
objectification of female in video games , and the broader influence it may have on the whole
society. Also, the female characters are often assigned to limited and stereotypical roles. This kind
of gaming design may also lead to biased gender norms, reinforcing men’s authority and
popularizing some gender stereotypes regarding female.

3.2. Impact of Female Character Objectification on Players’Attitudes and Perceptions

The impact of female character objectification on players’ attitudes and perceptions is an important
topic that explores the influence of portrayal in video games on real-world beliefs and
behaviors.Numerous studies have examined the effects of players’ exposure to sexualized video
game characters on players’ gender perceptions, attitudes, and behaviors. This part will discuss and
explore some key ideas from the published researched, as well as how the portrayal of objectified
female characters in video games, including the game “Grand Theft Auto” (GTA), may impact
players’ gender attitudes and perceptions.

The emphasis on a woman’s physical beauty reinforces harmful gender stereotypes and
normalizes the objectification of women in video games.Rape myths could spread false information
about sexual assault because they frequently downplay the perpetrators’ guilt while blaming the
victims [9].

Players who are repeatedly exposed to gender objectification of women in video games may take
those biased and negative attitudes towards women for granted. Prolonged exposure to biased and
objectified sexual content in video games can lead to a desensitization where individuals become
less sensitive to the emotional impact of sexual violence, including fear, humiliation, and pain. For
instance, research by [10] suggests that repeated exposure to such content might make players less
likely to respond empathetically or emotionally to instances of sexual violence. This can contribute
to a blurring of the lines between fiction and reality, potentially influencing attitudes and behaviors
towards sexual violence.What’s more, men who played video games that were thought to be very
sexist showed higher levels of benign sexism [11].

However, it’s also worth noting that the exact relationship between gender perceptions and video
games playing is still up for dispute [12].It’s vital to keep in mind that different studies have
produced contradicting results when talking about the connection between video games and gender
attitudes. While some studies contend that video games may question or modify those notions,
others contend that they may serve to reinforce established gender stereotypes and conventions. For
instance, study by [13] discovered a connection between exposure to violent video games and
greater aggression, which may have an indirect effect on how people perceive gender roles. On the
other hand, research by [14] and related studies revealed that women who play online video games
under male characters would experience less harassment. the difficulty of the issue and the
requirement for additional study to completely understand the precise connection between gender
perceptions and video game usage.

Additionally, the research has demonstrated that players’ body images and self-esteem may also
be heavily impacted by exposing them to gender stereotypical representations in various forms of
media, including video games, social media etc. Take the game GTA as an example. It strongly
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emphasizes the physical attractiveness of its female characters, pricing it as the primary aspect of
woman’s worth, while underestimating or even ignoring their spontaneity or competences as
independent characters [15].

Unrealistic body comparisons in video games can have detrimental effects on female players’
body image and self-esteem. While interacting with such characters in the video games, female
players may subconsciously internalize these aesthetic ideals posed by those seemingly flawless
female characters in games. This may probably cause some destructive comparisons with those
objectified yet beautiful women in games. To put it more seriously, these negative comparisons may
cultivate insecure body awareness, leading to unrealistic or even distorted perception of what is
beauty [9].

Beyond the game setting, sexual objectification of female characters can have an impact on how
people feel about their bodies and their self-worth in real-life situations. Players who internalize
these irrational and excessive representations of beauty risk carrying them into their everyday lives.
This implies that these beliefs can undermine their confidence, obstructing their ability to engage in
typical social interactions and harming their general wellbeing. If this phenomenon is continue to
influence players, their distorted body image and reduced self-esteem may have adverse effects on
their mental health. Consequently it will lead to higher level of vulnerability and higher incidence of
mental health issues like depression and anxiety [11].

3.3. Role of Game Developers and the Gaming Industry in Perpetuating Objectification

Game developers and the gaming industry serve significant yet impactive roles not only in
perpetuating the female objectification but also lead to a complex web of gender attitudes and
societal norms among sexual representation. The prioritization of physical appearance in video
game character design can be attributed to a combination of market demands, historical factors, and
social norms.In the past, the video game industry first emerged in the 1980s and early 1990s, with
young males its primary targets. This demographic lead to the creation of characters that aligned
with their preferences and expectations. This trend in gaming indusrty continued for years, shaping
female characters that fit the prevailing male-oriented narratives and aesthetics.According to studies,
players are more likely to pay attention to and potentially purchase from attractive characters,
especially those who adhere to conventional beauty standards [4]. Because character designers for
video games aim to develop characters who resonate with the intended audience, this financial
incentive has further reinforced the focus on physical beauty.By reinforcing or even creating gender
stereotyped notions about the worth of and role for women in society, objectification and
sexualization of women in video game depictions may have more significant repercussions.

At the early stages like character animation and storyline design, the role of game developers in
shaping objectified female characters starts to emerge. In various video games, women are created
and designed with a focus on their physical beauties. Under such circumstances, these female
characters only exist to cater to the male gaze, reinforcing traditional beauty standards [5].

Additionally, the portrayal of female characters has also been strongly influenced by the
male-dominated nature of the whole gaming industry. As male gaming developers may assign the
priority to the presumed preferences of male players, this lack of diverse gender perspectives may
contribute to an overemphasis on sexualized and objectified female representations [4].
Consequently these narrow and biased perspectives may reinforce the objectification of female
characters in games.

Some other forms of media, including social media or TV shows, play a complementary role in
female objectification. To put it more specifically, social media platforms can lead to users’
self-objectification with their excessive attention on sexually visual content [15]. Characters from
video games have been converted into movies and other media as a result of the convergence of
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media platforms, which has reinforced certain appearances and character features in other media.
This interconnection emphasizes how critical it is to address objectification in video games because
its effects can be felt outside of the gaming community and alter attitudes in a variety of ways.
Reality TV also adds oil to the fire. Known for its sensationalized and provocative content, it
portrays women in a stereotypical and sexualized manner, thus helps to push forward the female
objectification for entertainment purposes [16].

Game designers and the media’s continued objectification of female has negative effects on
individuals and the whole society. These biased representations can strengthen patriarchal power
structures where males are portrayed as powerful figures and women as submissive by reinforcing
damaging gender norms and stereotypes [17]. This normalization of objectification has the potential
to significantly alter people’s attitudes and ideas about gender, which could have an impact on their
actions and interactions in both virtual and real-world contexts.

In conclusion, there are numerous ways that media and game designers contribute to the
objectification of women. The sexualization and objectification of female characters in video games
and other media reinforces broader societal beliefs about the value of and place for women in
society. Game designers and media producers have a responsibility to fight against negative gender
stereotypes and to foster more inclusive and respectful representations of women.

4. Suggestions

4.1. Strategies to Reduce Female Character Objectification in Video Games

In order to push the female representations in the gaming industry towards more inclusive and
respectful path, it’s crucial for us to take steps in reducing portrayals of objectified female
characters in video games. Game developers , as they are playing a pivotal role in shaping gender
representation in their creations, can start with doing responsible design choices to beget some
positive societal change. They can foster a more diverse and respectful gaming environment by
implementing gaming designs that challenge controversial gender stereotypes and gender
objectification.

Prioritizing female character development and autonomy is one effective way to fight
objectification. Game developers can craft female characters with depth and autonomy rather than
simply relegating them to mere passive objects. Players may be more likely to appreciate women in
video games as complex individuals once developers equip them with motivations and distinct
personalities [18]. In this way, female characters can be regarded as active participants in the
gaming context.

More diversified representation might be a further effective means of reducing female
objectification. This means that game designers should attempt to depict women of different races,
ethnicities, colors, and ages when they are first creating game characters. It is possible to increase
inclusion and lessen the use of restrictive beauty standards that enable the objectification of women
by integrating various female representations [19]. By embedding different female identities into
their games, developers can capture and mirror the depth and richness of real-life women, which is
quite a practical way to enrich the portrayals of multi-dimensional female characters in both gaming
and real-life contexts.

Concerning this aspect, an inclusive development teams involving women from different
backgrounds may be helpful. A diversified team can yield more valuable insights into reducing
female objectification [20]. Diverse perspectives can also contribute to more fair and authentic
representation of female characters by challenging gender biases posed by those highly sexualized
video games.For those diverse game development teams, they are initially equipped with unique
insights. So they have an advantage in designing more innovative and groundbreaking games
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[21].Diverse talent means different viewpoints, which are indispensable in inspiring new gameplay
mechanisms, storytelling manners and immersive worlds. All these game developers can use their
diverse talent in pushing boundaries, ultimately enriching players’ gaming experiences.

For game developers, carefully choosing what female characters will be wearing, avoiding
outfits that is sexually exaggerated or overly sexualized can also be helpful in reducing
objectification. Instead of prioritizing clothing animations that serve solely male-oriented desires,
developers should align the characters’ attires with their personalities and behaviors in the game [5].
By doing so, can we make sure that the designs of female characters are motivated by storytelling
and characterization rather than gratuitous sexualization.

By implementing these strategies, game developers can create a more equitable gaming
landscapes that challenges harmful gender norms and promotes fair representations of women. For
them, diminishing female objectification in video games is both a responsibility and opportunity to
promote positive societal change and more inclusive gaming environment.

4.2. Promoting Inclusivity and Diversity in Game Development

Promoting inclusivity and diversity in game development is not only a moral imperative but also
that can lead to numerous societal benefits. Embracing diversity in the gaming industry goes
beyond symbolic significance. It create an environment where various voices, ideas and experiences
are discussed and valued, and are also being integrated into gaming creation process.

When diverse characters and narratives that resonate with a wide range of players, it generates
one of the primary societal benefits. Players can more easily related their real-life feelings to their
gaming experiences, for they can see themselves represented in the game world.It may thus
enhancing players’ engagement and immersion within games [22].By doing so, players’ senses of
belonging are increased. This may arouse increased empathy and understanding towards women,
promoting societal inclusivity and tolerance.

In today’s highly digitized world, video games have exerted a powerful role in cultural
expression, forming and changing societal norms and perceptions. Video games can combat
stereotypical gender perceptions, reduce discrimination and consequently promote social justice by
featuring diverse representations . Players exposed to characters with diverse backgrounds in games
may be more inclined to question traditional stereotypes in real life circumstances, contributing to
positive changes in players’ attitudes and behaviors [23].

Besides these ethical benefits, diversified female characters in video games may yield some
economic opportunities that fuel the gaming industry. The video games players now span varioius
genders, backgrounds and age, making the gaming market is increasingly diverse.Games that cater
to a broader audience have greater potential to draw more players and yield more revenues [24].

In conclusion, encouraging diversity and inclusivity in game production not only contributes to
the establishment of a more inclusive and representational gaming environment but also acts as a
catalyst for positive societal change. Less damaging prejudices can be challenged, empathy and
understanding can be fostered, innovation can be sparked, and new business prospects can be
created by embracing diversity. Game creators may contribute to a gaming landscape that reflects
the diversity of players and has significant and beneficial effects on society by prioritizing
inclusivity and diversity.

5. Conclusion

The objectification of female characters in video games is quite a common yet complex issue. This
systematic review has discussed how female objectification across a diverse array of video games
lead to the reinforcement of stereotypical gender perceptions and, thus contribute to the
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normalization of objectification within the gaming industry.
Concerted effort from game developers, the gaming industry, and the society is needed to tackle

this prevalent issue. Using strategies like prioritizing inclusive character design, adopting more
diverse development team and embedding educational content, developers can help to create more
diverse and respectful representations of women within the games. Undoubtedly, all these strategies
will give rise to a multitude of positive effect on society by combating those harmful gender
stereotypes and female objectification.

Ultimately, preventing the objectification of female video game characters is essential for
promoting a gaming industry that respects and supports gender diversity. The gaming industry may
contribute to a more inclusive and empowering gaming experience for gamers of all genders by
promoting diversity, supporting responsible depictions, and addressing harmful stereotypes.

In conclusion, combatting the objectification of female characters in video games is crucial for
fostering a gaming landscape that respects and values gender diversity. By promoting inclusivity,
encouraging responsible portrayals, and challenging harmful stereotypes, the gaming industry can
contribute to a more inclusive and empowering gaming experience for players of all genders.
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