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Abstractfor Masters

You Could HaveSavedHer: Representations dfiolenceAgainstWomen inChoice-based
Games

Tamyres Lucas Marges de Souza

In thisthesis, | investigatthe researclguestion: How is violence against women being
represented iohoicebased gamésThis general researajuestion unfolds and more specific
ones that tackle the different levels | analyze this subject. How do players experience these
events? What role does player's agency play in this context? &bemningthe overlapping of
game elemats, | also inquire: what are the messages these representations are sending out to
their targetaudiencesand do they reinforce hegemonic discourses on violence against @omen
To answer those questions, | do a textual analysis of chuagéng games thugh case studies

of the titles Detroit: Become Human (2018), Beyond: Two Souls (2013), The Wolf Among Us
(2013). My goal with this study is to inquire how much these representations contrast or
resemble those of newsedia The findings of this researchrtaibute to the discussion about

the representations of violence against women in mass media.
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Introduction

Media study researchers have proven the perpetuation of hegemonic discourses about
violence against women in mass media forms such as news, cinema and advertisements, where
thereds a dichotomy that s epagraadithe anddseavingdfe vi c
violence, and a focus on male abusers as the subjects of the narrative while the female becomes
the object (Meyers, 199 Jiwani and Young, 2006; Henricksen, 2Q18)

The representation of violence against women in video game®éastudied by a few
authors. However, most of the studies look at the effects of exposure to games that portray
vi ol ence against women, striving to define ho
(Beck, Boys, Rose and Beck, 2012; Breyer, KowasstliFand Quandt, 2015; Dill, Brown and
Collins, 2008; Dill, 2009). Although Gutiérrez (2014) as well as Martinez and Manolovitz (2010)
do a brief overview of controversial games sucRaster's Revengd982) andsTA: San
Andreag 2004 ) , t h e geeplytowdhe difterera ¢legments of the game, such as
character design, narrative and the mechanics, are combined to portray violence against women
and to examine whether they reinforce hegemon
on the @piction of violence against women in video games considering hegemonic frames. Early
studies on gender portrayals in video games (Dietz, 1998) provide some insights into how those
dichotomies identified in other mass medias might be at play in video games

Most of the studies mentioned previously are more focused on identifying whether games
portray violence against women and how it might influence player behavior. | am not interested
in |l ooking at how video games areip@ralistcarce pl aye
political discourses, supported by research with flawed methodologies, that aim to blame violent
behavioron video games used by public figures as a way to dodge criticism over social
inequalities (Khaled Jr., 2018).

Here, | proposeatinvestigate the narratives about violence against women in light of the
dichotomies identified previously in other mass media. The analysis of the representations of this
theme in digital games becomes relevant because there is a lack of studiedythatlama
representation of violence against women considering game elements such as agency, narrative,
mechanics and character design. This investigation allows us to understand the role of the
player's agency in those stories. By examining the rangepoda@ghes in video games, | look at
the patterns that are being reproduced in those narratives. | believe this research might contribute
to the discussion on how violence against women is being framed in this medium.

In this thesis, | investigate the majesearclquesti on fihow is violenc
being represented in video games?0 in differe
these events are built considering what choices were implemented to have impact in the story. In
the discourséevel, | look at whether these design choices reproduce hegemonic discourses on
violence against women and what message they are sending out to these games targeted
audiences. To summarize, my specific resegratstions are as follows: how do players
expeience these events? What role does player's agency play in this context? What are the
messages these representations are sending out to their target audiences?

Defining Violence Against Women



In this thesis, | investigate how violence against women iesepted in video games. It
can be represented in forms such as femicide, domestic violence and sexual violence. Before
diving into the dynamics of gender violence, | would like to define such terms.

The United Nation'sdefines violence against women as

Any act of gendebased violence that results in, or is likely to result in, physical, sexual,
or mental harm or suffering to women, including threats of such acts, coercion or
arbitrary deprivation of liberty, whether occurring in public or in private(lifnited

Nati ons, 19 93ectioi pamatl). oduct i on

The term femicide becomes relevant to this investigation because it is closely related to
violence against women. Femicide is aterm thatreferstogbndes e d hat e cr i me wh
the murder of women in the context of domestic violence or as misogyene there is aversion
to the victim's female gender. However, the definitions may change depending on the cultural
context. When using this term, | refer to the works of Radford and Russell (1992) which defines
femicide as fit he menbdyney maivated by hatrdd,icontgmpd, pleasuce m
or a sense of own e etalhd0}6, pod77). Wihnhe nse of (hi€termy a d i
Radford proposes to investigate the killing o
womeninapati ar ¢ h al societyo (Radford, 1992a: 3) .
by claiming that men are murdered more frequently than women, the authors explain that men
fare rarely murdered simply becausecehlighttey ar e
that femicide is perpetuated in societies marked by male dominance and female subordination,
which is built upon Asoci al and political con
the social construction of femininity as receptive aacdsps i ve o ( Radf or d, 1992a
author, femicide can take distinct forms such as racist femicide, the killing of black women by
white men, homophobic femicide, the killing of lesbian women, transphobic femicide, the killing
of trans women, marital feicide, the killing of women by their male partners, and femicide, the
killing of women by a stranger. The author highlights that even when women die because of
clandestine abortion or when thereds the kil
gender, the term should also be used to refer to those events (Radford, 1992a: 7).

According to Saffioti (2000), the term Domestic Violence refers to the violence
committed by one person against another in a domestic context, such as intimate pagtmss viol
or violence against children or the elderlycan take the forms of physical violence, sexual
violence, psychological and economic abuse. The terms domestic abuse, family violence and
intimate partner violence, are often used as synonyms. Foo 3affi , Domestic Violer
determine who is the aggressor. It is used to address the violence that might also be committed
outside home. She differentiates Violence Against Women from Domestic Violence by
explaining the different processes of oppressitiolence Against Women excludes the violence
commi tted against other gender s. Domestic Vio
committed towards women by their partners, but it can also refer to violence committed against
children and teenagers redkess of their gender. In this research, | use the term Domestic
Violence to address the violence committed against women in the domestic context.

The World Health Organization defines sexual violence as

L Violence against wome(2017). Retrieved May 5, 2020, frdmtps://www.who.int/newsoom/factsheets/detail/violence
againstwomen
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Any sexual act, attempt to obtain a sexual acb, borher act directed agai
sexuality using coercion, by any person regardless of their relationship to the victim, in

any setting. It includes rape, defined as the physically forced or otherwise coerced

penetration of the vulva or anus withenjs, other body part or objecfWorld Health
Organizationil nt roducti ono section, par a. 2) .

| am investigating how violence against women in the forms of sexual violence, domestic
violence or femicide, is being framed in video games. Consideringthed and political
construction of gender in patriarchal societies that perpetuate male dominance and female
subordination, | want to understand how video games might be reflecting those processes when
framing violence against fictitious women.

The Dynamics ofGenderViolence

Feminist authors write about ways to deal with violence against wdmeks, 2015;
Schechter, 1982) . I n AWomen and Male Violence
against women as an expression of male dominance sin¢gahisf violence is encouraged and
supported by the ideology of male supremacy. Looking at the use of the term femicide, the work
of Radford and Russell highlight the importance of seeing the gendering of violence. The killing
of women because of their giar, as well as the other categories of femicide that target black
women and lesbian women demonstrates the relevance of intersectionality. Recognizing this
intersectionality, instead of seeing violence against women just as any other type of violence,
allows feminist researchers to create strategies to deal with the peculiarities of such violence.

The proposal of the use of the term femicide, in the 1970s, contributed to the reorganization of
social structures with the purpose of fighting against pat@scdues that promote male
domination and female subordination (Freeman, 1972).

|l n AFeminibellho oklse r2y0al,5) demonstrates how it
intersectionality into consideration when addressing violence against women. She criticizes the
contemporary feminist movement for not accounting for the complexity and diversity of female
experience. The author highlights that although many women recognize sexism as a form of
oppression, they are blind to other forms of discrimination such asrao@ classism. By using
the term whitesupremacist capitalist patriarcthgoks criticizes multiple facets of American
culture and proposes solutions that take intersectionality into account. The author defends that
feminist theory must transformitseit i ncl ude t he women at the mar
on cul tur al transformati on: destr ohooks,g dual i s
2015, p. 163). Althoughooks also acknowledges that domestic violence perpetrated by men in
the family carbe seen as a form of male supremacy, she proposes to see it as any other type of
violence Athat occur between the powerful and
(hooks, 2015, p. 118).

The authoexplains that

While male supremacy encouraglee use of abusive force to maintain male domination
of women, it is the Western philosophical notion of hierarchical rule and coercive
authority that is the root cause of violence against women, of adult violence against

2World Health Organizatior(2017)Violence against womeRetrieved May 5, 2020, frofmtps://www.who.int/news
room/factsheets/detail/violeneagainstwomen
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children, of all violence betwedghose who dominate and those who are dominated
(hooks, 2015, p. 118).

Therefore, she advocates that we should see the fight against violence against women as
part of the overall movement to end violence
that supports not only sexist ideology, but other ideologies that promote group oppression. For
her, to end violence against women means we need to first end this foundation.

When discussing the production of gender violence, Saffioti (1995) explairis théat e
enemy of women is not exactly men, but the social gender organization that is daily fed not only
by men, but also by womeno (Saffioti, 1995) .
institutions in phallocentric societies, such as the CatholiccChuyy mal e supr emacy 0
the onslaught of renovating processes and has contributed to the maintenance of a terribly
inequitable gender social organizationo (Saff

Upon studying the power relations in violence against women, 8&#(90) proposes
to look at domestic violence as a social problem that derives from a social gender organization
that favors the masculine. I'n "Victimized Chi
Vi ol ence: Power and Idmanicst &f genderperformaiivdtyando ok s a't
capitalism to understand how gender violence operates.

I n AAIl about Loveo, s he bpexmpamhgahaint i zes t he
presented:

as the ideal in patriarchal culture is one that requires all maiegeot and invest in a

false self. From the moment little boys are taught they should not cry or express hurt,
feelings of loneliness or pain, that they must be tough, they are learning how to mask true
feelings. In worstase scenarios, they are learnagyv to not feel anything ever. These
lessons are usually taught to males by other males and sexist mothers (hogks, 2000

398).

hooksd6 works demonstrate the I mportance of
when analyzing violence agatngomen. Although Saffioti (1995) does a broader analysis of the
dynamics of gender violence, her work demonst
socialized when she writes about the increase

powerlesgor not being able to fulfill their male role as provider for the family.



Literature on Violence Against Women

The Representation of Violence Against Women in News Discourse

When looking at the ways violence against women is being represented in news
discourse, | reference the works of Marian Meyers (1997) as well as Yasmin Jiwani & Mary
Lynn Young (2006). IlNews Coverage of Violence against Women: Engendering Blame
Meyers aalyzes both printed and television news coverages, focusing on news outlets in
Atlanta. By combining qualitative textual and structural analyses, and interviewing advocates for
female victims of male violence, she examines the role of news discoursepirotiess of
fengendering the bl ameo where female victims
they suffered. She identifies that the virgin/whore dichotomization of women applies to
communication about whether the female victims are innoceguitty. She demonstrates that
news coverage in American cities frames in distinct ways the criminal violence against women
and men in which male aggressors are usually the subject of the story, having the focus on their
troubles. She highlights thatthes age of the term Atragedyo i s a
as a victim as wel . Her main focus relies on
where the way stories are written and framed draws from traditional gender roles. She atgues th
those frames perpetuate traditional, inegalitarian male and female stereotypes that are rooted in
male supremacist ideology. Her goal is to uncover the assumptions, ideologies and myths that
underlie in it. The author highlights multiple factors suchaulture, gender, race, socio
economic issues, journalistic routines, and reporter consciousness, which impact the way of
writing news that report those crimes. She proposes that crime news shoukkbmneed
considering the feminist perspective.

In Missing and Murdered Women: Reproducing Marginality in News Discoldivgani
and Young investigated print coverage of the missing women cases over a period of five years
(2001:2006) that resulted in the largdstown serial killer case in Canada. Their miaious was
the examination of the frames utilized by the mainstream media to talk about the female victims.
Their goal was to highlight the discursive practices in framing Aboriginal women and violence
against women as well as to emphasize the construgftimmarrative that reduces the systemic
violence perpetuated towards woman as the act of single troubled man. In their investigation,
they identify diverse patterns among the print media coverage, demonstrating how hegemonic
discourses about Aboriginagtiand prostitution operates in the process of reporting violence
against women.

The authors call the overlapping of the gender and racial discourses that oppress
indigenous women as the moral and racialized economy of representations. It is a process of
differentiation that assigns values to people of color. The media differentiates the bad from the
good woman as sex workers versus mothers, sisters and wives, which separates the ones who are
deserving of violence from the others who need to be savedrooiriéd men. The racialized
body as the one linked to criminality, violence and drug addiction which are marked as opposing
the socially dominant values. This renders the racialized bodies as invisible and, therefore,

ungrievable. As the authorsquote Juthh But |l er, this i s problematic
capacity to mourn, we | ose the keener sense o
2004, p. XVIII).



At the same time, crimes committed by one person, like a serial killer, get more coverage
than crimes committed by several people, like the cases of domestic violence. There is an effort
in presenting the serial killer as a grotesque example of masculinity, rendering this act as being
perpetuated by an individual rather than by the systemkillimg of indigenous women is told
through a morality frame, as |i ke nJack the R
girls to not Ago to bad neighborhoodso. Anoth
indigenous women is the tror of these actsAs a way to demonstrate this, the authors address a
news headline that talks ab@userial killerwho wasa farmer that fed their corpses to the pigs.
The thought of consuming human remains when eating pork shifted the attaméigitom the
w0 me muders.

Both works identify a dichotomy in the way news media covers crimes involving
violence against women. They explain that the news frames the female victims in two different
ways: the good woman and the bad woman. The good wonmaefrai s usually someo
daughter or mother who is the victim of a troubled man and, therefore, needs to be saved from
him. On the other hand, the bad woman frame is often a sex worker who put herself in a
dangerous situat i odycormbegeently, she hag it corfiihgi Both famgsl e 6 an
reinforce traditional gender roles where the women who convey the patriarchal values of
femininity are framed as the one who needs to be saved whilethbeeéne dondét embody
values are seen as desegvof the violenceagainst them

Gender tropes in Video Games

As priorly mentioned, there is a lack of studies that are focused specifically on the
portrayal of violence against women in video games. However, there is research that tackles
gender portrayalin video games that could provide insights to this investigation. The study of
gender portrayals and the representation of violence in video games conducted by Dietz (1998)
demonstrates how female characters are framed by hegemonic discourses. \legtigaiion,
the author does a quantitative analysis of 33 popular Nintendo and Sega Genesis video games.
She identified that one of the most common portrayals of female characters consisted of damsels
in distress that depended on the male protagonisth@wolence against them, such as
kidnapping, serves as a plot device to motivate the hero to start the journey. When female

characters were portrayed as villains, they w
try to lure the male away fromdhViolence and responsibilities, and when successful, results in
his failure and demotion back to the beginnin

that not all female villains are depicted as attractive. She mentions Rita Repulsa and Madam
Woe, villains of Mighty Morphin Power Rangers (1994), as examples.
To compl ement Dietzdés observat iDamsslin | r ef e
Distress(2013) andNVomen as Background Decorati®014). When tackling the Damsel in
Distress, Samkesian2013)explains that

As a trope, the Damsel in Distress is a plot device in which a female character is placed

in a perilous situation from which she cannot escape on her own and must be rescued by

a male character, usually providing the coreibhcenv e or moti vati on f or
guest(3:24).

She highlights that these female character
interest of the heropr i ncesses, wi v e s(Sarkgasian, 20X3j4%8 Fultlser, and s i



Sarkeesian expins that the dynamics of this trope function as the subject/object dichotomy in
which fAsubjects act (Sarkebsian, 2018005)dnthe coatexeott ed upo
video games, the playable character fits the role of subjgcbtagonist while the damsel
functions as the object (Satkeesiam, 2018 203Bsiar e being
Sarkeesian points out, in these stories, the center of conflict relies on the dispute between the
male hero and the male villain where tteamsel functions as a prize or a goal to be fulfilled.
Sarkeesian highlights that having the center of conflict placed on the kidnapping of a female
character fiworks by ripping away the power fr
essence, the dlaevice works by trading the disempowerment of female characters for the
power of male characteréSarkeesian, 20137:19Sar keesi ands analysis of
distress highlights that the act of saving the damsel in distress in video games wlatse narr
being told from the perspective of the male hero can be connected to performance of masculinity.

To compl ement Sarkeesiandbs observations of
the performance of mascul irohiwhighinvdstigates feader t o Wa
politics inUntil Dawn (2015), a horror game with chotoeaking mechanics developed by
Supermassive Games. In her thesis, she analyzes the dynamics of gender roles in horror games
where fimal e c¢ har ac tzed assproteatoes, while gsaribiagrtolsgecifcat e gor i
stereotypes 1) MMaadutbdor explain®tBat, i this game, the ability to protect
female characters is what determines whether male characters fit the role assigned by hegemonic
notions of masdinity . Her findings demonstrate that endangering female characters serves to
establish whether male playable characters convey notions of hegemonic masculinity.

Sarkeesian (2014) defines Women as Background Decoration as

The subset of largely insigmaint nonplayable female characters whose sexuality or
victimhood is exploited as a way to infuse edgy, gritty or racy flavoring into game
worlds. These sexually objectified female bodies are designed to function as
environmental texture while titillatingresumed straight male playe{®.37)

In these series, Sarkees{@®14)e x ami nes Ahow sexualized f eme
a dual role as both sexual playt h@llglstheand t he
video games Sarkeesian analyzdsge demonstrates that there is the portrayal of sexual and
domestic violencevherethese scendkapitalize on female trauma for shock va@lue ( Sar keesi a
2014, 15:53).

Al t hough Dietzds, Waldieds and Sarlkeesi ano
against women per se, their findings demonstrate that the representation of violence against
women could be connected to the performance of masculinity in video games. Moreover, their
works also indicate that gender tropes such as the Damsel insBjs¥emen as Background
Decoration and the Evil Seductress might be corresponding frames to these dichotomies were
already identified in other forms of mass media. When looking at these different gender tropes,
we can see that there is a clear distinctiorhow female victims are framed.

A further academic investigation i s necess
agency might be reflecting the same discourse perpetuated in news media. Therefore, |
commence this investigation with the followji questions. How is violence against women being
represented in video games? Does the dichotomy of the good and the bad women also apply to

SAccording to Trujillo (1991), the term Hegemonic Masculinit.y
These notions are wusualliytireéemeesdotEOTMujoiulglhmess9ahd gonPp@l)t .
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narratives of this medium? Does it serve to r
agency reflect theocial and power dynamics of violence against women?



Theoretical Perspective

Considering the extensive work analyzed in the literature review, we see that those
authors were studying how discourse shapes the way violence against women is framed and
perceived in news. Based on their findings, | see that it is necessary to uskctlgoms to
analyze this theme that are linked to the concept of cultural hegemony which is a type of
ideological domination of one social class over another (Bullock and Trombley, 1999). In
Marxist philosophy, cultural hegemony is, according to Graii®92), the domination of
society by the ruling class through the manipulation of its culture, which consists in the
production of beliefs, explanations, perceptions, vadurescustoms that constitute a cultural
norm. The norm is presented as a natana universal fact, justifying and naturalizing social,
political and economic status, instead of a social and artificial construction that benefits only the
ruling class (The Columbia Encyclopedia, 1994). Within this concept, media and culture, such as
digital games, films, literature, music, etc., are tools to communicate the norm. Therefore, within
their narratives, hegemonic discourses determine what is within the form of the norm, framing
what is within the norm as something natural. The authors$ idtdiscuss in the following
paragraphs study how discourse operates to naturalize the norm.

Gender and Racial Discourse

This investigation draws from Butler's theory of gender performati¥®93) Building
upon the Foucaultian view of discourse aaguglity, Butler proposes a critique of the relation
sex/gender, considering the idea of performativity. Gender is a social construct rather than
biological and it needs to be constantly performed following a set of legitimized practices in
order to categize bodies. The discourse on the body, considering the theories of Foucault and
Butler, is related to the production of subjects. Subjectivity becomes standardized because of the
process of differentiation in which categories are created to determinésvggitimate from
what is not. Therefore, labels such as male, female, heterosexual and homosexual become forms
of identity that shapes peoplebs subjectivity
Just as Foucault examines discursive formation in the production of forms of sexuality
and Buter in the category of gender as well as performative, Simone Browne (2010) investigates
how discourse normalizes bodies through the category "race” through the process of
epidermalization. To assign meanings to categorized bodies, discursive practldeshestet
it means to be black considering the white perspeciivi racial discourse places white people
as the norm, the legitimate, and black people as the outsider, the inhuman, uncivilized, the object
to be traded. The discursive practices apgiiecbnvey the racial discourse are described by
Browne as the narrative built upon the pseadentific discourse, which she refers to as the
scientific racism. The pseudsientific discourse utilizes false evolutionary theories in order to
place black pople not as humans, but as part of the fauna, which, as pointed out by Browne,
naturalizes slavery. Black people are compared to animals and plants that are extracted from the
fauna and commercialized by settlers. By denying the humanity of black pedpieaaking
blackness as commodity, the racial discourse aims to naturalize slavery through the
categorization of race.
As we could see in the works of Foucault, Butler and Browne, discourse operates by the
process of differentiation of bodies where thenmaletermines what is legitimized and what is
not. Considering the notion that gender is a social construction and not biological, the norm
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determines what it means to be a man or a woman in the industrial society which constitutes the
gender discourse. the works of Meyers as well as Jiwani and Young, we see that the
dichotomies of the good/bad women or the virgin/whore, is how discourse legitimizes the

women who are framed as inside the norm and outside of it. When Meyers highlights the
importance of cosidering the categories of gender, class and race, she demonstrates how
relevant it is to acknowledge the interdisciplinarity of discursive formation. Based on those
findings, | propose to do a discourse analysis of the representation of violence agaiastiw

video games to understand how it might reflect the dynamics of hegemonic discourse on gender,
class and race.

Concepts of Violence

The concept of Symbolic Violence functions in this context to expose how hegemonic
discourses operate through the b field. | believe the concept of Symbolic Violence will
serve as a theoretical and analytical tool to
violence against women in the narrative might resemble or contrast the discourses of other mass
meda. Bourdieu (2005) addresses symbolic violence as a type of violence that instead of being
inflicted against the body, it causes moral and psychological damage. Symbolic Violence
operates through the constitution of beliefs in the process of socialiZagople learn to
position themselves in the social space according to the norm established by the dominant
discourse. In this sense, Symbolic Violence manifests through the recognition of the legitimacy
of the dominant discourse. The production of knogées the main medium where hegemonic
discourse is legitimized because the oppressed spheres come to believe in the knowledge
disseminated by the communication media, convincing the oppressed about the naturalization of
their own oppression.

Symbolic Viokence comes from the concept of symbolic power, which Bourdieu
developed to account for the almost invisible forms of cultural domination that happens in the
daily social practices to reinforce the social hierarchy through the production of knowledge. This
power manifests through the symbolic systems which, according to Bourdieu, is composed by
the language, art and religion, which builds up and reveals the symbolic power. Bourdieu
explains that symbolic systems are responsible for symbolic production, fwhation as
instruments of domination.

I n AiMasculine Dominationo, Bourdieu (2003)
perpetuating discriminatory or injurious meaning or implications, asserting gender dominance.
The author addresses the issue of "malaidation” mainly from a symbolic perspective. For
him, male domination would be a particular form of symbolic violence. By this concept,

Bourdieu understands the power that imposes meanings, imposing them as legitimate, in order to
hide the power mechamis that support this domination. Building on the concept of Masculine
Domination, Saffioti (2004) creates the concept of the Pedagogy of Violence to highlight that the
way womanhood and manhood are constructed in the gender social organization naturalizes
violence against women. She explains that the western notion of manhood is based upon the
exercise of virility where, in order to be seen as a man, one must occupy and exercise dominant
positions in society. In order to be dominant, one must subjugat¢hitie The exercise of

virility results in the constant victimization and subjugation of women. In this context, the

concept of Hegemonic Masculinity is built to address the set of normative practices that promote
Asubordination of wohMesserschmidt, 20@5npo 83%). @lkhaughethede a

10



are other types and expressions of masculinity, what distinguishes Hegemonic Masculinity is the
exercise of virility, that is, the need of constantly engaging in violence to maintain a dominant
position in saiety.

To address the meaning of Symbolic Violenc&ige k 6s per spective, we
understand the differentiation of Subjective Violence and Objective Violence, as well as to study
their relation to systemic violenc€ifek, 2008). In hisbookR Vi o | Gigek exgajns that
when we think of violence, we usually refer t
i nternat i oGkl 2008, p.h)fwhichare perfqrmed by an easily identifiable agent. To
address the violence that wenadentify the agent and most visible, he develops the concept of

Subjective Violence. Moreover, the author hig
investigate what lies in the background and enables such acts. He explains that Subjective
Violence is wuswually perceived as a disturbance o

peacef ul s tGae ke, 0oX0 @ &,i npyg.sd) .( However, we usuall
i s violent Kégkalls®Olgectivea Vioencaah iavisble violence which
Afsust ai ns -ldavdl stsandard agginszwhichave perceive something as subjectively
vi ol @gek 2008(p.2). When examining Objective Violen@gek describes two kinds of
violence: the Symbolic Violence and the SysteXimence. ForGgek, Symbolic Violence does
not only refer to discourses that reinforce social domination as deeply study by Bourdieu (2003).
Ggek emphasizes that this term also refers to a form of violence that operates through language
by 1 mpasdergt @i n universe of rGiék 2008, g2 Whdti | e e x ¢
Ggek refers to as Systemic Violence is the social inequalities and injustices that are the
consequences of capitalism.

INnGge ks wor k, we see eirhparpetuaiegdSymbolipMiokeycs. a bi g
When we revisit the works of Jiwani and Young (2006) as well as of Meyers (1997) with the
lenses providedb@gge k 6s concepts, we see that the cri me
considered newsworthy. These crimebjol are manifestations of Subjective violence, are
usually perpetuated by male aggressors which are easily identifiable agents. However, as the
careful investigation and analysis of these authors reveals, the way these crimes are reported by
news media ppetuate discourses that frame which female victims are worthy and should be
protected which is the symbolic violence that lies on the background. And the prejudice that
female victims face might prevent them from turning to the authorities for helpadkefi
police reports on these crimes, whether because the victims gave up from going to the police or
because police officersd prejudice in invest.i
how news report are built. By lack of reports, consultiregyaliced lawyers, interviewing family
members who might have negative opinions about their related ones and by writing news reports
that will catch readero6s attention, news repo
reproduce symbolic violence.

In this thesis, | refer to systemic violence to address the representation of the social
inequalities and injustices caused by what hook calls vehipeemacist capitalist patriarchy
system. | tackle violence against women as a form of systemic violenessymsolic violence
to analyze what messages that video games are perpetuating when representing violence against
women and whether they perpetuate discourses that reinforce male domination and female
subordination.

Hegemony of Play
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Drawing from the conga of Cultural Hegemony, Fraet al (2007)developthe concept
of Hegemony of Play.

We introduce the concept ofilegemony of Plag,to critique the way in which a
complex layering of technological, commercial and cultural power structures have
dominatedhe development of the digital game industry over the past 35 years, creating

an entrenched status quo which ignores the
as Wwo me n-gamae Whondact represent the majority of the populatijon
309

Their investigation of the history of pigital games demonstrates that the exclusionary
production processes of video games as well as the propagation of cultural stereotypes of
fgamer so-gamdr 8oohunction as cul tiodisamurses ool s t o
within gaming culture. Their work successfully demonstrates how video games reflect those
power and social mechanisms discussed previously.
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ChoiceBased Games

As mentioned earlier, | identified thiddere is a lack of research that investigates
specifically how violence against women is portrayed in video games. Studies focused on gender
portrayal in video games demonstrate that there might be similar dichotomies of female victims
such as the ones idiEied in news media. Considering the broad existence of game genres, each
one having its own characteristics and structures, it was necessary to choose a specific game
genre to focus on. For this thesis, | have chosen to study dbasesl games.

Choicebased ordecisikth ased games are also known as 0aC
Adventureodo and call ed B yhisgenreé charactefizedbyae r act i ve
structure that is focused on the player's narrative choices where these decisions will shape
relatiorships and the rest of the story, generating different branches. The game is usually divided
into chapters or episodes. Telltale Games and Quantic Dream are the game companies who are
well-known for developing such game genres. The reason why | am indeiresteestigating
the portrayal of violence against women in chddesed games is because of the conflicted
relationship between agency and systemic violence.

Agency

Pl ayerds agency is a key term thatmesefers
provide players to make choices that will shape their experience. There are many scholars that
study the dynamics of playersé agency which ¢
research, | will be wusi ndhreed¢hoicghasedegamesthablwdl nal y z
describe further in this introduction. When studying chdiased games such &lse Walking
Dead Stang (2019) argues that, specifically in this type of game, players agency is illusory
because all the choices that meg/can make through the gameplay arecpded. In this
investigation, this term allows us to understand that, when dealing with dased games, the
pre-coded choices are designed by someone and decisions are being made by designers to create
a set ddifferent experiences that will communicate meanings that reflect the social dynamics of
power and violenceHlanagan2009). As explained before, violence against women, as other
forms of systemic violence, are perpetuated by social institutions antinatluals. However,
how does a medium that is centered in players
by an individual?

Meaningful and Meaningless Agency

When designing choiebased games, game developers not only need to define what
choices are available in the game, but which ones will have consequences and trigger distinct
narrative branches. However, no matter how complex the branching system can be, there will
always be choices that have no consequences. Therefore, when desigrueg, developers
assign Meaningful Agency, that is, choices that have impact in the story, and Meaningless
Agency, decisions that dondt change anything.
matter, game developers create structures to distinguchdecisions.

4 The usage of the term Interactive Movie is sometimes used to addresslmssdegames. However, this term has been
criticized for not accounting for these gamesd specificities
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| refer to Meaningful Agency to address choices that have outcomes in the game. My
analysis is focused on the mechanics of choe&ing. Here, | am not accounting for concepts
of agency that are centered on the player's perception oéttative. Therefore, when | refer to
Meaningful Agency, it does not include the notions of Emotional AgemayDramatic
Agency’.

ChoiceBoards andNarrative Branchings

At the end of each chapter or episode, chbased games usually display a choicarld
which is a screen that shows the decisions made by the player. Some decision boards might show
statistics, comparing the playeroés decision w
might focus on the completion of the chapter/episode, stgowhat choices were made and
which narrative branchings were explored. These choice boards serve to incentivize players to
play again and try out different choices to explore different outcomes. Narrative branchings that
are unlocked by specific choimembinations, will lead to specific game paths, which will
trigger specific endings which can be interpr
players record playthroughs.

Figure 1: Decision board in games developed by TellTale Games

5Emotional Agencyisaoncept created by Weir (2011) to address t

choices made do not matter on a story | evel but are s

6 Dramatic Agency is a concepteated by Murray (2005) to address the experience when players get attached to playable
characters and seeing these characters strive and survive the outcomes of choices makes players feel rewarded.
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MY IMAGINARY FRIEND...

You and % of other players have taken these paths:

path o\ b Did mischievous things
2

)
P Didn't eat a cookie

B Found the shoebox
P Exited the garage in lime

P Your path

%

Figure 2: Decision board in Beyond: Two Souls, developed by Quantic Dreams

© Clementinge will remember that.

Figure 3: Relationship status update in games developed by TellTale Games
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PUBLIC OPINION

MARCH PEACEFULLY TOWARD THE

CAMPS T PRES HE

Figure 4: Relationship status update in games developed by Quantic Dream
Decisions and Relationships

Choices made throughout the game also serve to establish the moral compass of the
playable character and shape how other characters perceive this character. Relationships between
the playable character and Aplayable characters can also be a way to lgghkpecific game
paths. Depending on the game, improving or worsening relationship status with other NPCs
might unlock specific endings or game paths. Nevertheless, ebassel games usually display
vi sual cues when t he péreeiyed bslpaesitive oraggaticetoyeNPGss d e ¢

GamePaths,Endings andTrophies

Choicebased games usually deploy specific game mechanics to highlight game paths.
Decision boards, narrative branchings, and relationship status are some of the elements that |
have just covered. However, these games also assign trophies to mark pognets game
sincechoickbased games usually dondét have a | evel s
as the player progresses in exploring the game world. Some games might assign trophies to the
completion of chapters/episodes, regardless of pagt®ices. Others assign trophieshich
are usually categorized as bronze, silver, gold and plafinianspecific choice combinations
and the successfulness in completing quiicle event challenges, which usually require players
to press specific keya a given order, frequency and rhythm. When chbiased games assign
different trophy categories, the trophies serve to organize choices into hierarchies where some
choices are more relevant than others.
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Methodology

Discourse analysis

This thesis useextual analysis through case studies divided into games that (1) portray
this subject from the perspective of the victim, (2) of a witness, and (3) of a third party that can
choose to engage in acts of violence. As a methodological framework, | réfentortk of
Consalvo and Dutton (2006) to analyze gender
the narrative.

I n AGame Anal ysi so, Consalvo and Dutton (2
studying games using qualitative methods. Thefligpt that analyzing a game is not the same
as watching a movie, itds iIimportant to accoun

video game. In the tool kit, they outline three major parameters to take into consideration in the
game analysis: thebject inventory, the interface study and the interaction map. This
met hodol ogy of analyzing games all ows me to I
example, looking at the list of trophies and achievements is a way to understand the paths in the
gameplay that are encouraged and set as goals to players.

To do discourse analysis on video games, my investigation draws from the concept
Procedural Rhetoric which is used by lan Bogosi (@b describe games as persuasive rhetoric
tools that differ fronother media such as books or movies for being composed by processes, a
term that is mostly used in programming. This form of rhetoric is referred to by Bogost as

procedur al rhetoric. He def i nbasedrepreseatatisdhd he ar
interactions, rather than the spoken word, writing, images, or moving pictBaggyst, 200, p.
ix).as well as fithe art of usilom3.pThepweedurale s per s L

rhetoric is constituted as a particular way to comicate economic, political and social values

through programming processes. The available options and their repercussions are conceived

from an abstraction of real life to serve a purpose in the game narrative. In this context, game
developers work in craftg laws that convey ideology (Frasca, 2003). To summarize, as Sicart
(2011) explains, Athe proceduralist discourse
convey pol i {(Sicartal 2 OhkelPpeedurlsts s e ct i )oTherefopea r a . 1
procedurality is a key concept in game studies because it is both an ontological marker of

computer games as well as the way discourses of ethical, political, social and aesthetic value are
built in computer games (Sicart, 2011).

The selection criteria fahe games investigated in this research is that they have the
choicebased mechanic where the players' decisions shape the rest of the story. Those mechanics
encourage players to try different narrative paths in them, which can indicate whether v®lence
represented as avoidable or nBepending on the decisions that were made, a character might
be murdered or saved, suffer sexual violence or not, etc. Understanding thearaespience
of those decisions regarding violence against women could eyhe learn how games might
be perpetuating discourses that blame the victim. Because this type of game allows players to
Afichooseo different endings, unlike other medi
we think about this issue.

The focus bthis analysis is on the representation of violence against women, its relations
with systemic violence and the portrayal of f
decisions since it wonoét fit ttHeempxtsapdeo of t hi
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games that portray violence on playersoé behayv
tackles this topic. Based on the scope of this investigation, | inquire: How do games reflect or
challenge popular beliefs aboutviolenc agai nst women and who Adeser
games help us or even hurt usin presenting the idea that violence against women is just
something that we can Achoose not to engage w
criteria, | selected #hfollowing games as the object of analy3ise Wolf Among Ug013),
Beyond: Two Soulk013) andDetroit: Become Huma(2018).

| am interested in investigating how violence against women is represented in choice
based games because of thallenge of representing systemic violence in a medium that is built
upon the concept of agency. When deciding which cHoésed games would be investigated in
this thesis, | chose to investigate games that not only portray violence against women in its
different forms, but as well are developed by different companies. Instead of analyzing games
that were only developed by Quantic Dream, | decided to also include one game developed by
Telltale Games. My goal is to identify patterns across companiestiatesy games developed
by the same company could indicate patterns specific to a writer.

In the following paragraphs, | describe the chosen games and the instances of violence
against women. | also refer to the relevant literature that investigategjtrees.

The Wolf Among Us

In chapter 1, | analyZéhe Wolf Among U&013), an episodic graphic adventure game,
that is, a video game released by episodes that constitute a continuous and larger series. This is a
choicebased game developed by Telltaleniés wherap | ayer 6 s deci sions det
of the story. In the gameplay, they can decide between dialogue lines and how the character
solves the conflict. The game takes place in Fabletown in 1986, the fictional, clandestine
community of Fabledairy tales and folklore characters who moved to New York after losing
their Homeland. The main conflict revolves around the precarious lives of these characters who
lost their economic status after moving to New York, having to resort to crime andupia@stio
survive in this new reality. The playable character is Bigby Wolf, the-baitdd sheriff of
Fabletown who used to be known as the Big Bad Wolf. He is trying to redeem himself from his
bad past as the wolf in the fairy tales. He has the dutyaeftaining order in the community,
protecting the Fables from the humans as well as from themselves. Players can control his
dialogue, choices and actions, having the agency to determine his personality and tactics. Player
choices af f ec ipwibhiothds chéracters andl lead o one ef the three possible
endings. Throughout 5 episodes, Bigby is inve
workers.

The academic literature that studidse Wolf Among Uis usually focused on
discussions arouhemotional agency and meaningful decision making (Kway and Mitchell,
2018) as well as on the analysis of narrative branching mechanisagEdt al 2019).

Jardine (2015) shares their Aexperiences o
vi ol é&ardine,2015, p.75) when playimge Wolf Among Ug he Walking Dead: Season
Twao, andThe Last of U$ games that include the depiction of violence against women. In their
article, they address this experience of discomfort to reflect on the jpodiking that regulates
video game consumption in Australia. Jardined
impact as the player. They don't investigate how the mechanics of-chakieg are built to
generate such a negative impact. When encounteringuhdered female character, who is later
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reveal ed not to be Snow Whit e, but one of t he

was a tired trope (sometimes called O6Women in
potential lover, giving he mal e protagoni st motivation and
2015, p.75).

Besides Jardineb6s article, there is a | ack

portrayal and the representation of violence against womeherwolf Among Uddence
considering the game portrays femicide and sex exploitation, | propose to analyze the
representation of such topics in light of the concepts and studies described earlier.

Beyond: Two Souls

Chapter 2 analyzeBeyond: Two Soul013), an adventure gamewtloped by Quantic
Dream that is played from both thipgerson and firsperson perspectives. This is also a narrative
driven game whose mechanics are based on chuag@ng, where consequences of the player's
actions shape the story, resulting in difféarendings. The game tells the story of Jodie, a girl
who has a strange psychic connection with Aiden, a mysterious entity with supernatural abilities
who has been with her all her life. The gameplay is divided into 24 chapters that follow both
charactershrough eighteen years of Jodie's life, showing the range of challenges that Jodie had
to face from having that connection with Aiden. The central conflict revolves around questions
about life after death. | decided to include this game in my analysigasgeitancludes a chapter
where one of the protagonists might be the vi
choice. Violence against women is also present in this game in the relationship between Aiden
and Jodie, where he displays aggressneeantrolling behavior against his sister.

Academic work that examin&eyond: Two Souis usually focused on the depiction of
female protagonists (Morrisaet al, 2018), immersion and gamer experience (Flamma, 2016),
advances in motion captutechnology and the implications of having a female character as the
protagonist of a game (Cook, 2018).

Morrisonet al (2018) analyzes the depiction of female playable characters from various
games including@eyond: Two Souls\mong their findings, theydentified that the perpetuation
of common gender tropes is present, but having a female protagonist allowed these games to
build more complex female characters. The authors identified that these female characters shared
common characteristics: they all lrapowerful skills. These powers both allow these characters
to save others while also making them cursed. Having these powers is what turns them into
victims of discrimination and/or i1isolated fro
othernessMoreover, the authors highlight that, although this unique set of skills allows these
characters to become powerful, these powers f
(Morrisonet al, 2018, p. 855), that is, their special abilities convey the tradtionotherhood
role as these skills are Anot seen as develop
(Morrisonet al, 2018, p. 855).

The authors point out that differently from traditional male heroes, these female
characters did not attemptr@solve conflicts by engaging in violence. Instead, they used their
sensitivity and intuition, abilities qualifie
claim that having female character sucasurpersoot ag
(Morrisonet al, 2018, p. 856) because it allows them to become more independent from male
characters. However, the authors highlight when these female characters rely on help from male
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characters in order to perform specific tasks, suchasdogliE i ng f or Ai dends hel
someone, their agency becomes limited.
Cook (2018) problematizes how gender dynamics are at pBgyiond: Two Sould he

aut hor focuses his analysis on the chapter AT
cowork r from CI A and | ove interest. limerestmi s c¢ ha
havings ex wi th Ryan. Aiden attempts to ruin Jodi
goal and ruin her date, whigjpesagainst what Jodie, the protagsthwants. This dissonance, as

pointed out by Cook, demonstrates how the gam
oppression into the very process of playo (Co

The works of Cook (2018) and Morrisehal (2018) demonstrate how the depar of
female characters has evolved in comparison to the games Dietz (1998) investigated in the 90s.
Moreover, their studies show the change in dynamics from designing female characters as non
playable characters to designing them as protagonists. Alitbeg research points out the
specific ways that gender discourse is embedded in games that feature female protagonists, their
works do not focus on the portrayal of violence against women nor on how it is represented
within the same game genre. Morriset =~ a | . research games from dif
analysis is focused ddeyond: Two Souls

Building on the works of these authors, this investigation aims to study the poadifrayal
violence against women in chotibased games which allows me to account for this geare
specificities and identify patterns among games that have similar mecioresver, | believe
this investigation can further the discussion on the representation of female protagonism and
female agency in video games.

Detroit: Become Human

Chapter ZtudiesDetroit: Become Huma(2018), an adventure game developed by
Quantic Dram played from a thirgperson perspective. It is a narrative driven game where
players must make decisions whose consequences impact the course of the story. The gameplay
takes place in the city of Detroit in 2038, where there was the insertion of andtoitteework
force to replace humans. The central conflict revolves around the rise of Deviants, androids who
manifest human emotions and deviate from their programmed behavior. There are three playable
characters: Connor, an android who is a policestigator that hunts deviants; Kara, an android
who used to be a housekeeper that becomes deviant to save a little girl that was suffering
domestic abuse; and Markus, an android who used to be a caretaker before becoming deviant and
the leader of the andibrevolution. The game narrative revolves around questions of what
makes us human, which is a common theme in android driven stories. To evoke questions of
what defines humanity and whether androids can have humanity, as well as harness empathy
towards Kaa, Connor and Markus, the game constantly portrays acts of discrimination against
these androids because of their identity. Those playable characters can die and the story
continues without them. Therefore,sdeather e 1 s n
Obmann (2020) investigates gender portrayals in games developed by Quantic Dream:
Heavy Rain2010),Beyond: Two Soukk013) andDetroit Become Humaph 2 0 1 8 ) . Obmanné
analysis highlights the patterns of female protagonists in games written liyCsye. She does
a cross analysis to identify the patterns in regards to how female playable characters are
designed. In her analysis she investigates (1) diversity, (2) passivity, (3) relevance, (4) ability and
agency, (5) sexualized violence, (6) nugsinles, and (7) dependency. She identified that all
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femal e character s demale, ybeng, aldbodied and (partlfi) explicitye , ci s
het er o(p.&59uThd aathor also states that they are frequently portrayed as victims of

vi ol ence against women in the context of havi
ratherreact i ons to other <char a@Ets8yHavingfemalear e act i nc¢
characters reacting instead of acting places them in a passive ratecehicasts with their male
counterparts who wusually fit the acti e rol e,
153). In Heavy Rain2010) andDetroit: Become Huma(®2018), where there are multiple

playable characters, Obmann argues that lielayable characters were often not relevant to

resolving the central conflict of the story.
impact the story, only exertirfgnfluenceonamicré evel within t(@{Pda33y own s
Other timesthey might act as sidekicks to support male playable characters with minor personal
goals. I n contrast, Obmann explains that mal e

other characters whether they areptayable or playable.

When analyzinglaility and agency, the author identifies that among the three female
characters, Jodie, tiigeyond: Two Souls pr ot agoni st , is the only on
and unique supernatural abilities. Howmkewver, s
to defend herself in every dangerous situatiostead sheoftenfits the role of a damsel in
distress. Differently from Jodie, Aiden, her deceased brother who accompanies her throughout
the game, has powers that allow him not only to protecblietp control her romantic life.

Both female characters frorteavy Rain(2010) andBeyond: Two Soulk013) have similar

linear storylines, only being able to make meaningful decisions at the end of the game. Obmann
explains that Kaimgaé s cothgadsorsto tleeothen tave fenmale characters

as her choices might end her storyline prematurely.

When looking at sexualized violence, Obmann (202@xe thatall gamesncluded that
element He expl ains that Anuldabefpundimtdemale ol ence ca
characters, however, they are nowhere near as consisténtamca t 6 s mor e, sexuall
and g e (Obreanre 2D20,.0154. Obmann (2020) identified that all playable female
characters often fit the nursing roles. On theeohand, there are moments when male characters
have the opportunity to fit such roles, but these moments tend to be short because the focus of
their narratives tends to be on saving other
these femaleharacters are written as dependent on their male counterparts, since a big part of
their storyline and their identity is defined by their relationskijth men. Kara is an exception
to this observation, but t hedlydependanbanthastaskdafes t h
taking care of a little girl.

Obmannés (2020) study of gender portrayals
female protagonists. However, by focusing on games that were written by David Cage,
Obmanndés anal tpsenty pdtterassamang chabasad games. By doing case
studies that include games that were developed by Quantic Dream and Telltale Games, the goal
of this investigation is tinvestigatethe largerpatterns in choicéased games, not only David
Cap6s games.

Leach and Dehnert (2021) analyze the portrayal of race, gender and sexuzditroit
Become Humaas well as thg a m eandruction of racial identity and the female protagonist.
Leach and Dehnertdés (2021) findings indicate
gender stereotypeso (Leach and Dehnert, 2021,
decisionsnvolving taking care of a little girl, surviving domestic abuse and other forms of
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VAW. Moreover, the authors highlight that Kara fits the role of a loving mother as she
demonstrates qualities that fit traditional concepts of motherhood and femininity.
Leach and Dehnertds analysis briefly tacklI e
when Connor can decide whether the female androids (deviants) who are sex workers in a night
club can continue to live or should be killed.

These (possible) acts of violemagainst objectified and hypersexualized female androids
reinforce the toxic masculinity that permeates video game culture. While the open

narrative structure ddBH allows the player to make their own choices in these situations
involving violence agaimt f emal e androi ds, the gameds ol
hypersexualization of these secondary female characters reiterates common tropes in the
maledominated video game culture, further normalizing such violence and Heeeal
consequence¢leach and Dehmg 2021, p.28)

Further, Leach and Dehnert investigate the
the scientist who created androids and who used to be the CEO of CyberLife, Elijah Kamski. In
this chapter, Kamski forces Connor to go through the KamskitTe whi ch i denti fi e
deviancy. In this test, Kamski challenges Connor to kill one of his female androids, who in this
scene is wearing a bikini. If he kills her, it means that he is still a machine who is following

order s. | f h stratdsahathe as developed ethgathyy and therefore, is closer to
becoming a deviant. The authors point out that again, violence against women is portrayed as a
means to define the protagonistdés moral compa

live or die. Based on their work, | argue that this could already indicate that dichotomies of

female victims are at play as we see that Kara is presented asexuatized female character

who fits the mother role and who consequently is portrayed agaman who should overcome

violence. At the same time, the sexualized female androids are framed as the victims whose lives
and deaths only serve to determine Connor6s m

Phillips (2020) |l ooks into Quvhichtvasc Dr eamé s
published in 2012 to illustrate whBetroit: Become Humawould be when released 6 years
|l ater in 2018. Although the author doesnét t a

provides insight$or this study In the short film, we seerabotic factory machine building an
android. In this case, a white android woman named Kara. A factory worker instructs Kara to
perform a series of tests to validate her functionality. At one point, Kara shows that she is self
aware, developing a conscem The factory worker becomes troubled and starts to disassemble
her. In an effort to continue to exist, Kara urges the worker to let her live, promising to do what
is expected of her. As the operator continues to disassemble her, the climax of tiapuEt
when she has only her head and torso |l eft and
sympathy towards Kara, the operator decides to spare her with the condition that she behaves as
she was programmed to. Crying, Kara thanks the opeaatbmoves toward the platform to be
put in a box. Phillips (2020) explains that t
uncanniness in technology is closely related to cultural expectations of identity: Kara only upsets
the quality control techaian once she deviates from her programmed performance of
femininityo (Phillips, 2020, p.77).

Phillips (2020) highlights that in the script, it becomes obvious the intention of the
narrative to build this connection as we see Kara speaking out loudrtiienof activities and

7 Cage, D. (Director). (2012Kara [Film]. Sony Computer Entertainment.
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abilities she has in her programming. A lot of these activities are performed by women in
traditional roles such as housewives and secretaries. As the operator continues the tests, he refers
to Kara by gender ende ynoi caknnda niebsa bsyuoc.h as @A ho

As the author describes

The process of disassembly plays out as an unsettling but stereotypical sequence of
sexual violence: the forceful removal of clothing, the restraint of limbs, the cutting up of
her body into pieces, the begginuggpleading and tears, the gratitude and promises of
obedience in return for being released in one piece (Phillips, 2020, p. 78).

What makes Kara not wanting to conform to
realizes that sheo i(sPhiial Isioprst, 020 2nle,r cph.a’n)i.s eT h €
Karabs demand for a name is designed to resem
based on the works of Hazel Carby and Patricia Hill Collins, Phillips argues that Kara is an
android who looksilk e a whi te woman because her design
womanhood as the wuniversal sympathetic victim

Investigating choicebased games

To gather the information from those games to answer the questions related to each
chapter, | take notes and screenshots as | r@@apit: Become HumaandThe Wolf Among
Us, as well as plageyond: Two Soul®r the first time. After playing these games, | also look at
videos of walkthroughs and fanddmo ma k e s ur e anl defails of the stonyiors s i n g
gameplay that could be relevant to my analysis.

My goal with this investigation is to compare the range of approaches to represent this
theme in video games. Therefore, instead of analyzing one game in depth, | decide@t@look
different games to understand how those approaches might contrast or resemble each other and
identify patterns in the way the violence is presented. In each chapter, | investigate each game
considering the following elements of analysis.

First, | anayze the player's agency and their role in those games, looking at how the story
and the mechanics are built to convey the sense of agency. In the level design that involves
scenes of violence against women, | inquire: who is the player's character?y®pkagieg as
the victim? As the aggressor? As a witness? Do they get to choose? How much agency does the
player have when playing as this character? What can they do and what can't they do? To answer
those questions, | describe the overall story of theegéime specific plot of that
mission/episode/chapter, the main character design and background, the locked options and how
to unlock them, the available options and their consequences in the story.

Second, | look at how this violence is being presentddetplayer. After having covered
what players can and cannot do in the level design and what choices make more impact in the
plot, I inquire: What are the types of violence displayed verbally and visually in the games? Is it
avoidable? Is it presented asiaolated problem? As part of systemic and structural violence?

What are the paths or actions the game encourages players to pursue? To answer those questions,
| describe the violence and compare it to the definition of the types of violence provided by
Ggek, Bourdieu and Saffioti in order to classify what type of violence and how it is being

8 Also known as Wikia, Fandom refers to online encyclopedias whose pages contain specialized information about the games |
am investigating.

23



represented. Moreover, | analyze what choices in the game lead to the violence and whether

there is a path that doesnadt tthepossblepahsinthe depi

level design, | investigate the trophies and achievements available to inquire what is encouraged

or repressed by the game.

Further, | focus on how the victims of violence are being represented in the game. Based
on the dichotones problematized by Meyers as well as Jiwani and Young, | inquire: who are the
victims of violence? How are they framed in the narrative? Are they framed as the bad and the
good women? If yes, how are those figures represented in those games? Whyemas viol
against women introduced in the story of the game? Do they reinforce traditional gender roles?
To answer those questions, | describe the character design of the victims and look for the
dichotomies identified previously in news media.

Finally, in thelast chapter, after investigating each game separately, | analyze how these
gamesd6 approaches resemble and differ from
reproduced among these different gameplays. By analyzing these patterns in the lightpiconce
and processes discussed in the specialized literature, | intend to inquire what are the roles of
these games when portraying violence against women. | recap the observations and findings to
inquire: How is violence against women being representedsetgames? How are they
reflecting the power dynamics of male supremacy? What are the challenges of portraying this

topic in those games? To answer those questions, | use the concept presented in the theoretical

framework as analytical tools to discuss thallenges of portraying topics such as domestic
violence and sexual violence in video games. | also refer to the controversies inf2wtrioid
Become Humawhere the game was criticized for containing scenes of domestic 8eysad:

e a

Two Soulstoill ustrate peopleds perceptions of sensit

in video games.

| am looking for game levels and scenes that show not only the violence suffered by the
female protagonist but also by the female-ptayablecharacters. My goal is to identify whether
the discourses identified by the authors in the literature review also occur in the narratives of
these games.
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Chapter 1: The Damsel and The Whord& e Wolf Among Us

In this chapter, | investigate representations of femicidénenWolf Among UAs
discussed previously, when analyzing the representations of violence against women in video
games, | intend not only to look at how those representations might resendxespalready
identified in other forms of mass media, but also to identify the meanings and symbolism that the
killings of female characters might carry in this narrative. Since these women are fictitious, their
lives and deaths carry a symbolic meankgy. instance, a character that is killed might embody

gual ities that represent societyods anxieties
On the other hand, a character who gets to be saved maigdtharacteristics that reinforce
traditionalged er r ol es, being fia sort of avatar for

(Ellis, 2018 11:23. Therefore, my goal is to understand how the lives and deaths of such
characters might reflect the dynamics of dichotomies identified by previouzrsifeyers,
1997; Jiwani & Young, 2006) as well as embody meanings that reinforce traditional gender
roles.

Into the World of Fabletown

In this section, | contextualize the settings whire Wolf Among Utakes place and the
major social conflicts in thplot. Afterwards, | analyze the representation of social class and
class oppression in this conteXhe reasomhy | am turning to social class as a focus for
analysis is that class also plays aibig how violence against womenrepresented (Meyers,
1997).

The Wolf Among Uis a spinoff series of the Fables comic book series. The narrative is
centered on Fables, who are fairy tales and folklore charadterst of them are talking
animals, fairies, trolls, ogres, goblins, dwarwegches, giants, dragons, and even humans. They
are originally from the Homelands, their former magical land where most of the stories in the
books were based on. After being forced to leave the Homelands, Fables moved to New York.
The story takes plada 1986 in Fabletowh a clandestine community of Fables who live in New
York. Fabletown is situated in Bullfinch Street, located in the Upper West Side of Manhattan,
and in a large farm, located in upstate New York.

When Fables move to New York, they rhbgle their true identity frormundiesthat is,
regular people. To change their appearance, they have to take Glamour, a magic potion crafted
by witches in Fabletowndés BusHkalelsess Of Hdtc ed mamdt
withtherulesad candét afford Gl amour are sent to the
disguise their true identity. NelRables, that is, regular people, cannot enter the farm because of
a magical spell that surrounds this location.

After moving to NY, fables lost #ir prior social status. Many of them used to be royalty
in the Homelands or had the chance to live a simple life among nature. Their struggles with
social class issues promoted by capitalist systems are the key conflict in this video game. Many
have low @id jobs and are constantly being denied assistance from the Business Office, meaning
they had to turn to other activities to make a living such as sex work, dealing illegal Glamour for
Fables who candét afford t he Iluagladngeonsdoan and i n
sharks. The main arc of the plot involves the investigation of the murders of two Fable sex

91lrvine, A., & Dougall, A. (2008)The verigo encyclopediglst American ed). DK Pub.
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workers who are members of this community: Faith, formerly a princess; and Lily, a troll and
Faithodés friend. The urdersweresgart af abiggeoissuerngolviagathes t h e
corruption of Fabletownds Business Office and
clutches of Crooked Man, the puppeteer responsible for ordering the murders and who has been
controlling interest oer all businesses as well as people who owe him money.

Bigby: The Big Bad Wolf

In this section | do a design overview of the playable character Bigby. Further | analyze
how much agency the game provides to players. Finally, | compare how a lack of aggrtcy m
reflect the social dynamics of systemic violence.

The gamedbdés only playable character i s Bighb
Wolf, the villain who appears in many fairy tales such as Little Red Riding Hood, Three Little
Pigs, and Petand the Wolf. He is the sheriff of Fabletown who has the responsibility of
enforcing law as well as protecting Fables from mundies and vice versa. He is trying to redeem
himself from his bad past when he used to harass and kill other characters iryttadefsiin
the game, we see Bigbyodés relationship with hi
where the sheriff tries to make up for the bad things done to him. However, regardless of risking
his life for saving other characters as well as sirapto be more empathetic, Bigby still faces a
lot of criticism from the community.

The players' agency when playing as Bigby comes down to choices of how to proceed in
the midst of conflicts: being more pacifist and diplomatic to resolve the issueblefdven,
demonstrating the change in his behavior; or being more aggressive and violent, reaffirming the
vision of other characters about his work ethics and conBegardless of the player's agency,
Bigby faces social conflicts that go beyond the densione can make in the game. For instance,
Bigby, as the onlyepresentatvedfa bl et owndés HApol i ceod, I's not ab
Fables who are endangered or vulnerable. Consequently, he is blamed constantly for only acting
to reinforce the lawsawell as favoring some Fables over others. The frustration of not having his
effort and hard work recognized by the community illustrates the lack of agency he has as an
individual amid the injustices and violence promoted by the corrupted system.

The Murders of Lily and Faith

In this section, | cover the representation of femicide in this game. First, | do a brief
overview of the main plot events that are connected to the representation of the femicide.
Further, | report the available meaningful choides tould result in the killing or the saving of
those victims. Then, | analyze how the lives and deaths of those characters are framed in the
game and whether there are the good/bad women dichotomies. Finally, | analyze how the killers
of those women argamed in the game.

Throughout 5 episodes, Bigby and Snow Whi't
becoming the new mayor in the end of the game, work together to find out who killed the sex
workers. In episode 1, Bigby finds the bodiless head of a sekewdhe girl he met at the
beginning of the episode whose name is later revealed to be Faith. The head was carefully placed
at the entrance of the Woodland Luxury Apartm
end of the episode, another head wasqulan the same spot, although this time it was Snow
Whit eds. However, it turns out Snow White was
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troll who was a sex worker that used illegal Glamour to look like Snow White when doing sex

work for IchabodCr ane, the mayor and Snow Whiteds boss
The Pudding & Pie, a strip club in Fabletown owned by Georgie Porgie and Vivian, who were

involved with the Crooked Man. Over the episo
who also works in the club. She finds out a w

ribbon that every sex worker has to wear and cannot remove. It prevents them from sharing
information about their clients. If they try to remove it themselvee disclose secret
information, they are beheaded. Because of the ribbon, they are forced to work, taking away their

choice of quitting. |l n epi sode 5, itds reveal
women by removing their ribbons. It weismake an example of them when they tried to
bl ackmail one of the Crooked Mandés allies to

The killing of those women was not an outcome of the player's choices. Those events are
pre-written and the murder investigations are whatls the storyi t 6 s not possi bl e
them. Since the murders are mandatory events in the game, there are no impacts in the gameplay
involving losing trophies/achievements or game paths becoming unavailable.

We can see i n t heowthéirdineafavorleas wall aschowetleioliges e s h

and deaths were perceived by others. When Snow and Bigby are in a taxi, they say:

Snow: Seeing all this today... There are Fables that are struggling worse than I'd
imagined. We pay so much attention to thgidents of the Woodlands... You forget
there's a whole community out there to serve. To have to turn to... prostitution. | wish
there was more we could do.

This dialogue demonstrates that sex work is perceived in the game not as legitimate
work,butasa al ternative activity for those who car
Ot her dialogue | ines demonstrate prostitution
murder , | chabod Crane, the mayotanlyis&FRageonds AW
killed, but it was a Fable hooker to boot. o

Ruberg (2018gxplains that:

Of the many stigmas that surround sex work in twéingg-century North America, the
specific misconception that makes representations of sex workers in maingtteam
games so pernicious is the denial of sexualuabs labar. In this discriminatory
cultural narrative, sex work does not count as legitimate {org&).

Considering Rubergbés words, we see that pr
thisg a me . l nstead, ités used as a plot device tc
criminality. Furthermore, the conflict of the narrative is not only based on the degradation of the
economic conditions of these characters, but also by claghishis, discrimination and neglect
that they suffer from being of lower class. This becomes evident when Snow describes how
Crane runs the office:

Snow: Right now, I'm the gatekeeper, making sure none of these disenfranchised folks
are, as he puts it, wiersg his time.

Lily
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Lily and her sister Holly grew up in the Homelands togetherhadta falling out shortly
after moving to the mundane world. Aimless and increasingly destitute, Lily turned to
prostitution, and now she's the second victim in an ongoing murder investigation.
(TellTale Games, 2018Book of Fables Entiysection)

Figure 5: First encounter with Lily when she was glamoured as Snow White

When investigating Lilyds murder, we see t
Holly, a troll bartender, looks for help after her sister Lily goes missingpitoée 1, Bigby is
confronted by Grendel, a friend of Hollyods:

Grendel: Only comes sniffing around this part of town when the rich fucks in the
Woodlands need a shakedown. Ain't that right, Bigby.

Bigby: It's not like that.

Grendel: What | see is someonbBawvouldn't be here if | was the one needin' the law for
some help. Holly's sister goes missing and no one gives two shits about her. Paperwork,
waiting rooms, and that bitch Snow White looking right past me, then ushering me out
the fuckin' door.

ta be kidding me.

Figure6:l n t he examination room, the spell wears off, revealing
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Pretty heavily too. | hear they only go for the legs if they've used up the veins infbheir arms... or if
they're trying to hide the marks.

Figure7?When examining Lilybés body, Bigby finds marks of drug us

Ho we v e r suffeting Was 6os only invisible because she was part of a poorer part of
the community. She was also a sex worker and a Troll, who are not seen the same way as the

Fables who | ook human. When the gl amour runs
can see the discrimination over the fact she
al | back in the Homel ands. o After this dialog

also a drug addict.

In the examination room, they find drug rkswon her leg, which could indicate she was a
heavy drug user. Later when Bigby and Snow te
was a victim of women trafficking:

Holly: She was lost here, in the city. She just got swept away by it. SHeoeksg. To

pay down debt. It ate me up to see her that way. Eventually, the only people she owed
were at her work, you know, that shithole club, The Pudding & Pie. The owner, Georgie,
with all his fuckin' "fees", it's a crock of shit. It's how they kept hetau their thumb,

really.

Hol |l yés dial ogue r e tbll eeonti sn gt hweh ema rsrhaet il vi es t osf
life choices. Instead of focusing on the fact that her sister was the victim of women trafficking,
t he dial ogue e mp Aleomissienson her disgppearancehpeaple lelaaning her
murder on her poor life choices and the discriminatory comments about her race could resemble
guestions related to the moral and racialized economy of representations (Young and Jiwani,
2006) where thentersectionality between class, gender and race discourses renders violence
against women of colour invisible. This combi
result is that the news draws on and reinforces stereotypes about African Americans and
violence, drug abuse, 7,11B) prostitutiono ( Meye
By acknowledging the process that rendered
characters reactions towards the fact that Snow White was actually alive:

29



Grendel: Of course the dear Prss Snow fucking White is all safe and sound! Where
were you when we reported this weeks ago, huh? Where are you when we ever fucking
need you?! If you'd given one ounce of a shit about her, about any of us, she might've
been saved! She might've been cdoet

Holly: It should have been you. It should have been you and it wasn't.

Bigby only started to investigate the murder when they thought Snow White was
murdered someone who appears to be white. The high visibility of Snow White and the
invisibility of Lily reflects the social dynamics identified by Meyers (2199

Representations of women as victims of violence are also tied to discourses of race and
class as well as of age and any number of other signifiers of domination and inequality.
Within news coerage of violence against women, male and white supremacist ideologies
converge. White women are most likely to be covered by the news when they are victims
of male violence, especially if they are middbe upper class. Black victims of sexist
violence,particularly if they have few financial resources, are simply not seen as
newsworthy. dp(lMgyer s, 199

The invisible violence towards sex workers
dialogue in episode 5 when she tells Bigby that she wasthebne pl aced Fait hds ¢
heads on his doorstep. She explains it was the only way to get his attention:

Nerissa: People like us get forgotten all the time. The Crooked Man was counting on that.
When we suffer, we do it in silence. And the world likgbat way. We just... fade. Like

we never existed. | couldn't watch that happen to Faith or Lily. Nobody cares about us.
Not really.

As pointed out previously by Meyers, the invisibility of the violence commited against
these characters is due to the gi@alization involved in their jobs as sex workers. However, in
Lilybébs case, the process of invisibilization
evident in episode 2 when Bigby is investigating the Open Arms Hotel, an establishoeatsi
close to the Pudding & Pie where the sex workers have appointments with their clients. Bigby is
surprised to meet BeadByworking at the front desk. Since Bigby was previously informed that

Lily last booked the room 207, he asks Beauty the lagttins he saw her . Beauty
yes, the, uh, the troll. | did see her. | mean, you know, we never really spoke, but... she came off
a tad intimidating. o0 Beauty's choice of wusing

also judged negataly simply for being a Troll by Crane, resembles the biased way black women
are described. AsSmith (280 hi ghl i ghts: fiWe are perceived a
angry, threatening, i1inti mid@miihr@3, p.120hi nt el | i ge
Later, Beauty questions Bigbyds | anguage w
Afshed. Beauty reflects upon Lilyés murder and
she sees that any girl could have been the victim of this ser@l lklbwever, instead of
guestioning the Fable citizenbds |l ack of suppo
on the monstrous mind of the serial killer.

10 Beauty is one of the main characters in the game. She is married to Beast and they ardtizsvwéiibles from the Beauty
and the Beastodos tale.
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WPN‘ how doesg person...?

Georgie took advantage. She made her own choices.

We can't really know.

Figure 8: Beauty asks Bigby the reason why Lily was killed

WhenBeauty asks why Lily was murdered, there are a couple of answers Bigby can give
her. He can blame Georgie, the strip club owner, for forcing Lily into compulsomyriabo
ifGeorgie took advantage of her whenansmMere was |
AWe can't know the answer to that. Every situ
iit sounds | i ke there was a series of choices
if she knew where thingisgwedse dhiealdegwe, Dietpeanalr
victim-blame narrative.

Throughout the episodes, | argue there are many narrative devices that reinforce Trolls as
arepresentationofnemhi t e people. First, Cranedbds and Bea
discriminated against for being a Troll. Second, in episode 2, when Snow offers to handle the
funeral arrangements, Holly explains that there is a specific spiritual ceremony from Troll
tradition.

Snow: Please, we can handle the funeral arrangements...

Holly: No, no it's- it's a kind of- it's a formality with trolls. We burn our dead by sunrise
or... I dunno. Some old world shit will fuck your soul up.

Burning the dead in funeral ceremonies is a common practice amo+ghnistians,
flobservedamong Buddhists, Hdus and Jains from well before the start of the Common Era,
and was | ater adop6,p 896.0Tis rithal ks toosidéredl tomeal way,to 2 0 1
historically differentiate them from Christians and Muslims whose tradition of burying the dead
wasconsidered to be the norRor them, the practice of burning the dead allows the soul to be at
peace by leaving the body (Arnold, B)1Therefore, the religious ritual Holly explains in the
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dialogue can be interpreted as one of the narrative deviceegitifarces Trolls as a
representation of newhite people.

Lily is also represented as a drug addict and a sex worker, which is a common race
stereotype that oppresses African Americans (Meyers])198is would not be the first time
trolls are designedithin video game narrative to resemble people of color. As Monson (2012)
points out, designing fictitious races to represent ethnicity serve to reinforce the notion that racial
boundaries are determined by biology which naturalizes and justifies di#srand
inequalities. The process of assigning values to bodies based on their ethnic characteristics is
called racial categorization or as epidermalization. In this context, Race is socially constructed
through discursive practices that often involve tagptuation of race stereotypes.

Faith

Faith, otherwise known as Donkeyskin girl, made it through the Exodus from the
Homelands with the clothes on her back, her husband, and nothing else. She was once a
beautiful princess, happily married to Prin@awvrence of a neighboring kingdom. Her

life should have had a happy ending, but the mundane city of New York wasn't kind to
her, or her marriage. With no money, Faith found herself turning tricks to make the rent
for a cheap apartment on the outskirts ablEtown. She had a difficult life, but she did

what she could to survive in an unfamiliar wolf@ellTale Games2013,fiBook of

Fables Entrg section

Look, thishs justithe start of a sh[tty night for me. | just need the morEyHE OWESIHERHERNICAN
% app

Figure 9: In the first encounter with FaiftBigby protects her from ThWoodsman.

The first encounter with Faith happens in the prologue, when she was still alive. She was
being slapped by the Woodsman. When Bigby gets between both of them to end the aggression,
the Woodsman, drunk, attacks him. After the Woodsman is deféatithl Jooks for the money
the Woodsman owed her without success. Later,
and, as a favor to her, Faith welmrespooseer t o t h
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Bigby offers some. In the middle of the firs e pi s od e, Bigby finds Faith
down in front of the Woodlands building.

Figure 10: Faith is the first victim Bigby finds.

When investigating Faithodés murder, the fir
worker. IntheBook ofFa bl es, i1 td6s revealed that her fathe
against her.

The story of Donkeyskin. There once was a great king with a beautiful queen. The queen
grew ill and had her husband promise to only marrynthst beautiful girl in the

kingdom. After a long search, it became clear that the only women in the land that could
match her beauty was... his daughter... Faith. She had a magic cloak made from the skin
of her father's prized donkey... that would hidelieauty so she could escape his

kingdom. Eventually she married a prince, who could see past the magic cloak and knew
her true beauty... and they lived happily ever dffetITale Games, 2018Book of

Fable® section).

Back Out

Figure 11: Bigby learns Faith used to be a princess who was being molested by her own father
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After learning that Faith was married to Prince Lawrence, Bigby and Snow go after him
because they suspect he might have killed her. When they arrive at his apartmeranBigby
Snow discover he was almost dead after attempting suicide. Depending on the player's choices,
Bigby can save Lawrence if they decide to visit him first instead of going after the Woodsman,
who is the other suspect .whdrdhe sevedls he Wwantedaorende nc e 6
his life because he felt like a burden to Faith for having her worrying about him and checking on

him. After telling Lawrence about Faithoés mur
Further, the ga maneterfFaighramddily wandelto woekvioe al s t h
Georgie anymor e. However, they couldnét si mpl
which would behead them. Since they didndt ha
plan. She stole a picturghere Crane is engaging in his sexual fantasy with Lily, glamoured to
l ook | i ke Snow White to comply with his fetis
both their freedom athHowavédrdlerissa,ffeariNgtheiplas alodn dt e e
work and they would be killed, tells Georgie the truth and begs for forgiveness for all of them.
But because they were threatening Crane, who was later revealed to be one of the Crooked
Manbés allies, their pl an'schilfdrmérty. Faitb anld Lilyhach d n e i
their ribbons removed, severing their heads f

plot twist, suggesting that Faith might still be atfve

Figure 12: Snow learns Crane paid to have sex with Lily glamoured as Snow White.

11 Nerissa is the name of the character who used to be knaiwe hittle Mermaid in the Homelands. She works at the Pudding
& Pie as one of the sex workers. She helps Bigby to investigate the murders of Lily and Faith, who used to be her friends.
21n the last scene of episode 5, when Bigby is talking to Nerissa, she peat s t he same thing Faith sa
as bad as everyone says you are.o At the end, the @ame sugge
her. This end is | eft opemedto interpretation and ités never
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The way Faithdés murder is framed is compl
choices weraever questioned by any character. When thinking about the reasons that led to
F a i mirders the narrative points to Georgie, the character who was sex trafficking Lily and
Faith rather than questioning Faithdés choice
loving wife who became a sex worker to make a living for herselhanttiusband who was
unable to take care of himself due to depression. Finally, because she dies trying to save her
friends, she is framed as a hero. 7BYwsngd on t
Jiwani, 2006), we see the reason why they i@méd so differently is the fact that Faith has
characteristics which reinforce traditional gender rolkes.a former princess and caring wife,
the act of becoming a sex worker is justifie
rebellious girl whahreatens powerful and dangerous people frames her as someone to be
admired rather than forgotten like Lily. Race also plays a big role in the distinct ways the murder
of these two characters are framed in the game. In this case, the fact that Ratihasfemale
character and Lily is the racialized one influences the way their deaths are perceived.

WhoKilled Lily and Faith?

Il n episode 3, Bigby discovers that Crane
he was steal i ng cr@fnagetionsdo nakelLily loak iike §new Whae for his
sexual fantasy. Bigby and Snow discuss whether Crane is the murderer:

Snow: Bighy, | don't think he did it.
Bigby: What?!

Snow: Look at him. Do you really think this man murdered these wokes™ot... he
wouldn't be brave enough... Not to put his stamp on the world like that. He's a disgusting
coward, not a murderer.

As we can see in the dialogue, murdering two women is framed in the narrative as an act
of bravery. The narrative focusestorh e mu r d e rpeseidtisgnate mbugers hse
abominations of masculinity aridffering a psychological and individualized portrayal of their
cr i me s oand Ybung28Q0§ p.9017).

Il n episode 5, itds reveal edorgiewhdrecéiveed t h an
orders from the Crooked Man. In episode 5, when Georgie is dying from a stab wound, Bigby
confronts him for murdering the girls. I n th
also a sex worker, tries to defend him. When beguyised of the murders, both Vivian and
Georgie claim it wasnoét his fault because he
based on being threatened by the Crooked Man.

When Bigby doesndt accept hi ssveplawhyhef i cat i
couldnét have freed Faith and Lily from the
he would have to kildl Vivian. Il n the scene,
she wears the original one.

Georgie: This is the ainal. The "Girl with the Ribbon". I'm sure you've heard the
stories. Couldn't take it off, couldn't talk about it. She used her little purple ribbon to
make more of 'em. To keep our girls quiet. To ensure "absolute discretion”.
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Vivian: You promised yowvouldn't...

Georgie: All that magic is connected to this little thing. You remove hers... and the spell's
broken. They're all free! But you know what happens to her? The same thing that
happened to Faith.

This turns out to be a plot twist which servesustify the killing of the sex workers,
framing them as Georgieds moral dil emma of <ch
narrative presents sex trafficking as part of
twisted by the Crooked man:

Vivian: You have to understand... nobody was supposed to die. When we built this
place... it was just a stupid idea... a gimmick. "Discretion is our guarantee”... That's how
it started anyway. This was supposed to be our place. We were gonna be irfatharge
once, and nobody would try to control us, or use us... That was the point. The Crooked
Man showed up and everything just turned to shit.

I won't kill hér. We'll find another way.

[Pull her ribbon]

Figure 13: Bigby can choose between freeing the sex workers or killing Vivian

After this dialogue, Georgie dares Bigby t

you this option. However, it doesndt make any
player todo so. Regardless of the player's choiGeian ends up killing herself because of the

guilt she feels for Lilyds and Faithdéds murder
this person? What | did to Faiuendcatescgsheltakes y .

the blame for the murders.
In episode 5, we sédowt he c har act estoanmnswedimpartaoct guestiona i m
What happened? Who is the person responsible for the murders? Why were those female
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characters killed? When respondinghem, | argue that the attempt of the game to humanize
Georgie reflects dynamics identified before (Meyers,71¥®ung & Jiwani, 2006). Instead of
holding him accountable for his actions, Georgie is framed as someone who was doing bad
things for the rigt reasons.

In this chapter, when Vivian reveals that she reproduced the ribbons so the other sex
wor kers would be silent about customerso6 secr
of Faith and Lily, Vivian m,qustbkeshe wassildnced, iwl edge
what put them in this situation.

Al t hough it was Georgie who Apulled the tr
order to kill Faith and Lily, | argue that their murdessmot perpetrated by an individual, but by
thesocial system. As it was explained previously, systemic violence is a term used by scholars to
address the harm perpetrated by social structures caused to communities. Accddyek) to
(2008), poverty can be considered a form of systemic violencedberaui t 6 s per petr at €
capitalism, which is a system that profits from it. Without this type of systemic violence, the
capitalist system cannot exist the way it is. Poverty and classism is what actually killed both
characters. If the Fabletown business odffe had gi ven support to the
have to look for jobs that were degrading. And at the same time, the Fabletown business office
benefitted from this situation insofar as it was receiving money and favors from powerful figures
who wek offering those degrading jobs such as The Crooked Man and Georgie. Without

poverty, Faith and Lily wouldndét need to subm
poverty would also mean that powerful politicians and businessmen such as Crahe and
Crooked Man woul dndét profit from it. Therefor

violence perpetrated by the social system, serves to maintain the current status quo.
Snow White

Snow White may seem cold, but this stems from her lifeisfreatment and abuse back

in the Homelands. After escaping assault and imprisonment, not to mention an attempt on
her life, she married Prince Charming. It wasn't long before Snow discovered that
Charming cheated on her with her estranged sister, RoseRkdhe divorced him.

After the Exodus, Snow focused her attention on setting up a safe haven for Fables in the
New World. She now serves as Assistant to the Deputy Mayor of Fablefslitale

Games, 2013Book of Fables Entiysectior)

Snow White isone of the main characters in the game who helps Bigby, the playable
character, investigate the murders of two sex workers. Although she-kneelh due to her
past as a former princess, Snow works as a secretary for Crane, the mayor in the Fabletown
Busgness Office. For years, she witnessed the process of marginalization of a part of the Fable
community by a privileged upper class of fables who live in the Woodlands.

Throughout the 5 episodes, we see the tensions explained previously taking place in the
social dynamics between Snow and Bigby. Over the chapters, there are multiple occasions where
Bigby tries to protect Snow from the harsh social inequities and dangers in Fabletown. This
becomes evident in episode 2,terfindiegracarpsedhat r ev e a
looked like her:

Bigby: | just want you to be careful. | almost lost you once.
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Snow: I'm not yours to lose.

The tension between Bigbyds overprotective
in the investigation, even whémvolving dangerous people, illustrates the conflict between the

duality of being a former princess and a gove
Fables entry, this tension is framed as her cold personality which is an emotional scar left by
yeda s of abuse. Based on the tensions addressed

to her traumatic past, but about the conflicts between the expectations of who she used to be and
who she is now.

At the same ti me, Riepb yShoo wec srad teg n te veefnf anvrhte n
will, can also represent societyod6s anxieties
dominated by men. His overprotective behavior can be interpreted as a narrative effort to
reinforce traditionalgendermwls . I n t his way, Snowb6és fAcoldo re
reference to her name, but also illustrates these tensions.

Snowds coldness is not only remsonsghent ed i n

way she handles social inequities as tb@ mayor. Although she can be empathetic when
dealing with children or offer sincere consolation when contacting someone about the death of a

rel ati ve, Snow seems to be blind towards Fabl
discover there ar@itches outside the business office titlagally produce and sell Glamour to
make a | iving. |l n response Snow tries to burn

income, because she was breaking the law. In episode 5, Snow sends Mister Toadland To
Junior to the Farm because they candét afford

and Faith, Snow believes that | aw enforcement
solve the social inequities in Fabletown. When finding out tlatynfiables owed debt to the
Crooked Man or became sex workers, she quest.i

instead of getting involved with a criminal.
This CharacterWill RemembeiThat

In The Wolf Amongys as i n other games developed by
can have different impacts in the story. Decisions might improve or deteriorate the playable
character 6s r el aplayablechdractprs. Wheit consequemhcesrmigint mvolve
letting a character die or saving them. At the beginning of the game, this message is displayed:
AThis game series adapts to the choices you m
generate discussion among players related to what decisions theg cti@oe is a screen at the
end of each episode displaying the choices made by the player in comparison with the ones made
by the majority of all players. However, just a select group of choices are part of this decision
board. Many dialogue optionsthtata k e pl ace t hroughout the episo
In this chapter section, | look at the choices that were displayed via the board and see whether or
not they were the key choices that are relevant to the discussion related to the represéntatio
vi ol ence against women. Al outcomes wi || be
achievements in this game because they are only tied to the completion of the episodes. Players
dondt get achievements by markarenngtroplpes.@ds fi ¢ cho
players progress in the game, they unlock entries in the Book of Fables regarding specific
characters they encounter throughout the story. Those entries give information about these
characters and their life changes when leavinditraelands behind and moving to New York.
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Epi sode 1: AFaitho

Table 1
Deci sion board of Episode 1: fAFaitho
Decision Choice A Choice B Choice C
Did you give Faith your money? Did not give her money. Gave her
money.
Did you tellBeast the truth about Tried to stay out of it. Told Beast Liedto
seeing Beauty leaving the buildin the truth. Beast.
at night?
When investigating Faith's murde Toad's apartment to check ¢ Prince
where did you decide to go first? him after receiving his Lawrence's
distress call. apartment.
What happened to Prince Prevented Lawrence's Deatl Did not He died
Lawrence? prevent by his
Lawrence's own
death. hand.
Who is your prime suspect? Prince Lawrence. Woodsman. Tweedle
Dee and
Tweedle
Dum.
Whodid you arrest? Tweedle Dee. Woodsman.

NoteDeci si on board displ ayed TaheaWolfAmeng&dlad of Epi sode 1: HAFaitho

As table 1 indicates, 2 out of 6 decisions are related to the way Bigby develops his
relationships. 3 out of 6 arelated to strategic decisions regarding the investigation. 1 out of 6
regards the success or failure to save a character that can give players a clue regarding the
identity of the murderer. The only decision that could relate to the theme of violenast agai
women is about telling Beast about Beauty hiding in the front yard. As we will observe
throughout the game, the choice of lying to Beast or telling him the truth is the only existing
decision tree regarding this theme.

There are some dialogue choicesatt di dnét make it to the dec
to violence against women. When Bigby and Snow are in the taxi going back to Fabletown
Business Office after | earning Faithoés true i

shares her frustriain about not being able to help Fables like Faith who turns to prostitution to

earnaliving Bi gby can support her by saying AYoudodr
demanding fiDo something about ito pilencent ou't
The only visual consequence of this dialogue
or not. The message ASnow appreci ted thato a
making choices that might make Snow happy with Bigbyorhott r r el ati onshi p s
change nor leads to different outcomes. In the comics, Bigby and Snow ended up having a

[
a
I
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romantic relationship which is something that the game capitalizes on with these visual clues
although t her e arelataddathataTalking@deut cosuptomomand systemis
violence in the game serves as a plot device
love life might improve if he agrees with everything Snow has to say without further reflection.

When Bgby is confronted by Grendel in the Trip Trap Bar about his negligence towards
the poor part of Fabletown whi |l driedflghereawrali ng t h
four decisions players can make. Bigby can criticize Grendel for backing up the Méodéo
could be considered one of the prime suspects at this point in the game. Bigby can question
Grendel 6s choice of words when calling him a
Fabl etownds upper <cl ass. Bigplgy ficamst mptt ¢ i dkef
also remain silent. Then Grendel criticizes Snow White for preventing him and otherclasgr
fables from getting support from public resou
the dialogue choices are faad on how Bigby will respond to it. Regardless of how Bigby
chooses to respond, this dialogue will lead to a major fight scene that can either end by Bigby
| eaving after Grendel asks for a truce or him
fighting. After the fight, even if Grendel still has his arm, all characters are scared of Bigby.
When revisiting this scene, we know that Grendel was trying to get support from the Fabletown
Business Office because Lily was missing. The same way that treeabdgcisions displayed in
Snow and Bigbydéds previous dialogue revolves a
relationship, the same happens in this scene. The marginalization ofcles®fables is
dismissed in the dialogue options where all the ogtare related to defending Snow from being
called a Abitcho.

Epi sode 2: ASmoke & Mirrorso

Table 2

Decision board oEpisode2 A Smoke & Mirrorso

Decision Choice A Choice B

When Crane thought Snow was dead, how did  Sympathized with  Accused him of

Bigby respond? him. not caring.
How did you interrogate the murder suspect? Persuaded him to tall Forced him to
talk.
Did you let Snow come with you to the Trip Tra Let her make her owr Told her to stay.
decision.
How didyou handle Georgie Porgie? Didnoét hi Hit Georgie.

When fighting against Didndét pu Punchedhima
you keep punching him while he was down? second time. second time.

NoteDeci si on board displayed at t hTeeVWoliAmomgfUs Epi sode 2: fASmoke &

As table 2 indicates, 2 out of 5 decisions are related to the way Bigby develops his
relationships. 3 out of 5 are retdbrasbheed t o Bi gb
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conflicts or trying to redeem himself by being less violent. However, there is one decision in this
epi sode that didndét make it to the board that
t hat her sister ds doupldgfdialogue decisiomadajlableé. n ¢his scena,r e a
when Bigby enters the bar, Jack, Hollyds frie
investigation since 2 fables were already dead and Lily was missing. In this dialogue, Bighy can
either let Jackatlk or throw him out. When telling Holly the bad news about Lily, players can

choose to be direct with her, avoid telling her, be gentle with her or remain in silence. Regardless

of what players choose, Grendel will yell at Bigby for the authorities' gegte towards the

lowerc | ass fabl es. Grendel 6s reaction | eads to I
Bigby can either say he is sorry, request everyone to give her some space, remain in silence or

carry on with the investigation by asking lygrestions regardless of her emotional state. To

comfort Holly, Snow gives her one of Lilybds p
Bigby can react. He can say it was a Agood ca
could be evidence,conpli n t hey donét have time for that o

discloses the life that Lily was enduring. In that moment, Bigby can ask questions regarding the
investigation. Afterwards, Hol |l y exhichiaa ns t ha
practice specific to Troll tradition. Bigby can: let her have the body, say he is going to check
with Crane, deny her request by claiming the corpse as evidence or remain in silence. Although
t he message fiYou pr omi s bkesdieen dependingoa pldyersdciioiwesd i s p
this is not a decision tree. Regardless of what Bigby decides, Crane will get rid of the body to
cover his secret. Even if the message serves to illustrate that it is a decision that matters, it
doesndt erterboaa pfuleciaions. o

The way Bigby treats Holly, Grendel and Jack, who are lower class fables, whether by

being empathetic or being violent, is never h
display these status messages. Most of those choicton 6t make it to the de
Moreover, they dondt have consequences unl ess
arm.

Epi sode 3: AA Crooked Mil eo

As table 3 indicates, 2 out of 6 decisions are related to strategic choices on how to
corduct the investigation which involves what place to investigate first, to make a deal with
certain characters in exchange for information, etc. 1 out of 6 choices involves engaging in
violence or not by killingaNPC. 3 out of 6 decisions arelatedto how Bigby interacts with
the community: by being helpful, respectful and empathetic towards the struggles etlasger
fables, or not. However, when we look at the scenes where he decides to iintarngit the
funeral and to burinornoit he tree, their decision options n
attempt to redeem himself in the eyes of the community.

When Bigby arrives at the funeral to tell Snow about the picture of Lily and Crane, the
onlydiffernce i n this scene (whether players choosce
di alogue: fABigby, what the hell are you doing
hostile towards Bigby because Qfficé. wéisepsadely wa
we discover that whether promising to give L
same. The fact that the only difference i n t
demonstrates that the only consequenee Snowés di sapproval. This
centers the conflict on Snowb6s perception of
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something that gives players the false expectation that by making her happy, Bigby will develop
a romantiaelationship with her. This possibility is later reinforced in this episode when Bigby
and Snow flirt, which gives the impression that the romance was a possibility since it happens in

the comics. Some players havefrustratotlussi ons i n
Table 3
Deci sion board of episode 3: AA Crooked Mil eo
Decision Choice A Choice B Choice C
Did you interrupt Snow's eulogy in Lily's Didn't Interrupted.
funeral? interrupt.
What place did you investigatiest? Trip Trap. Crane's Tweed
apartment. office.

Did you offer Flycatcher a job in Fabletown  Offered a Didn't offer a
Business Office in exchange for him leaving job. job.
his current position working for the Tweedle

Did you make a deal witback? Decided to Decided not to
make a deal. make a deal.
When Snow ordered Bigby to burn Didn't burn  Burned the tree
Greenleaf's tree after learning she was the tree.
producing "illegal” Glamour, did you do it?
Did you kill Tweedle Dum? Didn'tkill Killed him.
him.

Note.Deci si on board displayed at t TheWefrAcionglds Epi sode 3: AA Crook

When Bigby and Snow visit Aunty Greenleaf,
glamour used by Lily, they learn that she has lzegplying the Crooked Man. Snow demands
Bigby to burn the tree to prevent Greenleaf from continuing to work for the Crooked Man. Bigby
can choose to burn the tree or not as well as to hire Greenleaf to work for the Business Office in
exchange for her notavking for the Crooked Man anymore. If Bigby burns the tree, the game
will display the messagéc Aunty Greenl eaf wil/l remember that
whether by claiming that Snow is not yet his boss or by pointing out that she wants toebur
tree because sheupset withCrane who benefited from the glamour produced by Greenleaf, the
game will display the message: ASnow wi | | rem
violence against women, it serves to demonstrate thatthe §pcuses on the possibility of
developing a romance with Snow.

Considering that in the same episode Bigby and Snow flirt and the consequences of
choices related to violence against women are
arguethatBfby i s not choosing between what is righ

3Steam (2015Di scussi on on Snow and Bi g Regtéewed e, 20P1froomt er acti ons i n
https://steamcommunity.com/app/250320/discussions/0/530646080867467876/
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for the community or what will make Snow happy, feeding on the illusion that romance is a
possibility with her.

Epi sode 4: Aln Sheep's Clothingbo

As table 4 indicates, 2 oot 5 decisions are related to strategic decisions in how to
conduct the investigation: by which place to investigate first and how to react to the Crooked

Man. 3 out of 5 regard Bigbyods r elarémoangs hi p w
Nerisadbs ribbon is highlighted in the decision
Whetherthe playertries o remove i1t or not , Aldehileteganewonot |
di splays the message: 0dobles n éttha namgive.tin thisscaemb e r

Bigby learns that the ribbon prevents Nerissa from revealing what is going on. At this point in

the game, that was not yet completely explained. The attempt serves to confirm that removing

the ribbon will kill her. This actin does not constitute an attempt to kill Nerissa, but the message

di spl ayed demonstrates that this choice is wus
particular way.

Table 4

Decision board of &phismge 4: Aln Sheepds ClI

Decision Choice A Choice B Choice C  Choice D
Did you send Colin to thi Didn't send Colin Sent Colin to the
Farm? to the Farm. Farm.
Did you attempt to Didn't attemptto  Attempted to
remove Nerissa's ribbon remove the remove the
ribbon. ribbon.
Which Crooked The Cut Above. The Lucky Pawn.

operation did you
investigate first?

Did you send Toad to thi Didn't send Toad Sent Toad to the

Farm? to the Farm. Farm.
How did you respond to  Tried to arrest Agreed totalk Lita Threatened
the Crooked Man? him. with him first. cigarette. him.

Note.Deci si on board displayed at t heTheeVoliAmofgUEpi sode 4: Al n Shee
Epi sode 5: ACry Wol fo

In table 5, choices are mostly related to the punishment of NPCs. 3 out of 6 decisions are related

to how to punish the Crooked Man. There were plenty of options in how to do it: by killing the
Crooked Man before the trial or after the trial whether byseyg his head or throwing him

down the Wi tching Well as wel |l as to imprison
the game displays the message: AFabl et own i s
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down the Witching Well or locks himuyp t he game di splays the messa
remember thato. The different messages demons
about systematic violence, but about his internal conflict regarding his violent tendencies.

Bigby's acts of vience such as killing andolently assaulting otherharacters are never

guestioned as the violence perpetuated by the state since he is an authority figure in Fabletown.

In the end of episode ®hen Bigby expresses his feelingsoutthe actions hbastaken & far

throughout the episodes, players can choose whether he thinks he did a good or a bad job as well
as to consider that his choices have no impact whatsoever in the community. All of the dialogue
choices regardi ng Bi gtiong emonptratesdie lpdk of salaremdss hi s o
regarding the impact of the violence. Whether by players' choices-eciypéed events, he

continuesas the sheriff. The game presents police violence as the acts of an individual rather

than a type of violere that is perpetuated by the social structure.

Table 5

Deci sion board of Episode 5: ACry Wol fo

Decision Choice A Choice B Choice C Choice D
What did you do to Killed Georgie. Left Georgie to
Georgie? suffer.
Did you give the Brought the  Killed the Crooked
Crooked Man a trial?  Crooked Man Man at the

back alive. foundry.
If you killed the Stayed until the Walked out.
Crooked Man, did you end.
walk out of the
Witching Well?
If you spared the Imprisoned the Threw the Crookec Ripped the
Crooked Man, how dic Crooked Man. Man down the Crooked
you punish the Witching Well. Man's head
Crooked Man? off.
Did you accept Toad  Accepted TJ's Did not accept TJ'
son's gift for Snow? gift for Snow. gift for Snow.
What wereyour last "l hope I've done "I've made a lot of "None ofit Remained
words to Nerissa? some good mistakes." matters in the  silent.
here." end."

Note.Deci si on board displ ayed aftrhetwWoleAmengds of Epi sode 5: ACry Wol

There are no dialogue options whatsoever t
lower-class fables and poverty as types of systemic violence that were the reasdrtiehise
of the Crooked Man which contributed to the killing of Faith and Lily. As the Crooked Man is
puni shed, regardless of the method, Holly alw
Faitho. Once tevemgedsthemanflicdsaasadved®mnce agdin, the narrative
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focuses on the killing of these two characters as being only caused by the action of an individual
rather than by a corrupt system which victimizes marginalized people.

This Action Will HaveConsequences

Based on the impacts on each episode and the choices displayed in the decision board,

itdéds possible to observe a few patterns. Firs
Bi g by 0 s-resolotinnftdchnigues. In these scenarios, most cordlietbased on the
di ssonance between Bigbyds role as a | aw enfo

struggles because of the same laws he has to enforce. Those conflicts are usually centered on the
fact that Bigby has to follow orders that beh#fe privileged section of Fabletown, which
results in the discontent of marginalized fab
Regardless of players' choices, whether choosing to resort to violence to solve conflicts, to
remain in silence, tbe mearhearted, goodhearted or witty, the community will never be
satisfied with Bigbyds actions because they r
of Bigbybés decisions isolate him.

Players might play the game with the purpose of redeeBiingg by 6 s past and h
to be accepted and included in the Fable community. However, this goal will never be

completely fulfilled in the end. Bigbyds | i mi
tendency to converge the range of distinaichs to a common outcome (Favis, 2015).
Although Telltale Games arewdlln own f or having al most | inear

choi ces dnatterosbmermlayars lbok at a character's choices as opportunities for role
play where they makeedisions based on their performance as that character

As analyzed previously, the meaningful choice consequences in the game are meant to
explore Bigbyds emotional conflicts. Al though
characters, the desions that players can make revolve around Bigby's attempt to redeem himself
from his past or surrender to his violent instincts. In other words, femicide serves as a
background for the male protagonist to develop as a character. This becomes ckear in th

deci sions regarding how to conduct the invest
family with respect such as |l etting Holly hayv
dondt even make it to theg decireispechbodod!| yRaer
make any difference because, in the end, Cran
anyways. Although playerds agency is very | im
between choices that matter an@éhc es t hat dondét matter. The de

in the story are usually related to killing or saving specific characters, the order of places players
investigate, and how to punish the villain.

ClassOppression SystemicViolence andAgencgy

As demonstrated before, the murders of Faith and Lily were not caused by someone, but
rather by the social system. To summarize, systemic violence, in this case poverty and classism,
is what supported the rise of powerful criminals such as the CrookedRaishing and killing
murderers does not end the femicide insofar as it is caused by systemic violence. The discourse

14 Reddit.(2015)Explain your choiceRetrieved June 26, 2021 from
https://www.reddit.com/r/TheWolfAmongUs/comments/2cbtch/explain_your_choices/
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on punishment serves to direct the anger of the community in the search for justice to a
Afscapegoato in order to protect the status qu

In The Wolf Among Ughis discourse is embedded in the process of defining what
choices should matter. The meaningful choices that define how the game ends take place at the
end of episode 5 when the Crooked Man is judged by the Fable community fangp@eorgie
to kill Faith and Lily. Players can decide to arrest him or kill him by throwing him down the
Witching Well or by ripping his head off. Regardless of what players choose, punishing him
wonodét prevent future cr i rhersasdnwhythe Gr@kedganc o mmi t
became such a powerful criminal was due to the broken and corrupted system.

As a way to give this tale a happy ending, Snow White becomes the new mayor and
promises to change the ways things are being handled. However, Wwitaktdn is not just the
corruption and neglect of Crane's mandate. What the game represents, but fails to recognize, is
the fact that the class oppression experienced by these characters will not disappear with a new
mandate. In the course of the episodEsgw White considers latwreaking as the main problem
in Fabletown which could easily be solved by
unwillingness to recognize Fablebds class str
this is not a hgpy ending at all.

At the end, one of the few meaningful choices players have is the method of punishment,
but not how to prevent new powerful criminals from rising nor new femicides to be committed.
On the other hand, another meaningful choice was to elediéther to reinforce the same law
that sent Mister Toad and his son to the farm
breaking the law by not using Glamour. The few moments players have agency in this game
involve law enforcement and punishment.

As analyzed previously, the limited agency in this game can have multiple meanings.
This is common among Telltale Games. It can be a way to represent systemic violence instead of
a violence perpetrated by an indison.Thaladk whi ch
of agency Bighy experiences, which is translated as the Fable community being constantly
unhappy regardless of his decisions, is the same powerlessness we feel as individuals amid
systemic violence. Moreover, as mentioned previously, théeh@igency can also serve to
differentiate what choices matter which highlights which subjects are more valuable to the game
narrative over others. For example, treating the family of marginalized victims respectfully
doesn't have any impact on the ganaypBut killing or saving a character makes the difference.
These choices and consequences serve to value the punishment of an individual over the reform
of social structures. To prevent more femicides from being committed in Fabletown, it would be
necessay t o fAeradi cat e heokss20Em20 by éndirdy beldaf systetms o n 0 (
that reinforce oppression that targets marginalized grdwukg, 2015).

Telling a story involving femicide and oth
perspedve, who is a law enforcer and the male protagonist, the focus on the plot shifts from
acknowledging the systemic nature of such violence to individualizing the violence. The murders
of Lily and Faith must be revenged rather than serving to support Hiegginst systems of
domination. The killer must beunishedand the system preserved. The violence perpetuated by
Bigby is not seen as police violence, but rather as the acts of a troubled man who searches for
redemption from his past.

u

No Happily Ever Ater
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In The Wolf Among Ughere are some patterns in the narrative that were identified by
previous authors (Meyers, 1B9oung & Jiwani, 2006) when analyzing the discourse on news
media. There is the focus on the Killer profile, seeing murders as the act of an individual instead
of perpetuated by systemic violence (Jiwani, 2006). In some scenes, the killing of those women
is seen as caused by their poor life choices, which was constantly pointed out by the fact that one
of them was a drug user and both of them were sex workers. The likely murder of Snow White, a
female character who is white and a former princess, wasoia wisible than the death of a
troll sex worker. Faith, a white former princess who became a sex worker to support her
depressed husband, is framed as a heroic rebellious girl who died trying to save herself and her
friends. The lenses of class, race gadder rendered Lily as invisible. The way femicide is
represented in this game points out the reproduction of dichotomies where female characters that
are white, and reinforces traditional gender roles, are framed as deserving to be saved from
dangerous @n while those who are sex workers and racialized are framed as deserving of
violence.

As previous authors (Hedley, 1994; Hanson, 201l5,2018) have pointed out, when
tackling the representation of violence against fictitious women, the protectentaih female
characters over others serves to separate expressions of womanhood that should be protected
from those that are demonized. | argue that distinguishing the good women from the bad women
is part of the process of normatization where fematbkdsathat reinforce patriarchal values of
womanhood are considered part of the norm. In this scenario, video games as well as other forms
of media that picture fictitious violence against women in their narratives operate to produce
subjectivity of what avoman should be and not be. The constant reinforcement of traditional
gender values is part of Symbolic Violence where sexism as well as other forms of group
oppression are naturalized by the reproduction of this narrative in different forms of mass media
and in regards with their own specificity. As we were able to see throughout this chapter, it
manifests in players agency and game narratiid@eWolf Among Us

Based on the analysis of dialogues and choicagjuethat the game tries to address the
guestion of what we should do to end femicide, as a society. Through character dialogue, the

game presents different approaches. Looking a
think that law enforcement will solve social inequities. For her;Hasaking is what resulted in
Lilydés and Faithdés murders. Looking back at B

of analyzing their murders as being part of systemic violence instead of the act of an individual.
Revisiting Holelry @ cwearsked shocuterh she bl ames h
involved with criminals. Although characters might have different points of views, there is no
character dialogue that connects violence against women to class oppression and systemic
violence.Throughout the 5 episodes, as we learn about the economic struggles of Fabletown and
their debt to the Crooked Man, there are many events where characters talk about this situation.

Mi ster Toadds i1 nability to geime Glinenoibaingableor hi
to get it as well due to finance problems, Beauty and Beast alongside with other fables not

having enough money to pay their bills. However, there is no character that clearly points out

Lily and Faithoés ffortheiremdrdd)rsabour as the reason
The challenge of representing violence against women is to account for the complexity
and diversity of female experience. To portra

acknowledge not only sexism, but also classism and rabisokg,2015). The ending ofhe
Wolf Among Usvith Snow White becoming the new mayor tries to give this story a happy
ending. However, without ending the foundation of violence against women, which is constituted
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by the fAiWestern philoaslbophulcal amadt dianksr2@lbv & i 2w @l
p.1189 , most | i kely there wonodét be a happily eve
that are constantly reinforced by whgapremacist capitalist patriarchy, which is the roots of all

forms of groyp oppression and violenckopks, 2015), violence against women cannot be

eradicated. In other words, putting an authoritarian white female figure and former princess in
charge wondét be the solution Bigbynomehti ons i
promise. .. things |i ke won't happen anymor e.
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Chapter 2: Powerful women rendered powerle€eyond: Two
Souls

In this chapter, | propose to investigate the representation of violence against women in
Beyond: Two &uls. Differently fromThe Wolf Among U8Beyond: Two Soulsrovides a larger
range of possible outcomes as well as trophies. Therefore, in this chapter, my analysis is more
focused on choices, outcomes and paths. First, | examine separately the degieimpace
against women, looking at how those events were designed. Are they avoidable? Are-they pre
scripted? Are they outcomes of specific combinations of choices? What choices are available to
players? Which decisions have an impact in the story2Whi donét ? Finall vy, I
discourse on violence against women by overviewing how the overlapping of game elements
might reproduce hegemonic discourses.

Welcome to the CIA

In this section, | contextualize the environment where the gamepkieesand the main
plot conflicts in which the playable characters play a big role. The game takes place in a
contemporary American setting where the existence of spirits, entities [figjuaad the
Infraworld, basically the afterlife, are studied by hepartment of Paranormal Activities (DPA)
which appears to be closely related to the U.S. military and the CIA, both of which have
autonomy over the use of DPA resources. The game is centered on questions about what happens
after death.

Figure 14: Entities are powerful and dangerous creatures from the Infraworld

Jodie and Aiden

There are two playable characters: Jodie and Aiden. Jodie Holmes, the primary playable
character and protagonist, is a woman born with a strange gife Bemdirth, she has been
linked to Aiden, a supernatural entity. Because of her connection to him, she goes through a
series of traumatic events. When describing h
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with a strange gift, or what they calladyift. It was really a curse. It's ruined my life. It made me

the person that | am today, a freak, a mistak
communicating with Aiden and other spirits, a
perspective. Whepai ri ng her powers with Ai d&aidd, they
see the past when touching certain objects or people [figlre

. -~

™M L\\_NTA\N THE TWO ORBS ON THE WOUND TO HEAL JODIE

Figure 15. Aiden and Jodie can combine their powers to heal wounds

LEFT ORB RIGHT ORB

Figure 16: Aiden and Jodie can combine their powers to channel objects, learning their history

Aiden, who turns out to be Jodiebs decease
playable character. Aiden is capable of demonstrating human emattbough Jodie is the only
one who can communicate with him. Many times, Aiden demonstrates aggressive behavior
towards people who try to hurt Jodi e. Il n one
him as fAa | ion i n agpurpgealgveng énergyeall [figuedvetipa larxgee d a's
range of supernatur al power s. He can |l evitate
and objectsd auras, move or throw objécts, fi
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althoudh he is unable to make them spieakd create a force field to protect Jodie. Aiden is
powerful, but his mobility is constrained by Jodie [figi8 , whi ch means t hat
himself very much from her. They are linked by an ethereal tethechwdoks like an energy

line that connects them.

Figure 17: Aiden's appearance as a purple glowing ball

Figure 18. Aiden's glowing purple cord connecting him to Jodie

Throughout 24 chapters, we25fyaalsbld.Whetkard i e 0 s
two ways you can play. The game allows you to play the Original or the Remix order. In the
Original play order, the chapters are played in the order that Jodie rersafibelosing her
memory in the prologue. In the Remix play order, the chapters are in chronological order. The
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Remix order was introduced later when the game was released to PS4 and PC. To experience this
game as it was originally intended, | choselayit in the Original play order.
In the game mechanics, players will alternately play as Jodie or Aiden, sometimes
combining their powers. Players are usually free to explore and choose to play as Jodie or as
Aiden. However, there are times when playatsst play as Jodie to make dialogue decisions or
to walk towards a destination. In other moments, players must play as Aiden to overcome
physical limitations such as to get access to a locked room or to use his powers to protect Jodie.
There are levelswinee pl ayers are required to combine bo

i nstance, healing people or absorbing peopl ebd
Instead of looking at all 24 chapters, which would be overwhelming, | intend to look at
thematt cl usters of chapters: Jodiebs chil dhood;

were organized based on chapters that are not only connected by a common theme, but are also
shaped as well by choices and consequences from previous ones.

J o d icheldh@od

Before joining the DPA, Jodie lived with her parents, who were later revealed not to be
her biological parents. In this cluster, | describe the chabtgisnaginary FriendFirst Night
andAlone

In My Imaginary Friendthe gameplay takesplacen Jodi eés f amily hous
chapter we play through a series of events that illustrate Jodie's challenges of living tied to an
entity and having a connection to the Infraworld. The chapter begins with Jodie waking up
screaming after entities posséss toys. The next day, players can keep Jodie busy by playing
with her dolls in her room, dr awi ng, pretendi
makeup, teaming up with Aiden to get access to certain objects such as the cookie jar and a box
from the closet, hugging the mother, talking to the father in his office, etc. None of those actions
have major consequences in the storyline. In this first part of the chapter, we learn that Jodie and

Aiden have common si bl i odgehasa caserelaionship withber r e v e a
mother. There are no meaningful interactions with her father, as he tries to keep her away from
his office. Il n the chapterds second part, Jod

not go to the streetShe sees other kids playing with snowballs, and after finding a way to get
access to the streets, she joins them. Playing as Aiden, the player then has to protect Jodie by
choking the aggressor [figul®]. The kids will then call Jodie a witch.

Herf at her i nterrupts t he atamisickmandaraddofygur ounds
stories! Jodie, this time you're really gonna getitt and al mo st 2Gwhiahpcauseser [ f
Aiden to react aggressively by moving objects around the housswafids, Jodie blames
Aiden for her family hatred directed towards her. When Jodie is sent to her room, Aiden can
sneak and see the parents' dialogue which reveals that the father is aggressive towards Jodie
because he i s s Suaan,e¢hdthing.f. Is likean unpomtrokablesanimaive
have no idea what it's capable of... We have a derfiang with us right under our own
rooof éln this dialogue, itodés | ater revealed t ha
they are not heriblogical parents.
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Jodie this tim€ you're really gonna get it!

Figure 20: Phillip slaps Jodie when Aiden breaks the rules

Previously, in thé=irst Interview Jodie meetdlathan Dawkin®, a scientist who works
for the DPA and studies supernatural eventgidst Night Jodi eb6s f oster parer
DPA to be studied by Dawkins and Calys, ihids d
a couple of days. Dawkins tries to comfort Jodie by saying that staying in the DPA gives them

the chance to study what is going on and to f
pl ayers the chance t oNohjyocah gratectmed oflli @y emd yc am st
on Dawkins and the parents. | f they do, itodos

15 Nathan Dawkins is a scientist in tbepartment of Paranormal Activities (DPA) who studies the supernatural. Although he
supports and raises Jodie, | ater he is revealed te be one of
dubious relationship in the next section.
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they had a deal. Phillip, the foster father, chose to break the deal and abandon Jodie in the DPA,
refusing to contine taking care of her.

Figure 21: Jodie is abandoned by her foster parents

She tried to kill me! Oh my God! She's EVIL... You're a monster,

Figure 21: Aiden tries to kill Phillip for abandoning Jodie

Later, when Jodie goes to bed, sheb6s attac
to protect her against them.Atone Phillip and Susan visit Jodie one last time before
abandoning her [figur2l]. Phillip lies to her saying they need to mowxause they were
transferred to another base. He makes the false promise to bring her with them one day once they
have settled. As Susan says her goodbyes, Phillip keeps rushing her. The only action players can
do in this chapter, as Aiden, is to chokenot choke Phillip once he leaves the room [fig2Zp
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At the end, D altwbkwhowsyou feel. Busyouwnmdeithe rightiecision.

However, players were never given the dialogue choice of protesting the parents abandoning
Jodie. After being andoned by her foster parents, Jodie develops a close relationship with Cole
and Dawkins in which they become like a family to her.

In this cluster, by looking at the trophies and choices available, we can observe a few
patterns. In these chapters, mosttrhi es ar e rel ated to Aidends ac
TrophiesUncontrollable, Entities ApprenticadNot My Fatherby choosing to engage in
violence to protect Jodi&orryis the only trophy players can get that involves the decision of
not tryingto kill someone. When playing as Jodie, the only trophy players can get, which
involves cooperating with Aiden, iBeammatesWhile players are rewarded when playing as
Ai den, there is almost no reward whedodi®l ayi ng
is limited in these chapters. Regardless of choices, Jodie will be a victim of child abuse and she
will be bullied by other children in the neighborhood. Being abandoned by her foster parents and
threatened by Phillip are peeripted events, and houtcomes.

When looking at the narrative, there are a few patterns in most chapters of this cluster.
Chapters wusually start with Jodieds | imited a
control, in this case not obeying her mother by goingadg plith the children on the street. If
she tries to do it, other characters will be violent towards her. In others, she will obey what she is
told, but the entities will put her in trouble even when she is not breaking the rules. Other
characterswillpusih her for something she didnét do. |
narrative. Moreover, violent and unfair treatment she receives fides theopportunity to be
violent in order to protect her or to demonstrate discontent. Having childplmtiiayed as a
victim being constantly put through rough and unfair situations serves as a plot device with the
purpose of motivating players to protect her when playing as Aiden and to viganighthe
abusive characters.

Jodi eds sexuality

After joining the DPA, Jodie goes through some traumatic events during her teenage
years that later impact her sexual life. Only at the end of the galodie free to choose how to
experience her sexuality and her life. In this cluster, | describe the chipgeParty Like Other
Girls, The DinnerandEpilogue

In The Party when Jodie is a teenager, Dawkins drops her off at a birthday party for the
daughter of someone in the department. Although Jodie is hesitant, Dawkins encourages her to
meet other teenagers and make friends. After the adults leave, the teenagers theeaethe
rules. As Jodie, players can decide to get drunk, to smoke, to dance, to kiss a boy [figure 23], to

be honest about Jodieds |ife and to show her
will bully her [figure 24]. Even the boy wh@die can choose to kiss will mistreat her by calling
her a Awitcho and fAsluto. They will end up | o

chapter, with three of the four relying on Aiden using different types of violence. If Jodie takes
revenge, regardless of the method, players can g&Rélvengérophy. Jodie can also decide to
just leave the house after Aiden unlocks the closet. These options will impact the way Jodie
dresses iike Other Girls If she gets revenge, she will dress asiskpHowever, regardless of
which outfit she wears, all choices and consequences remain the same.
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Figure 23: Jodie has a romantic moment with a boy at the party

Figure 24: Jodie is bullied by teenagerstaie party and locked in a closet

In Like Other Girls Jodie is a rebellious teenager who wants to hang out with her friends
in a bar. She asks Dawkins and Cole for permission to go, but they, as father figures, do not
allow it. After having her wish deniedodie teams up with Aiden to sneak out of the base. Aiden
possesses Cole to get through the base with Jodie. To leave the base, players must be successful
in convincing the entrance and the front gate guards. If they rush out of the base, Aiden will
drive to the bar and leave Cole unconscious in the middle of a forest. Once Jodie is in the bar,
there are a couple of actions players can do: go to the restroom, play pinball or play pool. If Jodie
goes to the restroom, players can spy as Aiden on the twoHadrand Frank, sitting on the bar.

They talk about Jodie in a sexual way, cl ai mi
unlock any new options in the storyline, but it provides players the chance to avoid sexual assault
by choosing to leavdnte b ar ear |l i er . | f Jodie doesnodot | ea\

to join in the pool game. As Earl asks her a series of personal questions, she can lie, evade or tell
the truth.
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Figure 25. The game displays options shakiwhen Jodie is being sexually assaulted

At the end, regardless of how she answered the questions, Earl will corner her and get too
close. She can discuss, by telling him she needs to go to meet her parents, repulse, by pushing
him away, or slap his fa@nd have her face slapped by him as a consequence Rfgure
Regardless of players choices, Earl will push her to the pool table and try to sexually assault her.
She asks Aiden to help her. As Aiden, players caniBadand kill him. At the end of the
chapter, i f Jodie didndét | eave the bar, Dawk i
find Jodie crying in the fetal position on the pool table. Dawkins hugs her:

Jodie: | just wanted to go out. Be like everybody else faeo
Dawkins: | know... | know... It's okay. It's okay.

This plot device, which consists of a female character becoming a victim of sexual
violence to create an opportunity for the male character to save her from another male character,
serves tgerpetuat the discourse that purity is what defines the value of wamard t hat it 6s
manos dut iywhite being vioteni{€e Take2020. In game narratives where there is
the damsel in distress trope, the oppression the female character faces isulgettef the
story, but rather a plot devicetiatwor ks by trading the di sempower
for the empower me (Barkeesiain, 200317:8). Evéndahoumit Jodkerisome of
the playable characters and is highly capablé@agtotagonist, the game disempowers her by
putting her through traumatic events where th

As it was observed in other games that empl oy
magical abilites, skills or strengths, they're still ultimately captured or otherwise incapacitated
and then must wait f,df33rescued (Sarkeesian, 2

In The Dinner after working in the CIA for two years, adult Jodie has a special dinner
with Ryan, a coworker @ahlove interest, to celebrate her new apartment. In this chapter, Jodie
will make an effort to have a nice date with Ryan: tidying the apartment, cooking a nice meal,
and dressing up. Jodie expresses clearly in her dialogue with Aiden that she wangssexhav
with Ryan. Because Aiden is jealous of Ryan,
| aptop so she woul dndét receive Ryanods email i
apartment by breaking a mirror, throwing objects andilockg her out of the apa
moment when Aiden points a knife towards Jodie which looks like a threat. What defines the
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way the chapter ends is whether Jodie was sexually assaultiéé @ther Girls If Jodie was
indeed a victim of sexual viehce, they will exchange kisses, but she will stop Ryan before they
can have sex. Then, Jodie has an emotional meltdown and Ryan leaveBjgure

Thereis... Mihereis) just...

Figure 26: Jodie has an emotional breakdown when trying to have sex

In Navajq Jodie stays with a family while she is on the run from the CIA, who is hunting
her after she decides to quit her job with them. In this chapter, she meets Jay, whom she can
engage romantically depending on the player's choice [f@jfréJnlike in The Dinner in this
chapter, Jodieds trauma doesnét influence her

Figure 27: Jodie kisses Jay

In Epilogue the last chapter, after Jodie prevents the Infraworld from merging with the
physical world, she is free from the CIA. At this very moment, players can choose different
endings depending on the people they saved throughout the game. Jodie can enter the Beyond, an
ethereal world, to join her deceased mother and Aiden. She canusotttilive and decide how
to go on with her life. Through this path, she can decide to be with Ryan, Jay, the people she met
when she was homeless, or she can choose to be alone 8yui first, it seems that Jodie
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lost her connection with Aiden, udin made her feel miserable. However, afterwards, she
discovers he is still with her.

Differently from the previous cluster, in teenage years and the young adult life of Jodie,
players can get more trophies when playing as Jodie. When playing as Aidemréavo
trophies that reward players for protecting Jodie. In these chapters, players can also get 9
trophies when playing as Jodie. Among them, 4 are related to romance, 2 are related to choosing
or not to engage in violence, 2 to being successfuliickgime events and 1 in exploring the
environment . I n this cluster, Jodiebds agency

Figure 28. When staying alive, Jodie can choose how to enjoy her life

InThe Dinner Ai den attempts to control Jodiebs s
Ryan.Fr om destroying her | aptop to preventing hi
literally pointing a knife at her, players can choose from a variety of options tcorwin Je 6 s
plans. Aidendéds jealousy and aggressive, contr

being one of the prerequisites to the silver trophgontrollable which requires players to
make evil decisions as Aiden.

As in the chapters thattookple i n Jodi eds childhood, these
dynamics. InThe PartyandLike Other Girls Jodie tries to break free of institutional control
over her life. InThe Party she tries to make friends outside the military baskike Other
Girls, she attempts to hang out with her friends in a bar where she might suffer sexual assault.
The assault can be avoided only if Jodie fails to run away or if she gives up and goes back to the
military base. Moreover, if she suffers sexual violence, sheiwvé be abl e t o have
and get the trophin Love with RyanOn both occasions, she is victimized by other characters,
whet her by teenage bullies or sexual abuser s,
obeying the rules have difemt consequences in Aidends and Jo
as Aiden, players will be rewarded for being violent and breaking the rules. Wtiers given
the choice tdoreak rulesJodie will be punished for not following thénwhen playing as Jaog,
pl ayers must 0o0b ey dhistdiffeeence im baensplays bighligbts avery op hi e s
telling gendered double standard. At this poi
device to evoke strong emotions involving the protecticainoendangered female character,
allowing players to act as saviors and punishers. The trophies and meaningful choices available
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revolve around the choice of whether to punish the aggressors as welappribygriatenethods
of punishment.

When represeimg sexual violence within a choit®sed game, one could argue that
being sexually assaulted regardless of dialogue options is a sensitive approach since making it
avoidable depending on how Jodie reacts to the aggressors could perpetuatelamnting
discourse. However, the fact that Jodie becomes a victim of sexual assault because she chose to
di sobey her Afathero to go out at night to a
victim-blaming discourse.

To support this argument, we nededunderstand the meaning of victimaming and its
relation to rape culture. According to The Canadian Resource Centre for Victims of Crime
(2009), victimblaming can be described as the act of holding the victim responsible, whether
partially or entirey, for the violence committed against them. The reasons for blaming the victim
are usually rooted in patriarchal notions of gender roles (Olfman, 2009; Flintoft, 2001). For
instance, victirblaming discourse consists on the belief that someone could becaoten of
sexual violence depending on their choices. Those false beliefs, usually referred as rape myths,
could involve the female victithwearing certain types of clothes, certain sexual conduct,
displaying behaviors that could be interpreted ascaadenvitation, consuming alcohol or drugs,
or going to dangerous places. Rape myths are rooted in a sexist belief that frames female victims
as the other, claiming that only misbehaving women are subject to rape, that is, that there are
women who are desving of sexual violence (Suarez, 2010; Lonsway, 1994; Herman, 1989).
Rape myths are often brought to court to disregard the testimonies of female victims of sexual
violence (Randall, 2010). According to Parenti (2005), rape myths are a manifestaéipa of r
culture and they are usually perpetuated within daily life, reinforcing the stigmatization of
victims. According to Thacker (2017), news media plays a big role in perpetuating rape myths.
In their article, the author analyses how news coverage frdmaesctims of sexual violence

after the trial. The author explains that #fth
occurred in the media during and after the trial. Much of the news coverage on the case
expressed sympathy for the perpetmtor ( Thacker , 20177 aswellas3) . As |

Jiwani and Young (2006) al r e adndicateghatkwhend bef or
covering the cases of violence against women, the media discourse differ¢émtiate women
who are framedas worthy of being saved from troubled men from those who are deserving of
violence. As pointed out previously by those authors, the patriarchal notions of gender roles
define which women are suitable for being raped.

When looking at the context where Jod the victim of sexual violence ke Other
Girls, we can see it reinforces a victillaming discourse. First, players are never given the
choice of obeying Dawkins. The goal of the first part of the level is to leave the military base. If
players fdl, Jodie will be detained at the exit. Jodie will only be able to get to the bar if players
succeed in deceiving the guard and if Jodie hides in a car when crossing the front gate. The only
way Jodie wonét suffer s exiorathe agsawdtkaa happen. The i f
di al ogue choices when being cornered by the a
of outfit. When looking at the choices and consequences, we see that the only reason she is being
subjected to sexual violencelbecause she was successful in leaving the military base without
being detected. Since rape myths frame the choices of the female victim as the reason why she

181n this chapter, | often refer to the victinkaming that target women, but authors argue that men can also be victims of sexual
violence and, therefore, subject to victitaming discourses (StruckmdonhnsonC & StruckmanJohnsonD, 1992).
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was raped, one could argue that, in this game
ode s i s the reason she was al most raped. Howe\
that the reason why she wasndét raped,Ati s beca
the end, her connection to another man is what ultimately saved her.

When looking at the consequences of this evefihamDinner we see that Jodie is
unable to have sex with Ryan because of her trauma, even after all her effort to get to that
moment: cooking dinner, dressing up with a sexy dress and cleaning the apdnitienscene,
Jodie is kissing Ryan in bed. However, when he touches her, she is triggered. She has an
emotional breakdown and cries. Ryan just leaves the scene.

Mardoll (2016) highlights the design choices of the game developers when deciding
which gamesvents can have an overall impact in the gameplay. She explains that while the
sexual assault event has a huge impact in the rest of the game, other events such as failing to shut
down a weapon of mass destruction have no consequences in the story. thémlddo
deactivate the weapon, the army destroys it. She argues that the game punishes players for being
sexually assaulted in the game by denying Jodie the possibility of developing romantic
relationships throughoutthe gam.ar d ol | 6 s hiedthemproceds | idehtified g
previously inThe Wolf Among Uy designing choices that have consequences in the story
while others dondét, the game designers clear/l
should matter over others.

Jodie & the CIA

When she becomes a young adult, Jodie joins the CIA, which is presented in the game as
her choice. However, when she decides to quit her job after being manipulated into killing a local
leader in an African country, who was not aligned with American ecmnioterests, it becomes
clear she was forced into this lalooln this section, | describe the chapt8eparationThe
Mission Hunted HomelessNorah, BriefingandBlack Surto address the representation of
violence against women and abuse during binila’.
In Separaton young adult Jodie is Ainvitedo to |
the DPA. Before being recruited by Ryan, who later becomes a love interest, Jodie was testing
her abilities to channel object auras, allowing her to see nesrembodied in them. In this
chapter, the key decisions are to tell Dawkins the memories Jodie saw, to spy on Dawkins and

Ryan as Aiden, to fiaccepto Ryands invitation
they will find outthisisnotaaagul ar j ob i nvitation. Jodie jJoin
objectives. Despite Dawkinsdés efforts to keep
powers to see his deceased wife and daughter,
Coe who became parental figures in her [|ife, t
the offer or to fight against the institution

Jodie: What am I1? A toy?! Some kind of a "test subject"?! Did you ever just stop and
think about what | want?

17 Abuse during childbirth, or obstetric violence, is being included in this investigation because, according to the Whrld Healt
Organization (2017), itds also considered to be a type of vi
birth and who can become victims of obstetric violence, in this context | am considering the abuse that was committed against

Jodi ebdbs mot her.
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Dawkins: Jodie, | know it's difficult but... you need to understand. This is a great
opportunity for you.

|l f players decide to not obey Ryan, Dawki n
the offer. As Jodie is 18 in this chiap her joining the CIA military school is a way the narrative
mi rrors the process of young adults |l eaving t
independent. However, as we know this is not
nopye in29fighies i s not the case. Il n this chap

In Welcome to the ClAJodie is trained as a CIA agent for three years. In this chapter,
there are not a lot of dialogue choices as it is focused on her physical devélqmdienlearns
how to fight and to team up with Aiden to take down enemies. Although there are no
consequences for any choices that could be made in this episode, being trained by the CIA has a
huge 1 mpact in Jodi eds | kefplaceaftershegjpomati¢he CIA hat ch
demonstrate that the training empowered her. Because of her fighting skills, Jodie is able to
defend herself and others. The trophies in this chapter are related to the successful completion of
quick time events.

Figure 29: Jodie only has the option "obey" when being "invited" to join the CIA

This training becomes very important when Jodie goes to Africa to take down a warlord
in the chaptemhe MissionAfter she stops him, she finds outwas innocent, and that the CIA
manipulated her to kill a local leader who would be a threat to American imperialism. This
becomes personal as she discovers Ryan lied to her about this so she would follow the orders.

This episode is focused on quick timeeeis. Game paths are mostly related to players' abilities
to make quick strategic decisions to overcome challenges in the warzone and being successful in
quick time events.

When Jodie decides to quit her job, the CIA tries to hunt her down in the chdprteesl
andHomelessand she ends up living on the streets and befriending other homeless people who
help her survive the winter.

InHomeless t here iIis more diversity to the game
related to building relationshipssuchachoosing t o be honest about
being evasive, and helping other homeless people. Others involved choices of getting money
honestly. There are also paths related to sav
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on fire, chmsing to engage in violence to protect a friend being beaten by thugs, and one path
where Jodie attempts suicide.

But... But:.. shexsimyABABY/!NBhinglhedbackMAVe] my] mind!l'| want
(oydll

Figure 30: Jodie, as a baby, is taken away from Norah, her biological mother

In Norah, Jodie finds out that her biological mother, Norah, is still alive and is being kept
within a DPA psychiatric facility and that sh
help, Jodie breaks in and finds her mother sitting in a chair, comatose. Using Aiden, Jodie finds
out her mother was drugged to prevent her from using her powers and freeing herself. However,
the drugs used are so strong that she is not able to regaiiosnsss. Players have the option
of ending Norahés suffering or | eaving her al
that Aiden is Jodieds deceased twin brother w
was born, Norah decided keep her baby instead of giving it away to DPA agents [fig0rdn
the end, she attempts to break free and get back her daughter. Most paths are related to dialogue
choices, exploration and killing or saving characters.

In BriefingandDragon's Hideoty Jodie agrees to work with the CIA one last time in
exchange for her freedom. She and Ryan infiltrate a secret base in Kazirstan to destroy a
machine that can open a portal to the Infraworld. The goal of this mission is to prevent other
countries from ugg the Infraworld as a weapon against the United Stat@&ragon's Hideout
most game paths are related to strategic choices when infiltrating the base. However, two paths
are related to romance choices with Ryan: Jodie can forgive him for lying ¢o hetr and she
can tell him she loves him.

LaterinBlackSun after t he Clrgomisetcestophdnting Jodienafter t h e
the completion oherlast missionstheytry to drug Jodie the same way as Norah to prevent
Jodie from leaving. However, Jodie escapes, due to the help she gets from Aiden, Ryan and
Col e. ltdés revealed that Dawkins is trying to
world. Regarde s of Jodi eds dialogue options, she <can
activating the machine, he kills himself when he sees that it will only destroy the world. After
Jodie deactivates the machine, she is given the option to stay alive or go tgdhd Bebe with
Aiden and her mother. If players make this choice, Jodie will become like Aiden and connect
herself to Zoey, the daughter of one of the homeless people Jodie helped to give birth. There are
many paths in this chapter because itisthealimao f t he game. Jodi e can 8
declaration or not, take or refuse the CIA money, heal Cole when he gets hurt, convince Dawkins
about the dangers of the condenser or just make him angry. Ryan might die in this chapter
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depending on the playechoices. Jodie might be successful in deactivating the Black Sun or die
trying. After deactivating it, she can choose to join Aiden in death or to remain alive Bijure

O BEYOND

Figure 31 At the end, Jodie must choose between "Beyamd " Life"

Differently from the previous cluster, in
agent, the trophies are mostly focused on strategic choices, the success of completing quick time
events and expl oring t h eoingthentdA)the cycle whene dodierie nt .
frequently portrayed as a damsel in distress to reaffirm male domination is reduced. As she
acquires fighting skills, she is able to defend herself. However, her agency is still limited when
she is working for the IB.. In Separationregardless of what Jodie chooses, she will join the
CIA one way or the other. If you choose to threaten Ryan, Dawkins will emotionally manipulate
Jodie to faccept the invitationo, clvai ming th
attempts to illustrate that this was a great decision for her car€beiBinnewhen she gets a
big luxurious apartment, this was never her decisiofthiMissionJodie is again manipulated
to use her powers to take down a Warlord who turnetbdug a local leader who was not
bending over American imperialism. When Jodie quits the CIA and is chased, she is able to,
again, make decisions regarding her sexuality and build relationships besides Ryanalg o n 6 s
Hideout Jodie is once again forcedo working for the CIA one last time in exchange for her
freedom. I n this case, players candét choose t
CIlA is destroyed by the entities that Jodie has meaningful agency, which allows her to choose
between 5 choices with distinct outcomes.

Dawkins and the Department of Paranormal Activities (DPA)

It is critical to highlight that Jodie spends most of her life being studied in the DPA.
When looking at multiple game chapten® learn the dubious dynamiossf Dawki ns and J
relationship, which is important to discuss here.
Child Jodie meets Dawkins when he interviews her to learn how her powers are
manifesting. Later we learn that Dawkins already knew Jodie since he was the one who took her
away from her mother, Norah, and gave her to Phillip and Susan, DPA agents, wlio tiverk
same institution where Dawkins conducts his experiments with the Infraworld. Jodie being taken
care of by those agents was part of the experiment to understand how her powers would manifest
in a controlled environment, in this case, in a family howlben Jodie is abandoned by her
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foster parents, Dawkins builds a relationship with her, becoming a fatherly figure to her

al ongside Cole, his assistant, who also knows
the narrative, Dterwlik in a cardaccent, and Rawkihs |daans thalh he can
communicate with his deceased family when Jodie uses her pdwiéris event changes the

way Dawkins deals with Jodieds power s. He bec
back.

To preven Jodie from leaving the DPA, Dawkins emotionally manipulates her over a
period of years to convince her that staying is the best choice. To do this, Dawkins pretends to be
her father on several occasiortr example, he brings Jodie to her first paotgdcialize with
other teenagers, am@ prohibits her from having contact with the outside world because of what
she could do with her powers. Without knowing about her connection with her mother and
remembering that she was abandoned by her foster pandrd she believed were her biological
family, she becomes an easy target for emotional manipulation. Like any other abandoned child,
Jodi e wants to be |l oved, and this is one of t
In the search for the attainable family love, Jodie does what Dawkins wants. The emotional
mani pul ati on becomes cl ear when Dawkins asks

bel ong to his deceased wife and daughter. Whe
drugs ler to prevent her from getting in his way. After she is saved, Jodie will encounter him
| at er, and if Jodie chooses not to be sympath

kill her [figure 32].

Even though Dawkins is the main antagonist ofgame, the narrative attempts to
humanize him by giving him a reason that could be seen as legitimate for abusing Jodie for
years. The process of humanizing male abusers by focusing on their troubled past is a pattern
also identified in news coverage (Meyet99; Jiwani & Young, 2006).

Portraying female victims as lacking agency is also a part of this pattern. (Meyéts, 199
Jiwani & Young, 2006) Jodieds victimization n
saviors, but as well as a way t@ssert control over her life by institutions governed by powerful
men.

-//7 Jodie  this time you're really gonna get it!

Figure 32 When shutting down the machine, entities make Jodie relive her traumas

Bl'n this scene, Dawkinsdé wife and daughter possess Jodie and

65



Meaningful Agency and Systems of Control

Table 6

Trophies available when playing only as Jodie.

Trophy Type Prerequisite

Never Alone Silver At the end oiNavajq kiss Jay and/or have sex with RyaT e
Dinner. To have sex with Ryan, Jodie cannot have been sex
assaulted iike Other Girls.

Explorer Silver Find all the bonuses.

Perfect Soldier Bronze Complete most of the physical training successfully.
Fight Bronze Win every fight whilsttaking less than 5 hits.
Apprentice

Stealth Bronze Complete all stealth training without being spotted.
Apprentice

Perfect Lover Bronze Cook a meal, clean the apartment, take a shower, wear the e
dress and put on some music.

Casual Girl Bronze Order a pizza, watch some TV and wear something casua
In Love with Bronze Sleep with Ryan.

Ryan

Stealth Master Bronze Reach the cathedral without being seen.
Medicine Girl  Bronze Perform successfully the entire ritual.

Not Just Sand Bronze Run fromthe sandstorm and took less than 3 hits.
Eye for an Eye Bronze Don't speak during the interrogation.

Agent 894732 Bronze Tell the truth during the interrogation.
Convince Bronze Help Dawkins see the truth.

Dawkins

Black Sun Bronze Deactivate the Black Sun.

Down

Chose Afterlife Bronze Enter the Infraworld.

Chose Life Bronze Stay in the world of the living.

Note.Fardom (n.d.).Trophies RetrievedJune 26, 202from https://beyondtwosouls.fandom.com/wiki/Trophies
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Table 7

All available endings and prerequisites.

Number Ending Prerequisite
1 Everyone Lives  Save allcharacters throughout the gaihé€hoose to join the
Infraworld at the end.

2 Choose Life, All Save all characters throughout the game. Choose life at the
Alive

3 Choose Life, All Save everyone. Choose life at the end. Durind=ghieogue,
Alive choose to be with Ryéh

4 Choose Life, All Save everyone. Choose life at the end. During the Epilogt
Alive choose to be with J&Y

5 Choose Life, All Save everyone. Choose life at the end. During the Epilogt
Alive choose to speriife with Zoey?.

6 Everyone Dies Let everyone di€. Choose beyond at the end.

7 Choose Life, All Let everyone dieChoose life at the end. Choose to be with .
Dead

8 Choose Life, All Let everyone dieChoose life at the end. Choose tonith
Dead Zoey.

9 Choose Life, All  Let everyone dieChoose life at the end. Choose to be alor
Dead

10 Jodie Dies To get this ending, Jodie must be killed by powerful entities

Black Sun.

Note.Fandom (n.d.)All Endings RetrievedJune 26, 202from
https://beyondtwosouls.fandom.com/wiki/All_Endings...#1st_Ending.2C_Everyone_Lives

19To save all characters means that players made choices throughout the game that saved these characters: Walter, Jimmy, Paul,
Norah, Ryan and Cole. These choices could involve saving a character directly, like taking them out of a building iog fire, be
successful in quick time events or not making decisions whose outcomes lead to the death of a character.

20To be able to pick Ryan, there are a few extra prerequisites: he needs to be alive by the end of the game and players must ha
chosen romantic intactions between Jodie and him throughout the game. For Ryan to not die in the last chapter, Jodie must
reason with Dawkins when they are close to the condkEnser. | f
Jodie, taking the bulldor her. In my gameplay, even when not getting the trdphyove with RyanJodie was still able to

choose to be with him in the end.

21 To be able to pick Jay, Jodie must kiss him at the end of the chaptaja

227oey is the daughter of Elisa, a honsslevoman who ran away from her violent boyfriend who threatened her after

discovering she was pregnant. Jodie helps Elisa to give birth to Zoey in an abandoned building. Choosing to spenaéfe with Z
means Jodie will be reunited with the people shedreled when she was homeless.

23To get this trophy, players must make decisions that will lead to the death of these characters: Walter, Jimmy, Paul, Norah,
Ryan and Cole.
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Choicebased games work based on the limited narrative chplagers can make
throughout the chapters. Among all the decisions players can make, the game must define which
ones are more important: whether by displayin
that o; by designi ng dhaptsrs,byhassigrng spactfistrophiespaaac t f u't
group of choices; by hierarchizing trophies in different categories such as bronze, silver or gold;
by defining what are the key decisions that will lead to specific endings in the game. The
overlapping of thes game elements determines what | call Meaningful Agency, that is, the
choices that were designed to matter.

My goal I's to understand which overall cho
gameplay after having examined the different thematic clustetsapters. To examine where
the meaningful agency relies, | look at trophies, their categories and prerequisites as well as the
endings and their prerequisites. I n this anal
gameplay. lamalsonotanl udi ng trophies that can be achi ey
Ai dends actions.

When looking at the trophies [tal®¢that players can get when playing as Jodie, there
are a few patterns. First, all trophies listed are located in chapters that takaftelaber CIA
training. Second, 6 out of 14 trophies are related to her performance as an agent. This indicates
that the CIA training empowered Jodie, allowing her to defend herself and develop her career as
an agent, even though she was forced to joiirdT# out of 14 trophies are related to romance
and the only silver trophy players can get in her gameplay also involves romantic interactions
with two possible | ove interests. Although Jo
her story. Casidering the events analyzed previously her sexuality also plays a big role in
creating meaningful agency where she is not only rewarded for developing romantic
relationships, but also punished (Mardoll, 2016).

In table7, we see thatromance alsoplayjsag r ol e i n the gamebs Vs
endings determine how Jodie decides to live the rest of her life. She might choose Beyond and
join Aiden in the Infraworld, becoming an entity just like him. She might choose to stay alone or
live with other peple, such as Zoey and the rest of her homeless friends, or Jay or Ryan, her two
possible love interests. Among the 10 possible endings, 4 involve being in a romantic

relationship. We can see again that ngfdmanti c
agency.

Moreover, we can alsseethat choices that shape the final endings, besides romance,
take place when the institution that has been

disappears. It is only after the entities destroy the Cl&bass nd A d#that Jodieisi go n e 0
truly free to choose how to live her life.

The power that disempowers

Throughout the game, Jodie makes clear how her powers have put her into difficult
situations: "l was born with a strange gift, or what thalfed a gift. It was really a curse. It's
ruined my life. It made me the person that | am today, a freak, a mistake, someone to hate." After
having played the game, | kept constantly asking myself: How come Jodie, the protagonist who
has superpowers, iften portrayed as a damsel in distress? In other words, why is Jodie not
empowered by having superpowers?

241n the last scene at the end of the game, Jodie is able to contact Aiden again.
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As explained before, Aiden is an entity who is connected to Jodie and he has a large

range of powers that are usually used as a weapon to hurtetlkeppd e. Jodi eds powe
other hand, cannot be used to fight others or protect herself, but only to communicate. The
narrative often blurs the | ine between Aidenbo

when we see Jodie being blamed for what Aidees. However, in the gameplay we can see
clearly how differently their powers operate when we need to switch from one playable character

to the other, or to combine their powers to h
information.

When lookingda ot her characters who share the san
common: they are all women. Norah, Jodieds bi

Norah was kept prisoner by the DPA to be studidsio like Norah, when Jodie could no¢ b
controlled by the CIA anymore, she was drugged and put into a coma. Jodie however was saved
by male characters.

The connection between supernatural powers and womanhood becomes even more
evident if Jodie chooses Beyond at the end of the game. Sheiwilliglen in the Infraworld
and become an entity. She will connect herself to Zoey, the daughter of a homeless woman she
helped to give birth. This means that as Norah passed her powers to Jodie, Jodie passed her
powers to Zoey. Since the DPA was destrdygdhe entities, Zoey is able to live her life
without being constrained as Norah and Jodie were.

There is a moment in the game when itds re
same powers. Howevdhere is no scene or dialogue that provideaildedf how he lived with
them. Was he restrained for his whole life like a lab rat being studied by scientists? Was he free
to choose whether to leave or to stay?

Instead of having the ability to defend themselves and enjoy their powers, as we see
mostlyin superhero stories, both Norah and Jodie are victimized because of their own powers. In
Jodi eds case, the powers that others often cl
blamed for what Aiden does or by being abused by cruel children, beitgders or sex
predators, Jodie is constantly punished for having powers that are not even hers to use. Based on
these observations, | argue that the powers in this game that are related to womanhood are
designed to disempower them, instead of being acemfrempowerment.

Punishment, Violence Against Women and Male Supremacy

Jodi eds agency is not only I|Iimited by the
by Aidends agency. When | ooking at Aidenbds pl
related to the choices of engaging in violence whether for protecting his sister, or for displaying
controlling behaviors such as destroying her
violence is usually directed to punish specific charaetis are hurting his sister. Aiden can
only become Jodiebds savior and display excess
not portrayed as a damsel in distress in those situ&tidhsre would be no opportunities for
Aiden to punish abusivamen.

By looking at the trophieable 8] we see t hat Aidenés violen
and encouraged by the game. This is never questioned because it is always framed as an act of
protection by punishing the men who tried to hurt Jodie. In the previous chapter, when analyzing

25 As mentioned previously, Jodie mot always portrayed as a damsel in distress. But in this section, | am focusing on the
moments she was victimized.
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The Wolf Arang Us we were able to identify that discourse on punishment, that is, narratives
that frame the punishment of male abusers as the solution for violence against women, serves to
way, J
victimization also serves this purpose. Violence against women is used as a plot device to evoke
strong emotions and to provide the opportunity for the male hero to display extreme violence
without being questioned. However, boththe r 0 0 s

individualize systemic violence which is a way to protect the status qtiohle

t hing:

Table 8

womenos

ack of

Trophies available when playing only as Aiden

agency.

and

same

abuser 6s

acti

Trophy Type of Prerequisite
Trophy

Uncontrollable Silver Always choose to be violent or evil Aglen.
Entities Master Silver Always win battles against evil entities.
Somebody else? Bronze Play as Aiden for the first time.
Obedience Bronze Stop the experiment voluntarily.
Entities Bronze Defeat the entities.
Apprentice
Sorry Bronze Forgive Phillip.
Not My Father Bronze Choke Phillip.
Revenge Bronze Knock teenagers unconscious and/or start a fire.
Cold Blood Bronze Choose to do nothing against the teenage bullies.
Together Forever Bronze Kill the three men who sexualBssaulted Jodie.
Clean Job Bronze Complete the Embassy mission using only Aiden.
Possessive Spy Bronze Complete the Embassy mission by possessing the S
Aiden's Bronze Destroy the gas station, the church, the gun store ani
Apocalypse helicopter.
Almost Too Easy Bronze Possess general and go to the containment shielc

Note.Fandom (n.d.)Trophies RetrievedJune 26, 2021 frorhttps://beyondtwosouls.fandom.com/wiki/Trophies

The many ways the game reinforces male agency and female limited agency when
portraying violence against women can be interpreted as the representation of male dominance.
According to Schechter (1982), violence against women should be regarded as datianifes

mal e do mi

nance

nsofar

as

it ds

r ei

nforced

ons

by

still frame Jodie as a woman who should be saved from troubled men. According to what Meyers
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(1997) as well as Jiwani and Young (2006) identified,-white women and sex workers as well

as other women who dondét conform with tradit.i
the ones deserving of the violence. Jodie is a white female character who is the sister of the male
playable character and whosgeacy heavily relies on romance with men. All these aspects
endorse her in the frame of the figood womano
whose characteristics reinforce traditional gender roles as well as benefits from hegemonic
discourses regyding other intersectionalities. In those stories, those women are framed by the
media as lacking agency and in need of being saved from troubled men. There is a focus on male
agency whether the narrative tells the story of the male savior, who punisleesly troubled

men or the abusive man who hurts women because he was betrayed, or has a tormented past
(Meyers, 1997). Such as it was identified in news media that women are framed as having

limited agency, even more considering events involving VAWeitified the same process in

Beyond: Two Soulss well.

Jodi e becomes a victim of abuse because sh
is constantly victimized because of her desire to build relationships and have a life outside the
military baseYett he gameds narrative frames Jodiedbds wi
as teenage tantrums.

This also happens when Jodie says that she
in not being heard is disregarded as a tantrum.

Jodie: Youcan tell the CIA to fuck off because I'm not going anywhere.

Ryan: Jesus! Listen up, Miss Holmedsdon't give a shit about your pathetic adolescent
pouting, alright? You can rant and rave all you want but just shut your mouth and do as
you're told.

The game frames the decision of joining the CIA in this dialogue as adolescent rebellion
by providing the choices: Angry, Insult, Obey. The Obey option demonstrates this is not a
choice, but an order. Il f the pl argdeesrRydnavii chos e
grab Jodie and force her to follow him.

Later, when Jodie decides to quit the CIA, they start to hunt her down. Now, however,
she is able to defend herself and escape, though this is only possible because the CIA trained her
to fight ard to team up with Aiden, combining both their powers to be used as a weapon. This
means that, although there are sever al mo me nt
that demonstrate that the CIA training also empowered her. However, evedadeappears
to have agency in the game due to her physical skills, the narrative frames her as a damsel in
distress when she is drugged and put into a coma, rendering her completely helpless. Moreover,
this event is not an outcome of any decision,itwi happen regardless of J
choices. The game doesné6t allow players to ch
lead to her not being drugged. To save Jodie, the gameplay relies solely on male agency.

Powerful women rendered powess

After having looked at the Meaningful Agency, we were able to identify that violence
against women is used Beyond: Two Soul® victimize and disempower Jodie Holmes, the
female protagonist. It functions as a plot device to evoke strong emotiayst$feel the urge
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to protect the damsel in distress, even if that means to render powerful women powerless. The
portrayal of sensitive themes such as sexual violenBeyond: Two Souldoes not only

reproduce victirrblaming discourses, but it servespunish Jodie by denying her to live and
enjoy her sexuality. As Alexandra (2018) po
Keep Treating Women Like Shito, i mperiling
in distress, objects to pgotected, in a degrading position involving violence against women
seems that it was not just a patterBeyond: Two Souldut also in Heavy Rain, another game
developed by Quantic Dream and written by David Cage. In the next chapter, | will examine ho
this theme is representedDetroit: Become Huma(2018), a choicévased game also developed
by Quantic Dream and written by David Cage. When lookirigedtoit: Become Humar want

to investigate how hegemony is at play and whether the powerles$pesgoful women has

i n
fe

become a pattern in David Cageds narratives.
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Chapter 3: How could you let them die? VAWDetroit:
Become Human

In this chapter, | investigate the representation of violence against worDetrdnit:
Become Humara game developed by Quantic Dreams and published in 2018, the same
company who developdgieyond: Two Soulpublished in 2013. Differently than its predecessor,
Detroit: Become Humaprovides an even greater range of possible outcomes where choices can
actually end prematurely the story of a playable character. Choices can culminate in the playable
¢ h a r adedtheor abather outcome that would end their gameplay. This means that death can
be an outcome in this game.

My goal is to examine how violence against
gameplay, one of the playable characters, to inquire the rotgeatw or the lack of it when
representing systemic violence and how it might reproduce hegemonic discourseshato do
myanal ysis wil/ focus on choices and out comes
of her gameplay toeMathesoOtaodpCayabt @s chtahac
trophies in this chapter since the trophies are mostly related to the completion of levels and not
letting characters die. First, | describe the context of the plot and general game mechanics. Then,
| briefly cover who Markus and Connor are, including the dynamics of their gameplays and their
personal conflicts. Further, | examine Karaos
of violence against women and how those events were designedep@vthidable? Are they
pre-scripted? Are they outcomes of specific combinations of choices? What choices are available
to players? Which decisions have an i mpact in
discourse on violence against women by oveevwi ng how it o6s related to
other forms of systemic violeaé®

Welcome to Detroit in 2038

In this section, | contextualize the place where the game takes place and the major plot
conflict. The story occurs in Detroit in 2038 whenhealogical evolution allows big companies
such as CyberLife to design humlgice androids, that is, machines that were created not only to
look exactly as a human being, but to mirror human emotions as well.

According to t he ?gQuane Breamd2018) egplaiasithatve bsi t e

Detroit: Become Humaputs the destiny of both mankind and androids in your hands,
taking you to a near and ret-impossible future where machines have become more
intelligent than humans. Every choice you make affee®thicome of the game, with
one of the most intricately branching narratives ever cre@@®derviewo Section, para.
1).

26 Detroit: Become Humawas cr i ti ci zed for being fa flawed depiction of r
toConcentraton Camps and Civil Rights as Political Allegory (Jones
of black and Jewish history Detroit: Become Humahecause those topics are out of my scope. However, when tackling the
representation ofiolence against women to inquire how systemic violence is portrayed in this game, | will consider the analysis

of authors (Jones, 2018gppala, 20L8elendez, 2020; Narcisse, 2018) who examined those subjects.

27 Quantic Dream (2018)etroit: Become HumarRetrieved June 26, 2021 from https://www.quanticdream.com/en/detroit

becomehuman
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According to the same website, the gameds
making in complex contexts with moral dilemmhsilding your own narrative by making
choices that will shape and produce unique narratives and exploring the innovative choice
branching that includes the playable characte
pl ayers t o fEmoraddlenranasmaad diffidult detisions can turn android slaves
into world-changing revolutionaries. Discover what it means to be human from the perspective
ofanoutsidefand see the worl d t h({Qoantgbreamh2018ieyes of a
Featwes section, para.)l

The game narrative explores the various ways technology has evolved and how it has
i mpacted everyonedos | i fe. Croandpors workéosce becaese f r e q u
they are not only more efficient, but their labes dso cheapethan human labowhich leads
to increasd human unemployment. Russia and the United States are dispwinggship of the
North Pole because it contains many minerals that are used in the production of Thirium, the key
ingredient of Blue Bloof and Red Ic€. The narrative frames the economic instability that
unemployed people are facing as the main reason why drug addinticdrug dealing are
increasing social issues.

Coupled with that increasing tension, the game constantly portrays the increase of human
vi ol ence against androids which is mostly the
central conflict. Whe an android becomes deviant, it means they are deviating from their
programmed behavior. Detroit: Become Humarandroid deviancy often happens when an
android is confronted with an unfair situation, whether by being threatened and abused by
humans or ¥ witnessing violence committed against others. At this moment, the android is
confronted with the choice of becoming deviant, that is, they can decide if they will deviate from
their original program or if they will continue to follow the orders deterchingthe humans.
When an android becomes deviant, there is no going back. The game portrays this phenomenon
by displaying a mental red barrier which androids can degtriogcome free.

Due to the exploitation of ttoacrisisnndvhiohi dbés w
androids need to fight for their freedom. The narrative is dividddleer8 protagonists who are
androids created by Cyberlife: Kara, Markus and Connor. Each one of them provides a different
perspective of this crisis where they makeices to survive while dealing with moral dilemmas.
Their achievements will impact how the world handles the android revolution.

The lives of these androids are in your hands

In this section, | explain how the game worReiroit: Become Humais dividedin 32 chapters

that alternate between Karaods, Mar kusd and Co
with more than one character in the same chapter. DifferentlyBeyond: Two Soulplayers

cannot choose to switch characters. The choice of lplaygharacter is prscripted in the game.

To conclude each chapter, there is a list of specific interactions and decisions that must be
made [figure33]. Players cannot leave a scene until the mandatory tasks are completed. When
concluding a chapter, admching outline is displayed which allows players to see how their
choices shaped the narrative [fig@#. Some chapters can have more than one possible ending.

The system shows players their percentage completed for each chapteB3fjgunéch

2Bl ue Blood is a liguid substance that powers androidsé bioc
2%Red Ice is a fictional and illegal drug thatisHigh addi cti ve which is said to be the cau
irrational thinking as well as deteriorating their health.
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encouages players to replay and explore other possibilities. As mentioned previously, the
pl ayable characterd6s death I s a possible outec
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Figure 33: The user interface shows a list of urgent tasks
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Figure 34: Flowchart shows narrative branches that were completed
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Figure 35: Flowchart calculates the percentage of completion based on the unlocked paths
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When making choices, playersdéd actions wil/
playable characters [figu6]. Character relationships are one of the ways the game highlights
specific paths. For instance, deciding to be pacifist when condubgrantdroid revolution

mi ght i mprove Joshods relationship status beca
paci fist wild]l | ower Northoés relationship stat
involve violence. |  tatosmrefationshigs ecnumy analysis, dublavii me nt 1 n

overall state the dynamics of the relationship status of specific NPCs.

Figure 36: Interface shows relationship status update to show the consequences.

Connor: the android who hunts androids

Connor is a RK800 android [figu¥] designed to be a detective and hunt down
deviants. At the beginning of the game, he is assigned to Lt. Hamrdon to specifically
handle the cases involving deviants. At first
because Hank sees Connor as a threat to his job as he was designed to replace human detectives.
Throughout t he g¢gamechoicésstpee reldtionstgp canmmprowve asn or 6 s
Connor learns the reasons why Hank is hostile towards androids and Hank learns why androids
are becoming deviants. As their investigation evolves, Connor must report back to Amanda, an
artificial inteligencedesgned by CyberLife to monitor devi a
Hank and Amanda are how the game highlights the two main paths his gameplay can take. When
encountering deviants and learning that all of them deviated after being subject to abuse for
yeass, Connor might stick to his mission to hunt them down or to let them be free. When
choosing not to hunt down deviants and picking dialogue options that indicate that Connor
recognizes android individuality, daabtsk owsi Irlel a
| ower. Choosing to hunt deviants down and sti
relationship with Hank and increase it with AmandaCissroadswhen Connor finds Markus,
the other male playable characteo,isteagaa nac
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try to kill him. This is a big decision in his gameplay and only happens towards the end of the
game since his central conflict is the fear he has of becoming a deviant. Throughout the game,
the way Connor conducts the investigatwill impact not only the android revolution but the
way he perceives himself and others 1|ike him.
CyberLifebs and the policebs perspectives of

Figure 37: Connoris an android detective who investigate Deviant cases and hunt them down

DRIED BLOOD

DNA Analysis: ORTIZ, Carlos
Sample date: >19 days

Figure 38. Connor can identify substances by licking them.
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When playing as Connor, the game narrative is focused on explaining how android

deviancy manifds s . I n Connordés gameplay, his specific
investigating crime scenes and interrogating suspects. His model has sensors and programs that
allow him to identify peoplebs i dembundsines as

the environment and in other bodies [fig@&. When Connor chooses to spare deviants or

engages in actions that will prevent him from succeeding in his mission, which involves
understanding and ending deviants, this will increasedita/areinstability which is a status
specific to his gameplay that measures how cl
pl ayerdés choice of Cnessrnadsng him into a deviant

Markus: the leader of the android revolution

Markus is a RK20@ndroid designed to be a domestic assistant and companion [figure
39]. Markus was a gift from Elijah KamsKito Carl Manfred. He starts as a domestic assistant
who issentto an android graveyard after becoming deviant. When fighting to leave the
graveyard, Markusisrebof4, gaining new abilities from asse
androids. After he comes back from the dead, he decides to help other deviants, later becoming
the leader of the android revolution. He can convert androids to deviamtsdiyng or looking
at them [figure4Q]. In these moments, Markus claims to be freeing these androids.

Figure 39. Markushas the power to convert androids to deviants

30 Elijah Kamski is the founder and former CEO of CyberLife. He is the scientist responsible for inventing androids.

31 Carl Manfred is a famous painter. He is paraplegic and takes medication regularly feszeaified medical condition. He is
an old man who lives in a mansion.

32When looking at the biblical references in Markus' storyline we see that he is framednasstah of the android revolution.
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His gameplay dynamics involve making decisions about how tahesaindroid
revolution. He can make strategic decisions based on the percentage of success which is
calculated by his software [figurd]. His storyline serves to provide the perspective of the
android revolution and how they are fighting against oppreskle can choose to either be
pacifist or more violent when leading the deviants. His relationship with other deviants from his
group are the way the game highlights these different paths.

If Markus decides to be more violent when leading the revoluNorth, a possible

romantic partner, wil/ admire his actions. | f
will admire him. Simon responds positively if Markus makes choices that are less risky. Choices
related to being more pacifistorvioten dondét af fect Si mon. Mar kus a

with the larger android community, named Jericho. It can vary from Leader, Admired,

Respected, Neutral, Unpopular to Rejected. This status change depends on how effective

Markus' decisions are foiné android revolution. If he makes choices that damage the
community, he can be removed from | eadership.
violence against androids is portrayed as well as the fact that the game takes place in Detroit, the
game wa criticized for making political allegories to the Civil Rights Movement, apartheid and
slavery (Narcisse, 2018).

-
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Figure 40: Markus calculates the successfulness of possible paths
Kara: the survivor

Kara is an AX400 android who is designed to be a housemaid [Adlrehich involves
cleaning and cooking in the home of Todd Williams [figd#s her owner, and caring for Alice
[figure 43], his daughter. While Connor's gameplay provides the perspective of CyberLife and
the police regarding the android revolution,
movement , Karabs storyl i ne esaadroidesolutiomintiedifmon st r
of androids outside Jericho, the refuge for deviant androids. While Connor is hunting down
deviants and reflecting on his own existence as a machine and Markus is freeing androids from
Aisl averyo, Kar a inagwortdahataogy seeg hetas amaching.i v e
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Figure 41: Kara is a housemaid android owned by Todd Williams

I n the chapter fAiThe Openingo, Todd William
store after they finish repairinghe The st ore staff asks Todd: Al
back in working order. It was really messed u
Todd answers: fAHuh, A car hit iteé Stupid acci

memory hado be reset.

You shouldn't mess around with my stuff.

Figure42: Todd is a middleaged overweight man who is violent and abusive.
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homewaork, bath, all that crap..

Figure 43. Alice is Todd's daughter. Later is revealed that she is an android
A New Home

In ANew HomegKarar et urns to Todddos house after bei
interactions in this chapter involve doing household chores such as cleaning the kitchen, tidying

Toddds room, etc. In this chapter, Kalr a meet s
Throughout the chapter, Kara can interact with Alice and improve her relationship status with
Al ice. However, i1it0s not Later,weleamlthat Alicas sliyoesst he s

is her defensive mechanism as she is always afraid anghidthue t o her f at her és
behavior.

Figure 44. Kara finds Todd's antidepressant pills

The environment reveals details regarding
will see the pile of bills and credit requests thaeed how Todd is able to afford the house. The
taxi poster and the car plaques displayed on the walls show that Todd used to be a taxi driver.
However, as he reveals in dialogue, he is currently unemployed. When listening to Todd on the
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phone, it is implid that he is dealing the drug Red Ice to pay his bills. He lost his job to the self
driven cars and he bl ames androids for fAsteal
finds Toddbés antidepr essant taneptreandthefeliseghe | a b el
Ari sk of behavioral disorderso [figure 44]. W
high on Red Ice when he inhales it with a pipe in the middle of the living room while watching
TV.

As players advance in this chapter, weaemter several dialogues and scenes that
indicate Kara and Alice are victims of domestic violence. When Kara turns on the vacuum

cleaner, Alice starts to play with it. Todd r
that right now! Why isshemlay s pushin' me? Al ways pushingéo
room, being in front of the TV, Todd shouts a
doing | aundry, she takes Toddodés clothes. With
Toddds cl othes contain Red | ce. I n response,
her.

Todd: You shouldn't mess around with my stuff. It makes me nervous...
Kara: | 'm sorry Todd?é

Todd: You stay the fuck outta my business, unless you waissane off... You wanna
piss me off?

Kara: No, Todd.

When Kara asks Todd if she can start cl ean
to do but stop botherin’ me. 0 After a coupl e

toaboxthathods a family picture and Alicebs dr awin
girl and a woman. However, we see Todd raising Alice alone. In these drawings 46¢une

see that Alice draws herself bleeding and afraid of Todd. We also see idrénesggs that

Todd was beating Kara as well, severing her arm.

Figure 45: Alice's drawings reveals that Kara wasn't destroyed by a car, but by Todd
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When Kara goes downstairs to report to Todd that she finished cleanimgues she
encounters Todd being aggressive towards Alice.

Todd: What are you doing?
Alice: I... I'm playing...

Todd: You're playing... | know what you're thinking... You think your dad's lowlife...
Huh? Fucking loser?... Can't get a job, take care of his family? Don't you think | tried to
make things work? But whatever | do, when someone comes along they justiFUCK
ALL UP! | know what you think of me... You hate me... You hate me don't you?... SAY
IT' YOU HATE ME!

Alice starts crying.

Todd starts crying: God. What am | doing? I'm sorry honey, I'm sorry... I'm sorry... You
know | love you, don't you?... You knowadve you...

There are only three acticiisvhose consequences impact the next chapter. Both actions
take place when Kara tidies Toddés and Aliceb
nightstand i f player s e»a@, she can leaaveehe wimdow opem n me n t
to ventilate the bedroom, which will become a way to escape the house in the next chapter.

When talking to Alice, if they have at least a neutral relationship status, Alice will give Kara a

key to her box. If Kara openké box, she will discover what is happenifqowing this
information wil/ have an i mpact in the follow
consequences of specific choices while others arsgipted. For example, when washing the

clothes, Kara will find Red Ice which will enrage Todd. When cleaning the bathroom, which is a
mandatory task to fulfill one of the goals of the chapter, Todd will push Kara because she will be
standing in his way on the hallway. Since cleaning the bathroom is toandhere are no

choices regarding this action. Therefore, Tod
the player's choice.

Stormy Night

In Stormy NightKara is cooking dinner while Alice is looking through the window,
worried, and Todd isapping on the couch. Todd awakes to have dinner at the dining room.
Todd, who is high on Red Ice from the previous episode, is triggered by Alice looking at him.

Todd: What are you looking at?... What's your fuckin' problem? Not the life you dreamed

of, el? Maybe you think this is easy? Maybe you think it's my fault we live in this fuckin’
shithole, my fault your fuckin' mother too
Someti mes you really scare me, Todd. o6 Fuck
whore walked out on me for a fuckin' accountant! It's all your fault!

33 playstation Universe. (May 24, 2018)etroit Become HumanA New Home Flowchart100% WalkthrougifiVideo].
YouTube. https://youtu.be/stOtfSHU
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Alice: Daddy, no!

Todd slaps Alice.

Todd: It's all your fucking fault!

Alice runs upstairs.

Todd: Get back here! Come back here! Come back here right now!
Kara tries to go upstairs.

Todd: You stay there! Don't you dare fucking move, or I'll bust you worse than last time.

This is the moment when Kara can become
46]. If Kara becomes a deviant, there will be two goals: protect Alice, and reasonlw T o d d .
possible to do both of them. By Wweseekhatnien a t
trying to reason with Todd, Kara can choose how to approach him: Calm, Determined or
Understanding. Regardless of the way she approaches hilah Wilb grab Kara by the neck and
threaten her: AYou stay out of this, or you
have any impact in the game.

Figure 46. Interface displays a wall to represent Karpf®gramming

Depending on what the player chooses to do to survive, including options unlocked in the
previous chapter as well on the success or failure of quick time events, there are many ways this
chapter can end. Depending on the combination of thassbles, Todd might kill Alice [figure

34 Milk In A Wineglass. (June 19, 2018)7 - KARA- STORMY NIGHT 100% FLOWCHART DETROIT BECOME HUMAN
[Video]. YouTube.https://www.youtube.com/watch?v=D5pNEab14&ab_channel=MilkinAWineglass
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47] or Kara [figure 48]; Kara or Alice might shoot Todd, killing him; Kara and Alice might

escape alive without having to kill Todd. If Kara and Alice manage to stay alive, regardless of

killing Todd or leavinghimalve, the public view wil/| be nega
storyline ends. If Todd is left alive, they will encounter him in the chdgaéte for Detroit.

Figure 48: If Kara cannot stop Todd, he kills Alice

Figure 47: Kara can die in many ways in this chapter

Fugitives
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If Kara and Alice manage to stay alive in the previous chapter, they will now be on the
streets, trying to find a safe plammespend the rainy night. At one point, they meet a WR600
android who tells them about a safe place to
needs to find a way to keep Alice safe and away from the rain and the cold weather.
There are thre different ways to complete this chapter: they can spend the night at the
hotel, in an abandoned car at a parking lot or in an abandoned house. The challenge of this
chapter is to keep Alice safe during the night and make her happy. To keep her safeotelth
which is the most comfortable place, Kara needs to steal clothes from the laundry to disguise
them as human as well as money from the grocery store to pay for the room. Although staying at
the hot el i ncr eases Ka rstealirggadamagkd theic relétisnshipeTb at i on
stay in the abandoned house, Kara needs to steal tools from the same grocery store to break in.
Unl i ke stealing money, shoplifting doesnodot da
building is not safe asey are threatened by another homeless android. To stay in the abandoned
car is the choice that | owers their relations
Regardless of where they stay, there will be a dialogue between them that serves to make
players care for Alice.

Alice: Why didn't he ever love me? Why was he always so upset with me? All | wanted
was a life like other girls. Maybe | did something wrong? Maybe | wasn't good enough?
That's why he was always so angry. | just wanted us to be by fajost wanted him to

love me. Why couldn't we just be happy?

Kara: | don't know, Alice.
Alice: You'll never leave me, right? Promise you'll never go!

At this point, Kara can choose to promise or not which will affect their relationship. For
ther est of the game, this is mostly the dynamic
Alice happy and to keep her safe. Breaking the law and not respecting private property are
decisions that usually damage their relationship.

On the run

In this chape r , Connor and Hank are investigating
location where she is hiding with Alice, Kara needs to find a way to run away from the police.
This chapter features the two playable characters, Kara and Connor, and is divided thetiwee
gameplays. Differently from previous chapters, Kara needs to use her android abilities to scan
the environment and hide from the police. The
ability to decide how to navigate the environment without beeen. If Kara is seen, Connor
will try to catch her. Confronting the police, which is constantly portrayed as an option in
Mar kusd gameplay, is not an option in Karaos
There are a couple of ways this chapter can end. Depending on where KAlaand
spent the night, this chapter will start differefitiyif they stayed in the abandoned house, they
have the chance of not being detected by the police. If they stayed in the abandoned car, Kara

35Basic & Casual. (July 18, 201Bktroit: Become Humanii On t h FO0R &lowahart][Video]. YouTube
https://youtu.be/ghjJamOETGA
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will be able to see the police arriving, allowing thmilee before the arrival. If they stayed in

the hotel, they will only be able to see the
escape, but they will need to sneak by the police and reach a train without being detected.
However, if they a& detected at some point, Connor will be able to chase them until they reach

the highway, where Kara and Alice or Connor might be killed.

Zlatko

Inthe chaptelar a and Alice seeks Zlatkobdés help [fig
escape. When he reals that he has been tricking deviants, he attempts to hack Kara to sell her.

Kara mustvoid being hackedandun away from Zl atkods sServant,
who will chase and threaten her. Later on, Luther becomes deviant himself wdesshéara

and Alicebs connection. Touched by their bond
anymore. If Kara and Alice manage to stay aliyeuther will join them. From this chapter and

beyond, Luther has the role of protecting Kara and Akoe.example, there are moments, such

as inMidnight Train wher e Lut her can be fisacrificedo, t
or destroyed to assure Kara and Alice remain safe.

Luther, would you be so kind as to take these ladies’ coats?

Figure 49: Zlatko captures deviants, resets their system, and sells them
Crossroads

Il n this chapter, there is the crossover be
Rosé® told Kara about Jericho, the clandestine deviant community that lives in an abandoned
ship, explaining that Kara can get false documents from Markus that will allow them to cross the

36 Luther is a TR400 android who became a servant to Zlatko after being reset. He looks like a tall strong black man. The game
was criticized for reproducing race stereotypes, depicting black men as big, strong, violent and scary (Alexandra, 2018).

%BlueGls s. (March 2, 2019). Detroit Bec omehtpstiyounibefOonZaG8E546wo F |1 owc h

38 Rose is a black woman who sympathizes with the android cause. She helps deviants cross the border to Canada, the promised
land where androids cdre free.
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border to Canada. Connor finds the location of Jericho and goes after Markus to kill him and end
the android revolution. Markus is planning the next move oatttzoid revolution before
Jericho is attacked by FBI agents.

In this context, Kara finds out that Alice is an android and not a humad®childher
was trying to call Karabés attention to the fa
Everyt i me Kara would be worried about Aliceds f e
She finally realizes that Alice is an androi d
When this scene happens, the game shows that in the first chaptéehaldaactually seen a
magazine with Alicebés model on the cover. How
removed that memory from her mind. At this point, Kara is confronted by this revelation where
the player can choose to accept Alice as an andraareject her, abandoning her. To evoke
strong emotions on players regarding this choice, Lucy, a mysterious android who predicts the
future approaches Kara and Alice, saying:

Lucy: She wanted a mom. You wanted a little girl. You needed each other izesuin

the end, what difference does it make? Do you love her any less now that you know she's
one of us? Maybe that's what it means to be alive... Forgetting who we are to become
what someone needs us to be. She loves you... She loves you more thizag amyhe

world. She became the one you wanted her to be. Out of love for you.

Figure 50: If Kara chooses abandons Alice, players will get her bad ending

39When it is revealed that Alice is an android, the game leaves a lot of things unexplained. Was Alice already awareathat she w

an android? Why does Alice have physical needs? Were her needs designed to mirror the ones from a real bl to give t

experience of taking care of a little girl? Or did she display them because she wanted to feel like a real girl? DicbAlea be
deviant to be able to escape Toddés house with Kara? When di
other android children we have encountered throughout the game? Many players claimed this plot twist did not make sense.
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Battle for Detroit

In this chapter, there is also the crossover betweenke 6 s, Connor 6s and M
gamepl ays. Considering Karads storyline, ther
leaving Detroit with Alice or they might have been captured and sent to the Recall Ceffter N°5

If they manage to escape Jerichitheut being captured, they will have two options to
cross the Canadian border: by bus or by boat. The wayBdltéd for Detroite nds i n Kar ads
branching!d e monstrate that sheds only abfiggret o cros
51] or by boaffigure 52] if the public opinion is positivV&* towards the android revolution
[table17]. As explained previously, the public opinion is a relationship status that can improve
or worsen depending on c ha braaddast on0¢ whcthaffects e s . A
public opinion. This status is what determines if Kara can get a happy ending in this branching.
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Figure51:Bor der agent watches TV to decide Karads fate

If Kara and Alice were captured by the police and sent to the Recall Center N°5, there are
a couple of options to escape safely. Kara can choose to save herself and abandon Alice by
hiding herself in a pile of discarded android bodies, which will lea@itdoad ending described
in CrossroadsKara can be reunited with Alice and Luther, fighting their way to leave the camp

40 According to theDetroit: Become Humawiki, Recall Center N°5 is an extermination camp where androids are killed. It was
created b the U.S. president Cristina Warren to shut down androids after the country became nervous following the android
revolution. The wikia states that the center strongly resembles Nazi concentration camps and there were moments in the game
where the Recall énhter was called a camandomn.d.)

41 Manugames92. (July 13, 2018@etroit Become Human: flowchart of all chapters 100% comf\étieo]. YouTube
https://youtu.be/4uh60vFZfok

21 tds possi bl e t oKamgeven if publigapioich disappmioves the andrdid mevolutiara and Alice can still
escape the camp or the Canadian baifdare of the male neplayable characters sacrifices themselvesai@® Kara and Alice.
One of these male characters wikkate a distractioso Kara and Alice can sneak.

43When crossing the river by boat, public opinion does not interfere. However, they are only able to cross the rivethsgfely if
hide behind Luther.
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https://youtu.be/4uh60vFZf9k

and hiding themselves in a pile of discarded android bodies, which will lead to one of the

endings where they survive. If Kara and Alare unable to escape the disassembly machine

[figure 53], which resembles Nazi gas chambers, they will be saved at the last minute by the
androids from Markuso6 group if the revolution
can only succeed ifyblic opinion is positive towards the android cause. Thus, the public

opinion is one of the factors that determines if Kara can get a happy ending in this branching.

Figure 52: Kara and Alice survive after crossing the river

Figure 53: Alice, with her skin deactivated, is killed in the disassembly machine with Kara
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When | ooking at the two branchi

n
determines mostfy if she survives or not. Therefore i t 6s i mport a
can affect public opinion and where these choices take place.

gs of Kar a
nt to inve

Death as a possible outcome

The mechanics involving death in the game
gamepl ays. | n Keaarea agge nyrabereofpnays ghe can dieedepending on the
chapter. Since the game considers death to be a consequence of player choice, having many ways
to die means that there are a larger number of choice combinations that will trigger this ending.
Thismeans that itos easier to die as Kara than
possible endings, Kara or Alice dying means t
the android displayed in theagamsedsskagisn €M&ou
and Alice die... How could you do that? You could have saved them... Remember, the lives of
these androids are in your handséo This is an
emotions from players when portraying thesath of female characters. This is meant to make
players feel bad for failing to protect them.

Il n Connorés gameplay, death doesnbét mean t
dies, he is replacétby anewConnor from CyberLife to continue to coraduhe investigation.
Dying in Connord6s gameplay can increase his 0

he died trying to achieve his mission of hunting deviants. Having a high degree of software
instability means that Connor is more liketyliecome a deviant. Having a low degree of

software instability means that he wil!/ i kel
die doesnét mean to fail the game. Dying is p
failure.

Meaningful agency and public opinion

As explained previously, public opinion is a status in the game that is affected by the
choices of playable characters. Public opinion usually improves if androids choose not to
retaliate against human violence with violence ofthe own. |t 6s thi s status
the android revolution succeeds. Therefore, meaningful agefstinit: Become Human
doesndét rely only on the choices that prevent
which choices affect puigl opinion.
The public opinion levels toward androids are: supportive, sympathetic, indifferent,
skeptical (initial), hostile, and hated. When looking at which actions that highly jijded
slightly [table19] improve the public opinion, theyaremosy r el at ed t o Mar kus?®o
When looking at which actions slightly [tal26] worsen public opinion, they are more scattered
among the three playable characters. When looking at the actions that heavil@lljaidesen
the public opinion, theyaremat | y rel ated to Mar kusdé gamepl ay.

44Kara and Alice can still have a good ending if public opinion is not positive. However, the bestveneliaghey reach their

goal without having to ask male characters to sacrifice themselves to save them is only achievable if public opinionthepproves

android revolution.

“There is one death that can | ead notdobechmree deviard and donti@etowaskr 6 s st o
for CyberLife, at one point the police will confront Connor on a rooftop. By choosing "Fight" and failing the quick tirtse even

Connor will get a bullet between his eyes. This will lead to his final death bdtaaisewon 6t have the chance to
memory so Cyberlife can replace him with a new Connor.
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According to theDetroit: Become Humawiki*, fiKar a' s actions can o
public opinion by a small amount with a total of four times. Connor can only slightly increase or
decrease publ i c (FandamnZ0iFiNotem sectmy Markusnsehe oharacter
whose actions most influence public opinion. Even though one could argue that Markus'
gameplay i s where mostly meaningf ul agency re
gameplay becausecan also heavily affect public opinion indirectly if he succeeds in his
mission to end the android revolution.

When we | ook aft,w&saetabnost of thenahgicesaslye makes are
meaningless, that is, they have no impact in the story. Thareaction that can be taken within
her gameplay that will affect public opinion significantly. She can only get the good ending, that
IS, surviving and saving Alice, if public opinion is in favor of androids. It means that only if
Markus or Connor sueed in leading the android revolution, Kara gets to live. Different from

Connor6s ending, where ités up to the player

abandoning the mission are good or bad ending
becaus her one goal i's to survive. Connor 6s goal
how he evolves as a character. However, Karabo
doesndét evolve as a charact er rroldimteerapdro@r e no s
revolution or on the violence inflicted upon

reacts and reflects on her experience as a member of an oppressed group, but her role as a mother
to Alice and her constantneedofgatt i ng her . As mentioned previ
end prematurely if she decides to save hersel

though Alice is an NPC and Kara is one of the protagonists.

Therefore, after looking at the gameplaysha 3 playable characters, we can identify
some patterns. Heretofore, the way meaningful and meaningless agency is assigned is rooted in
traditional gender roles. Kara, the only playable female character, can only get the good ending if
she accepts thelmof compulsory motherhood and men make good choices. Refusing to be a
mot her and saving herself wild/ |l ead to an end
reason to live. If the male characters make bad chdlee® is a high chance thelte wil be
killed. The good endingwhere Kara and Alice surviyeven if public opinion is negatiyare
only possible ifone of thenonplayable male charactersatse to sacrifice himself to save them.

Controllable helplessness

Violence against womenisregr@e nt ed i n this game mainly vi
However, it is also depicted in other parts of the game. For this analysis, | will focus my
attention on Karaébés storyline and include Con

Connor must save a little girl who is being thezestd by a deviant ihhe HostageWhen
looking at the depiction of violence against women in this scene, we see that putting a little girl
in danger is a common plot device to evoke strong emotions from players. The girl is framed as
someone worthytobeasv ed because she is female, white, a
Meyers (199) as well as Jiwani & Young (2006) have identified previously, the dichotomies
when representing female victims play out according to their gender roles. If female victims

46 Fandan. (n.d.)Public Opinion.Retrieved June 26, 2021 franttps://detroitbecomehuman.fandom.com/wiki/Public_Opinion
47 Manugames92. (July 13, 201®etroit Become Human: flowchart of all chapters 100% comjjiéitteo]. YouTube
https://youtu.be/4uh60vFZfok
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ree nforce traditional gender roles, such as bei
as helpless and worthy of being saved. Here, the game uses saving a white girl who is in danger

as the playerds goal and asawayatrassgteetstakes!s on t h
players fail the mission, it means a helpless little girl will be murdered.
We see the same dynamicsidfe Hostagp | ay out i n Karads storyl

previously when investigating such storyline, the confiictser chapters are usually related to

being put through what Alexandra (2018) caltstrollable helplessnesgv/hen analyzing how

female protagonists are portrayed in games written by David Clgery RainBeyond: Two
SoulsandDetroit: Become HumagnAlexandra identified a pattern: Cage includes the depiction

of violence against women inhafetishtisistiedisplayasfer f e mal

violenced (Alexandra, 2018para. 6. I n these instances, i f player
makespecific choices, these female characters are killed, sexually assaulted or lobotomized.
Al exandra explains that in these scenes f emal
Often, these scenes do little to progress their stories shoultl thefAderandra, 2018para. 7.

As described, we see thdentrollable helplessnesst pl ay i n Kar ads game
Karahaste scape Toddoés house with Alice and def ent

same tools it gives other playable characters. For instance, Markus has enough physical strength
to fight against Leo and only fails because the police shoot him. EverhtKaug is an android
and could be designed to be stronger than a human woman, she is unable to defend herself
against Todd. While all three playable characters have the ability to scan the environment to
identify unknown substances and details that coasilyebe missed by human eyes, the game
doesndét give Kara the chance to scan blue bl o
that she was going into a trap. And finally,
the ability to calculatéhe percentage of success of certain movements, which could help her
perform the best actions to fight or escape. When playing as Markus and Connor, players can
succeed because of their extraordinary abilities. However, when playing as Kara, players can
only succeedlespiteher fragility. The narrative constant
strong emotions. The central conflict of most
and desperation in saving herself from abusers. This contehaiplessness functions to take
away Karadés choices or to provide choices tha
Kara as being constantly helpless.

Controllable helplessness is used to evoke strong emotions to make choices harder, and to
raise the stakes for players. By displaying graphically violent scenes of Kara being murdered in
many different ways, the narrative encourages players to feel guilty for failing to save her. The
fear of failing and not being able to save her is used to metplayers to play again and explore
different choices to keep Kara alive. We can see it when we look at how Chloe, the android at

the gamebés start screen, reacts when Kara and
Alice die... How could you ddat? You could have saved them... Remember, the lives of these
androids are in your handséodo By raising feeli

violence against women is to emotionally manipulate players.

Considerinigelt plae¢ s Krneadsi s used to mani pul at
fate serves to Ahighlight t hgara &} By makiogbadp!| ayer
choices, players will see Karaibg killed in multiple ways. As we see many endings where
K a rs aatdly is displayed in situations that resemble real life social issues such as domestic
violence, the game exploits collective trauma to raise the stakes of decision making, to build
conflicts where making a choice is stressful and emotionally exhausting.
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Moreover, violence against women is represented in the context of violence against
androids, which are used as an allegory to marginalized identities. When looking at the events of
Stormy Nightywe learn that Todd used to have a wife who left him. Howevieen replaying
this chapter after having finished the game, we know that he also bought Alice who is revealed to
be an android il€rossroadsand not a human child. In this scene, this information means that
Todd bought two androids to replace the farhiyused to have. Differently from his human

wi fe and daughter, Kara and Alice candét | eave
provided by the government since they donodot h
represents androidasamgi nal i zed i dentity. I n this case,

women and violence against androids.
Fetishizing torture, implicit pedophilia and beating little girls

The depiction of violence against womerziatko,when Kara is captured, inohilized
and tortured, was criticized for Afetishizing
AFetishizing Tortur e a)nldnedegphiasahatdepgndigomteen 06 s e c
choices you make, you will meet the remains of androids who wenaredznd tortured by
Zlatko. For example, Kara can meet a naked burned female android who is wearing only panties.
This tortured android is on her knees in the
to play with uso. trhaewswidsrwho werk targetslofovioldéncentlieir a
torture is not framed in a sexual context. Sexualizing female bodies who were victims of
violence is a common trope in video games, as highlighted by Sarkeesian (20bfhén as
Background Decoration: &t 2 - Tropes vs Women in Video Games

It is the collusion of violence done to women's bodies and the fact that it is often
sexualized. The idea being that a dead woman is still inherently beautiful, even if her
body has been maimed, her life stolen frio@n, something arousing still remains
available for male consumptiofSarkeesian, 2018:25

Framing violence against women as a plot device to evoke strong emotions is a common
trope in video games. It can be done by displaying dead, mutilated fendads, lmiten sex
workers, inasexualcontefiitt o i nvoke a sexually charged cree
(Sarkeesian, 2014:0899 and to convey fAjust how harsh, <cru
ar e .rkeesiars2018:57). InZlatko,thet or t ur ed androi d serves to
perversion and cruelty.

It can also be done by endangering the damsel in distress, a female character that often
reinforces traditional gender roles, that is, the woman who is worth being saved. This is a trope

used throughout Karads storyline as we have s
helplessness. However, it is also used in scenes where Alice is in darfjatkdnif players fail
to save Kara, she wild|l bne Alioerwvél beactaken aveaf. Orcé veet k 0 6 s

know that Alice is an android, this scene could be interpreted as Zlatko also turning her into one

of his slaves as well, which some critics have condemned as implicit pedophilia (Jones, 2018).

The game evokes strong etions when it brings up the thought of leaving a helpless little girl at

the hands of a sexual mani ac. The guilt of | e
game makes players play this chapter again in hope to save her. In this case, iegdieger

damsel in distress is also a plot device to evoke strong emotions with the purpose of raising the
stakes of choicenaking.
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Detroit: Become Humaas well aBBeyond: Two Soulare games that use child abuse as
plot devices to evoke strong emotionplayers. We could see this clearlyBeyond: Two Souls
when we play as Aiden to protect young Jodie from her abusive father. The same thing happens
in Detroit: Become Humawhen we need to save the little girl who was being held hostage by a
deviantandvhen we need to save Alice multiple time:
narrative constantly exposes Alice to threats such as violence, isolation and even pedophilia
(Jones, 2018) to make players care for her and fear that she will be murderedaTaiteasn in
David Cageds games (Al exandra, 2018).

Drugs, mental illnessand obesity The profile of male abusers

When looking at Todd and Zlatko, the two men who abuse Kara, we can see they have
something in common: they are presented as abominationsndfond. Both abuse Kara, and
are depicted as reprehensible obese men addicted to drugs. Zlatko has a South Slavic masculine
given namé& which can indicate that he is an immigrant or has foreign origins. Zlatko was
designed to visually resemble Td8dThey both have the same weight and height, birthday
(September 21) and share the same hair color, and hairfhdaeld was designed to look like
Earl from Beyond: Two Soul®ne of the abusers who sexually assaulted Jodie in the chapter
Like Other Girls Todd and Earl were also both played by the same voice actor, Dominic Gould,
and they both share the same personality. Besides their appearance, they both can be killed the
same way: by getting shot.

It is no coincidence that these characters struggle witdp addiction. IrDetroit: Become
Human the consumption of Red Ice is connected to a societal increase of mental illness and
economic instability due to unemployment. Argame magazine article states that "Red Ice has
become the drug of choice of Detfigrowing underclass.” Later, the author explains that
"analysts have pointed to Detroit's status as the epicenter of android production, suggesting the
drug flourishes in the dissatisfaction caused by androids taking human jobs.” Dr. Julian Carter, a
sodologist consulted for this article, highlights that "poor men and women, desperate to make
ends meet, are vulnerable to becoming userseven dealers."”

In the chapterd. New HomendStormy Nightthe game narrative frames drug addiction
andmentalihess as the reasons behind Toddds violen
| earns about Toddds economic instability when
credit application. Todd reveals in dialogue that he used to be a taxi driviee &gt his job
because of seffiriven cars. In the meantime, Todd displays all sorts of violent behaviors towards
Kara and Alice, including yelling, pushing and choking. Then, when Kara goes to clean the
second floor, she fi nhdss pleodidféisc alnlty detpateess atnh ¢
behavioral problesp . Framing mentally il/ people as vio
stereotype perpetuated in video games. This insensitive portrayal of mental illness, as highlighted

48 Fandom. (n.d.Zlatko Andronikov Retrievedlune 26, 2021 fromittps://detroitbecome
human.fandom.com/wiki/Zlatko_Andronikov

“Fandom. (n.d.Zlatko AndronikovRetrieved June 26, 2021 frdmtps://detroitbecome
human.fandom.com/wiki/Zlatko_Andronikov

50 Fandom. (n.d.Yodd Williams Retrieved June 26, 2021 frdnttps://detroitbecomehuman.fandom.com/wiki/Todd_Williams
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by game scholar§ orly serves to stigmatize mentally ill people by framing them as abusers
while they are most likely to be victims of violeAte

Earl, Todd and Zlatkalso share another trait: they ateoverweight.Thefew characters
who are overweighih David Cage gamese usually presented as villains or unsympathetic
Havingthese charactersrho areabusersportrayed as obeservesstigmatize fatnessecause it
associates being fat to beiafgusive According to Todd Harper (28}, this is a cormon
stereotype perpetuated by mass media WMa¢ieharacterarefrequently portrayetas
villainous/evil" (Harper, 205, 8:10).

As Meyers (199) as well as Jiwani and Young (&)Qdentified previously, we can see
that when this game represents violeagainst women, the male aggressors are presented as
abominations of manhood. These men are framed as abominations for being addicted to drugs,
struggling with mental illness or the loss of economic stability, for being immigradts
overweight As Jones4018) criticizes, the game provides context to explain why Todd is
abusive, the narrative frames Toddoés cl ass st
which is a common trope when representing violence against women (Meyéts)ih@hi and
Young, 20®).

Pl ayersd agency, systemic violence, and the r

As seen before, what determines the fate of the android revolution is public opinion,

which is directly influenced by news coverage
actions of androids, which impacts the way the public sees their cause. However, the game
doesndét take into account that news coverage

According to the studies of Meyers (I1Q%s well as Jiwani and Young (2006&ws
coverage plays a big role in perpetuating hegemonic discourses involving violence against
women. Some victims are framed as deserving of the violence for not reinforcing traditional
gender roles. Race and class play a big role in defining how viatichaggressors will be
framed. Considering their findings, we can ar
news pieces are built rely on the report written by police officers and court cases, and the work
of these professionals often marginalinesmen and people of color. Therefore, the source of
the news coverage material can never be neutral because the source material is biased.

The game depicts news coverage as neutr al
agency. When playing as Markthis choices are reported by the news in a neutral way, that is,
without media manipulating public opinion to disapprove of the android cause. In this context,
without the reproduction of discourses that a
conequences in the system. I f Mar kusd actions
choosing to remain pacifist or to engage in violence, Markus' actions to lead the revolution
would be meaningless.

However, when looking at the role of news coverageporting protests, Leopold &
Bell 6s study (2017) demonstrates how the repo
disapprove of protesters. Their investigation of how news media reported the Black Lives Matter
(BLM) movement in seven UBasedhewspapers reveals that the news media utilizes techniques

51 Ferrari, M., Mcllwaine, S. V., Jordan, G., Shah, J. L., Lal, S., & lyer, S. N. (2019). Gaming with stigma: Analysis obmessag
about mental illnesses in video gam#dIR Mental Health6(5), e12418https:/Hoi.org/10.2196/12418

52 Canadian Mental Health Association. (n.¥/iplence and mental health: Unpacking a complex isReg&rieved April 11th,

2021 from https://ontario.cmha.ca/documents/violesmémentathealthunpackinga-complexissue/
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to marginalize and racialize protesters. Considering their findings, we see that the neutrality of
news media in the game when reporting protest

In addition, the game also misrepresents systemic violence in other instances such as
when representing police violence. This happens when Markus and the other androids find two
police officers who destroyed androids after their proteSaipitol Park Markus can kill the
two police officers in retaliation or spare them. This is a way the game communicates that police
brutality and violence perpetrated by an individual as equivalent which ignores the fact that
police brutality is a symptom of structural rswi (Stelkia, 2020).

Considering that the android revolution was designed to resemble the Civil Rights
Movement (Narcisse, 2018), thatgame news coverage dynamics drastically differ from the
oppressive ones in real life (Leopold & Bell, 2017). We sekttizagame clearly misrepresents
systemic violence. Misrepresenting the dynamics of systemic violence while depicting it instead
of emotionally manipulating players are strategies deployed in the game to craft decisions that
are hard to be made while naiticizing the status quo. It shifts the conversation from reflecting
on systemic violence and holding institutions accountable to individualizing systemic violence.

By having Markus, an android messiah or the chosen one, leading the android revolingon as

only hope to end oppression, the game frames movements to end group oppression as being the
act of an individual. The game | ets you play
systems of oppression.

Video games as emotionally exploitative tgyas

In this chapter, | analyzed the dynamics of representing violence against women in this
choicebased game. When analyzing meaningful agency, we identified that it mostly relies on

choices that can resul t i nimpactpubbicromnon ¢heds deat
choices that could improve or worsen public opinion regarding the android cause mostly take
pl ace in Markusdé and Connords gameplays. I n t
Kara in the end because without a favéegiublic opinion, Kara will be killed regardless of her
choices. Moreover, we dondt see any other fac

mother to Alice. These aspects render very gendered gameplay dynamics as we could observe in
other ganes previously.

The representation of violence against women in this game serves to highlight the value
of playersd choice. Through graphic scenes of
creative ways, the game evokes strong emotions to makegpt@yedge when making choices.

The dynamics of representing VAW alongside the misappropriation of black and Jewish history
(Jones, 2018Seppala, 2018ylelendez, 2020Narcisse, 20183erve to craft decisions that are
hard to be made by emotionally expilng memories of collective trauma.

To craft edgy situations to emotionally manipulate players, the narrative includes
depictions of Child Abuse, domestic violence
Rights as pol i t2018 adoncentratioa Gampsyand C{vilRighteas Political
Allegoryo sectior). The game exploits collective trauma to raise the stakes on ahaikieg.

Having a character being killed by an abusive husband, sent to and murdered in a concentration
camp, and beingrutally killed by the police are ways the game crafts supposedly edgy

situations to evoke strong emotions and emotionally manipulates players. This is done at the
expense of marginalized groups who see their collective trauma and history being turiaed int
commodity.
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Conclusion

In this thesis, | analyzed three choelz@sed games that included narratives of violence
against women within their gameplays.Tine Wolf Among Ushe main story is centered in the
investigation of the murders of two sex workdnBeyond: Two Soul¥iolence against women
i's scattered throughout 17 PRetr@trBecormefHumighe f e mal
violence against women is mostly portrayed wi

In the context of choicbased games, violence against women takes place in very
different settings. IMhe Wolf Among Usve play as Sheriff Bigby, the famous Big Bad Wolf
from Fairy Tales, in a modern late capitalist statd8égond: Two Soulsve playas Jodie, the
female protagonist who has supernatural powers, and Aiden, her deceased twin brother and one
of the antagonists, in a world where countries are researching the afterlife and weaponizing it. In
Detroit: Become Humarwe play as Connor, Markasd Kara, three androids who are
navigating the increasing tensions between humans and androids in a close futuristic version of
Detroit.

Although these are, indeed, very different contexts, | investigated how violence against
women was represented considg the specificity of each setting and each character gameplay.
Now that | have | ooked through these gamesd s
violence against women among these games resemble or differ from each other? What patterns
dothese games reproduce? Why are these patterns being reproduced? To answer those questions,
| will first recapitulate and summarize how these games represent violence against women in
character design and gameplay. By looking at these different appr@achbew they might
resemble each other, my goal is to identify patterns. Then, | will look into the specialized
literature to understand why these patterns are being reproduced.

Dichotomies of female victims in video games

When looking at the design of feshe characters who were portrayed as victims of
violence against women, there are a few patterns that we can idenfifye Wolf Among Us
[Figure54], Faith and Lily, two victims of femicide, were sex workers. Their deaths and the
oppression they enduradlife only became visible to the authorities when they thought Snow
White was one of the victims. Throughout the game, the narrative gives us plenty of reasons to
not empathize with these two sex workers. At the same time, the game raises the stakes of
Bigbyds investigation when itds presented the
Snow White.

In Beyond: Two Soulgigure55], Jodie is a victim of constant violence against women
if she or her brot her dehldhabe she beoombsragicirk oft he r u
abuse because of Aidends disobedience. I n Jod
obeying Dawkins, a scientist who acts as her father. Then she cannot enjoy her sexuality because
of the trauma of sexualolence.

In Detroit: Become HumarKara is constantly a victim of violence against women
regardless of players choices. Kara and other characters such as Alice and the littlehgirl in
Hostagechapter have something in common: they are white femataatieas who reinforce
traditional gender discourse for being mothers and daughters. The tortured and mutilated female
android that we find in Zlatkobés mansion i s n
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burned android is wearing only panties ahe is on her knees in a sexualized context, as a sex
toy [figure 56].

Figure 54: Faith and Lily are victims of femicide in The Wolf Among Us

Figure 55: Jodie is a victim of violence against women several times throughout her life
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for his amusement...

Figure56: In Davig Cagé s g, avimie veomemare the"universal" sympathetic victim

All these different characters from very different settings haneetloing in common:
their suffering serves to communicate what a woman should be. If their behavior or sexuality
deviates from the traditional gender expectation, they become a victim of violence as a way to
punish them for not conforming to these expécatn s . Their suffering is s
|l ife choicesoO are being constantly judged sin
them. They are designed to establish how harsh and cruel the game world and its characters are.
In this contek, female victims are portrayed as background decoration (Sarkeesian, 2014).
However, if their position is compatible with traditional gender roles, they become the
victim of violence who are framed as needing to be protected from troubled men by the male
protagoni st. I n ot her words, these female cha
device in which a female character is placed in a perilous situation from which she cannot escape
on her own and must be r e fwgl0d4B82hy a mal e char
What diffeentiateghese female victims from the profile mentioned above is their
relationship with the male protagonist or the position they hold in society. As Sarkeesian (2013)
highlights, #Atraditi onnilyrhemberdr#&leve mterestointheineto di st

ITprincesses, wives, girlfriends a(vatkeessianst er s art
2013,3:47). We see this pattern among the female victims from the three games. Snow White is
notonlyaprincessed hol ds a privileged position, but s
though there are moments when Jodie rebels against traditional gender roles and is punished for
that, she is still Aidends sisterdaugRtgraKards | ov

and Alice are framed as mother and daughter. However, regardless of how powerful Snow

White, the new mayor, Jodie, an FBI agent, Kara, an android with advanced programming and
superhuman abilities, could be, they are rendered powerleSssaAsk eesi an (2013) e
Damselin-Distress trope disempowers female characters and robs them of the chance to be
heroes i n t(Baekeesiana2013;0%.i ght o
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As explained;The Damsel in DistresndWomen as Background Decoration
(Sarkeesn, 2014) are common dichotomies of female victims in video games. But as with other
similar dichotomies such a$he Good and The Bad Womadihe Virgin and The Whor¢hese
tropes serve a common purpose: they convey what expressions of femininity aréziediin
society.

In other words, these dichotomies communicate the message that women should assume
passive roles, even if they are protagonists of their own stories. When these female characters
attempt to take active roles, whether isdisobeying authorities or by engaging in sex work to
overcome poverty, they become victims of gender violence. Portraying violence against women
to force female characters into passivity ser
words, donmation.

In the context of these games, hegemonic mascufimitginifests in the unbalanced way
that meaningful and meaningless agencies are constructed within the gameplays of female and
male playable characters. Here, the portrayal of violence against womesitsgmamote male
dominance whether by showing the age of bad men who torture women, who are seen as
deserving of the violence, or by placing male protagonism as the only solution to ending
womends oppr es s iThewWolf Among Ysvhatgiffeaentiates,Bighy from The
Crooked Man is the reasevhy they engage in violence. While The Crooked Man uses violence
to get what he wants, even if that means killing his own family, Bigby uses violence to protect
women. InBeyond: Two Soulsvhile Phillip, Nathan, and Earl perpetuate violence against Jodie
to fulfill personal goals, Aiden engages in violence against these male characters to protect her.
In Detroit: Become HumarTodd uses violence to control Kara and Alice while Connor engages
in violence to save the little girl in the chapkérstage In these games, violence against women
functions to determine the male characterso m
violence against women furthers the existence of this dynamic. Therefore, here, the
representation of violence against women is gmmession of hegemonic masculinity.

Abominations of manhood

In mass media, the narrative usually portrays male aggressors as abominations when
reporting or representing violence against women (Meyerg, 789ani & Young, 206). Male
violence is usually a®ciated with mental iliness as well as racial and xenophobic biases. The
goal of representing male aggressors as abominations is to individualize the violence perpetuated
by them, instead of holding the system accountable. When playing these gameshet Saav
male characters [Figu&/] who victimized those women also fit this frame.

Having male violence being associated with criminality, drug addiction, mental illness, or
being an immigrant are common stereotypes that mass media perpetuates (\&yeisyani
& Young, 26). Presenting these male characters as abominations of manhood serves to
individualize violence against women. Instead of criticizing the social structure that allows these
men to victimize women, the narrative casts them asnaslt® make them an exception to
onormal 6 or acceptable manhood. Il ndividuali zi
the status quo.

53 Here | usehe term hegemonic masculinity to address social practices that promote male domination by legitimizing discourses
that reinforces womendés subordination (Donaldson, 1993) .
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Figure 57. The Crooked MarEarl, Todd, and Zlatko are presented as abomination

The d/namics of violence against women as well as of other forms of systemic violence
were misrepresentad the games studied hefEhese narratives usually presented the cause of
systemic violence assteadhe actions of an individual whether that is a t&gr who
disobeyed her father, a mentally ill abusive parent or a heartless criminal. At the same time, these
games present the solutiaapunishng these individuals whether by imprisoning or killing
them. Another solution they present to end systemic violence is to find the chosen one who is
capable of fighting against oppression. Creating monsters to be defeated by the male hero is a
plot device tlat prevents the audience from reflectorgand criticizing social structures that are
responsible for violence against women. In other words, presenting them as monsters only serves
to protect and keep the status quo.

Pedagogy of Violence and Agency

Throwghout the chapters, | inquired about mechanics of chroeldng where game
developers establish what choices will have consequences and what combination of choices will
give trophies and lead to specific endings. In the context of chased games, playgehave the
freedom to make decisions, but these decisions are alwagsqbed. By highlighting some
choices over others, game developers define what is Meaningful and Meaningless Agency in the
story where players will make many decisions, but only actevices are designed to matter.

When analyzing violence against women in the context of choaleéng, we saw that, in
every single one of those three games, VAW wa
playing as female characters to render theseactexs helpless, to punish either them or female
NPCs for making t WheWafvhmanglgyso Lc hgibsesholioes wer
judged as the reason why she became a vittiBeyond: Two Souldodie would always be
punished for breaking the r4. InDetroit: Become HumarKara will have the bad ending if she
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