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ABSTRACT

The purpose of this study is to analyze figurations of genders in on-line game
character in order to find out the ways of building gender identity of on-line game
characters. This study selects characters in on-line game <League of Legends> to
analyze figurations of genders in game systems, images, discourses of game characters
by using gender identity theory and examine the reproducing process of players. As the
result, the gender identity of on-line game characters which was pre-given by game
developers follows the same conventions and stereotypes in real world and also the
players follow it in the same manner. On-line game has the potential of text
involvement and modification of the game players, and it has immanent possibilities of
becoming alternative space of endless improvement and evolvement.
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[Table 1] The difference between the Average
value of Male and Female Character Status

Average o 1\(/[7381)6 F?Z%?le
value of status

Health 420.83 397.98

Mana 236.55 232.03

Attack damage 51.66 49.76

Armor 14.93 12.98
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[Table 2] The difference between the distribution
of character roles of Male and Female Character

Roles of The number The number
Champion of Male of Female
Characters Characters
Mage 16(20%) 12(30%)
Support 4(5%) 5(12.5%)
Assassin 9(11%) 5(12.5%)
Marksman 10(12%) 8(20%)
Fighter 26(33%) 10(25%)
Tank 13(16%) -
total 78(100%) 40(100%)

[Table 3] The difference between the distribution
of character roles of Male and Female Character

Average
value of|
Status| Health | Mana Attack Armor
Damage
Roles of
Champion
Male | 38750 | 243 4948 | 12.03
Mage
Female| 375.42 | 249.75 | 48.76 | 10.92
Male 424 232 4942 | 1294
Support
Female| 383.60 | 262.40 | 47.36 9.60
| Male | 431.57 | 22792 | 51.22 | 14.53
Assassin
Female| 402 220 50.80 | 13.70
Marks Male | 407.30 | 238.80 | 4755 | 14.12
man | Female| 392.75 | 198.63 | 4791 | 12.88
. Male | 43542 | 210.44 | 53.65 | 16.28
Fighter
Female| 434.40 | 224.78 | 53.11 | 16.85
Male | 431.77 | 220.41 | 53.81 | 16.69
Tank
Female - - - -
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[Table 4] The relationship status of female
characters in main story

Relationship status Name of characters

, Katarina, Cassiopeia, Lux,
Father's daughter . P .
Shyvana, Fiora, Irelia

Brother’s sister Quinn

Husband’'s wife Ashe

7b HlvpAlope} Ao Al w4 A
HE 2 sAstke o4 AYEA Treeu e ThA
Qulope] A, AAEe] #E oY AiE
olFoldl AHHTIE EATTE HA =0 FH
wo] wolghs HAo] P FEsAl FolE o3l
o =AISTE ofo]eyofell afE o4 FHHE

2~
a-
ojdefol HEFF opmx o] HE wa AelE Ml
=
=

|
AAE wE W oo tha WAl 4%
oo} mAlETlgre] AFe] sk meo] Sefut
2, 4 BEFE0] Fashl S Zdes
Qo] A9 APANAAAE, Mg T2 o4 A
gejel ojal'e A% AL Faslshs A%
BAZA olr)A ] o FA, e ¢4 A

re o
T
o

oo g
o

}‘_,o}io
o L
>rlr
o)
° =
oo
o ol
[0 ox

HU_EO?L

Lo

o 1W

L=

T o

o o

ol o0 ox oo T o

)
ox 2 H oo g

o 2 b M
o,
lo
2,

N
-
)

o

2

>

=

g,

rh

2

ro

o

>

>

tob,

3

ol rlo

2

o2
2o1g A

154 | Journal of Korea Game Society 2014 Oct; 14(5): 147-160



— Analysis of Gender Identity of On-line Game Character - focused on <League of Legends> —

o4 e AAH 9ol vE ot o]y
AL/t BAH0R A8H 98 4T 5 9
e ey 9 2%n golw wH 2
5 AN FFe NG F e WEe we
A A gARAel e g e ste #
e B 458 5 gk olF A e
QLAY AANA 71E ABle] ARGH F&A
g $33 3 Yge FAT 5 At

el Al Eololse Feolo] F4l9]
AFUE dEs SelA AR wEE AAeta
ofF A AlAN wrgstiat w#gith 53] Lol
< AYEE ol g3 v o v el A
4 59 AR 23 94 FE AYEE S
oz A olFFTh olE 53 W@ o=

(fanart) & F3lA FE2XA YERDT

LoL A olEoIAE= Ay dAFo] Ay AAA
S Asla 2 AFASE Fert 22 Holgh o]
u 53] vRIZIE o AMYHE AT Aol A
AEA Ao wE AEo] dASA dEhdh 7t
A=Y 34 AYUEHY Afols, @ olEdA

AL AAA At A A=4 5

[Table 5] The original image and the fanart image
of non—human male character

The name of

Vel'Koz Thresh

Cho'Gath

character

The original
image of
character

The fanart
image of
character

[Table 6] The original image and the fanart image
of non—human female character

The name of .. .
Shyvana Anivia | Cassiopeia

character

The original
image of
character

The fanart
image of
character
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