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ABSTRACT

This report looks at the negative impact that the representation of female
game characters such as Lara Croft has on female gamers. The visual
development of Lara Croft is analysed in a systematic manner by
comparing the evolution of her appearance from Tomb Raider 1 through
to Tomb Raider 6. From this it is concluded that Lara Croft’s depiction
has not become more appealing to female gamers. Using semiotic theory,
this report goes on to explore the possible meanings or messages that
Lara Croft’s image produces and presents to society. The effect of these
messages on women and children is discussed, together with ways to
prevent them from recurring in future games. This is followed by a case

study of the female character, Chase Corrado, who features in the game

Chase: Hollywood Stunt Driver. The character is analysed in terms of the
framework and methodology used to analyse Tomb Raider. It is
concluded that Chase Corrado is one of many female game characters
who follow the example of Lara Croft in being designed for the male

market.
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Chapter 1: Introduction

A. Introduction to the Study

Market research indicates that the game industry yields revenues of up to
$10 billion per annum - clearly illustrating the extent and economic
power of popular interest in the industry (Cassel & Jenkins 11). As Cassel

& Jenkins state, this is big business (7).

Male consumers account for around 75 to 85 percent of the sales and
revenues produced by the game industry (Cassel & Jenkins 11). The
extensive success of video games amongst young boys has resulted in
almost total market penetration of that sector. Thus if companies like
Nintendo and Sony* hope to avoid stagnation and benefit from continued
economic growth, ways of expanding the market and reaching new
consumer groups will have to be found (Cassel & Jenkins 14). One such

way is to enlarge the female gamer market (Cassel & Jenkins 14).

A “girls’ games movement” has emerged from an alliance between
feminist activists (who want to modify the “gendering” of digital
technology) and industry leaders who wish to generate a girls’ market for
their games (Cassel & Jenkins 4). This alliance is the source of the limited
number of academic studies available on women and games. The whole
question of issues affecting the design of computer/video games for

women remains a new and relatively unexplored field in academic

! Examples of consoles are the Nintendo 64 (1996), Super Nintendo Entertainment (SNES) Model 2
(1997), Sega Genesis 3 (1998), Sega Dreamcast (1999), Sony PlayStation PS1 (2000), Sony
PlayStation 2 (SCPH-5000x) (2000), etc. (A Brief History 1)
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studies.

The available studies suggest that different methods of attracting female
gamers have been tried. One of these is the use of a female as the main
character in the game, like the character Lara Croft from the game Tomb_
Raider. It is believed that the sexy female heroine Lara Croft is a feature
of the Tomb Raider games that has contributed to its huge success and
so far ten-year existence. So strong is this belief that other game

companies are following the example of Tomb Raider by using similar

sexy female protagonists in the hope of achieving the same success. The
locally-produced female game character Chase Corrado, from the first

South African-produced console game, Chase Hollywood Stunt Driver, is

an example of character design influenced in this way. Chase is the first
female game avatar to be produced in South Africa and thus represents
to the rest of the world what can be expected from South African
character design. One might hope that game developers in South Africa
would differentiate their games from the rest of the international market
with fresh ideas and new concepts. The character of Chase (if approached
with informed design choices through research surrounding game
characters and debates on the subject) possibly provided an opportunity
for the designers to attract more female gamers. This thesis constitutes
the first academic writing on the character Chase and how (through her

sexualized design) she appears to follow in Lara Crofts footsteps.

Unfortunately, while a female character in a game attracts female game

players, an over-sexualized depiction of the character does not (Ray
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181). Furthermore, sexualized images of characters and their implications
are not confined within the game world but spread through society via
other media, extending negative impressions and unrealistic expectations
of women and their appearance. It is for this reason that the
representation of Lara Croft has stimulated lively debate within the

gaming culture and more recently within academic studies.

Motivating this study is the desire to create further awareness of the
effects of sexualized characters on the uptake of games by women
players. The study will therefore be contributing to the small pool of
current research on the topic of attracting female gamers to play games.
Because Lara Croft is a universally recognized character she serves as a
convenient example of how female characters like her are received by the
sought-after female market. It is hoped that an investigation of this
might help provide appropriate direction for designers concerning what

character design aspects could attract more female gamers.

By identifying aspects of character design that are distasteful and
sometimes offensive to female gamers, this study aims to show that
featuring female characters like Lara Croft with sexualized attributes not
only negatively affects growth in the games market but also the image of
women in society. This study will look at whether attention to such
issues has managed to bring about any changes in Lara Croft’s design
over her period of existence that could have made the game more
attractive to female gamers. After all, it is a problem that Lara Croft’s

sexuality is linked to her success and is inspiring game designers to
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sexualize future character designs.

A note on terminology:

In this study the terms ‘computer game’ and ‘console/video game’ will be
used more or less interchangeably. In actual fact, the term ‘computer
game’ refers to games played on a home computer, whilst the term
‘video game’ refers to games that are played in arcades or on console

game systems such as Sega or Nintendo (Cassel & Jenkins 37).

A note on the biographical information provided:

This paper provides biographical data on quoted authorities, because the
field of game criticism is not yet accepted as an academic discipline and
there is a dearth of published material. In fact it is rare to find a
theoretical book that contains the word “games” in the title (Juul 1).?> As
Kurt Squire?® states, very few researchers have studied the field (2) and it
is largely unexamined (Squire 3). It therefore makes sense to provide
information of a biographical nature on sources quoted in order to

support their attributed status as authorities in the field.

B. Introduction to Lara Croft

Lara Croft was the brainchild of designer Toby Gard, who brought her to
life by sketching the ‘perfect woman’ for the computer game Tomb
Raider, produced by the Core Design* game development studio. Varma’s

Lara Croft: Lethal and Loaded DVD states that Tomb Raider was released

2 Jesper Juul is a PhD student in computer games at the IT University of Copenhagen.
3 Kurt Squire is a PhD candidate in Instructional Systems Technology at Indiana
University and is currently working as a research manager at MIT.

* Eidos Interactive is Core’s British parent-publishing corporation (Poole 2).
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in 1996 and has become one of the most successful games of all time.
According to Kurt Lancaster, over twenty-one million copies of the game

have been sold (Lancaster 87).

Several factors are said to have contributed to the success of the game.
These include technical innovations such as the character movement,
which was considered revolutionary at the time that the game first
appeared (Poole 25). Jeremy Heath Smith (managing director of Core
Design) claims that by featuring a navigable three-dimensional game
space, Tomb Raider was the first fully interactive 3D game that people
had seen (Varma). In her essay “Lara Croft: Feminist Icon or
Cyberbimbo?,” Hellen W. Kennedy points out that, with its simple but
atmospheric soundtrack and degree of (previously unachievable)
cinematic realism, the game deployed the latest in technical advances in
game design (Kennedy 1).° Other innovations in the design and
construction of the game, such as the gameplay, immersion, the
engaging gamespace and narrative, as well as the controversial and
opportunistic use of a curvaceous female lead (Kennedy 1, 2) also added

to Tomb Raider’s success.

Starting her career as the female protagonist within a computer game,
Lara Croft has since achieved success beyond any expectations,

appearing in many different contexts and in several different media. In

the documentary film Lara Croft Lethal and Loaded it is argued that Lara

is no longer just a character in a game, but is now a celebrity in her own

> The designers are constantly in pursuit of greater realism and the game’s graphics keep
improving.
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right. Lara has starred in TV commercials, movies, books and magazines,
to mention but a few of her achievements (Lancaster 87).6 Models have
been hired to represent her in real life, numerous items of merchandise
have been based on her,” and a significant number of Internet websites
have been dedicated to her (Lancaster 78, 87). It is no wonder then that
Lara Croft has been referred to as a “cultural phenomenon” (Lancaster

88).

Clearly, Lara Croft has become an icon in the history of games and game
development, through not only her achievements as a game character
but also as a prospective role model for female gamers. To explore the
notion of Lara Croft as a female gaming icon we must first digress briefly
to examine the role of women in gaming (both as gamers and

protagonists) from an historical perspective.

% Douglas Coupland’s “Lara’s Book” and the German Lara Croft Magazine (published by
Eidos Interactive Germany) are dedicated to her, 2 motion pictures about her have been
created (with the lead character played by the actress Angelina Jolie in the movies Tomb
Raider and Tomb Raider: The Cradle of Life). She also appeared on the cover of The Face
magazine in June 1997 (Poole 3).

" The products range from the conventional T-Shirt to mousepads, calendars, watches,
clocks, statues, a deck of cards, stickers, posters, wallets, bathing robes, etc.
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Chapter 2: A brief look at how games and characters within

games favour the male gender

As mentioned previously, there appears to be a paucity of female gamers
within the gaming market. There are a number of reasons for this, which
become evident when one looks at how frequently games have been

gendered in favour of males.

It appears that all the customary associations with games are masculine,
from the games console to frequency of play. Surveys done in 2003
indicate that the possession of a games console, game preferences and
frequent play are all aspects associated with the male gender (Kerr 271).
This set of associations might have caused females to avoid games. In

their book In Front of the Children: Screen Entertainment and Young

Audiences, Carl Bazalgette & David Buckingham state that when video
games first started to emerge, research at the time suggested that they

were a hobby practised primarily by males as opposed to females (188).%

Computers are usually rated as more masculine than feminine by both
boys and girls (Canada & Brusca 1). The use of a computer is generally
considered to be a masculine activity rather than a feminine one (Cassel
& Jenkins 12). It would seem self-evident that the way in which

computers are perceived by women would influence their interest in

¥ Cary Bazalgette is the Principal Education officer at the British Film Institute and has
published widely on media education. David Buckingham is a lecturer in media education
at the University of London Institute of Education and has led several research studies on
children and the media.
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games. But contradicting the notion that women might be avoiding
computers and therefore computer games, the percentage of gamers
who were female was estimated in 2006 to be 43 percent (Wells 1). This
indicates that the perception regarding computers being related to the
male gender could be changing. Nevertheless, it is significant that Tomb_
Raider comes in the PC format, which makes these historical arguments
relevant: the game’s format could have contributed to the lack of interest

in it among females.

Other than the format of the game, further barriers to female
participation in games are that the topics of the games are mainly male-
oriented and may consequently not be as appealing to potential female
users as they would be to male users (Canada & Brusca 8). It makes
sense that more games have been targeted at boys, given that more
boys play computer games than girls (Cassel & Jenkins 14). Video games
have become common in children’s playrooms but tend to be focussed on
what boys find interesting such as sports, adventure and combat (Cassel
& Jenkins 90). So-called ‘pink software’ has only recently established a
playground for girls by promoting games such as “Barbie Fashion
Designer,” which was released in 1996 and which is said to have been
the first in entertainment software to garner a mass market of girls

(Cassel & Jenkins 90, 46).

Another aspect of games that has added to the market being perceived

as predominantly male is the gender of the protagonists in early games,
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which was mostly male. Schleiner® writes of a time when the avatars
were almost always constructed as male (1). Children Now, a child rights
campaign, found through a study conducted in December 2001 that only
16 percent of all game characters were female (Hill 2).!° Before Tomb_
Raider there was a general absence of female roles in games, not to
mention female leads, which indicates the change that Lara embodied by
being a female lead within a game. Toby Gard states that having a
female lead in a game was unheard of at the time that Tomb Raider was
first released. In his article “Lara’s Story,” Steven Poole claims that the
marketing gurus didn't like the idea of a female avatar'! in the game
because they believed that it would detract from sales (2). The success of
Lara Croft and the research surrounding female characters in games
indicates just how wrong this perception was. What is significant is that
Lara became known as the first female protagonist and yet a large
percentage of the game sales were to men. One would tend to assume
that a game with an empowered female character would attract more

female players (Cassel & Jenkins 30).

Recent research indicates that girls want to identify with characters or
play as the main character (“Girls and Video Games” 1), and Tomb Raider
provided an opportunity for them to do so. Identification occurs when

players experience a feeling of inhabiting a character’s personality or

 Anne-Marie Schleiner has curated online exhibits of game mods [i.e. modifications] and
add-ons, including the exhibits “"Cracking the Maze: Game Patches and Plug-ins as
‘Hacker Art’,” “Mutation.fem” and “Snow Blossom House” (Schleiner 1).

' Children Now is a national organisation that wants to ensure that children are the top
public policy priority. They focus on the following issues: health, education, media and
investing in children (Overview 1).

"' An avatar is defined as the character (or characters) that the player controls in the
game world (Glossary 1).
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imagine themselves to be that character. This identification and the
experience thereof is one of the features that make games so enjoyable.
Cassel and Jenkins write of the game user being invited to imagine
himself as the hero (Cassell & Jenkins 311). The fact that there is no
narrator (Cassel & Jenkins 311) makes the player responsible for the
actions of the character. Eventually the character (who can be referred to
as the middleman) becomes insignificant and is replaced by the player

himself as he is absorbed into the game world.

In her book Lara Croft Cyber Heroine, Astrid Deuber-Mankowsky quotes

the philosopher Sybille Kramer, whose idea of the concept of virtual
reality adumbrates an explanation of this experience of identification.
Kramer proposes imagining a mirror that one can enter so as to start
interacting with things in another world (Deuber-Mankowsky 32). One’s
imagination makes it possible for one to enter a different world and leave
one’s own behind. Deuber-Mankowsky writes that one does not require a
data suit or a head-mounted display (as is needed for a virtual reality
experience) to immerse oneself in the Tomb Raider game’s interactive
movie experience (37). However, this is not the case when it comes to

female game players.

For it is not only a game’s having a female protagonist that has
implications for the potential female market, but also the way that the

female character is represented. Lara Croft, the first female avatar in a
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game, set an example and created expectations of how subsequent

females would look.

Up until the 1980s, female characters in computer games (if included at
all*?) were, for the most part, “damsels in distress” (Ray 21), and

generally represented in the following stereotypical ways:

A. The female as an object to be retrieved or rescued (Ray 29).
The occasional representations of female characters were limited to the

princess offered up as a reward in games like Prince of Persia and Double

Dragon. Women were seen as trophies rather than characters in their
own right. Ray claims that this break from the princess cliché to a
strong, independent woman has made a significant contribution to the
success of Tomb Raider (32). Lara Croft was depicted as a tough, self-
reliant, intelligent woman in a leading role within the game (Cassel &
Jenkins 30). She therefore embodied an important change, and it is no
wonder that she has become an icon for the role of women in gaming

(Cassel & Jenkins 30).

Lara’s violent behaviour is a sure indication that there is a tough side to
her personality, and it is this strength that appeals to women. Lara is
seen by some as a role model who encourages girls to stand up for

themselves (Lancaster 95).°

12 Research in 1992 showed that 92% of games featured no women (Girls and video
%ames 2). _ _ _ _

Kurt Lancaster was formerly a member of the adjunct faculty in Comparative Media
Studies at MIT and in the Department of Drama at New York University’s Tisch School of
Art.
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Female players view Lara as an attractive role model (Cassel & Jenkins

30). In The Medium of the Video Game, Mark J].P. Wolf claims that Lara is

regarded by female players as a powerful warrior icon who empowers
them to express their sensuality and strength (Wolf 179). But Miranda
Sawyer argues that because the player controls Lara, she is really not
threatening at all (Sawyer 70). In any case, strong female characters are
not necessarily a desirable alternative (to helpless female characters for
instance), because they engage in violent, aggressive behaviour
associated with male characters ("Gender Stereotyping” 2). Interestingly,
the first Tomb Raider game was practically identical to its predecessor,

Rick Dangerous, in its gameplay - so much so that Lara Croft Magazine

wrote that the only differences were the graphics and the sex of the main
character (Deuber-Mankowsky 14). Lara is referred to by Deuber-
Mankowsky as “this three-dimensional female Indiana Jones” (14),
suggesting that Lara is ultimately only a female shape with male
characteristics, or a male disguised as a female. (Deuber-Mankowsky
points out that changing the sex of the game figure served effectively to

“camouflage” the similarities between Indiana Jones and Tomb Raider.)

Is it perhaps because of her seemingly male attitude that the feminine
attributes of Lara’s body (her sexual attributes) had to be severely
exaggerated? There is no doubt that Lara Croft’s femininity is reduced in
a traditional manner to her oversized female attributes (Deuber-

Mankowsky 47). And the implication is disturbing: that, in order to be
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taken seriously as an action hero, she has to act like a male and have a

body that is exaggerated to be more appealing to men.

The ambivalence of Lara Croft’s identity is complex. According to Deuber-
Mankowsky, many female players feel that Lara represents them as a
woman who is liberated, living life to the full and superior to men (1-2).*

Yet at the same time, as it is put in a review of Tomb Raider, "Gameplay

consists of you leading the heroine...” (Jane 3), which implies that Lara
still needs a man to lead her through the various adventures®® and that

she is neither independent nor liberated.

Lara’s designer, Toby Gard, believes, that Lara is independent, but points
out in an interview that strong independent women are the perfect
fantasy girls because the untouchable is always the most desirable to

men (Sawyer 67). Thus it is suggested in Varma’s Lara Croft Lethal and

Loaded that the main reason for Lara’s hold on the game player (perhaps
the male game player specifically) is that the real Lara Croft will always
be just out of reach. In a literal sense, too, Lara is always out of reach
during gameplay (Sawyer 69). This would mean that even the aspects of
Lara that were introduced to reach more female gamers only make her
more of a sexual fantasy to men, who already have the gift of Lara’s

generous chest size.

' Astrid Deuber-Mankowsky is Professor of Media Studies at Ruhr University Bochum in Germany.
' Later this thesis will show that game magazines have also been marketed to males,
which means that the reviews they contain are aimed at male readers.
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It could therefore be concluded that Lara’s male-like attributes only serve
to render her more desirable to male gameplayers: “Contrary to the
hopes that some feminists placed in her, Lara Croft promotes the
reduction of women to their female bodies” (Deuber-Mankowsky 58).
Thus Steven Heller (amongst others) questions Lara’s feminist credentials
by saying that her fame may be due more to her large breasts than her
kick-ass attitude (150), while Violet Berlin is adamant that Lara should
not be promoted as a ‘girl power’ icon because she is in reality designed

for men (Sawyer 70). *®

Lara’s strength makes her stand out as an improvement over previous
female game characters, but women do not want to be depicted in games
as what has been referred to as “the Lara Croft/big breasted Bond babe

variety” (Croft 3).

Helen Kennedy speaks of the challenge of “trying to decide whether
[Lara] is a positive role model for young girls or just that perfect
combination of eye and thumb candy for the boys” (1). But in the light of
the arguments given above, there is no decision to be made, given that
even the few aspects of the game that may have been incorporated to
appeal to women apparently end up appealing more to men. In this
perspective, Lara Croft is just another instance of the depiction of female

game characters as sexual objects.

' A new technology writer and broadcaster.
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B. The female is depicted as a sexual object
The attempt to use Lara Croft to attract female gamers has been
hamstrung by her abundant sexuality. It is not coincidental that 177,000
of the websites linked to Lara have to do with pornography of some sort
(Deuber-Mankowsky vii), nor that Playboy recognised the money-making
potential of featuring Lara in the magazine (Deuber-Mankowsky 4).
Steven Heller specifically refers to Lara Croft as emphasizing the game
industry’s interest in creating space for empowered female representation
whilst also catering for gamers “hungry for testosterone driven play”
(148). Lara Croft is just one example of the way in which female
characters in games are portrayed sexually to attract male players. A
1998 study performed at the University of Central Florida in Orlando,
Florida, discovered that in a sample of 33 popular game titles, all
manufactured by game leaders Sega and Nintendo, 28 portrayed women

as sex objects (Veen 2).

Ray mentions that when a female avatar is hyper-sexualised, it is most
likely that a female player won’t even consider the game (181).
According to Amy Veen, who writes for Wired News, Lara Croft is a
hyper-sexualised female caricature because of her breast size and small
waist (1). Physical features believed to be sexually appealing, such as
legs, eyes and breasts, are overstated and “brought together into a
completely artificial yet extremely seductive image” (Hamilton 3). Large
breasts on a game character, referred to by most theorists as ‘eye
candy,” may be pleasing to male players but appear to act as a barrier for

female players (181). In addition, it is interesting that many male players
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are indeed willing to play as Lara Croft, considering that she is a female

protagonist. By playing Tomb Raider, men thereby transfer their male
personality onto the female character. The man is in fact giving up his
identity to become Lara in the game. It is debatable as to whether this
transference of male characteristics onto a female character in some way
empowers or diminishes the player. Cassel & Jenkins are of the opinion
that Lara Croft does not exist to empower women but to give men,
through play, the opportunity to experiment with the experience of
disempowerment (31). Lara Croft’s overstated feminine characteristics
have also been considered as enabling male enthusiasts to overcome
their resistance to transgender identification (Cassel & Jenkins 31), while
Kennedy feels that male players are provided with the chance to explore
alternative versions of themselves through playing as the active female

fantasy figure, Lara Croft (7).

Arguments that have attempted to explain male gamers’ close trans-
gender identification with Lara Croft indicate that male identification with
a female figure offers a heightened sense of vulnerability or risk that
does not endanger conventional conceptions of masculine potency and
courage (Cassel & Jenkins 30-31). But Kennedy argues that it is much
more likely that the pleasures of playing as Lara have more to do with
mastery and control of a female body within a safe and non-threatening

environment (6).

Lara was selected by the gaming masses as the late 20" century’s

newest pin-up girl (Heller 150), indicating once more her presence as a
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male fantasy. This does support Hill's statement that at her first
appearance in 1996, Lara Croft was regarded as revolutionary, but that
with her exaggerated proportions she was indisputably designed for the
male market (2). An editor of a leading German feminist magazine
declared that, as a heroine in a visual world populated with so few female
action figures, Lara Croft is a gift of such importance that women have no
choice but to accept her oversized feminine attributes as a necessary

tribute to the male world (Deuber-Mankowsky 1).

According to Jason Hill, Lara was the inspiration for what soon became an
army of replicas with even bigger breasts and smaller waists (2). This
suggests that instead of setting an example for other designers with a
view to expanding the female market, it is more likely that Lara panders
to the already dominant male market. It seems that other game
developers observed the success of Tomb Raider and presumed that this

success was a function of the game’s highly sexualised character.

Lara is not only strongly sexualised: she is simply unrealistically shaped.
Game characters who are unrealistically shaped drive female players
away because these characters convey negative messages to and about
women as well as add to women'’s general insecurities. This is because
when they are playing a game, players want to identify with the
characters (Cassel & Jenkins 60). Characters who are designed with
unrealistic, ultra-thin figures and are as sexualised as Lara Croft, are

harder for women to identify with.
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Lara has been described as having thin thighs, long legs, “a waist you
could encircle with one hand, and knockers like medicine balls” (Cassel &
Jenkins 338). Lara’s thin yet busty figure is attractive to a male audience
(Cassel & Jenkins 338). It is these features that make the character a
male fantasy that is hard for women to live up to (Cassel & Jenkins 338).
This once again undermines the idea that Lara can be a positive role
model. She is perceived by some as the ultimate supermodel and thus
the ultimate male fantasy, a woman who never becomes overweight and
never ages (Lancaster 89). Some believe that Lara and similar female
characters are designed solely as male fantasy figures: Christine Gailey,
for instance, maintains that the female characters in today’s games are
entirely predictable boys’ and men’s fantasies (88). Cal Jones (Reviews

Editor for PC Gaming World) feels that although men find Lara sexy,

women complain that her anatomy simply isn’t achievable (Cassel &

Jenkins 338).

Just how unrealistic is Lara’s figure? In her article “Lara Croft: The
Ultimate Byte Girl,” Miranda Sawyer says she believes that if a real
woman was shaped the way Lara Croft is, she would fall over (70). Lara’s
proportions, just like Barbie’s (if translated into human proportions,
Barbie would have measurements of 38-18-34), set an unrealistic
standard of beauty (Basic 1). This causes women to feel that the
characters do not represent them and they therefore lose interest in the

games (Cassel & Jenkins 61).
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Lara and other game characters who are shaped like her affect women in

two distinct ways that are disempowering:

1. They affect women'’s self-image

In her book Unbearable Weight: Feminism, Western Culture and the

Body, Susan R. Bordo'’ simply states being beautiful in this day and age
means having a slender figure (32). Portrayals of women in the media
reinforce this, with the result that women come to feel insecure about
their weight and body image. Felicity Edholm point out that the women
who appear in these images throughout the media are presented as
objects of desire, for men as well as for other women (Edholm 156).
Edholm state that women feel the need to identify, imitate and meet the
standards set by the women in the images (156). Thus there is an
assumption on the part of teenaged American girls that they have to be
like Lara Croft to be considered attractive, popular and desirable

(Lancaster 88).

One reason for Lara’s impossible appearance is that she was not designed
around one real woman; rather she was compiled using features from
numerous women (Deuber-Mankowsky 59). Female features considered
by Lara’s male designer, Toby Gard, to be “perfect” were put together to

create an ideal woman.

7 Susan Bordo is a Professor of Philosophy and Singletary Chair of Humanities at the
University of Kentucky (amazon.com)
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But this consideration is complicated by the fact that Lara has been
represented by real-life models, who are regarded as extraordinarily
beautiful by society (the meaning of the label ‘model’). The fact that real
women have represented Lara makes her standard of beauty seem more
attainable and consequently puts more pressure on women who have a
desire to look like her. Some feel that to supply the imaginary Lara Croft
with a real-world referent (i.e. a human ‘model’) reinforces the idea of
the ideal woman as an achievable, fulfillable reality (Deuber-Mankowsky

59).

Apparently Lara’s managers at Eidos did what they could to avoid the
models from claiming to be an actual or ideal embodiment of Lara, thus
preventing them from acquiring dream-woman status (Deuber-
Mankowsky 58). “Instead of being equated with any of them, Lara was to
stand over all of them” (Deuber-Mankowsky 58). This is interesting when
one is reminded of what models have to go through in order to achieve
their (compared to Lara) ‘somewhat perfect’ bodies - including hours of
gym work and endless weight watching. And yet now, because of Lara,
there is an even higher standard of beauty to be met. Lara and those like
her are obviously not realistic role models for women who work eight or
more hours a day or have children to raise; yet women nevertheless feel

pressurized to look like them (Cassel & Jenkins 338).

Van Zoonen points out that the pressures women feel to be slender and a

pleasure to look at has shaped a generation of American girls and women
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prone to eating disorders like bulimia and anorexia nervosa (87). What is
the motivation behind this determination to starve oneself to look a

certain way? In his book Modernity and Self-identity: Self and Society in

the Late Modern Age, Anthony Giddens®® writes that routine control of the

body is unfortunately viewed as integral to being socially accepted (157).
Thus these ideal representations of women negatively affect not only the
way women see themselves but also how they are seen and judged by

society at large.

2. They affect women’s image in society
The majority of video games are designed by males for males (“"Gender
Stereotyping” 1). The result, according to Children Now, is that almost
fifty percent of the most popular console video games contain negative
messages about females ("Gender Stereotyping” 1). In a study conducted
in 2000, Children Now examined 27 popular games and found that many
of the games promoted unrealistic body images and stereotypical female
characteristics such as provocative sexuality (Gender Stereotyping 1).
This can be quite disconcerting when one realises that children, in the
process of defining gender, not only build their expectations on what they
discover through their interactions with others, but also associate gender
identity with gender symbols like Barbie dolls (or Lara Croft) (Dietz 427).
Thus, Barbie and gender symbols like her may become accepted by girls
and boys as the feminine standard (Dietz 427). Deuber-Mankowsky

points out that children live and grow up in the game world, which

'8 Anthony Giddens is Director of the London School of Economics and political Science
(amazon.com)
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represents an important part of society but actually remains closed and
unknown to most adults and parents (427). Even if the child
acknowledges the concept that video games are not real he or she may
still not challenge the ideas and characterizations presented in them

(Dietz 439).

Video games might not be real, but what about their effects? Deuber-
Mankowsky links the Tomb Raider games with virtual realities involving
the exploration of imaginable worlds via the senses (33). When these
worlds are explored they are experienced as being real (Deuber-
Mankowsky 34). Lara, as a virtual figure, contrives to emerge from the
imaginary space of the game image and represent the body of a real
woman (Deuber-Mankowsky 57). Deuber-Mankowsky states that Lara
appears more beautiful, faster, more perfect and promises to satisfy both
men’s and women’s fantasies of power because in her the ideal of the
virtual woman has effectively been realized (75). And although this
feature is not discussed further in this study, it is also apparent that Lara
Croft is more realistically depicted with each new game, thereby
becoming a more realistic representation of what women should look like

(see Figures 7 - 18).

The child may be more likely to accept the traditional views of women
found in these video games (Dietz 439). Eugene Provenzo, in his book

Video Kids: Making Sense of Nintendo, says that these stereotypes do not

only conduce to the formation of negative ideas about women on the part
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of the children, but also over time affect the manner in which women are
perceived more generally within society (100). Kathryn Wright
(consulting psychologist for WomenGamers.com) puts it unambiguously:
“the steady diet of media images portraying women as sexual objects ...

affects how we see women and their role in society” (Veen 1).

Funk states that numerous girls choose not to play video games that
present negative gender stereotypes and other expectations that are
inconsistent with recognized gender schemas (1). The manner in which
Lara is depicted makes her a stereotypical character. Lara relates to the
stereotype that a girl’s worth is determined for the most part by her
appearance, the ideal body being thin but busty (Funk 1). As soon as
gender stereotypes are present in video games, stereotypical attitudes
could be reinforced in any male or female individual who decides to play
(Funk 1). Thus players may start to form certain ideas and expectations
about women based on the way they are portrayed within the games.
Dietz, for instance, found that girls, when exposed to portrayals of
sexualized women, start to assume that their responsibilities involve

upholding beauty and sexual appeal (426).

Interestingly, the observations made in this chapter can be summarized
by looking at the link that Deuber-Mankowsky makes between Lara Croft
and the following story. She is discussing Teresa de Lauretis’s reading of

a short passage from Italo Calvino’s Invisible Cities. Lauretis quotes a

passage from the founding tale of Zobeide that Calvino recounts in his

novel’s third chapter, “Cities and Desire.” According to the tale, “"Zobeide
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owes its founding to a wonderful dream, one that bears a striking
resemblance to the experience of playing Tomb Raider” (24). The story
tells of men of different nationalities having had the exact same dream.
In the dream it was night and a woman ran through an undiscovered city.
She is described as having long hair and her naked body could only be
viewed from behind. All the men dreamed of pursuing her, but despite

their efforts each of them lost her.

After the dream the men searched for the city, but never found it, instead
finding one another - at which point they decided to build a city like the
one in the dream (Deuber-Mankowsky 24). It is significant that Deuber-
Mankowsky links this story of a naked woman, a story so obviously about
sexuality, to Lara Croft. The woman also has long hair, which, as stated
previously, adds to her unrealistic beauty and sensuality. The dreamworld
that the woman finds herself in is overrun by men, and she is
outnumbered - similar to the way in which female gameplayers are
largely absent from a male-dominated market. The story is completely
about the desire of males. That the woman in the story is never obtained
relates to what was said about Lara being untouchable, always out of
reach, and thereby more of a fantasy for the projection of male desire.
Interestingly, the men could not find their dream woman in reality - just
as Lara Croft is a dream woman who only exists in a game world.
Similarly, her unrealistic figure is only a dream to the many women who

want to look like her for the sake of attracting men.
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It appears as though the main reason for female gamers being less
attracted to Lara Croft than male gamers is her abundant sexuality. The
character’s design appears to have more aspects that appeal to men
rather than women. This study will identify these aspects or attributes
and demonstrate how they contribute to Lara’s overall sex appeal. The
attributes will be comparatively analysed over Lara’s ten-year existence
in order to detect any major changes that would suggest whether she has

become more of a sex object or a female role model.

Figure 1, below, is a screenshot from the Tomb Raider 6 - Angel of
Darkness game. The outfit that Lara Croft is best known for comprises
khaki shorts, a tight top and boots, as shown in the screenshot. Since
Lara always appears in this outfit at some stage in all the games, it will
serve as a suitable image for identifying the attributes of the character
that remain constant throughout the games; for semiotic analysis to
identify messages that are being sent out by these attributes and the
implications for society; and for observing such changes to these

attributes as occur in the course of the Tomb Raider series.
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Figure 1 Screenshot from Tomb Raider 6 — Angel of Darkness

Source: www.planetlara.com

A female character could be visualized in any number of ways and Lara
as a character represents some carefully selected design choices (Salen &
Zimmerman 524). In Figure 1, the features that make Lara Croft a highly
sexualized caricature can be identified as oversized breasts, skimpy
clothes, bee-stung lips, long dark hair and make-up. These features,
according to semiotic theory, can be identified as signifiers. The following

section in this thesis deals with what these signifiers signify.
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Oversized breasts:

According to Chevalier & Gheerbrant, breasts signify fertility and carry
the connotation of motherhood (118). But although Lara has large
breasts, it has been observed that her unrealistic shape (Lara is very thin
with narrow hips) render her “unfit to give birth” (Gray 2). Other
connotations of Lara’s breasts are more sexual. Deuber-Mankowsky
writes of Lara Croft’s breasts as being “the visible markers of sexual

seduction” (Foreword ix).

To expose the breast is viewed as a sexual invitation, a symbol of
sensuality or of a woman’s overall physical endowments (Chevalier &
Gheerbrant 119). Although Lara does not originally appear bare-breasted
in her games, an exhibition curated by Anne-Marie Schleiner included the
popular Nuderaider patch, a game add-on that removes Lara Croft’s

clothing (Schleiner 3).

Figure 2 A Nuderaider screenshot.

Source: http://switch.sjsu.edu/web/v4nl/annmarie.html
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In an interview, Toby Gard, who designed Lara, was asked why he
provided her with such noticeably large physical attributes. His answer
was that he felt exaggeration or caricature was the solution to producing
clearer, more identifiable characters (Gibbon 2). Gard called Lara “a
caricature of a feisty attractive woman” (Gibbon 2). Thus it can be
concluded that Toby Gard did exaggerate the breasts intentionally,
producing a more sexualized (and unrealistically figured) character.
However, there seems to be some controversy as to why Lara’s breasts
ended up being so big. In another interview, Gard described the size of
Lara’s breasts as “a slip of the mouse” (Sawyer 67). He explained that he
initially wanted to expand them 50 percent but then by mistake

expanded them 150 percent (Sawyer 67).

Nexus, a male member in the womengamers.com forum, questions why
sex appeal is used so widely in games when sex is not the key focus of
the scheme in the majority of the games (Nexus 1). Most consumers
purchase a game because it matches an area of interest or certain
criteria for personal enjoyment, not to satisfy sexual desire (Nexus 1).
Nexus is of the opinion that game developers who want to concentrate on
story and character development should only utilize sex appeal where it
would be logical to do so, instead of generously splashing it all over to

add appeal and “eye candy” (1).

This strategy on the part of game developers might have been excused in
the early history of videogames, when designers had to work around the

restrictions of technology (King 79). With the few pixels available,
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features such as character design had to be kept simple (King 79).%°
Today the restrictions on graphic design are far lighter and artists have
immense scope and freedom in developing beautiful graphics and
animations (Ray 33). Nevertheless, it was decided to give Lara
unrealistically large breasts, a waist smaller than her head and very well

rounded buttocks (Ray 33).

In an article entitled "Breast and Chest Size: Ideals and Stereotypes
through the 1990s,” S. Tantleff-Dunn®® claims that research has shown
that a larger bust-line is associated with a variety of positive attributes,
such as popularity and confidence (2). These are supposedly attributes
that women want to possess, especially in regard to the opposite sex.
This ideal shape (large breasts with a very thin physique) places many
women in a dilemma since tall, thin figures with large breasts are not
likely to occur naturally (Tantleff-Dunn 1). Dissatisfaction with the body
may lead women to search for dangerous methods of changing it, for
instance extreme dieting, over-exercising, or obtaining surgery that
entails an assortment of risks and is a costly alternative with relatively
permanent consequences (Tantleff-Dunn 2). Amidst the growing
popularity of breast augmentation, there have been complaints of
medical complications and resulting arguments regarding the safety of

breast implants (Tantleff-Dunn 2).

' Before this, characters had to be kept simplistic and anime like, with huge heads and

eyes and tiny bodies (King 79). Super Mario Bros is an example of this.
2 Tantleff-Dunn did a study in investigating stereotypes associated with breast size
through the 1990s. (Tantleff-Dunn 1)
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Tantleff-Dunn found that women are correct in their belief that men
prefer women who have large breasts together with a small waist and
narrow hips (2). It is therefore understandable that women would want
to achieve this look. And it is understandable for game designers to use
it to their advantage to grab men’s attention in order to sell the game

character and thus the game.

Skimpy clothes:

Jane Gaines?! discusses women'’s clothing in her essay “Fabricating the

Female Body” (in Fabrications: Costume and the Female Body). She
suggests that there is often no distinction between a woman and her
clothing in popular discourse. Therefore, a woman is often perceived to
be what she wears (Gaines 1). Designer Toby Gard dressed Lara in hiking
boots, shorts, vest and backpack (Poole 6). But not just any shorts, for

the size of her shorts seems to have attracted much criticism.

What does Lara’s outfit make her? Funk describes Lara Croft as an
under-dressed, buxom female with a weapon, a gender stereotype that
implies that power for women is reliant on sexual appeal (Funk 1). Lara’s
wasp-like waist and enormous breasts are emphasised through her cut-
off shorts and skin tight tank top (Salen and Zimmerman 524). Sawyer??
points out that since Lara is centred on the screen during gameplay, the
player is continuously faced with her perfectly rounded behind and tiny

hot pants (69). But Toby Gard has said that he was moving away from

2l Jane Gaines is a Professor of Literature and English at Duke University, where she
directs the Film and Video Program, which she founded in 1985. (Oscar 1)

2 Miranda Sawyer is a feature writer for The Observer, Esquire’s motoring correspondent
and a contributing editor for The Face.
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the standard scantily dressed female representations during the time of
Lara’s design, and that Lara’s outfit was an intentional response to the
digital representations of women around him at the time (Poole 6). Gard
is referring to representations of women dressed in thongs and S&M
corsets, for example; he says that he specifically wanted to move away
from the thigh-length boot-style stuff (Poole 6). Lucien King, editor of

Game On: The History and Culture of Videogames, regards Lara’s busty

design as simple when compared to the dominatrix character of Ivy in the
fighting game Soul Calibur (1999), who appears dressed in a tight

basque (81) - see Figure 3 below.
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Figure 3 Ivy from Soul Calibur

Source: http://www.soulcaliburuniverse.com

Lara Croft might be considered an improvement on this absurdity, but
Poole says of Lara that she is an abstraction, an animated mixture of
sexual and attitudinal signs; breasts, hot pants, sunglasses and thigh
holsters (164). Lara’s holsters suggestively hint at an impression of a

garter and girdle, which are associated with sexual provocation
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(Rubinstein 83). Gard once said in his defence that he didn’t over-
sexualize Lara because a person (a player, specifically) cannot get
emotionally involved with a character that has been sexually objectified
(Poole 6). It is interesting, then, that there are those who see Lara as a
sexually objectified character. Gard’s sense of Lara, however, was of a
woman with considerable self-respect (Poole 6). To the extent that Lara
is not depicted as a stereotypical blonde, she does retain some integrity
and dignity, but this is in conflict with her large breasts and the skimpy
clothes that have become her trademark. Even so, is Lara’s outfit

appropriate?

According to Salen and Zimmerman, Lara’s shorts and tank top are not
practical (524). Cal Jones?? says that at one stage Lara “wanders around
in the freezing cold in only a pair of shorts and a vest without so much as
a pointy nipple in evidence” (Cassel & Jenkins 339). To Nexus it is not a
matter of forbidding all forms of sexuality in games, but rather about
coming to a decision as to when such content is suitable in the context of

the game world (1).

Importantly, Lara’s outfit can only look that good on her particular small,
hard-to-achieve figure. It is not an outfit that every woman would feel
confident enough to wear in public. There is also the likelihood that
should a woman wear such an outfit, she would receive unwanted

attention from the opposite sex.

 Cal Jones works as a Reviews editor for PC Gaming World and has been writing reviews
for more than 6 years - Cassel & Jenkins xvii).
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All of Lara’s clothing items cling (Anderson-Davila 3). The female
characters in games are more likely than the male characters to be
dressed in revealing clothing (Pakingnan 2). Janelle Brown has indicated
that GameGirlz hopes to encourage the industry to design more of their
female characters like those in Quake 2 who are dressed in camouflage
from head to toe and don’t even have a belly-button piercing (Brown 2).
This approach appears to have been effective, as many gaming
companies have already approached GameGirlz for recommendations on

how to reach girl gamers (Brown 2).

Make-up:

Figures 4, 5 and 6 Close-up of Lara’s face

Sources: www.tombraiderchronicles.com, www.skribblerz.com, www.bebo.com

One seldom sees Lara’s face during gameplay but now and then the
camera angle allows a glimpse of slanted brown eyes and luscious lips
(Sawyer 69). Figures 4, 5 and 6 above show close-ups of Lara Croft's
face in different Tomb Raider games, and it is evident that she is wearing
eye make-up. Make-up enhances facial features, hides flaws and enables
one to appear more attractive to the opposite sex. It is almost as if Lara
as a character is aware of her prominent features and uses make-up to

enhance them to attract the player. The question arises: Does make-up
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not suggest that the wearer wants to be looked at or desired by the
opposite sex — wants to be seen as better than plain, wants to be sexy?
Of course since Lara has no cognitive thought processes of her own,
being merely a product of someone else’s imagination, we must attribute
these ‘thoughts’ to her designers and their biases regarding the portrayal
of their character. However, it could also be said that the character Lara
Croft has developed an identity of her own and has solidified in our minds
as a persona to such an extent that we could believe that she makes

these cognitive decisions for herself.

It can be said that the make-up she wears enhances her sexuality. The
dark shade of her lips makes them appear more noticeable. Scientists
have found that the size of a person’s lips plays a significant role in
determining whether they are sexually appealing to other people,
“Basically, the bigger the better...” (“Lip Size” 1). Research has shown
that a small nose, big eyes and voluptuous lips are generally attractive in
both men and women (“Lip Size” 1). Therefore Lara’s lips can definitely
be seen as contributing to her being perceived by some as a sex symbol.
Even Lara’s sunglasses add to her sexuality because of the way she

provocatively peers over them (Deuber-Mankowsky 65).

By identifying with (or subjecting themselves to) the most up-to-date
fashion, clothing and cosmetics, girls generate specific and recognizable
images for themselves (Van Zoonen 26). Thus they attract attention not
to who they actually are but to the image they have created for

themselves. The age at which teenage girls are wearing make-up is
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getting younger and younger, as is the age at which teenagers are

becoming sexually active (Baker 1).%*

Long dark hair:

Lara Croft’s hair colour is a dark, unnatural shade of reddish brown.
Though not as sexualized as blonde women in society, according to the
codes of Anglo-American cinema and television, dark-haired women

signify sexuality (Van Zoonen 74).

Hair the length of Lara’s is extremely expensive to colour professionally.
Long hair also requires a lot of patience and effort to be maintained in
good condition, making it a very time-consuming as well as expensive
feature. The promotion of dyed hair can be said to have connotations of
motivating women to be someone other than themselves and to spend
money and time on becoming this ‘other’. Samantha Holland writes that a
woman’s perceived overall focus and commitment to her appearance is
demonstrated through the amount of time and money that she invests in

her femininity (64).

According to Robin Bryer, long hair has embodied Western beauty and

femininity for centuries: for example, “the length and abundance of the
woman'’s hair is the prime feature of Botticelli’s evocation of beauty” (8).
Samantha Holland® agrees, claiming that long hair on a woman typically

signifies beauty, femininity and sexuality (60). The fact that long hair has

24 Debbie Farr Baker is a staff writer for The San Diego Union Tribune.

» Samantha Holland graduated from the University of Sheffield and has a PhD from
Sheffield Hallam University:
www.lmu.ac.uk/carnegie/Ism/contacts_24EFFFB859EE48E6BAO6CA29AA6D687D. htm
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often served as a fetish object (Van Zoonen 74) indicates that having
long hair increases a person’s sex appeal. This obviously makes long hair
more desirable to women, and to many, the loss of hair signifies loss of
sexual attractiveness (Holland 62). Could this then suggest that having
an abundance of hair (as Lara does) makes her especially attractive in a

sexual manner?

Long hair the length of Lara’s hair is hard to attain and manage naturally,
which compounds the fact that Lara’s beauty is hard to match. Shorter
hair is easy to manage and control, giving the wearer more time for
socializing and other important activities. However, short hair can be
seen as unfeminine or ‘butch’ (Holland 62). Many feminists and lesbians
have used short hair to signify their politics and their sexuality (Holland
59). Thus women tend to be judged by society according to the length of
their hair, and this is an aspect of the high expectations created for

women by the images circulating in society.

This commentary makes it clear why Lara Croft has been identified as an
overtly sexualized female character. Since this is one of the reasons why
females avoid certain games, one would hope that in its ten years of
existence the Tomb Raider series would have shown some indication of

its developers taking these issues into consideration.
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Chapter 3: Evolution of the Lara Croft Figure

This chapter will track the changes made to the sexual attributes
discussed above and to Lara as a female representative from the first
until the most recent game, spanning Lara’s ten-year existence thus far.
The images that this analysis draws on are screenshots from the Tomb_
Raider collection of games between the years 1996 and 2003* - see

Figures 7 to 18 below.

 The brightness and contrast of some of the images have been adjusted for
observational purposes.
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Figures 7 and 8 Screenshots from Tomb Raider 1: The Scion of Atlantis

Source: Personal screenshots by author.

Figures 9 and 10 Screenshots from Tomb Raider 2 — The Golden Mask

Source: Personal screenshots by author.
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Figures 11 and 12 Screenshots from Tomb Raider 3: The Lost Artefact

Source: Personal screenshots by author.
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Figures 13 and 14 Screenshots from Tomb Raider 4: Last Revelation

Source: Personal screenshots by author.
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Figures 15 and 16 Screenshots from Tomb Raider 5: Chronicles

Source: Personal screenshots by author.
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Figures 17 and 18 Screenshots from Tomb Raider 6: Angel of Darkness

Source: Personal screenshots by author.

When comparisons of the above images were made, and relevant

material on the subject matter was examined, the following was found:

A. Breasts, hair and skimpy clothes

1. Breasts

Lara’s breasts appear fuller in Tomb Raider 2 than in Tomb Raider 1,

where they have more of a cone shape. In Tomb Raider 3, they look

somehow heavier. But according to Tricia Gray, Lara’s model in Tomb

Raider 3 is essentially the same as in Tomb Raider 2, except that in the

latter, more polygons were used and smoothed out to provide a more
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realistic match to an actual woman’s body (2). Although it appears that

the extra polygons were used to increase Lara’s chest size, Gray states

that Lara’s breast size appears to have decreased by Tomb Raider 3,

because when Tomb Raider 1 was released Lara’s breasts were pointy

and almost horizontally triangular, with fewer polygons being used for the
model at the time (2). Thus, Gray is of the opinion that breast size was
not purposefully increased or decreased, but was rather an effect of

improving technology.

Lara’s breasts seem just as big, if not bigger, in Tomb Raider 4 and Tomb

Raider 5. As the character in Tomb Raider 6 cannot be controlled to pose

in a perfect side profile, it is harder to determine whether any
adjustments have been made to her breasts. Nonetheless, any significant
changes in breast size would have been easily noticeable. It appears that
Lara’s breast size generally increased in size throughout the series of

games and, after the first game, became slightly more realistic in shape.

Anderson-Davila* expressed the same opinion when she wrote that any
player could see that Lara’s cup size increased with each sequel, as did
the frequency of occasional suggestive gestures (4). The fact that Lara
Croft’s breast size was augmented for the most part signifies an increase

in her sexuality through the series of games.

" Katharine Anderson-Davila is a journalist who joined up with WomenGamers. -
http://www.womengamers.com/about/contributors.php
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2. Hair

In Tomb Raider 1 Lara’s ponytail is tied up in a bun during the gameplay,

but in the cinematics her hair is the long ponytail that we are familiar

with. Lara’s hair seems to grow in length from Tomb Raider 2 through to

Tomb Raider 5. It might be reasoned that the designers intended to

indicate the passing of time between the games and Lara’s adventures,
rather than lengthening her hair to intensify its sex appeal. Still, there is
no evidence of any desire on the part of Lara’s designers to make her

less sexualized in terms of her hair. In Tomb Raider 4 the ponytail is

quite a bit longer, and incidentally appears to be hanging between Lara's
legs. The phallic nature of this depiction enhances the sexuality that the
length of her hair bestows upon her. The ponytail is shorter in Tomb

Raider 6, but given that the majority of games from Tomb Raider 1 to 6

have portrayed an increase in the length of her hair, the general

consensus is that her sexuality has increased in this way.

3. Skimpy Clothes

Lara’s shorts are unmistakeably shorter in Tomb Raider 2 than in Tomb

Raider 1. This can be judged by the distance between the straps around
her thighs and the bottom edge of the shorts that is slanting upwards. In
Tomb Raider 3 the shorts appear as though they could be a tiny bit
longer on the outer sides. This change has taken place very discreetly
and there is still no indication of a definite decrease in the sexuality of

skimpy shorts. In both Tomb Raider 4 and 5 the shorts show the same

amount of tightness and appear yet shorter than in the previous games.

The tightness of the shorts around the buttocks also forms what could be
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interpreted for the first time as panty-lines, or in this case, perhaps g-
string lines. These suggestive lines disappear in Tomb Raider 6. Thus the

shorts decrease in size from Tomb Raider 1 through Tomb Raider 5, but

then appear a bit longer and without lines, indicating increased tightness,

in Tomb Raider 6.

In Tomb Raider 1 to 3 Lara wears straps around her thighs, which are a

part of her gun holster. These straps are left out in Tomb Raider 4 and 5,

in which case Lara could be regarded as wearing even less clothing. The

straps reappear in Tomb Raider 6.

The top that Lara is wearing also shows signs of becoming shorter

throughout the series. In Tomb Raider 1 to 3 Lara’s midriff is covered.

However from, Tomb Raider 4 to 6 her midriff becomes progressively

more exposed, until she is finally showing the most flesh in Tomb Raider

6.

Conclusions:
Various minor changes in the representation of Lara Croft suggest that
the character has generally been given more increases in sexuality than

decreases. Whilst Tomb Raider 6 does show potential in reducing the

character’s sexuality as the shorts are no shorter than in any of the
previous versions and the hair is somewhat shorter, such changes are
minute and it cannot be said that the character has in fact become less
sexualized. If it were the case that Lara’s signature outfit had become

long pants, for example, this might have indicated that Lara’s designers
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had made an attempt to tone down the character’s abundant sexuality.
Clothes aside, there has also been an increase in facial make-up through

the series of games.

B. Make-up and lips

Facial comparison of Lara Croft in the games Tomb Raider 1 to 6 is

provided in Figures 19 to 24 below.

Figures 19 to 24 A series of screenshots showing Lara’s face as it develops through the
game sequels. Source: http://larashots.com/TR1various.htm!*

When figures 19 to 24, above, are compared, it can be seen that the
amount of make-up worn by the character has increased over time. More

specifically, in Tomb Raider 1 she is wearing only lipstick, but from 2 she

is also wearing eyeliner and eye shadow. This is most clearly visible in

Tomb Raider 6. Thus, in terms of her make-up, Lara’s sexuality has

28 Figure 19 <http://larashots.com/TR1various.html>, Figure 20 Personal Screenshot,
Figure 21<http://www.skribblerz.com/screenshots.htm>, Figure 22
<http://www.skribblerz.com/tr/trc/tr4fhorustemple.htm>

, Figure 23 <http://www.planetlara.com/picview.asp?file=ScreenShots/tr5scrn_10.jpg>
and Figure 24 <http://www.firingsquad.com/media/gallery image.asp/90/13>
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increased from Tomb Raider 1 through 6. Her lips generally remain

oversized, signifying sexuality and desirability.
Lara Croft’s sexuality, however, is not shown only through her
exaggerated physical/sexual attributes. What follows is a brief look at

other aspects of Lara’s character that add to her sexuality.

It appears that Lara’s behaviour within the game is one of these aspects.

In one of the scenes in Tomb Raider 3 Lara is about to undress and take

a shower when she asks coyly, "Haven't you seen enough?” (“Lara Croft

Tomb Raider Series,” Womengamers). In Tomb Raider 6, when left alone
Lara sways her hips from side to side in a suggestive manner. Katherine
Anderson-Davila has described Lara’s gestures — such as her hip wiggle
when she does a reverse crawl, her bottom approaching the camera -
“occasionally suggestive” (4). It appears that camera angles are
sometimes chosen to enhance Lara’s sexual appearance. Another
example is when Lara is swimming: “Some of the camera angles are
objectionable, for example when Lara is swimming the camera zooms in-
between her legs, adding a sense of voyeuristic detail” (“Lara Croft Tomb
Raider Series,” Womengamers). These camera close-ups together with
the unrelenting focus on the character in the game have been carried
through to the Tomb Raider movies in order to recreate the game
experience (Deuber-Mankowsky 69). Clearly these voyeuristic details
were not designed to attract female gamers (“Lara Croft Tomb Raider

Series,” Womengamers).
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Such images not only put forward one gender as object and the other as
subject, but also reinforce meaning and power (“A Postmodern Analysis
of Lara Croft” 1); that is, they are perpetuating the patriarchal bias of the
society in which we live. When a woman is presented as sexy, for whom
is she being sexy, posing in those sexy clothes? She is presenting an
image of herself as a desirable woman; that is, desirable to men. Deuber-
Mankowsky describes the player’s gaze as a continuous exchange
between the desiring look and the powerful beautiful exhibition (39).
Therefore Lara’s sexiness caters to the desire of the men she encounters
(both inside and outside of the game), thus reinforcing their power over
her and the hegemony of patriarchy. Strengthening this argument is the
recurring gaze (which mimics that of Hollywood cinema) and suggests
that “seeing” is masculine (the viewer as male) whereas “being seen” is
feminine, the characteristic position occupied by the image of the woman
(Deuber-Mankowsky 40). (This argument is beyond the scope of this
paper, and it is readily admitted that the above explanation is a

necessary over-simplification.)

From the images and argument presented above we can see that the
image of Lara has remained sexualized during the period under
discussion. The changes that have been (and presumably will continue to
be) made to her character between game versions are so small that her
essence essentially remains static. The designers never push her too far
in one or the other direction because it is possible that they would lose
their market. If they were to make her too ‘butch,’ they would lose the

male market that sees her as a ‘fantasy’ woman; if they made her still
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more sexualized, they might risk losing their female market, such as it is.
The facts suggest that the designers did not in fact take into account
women’s objections to the character’s design, nor the impact of the

design on the percentage of female gamers playing each hew game.

Lara would probably not have become as popular among male gamers as
she has if it were not for the attributes that make her so sexy. But now
that she has achieved fame, one wonders what impact it would have on
her fans if Lara suddenly became a more respectable character, one more
realistically figured and thus transmitting a more responsible message to

society about women?

According to Clarence Page’s article “A Doll for All,” Mattel Toys has tried
a similar approach and set an example by responding to public demand,
bringing out a new line of Barbies more naturally proportioned (2). Itis
said that the changes to Barbie reflect a broadening standard for good

looks (Page 1).

Lara Croft is an ambivalent character because she is both a strong
independent woman and a highly sexualized one: “a figure of
empowerment, oscillating between subject and object, she excites
identificatory and masturbatory fantasies” (Deuber-Mankowsky Vviii).
The fine line between a successful gender representation and a
problematic one is therefore highlighted. Is it possible to create a
character that appeals to both men and women, as well as one that

indicates a strong, empowered female presence in society?
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But before this question is addressed, it will be shown in the following
chapter that the issues affecting the interests of female gamers in a

negative way do not stop at the design of gaming characters.
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Chapter 4: Lara Croft and Gender Bias: Some Further

Considerations

A. Further aspects internal and external to the games that make it

difficult for females to identify with Lara Croft

Lara always appears to be single within the Tomb Raider games, and
usually without a love interest in her life. This premise enhances the
notion of her as a kind of men’s plaything. It indicates that she is
designed specifically for men and not as a character with whom women
can identify. It seems as if Lara must always appear available to men
and yet just out of reach in order to maintain their interest (Poole 25).
Hamilton writes that the images hold no device to deliver fulfilment but
what maintains men’s interest is the way in which both sexual possibility
and impossibility are simultaneously and continuously offered (8).
Interestingly, Lara's sunglasses can be viewed as a sign that adds to her
inaccessible image. Deuber-Mankowsky writes that dark glasses on a

female make her seem more out of reach (65).

As opposed to male action heroes such as Indiana Jones or James Bond,
who always have numerous women devoted to them, Lara as an icon is
required to stay single (Poole 25). It was presumably intended that male
audiences would identify with heroes like Jones and Bond and their
success with women, and not that women might desire them the more
(Poole 25). Lara Croft is an opposite instance, as her character is
predominantly aimed at men who might desire her and not women who

might identify with her (Poole 25).
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Core Design also introduced a cinematic point of view whereby the
viewpoint of the player is that of the camera that follows Lara closely
during gameplay; in this way the player is positioned in such a way as to
look at her from behind for the majority of the time (Poole 6). In many
cinematic point of view games, the player sees the game world through
the eyes of the protagonist, with only two weapons in view at the bottom
of the screen. In such cases the player has little option but to identify
with the protagonist, whereas in Tomb Raider what unfolds is more of a
shared adventure between the player and Lara: the player is encouraged
to identify with her situation as one would with an action hero on the big
screen (Poole 6). It has been said that this point of view, as is often the
case in Hollywood movies, is exploited primarily for its voyeuristic
potential (Deuber-Mankowsky 71). It appears that the experience of
cinema typically enfolds two opposing structures of pleasurable viewing:
the first is a voyeuristic pleasure that occurs as a result of stimulation by
what is seen, and the second is a vanity that grows out of identifying with
the image (Deuber-Mankowsky 41). But while feelings of responsibility
for Lara are aroused, in the event of her death in the game the player
does not experience it as his own death but rather only as Lara’s (Poole
6). This suggests once again that Lara may be an empowered woman,
but she nevertheless still depends on the guidance of the (male) player,
her fate entrusted to his safekeeping. Tricia Gray argues that it is as if
men were so infatuated with Indiana Jones that they created a female
version of him to meet their needs, a beautiful woman they could control

(2). Gray seems to feel that it possibly comes down to a perverse fantasy
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of power in that the idea of controlling women seems to appeal to men

(3).

A game avatar can be conceived of as both subject and object at the
same time: as on the one hand, a mask to be worn, and on the other
hand, a tool to view and manipulate (Salen & Zimmerman 526). Thus it
appears that the camera angle from which Lara is viewed throughout the
gameplay was chosen to emphasize the avatar’s status as object or tool,
to provide voyeuristic pleasure for male players. If a first person shooter
camera angle had been chosen, the player would have experienced the
game from the perspective of the character. And a first person shooter
camera angle would have made it easier for female gamers to identify
with the character because they would not have been constantly

reminded of her sexual attributes while playing.

Some dialogue within the game also indicates that players are not
expected to identify with Lara. At the beginning of the game, training
takes place within Lara’s house. Lara says, as if talking to the player:
“Welcome to my home. Feel free to look around” (Hamilton 2). The fact
that she is referring to the structure as her house and not the player’s
house suggests that the player is not intended to become the character
(Poole 85). If this is the case, if the player is not supposed to identify
with Lara, then women players are in a sense excluded. For men, on the
other hand, this could be advantageous because they don’t have to feel
that they are giving up their masculinity to become a female: rather they

remain in a position of power, controlling a female.
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B. Further aspects of the game that favour male game players rather

than female game players

The Tomb Raider games also favour males when they are looked at in
terms of ‘feminine’ game structure attributes versus ‘masculine’ game

structure attributes.

A great deal has been written about the differences between games that
appeal to male as opposed to female gamers. This section will focus only
on the attributes of games that appeal to both women and men, with

specific reference to the Tomb Raider games.

Identification of Character
Beal argues that females have a preference for games that present them

with a character with whom they can identify (Beal 3).%

They are also
more likely to identify with non-stereotypical characters (Beal 3).
Thus, as was argued earlier, Lara Croft's enhanced and stereotyped

sexuality reduces her appeal as a character with whom female gamers

can identify (“Girls & Videogames” 1).

» Vangie Beal aka “Aurora”, director of GameGirlz.com, contributes to several computer
games websites and helps run several other women and games resources. Beal has a
deep involvement in gaming, having headed up the first all-girl Quake clan, PMS. She
also works on the Da Valkyries website, tracking female “warrior” games and as a
correspondent for the Planet Quake gaming site (Brown 2).
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The Main Character

It is important to females to be able to play the role of the main
character. Lara presents female game players with the opportunity to
play and experience Tomb Raider as the main character. Usually action
adventure games that present the player with plenty of combat and
opportunities to explore (as is the case with Tomb Raider) feature male
characters in the leading role (Salen & Zimmerman 324). Introducing
Lara Croft as a female lead is said to have been in a way an intervention

in the cultural rhetoric of gender (Salen & Zimmerman 524).

Genre

As previously mentioned, Jenkins classifies the Tomb Raider series of
games as belonging to the action adventure genre. This genre originated
from what were considered to be ‘boy’s game’ side scrollers (Salen &
Zimmerman 524).°° However, it appears that girls also enjoy adventure
games ("Girls & Videogames” 1). As a female character in a game which
contains a lot of action and adventure, Lara Croft is re-working the male-

dominated action genre (Kennedy 2).

Action and Character Tasks
Studies have shown that girls favour game formats that do not feature
shooting, violent action or aggression (Cooper, Hull & Huff 421). Thus in

terms of aggressive themes, Tomb Raider favours the preferences of

3% side scrollers are games typically associated with arcade games, the like of Super Mario
Bros. The word refers to a genre of game where the gameplay itself is viewed from a side
view and the characters move from left to right on the screen. The character can normally
only perform basic moves such as attack in a straight line, move from left to right and
climb up and down. Games like this normally advance in the form of levels.
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boys rather than girls. Action and shooting are ubiquitous traits in Tomb
Raider (Perry 1). Lara Croft has to defeat evil gangsters and Kill
dangerous animals, which are hardly stereotypically feminine pastimes
and presumably make it harder for female gamers to identify with her.
Lara carries two guns, which are obvious symbols of masculine
orientation (Cooper, Hull, Huff 420). And apparently boys enjoy games
that offer them the ability to shoot or propel objects through space
(Cooper, Hull, Huff 421). Lara’s exploits, comparable to those of James
Bond or Indiana Jones, are without a doubt the sort of adventures

traditionally associated with men (Deuber-Mankowsky 46).

According to Michael Lewis,?*! males prefer games in which the character’s
aim is to outsmart the opponent, whereas women feel a need to decipher
and understand their opponent (2). Boys also prefer overt competition in
which enemies are defeated immediately, as is the case in Tomb Raider
where Croft shoots to kill. Girls prefer covert competition in which the
conflict is subtle and sneaky (Lewis 2). Both “outsmarting” one’s
opponent and “figuring out” one’s opponent imply intelligent forethought;
but if we take “outsmart” to mean overt, aggressive strategizing, then
Tomb Raider is a typical example of the kind of game that boys prefer.
On the other hand, girls are interested in games that require problem
solving ("Girls & Videogames” 1) and puzzle solving (“Lara’s Manifesto”

1), and Tomb Raider features a number of puzzles to be solved (Perry 1).

3! Michael Lewis is author of Liar’s Poker and most recently of Trail Fever, a book about
the 1996 presidential campaign.
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It has been shown that girls consider video game violence to be boring,
irrelevant and unrealistic (“Girls & Videogames” 1). But if there has to be
violent incident, girls prefer fantasy or cartoon violence to the more

realistic “human violence” that boys enjoy (Funk & Buchman 222).

Environments

Tomb Raider is set on Earth or in a realistic environment which
corresponds with the masculine preference for realism mentioned above.
But girls also respond positively to realistic themes because they offer
characters and situations with which they can easily identify (“Girls &
Videogames” 1). In the games, Lara is presented to us in a number of
different environments - for example, the desert, dark urban landscapes,
caves and tombs - which are for the most part wild or “unsafe” and
therefore masculinized (Kennedy 3). Because of this, her femininity
appears completely distinctive and her image thereby becomes more

powerful (Kennedy 3).

Because of the fact that the action genre is usually masculine, having a
female character in such a world is often seen to be providing at least
some reparation for a number of inescapably upsetting depictions of
women (Kennedy 3). Lara Croft’s presence in a traditionally masculine
world of adventure (and her implicit rejection of certain patriarchally
sponsored values and norms) clearly opposes the patriarchal norm that

locates femininity within the private or domestic space (Kennedy 3).
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Graphics and Sound

Girl players are attracted to games with quality graphic images and
sounds or music (“Girls & Videogames” 1). Enhanced visual and sonic
features have been increasingly incorporated into the Tomb Raider series

of games.

Repetition

It has been argued that one of the main reasons why girls are not that
interested in gaming is that they find games too repetitive (“Girls &
Videogames” 1). Tomb Raider is, unfortunately, one of those games that
involves a fair amount of repetition, such as the design of certain of Lara

Croft's enemies, who seem to be almost clones of each other.

Co-operation
Tomb Raider does not offer the social element of co-operation that

attracts females to multi-player online gaming (Funk & Buchman 221).

Sifting through all this information gives one the impression that the
games in the Tomb Raider series contain some aspects that may have
been intended to appeal to women, but that these are very few compared
with the number of aspects that appeal to men. Regardless of what Lara

looks like, she is still essentially playing a man’s role in a man’s world.
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C.Marketing and Promotion

It has been argued that a number of factors within the game add to the
sexualized manner in which the character Lara Croft is depicted, making
it hard for female gamers to identify with her and causing them to lose
interest in playing the game. This depiction of Lara occurs not only in the
Tomb Raider games but also in the media used to market them. Deuber-
Mankowsky claims that Lara Croft was one of the first virtual figures to
make the shift from the game world into the reality of the mass media
(2). She was therefore setting an example for future game advertising,

which rendered the public’s perceptions of her especially important.

Marketing campaigns presented a buxom Lara Croft in progressively
more risqué poses to accompany each of the Tomb Raider sequels (Hill
5). Lara appears to have changed significantly in the transition from the
game to the media. Deuber-Mankowsky writes that while players (some
of them young) were watching the female successor to Indiana Jones on
their screens, a different Lara Croft was coming into view on billboards
and in magazine advertising (20). Lara is said to have taken on a life of
her own in the media via her “new” sexy image (Deuber-Mankowsky 20).
Apparently fans of the heroine angrily protested that Lara’s increasingly
sexy media image had nothing to do with the game (Deuber-Mankowsky
20). It seems that there was a discrepancy between what the game-
developers of Tomb Raider expected for Lara Croft in terms of advertising
and what actually emerged. According to Deuber-Mankowsky this

discrepancy was due to the acquisition of Core Design by Eidos, which
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put the marketing of the software company’s games into the hands of a
multi-national corporation (19). Core Design’s idea of Lara Croft was that
of a game hero in the tradition of Rick Dangerous, while Eidos viewed her
primarily as a promotional icon (Deuber-Mankowsky 19). Core Design
even acquired a court injunction to prevent Playboy from linking Lara
with the magazine, which would have further distorted her image

(Deuber-Mankowsky 4).

Adrian Smith from Core has said that Lara’s seductive portrayal in the
Tomb Raider advertisements was hardly an original sell when it was
taken into account that 90 percent of game buyers are male (Sawyer
69). Smith explains that Tomb Raider was not in fact meant to be sold
on Lara’s charms. For Core, the two innovative selling points were the
cinematic imagery®? and the fact that you could see the character
(whatever she happened to look like) (Sawyer 69). But while Smith was
apparently not impressed with the advertising, Gard, Lara’s developer,
praised the marketers (calling them “clever lads”) for recognizing the
easy route of promoting Lara’s breasts in their marketing strategy
(Sawyer 67). Thus there were conflicting opinions within the company as
to whether the advertising was suitable or not, and questions remain

regarding the intentions of the company in respect to Lara Croft.

Can one really point fingers at the media for interpreting Lara in a sexual
way when her image was sexualized from the outset? The media do not

seem to have interpreted the character unfairly. It does not help that

32 Core wanted the scenes to look as though the player were within a film (Sawyer 69).
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sexuality is a commodity which marketers and image-makers have taken
advantage of for decades in many entertainment industries (Hamilton 1).
It is commonly found in the history of advertising that women are
represented in a sexualized manner. Sawyer links the Tomb Raider
advertisements of the nineties with advertising techniques of the
seventies: “Lara’s appeal is that of a Seventies car advertisement: a
half-naked woman being used to sell the machinery beneath her”

(Sawyer 70).

This shows that Lara has been constructed as a sex symbol and that the
female market has essentially been ignored (Anderson-Davila 2). An
example of such marketing featuring Lara Croft would be an
advertisement for cars manufactured by Seat (“A Postmodern Analysis of
Lara Croft” 20). One of the commercials in the Seat cars campaign shows
Lara in a bikini, walking towards the beach while seductively swaying her
hips. A middle-aged man with glasses, sunhat and a beer belly gawks at
her. The man becomes very hot and very red and his ice-cream melts
away. We follow his gaze, which focuses entirely on her body, the camera
view only showing Lara from her neck to the middle of her thighs. At one
point in the advert we see Lara's bottom in full view, which at times fills
half the screen. Lara pushes the man into the Seat car behind him,
switches on the air-conditioning and locks the door (A Postmodern

Analysis of Lara Croft” 20).

It seems that the marketers went the extra mile to convince adolescent

boys that they shouldn’t identify with Lara, but should just gape at her
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(Jane 3), which helps one to understand why a male would even consider
playing a game that has a female lead. The question arises as to how
many boys would play Tomb Raider if they felt that they were in some
way undertaking a feminine position (Jane 1). Thus Lara had to be

sexualized overtly to keep the interest of the male market.

In an article for Womengamers, a gameplayer has said that she was

7 \

offended by what she called Eidos’ “transparent efforts to market to
horny young men” (“*Lara Croft Tomb Raider Series,” Womengamers).
She resented the fact that Eidos so clearly valued the male market more
than the female one (“Lara Croft Tomb Raider Series”). Other advertising
involving Lara Croft that could be regarded as offensive to women
because it is so evidently constructed specifically to appeal to males,

were the three American advertisements in the Tomb Raider 2

advertising campaign (Ward 4):

. The first begins by showing an empty basketball court, upon which the
text “Tomb Raider II” and “Lara Croft” is superimposed. It goes on to
show several action scenes with fast-paced music added. The text
“Where the boys are” is superimposed and the empty basketball court is
shown again.

. The second advert is structured identically and includes the same text,
but in this instance a patronless strip club and a bored stripper are shown
(“A Postmodern Analysis of Lara Croft” 18). The concept of the
advertisements is illustrated through this example: Among the people

that the boys have left patronless by going home to play Tomb Raider is



de Klerk 70

an exotic dancer on the stage of an empty strip club; the boys appear to

have lost interest in the sex industry’s gaze exchange (Ward 4).

The third advertisement in the campaign shows an empty gents’ toilet
with urinals (*A Postmodern Analysis of Lara Croft” 18). These
advertisements featured spaces used largely or exclusively by men,

revealing a clear intention to market to males only.

Advertising is not the only form of media featuring Lara that is aimed at
males. The reviews and previews were much more concerned with the
male gaze exploring Lara’s body than the gameplay (Jane 3). A few
quotations from different reviews serve to illustrate this: “Tomb Raider:

The Last Revelation ... Lara fans may rejoice as Last Revelation also offers

... the chance to play a Lolita version of Lara, budding breasts and all;” “A
marketing person’s dream, Lara combines the no-nonsense spelunking
fun of Indiana Jones with the brazen sensuality of a pin-up queen” (Jane
3). Rather than bringing girls” attention to the fact that Lara is an
empowered female character who can be used to play games, the
message was more, “Hey boys, check out this chick’s boobs” (Jane 3).
Toby Gard stated in 1997 that Lara’s bosom was focused on more often
when it came to marketing (Sawyer 67). Salen and Zimmerman refer to
Lara as being a type of action slut, a teenage boy’s impression of a
woman and a digital pin-up girl — a role that literally played out in the

many provocative full-page images of Lara (524). It is no wonder that

3 One year after Tomb Raider 1.
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Lara is to some no more than a toy to be played with instead of an avatar

to identify with or a personality to inhabit (Jane 3).

It can be concluded from the above discussion that Lara Croft’s design
appeals much more to males than to females, despite Tomb Raider
having stood out as a game supposedly designed for both male and
female gamers. According to Cassel & Jenkins, when they were creating
Tomb Raider Core Design made a conscious attempt to appeal to both
male and female gamers (30). Deuber-Mankowsky maintains that the
game achieved the goal of attracting men and women, and has thus
helped to increase the number of female players (9).>* But according to
Susie Hamilton (PR Manager for Core Design), males aged 15 to 26 were
from the outset the target audience of the Tomb Raider games (“A
Postmodern Analysis of Lara Croft” 5). This again indicates the dissension
within the company surrounding the idea of Lara Croft’s target market.
Had the company shared a single vision of Lara Croft she might indeed

have turned out to be equally marketable to female and male players.

3% Earlier we said that developers felt that they had reached as many males as they could
and that they now had to find ways to reach female players in order to increase the
number of users.
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The Influence of the Industry:5

As mentioned above, the designers of Tomb Raider claimed to have
targeted the game at both sexes. However, as we have seen, much more

could have been done to attract female gamers. Like Tomb Raider, very

few best-selling games contain ‘girl-friendly’ features (Pakingan 1), even
with research on the topic readily available. When discussing the topic
with male game designers, Beal discovered that the overwhelming
reaction was “We are guys. We don’t know what females want to see in
games. We design the games we want to play” (1). This lack of interest
in female gamers is disappointingly arrogant. More game developers
need to become aware of the information available on making games girl-
friendly, while at the same time retaining their male market. It appears
as though the collaboration between designers and researchers that could

ultimately ensure a better future in game design is lacking.

Pakingan points to a huge problem: researchers are accusing game
developers of producing bad products, and game developers are ignoring
researchers (2). It has also been argued that the research has tended to
generalize women'’s preferences too much and ignore exceptions to the
rule: e.g. the fact that there are women who do not only like role-playing
games, puzzles or adventure games (Pakingan 2). If this is indeed the
case, then attitudes such as these will prevent designers and developers
from compromising, and ultimately slow down progress in producing

better games capable of appealing to a wider audience.
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There are indeed certain games that demonstrate that when the research
supporting female interest in games is taken into consideration, it is
possible for a wider market to be reached. It has been stated that the
first Tomb Raider was successfully marketed to girls, but in fact only 30

percent of its sales were to women (“Girls & Videogames” 2).

In his essay, “"Do Breasts, Blitz & Blood Make a Brand?,” Martin Croft
argues that game developers would benefit from decreasing the sexist
imagery in their games. According to Croft, the buyers of games are now
mainly women in their 30s and 40s, i.e. the mothers of the younger
generation male game players (2). It is very likely that these mothers will
not buy games that they think might convey negative messages about
women to their children. With the added use of credit cards, parental

control over the buying of games over the Internet is tighter (Croft 2).

Maria Deevoy?® believes that the industry is maturing and that sexist
imagery is being used less in marketing campaigns (Hill 1). Kerr reveals
that there are cases where producers of games (and consoles) are
making use of advertising to lure females into the gaming community as
consumers (274). Microsoft, for example, specifically aimed its 2002
XBox campaign in Japan at women aged 20-40 (Kerr 274). The campaign
promoted the console as being good value for money and a multiple
entertainment device (Kerr 274). In addition to this, Microsoft organized
a range of *hands-on’ events within a shopping section in Tokyo (Kerr
274). Whilst the success rate of this campaign is unknown, the fact that

women were targeted instead of men ensured an original approach to

35 Maria Deevoy is the marketing manager at Eidos Australia.
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console marketing (Kerr 274). Another example is Sony, who attempted
to market the Playstation 2 (PS2) to females as well as males, promoting
it as an integrated entertainment system rather than a gaming system

(Kerr 274).

Mark Finn®® has argued that if we take into account how few designers
are female, it is to be expected that some women will feel alienated from
commercial games (Hill 2). Hill claims that most analysts believe that the
paucity of female game players and women employees in the game
development industry are intrinsically linked (1). According to Mike
Wilson,?” the fact that the gaming population overwhelmingly slants
towards males is leading to fewer women becoming part of the culture
and therefore the industry (Beal 3). Hill says it is understandable that
one would think, when walking into the average game store, that women
do not play games, especially considering that the typical store would be
filled with male staff and posters of sexy pin-up babes (Hill 1). Beal feels
that there would be some hope of resolving the problem of sexism within
games if women could be motivated to consider careers within the
gaming industry, which in turn would attract more female players (Brown

2).

There are a number of advantages to having more women employees in
the gaming industry that would be beneficial to both genders. Jason Della
Rocca®®, for instance, trusts that an increase in female developers will

lead to the production of better games (Hill 5). Christopher Sherman,

% Mark Finn is a media and communications lecturer at Swinburne University.
*" CEO of Ion Storm computer game development company.
* Jason Della Rocca is of the International Game Developers Association.
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executive director of the Women’s Game Conference, agrees that the
industry will change for the better with the participation of more females
(Hill 5). Sherman says getting more women into the process of creating
games will promote a diversity of ideas, which should consequently lead

to new types of games and eventually new players (Hill 6).

There are indications that the industry is actively striving to employ more
women. Evelyn Richardson, executive director of the Game Developers
Association of Australia, says local studios are making an effort to attend
to the gender imbalance and recruit more women (Hill 5). Della Rocca
estimated in 2005 that women account for 10 to 15 percent of the
worldwide game development community, compared to just 1 or 2

percent a decade ago (Hill 4).

Kim McCarten argues that from the perspective of the design industry,
the imagery has in fact not changed, even in projects where the majority
of designers have been women (Heller 168). McCarten claims that the
reason for this is that female designers are still working from a male
perspective. Because there are so few of them, they have adapted to and
become skilled in primarily male environments and therefore produce

images that reflect this (Heller 168).

There are, however, companies like Purple Moon that have achieved
some success in applying what they have learnt about gender differences
to their games. This company boasts two successful games in which they
have incorporated these ideas into the game designs (Lewis 3). Another

example of a successful game where female designers contributed to the
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design is The Sims,*® which has proven that the market potential for
females is huge. The Sims has even been named one of the most popular
commercial games with women and more than 60 percent of The Sims
players are female (Hill 3). The designers intentionally sought to make
the game appealing to women (Hill 3). Hill believes that the main reason
that they were able to succeed in this was that approximately 40 percent

of their development team and two principal designers were women (3).

Executive producer of The Sims, Lucy Bradshaw, believes that the game
attracted a broad player base because players have a lot of freedom to
play however they wish (Hill 3). Also, the player can feel successful when
mastering any aspect of the game (Hill 3), in which case winning is not

the main goal - an aspect that would appeal to women.

Perhaps someday Core will have more females influencing the creation of
Tomb Raider games, which may lead to female-friendlier versions of the

game and perhaps even greater popularity and sales.

¥ The Sims is a strategy/simulation computer game created by game designer Will
Wright, developed by Maxis, published by Electronic Arts, and first released in February
2000 (Twist 1).
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Chapter 5: Comparative Case Study and Conclusion

It ought to be instructive to make a comparison, using a similar
approach, between the trend-setting Lara Croft and a game character
more recently produced by the local South African company I-Imagine
Interactive. I-Imagine Interactive, situated in Johannesburg, South
Africa, was the first licensed games developer on the African continent.*°

The first XBox game that they released, entitled Chase Hollywood Stunt

Driver, featured the female lead character Chase Corrado. It is said to
have sold in excess of 170 000 units in Europe and North America

(Annexure A).

An interview was conducted with Dan Wagner, founder and Managing
Director of I-Imagine Interactive, to obtain insight into the character and

her design (Annexure A).

It was pointed out earlier that because of her success, Lara Croft has set
an example for the development of female characters in the future. When
asked whether the success of Lara Croft from Tomb Raider ever crossed
their minds or became part of their discussions in the design of Chase
Corrado, Wagner replied: “I don’t think you can create any female
heroine in a game without thinking about Lara Croft. We examined the

way Lara Croft developed using new and more powerful hardware.”

0 Being the first licensed games developer on the African continent, I-Imagine were part of a
programme with Microsoft to become the first proprietary software developer for Xbox in Africa.
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This chapter will investigate whether Chase Corrado was simply modelled
on Lara Croft or whether the designers of this female character took into
account any of the issues raised in this study concerning female game

characters and game players.

Chase Hollywood Stunt Driver was only released in the Microsoft XBox

format and not in PC format, thus the point made earlier about the
masculine gender bias of everything to do with computers is in this
instance irrelevant to the question of sales to female gamers. Chase

Hollywood Stunt Driver is a game based on stunt driving, which is

generally considered to be a male pastime. However, given the fact that
the racing genre is a top selling genre in games (Annexure A) and that I-
Imagine used a female as the lead and only playable character, Wagner’s
statement that the company was looking for a way to differentiate their
game from the basic track racing game is logical (Annexure A). In
addition to this, Wagner states that the brief to develop the game
indicated having a woman from the start, and the reason for this was

indeed that it was not the norm.

It is interesting to note how the perception regarding female characters

in games has changed since the first Tomb Raider, when marketing

personnel did not like the idea of a female avatar in the game because of
a belief that it would hinder sales. In this case, I-Imagine deliberately
cast a female character in order to set their game apart and ensure good

sales.
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Wagner stated in the interview that the racing genre is predominantly
male but that the company’s core focus is to make the game fun for the
average gamer - whether male or female. This seems to evidence an
awareness that female gamers would identify with a female character and
therefore be attracted to the game. This chapter will discuss what other
aspects of the game indicate that I-Imagine might have had aspirations

to reach a wider audience inclusive of female gamers.

As established previously, it is not merely the presence of a female
character in a game that affects the potential female market, but also the

way that the female character is represented.

Like Lara, Chase is depicted as a tough, self-reliant, intelligent woman.
Thus Chase also does not fall into the ‘damsel in distress’ category of
female characters, and female gamers would not be put off the game for

this reason.

Chase is also re-working the male-dominated action genre by being a
female character in a game that contains a great deal of action and
adventure. Wagner considers Chase Corrado to be a good role model
because of the fact that she is a young, independent woman who chases

her dreams and aims high.

But, like Lara, Chase fails to offer a wholesome alternative to the helpless
female stereotype because, for example, her actions in the game involve
the kind of aggression and destruction associated with male characters
(Annexure B). This places Chase in the same position as Lara, as a

female (body) with male characteristics, perhaps even a male disguised
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as a female. In either case, even though she is a strong female figure,

she cannot be celebrated for her femininity.

The background story provided by I-Imagine mentions that “*[Chase]
grew up somewhat of a tomboy, duelling neighbourhood boys in tricycle
races instead of going to ballet classes ... Chase already showed great
interest in her father’s career, which was stunt driving. Instead of
preoccupying herself with the usual pastimes of girls her age, Chase
spent most of her time with her father in the garage and on set.”
(Annexure A). The character’s rejection of stereotypical female roles
would seem to be in line with the empowerment of women to be
autonomous agents. But, just like Lara Croft, Chase nevertheless
contrives to be also (almost literally unbelievably) sexy in a purely
conventional way. Once more, as Deuber-Mankowsky says, the
character’s femininity is reduced in a traditional manner to her oversized
physical attributes (47). For Chase is unfortunately depicted as another
example of what has been referred to as “the Lara Croft/big breasted

Bond babe variety” (Croft 3).

As is the case with Lara, Chase also cannot be viewed as the liberated
woman one might at first think she is because the gameplay consists of
the (male) game player leading the heroine. And once again, she remains
out of reach, an elusive fantasy figure: as Sawyer says, the untouchable

is always the most desirable to men (67).
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Thus, as is the case with Lara, aspects of Chase’s character believed by
Wagner to appeal to female gamers are cancelled out by the features

that make her a sexual fantasy figure for men.

One might therefore conclude that the industry is still interested in
creating space for empowering representations of women, but is unable
to abandon its primary market of gamers “hungry for testosterone driven

play...” (Heller 148).

Chase’s profile identifies her as yet another hyper-sexualized character
because of her unnaturally large breasts, tiny waist and sexy clothes,
which together make it unlikely that female players would be drawn to
the game. Wagner also stated in the interview that Chase was expected
to be viewed by men as a sex symbol and by women as a sex symbol

that appeals to men.

The developers justify their use of a sexualized female character by
rationalizing her marketability and possible franchise opportunities. If
Chase was less sexualized, however, she might have been more
marketable to a wider audience that included women. We must therefore
guestion the rationale behind Chase’s sexualisation. If the selling point of
the game is that it is “fun,” as I-Imagine claim, then we must question
why Chase had to be sexualized in order for the game to be considered

marketable.

Chase’s overstated feminine characteristics possibly make it easier for

male enthusiasts to overcome their resistance to play as a female
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character. Kennedy’s argument about male players being more attracted
to the pleasures of playing Lara because they have an opportunity to
master and control a female body within a safe and non-threatening

environment (6) could apply to Chase as well.

It was previously mentioned that the editor of a leading German feminist
magazine declared that women have no choice but to accept Lara’s
oversized feminine attributes as a necessary tribute to the male world
because she is a heroine in a visual world with so few heroines (Deuber-
Mankowsky 1). But what about Chase? She is clearly one of what Hill
refers to as the army of replicas that followed the example of Lara (2).
Now that female lead characters have become more common in games
(and more positively depicted because of Lara), but with feminine
physical attributes still generally overstated, one has to wonder how long
women will still be expected to accept such representations. Thus Chase
is another example of a situation where the designers had the
opportunity to expand the female market but instead settled for

satisfying the already dominant male market.

Presumably the game developers had observed the success of Tomb

Raider and assumed that this success was achieved through creating a
highly sexualized character. Wagner stated that the idea for the game
was the company’s own and that they had complete creative freedom,

but did accept input from the publisher towards the end of the project
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when they were assigned their own producer. It was the publisher who

decided that Chase should have excessively large breasts.

Chase, like Lara, is unrealistically figured, which makes her hard for
women to emulate or identify with. And because she sets an unrealistic
standard of beauty, she is a negative role model. The disempowering
effects in terms of women’s self image and their image in society
discussed previously in relation to Lara Croft are equally attributable to
the character of Chase. And as was the case with Lara, it appears that
Chase’s abundant sexuality would be the main reason for female gamers

to avoid the game.

The significance of Chase’s hyper-sexuality will become clearer when we
focus more closely on the various attributes that work together to create
her image, especially with regard to how they changed in the course of

her development.*!

*! There are no sequels to Chase Hollywood Stunt Driver but the character went through a
number of changes during her development. This study will show whether she evolved
into @a more or less sexualized representation.
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Figure 25 Chase featured in NAG Magazine

Source: http://www.i-imagine.com
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Figure 25 above is an image of Chase that was used when the game

featured in New Age Gaming Magazine (NAG). Chase is well known for
the leather outfit portrayed in this picture because she wears it for most
of the game. This is therefore an appropriate image to use in order to
identify and discuss the character’s sexualized attributes (oversized

breasts, skimpy clothes, makeup, bee-stung lips and hair).

Breasts:

As previously mentioned, breasts signify sexual seduction (Deuber-
Mankowsky Foreword ix) and because Chase’s breasts are simply
enormous (perhaps even larger than Lara’s), she is clearly being
sexualized in this manner. Chase’s breasts are more exposed than Lara’s
because of the low-cut top she is wearing, and the exposed breast of
course signifies sexual invitation (Chevalier & Gheerbrant 119). The fact
that the outline of her left nipple is clearly visible, barely and tantalizingly
covered by her top, will not be lost on any male gamers. Chase’s figure
combines large (and importantly, firm) breasts with a small waist, like
Lara Croft, and thus sets an unrealistic example for women that implicitly
urges them to take dangerous steps to match her beauty, such as plastic

surgery.

Skimpy clothes:

Like Lara’s, Chase's clothes appear skin-tight. She exposes a lot more of
her breasts as well as her midriff. Her pants sit lower around her hips
than is the case with Lara Croft and although the pants are long her

entire outfit is leather. Leather has sexual connotations relating both to
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youthful rebellion or non-conformity (bikers, etc.) and to sado-
masochism. Fortunately Chase’s outfit is not in view as much as Lara’s is
during gameplay. This is because the game focuses on driving: Chase is
mainly shown in vehicles and how much is seen of her is dependent on
the vehicle. For example, on a motorbike her full figure is shown, but in a
car, only her upper body is visible. Should the player choose to view the
replay cameras however, he/she will see many different camera angles.

The sense of voyeurism created by the perspectives in Chase Hollywood

Stunt Driver and Tomb Raider is therefore higher in Tomb Raider because

we are always aware of Lara’s sexuality. In this regard, Chase Hollywood

Stunt Driver might be less likely to deter female gamers - especially
during gameplay. However, there are parts of the game cinematics in
which several camera angles focus on her breasts and buttocks (which
are enhanced by her clothing). These shots are at times full screen,

focussing only on one specific sexual part of her body.

Is Chase’s outfit appropriate to her line of work? It would seem so,
because Chase is dressed according to the requirements of the film she is
doing the stunts for (Annexure A). I-Imagine stated that the outfit was
chosen to be sleek, easy to manoeuvre in and certainly for its sex appeal;
but one has to ask whether such a tight leather number is really that
comfortable or “easy to manoeuvre in”?! The outfit may also be
inappropriate for certain weather conditions - it doesn’t offer enough
covering to protect from the cold and cannot possibly offer comfort when
driving around in the hot sun as leather is a thick fabric and the black

colour absorbs heat. As is the case with Lara’s outfit, Chase’s outfit can
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also only look good on a small, hard-to-achieve figure - like hers. Should
a real woman wear such an outfit in public she would no doubt receive a

great deal of attention from the opposite sex.

As mentioned previously, GameGirlz is hoping to encourage the industry
to design female characters that are not so scantily dressed. Chase is
unfortunately not yet an example of this. Wagner has however pointed
out that although Chase changes outfits during the game she does not at

any point wear less clothing.

Make-up:

At first glance Chase appears to be wearing very little make-up and
seems more natural and less stereotypically sexualized than Lara Croft.
But it may be that her make-up is just more subtle and “classy”: she is
clearly wearing brown eye-shadow and her flawless skin could well be
produced by the application of “base”. But there is no doubt that her
lipstick is @ more natural colour than Lara’s, less overtly enhancing the

sexuality of her lips, which are also of a more believable size.

Hair:

Chase’s hair is shorter than Lara’s and a natural shade of brown. This is a
significant improvement on Lara’s strongly sexualized long hair. The fact
that Chase’s hair is a natural colour and not a colour that would
necessarily require chemical treatments to achieve perhaps makes it less

sexualised and more attainable. The length of the hair is also not as
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sexually appealing as Lara’s, but is long enough to avoid looking

masculine.

Thus, although Chase appears to be a sexualized character, she is less
sexualized than Lara Croft because of her shorter hair, smaller lips and
more natural appearance. Since there has been no sequel to Chase:

Hollywood Stunt Driver, we cannot comment on the development of the

character as such. However, comparisons between earlier concept
drawings of Chase Corrado and later ones can be made. These images
have all been provided by I-Imagine. An analysis of the evolution of the
original concept sketch as well as perusal of the final model revealed the

following:
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Figures 26 to 29 Earlier character concepts through to final rendering42

Source: www.i-imagine.com

The changes between the original concept of the character and the final

rendering are vast. It is clear that Chase has become a great deal more

2 I-Imagine Interactive supplied the writer of this paper with all the images in this paper
of Chase.
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sexualized since her original conception. From beginning to end her top
has shortened and her breasts have become more exposed and larger.
The fact that the breasts are smaller in the concept drawings could
suggest that it was indeed not initially the company’s idea that Chase
should have such a large bosom. Her dress code has changed from casual
jeans and a top that fitted more loosely to the skin-tight leather outfit.
Changes in make-up are not as obvious. Chase’s hair and makeup are
also more practical for the type of work she does. It was stated in the
interview with I-Imagine that her hair colour was originally red, but that
this was changed for aesthetic reasons to make her look more ‘normal’.
But we have to ask what constitutes a look of normality. Chase does not
look ‘normal’: in reality, ‘normal’ women do not look like her. The fact is
that Chase initially looked quite down-to-earth but subsequently evolved
into a sex symbol. This sexual evolution is more obvious than was the
case with Lara Croft, for in the original designs Chase was conceived as

less sexualized than Lara in Tomb Raider 1. Overall, female gamers

would probably find identification with Chase easier in terms of design.

But, like Lara, there are other aspects about Chase that make it hard for
women to identify with her. She too has no love interest in her life and
the fact that she always appears to be single enhances the notion of her
being a plaything for male players. It indicates that she too is designed
for men and not for women to identify with. Like Lara, Chase always has
to appear available to men and yet remain just out of reach in order to
maintain the interest of men (“"A Postmodern Analysis of Lara Croft” 25).

This appearance is enhanced by the camera angle from which she is
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viewed during the game - the same camera angle used for Lara. The
biggest difference between how Chase is viewed and the way Lara is
viewed is that Chase is always inside a vehicle and her buttocks are
therefore not permanently on display, as is the case with Lara. This
allows for a less male-oriented and voyeuristically pleasing camera angle
and perhaps one more acceptable to females: another aspect that makes

Chase Hollywood Stunt Driver less sexualized than Tomb Raider.

As stated before, the idea of controlling women appeals to men (Gray 3),
which then means that the camera angles chosen favour the male rather
than female gaze. Additionally, a first person shooter camera angle would
have made it easier for female gamers to identify with the character, and
would have made the game experience more real for the player,
regardless of gender. Chase may be an empowered woman, but, like
Lara, she is still dependent on the guidance of men, which essentially

reduces her to just another beautiful woman men can control (Gray 2).
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Annexure A:

E-mail interview with Dan Wagner from I-Imagine Interactive. 19 October

N
o
o
162

QUESTIONS:

1. Please introduce yourself in terms of your position in the company and your

background.

Dan Wagner, founder and Managing Director of I-Imagine Interactive.

Background:

Dan Wagner is one of the original 8-bit video game ‘addicts’. Early in his career he joined
Sega’s distributors in South Africa (a division of Ozisoft) in the capacity of General Product
Manager. His expertise in programming 3D hardware using Creative Graphics Library, at
Creative Lab’s distribution, Super Diamond Computers, led to his decision to enroll as a
student at Digipen Applied Computer Graphics School, in Vancouver Canada. He earned the
distinction of graduating with excellence. In spite of receiving attractive job offers from some
of the world’s leading game development studios, Dan decided to return to South Africa and

actualise his dream of establishing a locally based, world class game development studio.

About the game:

2. Which target market were you aiming at when you developed the game?

Our game was targeted at a wide audience of console gamers aged 15 — 40.

3. What type of research did you do to assist with the development of this game, for

instance to reach your target market?



de Klerk112

The racing genre is a top selling genre. What we did is look for a way to differentiate our
game from your basic track racing game, to appeal to a wide audience and stand out

amongst a very competitive market.

4. How much creative freedom did you have with the game design or were you

following a strict client brief?

The idea for the game was our own, so we had complete creative freedom, but did take input

from our publisher towards the end of the project when they assigned their own producer.

5. What degree of realism was aimed at with the game design? And was this an

aesthetic decision?

The style of the game was designed to look and feel arcade-like. Gamers like to do things
they can’tin real life, and hence our game allowed players to easily perform stunts, though

the vehicle handling had realistic physics.

6. What did you aim for as the strongest selling point in the game?

The uniqueness of a game based on doing Hollywood-like stunts.

7. Can you give me an idea of how many copies have been sold?

In excess of 170 000 units in Europe and North America.

8. Did the number of copies sold meet your expectations?

Considering it was our first titte and launched only a few months after the Xbox had been
released in Europe, and that the publisher had done little marketing for the game, it did very

well.

9. In designing any game — do you aim to attract women gamers as much as male

gamers?
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It's really more dependent on the game we make. In this case the racing genre is
predominantly male. Our core focus is to make the game fun to the average gamers, be they

male or female.

10. Do you know what the ratio of female versus male consumers of this game is?

The latest research from the US is done by the ESA www.theesa.com. They supply the

following stats, but do not break it down by game genre:

Forty-three percent of game players are women.

Women over the age of 18 represent a greater portion of the game-playing population than

boys from 6 to 17 (28% and 21% respectively).

11. Aside from the racing, does the game feature a developing story and if so what is it?

The design of the game had an underlying story though this was not carried through into the
game. This was an arcade game and hence the key component was fun and fast

progressive levels.

12. Are you planning any sequels?

No final decision on this has been made yet.

13. Is the game restricted to one driver, being Chase only, or are there options?

The single player or career mode allows you to play the character of Chase only. The

multiplayer games allow up to four players to play together.

14. Does the game feature any elements that could distinguish it as being South

African?

We have one scene in the game where Chase makes use of a parachute, which has a large

South African flag on it.



de Klerk114

The character Chase:

15. Who were the people involved in creating the character Chase Corrado?

There were many people involved in the creation of the character. The character changed a

few times during development until both the publisher and we were satisfied.

16. What was the inspiration behind creating the character?

We like the juxtaposition of having a woman stunt driver versus the opinion that “women are
bad drivers”. We researched real stuntwomen, such as Gerogia Durante, and many films,

such as Speed.

1. Was there any reason behind having a female character in a car racing game? Or

was the brief from the start to have a girl?

The brief was to have a woman from the start. The simplest reason behind this was that it

wasn’t the norm.

18. Has Chase changed much physically from your original idea of her?

Chase has certainly evolved over time: Below are some earlier versions of Chase

Is she based on anyone you know?

No

19. Is there a story behind naming the character Chase Corrada?

CHASE CORRADA

Chase’s mother passed away during her birth and her father chose not to remarry. She grew
up somewhat of a tomboy, dueling neighbourhood boys to tricycle races instead of going to
ballet classes. During childhood, Chase already showed great interest in her father’s career,

which was stunt driving.
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Instead of preoccupying herself with the usual pastimes of girls her age, Chase spent most
of her time with her father in the garage and on set. Chase had her first go-cart accident

when she was six; she came out of it laughing and never looked back.

After her father’s refusal to train her in racing and stunt driving, a teenage Chase custom
built a '71 Trans Am drag racer she called El Toro, and secretly began competing in drag
races. She won every race. Despite the fact that a girl was beating them, all the drag racers
accepted their defeat and a few even became close friends with the enigmatic young
woman. After withessing one of his daughter’s triumphant races, Griffin decided to train her —

he could not deny her talent.

As fate would have it, Mr. Chin, legendary action movie director and close friend of Chase’s
father, noticed the young stunt actor on a training track. He invited her to do a stunt-audition
for his next blockbuster movie — and as with any other of her endeavours — Chase

succeeded.

Although young, Chase is proving to be highly gifted, extremely professional and very
precise in executing stunts. And even though safety is one of her highest priorities, she will
not back down from any stunt — no matter how big, or how huge the explosion or jump.
Chase easily does stunts that few stuntmen can emulate — including her biggest rival, Rick

Baen.

Chase has the potential to not only become the best stunt actor in the industry — but possibly

the greatest ever.

CHARACTERISTICS

° She has a shy yet sexy look in her eyes, with a mouth that's always set in a shy
smile (except when concentrating on what Mr. Chin is directing or when Baen is nearby).
° Her eyes are always friendly, but a tilt in her head with a piece of hair always
hanging over her eyes suggests a bit of adventure and danger lurking underneath the

feminine veneer.



de Klerk116

° Although she is a stuntwoman, she still walks like a lady with an air of mystery
around her.

o Her motions and movements are fluent and self-assured.

° When she smiles, the smile starts from the right corner, giving her a bit of a sexy,

teasing undertone.

20. In designing the character, did the success of Lara Croft from Tomb Raider ever

cross your mind or become part of your discussions?

| don’t think you can create any female heroine in a game without thinking about Lara Croft.

We examined the way Lara Croft developed with new and more powerful hardware.

1. Was Chase ever featured in other media such as television, print advertising,

magazine covers, etc?

Yes, several.

22. How often is her full figure shown in the game and can you describe from a player

point of view how she is seen.

Chase is mainly shown in vehicles, as the game is focused on driving. How much is seen of
her is dependant on the vehicle. For example on a motorbike her full figure will be shown,
but in a car, only her upper body will be visible. Normally the player will see the character
from behind (as he/she is driving), however if the player chooses to see the replay cameras

he will see all types of camera angles.

There are also a few cutscenes where the player will see Chase’s full figure.

23. How much character development did you invest into this character, in terms

of: personality, background story, history, family, etc?

The character background developed and improved over the course of the game production.

However this was used more in marketing such as interviews than in the game.
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24. Is she being promoted as a single woman or does she form relationships within the

game?

Single, independent woman.

25. How would you say males relate to the character Chase Corrada?

Since we never got around to building the story in the game and you mainly see her behind

the wheel of a car, | would say that guys just see her as a sex symbol.

26. In creating the character, did you hope that Chase would become a fantasy model

for men?

In designing games we try to look at franchise opportunities, so certainly making a

marketable character was one of them.

27. How do you think women relate to Chase?

As the story behind the character is not really revealed in the game, most women would

probably just see her as a sex symbol to appeal to men.

Though ironically although | played a key role in creating Chase, | had two women working

with me intricately in both how she looked and her background story.

1. Do you think she could be seen as a good role model for women/girls?

The character itself | think would be a good role model. She starts off a bit of a rebel, but

ultimately she is a young independent woman that chases her dreams and aims for the top.

29. What inspired her ouftfit, perhaps looking at elements such as style, colour, comfort
and sex appeal? Is this type of outfit based on the attire usually worn by stunt

drivers?

In the game Chase wears oulffits to fit the movie that she is in. Her main outfit was chosen to

be sleek, easy to maneuver in and certainly sex appeal.
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30. Does she ever wear less clothing?

No

31. Is there any particular reason why Chase has dark hair and not blonde?

Originally Chase had red hair, but ultimately we chose brown. The choice was more

aesthetic then anything else. Our goal was to make her as normal looking as possible.

32. Is there a story behind the size of her breasts?

The publisher really made the call on this one. We just tweaked the pixels (many times) until

they were happy.

33. Did you feel any pressure from feminine debates surrounding female characters in

games?

No.

34. What positive and negative feedback have you received surrounding the character?

We have never received any external feedback regarding the character.

35. Will the character have her own fan website?

No.

Company information:

37. There seems to be a shortage of females in the gaming industry - in designing this
game, what was the ratio of female employees versus male employees in the

company? Did this change after the game?

There certainly is a shortage in the industry. About a year into production we hired one
female artist, who landed up doing the main redesign of Chase. She eventually moved on

(over a year after Chase was released). Currently we are once again an all male company.



Annexure B:

de Klerk119

X-Gamer Chase Preview provided by I-Imagine Interactive.
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computer games, to head a 10-person team
investigating the nature of litte girls, The S&-bHllion
computer-games industry had been built to the
cpecifications of the 11-year-old boy, mainly becausa |t
had been invented by male computer gecks with the
mental age of 11-year-gid boys. Girs had Seen largely
bgniored. Girls, it was Felt, weren't intarested in playing
computer games. "4 $6&-billion business with-a vacant
ot next door,” as Laurel puts it "It made sense to
buibkd on "

Originalty, Laurel set cut not to create a business but
merely & body of knowledge. Her team spent four
years interviewing psychiatrists, teachers, parents,
chitdren, toy-company exiecutivas, and so on. At the
end of the research they decided they understood girls
between the ages of 7 and 12 as they had aever been
understopd. They took this understanding and
Intervals money and created a computer-games
company in Palo Alko called Purpée Moon, Purple Moon
pefuses bo divulge it research, but it does provide
journalists with a summary of the resuits, The most
ealient of these are the différences in how litHe boys
and little girls compete, Hers they are:

O O

GIRLS BOYSE
fbrts pekd © Oy AreE) (Hisrart ical ComoeTio
G !:.u:-r-ll-_l ;
?-'r-mrr-ﬁ: Dl__-lrl::lm
Tesrein netaliias D in wetaliieh gl
Tl st ens Drisrrissim BRIPT iy e
Sy el iz [ nd B Sgechil wlidus B G0 b
e ey rmred iy el mnd by AT
e P T el iy mical dommatin
T D S L gt Ajrm tn red Wi L
Feegard oval SoE i sy Doy e gl i S
"

Actially, [ made that |ast one up. But the others are
ariginal to Purple Moon--and about, oh, a billlon male-
cheuvinist pigs. Forty man-years of research have
confirmed far the computer-games industry what
anyone with eyes not blinded by ideslogy can see. It
would seern a good exampe of business peopée
chewirng mane than they had bitten off.

ut before you snesr--of, at any rete, while you snaer--
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Ba_t the whole enterprise you must know that the Two
games relgased by Purple Moon have been
fantastically successful. One is calied Secrat Paths in
the Foresz, the obher is caled Rockett's Mew School, In
the three maonths sinee thelr releass, both have ranked
amnong the top 50 best-selling compater games. Purple
Moon may have reinvented the wheel, but the whee!
roflls,

Tve first thing you notics about the gamies themselves
5 their packaging, which seems designed to allenata
little bovs. A seif-respecting little boy might be able @
get beyond the Rustrations of Rowers and jewnaks 2nd
litte girls prancing across empty figlds. But he would
surely glve up when e saw the message emblazaned
o the side of the box:

Deep Friendships. Love of Nakuré, The confidence b b=
cool, The courage b dream. It's what giris are all
abaut, And it's what gifs share when they giscover
Purple Moon advenbures, Which |s why Purple Moon is
just fias gicls.

t turns out that the purpose of this warning label s to

-I avpid what Purple Moon
calls "the oootie effect.”

Tha cootie effect is the
death of inberest
gufferad by litkle glkls
wihen little boys play a8
carmgeuter game and
pronounce |t o be
"lame" And that is
gl atmost certainly what

| the snips-and-snails
crowd would do IF it got
its hands o6, Say,
Rockett's Mew Schaal,
The game captures the
rmany reasons 11-year-old boys have historicakly made
a practice of awoiding 11-year-okd girls.

Rockett's Mew School |s what Purple Moon cails "a
friendship adventura.” A friendship adventure, unfike
the ysual phallocentric computer adventure, |5 not
abaut the thrill of victary and the sgony of defeat, No
wizards are slain, no goals are scored, no puzzles are
solved. Rockett's adventure is a simulated real-life
experience, B S0ap operd starring 14-year-olds that
attempts bo capture the emotional complexity of

juzp: el msn. conzfid 2713/ U7=lts-1n3
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Sugrar, Bpice. amd Everything Mice - Comganer gemes gishs play. By hichael |eowis Page A all 5

awkward social situations, The principal social sttuation
is a been-a0 girl namead Hockett's fifst day at a naw
school, Rockett is @ spunky, miniskirted, 14-year-old
redhead Faced with a series of psychologically fraught
encounters: meeting the coolest gird, meeting tha
uncoobest girl, meeting Bhe cute boy, desiding where ta
il A the cafetera, confronting & bully who s upset
that she is dressed In exactly the same white blouse
and grean miniskirt, and 5o on. Maybe the most
striking thing about these encounters is their rawness,
The game does not feel like an old person’s idea of 8
young persan's point of view; it feels like a young
person’s paint of view. In one situation, for Instance,
Rockett Is epenly grossed out by & male teacher whose
hand Is deformed, The game requires her to shake the
gnarled and withersd stump.

In mone of this does Rockett--or the player--have any
eontrol over ultmate oubcomes. [n éach real-life
situation, three separate thought-bubbles appear over
Rockett's head. They correspond to three social
attitudes: bitchy, chirpy, #nd shy. The player, plugged
inks Rockett's central nervous system, choosos fed
state of mind. But Rockett's state of mind has no effect
on Rockett's destiny, The cool gifl snubs Rockett
whither she is a bitch or a suck-up-—-the only difference
is the severlty of the snubbing, Ko matter where the
player points her mowse and ciicks, Rockett marches
inexorably to her fate.

The big difference between the computer games that
fitthe boys play and the computer games that litle girts
play lies in what _the player controls. The Tittle boy
wants to control his desting. The lkthe girl wants to
cantrol her state of mind, AL any time, for exarmple, the
player can freeze the narrative and send Rocketl
sneaking into the backpacks and lockers of the other
students, She can read diaries and private betters, o
write her own. ("0K, whatever T write down here s
gaoing o b, fike, my most private ghoughts.”)
According b Purpe Moon, the litthe girts who play the
game spend fully half of thelr time sneoping through
other peopla’s privete effects,

Thees the fantasy of little girls, it would seem, |5 not to
win bul to acquire slowly a sense of social superionity,
If the games favored by 11-year-old boys resembée life
in & high-tech startup, the games favored by 11-year-
oid girls are like ife in-a bureaucracy. Whether the
cause is nature o norture, who would care to suy?

hp: sl men, comdid 2713/ N7-1k-ls
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A Posemodern Analyss of Lars Croft Page 1 of 44

i, Introduction

‘Uyherafoddess’, Teon of the Nineties', "Wimmad Warld St Lae Uit hos copiured the puhhbe
rsuagination sl ihe plohal nmrkel in wags that go ather virual chancter e, She s sverywhere - in
the weiginal ©0) ROM eompsnes game, in the eoerchimidiss ndusery, in TV advertsements, i s
widens il - goom - in o motives picture, s6d she 5 nlked dbout everywhers - froms serus
measpaners o popek magarines wo ke el

i her genre she is revobionary -~ Beroines, whi really selve prohlems wilkoul e aid of a e - are
practeally non-exisent in the veorll af gomguier games | Louks 19598, And no ofher comapuicr gome
protagimizls have mansged w0 leap o of the subcubural world of gamers and sguire a depree of
propul s pecopnition - and market vatue - that s ssually reserved For celebrities of flhm or masic.

Wirh her impressive body. sqeceed into tsghi finlig onifies Lora cen hardly be pverleoked, D
ignoced. COpinonns diverge whether she is o [foemiing feminial s of 8 reactanury object of mak
disire. Ad s leminis, nry feelings owards her wers anshivalent and 1 felt the desire i kok mone
chosely al what she 15 How i she commrucied, bow & she opresented, fow is she folked anid wrificn
whenit? Whan discoarses are drswn upos in lier eonstructian, what ure the meinings she carries, wha
ure 1w reaulting conseguences for a Gaminkst anolyss? 13 the decision whesher she is poo-or anls-
feminasm really thet casy, il is thai aciunlly & vabid guestion?

Taexpliors thess questions 1 will drowon o testetical bockground thas is mbormed by
posimaiernizm and femivzani. O the ane hond becawse | bebeve femimism can greatly profil fum
ity pistipestenm ideas, an the other because | find o postmodern analysis of Lara partscalarly
potent. A feminist sandgain & the undertying hasis of all my analyses, (s thoughts, thearies ond
fiisdjehit Thovw ints the whole concepi of this wark. By feminism | undersand, jo e Cladis
Srringer's words T plalosophy Bhas secks o end patriarchy and isstule is iis place an egalitarian
aystem, Feminism seeks i relesse all poople, wen and women, fram mmowly defingid ks abeut
pender™ {Springer |94, 1311 In onder toachiovws thes aitn, 1l B necessary o ieke o close,
ikwoareiicnlly infoomed kouk al Bow these [degs of gender come inlo exasience, sre perpetunied, ore
peotecied fom deconstruction snd whal ends ey serve, Ui particular aren in which ideas abaoar
gender are tansparied, nemnbioneed anddor subverisd i tha of represenialym.

Represemation is a paricalarly mivnesting ares of feminist research and analysis because |i
frequently remlorces the nation of the mabe subject and the female abjeet. “The probibition [whi
sy oo oy ol b represenced| bears primimily o womom &5 ke sohjec, and razely as ihe olbject of
representation, for thers is censinly ma shostage of images alwomen™ [Owers 1583, 59, emphasiz in
aviginal). Pet images do meone (Ban just posis one gender as abject and one us suhject, flsey perpeimaic
reseaninng aned power. Disecanes and imuges are vital i the consrstion and perpetuation of sl
unid symbsdio order {Berseos 19955 an arcs that Michel Poucsuli bes theorised m groat dessil

Ittt wenw v dersrudents pendering lam L raComplele Text W OPRs bunl 1 1-0r9-04
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A Postsdlem Anslvsis of [am Crof i'spe 2 ol 56

He aneinrgaies B power e |5 Siboreat is 1ho disoowrses Sl sumond os - sl e iy comsnediy
sepesrhaced by them - and ovemigsies Be iralibelions Bl saopper e disieees shil se. (0o
ddipprritel By thes,

Iwrimn |95, 0

[ispenirses ane all arund us they medinte all areas of Tife and they conbnd the productom of
T ledpe: “thaty ot limmis sm vl B saynble wany eoe me; they define what counts as
'legizimate’ or "tlegitimate’ siolements™ {Wand 1997, 12%). Beprecentations are i of these

disourses il therefon: paet ol the poveer struciuee 1 be malysed.

Witk Fuazcoult | have alresdy introduged posimasdimn ilwosghi bio sy dizssseation. But there ane
further rensens why | helieve it is panicufarly fnstful o hrong postmodem sdeas inbo the prooess af
mmabyaing represemiaiions anil fmapes - especially from the realm of populor culame, Fes,
piszmadern ibeories repemedly und explicity deal with represemtations and Ui meaning=. A1 (e
basis ol o pueilnsodom smalvais of inages les the paseribon i o symbol con aciully represeni
reakity im = unmedisted and direc wany, Fallowing this thought is the insight, that repmzsentation =
closely limfoed g0 ddechopy:

|F poproserrisi @ niok and canod ropresent b wirld, ten mevishly all sepresriadioety sre pobiiced,
a1y cainid b pelledilng mhe flobog koal Sramaracrkd withie w®ich ey arise, Tha ongd ol
reprrosarmser by b ux beck e the ipeston ol aebenhg, o ek political guedions o Wiioee
bistoey oo 10007 1 swhiowe name? To wiil porpaie

Harrirps 195, 7

Sgcond, posimendernism olfers insightlul new wys o ook al popolar culvare, wiich had been vither
mucked or booked dvwn upon by mudern theuciss, S mwl popalar culiuee are me loeger ween =
low ot pposed tothe secademic "high ar’ of painting, sculptere oic. The distinclion between high
unil loww has grodad amd fell the irdifonsd bousdarics menningless Classson 18351, As Umbeno Eeo
s i

{ace ugim i Eme there weie Uhe mos sodi, wid ey weie wiolod, of ooimes, oad tiere wes i gulky
pargy, Then ther werm ibe viremm soices i b scrussd ibe crammsly, And ot (ah, whet ho! ) olSzmal
ubrsven, for hode whi weiie a0l e priodons of e diavs madla. Well irs all gver. We R 0 wan
agsin from e g inning. asting ong manther whet's ging on

Ego i Wanl b7, M}

Fritpe vy vl ade slems perckering Tare!LamaCoamplete Texi W OPics.itml | | =tk
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A Postmcdey Amabveis ol Tam Codt Page 1ol d6

This emabraciog of mass culfure offers the possibilities io ook at pheromenn of popular calisee from |
awhale new engle. Mot judgement is the central alm bt an soderstanding of the woekings of ks

phenirmena and ely memings in o sodsty,

Thinl. the mew madio ane of panbtar mtence o a pessmodern perapestiog - die o the Sseinmion
with muss cubture. Especially guestions of reality ond the coestruction of ideniity @ relagion o the
inllanuey of the sseoed media ape are of cestral o

i F

Iz ihe Pth coniery, o ko iz medin are sipparing an sl p il adarinty fan the
energers ol a urhas mercl cellurs o e sl of Foalal soc by @d nde Middle Ages] Telephaae,
reidiy, fibm. inkey i, the compuier and now el inegeaiion memalimedia’ e figees wenls, soumls
sl e s s 10 cullivele e cosfgarations o bl ki,

Praisr B9FS £0

Im the firsi pan of mey disseraiim [ inoeduce the resder the phenomenoe 'Lam Croft. The first
chapber pves a genersl sverview ower e game Tomb Raddes amd s protagoni=n Lsa Crolt, [ placs
her within the comexi of other hervic women and of oiber virtnal persons, sinee she seems W me @
b melated b batk gnoanps while st tle sime tine being soimething spevial in cah groop.

The second chapwer s-dedicaied oo deiaibad preseniation of mazy of Lan's differen munfestataons,
Since Lars s to the very lorgesi punt a visusd phenomenom | found it pamiculorly imposton o inclode
iy wrsuals so b the reader will et & reasonably gomd ide of the 1ypo of representation usal m
relitenn b Lara. Sy nim is bo shovw what diseourses ore wsed o conssnoct hes, what trdiiicons ore
dravm upin, which glements sy nepeabed and wlhisl aspects are complotely ket out, §will ook ar oo
mpect in her represenmtinn, mamely the hyper-sexualisisn, in more detail smee i is the mosi
airidng feature of Lara

The sscond part of my dissertstion will be mone theoretcally informed. anolysing the presemed
materiul from she stndpoin autfined sbove. Having klemtified the Baues of ientity, (b body and
reality o3 verirsd postmedern comcems which periain strongly 1o Lara 1 analyse ber ropresmtatioms in
relation b these poimis

Tl pamesdiionit vl sbomlity Gebiss grongly in postmodem Soupht sinee i fgs broken with e modum
mertiog of @ wnified, siabde and essentinlly timelsss self. instead we encounier fmgmentation, Muidity
sl consamni perfirmance of ientine | inke o closs baok bl how Ly idenisty b consiructed amd
wiat meanings bhaoth this sdemtiny and the nanner of constmaction camy.

Itz pen quieanan (st of the Sody, Hers 1 pely smmonghy on Fooesaul who

Fnpe v vl cle sbodemis gendering lara L esaCamphete Tes D WO ice hemi 1 B0
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A Pestmeden Anatysis af Lam Cmdl Page 4 al £6

B e Tha. i i of parfirmeniary matiilisns sl of nes coneeplioss of palilizl oy was
scormpanad by o ilarker counEmirement by the mespnoe of & mew mid uspeecedetiod disigline
Srood agains the besdy,

Hery 1997, 12%

Several Teminist thoorists bave aken Foucsal's thoughis snd spplied them bo s fomni=s samdpalng.
Pariicutarly thie sonted of the feosle Body via o normative pass bas been the focus of many
anebyses. bn oar visul culture womer are bombandad with nonmative mmapes of Geninmic, bn
uinsng 1o Plfl tliese norms, wonen's bodies s mie Sosle, controfled bodies. Sioce image are
particibarly coemmuon ik of perpesuating feminise porms | onalys: i representations af Lam in
petlitiicn 0 this scovsazion. Bt | abso pay aitenkion w6 her subsersive potential

I thee thimd geart o0 thils cheipser | explose the meunings of reality and vicul reslity in relmion o Lam.
Whas changes ore occuring and hes ars they iirmored in the represenintzons? What fiears and
mitmpred L ol wiilh these fenrs con be discerned i the way e imeges s consmected” The new
rechnlogies hring about oy changes and in thedr wake many boundaries ane bemy Bumed -
seanethise femdntzs [among nihers | have abways ammed for sl hoped for, For that rensons. sams
femimists see grest poteotiol @ iliese changss, pamicularly is viruial reality asd syherculiure. To
eapbone all the implicmions of ihis would be s dissertation of it own b | tiosch apan o few poinis

Mote: This dissenation is apocmpanivd by a C0 RO thor consams all the videos discussod (iho
advertisememis sl ibe ke videoh Ta run the C0 yow meed Windows 55 of lgher e [ntemet
Explorer or Metscape. Pl the CIV in vour C1 ROM deve and double-click oo the indiex, fike. Ia case
sonie seidens di ot wark (i waur Explarer or Metscape. go back f your C0 ROM drive window,
doible=click on che fodder "Yideos' and et te viden there

Bt vl destuden|=!pendorimg Tars/ Lan Compete Text WoP e aml -804
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1. Tomb Raider and Lara Crofi

The compeer ganie Toml: Rakder Bl pppeansd o Kovember 19596 und was subsequenaly follvsed
by ‘Tomb Raider If ond Toenb Basder Ul in oee year intervals Tomb Baider P s due b be st
i Mo D90 (BEE AR 1T Al Tomb Basder games are prodiced by Care Dessipn and
pablisted by Eidos Isterciive. hath of nivich an: British companies,

Fram lh:mﬂu: 'l'um‘h Rni;h'gmm:umahig saconss. the ariginal Tomb 'Rn.il]u'r having sald
seen 1 bave been indfloemtiol i ihe saceess: e gameplay o mhhmmhﬁ;&g—ﬂ (155
CurvEC '|:Ir\'IIII.H,|..'{In.I.31 Lara & roft (L8, 1R, 1R 154, hivpeYwosew, semeade ), In Ih:--inrlmrncnlnr
']nmhR.udu'l:m I.krlgn.ml.r'mhn:-nd severnl mnovations, on e wechmeal sde. in design and m ihe
construion al the game, And of course by creating a very sexy femnale heraine, therehy boing the
firs in focus & pume conzpleicly on 2 beroie ingeosd of havieg - ot miost - e secisional femake
chapseter (LM 17049, 24)

The tang:t aficece of e Tomb Raider games, scconding 1o Susis Hamilwn, PR Mansnger for
Crwre, wiwkd usually be maoles between |5 and 26 yeams ol age (BEADLEY . £9970. 14). Thas growp
is considered s be the general vnges audience for compaser gilites, the avernge player being abou
23 years ald. As the games became more complex o challegiog over the st fow Vs, abilis:
becaitie moos nvebvad (or uiher sinyed mvalved, sinee this is pow the penemiion that grew up with
vitden gures ). Game playing hes moved heyond it image of being & roirest o reality for psocial
tesragets and iniroven youngsters. lesead it “nive ranks with movies, spor and masic o e key

lgiszmre pura=i of the under-M p@ﬂiﬁ[w.

The fiaumy

Toenb Rawler i 0 30 scdvemiumeoction gane wheen e ployor mowves the protngonisi Lars Crodt
thrcgh reversd di.'i’.iq:nl f=vels and locotivns (eg the Chinese 'Wall, Venice, Tibel. Peru oo ) nmually
erving o [ind oo (o more ] patieular iy thelogicsl smefies) an the end of sch guest, Chn the way
the ploves - s Lary - has o fight stincking ansmals and evil ooniestons, sofee pursdes, szarch for
ey ereded aloug the vy wnd gencmlly manage w gei shiough the map-ridden levels alive. Tomb
Taider 1 and I foows more o offering masy different exotic locatioes and exiensive combal
syerncs whircas the new Toish Ralder IV |s 288 10 go back s the oniginal Tomb Reider's vamies of
azmosphere, smaller locstioes and a sironger emphasis on mcky pordes. As opposed Lo earlice 20
computer pames, wisre e netion was viewed either from above or fom ihe side - b olauys asif
un p et surfnee - the whole design &5 now three-dimensional. givieg the envicosmenl read depth and
mmceghere, The poasibalities that pew hapd- ond software apened up in the Aeld of gruphics and
desipn. also made the protagaoni= of the play a much more inserestmg and central s, To furher
e there possibilisies, Core infrodisced o cinematic poimt of vissy. the viewpoint of the ployer is

bt vifie destudentspenderinglan]_ace oermlobe Text WO il 11
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A Poatmdern Analysés of Lara Crall Page 6 of 46

that of & cnmers which folbows Lo m a shori Mﬁ.rrm_@_ﬁrcl'm Ineking at ber fram hefrind utull

imesl

I e ather 30 games, the player looks out of ilic eves of the proiogonasi. only soving hisd waagon
n the batiom of i sereen of the himd hﬂqﬂmﬂumﬁh%h Eﬂuhmmﬂ
i iddenify with ihe protagonist whindas in Tomh Baider it i mane of a joint sdventure berwsn the
player and Lora, the plaves hesng “enoaraged to identify wath ber sunton &s you would with an.
setion her on the Eﬁm“iﬂmtﬁ'iﬂh 1 4; emphasis mine). Foclings ol nesponsshility foe
Laars arc cvolkod and I case of her death the player dovs not fiel that e has died bt cather thl be bt
Larm die {LCM 199, 112-113)

Lora Craft

Lasm Crafi siartid oul 3 the cemdral charsceer of Tomb Risde buit, as Susie Hamilion sintes

lies T e s ipwed the feisked garme sl s how Lam mievscind with she sevimnmnt, they
bocmne miws aml meee ansiesed n e asd began o e Ber Gl real persan! Wi Baimil irerebeey
gvnperd weith imterui o g wit i B o et Tatber n bt of Fra-mes end reyuela .. Cict we
nadieed e 5o frasy people oo thare were infereaal n Lare, wec gusck|ly had 1 ot sogeher &
‘persooality’ fiar b

g e TR 00 s game e e tion mombimid 2 nters | e T2 R0

Tk Ciard eriginadly nvented Laga and his initinl charcter discripiion ineluded: “Lan [ikes o
worrk wills mederprivileged children und the mentilky disabled, She hos o degree m neadlowor an
Tikes to trmvel™ hilps!ww, gameapot.co;uk/pe gamespotisctontambeidd finterview 2504 hami).
lmcunccrthubmn:'ﬁgh}t;rllhudlhmﬂh:ﬂ!}'ﬂﬂhﬂhﬂmqﬁyhmuﬂmnkﬁlﬁ]"m
s well. 11 contadns bnfomstion on her vital stmistics: her oducaibon, hobbies, Bvouriles and
hockgronmd, The foflowing informatson has been mken from the LOM (159, B4 and Lar's Book
A nelend 195, 20-31],

Faad Seartnicy

Saitis Lara Crafl

Nationulity British

Tage of Hirih 1402 1968

Hirthplace Wimlskedon, Surrey, Eaglond

bz vifie dedsudiernss renderingTar Larelanpleie Texd W'l Pics. himl 111
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Wit Hastus Single

Blon] T AR negaive

Hight 180 cm (5 i % in)

Weight 59,7 kg (% 4)

Mesanrcments BhL-6 1 -R% (3406 24-35)
Hair Colmer Brmetie

Exes Hoowm

Ealwcamian

Privase tuteeing (ages 3-117, Wimbledan High Scheol for Gids | 11-16) Gondounssoun Beardieg
Sl [16-18), Swiss Finishing School (18-2113

lhahirey

L prefers nen-tenm spors, such s rack climhing. exbrems skiing and morksmanship.

Frvmrifer

Filen Deliverasce, Aguirne, Wrath of Gl
Mgt UL Mine Inch Madls

Fuod Besns on Togs

I asepartation Morden Sireetfighter Maorhike
L ties Aflantis. Vemice. Landon

Wespons Uzis [ome for cech handh, M- 16 Fully Aviomatic Aszld Rilk:

Backgyound

s duuphter of Losd Henshingly Crodi, she was barn inga the seeure workd of ansiocracy. During ber
ez in Gordosssioun she discovensd e Seaitish mauninies and frecolinabing. She leamad catrmee-

it wwew vilis destudints endering Jam L arsd nopleie Texi W O himl H1-1-0d
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skiing during her Eme in Switseeland. O the way bome from o schoal tnp fo the Himsbaya the plae
crashed, leaving ber s the sale survivar, Forood 1o sryive by ber wics far more than twen weeks, sbe
rewrmed to civilisution a changed weman, Mo longer willing to live o e of kuxury - sod uswilling ©
coenply wilh ber pairests’ desire that she mary the Eard of Fammgdon - L instead opied foralife
of advemture und intrigee which she is still beadieg tnduy, Since her pasents have disowned her she
livizs by wrltmig books shaul fer advenbees.4

"Thés carricudum vitae thal m.p.m.lwﬂ fist Lurs cocsiructs ber ima very specific wiy, ihe is upper
.:hmul:nmm v-.r:r'l;i-,'ﬁJT- in uwmmwm miprnplrflﬁdlhws immmﬂh siriving fo.
Lara §s maodem, she is not tied o old-Eshivaed traditions sod she is the typical exampile of
indivilunlity brougha o s peak: she does whin ste wants, she 15 completely her awn persan with no.
arbligasions s onyone else, But as a consopacnes she iy abso 8 lnser with no social nevwark.

The kv stiribiges: il are genemily essocisied with L o ‘powerdid, 'sexy’, opile' . ‘dhanming’,
irual', ‘po-consense’, ‘independent’, ‘athietic’, ‘advenburons’ and *Semising’ (fg. 35 She b physialy
£l arsd e 1 perfoam quite impressive sthlows ek, She s strong, inielligent od courngeous. She
has & no-monsoee attitnds wmd does the b thas needs o be dooe, maing hee skills, determinstion and
walie yn impressive smoy of wespans. Bul wiile diapliving thess iraditicnally more male
charseteristics - reminsseent of [rdiome Jones ond Jumes Bood m pariboudss - she sill emms o very
“emiming sicdes she js charming, cultisuled, sexy and hatifol. *Lam represents imbependence sl
atrengih of comviction in A really Bzmale way - although she's soughs thon's pothing at all buteh aboer
her. She still retins her femanive gadites™ (RRADLEY 199Th, 25).

Bhaii Lars i3 ot the first aciion Ao W combing & sexy body aod Teminine” quadites with fhiing
power. Her garlicst predecessor 5 prohshly Feamn Peel (fig A} partner of John Ssced i the populor
English TV senies "Avengers' of the mal 19600 wie ware tight hinck |eather clothing amd wirs an
expert in Marial Ans. Thisgh she ws quite o novelty i her oo lime she doss seem o b mme and
mezk from today's perspectlye, Lara's mber femule reloives’ seem o ermenge mainly ool of he ares
ol comics: Wonder Woman { lig. 31 and Saperwomen, ta all-Amemcan, very seay women that save
mankind; Hark Wire [Hg. 61, o pest-apocalyplc no-noesense power woman whi combines the
sexingas ol g varmp with the deadliness and songpuloesness of & profissional Kilker - e comic was
lmter mude into a il starng Pamela Anderson, A mare distant nelative s te Austrlian consie
fipurs Tank CHrl (ilg. 71, whise represeniation &ifers slighily rom the cihers, The Focus is
comgarztively deas oo her body amd isane o the fact of her being a pank md vutlaw, She s a
renegale wius bas sivlen 2 milimne onk and whe Hves moa pog-nueleir vear workl. Her boy friend is
o stz kangarie and s enpoys vialencs #a the point of cruelty. The grapids desighers at Care
wepe feporiedly inspirad by her when they firs saed e design Lars (LOK, 199

While her curraooous fgvee {8 Lasis mest obvious chameteristic, Eidos clatms thit i 1s mies her

bt Ferwme vl destudints! pamderinglearaComplete Temt WO o himl 114004
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persanality et makis her 30 pogalor and tha i is Tomb Raider's gameplay thid menis the suooess
o L triloggy . A Troy Howtiom, (e prodecer of Toamb Roider puts (e Yoo 'l deny she's sexy, ba
the gamepliy's there too and that's impogand, Ulismiely that's why people play. .. Lor's charscier i3
renlly just & bomus. She's been given a tangibe persomakily and the way in whisd the plaoyer oo
szl antral Ber realiy cnables bWm or her o beoome more fmeolved = (BRADEEY E997h, 155,

Pl |_s=n's popularisy cannoi be explained with bec bodily feafures abone, Une af the reasons why she
Fiissctmaiies 50 many poople |5 that she b not real b anly exists m viroad nelsy - oo phaned
realm with seemingly infimile pussibilites. She is aoe of i firs consganer animated characiers
vulsile of Tilms [such o3 Toy Swory) and she has been given o complebe 'real e persenaling, By
kettEng her give mlendows, prizfing sstiprsd cands Tor the fons and hiring o real life budy-doable 10
represenl Laga @ different aocassons (such ns camguier firs), Ebdos has been guick and thieough in
comply with the fare” desine 1o make Lors as resl 3 posaible.

B Larn is s e first virtual star. Alnsces) exoctly ol the shene e ag te: first Tomsh Ruider wos
rulomsed, e virtal dod Kvoko Dabe {pronosanced DA bey, fiz. 9 & 10) relemsed n ingle wnd @
video in dgpan. The Japamena: congpany G graphis and medio desiygn and animution Visdal Bcienco
Latworanary %4500 ared the wlent agercy Horil'ro, oec of the bipgest star agencics i apan, jointts
oreaivd Kook and developed bis mibe o teen (éol exsctly os they woald have dome wath o rel
persan, Her ainghe immedizsedy hig the bop ten bot hor career s popsinger stagnoted when the recond
L Communications” mndy subd 50000 coples; which sccording wo D, Kenji Yosbida, one of the
Sonnudizrs of V&L, was mainty due o wnoeg marketing {eg marst mocard stomes did mos siock the O,
Koyl abill domniveited te: global medis londscope for o couple of monike and she b dolinisly
woaldwide the first digital popssar of the mussc scene, Bat cvon thoagh her slngls was not as
suceeasiul us the producsss had hoped she sill aohizved huge popularity, especially among ihe
young mabe population of Japan, and by now 5% of the Japancss population meoognise ber.,

Kyoka's hivgmphy is at bast = detailed as Lan's (going 50 B as el ws her lavourtis Bower and
Iteer fiobstec) tind she bersell b ressdered | far more detnil, aempiing o koak as moch 2s posshly
fike = real human 5 Bui. as far s personality is coneemed Eyoko diffes gremly from Lam, Being
sl ten yees younger dhe (8 comstroched precisely o he o teenager. She siidl Fves with her
parcnis, goes 1o school and docs notbdng maone extrondisary tan collect sneakers, She coald
penitally be desendbed as very inme’ and svernge. Her Svouriie snger o Murinh Cancy s her
aspirmion is “io be o private detective (ike ool Americas TV shiwsl, S does nol seem io be
epresented matndy inoverly sexnel tomes bl more as the sweel gid next door. She his soeently
been bought by Micrasofl wha plan i export har to ihe rest of e world b B as ome ouibor in the
Tirman Lam Emwm,l1ijm:ﬂhmm niot ¥t boen granted 80 her in the
‘Westerm hemisphere wivich gy b 00 e the T ifen ber songs ane w0 thin and her bosi is mock
o amall. The worbling evher-iesnie does nod seem o mdiale angible eonticiam, a3 Gar as Weshern
standards are concemmed* [my tmpslaion )

Bt e, i de sdems gendering o' LamComplete Text W O Pics, him| 111
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Bt V5L his reacted and creaied o ssceessor for Kyokos Buseoa ifig 113, e i minesd o an
imnemational audiers aid tkerelione has o faee that is sagposed inhe nedther Asion por America or
Furopeats. She s heautiful, cheeky and sxxy ond o specinl nev foxture = that she is mare
inieracsive R ¥SL President Kato: “Wheoever docs nol lnd Batsena sexy enaugh: shall be able to
canstruet fuer i their own Labe, ™ She his # hand of her name, which alsy festures Peter, o forly year
oéd guitariss amd wn alien, WEL conssders this $ be il rlght muisiore 1o atmact beenages. They were
diie 1 relense & singhe and o video towards dhe end of Last year bul cither that never bappend or il
was mod u iy inlermational success. {bttpsesaddoutsche de'wissenschafivinusvidud Simp

But virmal personalities are ool o Jnpanese phenonuenos alone. (ne German TV cianned his
tntrodisead i so-called WebFaer (g, 12} 1o guide immemet users throagh thelr wehsse
Titipe e dd die), This waman - whe bas vt i be mived - B apposed o muke & personad caninc
with il user possible: not ey docs she ik omd sing bt she s also sble 10 esct emationally and
answeer questivns conceming the websie comsctly, O dwnioaded she stuys on the user's
comgrrier, praviding el with the newest information wheneyer the azeris onlice and reménding
tim o thir atan of his foveariie TY progomu.

{hipeweanar spicgeLdefneizveclinnsithemefwehEzce himl)

Ciiber examples Inclode AIMEE (Fig. 133 developed by the Germnn sadlwis: tompany Wherie Aol
it wwew viere-art.conth who his heen & VIP guest ot o Chinel pany in Hamburg - talking (o the
wuesss from o hig screen - and wh bosted an evening show an are, & Geemsi-French TV chaneel an
May 12, She is 20, beausiful, mysericas, unreachable and has s will of her ow’, And TYRA (fig
§44, & Wlsck singer, designed by B s company, who & due o sake fer oppeamnce smin
{tpeelctralouspe berliner-morgenposLidehm/clecmrolmonge!snchivthemen! THRUR themen

1 AHEACIE | 6IH0 bl

Thizne i oni male chorooier, E-C7AS (Endo-Cyvhemetic Arificial Sia. fle, 15 & 16), designid by
ihe 1T Ciranup im Srumgan, Cermany, ane of the mosl secessinl mul-medin agencicd in Biope
i v e tpd | 9] 200 17 gl S0 depold Text i), He Bae given nterviews mod released a
03 wigh the beBing 1tk 'are You Real™- E-CY A5 dilfiees from che ather virbsd porsons im thai his
piikers pretend that i he is a ceal vinl person living in the ineomel, His Mograpby sxcplains th 23
siudents hisd been fivited toa compuier Inborsory, il of them with differcnt taloms and lifenyles
Fhese penple represented the kinssledge, culbune and Bfestyle of the wiole genemizon. The braiis ol
thies studets wees then read with pewml szanners, el into o sapercomguier ad sombsoed o a
imets-persomlity’. To everybody's somprise this mein-porsonalily devebiped & comsoouses ol
brepn (s coenmemicote witl its makers. E-CYAS was hom', (hitpefiwowwe-vym de

Bt E-C¥ A% nsain peassn for exislence is not a possibls carger o5 snger. Rother by 18 one ol the
ey developing ‘saftveare agents’, 1 & ihelr pudgnment io bridge the gan heween the consumer
snd the objecis of his desire. By gnining mare and mote informition sbout the user the insetligent
Frmian Inserince’ sllows the agents bo nirndace the wer to information of consemer gomls ke is

frrgpss wrwwvidie dedstudents e nidering e/l arComplete TextWORics. himl 1=
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fikely 1o apprecinle. Thes: digitml ‘ghiests’ would oid the everyday wser t Qid Bis way through the
verwhileniing apparuitics offered by the now iechnologies. They ore abso meant fo mrodoce
neweneneTs t ke et i 1 ohe vinuol workd. The 10 Group created & vinol word sheee
vistlirs cai ereats and construct sheir own vimusd personalitics, which are called Avatas 9 Lising
their virusd bodies they s then nieet other mens that moe ealing, E-CYAS 5 the cemral element in
i st ol by gathering nlinmmation on the iver's Interests he is able wo inbrodues: km S
potenially inbercstbeg otlwer users. (hisp:Svww.inz.deApt! T T2/ 1/l Hotaeald Text himl)

These wirlds are paining mone aid more popularity and Avassrs, thy vistusd repeesenioléon of
Furmans b thee imemmet, are devcloping inso & commen fenure of the imemet and other media. The
threc-dimensional workds where 1he Avniors meel are the et step afier the comenon cha-rooms.
Preophs micet i socialise snd talk. moke ficnds sl sometimes even bold Avator woddings, The sre
using their home-made” vinual bodies, that are siill fiicly coude o tas stage Oweli-kmown comi
iharnesers ar slmple, cildlike devwings oy examglel But ariisis and software desgners alike on:
seeing a big (uiure in the Avarars and virual societis, They lhogpe et & new colivnl space will
develog where new forms of misrcitvity will hecome passshle,

{hirp: aedidiutche, detwissenschafiviruviriuS. him)

S hoth professiomal Avaiars ssch as Lars, Kyoko, ATMEE and E-CYAS sl personal Avaiars
eraaind by mmioreet ssers 10 represent themsebves in the viriul workd, seem to open up a abals new
wireld of oppartunifies - both commencial unl cubural, Amoag this group el virual personalites,
Lars i dolinitely the ane whis is best known anid whe t& the most visible of them. Sometbang ahiut
beer seems bo fuscinabe the publie, and the commercinl industey. 1t would seerm 10 me, thit she offors
fiscinating - i alsa potengislly threatening - now demsary (new techmology, victud reality ) on the:
cmz band while o the oiber himd also affering resssurmnce and stebility, She sesms 1o ascillste
bckweer roindireing. sacisl codes and challenging them, o - on aseihier level - between misdernizan
andd poszmudernizm. 1 beleve that therein lies ber particulur stiteetion. i coder i fonber
ddemnssres what | mean by Shis dubity ahe offers, [will now go on e take o closer ook @ the many
diffenent represcamntions of Lo Crof, and how she dogs ot only Five in the workd of cyber games
I#iif Ty ovvesead e in popular cultere snd eommercializm, befare 1 will then asalvee the
implications of these nepeesentations in more theonsteal detatl,

2. Representations of Lara Crofi

Lara Crolt staried out &5 the main charscter in a compuler ghing but by now s appeurs-imuy
different contexis and in several different media, She stars in munic videos and TV commercials (as
cmumudﬂmulmﬂaamu l_mugﬂfﬂal&lk i Dﬁ:ll;!_iﬂi!i_’dliﬁ. 1haere
will be & motion FE““ ahou her shortly {with @ real human actress], she has o o deouhle™n

Bt e, vil B d e stsdems gendering fara/Lam Complete Text WOfics haml L E-03-0M
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pepresent her in real i, there i o vast pakene of merchandese related g0 her, pictes aid anicles oo
her have mppesnsd bn abmist every major magazrine snd nowspaper and the intemet is swamped with [
wedigiles dedicated o her. hath alTicial wsd unoffizial,

it ki chaer | will mke a look st these diffencos monlfestatons of Lara Croft and iy e i i
rrihe wisibd rocuriog Thases in her representation, &s woll as contradictions and lemems that e
beeen amiitied, Since the hypersexmlrsation of her represemation i a particularly domimes (sl -
and e that is comstanity discessed - | will teke o closer look al the way the subjeci i reated: by
fiamrs, by eritics, i computer game magarings and in other magazines and rewspamens.

Tha asm o this chaer is thenefne 1o demosstrate how somain conventioeal elements (byper-
sexuslisation being the mest clwious) are repesiadly esed n copreseniations ol Lars scross different
oaliurnl diseoursss for the mme purposss.

21 Pletures of Larn Crofi

Laen Ceodl is detinitely lnrgety o visual phenonsenon. Pictores of her ahmsed, both officinl
productices by Eidas and mamny smworks peodsced by fns anid artists These is no article, ne website
o iy oithes maention of ker without 11 being sceompanisd by visuals. The magority of the piciees ane
comyroier renditions, produesd by Fidon. While collecting theso visals foim ihe intemet. muparines
o merchasdise products, | Fund that thiy could be grooped fogeiber in severn] sgbaccting. |
davided ihe alficial Exles pietares inta four groups, the frsl conlaising bneges thoi show Laryin
aetice’ (g 1 7-24% which means thai they ore mostly soenes from the gane rendered in beiter
quality, The sceomd category | created s Larn with weapoes' (1. 25-121, which contains similar
imupes to those of the st catepory bul the focus is on Lam using all dllerc sorts of firearms. The
third colegiry 5 callad Tom posing! (fg. 33425 and berw | pot all the picbares that give the
imgression of being shot in o stidio, in comimst s those ol the fist two catepories which mre more
fermiiksoent af snapskois. The lust categoey contsmne all those piorares of Lara that are purposciulty
and diretly grolic (fig. £3-54), Thess images drmw hesvily on traditsnal entle representations of
wornen, Ta pivee the render on impeession of The diverssy of e fmnges the folkowing pages will
show & scloctson ol el al the egories.

| find sha 1hese imoges peneralby oo Laen in either of three diffeneni 'moods’s appeessveimebve,
checky Flirtatios ar sensual salnerabie. There an: very fow piclures slowing ber happy and none
wihere she is smd, pensive or b, These represeniiions seem o reduce her s cithes te fough
hieroing acting o bir com, coment wish hersell, orthe self-<comssious womnn showing berself o an
sndience presumed o be mabe. samitinies ipviling the e, sometimes senmgly oblivioes abit. |
presme it s for thess reasans thas [ 2 female reoder amd vicwer el as 1T | wes introding inie g
wirld meot meeant for me. Meone of the {meges of t=xts | encountered spemed 1 be daneeted towads
hetemossrunl wormen ] but afwass townrds o male audicmes,

b e, wific dedsivdemadiender| g/ or | armComplete Texd W OTics himl NEES
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2.3 The Baok and the Magnzine

That produts centersd arvend Lira ore binsed owards o male audisnee beoomes panicularly clear in
boify Demglas Couplond's Lare's Foeaok { 194, fig. 35) and the Germon Lam Croli Mogazm (159, G
561, which ol apgesared in Giress Beitain, France and Jopon and i poblbished by Eidos |stemoiive
Ciemmmany .

The bock cover of Lara's Book for exompbe mylies the powential reader 1o “get o know the neal Lo
Cralt - n fearbes, jough, wnd comgplesly loveabbe femoe fnle™jempthasis mins) mmd e autlbor
“quns bis keen eve o he workds Jove alTaie with pop cubre icon Lo Croliyemphasis mice). The
berk - which bas magaeine formal - coosisis moindy of high ploss image: wit short teaes in-
beiween. One gets the overad] imprssion that e author is shazieg his b for Lem Croft, ssuming
thal i rewder feels ihe snee woy nhout her (and thereby assuamicg the rader fs ke o helerasexunl
male’s: “Lamn hums lef ber nsack of 5o many people. [1is a5 sof as lnughder. As insistont as @ buller
hirle, As reengnizahle s her perfocy smile. When © think of her, i1 psome this just & siogle imoge
filking ey mand. s her pociry nomotion" [CCHIPLAND 1998, 38).

Similarty, the Lara Crofi Magazin is wimed a) g mabe sidsece thal shares an enplic fascinntion for
Lara. The cover lipics e Erotielsm - Unknown Faosts of the Super Star’, Uncovering the My’
anid “The New Pleasures? of Digital Tens. The cover mige was created especially. for the magisng
iind x reninsscent of high gloss erole photogragty. The magarinoe fotends evers] Dl pogpe pictunes
of Lors which cloarky draw oo irsdilons] cndic Inagery, Emphasis seems 1o have been pleced on 1he
wmage of e subnerable, sertied fepnale. One Tmoge {fig. 5T} copbes the Guroos Black and whiie
phutcgraph wiich Lewis Morley wok of Clristlee Keelerd (fig. 581 in 1965, Bexides these pectunes
ihe magazing slsn oifers its renders & double pape Fold-s {lig, 47) whick shosws Lam lysg on ber
sitfie, wearing o Ui black deess; and even o clnssic cenirelold (fig. 48) showing Laea lveng ona
b, weanmg oaly biking pums bot covermg hor nzasis wiitl hes arm,

Cenalidering the vy he mnipes and the magozine e constnactal | oot (el i pasticalorly
surprising to Find thet one of te relaibvely few pdsim the magazined is for the men's magasine
Plasiay (L 39 imitating the wire frome whach is weal s constmect Lam and stating that *[he real
thing is not ko bad either' (LM, |59, 57),

Besides teese erotic images nmd the above mestiooed articles, tlie magazing contnins a kol of
mbiarmation om Eidos, Core aisd the developmens of Lem: an orticle on artifcsal inbcdligenee; repans
o the diferent comiexis Lamn hos appoaced te; infiematson o websiies ete. One other imeresting s
al piviurss shsw Lara drsssed i clothes that famous coutsriers designed especally for ber (g, 600-
RN
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2.3 The Inicrmet

Ihe intemmet is probably the best place to Took for anything related so Lam Croft and Tomb Raider,
Sgamch engines N about S000 siies nekating b the key wonls 'Lora Crof?. Both officis] and
unioflicial sites usually have infarmation an the game., such i gamepluy strabogies, hidden eones,
detriled maps et ; and an Lora herself The sites are fid] of graphics. artwosk and seseenshots of
Larr aned oflen all the newest lommasion md gossp, Furbenmare same stis huve chatroons where
Ko meet 1o disetss amvihing relasod (o Lacs of Tomb Reider. Must of the fe’ wehsites also contiin
amwark and stories praduced by the fins themsbore

Thae fiklwings shses are some of the most popalar of the many Lars Ceofl based wehsises:

The Cralk Tl (itp:www.climesnety: This vioml newspaper 5 updatcd evers week and
poninies everything from news 1 poasip, rom pictees b afworks, fam gamestra g 3 10
churtesnntes, From background informaticn 1o Hnks i othes Sies.

Lama’s Portal Page? {hiop:wwow. gidos.co.ukanhiml ) This. sart page keads s the dilTerent official
weekriteg und inefudes all the olTicial information oo menchandise, deenn versions, fan clubs i
hackgrannd imfomation

#*Yiglons of Lar Crolf (hepVnetwork.ctimes.neitvoler); Thss sie comanins cuer TR visuss -
ariwnrks, seresshats, graphics oreabed by Tans and gholographs of Lar medets. [also includes &
listing of all the places L hos appeared in s far (cons, TV ods, videas, booke. cte),

The artworks cresed hy funs cover @ broad range of images. There are druwings | froen dhiliflike =
yuisz saphisticated ), paintngs and compuier penerated pieees. The subgect maticr i&: ik |y @0 ibat
shwvwn |m the offscial pichanzs: Lara in sction with her weapans aniior Lars in some sort of
sesumlised situmtion, The smoud of Gin artwesk @ huge and § have selected just 2 fow o give o
wenigral {ipression (fig. §6-T4),

Theew are s amwarks tha depict Lars in the pade b it would seem thin mast {ans disence
hemsebves from thes: Kinids of represenation and mos sivs carry he logn Nude Raider Free”. |
hased suen: srouble fisding oy pictures showmg Lom maked (which were ol oo soime pay -to-look s
whies ) and could omly fiod s (g T5 & Té) witich and o aisateusish that 1 akmost lind e
st 1t scemns that most fams woubd agree with ane authar in the LCM that Lar is caly m full
aplendour when she is geaniily dressed insiead of nakal Alee rue ensicism noeds th slement af the
comceatad { LOM, 109, 600 i

h.l:!.'|:|:|'."-'fl.'«"|-'«-.klfuhﬁm&m‘g.ﬂltﬁ:m'lm'wnmkauLWDfi|.=|J:||.l1|| 11114
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e st (B nevaork climes.petLiCS ) which has bed s coniroversics aisong the fans fan or
hlmspheny 71 is o pallery of pretures showisyg Lam in Tewher, boand and gagged anl in ot
pustions reminiscent of sdommochisen, Afier having ned the description of the sie snd the
iimtrrdmctory page —m wiiel the designer of the pags repesiedly warns vicwers that they might
piresehly fled s imapes offensive - | was quite surprised o find fasrdy mme pactures in this
pllery, mast of e official Eidos images, sormw rembsiscen of soft parnograply (R 77 & fig. 78
und ool 1Bres pictures which show her in sado-oasochasis g, Two of these images - the ones
with Lnra chained tothe wall ¢fig. 79 & B1) - are sciuilly tken from other compuler games whern
the plaver finds Lo thos captuced during his cwn adveniure, The: thinl picture (fig, §17 shiws Lom
in lemther, wearing high-beeled over-fnoe boots mnid holdiog o whip. The sagpesiive titie ol the
image is "Wanna My T |

2.4 Druwings of Lara Ceaft

Im dhe compuier rn.paﬂl_h! F«EFE{_EinI.:r 1997} | alan finesd somee drawings of Lar beswle the
Standand eomputer genersted imagus (G, &7 & $33 1 find that gven though sbe still has that
impassible fgure, she 10oks much more like an scunl fighter oc adventaner. She i3 masscular, hes big
etroeg hawds amd dees not give thic ispression thet she just el the beauty salon & chove her prelures
fakizn. Pemsonally, 1 fled that these images bist correspand g Lar as she 32 ropresciited @0 the game.
e rmsgges renlly do seem to sarry the mesage of nostrong, independent woman who docs n
pansder o usysing asd wha is depicied Sar hor own sk, il maardes ko hove same veser locke 1 hier.

I has alss appesred {8 comic book. Michael Tamer ereaed the hugely sucocsfisl “Wichhlade?
comies in 195, They fenhere o Mew Yok cop, Sar Peasin whis o - e Larn < sexy omd dangeninis.
Sk fighis for justice and ceries the supematunl weapon witchhlade. Tumer cresied reo coenics in
which Sara ani Lam joimily salve o crminl mystery (TURKER 19998, b, fig. 84), The bwo womim
tre ayain nepreseribied in the alrendy well-kaown tesdicin of combining sexiness wih fighting power.
butifal Bodics with doadly weagans, Ariificiab sitmiions are erewed whene ihey can be shown in
evening dresses oe boihing suits (situnticms bl are not vital o the plot {fig. §5-87),

At Froen the conventianal representation of Lara 1 fosnd two sew sides i ber chamiter in the
gz, The fired is to see hor working with & permes and b sec ber have & fhend. In 2l other
irminnces 5o B s 1 depicied us the lonely woll thal does pot hove sy stinchments 1 gther people.
The secomd striking Feuture is that this eomsie is the finst ever bo e mendion men in refation @
Larn: ke bebls the sary of how she had boen on s mision with o mle colleags who died during the
#rip Mot ainky is this the Frst Gme that she has had amy conisct with males but i the eod of the core:
she also reliees an the boss, om the fact ol ber lonellness and an ihe idea of having somenne special
in venur life
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15 Merchamilise

[ue to Lar's eronmiss popidarisy and her huge pimber of funs there is quite an impsessive amay of
mrelaniise aviilable. The products sange from the conventional ‘T-Shin, 10 mousemats, caladers.
weztches and elocks, sianses, & deck of cands, stckers, posiers, wallets, bathing robes, e, One of ihe
rasl sl fiems seem i be the Larn siniues (fig. B8 & 590 Mo are betazen G anid 70 fhes wall
and show Lara in action - fghting sharks, lgees, yets, riding o motorcyche or pst shopting ol some

I ENEmY.

e webage | ol found o nudi Lara sustue kit which shows Lam with her clothes hall som
gy (Fig. ). A not s offend peaple, the striue wirs depicied with black hars Govering ber genitals
el ey hrensts. Costrary bo b sabiics showns beloee, this oo i noban officially appeoved fipsiarime:
Fit g with other s of represeniation, produsis showieg Lam naked are rere agsin. Here as
eluewhiene, sounty dress amil scxy posss mre prefermad over simple mudicy.

The mesclandise in geneml takes up temibier imopes and uses thim on T-shirts, mesemats and oll
the ather products. Wit | lind imienesting i lhe chiice of products aed the chaice ol insges wel,
Wist oof thie images used are Troii She "Xy |am® cstegony raler thisn from the one "Lar m st
The highly wewmslised plotures seem o be considered the beiter bet when trving s sclf sameshing.
Trais i shie mnusermats an s ol only show Lom in @ seosus] positicn b fosther colancs he
praiic cumprnint v adding segpestive romarks, such as 'Can vau handie 57 (g 91) asd Valy in
sor dreams, boy' {fig. 927,

Thie caleniir on 0d8zr is o typacal exampls of the genre ‘ralenders ol beautalul winmen’™ the sams
semi-maked. crotic imagery that we slready know sl - T Lem and from ether women that e
pomshierid (o be sexy. [ is the same with ihie T-shists, the deck of cisds {the heckside showing Lars
Iying, e red st wessmg o hlick svening dress] and the posters. Erolic represation defimitely
ool the mise actson-urienio] soes

i besidis (e mmnpes used 1 fousd it nieressing o lock at what kind of products were chosen. Mosi
of these merchandis: prodiscts seze 1o gimed =t o male consumer, The moassmots witk the
stippestive nemarks speak for themsetves, card gumes « particulurly poker - are & sraditionally very
male pastime, the T-shirik and the hathrbe e vedy wvadlahle in sizes M1 end XL, the ealender
pecalls the trpical pineun girl calenders afien fomd i all-male evinmsens,

it wenialif sewm b e tha e merchandise ndustry @ iryang o eoter o the tmbe of e ‘wctsin-
himsing-fi - whe [Bes Lamn for hor advenbanns noture and wha cither gnores her bady (like most
heters female G or sees it s o nice bonus - and 1ol G thet is mainly atirected by Lan's bodily
merils b the same time. Bul in my opinken the fan interested in the erotle side of Lam is cozsidered
trs b in the magority ad mis merchandise is aimod ol him, And whereas there o merchand s
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atrmesd salely al men and merchandise aimed of boil make and female fans, there i3 e prodact that is
specifically poared owards wiemes, giving thern insome wiy e eppomuniny o dentify with 3
sirong, conpens and independent womsn, As I other Tomms of represenbakion, images of Lara an
gither aimed dirgily owasds men, mviting their gare asd (Hriimg with them, ar she is seen s ih
permom in nction, unmware tkshe f=oked @, There s no imagers inviling & woman's goee or
trying &0 eatnbizh g besd beiveeen Lam anml o female viewer. Must represemadions seém 10
compietely ignone women as polenbisl viewors.

Al s agabn comradicts Fidos' cluim thi s 5 & game Tor woenen snd that they believe i i
uitrnets o lrpe numsber of Semale fans. Their merchandis: and - as [ will demoestraie shoetly - thidr
paskting smategies holic their words and mike dhear which audiceee the pame 5 maimly pimed ol

Lh Adverimmenis

by s firss et | will Jook at adverimments for the Tomb Roider pames amd af macketing smtegies af
Fidos. In the socemd past ol il seeion | will then go on bo onelyss sene adverising compaigns fof
eem-Tomb Raider products i whi:ls Larn pliys the cemml role.

The G

fin the UK Eisdas starbed the so-called “sashwoom cumpaign’ when the second Tomb Rasder was
pebeased I winter 1967, Fictures of Ly wone phaced [ the (enss ioilels i bars ol pefiss all e
Gieeat Mritain (BRADLEY 1997, 143 Another clar mdication fhs the mabe market is defimiely the
e Toomby Raides nmil Larn Crofi are smmed sl A m#hs cossumer is certninky he et of the German
camypstigs thal peeompanied the relesse of Tomb Rader 11 as well: litsge: prsters showed Lars, battmng
fier bashes and welling the viewer: Vou can move me brio 200 diferee) positions, Try that with your
girlfriend! (LCM 149, |10, my translation). Not ondy does ths natif completely bznore any
piriential female huyers bub il i alas blstsnily soomfised and offorsive,

e sntimied nd on the intemet for Tomb Rasder 11 demonsérates agnin the strmegy 1o sell sex and
ndveniure together. The ansmmlon shows six diffenens paneds, The first shoves Larn with fao guns,
st B e the question "What meore dos vou wunt¥, The followisg pictures offer answers W hat
uestine: Wane bocativns, "Mave special effocts’. Mare sction’, Mo weaposs'. Thess foor pancls-
&l sluvw |Lore smehow in octice and ey eniphesss the quolisy of the pome play, The last poeel
then ndds the meccrssan amaimt of sex, showing Lam's broasts sgpuesaed info 2 tiny shir,
miggestively asking, "Moee T (R 930

Similardy, il megazine ad fr Tomb Roider 01 (G %4 again mines sexiness. beauty s wiposs,
shuwing §.ama wearing o black evening dicss with a slit atmoss o the hip, bolding 4 gun im sach band,

hﬂ]u';m.\ihdu'nmwmhﬁﬂmimhmﬂ | L=
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She seems b b walking on a carpet of red roses, This limsge peminds me of TV bensnes of the
1971k - Fike Charlie's Angels - whe wene long-heired. sexy, curried wespons bit did not seem ‘readly”
ihreabermmg | in the emd they usmally had o be rescued by 3 man afler all).

Cine of the marketing Kl developed by Eidos in order f contimug wesedl Toeb Raider I alier
Tisizdty Halder 111 bad been relesssd. is the spacial edition offer. Besides the ganse i ieszbudes ibrce
wemiall posaces, @ T-shirl. o sticker - ull of these lealone the prctines wilh Lam wearing the desgznor
lighes, adding the adjectives 'lethal’, Toabed’ and ‘irresisinhle’ - o deck of cands s & minsamne {see
fig. 513

I fiprd seveml TV adveriismenss far Tonsh Raider gnmes, ooe Clerman, the others from she LS. Lo
inberesting Lo s how they differ. In the German ad for §omb Raider I, the focus 1 asdoly on Lars,
she appears for o press confirence {Thg, 931 nnd is bambanled with guestons such i, 'ls i e tha
yois [ thee dugger, ‘Are there Yetis in ChiniT, Are you ever nwntally afraid?. She unswers all
guestions with yes. oo o nsyhe and seems 10 be riher bemusead By the publicity she is getting. Only
e et qquesition, s archeeclony poat o pastime for v, does she give o mane eloguel ansser,
simting thet Really, this 3 all just & game s me.'. The o seems soocsier o ihe B desire o see
e ol Lagn, 1 pwetend that she is real amd g G ol rare obous her.

In o lseresting seene she is asked 'Does e adveniee keep vou bn o™, ond mstesd of ber faee
we see ber lower lomsor{ Tz, 96 mnd thesy her bega. | am nat entinedy surc what e maks of ihis bt it
s s w make clesr thet she is complewely al the merey of the camers ad thad ey can ook’ -
nnd iBserelione the viewss can look - wherever they plese without Lara Baving any nflusnee an it
She: |s the ohject vwe liok upin and she s - 3l less precisely in this sitmtion - co nfleenee on how
we lonck i Haer or whene we ook, She is ander twe conbnod of the viswer {vin the cememmas),

I the thres Amesican advertisments for Tomb Baader 11 the emphasis & mone on the gene sl The
First vewe sanets by sherwing an empty baskethall court, then the test Tamb Raider (1" and ‘Lam Oroll
s superimposed, [ then goss an b shw seversl seiian senes-of the game (g, %75 adding fast
patoeed miusie. Then thie et "Where the bays ane' |s supommposad il 983 2o the empty baskethall
oiun i shoan again,

Thie second one is sroctured identically exgem the we sse n bored sripper ifig. 99 insicsd of the
Faskuihall courl. then tlie smine s bt different sction seoes, The thinl id sens direaly with e
ativn soenes and ends by showieg mn emmply et boalel with urinals.

All thiee TV s impdy that men hove stoppad doing wiat thcy nonmally do aed s icsivad playisg
Tiwwh Rpider, They are nol where they used o be {sparts fizlds, sitpper hars and the feilel), inaead
they Bave now joined Larn in her advemures. By linking the game 10 sach sisreotypically male
pastimes and by the direcily mesaloaing oy, phuing tee gome is consmechod as @ ey s
vcuption, The ad foohvicusly nimed at men, o 81 soime
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The ather American mdvertisment - for Tomb Reider T - foceses more o the geme instead on ils
protaganist as well 1 makes we ol the idea that e plasers kleniify sl Lo Here ihe viewer wees
tha: world theough Lara's eyee She enters o hig boratary, being greeied e "Crofl She s then
intrarduved i ber new adveniture, being ol whete abg will go pnd the she sl receive some new
Yoww, sach s @ rocka louncher, ‘o pird's best frend (A, 1000, She i ok (bl she i bom wadchad
anif that her woek 28 very impresaive, darmg whicl time we see scenes i the game on oo conspuier
sereen. Lastly she is saown the new saifiis she will be gefting lor Ber new pdvenbanzs, shawn I
three modeds on o cetwalk aml sddimg he ey wouch of ertlelam (g, 1015, Crerall the while
ad i reminiscent of James Bond: the way she is oddressed as "Crodl’, the pew podgets dh s beang
aliran, e professr in o white coat widh o English accent showing her arvamd. She is Finked to
advenime, oction, exalic places aml Empressive weapans. Amd whireas Bond alwoys paalal somen
i ekl e imes 1 this cockadl designaging success, Lam can taie core of tat herelf, particalardy
with the new ouifits desigmed for ber.

In peneil | ihink oo be seid that oo single sdvertising or marketing sirmicey focuses sdely o the
pome and its chamotenistics, or p=one nevecwer puls i

T puxten i e eibiecaty ravend sty Wil tiw FEDOAS s man sed m Lame, They kaow thal e
oyt msdipncs will lakeh oain @ giel mshorl et pd @ ongsiog moee mpadly e ary mages of
armogrberss 30 av iegleal probdom soteing,

BRADLEY |¥97e 13

{iher conspamies quickly reafised b potentiol of Lars's uppeal as well. Las (s widely recognisad.
even anng poople vl have to coniaet with compiiter ganes, and hes populonty - parisoalary
amang mades - is very high. She is beaulifisl sl sexy, 2o min like 0 wmch her; s 5 independens
e tpig-militded s people are kely t trust her judgement conceming the products sheisa
symapathitic figure aml her vicisilay onpiosises e compmic's wp-wo-<lee techealogy and s
farwepl-linsking philosophy. | find that these glemenss beoome pertioularly clesr in the Freech serbes
of TW advertismrms for the car compiny Sl

B

in e firsd commuersial, Lars o contemmally elaged, firs by 5 ivenmmosswns rex, then by oo men on
eerinrovehes dfig, 102} and fimally by o belicopier. Is ench situstion she chooses o var fmom i Sieal
sange and thereby mannges o escape, [0 ihe Ins scene she sees o group of gomd-lpoking surfers
wrwing 1o hiteh o ride | g 103}, Quickly sxchanging the small cor she has boos drivisg or & lege
{mrmifiy car, she gives them a KE g, 10497, The makn emphasis of this commercial @ o adventure,
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actbon and risk, Lars is the songh womaon, able o besdle sdverse ssunibons, o ihis cese with the
prticuter belp ol the cars by Seal. Chly the last scene makes a reference to Lara's slirsciveness and
pives the - male - viewer the chanoe to envy Uhe grop ol surfers

The second comnmetcial = simmilar v s Lo s on dhe nen aguin. driving a cor lkmeegh the mowy
alps, Tidlowesd By the had guys on mowmobibes, shooging at ber (. 1051 Whike the car monages
thee mbvizrae condilions perfaeiy, e parsuers have neore problems In the end Lam amves a1 8 linle
memminin coisge. and we see thee men silling m the ek ol the i, wesring nething but their
bosierahiosrs, freczing (fig. 1080, Leaning ngains ihe weall of the cotiags are tluee surlhossd { e
10T}, =0 | presume they e supposcd f ke ibwee of ihe surfers she hod picked upin the presious
cotmmneninl. The scepe ¢nds with Lars offering shem the obligatory cup al e

The thied comemincial mskcs & sironger reference io the game il v see Lo Iz i bBeme e
e mansinn, beemise @ ployer has pui i the Tisb Babder C0 sl the gnme i loading. In order
jried Do st erornigh, Laira agnin wses & Sewt, In the bus mommi, she juisge ingo the g, ready for
actinn. Bul the erotic element is nol completely il o i the ficst scene she walks onto the beach,
srrving anorkeling gear nnd weasing o hikini - iber she mealises the time ami rshes of,

En the newiesl commmen:lal the Baeas s solely on Lom's erotic side. Agam we oo her pamang out of
ke se=n, venlkizg 1owrels the hench, weasimg @ hikml nil seducisvely swyisg ber hips (fig. 108
Theer wee e & mbddle-aged man with glasses, sanhet and 2 heer belly wha popes i het, Following
bt e we look m Lora again coming tewinds us We sec the man again who is now petiimg very
Becrt ol wery. ped - even his ice-cremm melis away (figs 109, Apain we folkow his gaze, this time
frcusing complerely on Lang's bady, cutfing ber off ot ihe peck and the middés of the thighs (fig.
11411, Sesing the man's face sgain, he has become brighs red and smoloe 5 comang o af’ his sars | fig
1113, Thi cameru positicn then Shifis, s tha i 3 hehind Larn, slighify i the mghi ond slhpghly
beliv. We waech Lam walk towards the man, mising her harpoon - die o the posizion of the
camer, wo hive Lara's botton is (all view, af tiness Glling oot half the screen (G [12) See miskics
him et i the Sest right hebind him, paethies te airconditon Basios and lecks the door,
trismphantly lennbsg agaisst the car, the main timidly keocking npminst the window [Fg. 113 We
are then indnrmed that all Seats are new wvallable sath ulrsndivoning ad tkat they ‘eool men
duine, Ui the laat geene the man i writing '] O Lo’ oo dhe sicamsd up rear windew, The whale
comenercinl bas o seductive messical score added o jLsimalor w0 sinpper song..

| fimd this coanmeercial panicularly inieresting hecause Lam i agzain qreurly seximised bui the viewer
is forced to identafy with the gaping man - sisee he ig doing precizely the some ilkmg. And this mun
{8 ned atmgetive of In any wuy o dessmble persan o identfy withe He oo wling e e 15 helplessiy
lucked into & cor. L is incomplets ganteal of the sivastion. She does pot hesiitste once, she dues
ni et angry, she jus does what seeds to be dune in o matier-ol-8ct style with o o of humour
Sher szeins fo e o omesed e angry of s peictbon end seems o be saving, "well. thal's jius
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swwary ot e, 11 i this represetitation of male sexuabity thet | find most critical in this eesmmercizl
The pogler mrvils of the ever-willing male i apnin perpeluated alosg wills the belief ikt all mew
invarksbdy snd uncontrodlably neses o o woman like Lars. The man's neactivn i ‘natural’ it & not his
Finls md e wornlid gt b hle b do oy Using obosst it even i be santed fo, Womes have o be

witly in ocder so bandle men o it is cheir job w (ind woys of dealmp. with these patmml male
instingle o pespoisibility is poton the men's shoulders. This popular comstouctson of trehe sexusdity
fa Nimited and reductive ani remforoes temleneses o explain male fand femsles behasiour in ferer ol
bacdnpicul cesentinlism,

Bl Station

Attt cmnary using Lant 5 Phay Sation 1 Soss seem father obrviows thal they use ihe
peotagonist af o of the best selling Mlay Sulkn games wa stvocate therr products. The ad 1 for
sewers] gomes which are %0 hiis and wiich are on sak (nchuding Tonsdh Raidery. A fasher wukes up
Fiis sam, and esciiedly tedls bin aboan (s, The soe is miher irritaied beessse, 25 he sinles, b o

mnt even have a Play Statson, The fother rshos off, fights his way through the emwd af people |
then spols Lars, sitting at & desk with Tomb Raider CDon it looking rether borod. The Esher jurmgs
the erowed burrber which keeps the fars o bay, Fushes 1o her side md takes o phosograph of hemself
hurkliig Lasn, wha B locking ruiber Ieritnted and unoeaed (i1, 1147, In the Bt o we see the som
holding (ks pictee asking his dreamily distant father, i ks mother ks abisa this, geiting e
ahiort il irimed answer "Who?

L is poritmved here os b good-looking, extremely seay wiilian who drives men misl, lests theewn
o disregard rubes aned provicus betavioue (| suppass the smodid not b g pluysaation heconse his
il worlil mot bary himn ong) and makes them act on instinel. Interestingly enogh, s & not
pleased b have all these men lyimg @ her feel, bt secms i e aeoopting 71 - (e o bess - pard ol
her nine,

Iirigitie

Lark shows a very diffenent side of herself in o TV spol for tee Genman wonsen's msgazine Hrigines
Teee il stnrts conventsonnlly with Lara shiting ul someone snd pursisng ihem. Bon thes sho spods o
wedding dress in o shep winidow, slops and sdmires i, forgenting her parsuit (fig, 115). As the LCM
stuies, this shovws thn Sefore 2l el Lars 1@ o woman' { 199, 117, S demansirates thal even
ihiigh el 5 o touh woitan, s cun be feninine - beve romantie - os well. W arc again resssumod
that wermen are essentinlly ferminine, no mamer what per mmpressson might be. Even an independent
fhghter like Lam ks the same dresmes mnd desires deep ieside feg gerting marmiod) op every other

WERTITLLN,
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Fucezauly

itecemly Larm hos become even mer i Josi’ the star ol TV gpots, The salt drink compuny
luscowade mude her heir official husiness spokesporson, S stars in o ghobal TV s which fums
pousslblle sceme of the gome io o wmall film: Lar is feeing Trom » pack of bloodboumds through se
ariient main, Shie Tis mn ot of smmestion ond g o siop her flight because she lus reached o
leidge with & seemingly bottambess drap. Facing the soowling degs she bends dovwn and rusches i
her beckpck, As b the pume we an: then showsn the range of isems she can gzlei frane & chocolabe
Bar, & sofi drink and of course Luceande, which she subsequenify chooses. After st b finished the
crtilyr, s Ibivws the daps - o the viewsrs - o kiss [Fig. FU&hand jumps off he ledge. The dogs
fihow mnd Bl i the battomless it Lasn has incked the dogs ns she bas mansgad o somerszah
sined g aan 10 & garpoyle. She ihon vaalts up agein (Gg. 11T and Bolds the (fe-svieg botlle of
Lucoende ingo (bt Claem,

in this sl i i comstructed a8 the derermined Fghber who b8 phoaleslly finand does pol pive
even in seermingly despemie siuntions, She {s elever, In control =nd able (o make e right decisions
(il eradigicnally more mabe anrbies) b e e sume fime she B chamng (e blew ki il wers
altmclive

i Lupazadi's wehsine chpotvwvew ucomde com | e ser can akso load down pretures of Lam or
senid Uivese imnges = inkernet posteands. The chaice af images 15 interesting in tha mest
represeniatang ape more an ke emlic side and ruly actinn and advemture artented |neges, hal camy
AN BgEressive message ore bt out.

Losrking avabl the TV advertzmetits with Lam, | find i interesting 1 note thal she is msually mol
curTyEng o wrapsn, cxiept when scousd sequencs of the pame 2re shoom 2nd when e &5 holding the
Tarpeon in o of the Sem comsmercials, Copsidering tho all other represenations we have seon 50
fiar plave greal engtsis on her earmying weapons o ssing them. § fnd ber ek of irme sriking.

S 5 sl portraved s the ough fighter and the indepesdent, sel{-confident woman, but it wiakd
swem that she |9 comsidersd (o be lews stiractive lor podentinl consumers of the sdvenised good il she
B heavily armed. 1 sapposed she might be perceived oo much of 8 theeat, making it men: difficil
for ke viewet o ke e - and theneby e grcdiet - the object of b desire,

17 Widen

Lura Cralt not only appears in TV adveriisemenis, sl gl sars in o masic vides Thesong Em
Schwein namens Minmner [A Pig Called Men| by the Genman punk rock band 'Die Arce’ (G 118
s pelessaed on b April 1998 and bocame o niiaber one: bl within three weeks, staying there for twwe
enonife. The wong satirizes il popalsr sotion thi te only thing men win s sex - end (bl all ke
fime oo Lyries, App. A& B
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fri thse viden, we see the band plaving m s old warehsose unil all of = sudden. Laras hilds o pissol
nexl bo the loadsingers ead, The thres members of the band fle, mannge te get theic oan weapon
il B assions baitle beiwesn them and Lacs ensnes.

Wihin | Tonmd particislerty inferesiing aboul the vides wis the Tuc that aefther of the e piale
eremhers af the band ané dumbsnek by Lora's figere, Rather, they suickly realise thai she pases a
vl thireat (g, 119 and ske ber — as o Gphter - seriously, She does receive guile o ot ol seris
Kicko and pumches (fig. 1200 - bl mose o dhe ime sho outwils ber male opponenis: I shee 15 kmocked
1 e geossndd she is quick o be up agan and s 55 always unbarmed.

Im ihe end Lara swing by using her wite. Surmoundsd by all iheee men (g 120 ) she shoots down &
huge grifle, end whilie she quickly jumsps bo the side, 8 covers her three sdversanes.

B i ke video e ensphasis & puf on Lars's fghlig abilities, her coumpe, her wit and ey
determinagion. Fer popresentuiion bs nol overdy sexualisad. the producens ol the vides coudd hove
choseny giher cnmers angles or shols, shiiditg ofT mare ol Lare's bady, Sho is e wanner in all
aspects (fig. 1221, whensas the men are constructed more & linssste, rxing w0 be ool and machodike,
fruit finiling uiteeky, = they are clearly sver-tonfident, T They like 1o show olf bot insead of
mgmessng any ofe e mither make fooks of themseives. Inone seene the |leadsinger and the
basspldaver shoot ol Lara {rom @ very shon distance. They try o look ke cold killees (fg. 123 bul
i iznags & shamered when the viewer roafines Bt tley do son manage 1o bit Lars end (bal she his
gk i 0 turm around and walk sway, I s liter seene the leadsinger wasts g aliack Larawith o
chackoak bus shows of T his ahilfy s bwind i around unit] L begomes impaoiient snd shoots 6 oul of
s haanil.

Larn ol be seen here as the ‘mew kind of woman' who does noi occept macka-likie by and
silly wwiggering i e and who scts on her dislike, letting de men kiow whas she thinks of them -
#d nat in o porticulardy mice and feminine wiy, Bt maybe her body @2 feninins enough o that she
wan b alkwed o bebave in such mn unladydike Gashion!! | will some back o ikis goestion m the nexd
chager

Laara Bead cane: qriber appeamnee in e muosic sime. $he pecrmpanied the Insh pop band 12 on i
‘Popkdar? tour (Bp. 1245 which staricd 2% April 1997 and Insted for eleven monihs. Duning ibe sang
Hidd Be, il Me, Kiss M, Thrild Be Brom ibe Bsimm Forever Soundemck, she oppears an a lige
scrven, pusing bn Front of a lighiblios background smiling covly. then getting il ber motorbike and
drivirg wway, Shordy afizraurds she reappears, this tiee alining a rifle = lesd smger Boeo., The
iy take up the themes ol the sog: love, desine and threal, Lacs iz scsy and desirsble but abo
wery dasperoys mnd quite copable of killing. Bl pan of her saractiveness seems b lbe precisely in
the pussibality of danger amd in the thrent she con pose 10 she 30 choas

Tattpcarenw, vifnde sisdents' peodering Tnra s amplete Text WO ics. himl (R R
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LE The Maevie

There mre frw hand facis concerming the planied movie shout Lara Crofi: Eides hes sold i dghas o
marke 2 fitm of Lars Crofl ind Tomb faider in Pammoant amd the movie B due io be relensed during
ihe sumemer af 2 CLOM LAY, §Ibh s August 1998 Parmnouni stared an advertislog sampaign i
Adnerican cheemss with ihe sbopan "Wh s Lurs Crofi? (g 1233 As far as the acivess poriraying
Lama, the dinetor and the serpl ane coneenned speculmioes zne nunnemg wild, Rumoess e i that
Fhreret Friedman i writing the script and ibat Luc Bissom will be the direcsar { Aklers 1965, 94). The
griestion of the oirss B cvem Jess cless, panes like Jeomifer Lopez, Demi Moo, Sadm Bullock,
Lk Hurley and Asma Micole Smith an: repetedly mentboned { Allers 1959, 94, D 21T, 0o paps.
anit POFO Augims 1998, 485 The producer Lboyal Levin refuses 1o give any comments Sosceming
the lead robe and sxys bt be coukl immging chising & peweonser mnce the most importan aspecl &
that thoe Trns il pevognise Lom (Abbers 1999, B, Sunse umours alae bave B i - afler the sacoess
af films such as *Ante’ and ‘A Bags Lile' - Parnmousd is cossidering o compuicr-animatid (eature
inssed (g menshers xoomcom/Eutch Tobe't. The plot will probshly seell the siooy of Lar's lifo
« inclusfing e lifo-changing plane-crash - and will iben go on to some adventure mcluding the
typircal angient rains, oriefacis., evil opponents, many pueles and lots of heavy fincanms bat Tomb
Baider Bams will oxpoct (g imembers. oom.com/Duich Tobe(),

1.9 The By Duabde

Sivw thee vamual Lars U rofl cannot appear ol firs, oubosgraph sessioos or phosocabls, she his s real-
fife meadel nepeesenting her om (hes: decassons: There have been several offivial Lora modicls, sinve
iy 15508 1 e the English model el MeAndrew (g | 26), before bor 51 owas Lara Welber (fig.
127}, In the beginming Nell MecAndnow vwis pod sllowed (o talk since, as she hereld says, “Lara is
very inieliigent and, in contmst o myself she dves mot hove @ Yorkshine aceent {Ahlers 1999, 9E)
In prder b pei the job os Lace's doubile, Mell bad o hove her breasis enfargel. She recenily gol
wsdressed fior Ployboy Magarine, posing nol as Lacs bul as hersclf, Ba sinee e Playboy cover
shurweed her m Laras dress s hodd the womds “Lars Crofi’ an it, Eidos immedinioly infensesod snd
forced the pobfishers of Playboy po necall the s (ol least & il £TR) 0 tha sny evidence linking
Hell no Lars would be removed (B3 T2 11

T, The G

Srprisingly cnoughe in (e gaise Toml Babder dsell, the represesaation of Lam Uroll is ke

iy persexusdised then in most ather represeniotions. She ceriningy has tbar inspresseve figure bui doe
to tho Gucts that b anples amd planes of ihe winefrans: weed 10 conssnoct her (fig. 1287 ore cleardy
recognitkable, that she is miber ‘pisely’ or Socky”' (fig. 129) - compunal b s lnsges produced {or
b s vi i deswiudentsenidering N Lard cenplete et W/OPKsS himl 1105
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publication - and thai her size on e compuier senzen b uslly only @ couple of cenzineetres (g
131K, hér bady (= mot as siriking here os i is in cther forms of nepossentation, Furthemore, shou
Wi of the tEme the plaoer ondy sies ber frons hedand. She s certainly very sexy from ihas
perapective as well - particularly when she is climbing onio sametlsng or when aedmeming - bl e
whole comtext of the nepresentation reduces the effect wir@hmnm fuichcly starts
ﬁwmlh:me.nihpmHmﬂhnlei.mgkﬂnulﬂdlMlm —— 1

e T L B

B el cerinindy seerm that the prograemmers al Core ploce g.ruunphﬂ.mun I.,a.rl'shuke:.'liﬂm
Tomuh Haider [ was released one of e mem criiciaims was that oaly cosmetic changes hed been
imade - malndy conceming Lom - whersas muy Glis of the arigisal gamo hed been lelt univichead
(MeCALLEY 1997, 29, Besides her booke, the way Lam moves was revnluiionery when the game
firsi appenred and her movemenis have boen made smusther evir simte, while new moses wene
addidid wigh cuch sewued a8 well, Laea can run, jsmp backwanls, foreunds oc sideways or jusd upl
swim. climb, duck, crawl. summerslt sic. “She is the Gt anbfisial gune wioss movements are =
Maidl it fhey come chose 6o it ol a real person and who is 8 the sume tine under soch direet
guatral {10 5100997, no page, my innsdation), This shement of controd | prohably pee of the
artrme s of e Tomb Raider gamess: nod anly can you move vour chamecter around on e s,
i yos can also make hor do thangs, whsesever vou feel |le it ol how ofien i pleases you
Purtlcularly bard maves are furthermere nocompemied by o sodb moean by Lam, whih Bas il awn
appoal fior many playors. Another factor i cenainly that Lo is slways m the fons' disposal, all they
have o il s play the game, Every fan con bave (beie own copy ol this "dresn womas’ s ihelr s
huremse, silting Chme Goumgletely passive ikl ihe oaner deckdes what (o do with her (er rather, whal 1o
matke her dod. The idea thol a fammes pumu'hu}mpmhpublirnmlﬂmﬁlmﬂl PR [l T
vervbady i3 shilting i wisals new dimensions hege,

Locdiing at oli these different forms of represeniation | fimd thal there @ sovenal eanmng clements
Ui (Bang 1 find pasticuladdy ariking s the say i which the images repeniedly cembine danger anil
ghrent with erotscism. Larn is constroctod asd perecived a5 o wantan dea s 1o be ceated with
reapeeed anil who can cersinly beconee dangerous. Beastiful bt desdly swomen have abyays
fascinoied men.

For all we know she might very well still be @ vingin, Unlike a femme latale, who has sesoal
nebationshaps with several men, she pever hus any lovees or relaticaships. T keep the mierest up. she
has 1o appenr 1o be olways svailable (and just st of rach). As oppased o male erocs ke ulina
Jum.wrhm:a Huu.'l.whu nlwarys b seversl women devoted to the, Lam bas s remmin single.
Hﬂnm\:mmnﬂnﬁiilmﬂ.mdmﬁ'iﬂtﬂwimmlmh ritaile Tieroes wnd thedr
succtss with women and ot a women whi might desire them. T believe this s another indication
that Lara is ulsp mainly aimed at men whir are o dosire I-n:-raﬂm al umfn wihi shoubd Tdeniily
'nﬂﬂxr

Hp-:.'."l.wuw.uﬂmwwwlmﬂlﬂmpmunﬂwmium 11 -0
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111 The Hyper-Sexunbisation of Lars Crolt

Lsmi's bvperse puakisniion is prohably the most abyious thense in sl represemtations of her. Sheo oever
wedrs oy clotiing that might hide ber figure (even her winker jackes is tight Giing and in Tomb
Balder 11 he s walking throtgh the snow in ber sheoria) s every opporiumity bs used bo poriray Bt
irs vy thal stews alf ber bodily fessares. The represemintions seem o rely on the anspoken
wssurrgtio ihat nll men woukd imvariabdy nd Lars exsrensety snmenive and complotely imsistibie,
They canvey the convietion that all men ultinsbely renct to women |fe Larm, that this resction is
imvoluntary, beyomd their contral and toially sabeml,

‘Tt this sssumegelon 15 shared by many S beoomies clear msome resctions s an aricle silacking
Larn, which was poblished in b games magazne GameSpot UK: “Ouys like women, and For good
resrsois, dmd they sho ke the way they book, ther image, U soimy, b thal's just the way 11 5 asl
fry s v might we et elunge (= (beip s pumespoloo,uknews’ | 9970 LS hami)

In on intermel sarvey coaduotod by Dr Simon Skerville of ihe University of Brighton Usability
Cirtup, i collabormtion with the GameSpot UK = June |95, gemeplayers were asked obout ibeix
mititudes o an-soreen characters sich as Lam. The question was how people of different ssxes amd
sl eteprtions responded 1o and identifod with Laen, More than 200 people replicd:

Then: wis o slight biss wwards beieg sirscoed s Lam omongst the steaighl men, tere wis p major
s il being miirscted w Lo by the poy somen, e samight women wese mitmced o Las bul
there was ecugh of o grid effect i evidence. and the hisexuals wene phorsmsly splic down ihe
middle, . Mnmy-wnmen were atffended by Larn of mens’ reaction o ber,

Sherville, perssend conml. 200H 1799

Mreswers 60 both il nnticle nod the survey also s that e players of the game are very smware (hat
Lars s net el thi s k3 |dealbsed and thai no normnl woomen cosild b expeced o ook thay v

< doat anpact wormes dn ook like thal. b | do aiminmal ves, when | fes rm tte Tomb Rabde dores |
Whl_mﬂmhhmrm1mlh-ﬁﬂm&ﬁﬁnﬂiﬂﬂum...Iﬂﬂ_tﬂlmﬂﬂ
syme gard thay 1ep'® evae o

s thie AL 1 jawt 0 g, of o i1 mpailde m have Uain anes (e e ol @ a hosdsd whike
climhimy & wall, bl its afl & gatie BT

P e eeeny s of oo Ofympic competiens ool il g mivee 98 [boing shie i go hardsnd =
il Sare thids nol the weerags’ wamam Bl heve's ey poin i o g i o be siade regiliing sk

itz twewew vifiudetsaudents gendering T oraC ompleie Tod WO iml 11904
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e of wreryin, w0 sharadsl the Aemoine be - & claby aiech-Siner wif 2 pemaie comrrol _on Dioind gis
Lrarmispi!

[ R iEespoboo, sklasw LR LME b

Another argument repestedly wsed fo jestily Lom's mnsalisiie ieasuremenis is thol e mi i Bhe
comgiler games hiane exngpemed bodies s wull;

~Firnt, how arvunsie i Buke Woke'om [ig. 1357 with nagand se son? How serumis arc i Choke pay's
BcepE? Dioes amyore exis tze's baill The ST

Wty girliviend b & beB 0T @ i closer assenically o Lo Sn § o i Deke habcen, e Gk gily, o
s b my ol the men depivted o oganes ey Yoo don e o benck of sen (omplaming thal iy
anirroi] Sharaors b larger anm or ched tes thim.

hrp'.\‘w'nw.wnpﬂm.mﬂlmnl‘".hﬂ'

Thet producer of Tamb Eaider, Troy Heron, sypees along the sime s shen psked to comment oo
eritictsm concerming Lars's shape: “1t's no different from o mam walking around fightmg with his
sl odT, s (bl sexist™ (BRADLEY 1997, 253,

T ol argue tha simeply deseribing Lam s sexis, s redecing 2 very comples phencamenan e
prpeubur caschwernd. Ban | woild gizo argue that #is pol the same tilsg whether 2 man or o woman &=
slepicied i an overtly sexunlised mmnner, The staning poicd fiar baoth is wery diffenens ansl b
irsditions that thes: kinds ol representations menge oo of ane g llentical, Men have racely been
e (he ohiect of desire and representations of men that are expficilly amd-selely srooc -and nolm
i comizxl Phi is meadn 1o be erutic like poroogrply - arg smill in member compared fa those ol
B

I wetauldl soes that mssw men enjoy the way Lars kooks and they feel that their prwton is ssirely
paturs] mnd netan be influenced by dheme The possibility Ul Lasn mbght pempetunte o poscntinlly
Emiking view of sevusbily ond women & deciared i Irmelevant because e vigwon comsuines knows
i | i rol poal. B ihe coneept of reabiiy i underguing s dniste changes in challenges. as
argue i kil pan of chapeer three. Irmagics amd medised experiences fsuch as cuisaming & virual
charserer) have o very delinite mfluenes on we porecive oursclvis, ofhes people aad the wodd
aroml

I this chapser 1 have ingroduced the reader 1 the visisl woed of Lem Croft. | hops o bave shown
Tl thoughs she sspears nmany @il frms of represmatice. there are severnl reoeTing themes

huep:wwa vifie defsudentsipendering o Larel senplete Tecd W 0 o himl 1 L=kl
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She is repeasodly constrsted ss highly stiractive, very sensual and @ile sdeperslem woman, 6
ik represenimiicms ber body & everempthasisad, never letiing s forget that Lars is @ woman and
that then: an: bolopienl differences between men and women.

Hoving booked ot Lo im preat detsil, | now go on o smalbvse her —or mulber s reprosostiioss of her
= frcen & e theorstical poini of vicw, 1 will ask whai messings she genemies and what fears and
desizes became appunend In fhe represenintions.

3. Lara Croft and Postmiodernism

I shink | can b prntleulorly vabuskle and informainee to look & e phenesnenon of L Crofl from a
pastmipidern perspective. In his book Pestimodemism Glenn Ward (1997} kdemtifics sovoml toomes
that are charseterisic of pesmdern oppronches. He says (b

thesa thamis ane in do w i sl i sesin o Hve in osr pressat lmes, and hoss: besi io go abosl. deocribing

They mrinpuiss thal sisiety, calivee v lifosiyie s gy i gnilicanty differem Son whal Sey wee d
Farmdned, 1Bty or eves fhimm: Vs iye,

They mie pusoersal with jorin (e dhe doveliy i e W k. (he coesimior sociry ol
infrrmaiio ecenshny

They segien st binde of develrgmmani have s mipied m our endorilanding o mene s
oty e measing, ety @i even ooy,

Ty baim thuai chid sl of el ysis see an foagar wseful and @l mew app arsl mew vocshdors
e o e arented i erder 1o understasd the present.

W hRDy HET 3

Alhrdnuhcmm.:tmdy:r_l-n:lmlm :h:udu:fmﬂra l:thIJI'hHllIIE' typicad for

||u1|u.uhmﬂd:u:lnmuﬂlu1u:lmnlum alhh:l.n.q:h ths whk-mﬂhﬂ H-il: LH'MH'IF-HH!. television
anil the insemuel. By making ber idependans, delermived and soccesful ber crealoes were aio relying
on choracierisiaes that are idicsyneratic ol our lmes,

Shee s chesly nelatead wo iwiss media, consmmer cishiore and informatson echnoogy, She sppears in
seweral of the mass medin - she actually only exksis mihe medie - | she s ssad o odvertise divorse

batp v, iz desindenis gendering o LenCamphete Tex W OP e liom L b=Delud
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products and she is herself a product of information technology and relies on it for her existence.

Furthermore her creation and existence raise questions of meaning, reality and identity. Particularty
these last three paoints will be interesting for analysis, What sort of meanings does Lara generate?
Are these meanings {lexible? What are the particular implications for the meaning of the body? What
questions are raised in relation to reality? Where are the boundaries between real und not real (are
there any?)? What issues around identity are brought up? How does she - as both a phenomenon of
“wirtual reality’ and of mass consumption - influence our subjectivity and our construction of
identity?

3.1 The Question of Identity

In contrast to modernist philosophy, where it is assumed that a person has a stable identity
undemeath the roles one is forced to play in everyday life, and that the struggle is to find it and be
true 1o it, postmodernism assumes no such stable identity (Ward 1997, 107). Opinions diverge as to
whether “the selves achieved under modernity have vanished in the wake of consumerism, mass
culture, and growing bureaucratisation of life™ or if “the stable, unified self has always been an
illusion™ {Ward 1997, 108). The self is not perceived as something that is “substantial, essential or
timeless™ (Ward 1997, 108). Where modemists searched for the true self, postmodernism recognises
and sometimes celebrates “disintegration, fragmented desires. superficiality. and identity as
something vou shop for" (Ward 1997, 108).

These changes, the subsequent culture of 'lifestyle shopping’ and the 'zestheticisation of

life' {Fentherstones's term) are closely linked to social and cultural developments, such as the
immense increase of images and signs in everyday life. In many cases image has become more
important than content, both as far as practical goods to be sold are concerned and in the construction
aof our identities. “People can change their identities more frequently. experiment with them, select
more options from a cultural supermarket with far less commitment than ever before™ (HARRIS in
Ward 1997, 1{49),

The idea of a fluid, everchanging and transitory identity can be liberating and frighlening at the same
time. This conflict is very apparent in our times and it is often reflected in a search for stability and
strueture in a world that is full of multiple meanings. fragmented eéxperiences and a wide range of
possible identities. But not only the dissolving of the modem identity is a sympton of the postmodern
condition, Craig Owens. in his article The Discourse of Others: Feminists and Postmodernism
{1983), identifies another loss which explains the yearning for stability and structare:

a tremendous loss of mastery, ... What has been kost is not primarly a coltural mastery, but an economic,
technical and political one. Far wiwat if not the emergence of Third-World nations, the "revolt of natuere” and

hittp:/ farwowe, vilfu, dedstudents/gendering/lara/LaraComplete TextWOPics. himl 11-09-04
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ithe witmen's mssvsoemet - el mobe voicss ol e congueied - s diallerged e Wesr's desie 1w vwar-
greeter dawauibon mid castml)

Chaima |985, 47

Cranmns nrgues thai the atlempd v recupernie thal koss becomes parioslety sppanent in the visiial onts,
where we fimd “n despermie, ofien hysiencal ottermpt to recover some sense of mastery vin b
sesurmestion of hirenic Jarge-soale casdd pmniing med nwsumenial casi-bmnee soulpdune™ | Cheena
14KS, &TL

Evem thinggh Lagn is m o way depicted in classically modern mediums, | find that shir sdwoovs signs
of this conflict @ well. On the one humd she = delfmetely postmosien. in ber arniiicialice, inher
muilti-medinlity and in ihe woy tlat ber identity is guite lRemlly construeted. "shopped 1ogeiber’.
ini: by all thi Shingss theet v o hagh value i our sociery, Aed abso = thn way she represems
creativaly, Ausdily and a certain depthlessness - posireodersism being mone mieresod in e surface
of ithmgs e m their deph, pasuming that here i ne deep meaning hidden under the surince,

Ui e wiher hand, tw ideniily thal is comsirocted Gor ber o very sinble, She hendly chollenges any
social codes and ber identity bargely remains the sinse. Her behaviour is predicisble and her
characterams are reduced o ey, Masgperois’ and Sougly, The ondy inberesting break dhai con be
dscerned s the difference betveen the type of character that is portryod in the pame - indepemdent,
prarpoaelial - el the way Lara is promeesd in mlvenismg - hyper-sexmlismion, fminiasion, e
ilemily i croated m moordance with the product 10'be s, or mihor, the leatune oomsidensd (o be
imare Empostant [n relmice fo ke producy |s over-emphasisad.

Thar procsitilitiis offeed by the et that svery body gin Bivee aosiis 1o L, that she bas mo ool
demiity amd that she con inufy be anything' sne wust, hui they' go unused 10 the loges: pant, Eidos
el Fold glaim over Lan'e ey, cacl plaver of Gam s free 60 modelioe Ber, sl hor idennty 1o
meet Bis (or ber) neids, Particularly the intermet offers the possshility i actively reinven) ber, by
welting shoriee creating. an o discassing hes, Sean-Frangols Lyoiand deseribes iz posmiodem
phormmenon as Tide rarmirve’. For him ibe pestmodem 5 defined by an moredulty tovards
mneanairsives and “advocates & um o the Tidle story' which wllsie difference, extols the
‘unproseninble’ smd csmpes the vverbeanng logic of nsmameninlity® {Postor 1995, 915, In conirast i
Laainrd, for whom icchnology is alwnyvs complicis with modern narminees. Poster sees the nomaive
structure al the second modiz age - particularly the mlemat - s socmeping e profifioration of
stories, bocis] normtives witkout oy towlizing posures™ (Poster |593, 925

Vhee mesmings associined with L could thenfor: Become suliiple, conirsdicmey and they could
have the foree o challonge Boundnrics. B ihis is handly inking place. All ihe infoomation | could
lindl o Lars Grighfully siock o ke ohgd and reariciive kentily given by Edas, suek oo the big
metunarmiive aboad Lara | do believe thal there ame cortaiedy many fons who privately renssess and
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receoerret Lagi bl thess activities do nos seeemn 1o find thetr wary oo B pablic, | [

Thr disscvsmas surnmmilng L and Tomh Raider alss seem o show an evoitance of the sulbdest af
her potentisd Muidity, ber openess Tor creatson and hor possible imnspressiveness. [ woukd seem thad
U it Thal s i3 commpiner genernied, ihol she ks a virieal persoom wd as such hogely sucoesiud i
pew nnd unsiable encugh. To koep the bitanee e peeds (o be grounded, reduced to her easenimls,
Tler stalde charackentics sre overemphasised. the fooss placed on her moeee rebighle siiribuoes, This
is ' the ane band hor body {pamdoxically perceived ag sihle, even thoagh - = 8 comsinuct of pixels
- 3 b st as eastly chanpeable as i her identity ) and on the other hasd her sdveisinons and acisan:
oniensed lifestebe. A thind elenmost repediedly metioned in cormedticn wiih ber is her vidualey. In
wll ik pary different nriicles on her, sumerous parsphrases and cinausseriplions o weal 1o olk
aboul bersuch s digital baby, besaiiful besulne; vinual o cyberspace sex-symibol, deatbedelying and
scantily-clod sdveniurer, divinely curvaceous, sbvestuncis young |ady, well-properionesd
sechacologist, wodkkess and dreasn-girl, Whersver Lom & imlked or writien shout, her bodily feaiures
nre nlwnys of contral inberst amf never po anioiged, Mo anicle, mo even the more ‘philosuptacal’
s el smellecunl magazines and newspapers explore the possihilitics mmplead in ber virtaaling ond
her acorssahilsy. In the pexk chapier 1aill therefione take o choser ook ot the memings Lam's body
generaies and what jgsues con be mised oo posteodem conleal.

EI The Qwesting of {he Body

{ver the ket idecade the body hes been ihe Socus of many thooretical discossions, madyses and
debabes. particalardy within femingsm 1a her orfele Embodying Theory: Bevond Sodernist and
Pusstmodemist Readings of the Dody {19971, Kathy Drvis arpoes that e sange i popalsniny can be
mainky rced o theee inflmmes:

Fow e, e conzem woeganked as o neflection of #e cullure i ket Oifbers vew el curmeal alenes in
e Bedy peieaar By as & thooretioal developeoem. And; Sr wiill pthers, feminmm s selil responsisls e
puating the hady on the mislkectesd map.

Davie 15970

Chanpes im our calisre, parficularly Sy pse of corsunmer calivee, deasibeally change our lives The
proaesinn wirk ethic has besn reploced by hedondsme and cossumption. Individnality is ghe ey word
arsd "everything' is within reach “Au pleodopy of personal cossumpeing presenis individuals m free
0o gheir aram iling, 8o constnact thear e @ik wordd in the prvme sphere™ (FEATHERSTOME @
Diarvis 1997, 20 In desar cond fioes, whene the cossiruction of klemity is 2 central endevour, the body
hias hecone inscribed with o whole new menning: it is the wohicle for sell-exprossion and aeld-
exvatin (Thivis 19T, 25
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i e socly {2 aksa & “powerful symbalic form, o ssince on which the contral nabs, heoruncioe, asd
even melaphysical commitments of o cullure e isseribed amd this reinforesd through the concrete
lenguage of the body™ [ Bordo 1989, 13} 1t is thereione inevilable 1o look a1 the body whsen dealing
wilh social theory, but this instgh 1 miher sew. Tmditionally, the miences were reloctant o deal
wilh the bady, regarding it as negligable in compirison du the mimd: “socs oz seem jo prefsr o
imugime that if scicty mubes us, i dos s theough aur mimds, while we mule oar badies miher than
heing ruled by them™ (Devis 8997, 31

Hriisgging the Bty back ima the theoreticn] disoossion and ssalysis is o 2 lange poarl the menlof
Michel Foussdli (Drrvis 1997, 33, He bos somunsked the bedy &5 “whe primary séte for the operstion of
modern forms nf power - poweer that was not top-dwam and repressive, but rther, subibe. chisive und
prnductive™ (D F997, 3% The bady bs soin us the “dime locus of social control™ (Borde 1989,
131, Wherens in tradilional societies discipfine wom nmintained by dimeet conirol and pundshsesi of
imprisemment of the body, the mbvent of modernizm brought changes i e power-sincboes; power
ey abiempls to runsom the mends of endividuals via mote indiesot comivol (FOUCALILT 1079

Wit v en being Formiid wine d policy of (oS Loas Ll ocn upoa e bady . @ caleslsiend manmetsnos ol
fon eherrass, |is gessare, s tehavarar, . (VR defined bure ose rray fores o beld uver ofie i Sodies, et
il e They Ay ihe sbil one whahies. bl a0 th they reay oporsio a5 e wishos, with il lechoigue, e
wpaand arl tha eiliciercy st e deiermises, Thus, divciplive produ vbiesed and practiced bods,
‘dleatle! et

Firszauih |57, |

Fusr feminists the lnk beiween these ‘docile” bodies, e prociesses of dasciplioe anl pommalisation and
sucinl control - capectaliy of the femnle body - Fas heen particularly interesting amnd has been
repeaiedly acatveed {Borde [989, BUTLER 1993, Davis 1997, Banky 1%97Th

In her articke The Bedy and ihie Reproduction of Femininity- A Feministi Appropristion of Foacail
{19845} Susin B Beordo thal women e alwryvs i possiit ol s umsininehle “sver-changing.
homagening, elusive idesd of femininy" | Bondo 198%. 14} This peresl mms wamen's bodies im0
docahi bandivs, fiarciog waomen 1o apenil thets energles impeoving', iransloeming i suhjugating their
bodies e exntermal regulation. Bondo argues that this “discipline and normmbisaion of the {nmabe
By .. bate v b acknowledped as on smasngly darabe and flexible sirssegy of social
comrl ™ {Poedo 1980, 145

Sl goes o o argue ibai in o dimes - vision beisg the mest provileged of the senses - e ideals of
fermininaty are mainty perpebasted by visusd imugery. Femininy bas bocomss “n muter of

oonsiruicting ... the approprate surfooe preseniniion for the seli™ Bardo 1539, 171, One of the msior
difficultics. she angues, i th loday's femenne ideal demands two vory compmiistony charmeriss
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in i worme she fes e ke warm and erruring. charmbag sl caring ard = the supe tine ough,
cool. suceesfal mnd im comtrol, offering dhe best of ‘masciefing and ‘eminne’ virtes {Hiondo 198%).

| find thas Lam is one of these wonen, seeisngly offering evervthing o man may wish for wodsy; she
bots thie peesany machiy’ chemoieristics, bul e & in m way masculine. She may be =l
determized. mdependenl, i oonirol amé strang (even carrving weapuns’ bul she relns by
{emusinity In the was she walks and moves, in the way her bady (2 overemphasised and bypes-
sewnakised end i the way she is often repeesented in traditiceally feminme poses with o feminine
lerirk! 0n bt foee {valnerable, poutmg ec flifabous).

Bt Boedie arpues Bl whst may ook like 2 rose wo lbermlion and pleasure {1 can be ansthing |
wigr |, i be o Dalfilking wiven women aficmpd o pnsue this sdeal:

Populor scpectonialions .. may sposk Eercefdly thomigh the chiuric diel deilolism o pgowanmmeml,
pereonal ireedean, havng iall. Yo lemnale Badies, purssing Bess ifnade, rmay Fred Bemeches dispacied
depuesed, md plrvaleadly il us Femalc badics in S sindecsih coannay, piEsaieyg o Sminm ided of
feperdecy, domedcily, sl delioaey

Bardn 14960, 74

Comsitering this, Ly may seem eigmiwezing io same wamen. bul it remains guesiomsible i that &=
peally true, if she does ot rather sci the Sakes 3a high thal e ‘nereal’ woman cue attam e -
bl annily depressdon and (rsiration. Bondo is padicularly mierested b women's ks’ shape
unil ‘with women's obsession wilk slenhness gl dieting. 2 For her, the comect body shapu is om al’
e e rles of femininity. PFardoxically, the ailempt o deipe one's body acconding to ibe ileals
actunlly affers maey women a serse of omicel and mesiery that they alten lack in o male domisabed
world, Ban, Bordo nrgues, this sense of cantrol - ol kst over eoe's oam body - is dllssary and ume
cme's body imio oo of Focds “docile’ bodies, [Rordo 1985

Sienilarly. Sandm Lee Buariky, i ber anticle Foocas, Peminmnity, and the Modemazmation aff
Puiriarctal Powes | 1997} argues thai modern disciplisary practices, which render a body ‘leminine’
s which seek to “nepudabe ss very forees and opemiions, the coonomy and effceoncy of i
movememis { Harky 1997, 129 can be divided inbo (bree calepoces: the practices of the First nim o
pegalate o Body's shape and s dhioss of the second bring fonth 2 wey of moving and pesturing tis
ks apeedfically Femnining; mnd the pmctices of the tbird categoery deal with B decoration and the
mplay of the fumale body (Barky 19975, These practices are oot violently afonsd on women,
there mre oo ool exthocitics or institulioms whs dEscipline iramgressive bodies, soowhy, asks
Bk, s womnen conform b ihiese practces - i we dsoand both tbe ootive thal they e perfoammed
valuntarily or thai they axe noturnl? {Bartky 1997
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Using Foucaulls kless on the opermtion of power, she anpes thil the very sabjectivisy of (he sahject
is cansifuied by the siruciure of power. As e prisaner in Foucaoli's Panegpticum - 2 model prison,
comsisting ol eitral towss and 8 circalar structure, dividead in individial cells, surounding 8
{Fougsslf [ 979 - soenan is under corsinnl sarveillanee. But the surveiliamce dovs nol ooly eefginme
lineem i cenitnl lovwes, instend the “oonsciows md permanesd visibiliy® (Foocasdi 1979, 200
induges in the inmabe te need b perpetially sarveille his (or bec) awn s, “The goas which i
inzcribed I the very siruchere of the disciplisary msiisn is iniernalized by the inmate™ [Bariky
19T, 14T In the sume way women hsve imemafized tee sinnderds of lzminknily and kep
ihimselves under comunnt survellonee:

Im eimisreperany ke laichal valiers, & pancpical male comnmsesr nesdes within Be coasclousass of
i woarean; T hary smnd perpemad by bofor his gaes md usde s udgemem. Wermn o ber body e
woim By Evetive, By @ oy IoU. petreshed LR e

iy 1907, 14

Bariky drpues il even thaugh the efects of the sdl-tisaplise ey actully hamm ond ishibs
women. il s praciiced noncthelzs becuse i olm affers @ sese of mastery {comntrol ever one's pas
boady, mustery of oll the beauiy cane skilks' required of women) onil o secure sense of identity.
Theerclon she romimds paricolardy feminiss thoi

asy political project which sma in dhamastle Be o iry tal s 2 fomsls hody min & fomisine o
ey wesl b2 apprsiersled by § seoman sy someihing That thresiens ber with desesualEofor, IT o etrighi
armikiletion

Banky 79T, 188

Diiacipding, by musms of noemadisiion, |8 focused sharply an women's bodies. Mot so mugh her
shibity io hear childres, hu ber sexumlity and her sppearsses have: becemes the central concem.
Bariky reliies this s ik “prossing peser of the image [0 s sociery incrmsmply atenled wwanl die
visunl medim® (Barky 197, [49)

A atitalar arguiment is mods by Bonda when she sys that “the rules of femisdni: heve goms 1o be
cudiurslly tmnsmiited mone amd mwre tnugh the deploymeni of stendandiced vinml imoges® [Bonba
1980, 1T

[ hefieve that Lars can delinetely b ssen oe 8 prime exomple of these standardised vesunl imnges thaf
nofnalise wamen, She monages the dunt demends placed on wommen foduy, bo be ‘moche’ omd
Ferminize al the seme time, Sk thereby Belpn 1o pereiunie & commen image of women thal i in
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reality smarimnahle. Parisoalefy hor body represents am ldeal thai s hardly realisable she is
ineredibdy thin, has s improhaily lnrge breass end is pheescally GL Tooamm fior thess bedily
charscieristics wanld foree wonen 1o sperdd even mege tsme dietng, conadiing plashe surpeons ol
warrking out in fitresss sbodins. Tine thing that can be inberprossd 2 positive 5 ol ghe beips breok
with “our cultesal asescsation of surviessmes and iscompetence” |Boedo T2RY, 200 1ere, finally,
we have @ large-brensted veonmn that is definfiely ved 8 Tembi', She b bosaks with the pecent
Gasinatbon with lemade bodies that are slmcsi nsexunl, bodies thal are rensniscent of carly
sdnkecence, hidies into “whose very contours the mage ol mmaturiiy ks been msenbed” | Harky
1Y, 1410 Bt even with these smnll challzeges to oultaral codes 1 find thar she perpaisilies o
potentEily hmiing and inhehitmg imege of o woree's by,

In our prstmoderm consamer caliure everything has been comemmdified. turmed inde o proclie,
consupnpiion and hedonizm are aur daily aies, and capitaliam moeasingly peneimics oo doy-to-day
s

Thee umbphi ol cormereedilieatbon tha is charoosestic ol lie oapinlien bes _, svon maneged W obiterma
e clagscally Mwi distiaction & the i and e cuiured 1L i) ea edsismaine
i in the which e eoonanmi and e culturl - represmintions. sigr - crome mngd fosd aach mar

Barinrs | ¥4, 10

|arn elearty displays sipes of ihés link: criginally the product of the suboulizme of compuler gams,
she hus been sgpropmased by caitalism and el inbe a poten eeanoms: syl The entine
culisre aopmnding Lo & consirueied through capitalis) discourse &= hes boon shivan m chaplor 2
Seen From this paint af view, Lam iz definitely @ postmodeny phessmenisn gines posimadernizm ond
Imie capmalism are oftes seen os closedy linked and interdependent. Posimodirmizm advocss: &=
pesiheticisation of Hie, asaumes no binan o snd tnie selfs ond iherefore suppants e endbess
pursusl of new experienoes. vasues and wocabalanes™ (Fealfersioms m Beriens 195, 712)
Capmlizen nles suppons s porsest and peofits from ity offering experience and identity
consinuction via consumpkion (ertens 1995, 114,

White mamy critics condenm prstmodemsm dee o ils links te copitafiam, Dedenme and Gualtan
Esven e ot iiberestingly. that e comhination of posmodernism anil capimlm mey scioadly
ciminin the potengial 1o cnuse e latier's dowaninli:

Cogitalis systeres eMetreely control desies by anachisg it 1@ e prodicron amd conmimpiin of goods,
ard By irapping socsef mbipcts i en nrpanisad kol iming g ari

procesieh. | Clopitatian Ry e clTec of uideisg Morby By chamigllisg desies i mmy diflzem
drections o ance. B comtirually desishilies meti by weesting apw ieivionics o oemumer desies. Ay
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worrariid e mmiliiely. (hove e moee Mings w deses, more omages s wentily with, ansl zuee nes uf
puzpe Laamimng in bve shin proférmiion of cosimlicery desires osd aleanifceos offen o patles Far
liberotinn i dolisce. Dy Becoming wieese, dooemimd conumers, we cm pom o T e i
imritrrialisxion of privsieand social Al . |ClapisSam could peacra mere il more malipEciy. ml
ereliee _wonially coaiais e sesd of roslation

Wied 1997, 133

I chii s same o this potenitil n Lim - shae could b “counter-comaumed’, le consemed Tna sy tha
wie il Eviended by che producers amd marketers. By rading her zgeinsl the grain md by melinisg o
blindly consame lier the vy she b2 alTensd, the consuser balds the power o challenge the sysiem
The possibifities mnge from she approqristion of Lara by leshian commusities $o the pasitive mb
el Lan conild e for wenape girls who scvively pick the posstive ond empowenng sides of her.
igeoriny the mare limiling and inkibiting cewes.

In pisr socsdy’ thal i inbeon onovisunl imagery and on consumensm and commodiliatxm, we e
furthermues beenhanbed with sbelsod images of bedies. Spranger spee, that the “endbes deplelton
of husnmn bidies Rave im effoct replaced nctus] human bodies in the peblic imagination™ {Springer
1, 4K, Lars vakes the eommsod i ficaion and idesisamon oan exreme. She is readife svailohle,
st is Lot 1o conssmer goods and she s olbon redueed D commadity, Cvendrawsmg il one sy
sy dlusl 8 waman's life, her body and misd can be boaght and sald ot will and esed whenever the
e Foela Ik i, Thaa ey mod be quite the cast, pacticulary bocmise she 15 nol roal, b it
dedfineiely an underlying cwrent in the diffcrent formns of repeeseniaton.

T by peer-se sl zsation ol Lara's seprisentation - both visual and sextual amd porticularly m ibe
comgesl of advenmisng - furthemmore mekes sppaent wiat Foocault, inthe first sodume of The
History ol Scxuality (1976) disribid o b ever growing dscourse on sex, Fig from being o sy
thai suppresses sexualitiy, “modem weshemn society actmlly peoduces sexunlicy inthe form of
endlens ses-mlk, sex-snudy and sex-sheory™ (Wand TR T30 Al the discaurse on sexuality only
lizrther emphasises the modern notion that there & ‘sarunl’ sex ond is thereby anather farm of social
comtnil, becasse if makes sex ing & prohlem.

The dincourss on sexuality crodes e rerion thal e @ an sl leie, sbspac calegory. Soc md swumley
b baginmos Ui witties sl 1 covwer all bodies e thel plessenes Al hodily pleasieen e s
meberslisnd in the wees of the degres i which ey ima frren, o i, ampnoe or ay Raw
thia dormisani rerm, the amfard apeina wiich "the bady aed plessare’ es siraeed

Wanl 1997, 131
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In ihis semse, the discoars: on sexunlity objectifivs und colegorie:s our experivnices which
fumlmmentully fects both our experience af pﬂmn.n].md social slesmity. (Ward 1997, 133). The
represenlatioms of Lane with Uer overt comnalalions Do seuslily Turther enlona? (s ke A g -
andl 1l other provdueis she is ased (e prosmole - o anly give plessure when 7 is related 10 seonfiy
il 1w baudy

In her arimle Forsms o Technolegcal Erbedimen: Eeadimg i Mooy e Comtemporany Caliere
(195 1 Anie Babasmo offers asother intersing sxplanation why criain badies aie representsd in
an overiy sexunlised way . She wes the nepresenintions of femnle hoidybanlders to make Rer pomi, bat
her argurenss equnlly apply o | sem!

erwle hody huiklers win devslop hg dew, ond guenily presier virengih, sre cvesidered
wassEewdve of he miurs s’ of thisgs - ak mdar dil dellnes wosien s ik s frail. Thek |
masagrevive boly dinplicys (ol Tanale Buadies that aee alba sinoey bedd i) are routraliznd m e meas medin |
Siroegh e represtalaioms St i miiag R atbiotic bodies - Thelr sowlnl anmecivasess i dsmenad tver

#ar physical capahilies.

erlaren |09, 217

By sewunlising Lam inthe snssmer that mos reqreseniatims do, the feur thal 8 soong <l cven
armmied - winrsn might indesc ina make comsumer is mdically diminished. Even though she may
challenye the commos nation of femimimty os weok, complinm mnd dependeni. the inheresn threnl &
recliezd by over-samphasising the biological difTerome bebaeen men mmd somem, consiandly
roassuring the viewer af these differnces which am necessary o justify male supssarity:

Cladin Springer offers an interesing thoughs on the poguilarity of vimual =8 i her bock Elisctrnis
Eres: Bodies aml Dresane m the Postindustrial Age {19960 She argues thal meey people’s fscimation
with bodiless sexcuality can be Finked to the very vead dangers fo the body thae exis in o tines,
springer lests ANES, enviroomentsl dissiers and nuclear war. Mot oaly do these thresten g kill
mdivichuzls but the exisience ol the whale human rwe 15 o siake, Taking this thiess lins aceonl, e
argruiess liat il b understandubbe thad in fmiasy we reconstipnie aurs:bees os pare imellect, “withouw
the burdem of imperfecl. frmeibe. and moral bodies" {Springer 1956, Bd), B she discovers o parudbos
in ibese femasies, while poople insgzing  bodiles Buiure they overemphasize bodily plensees “as
(hai ther baodile s future proenizes i provide exraordinarily intense sexunl granificmios™ {Springer
1005, 84%

Even though peophe de ool sctually have varual sxowith Lam, many fims seem o fnisvize shaui it
aned Lemm is cerininly porirayed in o way that lnvites sevsal fontasbes, Imeginieg sex with her s
coenpletely hanmhes, holds oo risks. oo commiiments and no reall threat. Similar to vira sex this
produces “revw farms of hyperrenl pomuegraphy . inowhich vou ca engage 15 any Kind of Beasy,
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presamahly withoul Tearof bodily horm oc orest” (Wend 1997, 115,

The dilez than lemale sexnality is dangerous & spe-odd mnd deeply embedided m wesiemn, pairarchs
sacicty “resunliny s danpeneas, snd sniunl women pos: o threat criher because they are killers
Themsslves or becasse they incite violence in oes™ (Springer e 0570 1 Find chas ihs perccived
threat & cerinindy expressad b the differsm woys that Lars is represenied, Beng both exiremely
gl and guile a hiller a1 the s Hme, e & the epitame of “woannn’. Aot her panscudsr form ol
eisience albows men b st out their desive i coitned sed gonlain s and heir sexmality.
Wosnsr's bodies have nlways buen pimceived as “far mone permenble, fluisd s subject w

"leaicyge"™ (Lo 1595, 108§ than men's bodbes 3 This instabaliny (rspiees bith repalsion s desiee
= the female body offirs omotioend socurity but sfso thnoaiens engulimeni | Lupion 1995 By playing
the gamme ar by conssming images of Loma, men have the ohasce 1o eaplone their Geanstion with
female eexunliiy without a pead theeat, whils ol the smme dime costroling e process - either very
dinecily inthe game ar indzrecily through their choies 80 ook ar not so look, Femade scoading and
women's hoidies are theneky objecificd oo bimad inle o conmmmlity, loosicg their perceived denger.

Daenlimg spucitically with representation, Cmig Cwens angees tha the “pairinnckal ondes privilepes
visiom aver the ather senses® (Uwess 1945, 711 amd ol represcotation s a moeans to desd with the
“threat possd by the female, Images o women, ho argees, alben neflec the *masculine desire 1 fix
ihe womnn in 2 sshle and sabalizieg idennay® (Owens 1085, T80 This sde seeins 1w nelobes
perfectly 1o ehe anhle deneliy Lara 5 given in all nopreseninlions, os | hove sspoed in te previoos
chapter,

Hut while Lom's body, her represssamion sed the wen she is wslbed shou is suamicd with seamlsy,
her bentily is suprisiogly wssunl. She does ot have any sexus] relationships, we are mil evel
mbarmed of her sexcual orientation - kot doe w wesiem socielies hotensesaad hias, she =
aufamtally sssumed 0 ke hrlerosexusl unless we ane informed otheraise. Her oy i there o
ot plozsne bu her bodily phensures one nowbers even cossidenal: This rrinfores the nobon thel
women e sl creaines, aitncive, sooy and desimble bui that they seemingly have po sesunlisy
themaslves whick others would have io worry ohout, These 15 mo noed o conssdir ber deséres or hor
preferences. Heve |rl'ln'-llu'rrﬁ=|'r|'nl'nﬂla.unlu|]1.nl:h 'u-l.'rninﬂl]' neen ond for men, or s Diwens
rule i1: “the represamiabonnl sysiems-of the West ndms onby ane vigion - that of il canstingive male
subjent - or, mther, they post the subjert of nrpresentolion ms sbsolwely cemienad, anitary,
misclime™ ({Uwens 1985, 38 Our petriarchal sysiem of power lepitimises ceman imsges whike
protibiting others. Woman ae the subjerd of an image i= imalid, wherens imnges of voimen as
chjocts nne multiple.

I find this particularly istevesting when contmsiang Lara s the pop-star Modonna, whe is peobabiy
the bes-known posimadem ivan. Inceseily reinventing herse|§4, she is alwiye paricubaly ks 50
play with sex and gender sierentvpes. Whether alie reimlimoes ir subverts thess steveoby pes m ke end
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s widely debuied but of oo meaniog for sy point hat she actively deals with sexibing und mukes i
very clear that she definetely has her own sexuality - even when lesving us in the dack as ko just hew
thet sexunlity s constingad. L as sach bolds all these pessibilises bul they sre nof explored and
Fithos wuasld robahly da everything in et powes o prevent that. A Lars that is subnersive aimd
parienaly rebeltious woulid el attmet sech o lorge aadience oy msone and weuld dmssically reduos
lier sl - pamticularly for advertisng,

The awves-mmpkestaation of hiskgicnl difference in the representatinns of’ Lan raises onotber issue
thut postmesdemism and ferminizm frogoosily deal with: the oot that Wesiern though is besel on the
poncpil ol hlnaries amd at these nol caly desiznate Jdiflerencs g alss assign o valee & ihe
opposing elemems. “Like all represssatinis of sexun] difference tha cor culture produces, . [it] s
an limage Bol smply of anatomical diference, hut ol the vidues sssigned it (Owens 1985, 6l ),
Both postmsdermdsm and [eminism have therefore raised @ strong criticiam of binary thinking,
demmading nsiead w be nble o conceive dElenmee withoul emmcby (Urvens 19835, 620

Thdnkbng im ik has divided the world inba misdbody . malefemple, naiuraliculiural,
realfarificil {and masy other opposinonal pairs), Within is construd, woman is idemtificd ae e
infersar natural hody which needs o be conbolled by the supenior, suliusul mele mind;

Tha Ferrmbe boady bt @ meaphne o the comanml pele of this dualisn, reprosariing e,
emotinsality, (mutoesdiiy and smrenfhy. g of e dirgeiods, sppoitive Syoale o, raled
provaridusly by e oo, siand |8 coninsl w the masierful, moesline will, die bkeciis il e ld] goswis,
ratbonind ity and self-contnl. The Semtale body b a v Sie oehier. myserinus. imrnly, foramsaing to anml
el ol lengye T pariare bl e,

Itavin LT 5

Flusieuliniy is ihereinee dependent on dunlities w jusialy jis cham iosiperari (Spriegss 1996, 49
arms Anne Balsamno puis it: “the comstnicton of & houndary betwesn neture and cullu:
puiranses a proper orler af things™ {Nalsamo 1995, 2050 She poes om e argue that the body i=
particulurly sipnilant in e process of boamdary sestizgs becuuse here the snxictses shoul loe of
the ‘praper ondes’ enspn and ane played out:

T hmu-buadicn aes Bewhtlyy, cabanced sl filly fmctbonal - ayons sesl shan real A s ilien b G e
sarmirgly sianlo b daram are dispbaced by Wi logizal inviblon, _ ol Biamdanes am mom
wigiloily gaasded Indeed, the gendered bourdary hormsen maie and lbmals noone bodid dhil remai
basrwily paardsn despits aiw sechnsinaiaed wines W el de plsieal Body in the fless

Btk 1995, 210
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Apnin Lars ssems o be o prime example of this coemidering thet she bs defmitely moee real than
real. st ey In beer plivsieal sbilisics b also in her femininity. Blurring the proper boundaries
hroagh her 'masculing' behnvioar, ber cvenly feiminise body 15 wsed ooeyven things ool Since she s
camploicly Dietiossl, ber bods could have bad uny shape. but, as Babsame sy comely, the bonder
remuins heavily guarded.

The ereibon of chameisrs such as Lam could help bring us closr 1o what Donna Hamsny, m her
exmy A Cyhorg Manilcsta, ieseribes as o post pender workd {Haroway 1991). Using new
sechnisogies - Harawry uses the cybang s mn exenmple - we eoald fd ourseives of ibe seliimposed
limsntives inberes in our Gonstmcs of gender and oar hinary thinking. 'Fenl’ sxd ‘artafzoal as
chullengel nlong with ‘natuml’ and ‘Cubural’. Harsway eovisios 4 world that “might be shout ived
syl mnd bodaly realites in wheeh people are not afread of their poing kinskip with onimals aml
mzchines, not afrwid of permanent podial idemigies and conimdicnry sundpoims" (Hamaoy 1591,
1547, Instend of realising these possibililes, Lars challenges somwe: social codes ol [eemimmity i
imemesdimiely reindiroes cihens i kaep e balance, Thinggh she may be o symbol of new techoolosies
el of progress, her potentisd is realised m a Hainny conservative aml waditkmal way, But, a2
Spmimper 23 i relition iea Beeliish TV senes, even though it

= wvadanc ifve pormianchal ey naciously perist in e e leenal) coatuy depie of
i laeal cRsicges B seveal e aniMcialks (W) oy ldioos U peirisrchal denlogy i mraeeling. bo
lrengar coovereni o iy deviual p ¥ dull Hruleyy porsbils pnid gl i Ccoffudicilisg s
ress b,

Sarimper |598, 163

The issue of dichoeamaes alsy beirgs 1o the Gorefront the guestion of real and adificial Pariculacly m
melaticin fo Larn This miscs interedimg questing, condblenng thai she i pot real’ b trented os if she
were, (lur society is increasingly confroeved with the question of what i mel - i sech & thing =
renliny exists - el whist (s non and bow 1o odeal with ihe resulbing dificulrics. The way Lam is
represenied con he analysed = part of an atlempt b desl witls the thresss of o disselving sase of
renlisy and the pluralismion of viraal realities,

5.3 The Qruestien of Keality

Posteruders thearies oflen denl with the tesues of reality and representatinn. Hans Henens even goes
s -far A stte than i) thene 35 0 common denmminator e all these posgmademiznie, 11 i3 thal ol a
crisk In representation: & deeply (el loss of fakth inour ghilisy o epresen) the real inthe widest
sznme’ {Bericns F995, | Ly The belief that thens @ o it asd liscar nebationstap betagcen an Inege
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and 1hal whic i represents is no longer conssdioned o b vallid, “pepresenzations ere ..o longer
determingd kv an essestinl coineciion 10 the things which ey are suppad to represens™ {Wond
1T

e 1 the: ssmurstios of our snciety with medis and theneBope mediaiicn, aur euliure B increasingiy
simalational, “the medin uflen chamges il things thas it frents, tracesforming the identites of
ariginale and reterennafites. In ihe second medsa upe resliny’ becomes maltiple” | Posier 1995 850

The Fremch philosopher Jyan Haudeilland is panticularly associsted with thearies of reafity and
strmililom, He argues tad theee & no dircct melatbonship etz an imape and realsty and that
therefore sienulotson it be ke oppasise of raih. Bather the v coneepts ogesie i differem
plunes. He defines simuolofion as “tke penceation of madels of o real withees origin or

peality” (Bandrifland in Wand 1997, 61,

This dissolution of the dichntomy resbsmulation or authenticfinnutbentic is clesely relmed 1o the
proliiermiice of different media 2nd mediaizans that hive penpeaied oar society. Our daily
experiences bave became medised by Imeges, so that 'mithentic’ expenomes becormis imgassible
il nndskery [995)

Bt Bsndriliend poes even fimnher: not only s (hene mo comnecison betaeen sinulain md reafity. o
hirm thees B ne more neality sl whbeh we cosld even messure the differeoce, the tnage s
imgilnded i reakivy, to use bis plomse. Then: b5 mo real. esssilal, snmedinied stance puside of
sizmulalzon. [Waed 1997

Mevertheless e smmubatin sl what we s renliny closely reloied. Basdrillard argues that,
contmey W papular helief, insages preceds the neal and prodwce it insead of readity producing che
imzges, Uur concepl and experionce of neality (5 shapad and mediaied by ihe images we have
alrsoebed of fils sealite; *We can experience the world caly tareagh o Kisd of Bher af
preconcoptions s expoctations fabricsted i ndvimee by & culture swamped by Ennped™ {Ward
1949, Bi3). Even aur consinacizon of identily @ deeply inllvoseed by thiz. Eves it we presume o ime’
idhemtity sommewsere withii o person, hoo could you, Ward asks, “seperabe d from the vanous
ilemiizies v are sold daily in sdverismg, fehion/ Sy kinedor decomtion magarines, sx
ectmigue viders, shop window displays, fimess programmes, pop records™ {Wanl 15997, 6H],
Farthermaore. idemity is constrovied by expensmes - a0 bow dees the impossibility of suthentic
enperseecs elfedt our sense of self? Haudrillond arpuees thet spcicty's resciion e the simulonon e
pxperence is pamic. Desperatiom mnd o hmgsing for realizy et s make fetishes of the supposediy
aitheivie. |m am anemp to msure ourselves of cor reality and tha of experenies. products, mmages
iz, wee munudaciun: whal Baudrilland calls the hyperreals, measing meore resd than-real. For
bvperrealiny Vit is g0 lnnger 3 question of imitnibon, nor of reduplicution, e even of paody. 1bis
mther 2 gmestion of substivsting signes of the real for the read jself™ (Hawdsillord in Springer 19594,
344 This bemds 30 a kind of nostabgin, & faible for oryihs of oripin amd sipes al mealy,
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This underscones iy earlser point thed Lo needs o be particuliy feminine {mare noal-than-real
precisely becaus: she challenges 3t the same e - theough ber naificiality - oo coneept of reality,
Compuiur g are becoming more snd mon: nedistic, vinual reafity for the musses & just ooand
ihiiz dvmer, digital chamriers s beooming indisinguishable from real persoss, Allof these changes
farkher enhiasee Gur Ecrensing doubis shoul meality amd autheticity. We aro o the i D
frightemed and fnscimbed by thelr possibilities mnd thes: altermating eurrents are s visible in
repruseriitioes desling with sesw technolopics.

b his artiche Rear-View Mimrshales The Reossive Goremion of the Cyberbody | 1995), Nigel
{ligk, draveing on Marshall MeLubin, Walier Benjusin and Bedrillas), argues that, whenever
confromited with new experiences and drustie changes, peeple tend 1o look heckwanly!, wvards the
past in an mitemp bo master the pew chillenges, Mel ohan said that we el “w leok 21 the pesent
thisupl the apecincies of e preceedimg ape™ (MeLulan in Clark 1995, 1147 anl Bemamin “offered
the siriking image of the ‘angel of bisiory’ perpebaally backing his way b the fuure® [ Clark 195,
1141, Major changes and transformations bead 1 @ insscurity - i order to deal with ihis insecuricy
ared the discombim dsat, what we perccived up bo now o redity, b changed, we tsle refupe in the
insagimed cermingies of provios fimes, {Clark 1599235

i ousr precenl tines which are bringing unprecedentind changes and chalbenges. we can e llis
pecumEive view inmany s, Lam being one aof them ns §have angeal il Pamicolarty the Sipgital
riendis oacilisee between orward roll and backward ghance, sipce they contsthule stromgly i e
dessahilEsation of our trafitionst sense of renlity. This - Frightening sl new - desiohifismion is aliem
cusarriered by ihe deplovment of these mew medis “as insinanests for the contimment. subjgrion
and recording of & mmiverse of refraciony messages™ (Clark 1995, 115),

Hen whenens Baudrillard oaly sees poanle and ihe constnsctinn of o hyperrealiny ae e dutcame of
ihee s aliermling currenis and the undertying amxioty, oiher theorists see o grest potenfial in the "deab
of the real, Adison Landsberg, In ber anicle Prosihetic Memory | F995], agress with Hawdnlland the
the denth af the experience has led o ~a weritable exposion of. or populnr obsession withy
experienie al the feal” [Landsherg 1995, 1TEL Mt wheneas Baudnllind anly sees this in negative
iz, this developmeni seems s offer mary positive possibifites for Landsherg. She anpues iha
mitlintizd expereness ane no bess imponast or neemmingid thin supgessdly authenic coes. People's
dessine 10 experienoe. for exampbe bisivey {vis virmual reality, experienoe musmums, realistic compuice
e ashch and ool fust read sbout 8, offers the opportemty & nake by wo perseoall memorice
Londsberg woubd like fo see the chinpss 5 & “pew relagionship bo experiesce which rilice ks an
cateparion |ike the authemic and sympathy dhan on eaogorics e responsibalio: snd

empathy” {Landsberg 1995, 1T

Mew technobogies offer us new way i experienie ilings we wosh] otherwise have never hisd e
chunie fexperkeee, And if suppossdly 'ssthemic’ experienue is moedinted i wedl, and always has
been- is virtunl experience really su vory diffeent’? Dealing partiosedy with movics aod the cioei,
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Lanidsiery seggesss (bal

e e periercs wihi e nne (hter i e mestimics dhal die dRens offords « despae tha Te2)du e
apmriaier Ak sl Bee diroegh B - maghe be svgriiei B ing, ur o irgy, the
spoctriar's idatily 8 may cupericace Uil #%e sty Bved Uesugh

Lazdsherg W5 180

back Paster (1995) finbermone argies that echaology noressingly dupdicases real reality {he doos
nari maske gl cdoar what e meuns by neal reality, thowghl Bub this vicsl realloy diogs sol smplhy
mirror realiy i aflers nliemoions and possibilites the do ool exis in ceafity. e sees the vicdmd
gapericnoes = orcounaging play. discoveny snd oxporsmenialion misch more s ibun do achml lve
throngh experiences. [0 ihese imaginmive sorundings people can play 20 expesiment with idengity
in umprecedosted wayk:

sl reality inbes tho nmagivers of the werd and the anaginees: of 8w Glm e vides e o dep
farthuse ey placiip Lhe indvidial nailc’ allemative werlds, By Sectly tlakering wh realily, &
simsilational praciice is sel in place whch abem farever the comd s sider whick e idediby of Se w00
i Tursind

P | WD, B

Thas |den of playing snd experimentng with idenifties has beld an undersiandoble scinmtion fo
femimists, Cyber-lochnnlogy vifors the posshitity of priting ootaide of gemder. Particulary Do
Harzway., Sndie Plast ond Cloudia Springer gre considersd (o e cyberfemingsis. Inber famous exsay
A Cybeomz Mamifosto (19905 Harmany sovisbons o waorkd full of virsl speie whers wlemtity in fuid
and fleeting and social concemis and prescriptions of gender are o thing of the past - abang, with other
Tl social codas.

Sailiv Plani nrpues alomg the same lmes when she encotmupes worsen Lo embracs tochmlogy
hecmuse she believes the allinnes of softvome ond woenen can bring shoul pabmarchy's dowsinli:

L bk wearmsen, anfiware sywiems s ssard s man's inely, s malo sl bis r all =c kepred 1o e
et oF mdii bl all aee polsed i hepay B, .. o’ IPberatioes b sosinl pal aad vialised by e
proddation and glohalizzion of wif Irtashigries, all of which feed into i organicng, s10-

s dpvisas gl sRie e soene on lies wile,

Flam 1995, 58
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i her ek Elocrmis o Felive i Desded div e Positacuvtein' Age (1996), Cladin Springer
deals mainly with representaisons of cybosgs human hyhmds. She cames o 1he conclusaon, tat

filn the seens ol Tictional sepreseniatisn the magery of heman (e anifil cospensis & oples
with metsplocs perainang o s snd gender. Bepncontai if wosalogs fave long e geasdered anl
arnitrid, wi ihis m oad @ scw pliefontenon, by as srakess of eecom imagery eevoak b panieidn desies
il s of (e Sl puentith comiury, @ S when Use fetiee o frameas Beligs oary fooi, malser
frrrobe, com o hosgeis e ko Tor grmmsed.

Spoimger [, 4K

The regresenilataans of Laras can be seen as & prime example of this. Rew echiobopies - vinual
reality bt also genetic engineermg mnd plastic surpery - threnien o make the sooml differenes
dsalate and tsersty undermaning a pillar of potriprchy. o oa desperate siemps io bald on o ok
conventions and securifics, signs of macsealiniay ond Fsminimity heve o be over-smpliasised

San B ek seem that the possibifitees For o feinist subiersion and chalbenge o ptriarehy o e
but go a5 yel mainly wepsad. The world of cyber is still male dominited nd cliegs despersicly b old
pender concepits, a5 can be seen in e cossiructon of Lem, B, as | have asgeed befors, cracks in
the pnriarchal ieology wre becaming visthle, changes ane toking plocs - of slowdy, Lore sends out
pomiradiciory mresnapes and she can lisve miltiple meaniogs. | believe there is a chanee Bere (1 we
el the cracks further ond find weys of subverting traditional readings of Larn.

4, Conclusion

Im ihis thesis | have lnoked ol the many diffment mmifestios: of the vimal chameter Lan Crodb
The =mount of images amd pepreseniinions of Lem is buge and | heve mroduced the pesder b several
of them. She his been seen in many different st pooss med media. Adler bavang - hopefully -
nchieved o detailed irmpession of what Larm Tooks like and how she s represemod, | went o g
anilyse these images from o feminesl postimedem susdpolog, The combination of these o
thecreticn] poailins sevins 1is me 1 be very poient when dealing with representatins froim thie reilm
o pogmilar cutiure. Both have a deep inlenes o Becs of représentation and os for 2= thearetice] ides
om poputar culbure ore eoocerned, | hedieve thot feminism can goin valusble insighis when
codlshomting with posimodemessm.

The izsses and questions | ragsed inmy theerelical onalysis s pebased ti the concepis of idenbity, e
body and reality, All three scem S fisve & puriicularty chase relation tothe phenomenon Lara Ceofi,
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Lara's 1diniiy iz comicted s sabde, she seems 1o bave found b e el Bl thee Hife-
chenging tagedy she fived themgh' and motngss 10 lve secordingly. In this respect she bas
achicvad what modemism stmives For, B she is also very postmodiern i that her [denciy ks
artificially pui topether fnnm Fragments and b amd peces that the inventors thoaght fisting.
Isielionn her ibemtity hidds (ke possibility af shifting and changing of explodeg the chances of
fluridlity and change. Boik the moeske of ber snstuetion and the mefium she Gl appeared i frtber
support this postmodens fragmentation. Comgriler gases s peline examgles of fragresistion since,
ax apposed o moevies, thers 58 o Honess mory e, |siead you cen siop, como hack liter. neplay
sceiunin, of dis sometbing 0 a different wiy. Bol i would s that Larg's potemial is net renlized. |
arpuid tha this 1= due s the fact thin the major chaeges tha the mew bechnelogics and the second
medin mge bring with teem do not only bring abos esthussasm and fsscmmion. bul alsa fear and
dissnder, This irssnbiliy is perceived ns theemening and needs t be desh wath, oo sy (5w fix
athir things more fimmly im their desgeatod ploes, seeh as Laen's identity forexample,

Ui thai of the hody. Lar's bady is overily femining, | anps:, becsise the dissolmnce of boendsies
ity aither eeas such as panseiculzure, peal‘nrtificiol and bamonmon-Saman, meeds o be oounteresd by
a renffirmaticn of perceived sabligies, sach os bialegcil differsnce. Bul the represeninlion of Lary's
sy dinasa imape than jusl fasten gender sterentypes. 18 alw helps 1o perpetuae Do perpeian: o
femining ideal that women are deeperniely aml emsuccesfully irying 1o achieve, Home power ani
Pinaennlrs analysis of its workings come isn play. Simee power i 5o lenger wirking iop io bofiom
hui alemg @ inberoannected web, il siarkings are much mare subtle and hard o ficed,

Imapes mre one way of conimlfing subjects because thiy lolp form our coscepts of self and the
idinls we strive wewands, bmapes of Fninmity in cerculture kend women 1 be perpenaliy busy with
their bodies: keeping them in the right shape, moving b the proper way and fo decorating them
nicely. perpetmlly trying e transfonn asd Tmprove’ them.

Foucsll cills these bodies docile bodes heeause all energies e diverted to sctivities il arv
unahrealening for the secial order nnd the setus goo. Conlonmiog o these images of fensininity gives
iy wamen a s of achirvement and power, whick & illlusoey and brying o nesch e kel
can he outright harmfid {eg plastic sepere)

Iensges therefnre need t he critically assessed and explored o their potentially Himiting messages
2 For their 'pnm'hh: aubrverigve gralcinaed,

Sangs emnges shape and influence the wry v pesceive relity e ke pan of my final chapier deals
with the concepts of el and ariilicial, Pasimodeniam bas often proclaimed the cod of the real,
arguing thm everything 1s Smulation with no linesr cosmctsm e sme umadined ‘real reality.
Uipimioms divergs whether this 18 o he seen m negative oc positive tones. Where Baudrnilkand only
st panic and e construction of o kyperresfily, other thsornsis s Bas thes offers pew chances
amil possibilifios, They cmplusise ihe potentinl that arises when we experienos thimgs withail
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scisstbly llving thecagh them. They argoe chat ibese mediated expericnoed first e munl diller il
much from sxpposedly ‘suibenti? cepenones [asce e s g0 el ouside of simelszios) and
seromd = jus & infbecntinl im the constneezon of our dengity and sall 25 s oxporsecd s we
nctuadly [ive through. Virtual spoes lerbeion: mviies o plesfislnes, ol fmaginative responses od
uifiers i for experimentation. Feminists hove been parficufarty interssted i these e snes they
ulsar cf¥er the chimes 1o experiment witly coneepis of gender, sex and sexuafibes which could in the
loog mun |ead fo the disappeamnec of gemder constructs allbogether.

[Tue i che: Bimsied space available, and sicce no analysis is ever exhoostve, | was unable o il
wgean mumy poanis thal could hae fictker-enrehal my annlysis. | eould deal seither with the whobe
imsne of pleasine mor with the contrsiting concepts of capitslism - both ol which could alTer
idencsting imilghts, Otber bz | kil to [z oul e o closer madysis of feminism's relaficoship o
sahcuhures and the geestion what now techaolopies and viruml expericnses impliciss or the
mterial By, The materality of e bady §s afien neglected in postneademism und oy berculture,
fwere Feminism with its many msightiul thauphts on the makerality of the body coull offer e
s and perspesiives.

1 wnasled havew particulurly liked w Turiber exploge tha smpleations ey berdioee eoald ke for
femimigm, Cvher and sew technodogics often challenge boundaries by their mone existence,
wpetially ilose Between noienlfanifkaal ssd humasnon-hsvas, Onee booandaress sion to dissalve.
athars - such ns gender - might of first be gunnded even more strongly bul in the loog un might
tprple a5 wall
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