
ATLAS.ti Report

Interview Study

Code groups(selection)

Report created on Apr, 2025

 RQ1::Ill monetization practices

25 Members:
○ Balance between "universal values" and "commercial ethics"

Used In Documents:
 29 P29.docx

Quotations:
 29:21 ¶ 32, The balance between “universal values” and “commercial ethics” is a key challenge. 

in P29.docx

○ companies should appropriately advertise their games with their features and 
shouldn't keep anything hidden.

Used In Documents:
 11 P11.docx

Quotations:
 11:11 ¶ 26, I feel that companies should appropriately advertise their games with their features 

and they should… in P11.docx

○ Example: Games like Genshin Impact combine attractive character designs with 
gacha mechanics to great financial success.

Used In Documents:
 31 P31.docx

Quotations:
 31:8 ¶ 27, Games like Genshin Impact combine attractive character designs with gacha 

mechanics to great financi… in P31.docx

○ Example: if companies highlight sexualization of women, probably lose money in the 
short-term, but eventually it would even out

Used In Documents:
 5 P5.docx

Quotations:
 5:14 ¶ 20, If companies can for example highlight issues around sexualization of women, they 

would probably los… in P5.docx

○ Example: in Chinese mobile-based anime-style games, the first set of premium 
characters is almost always female - male characters don't perform good in terms of 
monetization

Used In Documents:
 18 P18.docx

Quotations:



 18:3 ¶ 10, For example, in mobile-based anime-style games in China, the first set of premium 
characters is almo… in P18.docx

○ Example: soccer game - if a player in real life is involved in a scandal, remove them 
from the game, even if they hold high commercial value.

Used In Documents:
 29 P29.docx

Quotations:
 29:5 ¶ 16, For example, if a player in real life is involved in a scandal, we remove them from the 

game, even i… in P29.docx

○ Example: some may view “fanservice” in games as unethical, but from a commercial 
standpoint, it fulfills player expectations and can be justified.

Used In Documents:
 29 P29.docx

Quotations:
 29:17 ¶ 28, For example, some may view “fanservice” in games as unethical, but from a 

commercial standpoint, it… in P29.docx

○ Example: start with small, low-cost payments to encourage initial spending, which 
can later escalate as players feel they are “just one step away” from achieving a goal.

Used In Documents:
 29 P29.docx

Quotations:
 29:3 ¶ 15, Similarly, we start with small, low-cost payments to encourage initial spending, which 

can later esc… in P29.docx

○ Example: when designing in-game packages, use “anchor pricing,” where a higher 
price point is displayed next to the desired package to make the latter seem more 
appealing

Used In Documents:
 29 P29.docx

Quotations:
 29:2 ¶ 15, For example, when designing in-game packages, we use “anchor pricing,” where a 

higher price point is… in P29.docx

○ focusing solely on monetization can harm a game’s long-term reputation

Used In Documents:
 26 P26.docx

Quotations:
 26:17 ¶ 27, While commercial viability is important, focusing solely on monetization can harm a 

game’s long-term… in P26.docx

○ game companies should make the issues they display actually genuine instead of just 
faking it for the money

Used In Documents:
 10 P10.docx



Quotations:
 10:3 ¶ 3, They should make the issues they display actually genuine instead of just faking it for 

the money. in P10.docx

○ Libido Economics: refers to leveraging emotional and aesthetic appeal to drive 
consumption, whether through visually pleasing character designs or compelling 
narratives.

Used In Documents:
 31 P31.docx

Quotations:
 31:5 ¶ 23, It refers to leveraging emotional and aesthetic appeal to drive consumption, whether 

through visuall… in P31.docx

○ one-time purchase game without recurring revenue - must ensure project success

Used In Documents:
 31 P31.docx

Quotations:
 31:15 ¶ 38, Additionally, as a one-time purchase game without recurring revenue, we must 

ensure the project’s su… in P31.docx

○ pay-to-win design mode

Used In Documents:
 29 P29.docx

Quotations:
 29:6 ¶ 18, Not entirely—our global version is more balanced, but the domestic version leans 

toward pay-to-win. in P29.docx

○ Problem: companies only care about revenue instead of comprehending and blending 
several points of view

Used In Documents:
 3 P3.docx

Quotations:
 3:3 ¶ 2, The companies usually only care about revenue instead of really comprehending and 

blending several p… in P3.docx

○ Problem: copy a story and cater to any minority that exists just to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:2 ¶ 3, They copy a story and just use that to form their game, making sure to cater to any 

minority that ex… in P10.docx

○ Problem: false advertising

○ Problem: false advertising - when promote, over gorify their game and the features - 
features usually locked behind a paywall that majority of community cannot afford

Used In Documents:
 11 P11.docx



Quotations:
 11:1 ¶ 2, I think that the biggest problem in the industry is false advertising. A lot of game 

developers that… in P11.docx

○ Problem: gacha mechanics - monetization

Used In Documents:
 31 P31.docx

Quotations:
 31:7 ¶ 26 – 27, A concerning example is gacha mechanics—essentially gambling—layered with 

appealing visuals to draw… in P31.docx

○ Problem: sexualize women characters - more of market choice under revenue 
consideration

Used In Documents:
 18 P18.docx

Quotations:
 18:4 ¶ 10, This isn’t necessarily discrimination; it’s more of a market choice driven by revenue 

considerations… in P18.docx

○ Problem: whether using psychological techniques to encourage players to spend 
money is ethical.

Used In Documents:
 29 P29.docx

Quotations:
 29:1 ¶ 15, For my role specifically, the most pertinent issue is whether using psychological 

techniques to enco… in P29.docx

○ requirement exists - pander to minority, don't care about quality, make sure no one 
feels hurt to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:4 ¶ 11, It is for sure a requirement. No matter what it will be prioritized. The quality of the 

game doesn't… in P10.docx

○ Some projects are purely commercial, with content like suggestive themes or violence 
designed to appeal to basic human instincts.

Used In Documents:
 27 P27.docx

Quotations:
 27:8 ¶ 17, Some projects are purely commercial, with content like suggestive themes or violence 

designed to app… in P27.docx

○ statistics show that having more healthy game and inclusive communities increase 
revenue (from the interviewee perspective)

Used In Documents:
 5 P5.docx   16 P16.docx



Quotations:
 5:15 ¶ 20, Statistics usually show that having more healthy games and inclusive communities 

increase revenue fr… in P5.docx   16:14 ¶ 20, Even from a greed perspective, it doesn't make 
sense to not strive for diversity (features), since s… in P16.docx

○ when players perceive value in the content they par for, the moral concerns about 
monetization become less significant

Used In Documents:
 29 P29.docx

Quotations:
 29:8 ¶ 20, When players perceive value in the content they pay for, the moral concerns about 

monetization becom… in P29.docx

 RQ1::Less accessibility for disabled players

6 Members:
○ accessiblity - creating an inclusive sphere

Used In Documents:
 7 P7.docx

Quotations:
 7:4 ¶ 3, It's about creating an inclusive sphere that everyone can enjoy. in P7.docx

○ Example: features - colorblind modes, screen reader, other accessible features

Used In Documents:
 7 P7.docx

Quotations:
 7:3 ¶ 3, Some things you can add are for example colorblind modes, screen reader, and other 

features that mak… in P7.docx

○ Example: trying to make a website accessible, but when a blind person tries to use 
website, they don't like the experience - developer cannot aware particular issues

Used In Documents:
 17 P17.docx

Quotations:
 17:12 ¶ 20, For example, trying to make a website accessible, but then when a blind person tries 

to use your web… in P17.docx

○ make games accessible - expensive and time-consuming

Used In Documents:
 7 P7.docx

Quotations:
 7:10 ¶ 15, It costs a lot to make games that are accessible so this can be expensive and time-

consuming. in P7.docx

○ Problem: accessibility

Used In Documents:
 7 P7.docx

Quotations:



 7:1 ¶ 3, A common problem I have seen in game design is accessibility. in P7.docx

○ Problem: accessible to players with disabilities is usually difficult to deal with and to 
be aware of the problems there are

Used In Documents:
 7 P7.docx

Quotations:
 7:2 ¶ 3, Making sure that games are accessible to players with disabilities is usually difficult to 

deal with… in P7.docx

 RQ1::Manipulative game design

16 Members:
○ aware consequence of ethical problem in games

Used In Documents:
 1 P1.docx

Quotations:
 1:3 ¶ 2, It is a very difficult problem to face and we have to be aware of what kind of 

consequences come wit… in P1.docx

○ Example: "loli"(young girl-like) characters, developers give these characters adult 
ages and designs cater to problematic tropes

Used In Documents:
 26 P26.docx

Quotations:
 26:6 ¶ 14, Another issue arises in anime-style games with “loli” (young girl-like) characters. While 

developers… in P26.docx

○ Example: Japanese yuri-games oftem explore themes of obsession or unhealthy 
relationships - aim to present a more positive and emotionally engaging experience

Used In Documents:
 31 P31.docx

Quotations:
 31:17 ¶ 43, For example, while Japanese “heavy yuri” games often explore themes of obsession 

or unhealthy relati… in P31.docx

○ games allow choices for morally complex paths, most developers avoid centering 
games on entirely negative charaters

Used In Documents:
 21 P21.docx

Quotations:
 21:3 ¶ 14, While games do allow choices for morally complex paths, most developers avoid 

centering games on ent… in P21.docx

○ Games should avoid preachy or overly didactic narratives, as these detract from both 
artistic and commercial value.

Used In Documents:
 31 P31.docx



Quotations:
 31:20 ¶ 45, Games should avoid preachy or overly didactic narratives, as these detract from both 

artistic and co… in P31.docx

○ games should balance entertainment with some level of ethical responsibility, but 
their primary purpose is still to be fun.

Used In Documents:
 23 P23.docx

Quotations:
 23:28 ¶ 30, games should balance entertainment with some level of ethical responsibility, but 

their primary purp… in P23.docx

○ games should subtly integrate values through compelling storytelling and engaging 
gameplay, allowing players to draw their own conclusions.

Used In Documents:
 31 P31.docx

Quotations:
 31:21 ¶ 46, Instead, games should subtly integrate values through compelling storytelling and 

engaging gameplay,… in P31.docx

○ if a game’s narrative requires showing morally questionable acts - acceptable

Used In Documents:
 25 P25.docx

Quotations:
 25:5 ¶ 17, For example, if a game’s narrative requires showing morally questionable acts like 

harming children… in P25.docx

○ Libido Economics: refers to leveraging emotional and aesthetic appeal to drive 
consumption, whether through visually pleasing character designs or compelling 
narratives.

Used In Documents:
 31 P31.docx

Quotations:
 31:5 ¶ 23, It refers to leveraging emotional and aesthetic appeal to drive consumption, whether 

through visuall… in P31.docx

○ pay-to-win design mode

Used In Documents:
 29 P29.docx

Quotations:
 29:6 ¶ 18, Not entirely—our global version is more balanced, but the domestic version leans 

toward pay-to-win. in P29.docx

○ Problem: in Japan, Libido Economics

Used In Documents:
 31 P31.docx

Quotations:
 31:4 ¶ 21, Libido Economics in P31.docx



○ Problem: it would be ethically questionable to have a purely evil character as the main 
protagonist

Used In Documents:
 21 P21.docx

Quotations:
 21:2 ¶ 14, For instance, it would be ethically questionable to have a purely evil character as the 

main protago… in P21.docx

○ Problem: lack a unified metric for evaluating whether a certain story or character 
design is ethical

Used In Documents:
 22 P22.docx

Quotations:
 22:24 ¶ 33, we lack a unified metric for evaluating whether a certain story or character design is 

ethical. in P22.docx

○ Problem: lack of standardization can be risky - individual writers’ values might clash 
with broader societal expectations.

Used In Documents:
 28 P28.docx

Quotations:
 28:10 ¶ 20, This lack of standardization can be risky, as individual writers’ values might clash with 

broader so… in P28.docx

○ Problem: large companies only add varies characters but characters and storylines 
are very inauthentic and bad

Used In Documents:
 3 P3.docx

Quotations:
 3:2 ¶ 2, Often large companies focus on including varied characters and themes only to pander 

to minorities a… in P3.docx

○ Problem: should intergrating anti-addiction systems in-game

Used In Documents:
 23 P23.docx

Quotations:
 23:2 ¶ 9, For example, I worked on integrating anti-addiction systems during public testing. in 

P23.docx

 RQ1::Misrepresentation of different cultures

71 Members:
○ companies should consider and announce what they're trying to achieve when 
pandering to minorities

Used In Documents:
 10 P10.docx

Quotations:



 10:17 ¶ 28, Also they have to announce what they're trying to achieve when pandering to 
minorities, is it browni… in P10.docx

○ companies should give real presentation - interact with actual people from minority 
group and experience

Used In Documents:
 3 P3.docx

Quotations:
 3:14 ¶ 20, Companies should give real representation. They should interact with actual people 

from minority gro… in P3.docx

○ companies should not just pander to certain minorities, should make well-rounded 
characters around particular issues

Used In Documents:
 15 P15.docx

Quotations:
 15:12 ¶ 20, Companies shouldn't just pander to certain minorities. They should make well-

rounded characters/ente… in P15.docx

○ domestic project - racial representation isn’t a major concern

Used In Documents:
 22 P22.docx

Quotations:
 22:1 ¶ 14, Since we are a domestic project, racial representation isn’t a major concern here. in 

P22.docx

○ Example: Black characters are often made exclusively positive, with no flaws, out of 
fear of backlash.

Used In Documents:
 30 P30.docx

Quotations:
 30:5 ¶ 12, For example, Black characters are often made exclusively positive, with no flaws, out 

of fear of bac… in P30.docx   30:6 ¶ 12, there’s pressure to include LGBTQ+ representation, to 
the point where every project seems required t… in P30.docx

○ Example: English profanity often doesn’t translate with the same intensity in 
Japanese, which can lead to cultural mismatches.

Used In Documents:
 21 P21.docx

Quotations:
 21:8 ¶ 16, English profanity often doesn’t translate with the same intensity in Japanese, which 

can lead to cul… in P21.docx

○ Example: For instance, our racing game targeted middle-aged male players, who 
generally show little interest in issues like gender or racial equality. Designing games to 
appeal to such audiences often means reinforcing their preferences rather than 
challenging them.

Used In Documents:



 23 P23.docx

Quotations:
 23:26 ¶ 28, For instance, our racing game targeted middle-aged male players, who generally 

show little interest… in P23.docx

○ Example: for topics like inclusivity which are not emphasized in China, might not 
change

Used In Documents:
 27 P27.docx

Quotations:
 27:22 ¶ 27, However, for topics like racial or gender inclusivity, which aren’t emphasized in 

China, I doubt sig… in P27.docx

○ Example: how to show racial stereotypes and its affect

Used In Documents:
 1 P1.docx

Quotations:
 1:2 ¶ 2, For example showing racial stereotypes in a way that is appropriate and also being 

aware of how this… in P1.docx

○ Example: introduce elements like expanded worldviews or politically correct character 
adjustments, which can feel contrived

Used In Documents:
 27 P27.docx

Quotations:
 27:5 ¶ 15, For instance, some sequels or updates introduce elements like expanded worldviews 

or politically cor… in P27.docx

○ Example: many mobile games cater to mainstream preferences, which are often 
shaped by existing stereotypes.

Used In Documents:
 24 P24.docx

Quotations:
 24:15 ¶ 20, For example, many mobile games cater to mainstream preferences, which are often 

shaped by existing s… in P24.docx

○ Example: Overwatch: while its original design felt organic, its sequel introduced 
background stories that seemed overly deliberate

Used In Documents:
 27 P27.docx

Quotations:
 27:6 ¶ 15, A good example is Overwatch: while its original design felt organic, its sequel 

introduced backgroun… in P27.docx

○ Example: political themes are a red line in China - cannot critiques authority or 
sensitive topics

Used In Documents:



 28 P28.docx

Quotations:
 28:16 ¶ 24, For example, if a scriptwriter submits content that critiques authority or touches on 

sensitive topi… in P28.docx

○ Example: political tipic are sensitive in China - direct references to controversial 
figures or events are forbidden

Used In Documents:
 28 P28.docx

Quotations:
 28:12 ¶ 22, For instance, political topics are extremely sensitive in China. Even indirect 

references to controv… in P28.docx

○ Example: racial representation - many developers unconsciously prioritize characters 
that resemble themselves or their immediate environment

Used In Documents:
 24 P24.docx

Quotations:
 24:2 ¶ 13, For instance, in terms of racial representation, many developers unconsciously 

prioritize characters… in P24.docx

○ Example: the depiction of Chinese women often falls into clichéd portrayals

Used In Documents:
 31 P31.docx

Quotations:
 31:2 ¶ 20, For instance, the depiction of Chinese women often falls into clichéd portrayals, like 

characters in… in P31.docx

○ Example: Ubisoft - include black character options in character creation interface, 
even though black characters are rarely featured in Chinese games

Used In Documents:
 23 P23.docx

Quotations:
 23:11 ¶ 15, For instance, they required us to include Black character options in our character 

creation interfac… in P23.docx

○ Example: Ubisoft emphasized diversity and inclusion - ensure gender, racial and 
body-type representation

Used In Documents:
 23 P23.docx

Quotations:
 23:9 ¶ 13, Ubisoft’s rules emphasized diversity and inclusion—for example, ensuring gender, 

racial, and body-ty… in P23.docx

○ Example: used some music from another culture that was offensice, but fixed it 
quickly by changing the music

Used In Documents:



 8 P8.docx

Quotations:
 8:8 ¶ 7, We did have a problem one time where we used some music from another culture that 

was offensive, but… in P8.docx

○ Example: white people make black character - developers are not from minorities, but 
pander to minorities

Used In Documents:
 15 P15.docx

Quotations:
 15:1 ¶ 2, Also, these companies are just trying to pander to those people, while they themselves 

are not of th… in P15.docx

○ Example: without diverse team members advocating for representation, certain racial 
or gender-related perspectives might be ignored.

Used In Documents:
 27 P27.docx

Quotations:
 27:16 ¶ 22, Similarly, without diverse team members advocating for representation, certain racial 

or gender-rela… in P27.docx

○ focus on inclusivity and ethics may overshadows other aspect

Used In Documents:
 12 P12.docx

Quotations:
 12:7 ¶ 12, This focus on inclusivity and ethics sometimes overshadows other aspects of the 

game, but the goal i… in P12.docx

○ focus on making sure the game is inclusive and respectful, no matter the project

Used In Documents:
 12 P12.docx

Quotations:
 12:6 ¶ 12, No matter the project, the focus is on making sure that the game is inclusive and 

respectful. in P12.docx

○ Forced inclusivity or political correctness often feels insincere and detracts from the 
experience.

Used In Documents:
 27 P27.docx

Quotations:
 27:28 ¶ 31, Forced inclusivity or political correctness often feels insincere and detracts from the 

experience. in P27.docx

○ game companies usually don't know the cultural origin

Used In Documents:
 4 P4.docx

Quotations:



 4:3 ¶ 2, since the companies in the industry don't know the origin in P4.docx

○ if give real representation, can make more significant and influential games

Used In Documents:
 3 P3.docx

Quotations:
 3:16 ¶ 20, And I'm going to be completely honest here, the business would make more significant 

and influential… in P3.docx

○ important to create a healthy environment for minority - if friendly, game players will 
stay for a long time

Used In Documents:
 16 P16.docx

Quotations:
 16:16 ¶ 20, It is very important to have a healthy environment for minors, since it is very friendly 

and if done… in P16.docx

○ important to make people aware actual issues that minority face

Used In Documents:
 3 P3.docx

Quotations:
 3:15 ¶ 20, It is important to make people aware of actual issues these people face. in P3.docx

○ inclusivity should be seen as sth important and not an addition

Used In Documents:
 7 P7.docx

Quotations:
 7:12 ¶ 15, Inclusivity should be seen as something important and not an addition to the game. in 

P7.docx

○ incorporating diverse perspectives into development teams could improve inclusivity

Used In Documents:
 27 P27.docx

Quotations:
 27:26 ¶ 29, Additionally, incorporating diverse perspectives into development teams could 

improve inclusivity. in P27.docx

○ Issue: lot of cultural appropriation and stereotyping

Used In Documents:
 4 P4.docx

Quotations:
 4:1 ¶ 2, Some major issues that run in the gaming industry, for example in character designs we 

see a lot of… in P4.docx

○ Localization team is useful - not just about translation, it's about understanding 
cultural sensitivities and avoiding potential issues in other coutries' market

Used In Documents:



 18 P18.docx

Quotations:
 18:22 ¶ 26, For now, what could be most useful is a stronger localization team. Localization isn’t 

just about tr… in P18.docx

○ more aware about issues of other groups

Used In Documents:
 7 P7.docx

Quotations:
 7:20 ¶ 27, I would say probably be more aware about issues of other groups. in P7.docx

○ more diverse characters in game - race, sexuality

Used In Documents:
 16 P16.docx

Quotations:
 16:5 ¶ 8, There are diverse characters when it comes to race, sexuality, etc. in P16.docx

○ Normal representation in games diversifies the player base.

Used In Documents:
 2 P2.docx

Quotations:
 2:3 ¶ 2, Normal representation in games is what usually diversifies the player base. in P2.docx

○ Problem: because of the acceptability of the audience, companies are less likely to 
promote inclusion - companies don't want to receive hate and lose money

Used In Documents:
 16 P16.docx

Quotations:
 16:7 ¶ 2, Because of this companies are less likely to promote inclusion, since if they receive 

hate and lose… in P16.docx

○ Problem: copy a story and cater to any minority that exists just to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:2 ¶ 3, They copy a story and just use that to form their game, making sure to cater to any 

minority that ex… in P10.docx

○ Problem: discrimination and strereotypes

Used In Documents:
 24 P24.docx

Quotations:
 24:1 ¶ 13, The key issues are discrimination and stereotypes. in P24.docx

○ Problem: in character design, achieving diversity is difficult

Used In Documents:



 19 P19.docx

Quotations:
 19:13 ¶ 19, Even in character design, achieving diversity is difficult. in P19.docx

○ Problem: in overseas-targeted games, where there’s an overcompensation for 
avoiding gender or racial discrimination.

Used In Documents:
 30 P30.docx

Quotations:
 30:4 ¶ 12, Another issue arises in overseas-targeted games, where there’s an overcompensation 

for avoiding gend… in P30.docx

○ Problem: include more inclusivity features, proper represent the minorities

Used In Documents:
 12 P12.docx

Quotations:
 12:1 ¶ 3, I would say to include more inclusivity features when it comes to games, and actually 

properly repre… in P12.docx

○ Problem: lack diversity awareness, lack ethical guidelines

Used In Documents:
 19 P19.docx

Quotations:
 19:1 ¶ 13, From my experience, the Chinese gaming industry generally lacks ethical guidelines 

and diversity awa… in P19.docx

○ Problem: lack of inclusivity

Used In Documents:
 17 P17.docx

Quotations:
 17:6 ¶ 2, I'm not sure what would be the biggest issue right now, it could be the lack of inclusivity. 

in P17.docx

○ Problem: lack of real representation

Used In Documents:
 3 P3.docx

Quotations:
 3:1 ¶ 2, Lack of real representation is one of the main problems in the game business. in P3.docx

○ Problem: LGBT+ themes and diverse racial characters noticeably absent - may due to 
cultural and regulatory limitation

Used In Documents:
 22 P22.docx

Quotations:
 22:6 ¶ 16, LGBTQ+ themes and diverse racial characters, such as Black characters, are also 

noticeably absent in… in P22.docx



○ Problem: make inclusivity - not making a well-rounded design around minority 
characters

Used In Documents:
 15 P15.docx

Quotations:
 15:2 ¶ 2, Biggest issue is that companies are trying to check the boxes when it comes to 

inclusivity and the r… in P15.docx

○ Problem: male-dominated, white male characters play lead role

Used In Documents:
 19 P19.docx

Quotations:
 19:2 ¶ 13, It’s mostly male-dominated, and the typical approach focuses on characters that are 

white and male f… in P19.docx

○ Problem: many large international companies prioritize racial diversity, smaller or 
domestic-focused companies no

Used In Documents:
 21 P21.docx

Quotations:
 21:5 ¶ 14, Responsible companies typically avoid using female bodies merely as marketing tools. 

Lastly, many la… in P21.docx

○ Problem: marginalization of non-white characters

Used In Documents:
 24 P24.docx

Quotations:
 24:3 ¶ 13, This often leads to the marginalization of non-white characters. in P24.docx

○ Problem: mistreatment of employees, not making game inclusive enough, racial 
stereotyoes, offensive language etc.

Used In Documents:
 14 P14.docx

Quotations:
 14:9 ¶ 1, There are a lot of various issues, such as mistreatment of employees, not making 

games inclusive eno… in P14.docx

○ Problem: offend the culture of certain groups - bc don't know much about it

Used In Documents:
 5 P5.docx

Quotations:
 5:4 ¶ 2, I think a common problem a lot of developers have is that they can sometimes offend the 

culture of c… in P5.docx

○ Problem: people who dominate game industry are often white straight males - not 
aware issues

Used In Documents:



 5 P5.docx

Quotations:
 5:5 ¶ 2, The people who dominate the game development industry are often white straight males, 

so usually the… in P5.docx

○ Problem: player base includes people in Southeast Asia, has not localized for those 
cultures - remains rooted in Chinese themes without adjusting much to local customs

Used In Documents:
 20 P20.docx

Quotations:
 20:3 ¶ 9, Second, while our player base includes people in Southeast Asia, the game hasn’t been 

significantly… in P20.docx

○ Problem: prioritizes a limited and sometimes biased view of character presentation

Used In Documents:
 19 P19.docx

Quotations:
 19:4 ¶ 13, This aligns with the conventional industry perspective, which prioritizes a limited and 

sometimes bi… in P19.docx

○ Problem: some representation might not be overtly offensive - reinforce outdated 
perceptions

Used In Documents:
 31 P31.docx

Quotations:
 31:3 ¶ 20, While such representations may not be overtly offensive, they reinforce outdated 

perceptions. in P31.docx

○ Problem: stereotypes in Japanese games

Used In Documents:
 31 P31.docx

Quotations:
 31:1 ¶ 20, A prominent issue in Japanese games is related to stereotypes. in P31.docx

○ Problem: take inclusivity to an extreme

Used In Documents:
 30 P30.docx

Quotations:
 30:16 ¶ 17, However, these measures often feel like overcorrections—taking inclusivity to an 

extreme. in P30.docx

○ Problem: traditional matial arts mmorpg - gender representation and cutural 
localization

Used In Documents:
 20 P20.docx

Quotations:



 20:1 ¶ 9, My experience is mainly with a traditional Chinese martial arts MMORPG. There are 
two prominent issu… in P20.docx

○ Problem: try to write more inclusive stories - but have to be descreet

Used In Documents:
 19 P19.docx

Quotations:
 19:7 ¶ 15, Some of us try to write more inclusive stories, like subtle depictions of same-gender 

friendships th… in P19.docx

○ Problem: when inclusivity is retroactively added to cater to public opinion, it often 
feels forced and disingenuous

Used In Documents:
 27 P27.docx

Quotations:
 27:4 ¶ 15, However, when inclusivity is retroactively added to cater to public opinion, it often feels 

forced a… in P27.docx

○ Problem: whenever developers tries to add inclusive features, audience hate that

Used In Documents:
 16 P16.docx

Quotations:
 16:6 ¶ 2, Biggest issue is the audience, since whenever the production team tries to add 

inclusive features, t… in P16.docx

○ reason for cultural appropriation and stereotyping - aesthetic reasons or to pander to 
the community

Used In Documents:
 4 P4.docx

Quotations:
 4:2 ¶ 2, This can be done either for aesthetic reasons or to pander to the community, but usually 

it's done i… in P4.docx

○ requirement - storymakers and 3D-artists to ensure diverse representation in 
characters

Used In Documents:
 6 P6.docx

Quotations:
 6:9 ¶ 5, In our studio, we require our storymakers and 3D-artists to ensure diverse representation 

in all the… in P6.docx

○ requirement exists - pander to minority, don't care about quality, make sure no one 
feels hurt to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:4 ¶ 11, It is for sure a requirement. No matter what it will be prioritized. The quality of the 

game doesn't… in P10.docx



○ statistics show that having more healthy game and inclusive communities increase 
revenue (from the interviewee perspective)

Used In Documents:
 5 P5.docx   16 P16.docx

Quotations:
 5:15 ¶ 20, Statistics usually show that having more healthy games and inclusive communities 

increase revenue fr… in P5.docx   16:14 ¶ 20, Even from a greed perspective, it doesn't make 
sense to not strive for diversity (features), since s… in P16.docx

○ The content produced by games often reflects the biases of their developers.

Used In Documents:
 24 P24.docx

Quotations:
 24:8 ¶ 16, The content produced by games often reflects the biases of their developers. in 

P24.docx

○ the industry should strive for ethical consistency while respecting cultural diversity

Used In Documents:
 29 P29.docx

Quotations:
 29:24 ¶ 32, Still, the industry should strive for ethical consistency while respecting cultural 

diversity. in P29.docx

○ the need for more diverse perspectives in development teams

Used In Documents:
 24 P24.docx

Quotations:
 24:10 ¶ 16, This highlights the need for more diverse perspectives in development teams in 

P24.docx

○ the overseas version faces fewer restrictions - take this opportunity to include 
inclusice elements

Used In Documents:
 19 P19.docx

Quotations:
 19:19 ¶ 27, It’s simply that the overseas version faces fewer restrictions, so we take that 

opportunity to inclu… in P19.docx

○ While regulations and societal expectations shape the industry, developers also bear 
responsibility for creating content that respects diverse perspectives while maintaining 
authenticity.

Used In Documents:
 28 P28.docx

Quotations:
 28:23 ¶ 30, The balance between ethics and commercial success is delicate. While regulations 

and societal expect… in P28.docx



○ while supporting inclusivity, feels forced at times, as if political correctness is 
dictating the narrative

Used In Documents:
 30 P30.docx

Quotations:
 30:7 ¶ 12, While I support inclusivity, it feels forced at times, as if political correctness is dictating 

the… in P30.docx

 RQ1::Misrepresentation of female characters

102 Members:
○ a significant step forward- inclusion of playable female character

Used In Documents:
 24 P24.docx

Quotations:
 24:7 ¶ 14, Despite these flaws, the inclusion of playable female protagonists is already a 

significant step for… in P24.docx

○ avoid writing overly sexualize about women

Used In Documents:
 28 P28.docx

Quotations:
 28:4 ¶ 14, I avoided writing overly suggestive or demeaning content about women. in P28.docx

○ character costumes and designs relect traditional gender bias

Used In Documents:
 24 P24.docx

Quotations:
 24:13 ¶ 18, However, even in our relatively gender-neutral game, some character costumes and 

designs still refle… in P24.docx

○ combat-focused gameplay - female players make up a portion of the player base, they 
are not well-represented in animations

Used In Documents:
 20 P20.docx

Quotations:
 20:10 ¶ 13, We have combat-focused gameplay, and while female players make up a portion of 

the player base, they… in P20.docx

○ companies cater to male players - large player base

Used In Documents:
 19 P19.docx   30 P30.docx

Quotations:
 19:8 ¶ 17, This is largely because the player base is male, and companies cater to this 

preference in P19.docx   30:12 ¶ 15, For instance, overly revealing female characters are 
included purely because they sell well. in P30.docx



○ companies should consider and announce what they're trying to achieve when 
pandering to minorities

Used In Documents:
 10 P10.docx

Quotations:
 10:17 ¶ 28, Also they have to announce what they're trying to achieve when pandering to 

minorities, is it browni… in P10.docx

○ companies should give real presentation - interact with actual people from minority 
group and experience

Used In Documents:
 3 P3.docx

Quotations:
 3:14 ¶ 20, Companies should give real representation. They should interact with actual people 

from minority gro… in P3.docx

○ companies should not just pander to certain minorities, should make well-rounded 
characters around particular issues

Used In Documents:
 15 P15.docx

Quotations:
 15:12 ¶ 20, Companies shouldn't just pander to certain minorities. They should make well-

rounded characters/ente… in P15.docx

○ consider audience sensitivities - consider unisex theme to appeal younger players - 
more open to gender-neutral narratives

Used In Documents:
 20 P20.docx

Quotations:
 20:26 ¶ 27, We also consider audience sensitivities. For example, we consider unisex themes in 

certain games to… in P20.docx

○ cycle: games primarily target male players, so their content becomes male-centric, 
which discourages female players from engaging with games.

Used In Documents:
 24 P24.docx

Quotations:
 24:27 ¶ 30, The domestic industry is caught in a cycle: games primarily target male players, so 

their content be… in P24.docx

○ ethical guidelines should include narrative choice and character designs - avoiding 
stereotypical "male hero" and avoid objectify female characters

Used In Documents:
 21 P21.docx

Quotations:
 21:24 ¶ 36, This includes narrative choices and character designs—avoiding stereotypical “male 

hero” tropes and… in P21.docx



○ Example: For instance, skirts and intricate outfits are labeled as “female costumes,” 
while simpler, more casual clothing is categorized as “male costumes.” These 
decisions reflect ingrained biases rather than deliberate ethical considerations.

Used In Documents:
 24 P24.docx

Quotations:
 24:12 ¶ 18, For instance, skirts and intricate outfits are labeled as “female costumes,” while 

simpler, more cas… in P24.docx

○ Example: "loli"(young girl-like) characters, developers give these characters adult 
ages and designs cater to problematic tropes

Used In Documents:
 26 P26.docx

Quotations:
 26:6 ¶ 14, Another issue arises in anime-style games with “loli” (young girl-like) characters. While 

developers… in P26.docx

○ Example: "male fantasy" trope, female characters are created to appeal exclusively to 
male players

Used In Documents:
 30 P30.docx

Quotations:
 30:13 ¶ 15, A notable phenomenon in the industry is the “male fantasy” trope, where female 

characters are create… in P30.docx

○ Example: Ace Racer, initially positioned as a legitimate racing game, later add 
improper skins and provocative animations to attract male player

Used In Documents:
 26 P26.docx

Quotations:
 26:5 ¶ 13, For example, a competitor to a project I worked on, Ace Racer, initially positioned itself 

as a legi… in P26.docx

○ Example: add variety to female character's age. Normally, only includes young, 
attractive female characters or older NPCs with no romanticm appeal - include more 
women in their middle years

Used In Documents:
 20 P20.docx

Quotations:
 20:11 ¶ 15, Sure. One thing I try to do is add variety to female characters’ ages. Normally, the 

game only inclu… in P20.docx

○ Example: adjust character descriptions to felect more realistic features, like wrinkles 
or calloused hands

Used In Documents:
 20 P20.docx

Quotations:



 20:12 ¶ 15, I also adjust character descriptions to reflect more realistic features, like wrinkles or 
calloused… in P20.docx

○ Example: as a feminist, ask team to tone down exaggerated character poses or adjust 
outfits - but whether or not changes depend on the team

Used In Documents:
 20 P20.docx

Quotations:
 20:9 ¶ 13, For instance, as a feminist, I’ve asked our art team to tone down exaggerated 

character poses or adj… in P20.docx

○ Example: ask art team to make character designs less revealing by adding coverage 
to outfits - ultimately revised

Used In Documents:
 28 P28.docx

Quotations:
 28:18 ¶ 26, Yes, I’ve flagged issues in the past. For example, I’ve asked the art team to make 

character designs… in P28.docx

○ Example: avoid overtly objectifying women while still including some suggestive 
elements that appeal to both male and female aesthetics.

Used In Documents:
 27 P27.docx

Quotations:
 27:11 ¶ 20, For example, we might avoid overtly objectifying women while still including some 

suggestive element… in P27.docx

○ Example: Baldur's Gate 3 - male charaters are aligned with mage archetypes, female 
characters embody strenth and combat roles (warrior) traditionally reserved for men

Used In Documents:
 24 P24.docx

Quotations:
 24:5 ¶ 14, For example, Baldur’s Gate 3 subverts traditional stereotypes: male characters like 

Gale and Wyll ar… in P24.docx

○ Example: Detroit:Become Human - female robot mainly takes care of a child, male 
engage in larger, more impactful narratives

Used In Documents:
 30 P30.docx

Quotations:
 30:9 ¶ 13, A good example is Detroit: Become Human, where the female android mainly takes 

care of a child, whil… in P30.docx

○ Example: Elden Ring - different seating posture between men and women when 
crowned Elden Lord

Used In Documents:
 24 P24.docx



Quotations:
 24:6 ¶ 14, Still, there are issues—for example, the female protagonist’s seating posture when 

crowned Elden Lor… in P24.docx

○ Example: feature a young female character - exaggerated animation

Used In Documents:
 22 P22.docx

Quotations:
 22:10 ¶ 19, My first project was an anime-style game featuring a young female character, about 

11 or 12 years ol… in P22.docx

○ Example: features - change pronouns and gender.

Used In Documents:
 2 P2.docx

Quotations:
 2:6 ¶ 8, The only thing we do have is features that let you change your pronouns and gender. in 

P2.docx

○ Example: For instance, our racing game targeted middle-aged male players, who 
generally show little interest in issues like gender or racial equality. Designing games to 
appeal to such audiences often means reinforcing their preferences rather than 
challenging them.

Used In Documents:
 23 P23.docx

Quotations:
 23:26 ¶ 28, For instance, our racing game targeted middle-aged male players, who generally 

show little interest… in P23.docx

○ Example: for topics like inclusivity which are not emphasized in China, might not 
change

Used In Documents:
 27 P27.docx

Quotations:
 27:22 ¶ 27, However, for topics like racial or gender inclusivity, which aren’t emphasized in 

China, I doubt sig… in P27.docx

○ Example: Games like Genshin Impact combine attractive character designs with 
gacha mechanics to great financial success.

Used In Documents:
 31 P31.docx

Quotations:
 31:8 ¶ 27, Games like Genshin Impact combine attractive character designs with gacha 

mechanics to great financi… in P31.docx

○ Example: if companies highlight sexualization of women, probably lose money in the 
short-term, but eventually it would even out

Used In Documents:
 5 P5.docx



Quotations:
 5:14 ¶ 20, If companies can for example highlight issues around sexualization of women, they 

would probably los… in P5.docx

○ Example: if possible, add more female NPCs

Used In Documents:
 20 P20.docx

Quotations:
 20:13 ¶ 15, Additionally, if possible, I add more female NPCs. in P20.docx

○ Example: in Chinese mobile-based anime-style games, the first set of premium 
characters is almost always female - male characters don't perform good in terms of 
monetization

Used In Documents:
 18 P18.docx

Quotations:
 18:3 ¶ 10, For example, in mobile-based anime-style games in China, the first set of premium 

characters is almo… in P18.docx

○ Example: Japan excels in creating content that resonates emotionally with both male 
and female audiences, generating appeal through attractive character portrayals - 
Idolmaster

Used In Documents:
 31 P31.docx

Quotations:
 31:6 ¶ 23 – 24, Japan excels in creating content that resonates emotionally with both male and 

female audiences, gen… in P31.docx

○ Example: lead designer had traditional, male-centric views, which shaped many 
creative decisions

Used In Documents:
 23 P23.docx

Quotations:
 23:24 ¶ 27, In my experience, project leads often have the final say, with little room for dissent. 

For example,… in P23.docx

○ Example: male-dominated teams may overlook gender equality or inclusivity

Used In Documents:
 27 P27.docx

Quotations:
 27:15 ¶ 22, For instance, male-dominated teams may overlook gender equality or inclusivity. in 

P27.docx

○ Example: many games have summer events - female characters are given swimsuits 
while male characters are fully clothed

Used In Documents:
 30 P30.docx



Quotations:
 30:2 ¶ 11, For instance, many games have summer events where female characters are given 

swimsuits, while male… in P30.docx

○ Example: many mobile games cater to mainstream preferences, which are often 
shaped by existing stereotypes.

Used In Documents:
 24 P24.docx

Quotations:
 24:15 ¶ 20, For example, many mobile games cater to mainstream preferences, which are often 

shaped by existing s… in P24.docx

○ Example: recently add women's soccer teams - promote diversity

Used In Documents:
 29 P29.docx

Quotations:
 29:11 ¶ 22, For example, our console game recently introduced women’s soccer teams, which 

promotes diversity whi… in P29.docx

○ Example: suggesting add more female characters might no if it doesn't support the 
main storyline or require too much work from the art or programming team

Used In Documents:
 20 P20.docx

Quotations:
 20:18 ¶ 19, For instance, suggesting the addition of female characters could be blocked if it 

doesn’t support th… in P20.docx

○ Example: the depiction of Chinese women often falls into clichéd portrayals

Used In Documents:
 31 P31.docx

Quotations:
 31:2 ¶ 20, For instance, the depiction of Chinese women often falls into clichéd portrayals, like 

characters in… in P31.docx

○ Example: Ubisoft "Avatar", non-binary gender alien race - Disney mandates repect 
closely in the game's script and localization

Used In Documents:
 21 P21.docx

Quotations:
 21:16 ¶ 26, One example is a recent Ubisoft game with an Asian female protagonist in a practical 

outfit. Another… in P21.docx

○ Example: Ubisoft emphasized diversity and inclusion - ensure gender, racial and 
body-type representation

Used In Documents:
 23 P23.docx

Quotations:



 23:9 ¶ 13, Ubisoft’s rules emphasized diversity and inclusion—for example, ensuring gender, 
racial, and body-ty… in P23.docx

○ Example: want to depict female body types not slim, but muscular woman - rarely 
sopported commercially, particularly male colleagues

Used In Documents:
 19 P19.docx

Quotations:
 19:12 ¶ 19, For instance, while I might want to depict body types that are not stereotypically slim 

or petite, l… in P19.docx

○ Example: without diverse team members advocating for representation, certain racial 
or gender-related perspectives might be ignored.

Used In Documents:
 27 P27.docx

Quotations:
 27:16 ¶ 22, Similarly, without diverse team members advocating for representation, certain racial 

or gender-rela… in P27.docx

○ female market expand as more women gain financial independence and access to 
gaming devices - leed companies pay more attention to female players

Used In Documents:
 18 P18.docx

Quotations:
 18:6 ¶ 12, However, the female market has been expanding recently as more women gain 

financial independence and… in P18.docx

○ female-targeted game more emphasis on ethical considerations

Used In Documents:
 19 P19.docx

Quotations:
 19:26 ¶ 37, In some female-targeted or anime games, there is a bit more emphasis in P19.docx

○ focus on inclusivity and ethics may overshadows other aspect

Used In Documents:
 12 P12.docx

Quotations:
 12:7 ¶ 12, This focus on inclusivity and ethics sometimes overshadows other aspects of the 

game, but the goal i… in P12.docx

○ focus on making sure the game is inclusive and respectful, no matter the project

Used In Documents:
 12 P12.docx

Quotations:
 12:6 ¶ 12, No matter the project, the focus is on making sure that the game is inclusive and 

respectful. in P12.docx



○ Forced inclusivity or political correctness often feels insincere and detracts from the 
experience.

Used In Documents:
 27 P27.docx

Quotations:
 27:28 ¶ 31, Forced inclusivity or political correctness often feels insincere and detracts from the 

experience. in P27.docx

○ if give real representation, can make more significant and influential games

Used In Documents:
 3 P3.docx

Quotations:
 3:16 ¶ 20, And I'm going to be completely honest here, the business would make more significant 

and influential… in P3.docx

○ if have sexsualization of women in studio and in game, cannot really discuss it, but if 
it is only in the game, that could be fixed

Used In Documents:
 9 P9.docx

Quotations:
 9:5 ¶ 3, Like if you have sexualization of women in the studio and in the game, you can't really 

discuss it,… in P9.docx

○ important to create a healthy environment for minority - if friendly, game players will 
stay for a long time

Used In Documents:
 16 P16.docx

Quotations:
 16:16 ¶ 20, It is very important to have a healthy environment for minors, since it is very friendly 

and if done… in P16.docx

○ inclusivity should be seen as sth important and not an addition

Used In Documents:
 7 P7.docx

Quotations:
 7:12 ¶ 15, Inclusivity should be seen as something important and not an addition to the game. in 

P7.docx

○ incorporating diverse perspectives into development teams could improve inclusivity

Used In Documents:
 27 P27.docx

Quotations:
 27:26 ¶ 29, Additionally, incorporating diverse perspectives into development teams could 

improve inclusivity. in P27.docx

○ it is important to add features to appeal more to women as well - most of the gamer 
base are male



Used In Documents:
 17 P17.docx

Quotations:
 17:9 ¶ 20, From the developer side, it is important to add features to appeal more to women as 

well, since most… in P17.docx

○ Large companies have implemented exaggerated physics for female characters - 
influence other developers to mimic these design

Used In Documents:
 30 P30.docx

Quotations:
 30:3 ¶ 11, Companies like miHoYo have even implemented exaggerated physics for female 

characters, which has inf… in P30.docx

○ more aware about issues of other groups

Used In Documents:
 7 P7.docx

Quotations:
 7:20 ¶ 27, I would say probably be more aware about issues of other groups. in P7.docx

○ more diverse characters in game - race, sexuality

Used In Documents:
 16 P16.docx

Quotations:
 16:5 ¶ 8, There are diverse characters when it comes to race, sexuality, etc. in P16.docx

○ Normal representation in games diversifies the player base.

Used In Documents:
 2 P2.docx

Quotations:
 2:3 ¶ 2, Normal representation in games is what usually diversifies the player base. in P2.docx

○ player around 35-40 years old, less likely to accept gender-neutral narrative, then 
developer team will not opt for this kind of narratives

Used In Documents:
 20 P20.docx

Quotations:
 20:27 ¶ 27, But in our other project, we wouldn't have opted for a gender-neutral narrative due to 

the older age… in P20.docx

○ Problem: a strong push to market attractive female characters - boosts sales

Used In Documents:
 18 P18.docx

Quotations:
 18:2 ¶ 10, This approach might not always involve explicit objectification, but there’s a strong 

push to market… in P18.docx



○ Problem: anime-style games - famele characters are often depicted as overtly 
sexualized

Used In Documents:
 24 P24.docx

Quotations:
 24:9 ¶ 16, For example, the company I work for specializes in anime-style games, and female 

characters are ofte… in P24.docx

○ Problem: because of the acceptability of the audience, companies are less likely to 
promote inclusion - companies don't want to receive hate and lose money

Used In Documents:
 16 P16.docx

Quotations:
 16:7 ¶ 2, Because of this companies are less likely to promote inclusion, since if they receive 

hate and lose… in P16.docx

○ Problem: copy a story and cater to any minority that exists just to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:2 ¶ 3, They copy a story and just use that to form their game, making sure to cater to any 

minority that ex… in P10.docx

○ Problem: discrimination and strereotypes

Used In Documents:
 24 P24.docx

Quotations:
 24:1 ¶ 13, The key issues are discrimination and stereotypes. in P24.docx

○ Problem: even though can choose a male or female character, the storyline is written 
from a male perspective, only minor adjustments for female characters

Used In Documents:
 20 P20.docx

Quotations:
 20:2 ¶ 9, First, even though players can choose a male or female character, the storyline is 

written from a ma… in P20.docx

○ Problem: female characters are often designed based on male player's aesthetic - 
unrealistic standards

Used In Documents:
 25 P25.docx   26 P26.docx

Quotations:
 25:2 ¶ 15, As a result, female characters are often designed based on male players’ aesthetics, 

which skews tow… in P25.docx   26:3 ¶ 13, One prominent issue, though, is the portrayal of 
women in games, especially in anime-style games or… in P26.docx   26:4 ¶ 13, Female 
characters are often overly sexualized with revealing outfits and exaggerated proportions. in 
P26.docx



○ Problem: female characters highly sexualized

Used In Documents:
 19 P19.docx   30 P30.docx

Quotations:
 19:3 ¶ 13, with female characters often highly sexualized. in P19.docx   30:1 ¶ 11, One issue is 

how female characters are portrayed—often in overly sexualized outfits for no reason. in P30.docx

○ Problem: female characters too sexualized or too weak for appeal male player.

Used In Documents:
 2 P2.docx

Quotations:
 2:1 ¶ 2, The way female characters are portrayed in games is a huge problem. They are either 

too sexualized o… in P2.docx

○ Problem: gaming community(especially young men) ignore the famale character issue

Used In Documents:
 2 P2.docx

Quotations:
 2:2 ¶ 2, On top of that, there is a huge lack of awareness in the gaming community, especially 

young men, abo… in P2.docx

○ Problem: gender representation - sexualized female characters

Used In Documents:
 22 P22.docx   24 P24.docx

Quotations:
 22:5 ¶ 16, In general, the most common issue I notice is gender representation. While race is 

rarely highlighte… in P22.docx   24:4 ¶ 14, Gender discrimination is another prominent issue. In 
domestic anime-style mobile games, female chara… in P24.docx

○ Problem: gender stereotypes - female characters are depicted as marriage-focued or 
envious of peers.

Used In Documents:
 22 P22.docx

Quotations:
 22:2 ¶ 14, However, we may overlook details when it comes to gender stereotypes and cultural 

representations. F… in P22.docx

○ Problem: historic assumption that most players are male

Used In Documents:
 25 P25.docx

Quotations:
 25:1 ¶ 15, A prominent issue stems from the historic assumption that most players are male. in 

P25.docx

○ Problem: in character design, achieving diversity is difficult

Used In Documents:
 19 P19.docx



Quotations:
 19:13 ¶ 19, Even in character design, achieving diversity is difficult. in P19.docx

○ Problem: in Chinese game industry, female characters are higly sexualized to cater to 
"male otaku" audience

Used In Documents:
 18 P18.docx

Quotations:
 18:1 ¶ 10, In the Chinese game industry, a major issue for my age group is the trend to create 

and market femal… in P18.docx

○ Problem: in overseas-targeted games, where there’s an overcompensation for 
avoiding gender or racial discrimination.

Used In Documents:
 30 P30.docx

Quotations:
 30:4 ¶ 12, Another issue arises in overseas-targeted games, where there’s an overcompensation 

for avoiding gend… in P30.docx

○ Problem: include more inclusivity features, proper represent the minorities

Used In Documents:
 12 P12.docx

Quotations:
 12:1 ¶ 3, I would say to include more inclusivity features when it comes to games, and actually 

properly repre… in P12.docx

○ Problem: lack diversity awareness, lack ethical guidelines

Used In Documents:
 19 P19.docx

Quotations:
 19:1 ¶ 13, From my experience, the Chinese gaming industry generally lacks ethical guidelines 

and diversity awa… in P19.docx

○ Problem: lack of inclusivity

Used In Documents:
 17 P17.docx

Quotations:
 17:6 ¶ 2, I'm not sure what would be the biggest issue right now, it could be the lack of inclusivity. 

in P17.docx

○ Problem: lack of real representation

Used In Documents:
 3 P3.docx

Quotations:
 3:1 ¶ 2, Lack of real representation is one of the main problems in the game business. in P3.docx



○ Problem: make inclusivity - not making a well-rounded design around minority 
characters

Used In Documents:
 15 P15.docx

Quotations:
 15:2 ¶ 2, Biggest issue is that companies are trying to check the boxes when it comes to 

inclusivity and the r… in P15.docx

○ Problem: male characters are portrayed as ambitious or revolutionary, while female 
characters are relegated to traditional roles, like mothers or caretakers

Used In Documents:
 30 P30.docx

Quotations:
 30:8 ¶ 13, Additionally, there’s a trend in games where male characters are portrayed as 

ambitious or revolutio… in P30.docx

○ Problem: male-dominated, white male characters play lead role

Used In Documents:
 19 P19.docx

Quotations:
 19:2 ¶ 13, It’s mostly male-dominated, and the typical approach focuses on characters that are 

white and male f… in P19.docx

○ Problem: overly sexualized female characters - referencing popular media - like Fast 
and Furious

Used In Documents:
 23 P23.docx

Quotations:
 23:18 ¶ 21, Many design choices—like overly sexualized female characters—are justified by 

referencing popular me… in P23.docx

○ Problem: people who dominate game industry are often white straight males - not 
aware issues

Used In Documents:
 5 P5.docx

Quotations:
 5:5 ¶ 2, The people who dominate the game development industry are often white straight males, 

so usually the… in P5.docx

○ Problem: prioritizes a limited and sometimes biased view of character presentation

Used In Documents:
 19 P19.docx

Quotations:
 19:4 ¶ 13, This aligns with the conventional industry perspective, which prioritizes a limited and 

sometimes bi… in P19.docx



○ Problem: sexualize women characters - more of market choice under revenue 
consideration

Used In Documents:
 18 P18.docx

Quotations:
 18:4 ¶ 10, This isn’t necessarily discrimination; it’s more of a market choice driven by revenue 

considerations… in P18.docx

○ Problem: traditional matial arts mmorpg - gender representation and cutural 
localization

Used In Documents:
 20 P20.docx

Quotations:
 20:1 ¶ 9, My experience is mainly with a traditional Chinese martial arts MMORPG. There are 

two prominent issu… in P20.docx

○ Problem: treatment of female characters

Used In Documents:
 21 P21.docx

Quotations:
 21:4 ¶ 14, Another ethical aspect is the treatment of female characters. Responsible companies 

typically avoid… in P21.docx

○ Problem: try to make the game appealing for both male and female(50/50 ratio of both 
male and female characters) - but noticed that men usually play their game more

Used In Documents:
 17 P17.docx

Quotations:
 17:5 ¶ 2, In our games we tried making the game appealing for both male and females, but 

noticed that men usua… in P17.docx

○ Problem: unrealistic body standards of the main characters - portrayed as the heros

Used In Documents:
 6 P6.docx

Quotations:
 6:1 ¶ 1, One major issue within the gaming industry which can have a negative impact on the 

player's self per… in P6.docx

○ Problem: when inclusivity is retroactively added to cater to public opinion, it often 
feels forced and disingenuous

Used In Documents:
 27 P27.docx

Quotations:
 27:4 ¶ 15, However, when inclusivity is retroactively added to cater to public opinion, it often feels 

forced a… in P27.docx

○ Problem: whenever developers tries to add inclusive features, audience hate that



Used In Documents:
 16 P16.docx

Quotations:
 16:6 ¶ 2, Biggest issue is the audience, since whenever the production team tries to add 

inclusive features, t… in P16.docx

○ requirement - storymakers and 3D-artists to ensure diverse representation in 
characters

Used In Documents:
 6 P6.docx

Quotations:
 6:9 ¶ 5, In our studio, we require our storymakers and 3D-artists to ensure diverse representation 

in all the… in P6.docx

○ requirement exists - pander to minority, don't care about quality, make sure no one 
feels hurt to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:4 ¶ 11, It is for sure a requirement. No matter what it will be prioritized. The quality of the 

game doesn't… in P10.docx

○ simulation-game targeting a broad audience particular women - avoid aggression and 
morally questionable content

Used In Documents:
 22 P22.docx

Quotations:
 22:11 ¶ 21, My current project is a relaxed, simulation-style game targeting a broad audience, 

particularly wome… in P22.docx

○ statistics show that having more healthy game and inclusive communities increase 
revenue (from the interviewee perspective)

Used In Documents:
 5 P5.docx   16 P16.docx

Quotations:
 5:15 ¶ 20, Statistics usually show that having more healthy games and inclusive communities 

increase revenue fr… in P5.docx   16:14 ¶ 20, Even from a greed perspective, it doesn't make 
sense to not strive for diversity (features), since s… in P16.docx

○ tendency to include more female characters

Used In Documents:
 19 P19.docx

Quotations:
 19:9 ¶ 17, Yes, there is a tendency to include more female characters that can form bonds with 

male players in P19.docx

○ the AAA games the interviewee worked on, female characters are portrayed 
realistically without revealing outfits



Used In Documents:
 21 P21.docx

Quotations:
 21:14 ¶ 24, female characters are portrayed realistically without revealing outfits in P21.docx

○ the overseas version faces fewer restrictions - take this opportunity to include 
inclusice elements

Used In Documents:
 19 P19.docx

Quotations:
 19:19 ¶ 27, It’s simply that the overseas version faces fewer restrictions, so we take that 

opportunity to inclu… in P19.docx

○ While regulations and societal expectations shape the industry, developers also bear 
responsibility for creating content that respects diverse perspectives while maintaining 
authenticity.

Used In Documents:
 28 P28.docx

Quotations:
 28:23 ¶ 30, The balance between ethics and commercial success is delicate. While regulations 

and societal expect… in P28.docx

○ while supporting inclusivity, feels forced at times, as if political correctness is 
dictating the narrative

Used In Documents:
 30 P30.docx

Quotations:
 30:7 ¶ 12, While I support inclusivity, it feels forced at times, as if political correctness is dictating 

the… in P30.docx

○ work on female-focued games where players prefer diverse emotional relationships 
and character designs

Used In Documents:
 19 P19.docx

Quotations:
 19:11 ¶ 19, For me, it’s easier since I work on female-focused games where players prefer more 

diverse emotional… in P19.docx

 RQ1::Privacy concern

2 Members:
○ Problem: privacy, especially with commercial mobile games - many games ask for 
unnecessary permissions to access data

Used In Documents:
 20 P20.docx

Quotations:
 20:4 ¶ 10, Privacy is a concern as well, especially with commercial mobile games. Many games 

ask for unnecessar… in P20.docx



○ Problem: smaller studio with limited resources tend to gather less user data, but 
commercial games oftern request extensive acces to player's phone - privacy issues

Used In Documents:
 20 P20.docx

Quotations:
 20:5 ¶ 10, Smaller studios with limited resources tend to gather less user data. However, 

commercial games ofte… in P20.docx

 RQ1::Toxic behavior in online gaming communities

13 Members:
○ company's goal - show the right social views and make a good difference through 
games - keeping community non-toxic

Used In Documents:
 12 P12.docx

Quotations:
 12:4 ¶ 8, The company's goal was to show the right social views and make a good difference 

through our games,… in P12.docx

○ current trends in gaming community change frequently and rapidly - unensure on how 
to cater towards the issues in modern days

Used In Documents:
 11 P11.docx

Quotations:
 11:6 ¶ 15, The current trends in the gaming community change so frequently and rapidly that we 

are unsure on ho… in P11.docx

○ Example: For example, paedophilia is completely prohibited.

Used In Documents:
 28 P28.docx

Quotations:
 28:2 ¶ 12, For example, paedophilia is completely prohibited. in P28.docx

○ Example: Janpenese often avoids use offensive language

Used In Documents:
 21 P21.docx

Quotations:
 21:7 ¶ 16, For example, Japanese often avoids directly placing the subject at the beginning of a 

sentence, and… in P21.docx

○ Example: on reddit or twitter(online forums), some people are rude but nothing is 
done about it

Used In Documents:
 8 P8.docx

Quotations:
 8:4 ¶ 3, When you look at forums like Reddit and Twitter, you can see how disgusting some 

people can be and u… in P8.docx



○ game should have better features/tools for the community to communicate with each 
other in game - moderation can be done on the language spoken

Used In Documents:
 17 P17.docx

Quotations:
 17:7 ¶ 20, Having better features/tools for the community to communicate with each other in the 

game itself wou… in P17.docx

○ important to keep the community non-toxic to avoid any problems

Used In Documents:
 17 P17.docx

Quotations:
 17:8 ¶ 20, It is important to keep the community non-toxic to avoid any problems. in P17.docx

○ keep game community nice but not really problems in the game itself

Used In Documents:
 8 P8.docx

Quotations:
 8:7 ¶ 7, We make sure to keep our community nice and all of that but there aren't really any 

problems in the… in P8.docx

○ Problem: in-game voice chat (Call of Duty or Valorant), get harrassed if played is a 
women or from any other minority group

Used In Documents:
 8 P8.docx

Quotations:
 8:5 ¶ 3, Also in games where you have voice chat, like Call of Duty or Valorant, you will get 

instantly haras… in P8.docx

○ Problem: toxic gamer communities in the game industry

Used In Documents:
 8 P8.docx

Quotations:
 8:3 ¶ 3, A big problem in the gaming industry is how toxic the communities sometimes can be to 

be honest. Whe… in P8.docx

○ Suggestion: keep rude people out of gamer community - they wouldn't have bought 
game anyway

Used In Documents:
 8 P8.docx

Quotations:
 8:15 ¶ 26, So whenever there are trolls or rage baiters, just make sure to keep them out of your 

community. The… in P8.docx

○ Suggestion: prioritizing keeping community healthy - so many times a company 
wants to add some inclusive features and then there is backlash that the developers 
stop releasing those features



Used In Documents:
 8 P8.docx

Quotations:
 8:14 ¶ 26, I definitely recommend prioritizing keeping your community healthy, because there are 

so many times… in P8.docx

○ the most important ethical part they focus is not in the game, is community

Used In Documents:
 8 P8.docx

Quotations:
 8:11 ¶ 11, but for the most part it is not something we focus on within the game. But like I said 

before, outsi… in P8.docx

 RQ1::Underrepresentation of LGBTQ+ characters

44 Members:
○ censorship in China - protrayals of violence and non-heterosexual relationships

Used In Documents:
 19 P19.docx

Quotations:
 19:10 ¶ 19, owever, censorship remains a challenge in China, especially with portrayals of 

violence and non-hete… in P19.docx

○ Censorship in China is very specific, governing aspects like the extent of nudity or 
violence allowed, as well as prohibitions against explicit LGBTQ+ content.

Used In Documents:
 19 P19.docx

Quotations:
 19:21 ¶ 29, Censorship in China is very specific, governing aspects like the extent of nudity or 

violence allowe… in P19.docx

○ companies should consider and announce what they're trying to achieve when 
pandering to minorities

Used In Documents:
 10 P10.docx

Quotations:
 10:17 ¶ 28, Also they have to announce what they're trying to achieve when pandering to 

minorities, is it browni… in P10.docx

○ companies should give real presentation - interact with actual people from minority 
group and experience

Used In Documents:
 3 P3.docx

Quotations:
 3:14 ¶ 20, Companies should give real representation. They should interact with actual people 

from minority gro… in P3.docx



○ companies should not just pander to certain minorities, should make well-rounded 
characters around particular issues

Used In Documents:
 15 P15.docx

Quotations:
 15:12 ¶ 20, Companies shouldn't just pander to certain minorities. They should make well-

rounded characters/ente… in P15.docx

○ consider audience sensitivities - consider unisex theme to appeal younger players - 
more open to gender-neutral narratives

Used In Documents:
 20 P20.docx

Quotations:
 20:26 ¶ 27, We also consider audience sensitivities. For example, we consider unisex themes in 

certain games to… in P20.docx

○ Example: concern about Chinese market - if includes gender-neutral characters or 
significant LGBTQ+ elements

Used In Documents:
 25 P25.docx

Quotations:
 25:14 ¶ 23, A more relevant example is the concern about appealing to the Chinese market. 

While our game include… in P25.docx

○ Example: for Chinese company, might include LGBTQ+ content more naturally in 
overseas versions

Used In Documents:
 19 P19.docx

Quotations:
 19:18 ¶ 25, For example, in overseas versions, we might include LGBTQ+ content more 

naturally. in P19.docx

○ Example: for topics like inclusivity which are not emphasized in China, might not 
change

Used In Documents:
 27 P27.docx

Quotations:
 27:22 ¶ 27, However, for topics like racial or gender inclusivity, which aren’t emphasized in 

China, I doubt sig… in P27.docx

○ Example: homosexual relationships are also prohibited in China

Used In Documents:
 19 P19.docx

Quotations:
 19:23 ¶ 31, Even swearing isn’t allowed. Homosexual relationships are also prohibited, so we 

have to write these… in P19.docx



○ Example: if the target audience dislikes LGBTQ+ themes, those elements won’t be 
included, even if the developers want to explore them.

Used In Documents:
 28 P28.docx

Quotations:
 28:7 ¶ 18, For example, if the target audience dislikes LGBTQ+ themes, those elements won’t be 

included, even i… in P28.docx

○ Example: Japanese yuri-games oftem explore themes of obsession or unhealthy 
relationships - aim to present a more positive and emotionally engaging experience

Used In Documents:
 31 P31.docx

Quotations:
 31:17 ¶ 43, For example, while Japanese “heavy yuri” games often explore themes of obsession 

or unhealthy relati… in P31.docx

○ Example: many mobile games cater to mainstream preferences, which are often 
shaped by existing stereotypes.

Used In Documents:
 24 P24.docx

Quotations:
 24:15 ¶ 20, For example, many mobile games cater to mainstream preferences, which are often 

shaped by existing s… in P24.docx

○ Example: Ubisoft "Avatar", non-binary gender alien race - Disney mandates repect 
closely in the game's script and localization

Used In Documents:
 21 P21.docx

Quotations:
 21:16 ¶ 26, One example is a recent Ubisoft game with an Asian female protagonist in a practical 

outfit. Another… in P21.docx

○ Example: Ubisoft emphasized diversity and inclusion - ensure gender, racial and 
body-type representation

Used In Documents:
 23 P23.docx

Quotations:
 23:9 ¶ 13, Ubisoft’s rules emphasized diversity and inclusion—for example, ensuring gender, 

racial, and body-ty… in P23.docx

○ focus on inclusivity and ethics may overshadows other aspect

Used In Documents:
 12 P12.docx

Quotations:
 12:7 ¶ 12, This focus on inclusivity and ethics sometimes overshadows other aspects of the 

game, but the goal i… in P12.docx



○ focus on making sure the game is inclusive and respectful, no matter the project

Used In Documents:
 12 P12.docx

Quotations:
 12:6 ¶ 12, No matter the project, the focus is on making sure that the game is inclusive and 

respectful. in P12.docx

○ Forced inclusivity or political correctness often feels insincere and detracts from the 
experience.

Used In Documents:
 27 P27.docx

Quotations:
 27:28 ¶ 31, Forced inclusivity or political correctness often feels insincere and detracts from the 

experience. in P27.docx

○ good - advocates lgbtq+ community or race representation

Used In Documents:
 1 P1.docx

Quotations:
 1:15 ¶ 20, I think it is a good step for companies to advocate for things like the LGBTQ 

community or race repr… in P1.docx

○ if give real representation, can make more significant and influential games

Used In Documents:
 3 P3.docx

Quotations:
 3:16 ¶ 20, And I'm going to be completely honest here, the business would make more significant 

and influential… in P3.docx

○ important to create a healthy environment for minority - if friendly, game players will 
stay for a long time

Used In Documents:
 16 P16.docx

Quotations:
 16:16 ¶ 20, It is very important to have a healthy environment for minors, since it is very friendly 

and if done… in P16.docx

○ inclusivity should be seen as sth important and not an addition

Used In Documents:
 7 P7.docx

Quotations:
 7:12 ¶ 15, Inclusivity should be seen as something important and not an addition to the game. in 

P7.docx

○ lgbtq developer advise add more inclusive features such as pronouns selection

Used In Documents:
 14 P14.docx



Quotations:
 14:7 ¶ 5, She decided that it would be a good idea to add features that make the players feel 

more inclusive s… in P14.docx

○ more aware about issues of other groups

Used In Documents:
 7 P7.docx

Quotations:
 7:20 ¶ 27, I would say probably be more aware about issues of other groups. in P7.docx

○ Normal representation in games diversifies the player base.

Used In Documents:
 2 P2.docx

Quotations:
 2:3 ¶ 2, Normal representation in games is what usually diversifies the player base. in P2.docx

○ Problem: because of the acceptability of the audience, companies are less likely to 
promote inclusion - companies don't want to receive hate and lose money

Used In Documents:
 16 P16.docx

Quotations:
 16:7 ¶ 2, Because of this companies are less likely to promote inclusion, since if they receive 

hate and lose… in P16.docx

○ Problem: copy a story and cater to any minority that exists just to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:2 ¶ 3, They copy a story and just use that to form their game, making sure to cater to any 

minority that ex… in P10.docx

○ Problem: discrimination and strereotypes

Used In Documents:
 24 P24.docx

Quotations:
 24:1 ¶ 13, The key issues are discrimination and stereotypes. in P24.docx

○ Problem: in character design, achieving diversity is difficult

Used In Documents:
 19 P19.docx

Quotations:
 19:13 ¶ 19, Even in character design, achieving diversity is difficult. in P19.docx

○ Problem: include more inclusivity features, proper represent the minorities

Used In Documents:
 12 P12.docx



Quotations:
 12:1 ¶ 3, I would say to include more inclusivity features when it comes to games, and actually 

properly repre… in P12.docx

○ Problem: lack diversity awareness, lack ethical guidelines

Used In Documents:
 19 P19.docx

Quotations:
 19:1 ¶ 13, From my experience, the Chinese gaming industry generally lacks ethical guidelines 

and diversity awa… in P19.docx

○ Problem: lack of inclusivity

Used In Documents:
 17 P17.docx

Quotations:
 17:6 ¶ 2, I'm not sure what would be the biggest issue right now, it could be the lack of inclusivity. 

in P17.docx

○ Problem: lack of real representation

Used In Documents:
 3 P3.docx

Quotations:
 3:1 ¶ 2, Lack of real representation is one of the main problems in the game business. in P3.docx

○ Problem: LGBT+ themes and diverse racial characters noticeably absent - may due to 
cultural and regulatory limitation

Used In Documents:
 22 P22.docx

Quotations:
 22:6 ¶ 16, LGBTQ+ themes and diverse racial characters, such as Black characters, are also 

noticeably absent in… in P22.docx

○ Problem: make inclusivity - not making a well-rounded design around minority 
characters

Used In Documents:
 15 P15.docx

Quotations:
 15:2 ¶ 2, Biggest issue is that companies are trying to check the boxes when it comes to 

inclusivity and the r… in P15.docx

○ Problem: most narratives are heterosexual

Used In Documents:
 19 P19.docx

Quotations:
 19:6 ¶ 15, Also, in terms of romantic storylines, most narratives are heterosexual. in P19.docx



○ Problem: people who dominate game industry are often white straight males - not 
aware issues

Used In Documents:
 5 P5.docx

Quotations:
 5:5 ¶ 2, The people who dominate the game development industry are often white straight males, 

so usually the… in P5.docx

○ Problem: prioritizes a limited and sometimes biased view of character presentation

Used In Documents:
 19 P19.docx

Quotations:
 19:4 ¶ 13, This aligns with the conventional industry perspective, which prioritizes a limited and 

sometimes bi… in P19.docx

○ Problem: when inclusivity is retroactively added to cater to public opinion, it often 
feels forced and disingenuous

Used In Documents:
 27 P27.docx

Quotations:
 27:4 ¶ 15, However, when inclusivity is retroactively added to cater to public opinion, it often feels 

forced a… in P27.docx

○ Problem: whenever developers tries to add inclusive features, audience hate that

Used In Documents:
 16 P16.docx

Quotations:
 16:6 ¶ 2, Biggest issue is the audience, since whenever the production team tries to add 

inclusive features, t… in P16.docx

○ requirement exists - pander to minority, don't care about quality, make sure no one 
feels hurt to increase revenue

Used In Documents:
 10 P10.docx

Quotations:
 10:4 ¶ 11, It is for sure a requirement. No matter what it will be prioritized. The quality of the 

game doesn't… in P10.docx

○ the overseas version faces fewer restrictions - take this opportunity to include 
inclusice elements

Used In Documents:
 19 P19.docx

Quotations:
 19:19 ¶ 27, It’s simply that the overseas version faces fewer restrictions, so we take that 

opportunity to inclu… in P19.docx



○ While regulations and societal expectations shape the industry, developers also bear 
responsibility for creating content that respects diverse perspectives while maintaining 
authenticity.

Used In Documents:
 28 P28.docx

Quotations:
 28:23 ¶ 30, The balance between ethics and commercial success is delicate. While regulations 

and societal expect… in P28.docx

○ while supporting inclusivity, feels forced at times, as if political correctness is 
dictating the narrative

Used In Documents:
 30 P30.docx

Quotations:
 30:7 ¶ 12, While I support inclusivity, it feels forced at times, as if political correctness is dictating 

the… in P30.docx

 RQ1::Violent content

21 Members:
○ censorship in China - protrayals of violence and non-heterosexual relationships

Used In Documents:
 19 P19.docx

Quotations:
 19:10 ¶ 19, owever, censorship remains a challenge in China, especially with portrayals of 

violence and non-hete… in P19.docx

○ Censorship in China is very specific, governing aspects like the extent of nudity or 
violence allowed, as well as prohibitions against explicit LGBTQ+ content.

Used In Documents:
 19 P19.docx

Quotations:
 19:21 ¶ 29, Censorship in China is very specific, governing aspects like the extent of nudity or 

violence allowe… in P19.docx

○ Depictions of death or explicit violence are heavily restricted as well.

Used In Documents:
 28 P28.docx

Quotations:
 28:3 ¶ 12 – 13, References to activities like drinking are also banned. When it comes to violence, 

blood cannot appe… in P28.docx

○ do not avoid violence issues

Used In Documents:
 9 P9.docx

Quotations:
 9:7 ¶ 10, We do not avoid violence or any other sorts of those issues. in P9.docx



○ Example: explicit content of excessive violence would be addressed to comply with 
regulations

Used In Documents:
 27 P27.docx

Quotations:
 27:21 ¶ 27, For example, explicit content or excessive violence would be addressed to comply 

with regulations. in P27.docx

○ Example: For example, paedophilia is completely prohibited.

Used In Documents:
 28 P28.docx

Quotations:
 28:2 ¶ 12, For example, paedophilia is completely prohibited. in P28.docx

○ Example: If the goal is to critique or educate—for instance, raising awareness against 
animal abuse—I think the portrayal of such acts is justified

Used In Documents:
 25 P25.docx

Quotations:
 25:7 ¶ 19, If the goal is to critique or educate—for instance, raising awareness against animal 

abuse—I think t… in P25.docx

○ Example: Janpenese often avoids use offensive language

Used In Documents:
 21 P21.docx

Quotations:
 21:7 ¶ 16, For example, Japanese often avoids directly placing the subject at the beginning of a 

sentence, and… in P21.docx

○ Example: many mobile games cater to mainstream preferences, which are often 
shaped by existing stereotypes.

Used In Documents:
 24 P24.docx

Quotations:
 24:15 ¶ 20, For example, many mobile games cater to mainstream preferences, which are often 

shaped by existing s… in P24.docx

○ Example: violence content - gory scenes - not allowed in China

Used In Documents:
 19 P19.docx

Quotations:
 19:22 ¶ 31, Extremely violent acts, like severed fingers or gory scenes, are not allowed. Even 

swearing isn’t al… in P19.docx

○ focus on on compliance with regulations, like avoiding blood or politically sensitive 
content.

Used In Documents:



 24 P24.docx

Quotations:
 24:17 ¶ 22, The focus is on compliance with regulations, like avoiding blood or politically 

sensitive content. in P24.docx

○ milder issues like violent content are negotiable as long as stay within acceptable 
limits

Used In Documents:
 28 P28.docx

Quotations:
 28:17 ¶ 24, However, milder issues, like suggestive designs or violent content, are often 

negotiable as long as… in P28.docx

○ Problem: game with excessive violence, sexual content, or sensitive topic struggle to 
get licensing

Used In Documents:
 18 P18.docx

Quotations:
 18:8 ¶ 14, Games with excessive violence, sexual content, or sensitive topics often struggle to 

get licensing. in P18.docx

○ Problem: games shouldn’t glorify anti-social behavior

Used In Documents:
 21 P21.docx

Quotations:
 21:1 ¶ 14, I think one key issue is that games shouldn’t glorify anti-social behavior. in P21.docx

○ Problem: protecting teenagers

Used In Documents:
 23 P23.docx

Quotations:
 23:1 ¶ 9, Based on my experience, a major issue is related to protecting teenagers. in P23.docx

○ Problem: violence is less of an issue in China - strict approval process

Used In Documents:
 18 P18.docx

Quotations:
 18:7 ¶ 14, Violence is less of an issue in China since the approval process is strict. in P18.docx

○ requirement - storymakers and 3D-artists to ensure diverse representation in 
characters

Used In Documents:
 6 P6.docx

Quotations:
 6:9 ¶ 5, In our studio, we require our storymakers and 3D-artists to ensure diverse representation 

in all the… in P6.docx



○ Some projects are purely commercial, with content like suggestive themes or violence 
designed to appeal to basic human instincts.

Used In Documents:
 27 P27.docx

Quotations:
 27:8 ¶ 17, Some projects are purely commercial, with content like suggestive themes or violence 

designed to app… in P27.docx

○ their games are generally low-risk in terms of ethical concerns - avoiding overly 
violent content

Used In Documents:
 18 P18.docx

Quotations:
 18:19 ¶ 22, Since our projects are generally low-risk in terms of ethical concerns—such as 

avoiding overly viole… in P18.docx

○ violence content - strict national regulations ensure it's minimized

Used In Documents:
 27 P27.docx

Quotations:
 27:3 ¶ 14, Violence is another area where, despite its appeal, strict national regulations ensure 

it’s minimize… in P27.docx

○ Violence, blood, and racial or gender discrimination are tightly controlled by both 
domestic and international IP approvals.

Used In Documents:
 26 P26.docx

Quotations:
 26:1 ¶ 12, Violence, blood, and racial or gender discrimination are tightly controlled by both 

domestic and int… in P26.docx


	RQ1::Ill monetization practices
	○ Balance between "universal values" and "commercial ethics"
	○ companies should appropriately advertise their games with their features and shouldn't keep anything hidden.
	○ Example: Games like Genshin Impact combine attractive character designs with gacha mechanics to great financial success.
	○ Example: if companies highlight sexualization of women, probably lose money in the short-term, but eventually it would even out
	○ Example: in Chinese mobile-based anime-style games, the first set of premium characters is almost always female - male characters don't perform good in terms of monetization
	○ Example: soccer game - if a player in real life is involved in a scandal, remove them from the game, even if they hold high commercial value.
	○ Example: some may view “fanservice” in games as unethical, but from a commercial standpoint, it fulfills player expectations and can be justified.
	○ Example: start with small, low-cost payments to encourage initial spending, which can later escalate as players feel they are “just one step away” from achieving a goal.
	○ Example: when designing in-game packages, use “anchor pricing,” where a higher price point is displayed next to the desired package to make the latter seem more appealing
	○ focusing solely on monetization can harm a game’s long-term reputation
	○ game companies should make the issues they display actually genuine instead of just faking it for the money
	○ Libido Economics: refers to leveraging emotional and aesthetic appeal to drive consumption, whether through visually pleasing character designs or compelling narratives.
	○ one-time purchase game without recurring revenue - must ensure project success
	○ pay-to-win design mode
	○ Problem: companies only care about revenue instead of comprehending and blending several points of view
	○ Problem: copy a story and cater to any minority that exists just to increase revenue
	○ Problem: false advertising
	○ Problem: false advertising - when promote, over gorify their game and the features - features usually locked behind a paywall that majority of community cannot afford
	○ Problem: gacha mechanics - monetization
	○ Problem: sexualize women characters - more of market choice under revenue consideration
	○ Problem: whether using psychological techniques to encourage players to spend money is ethical.
	○ requirement exists - pander to minority, don't care about quality, make sure no one feels hurt to increase revenue
	○ Some projects are purely commercial, with content like suggestive themes or violence designed to appeal to basic human instincts.
	○ statistics show that having more healthy game and inclusive communities increase revenue (from the interviewee perspective)
	○ when players perceive value in the content they par for, the moral concerns about monetization become less significant

	RQ1::Less accessibility for disabled players
	○ accessiblity - creating an inclusive sphere
	○ Example: features - colorblind modes, screen reader, other accessible features
	○ Example: trying to make a website accessible, but when a blind person tries to use website, they don't like the experience - developer cannot aware particular issues
	○ make games accessible - expensive and time-consuming
	○ Problem: accessibility
	○ Problem: accessible to players with disabilities is usually difficult to deal with and to be aware of the problems there are

	RQ1::Manipulative game design
	○ aware consequence of ethical problem in games
	○ Example: "loli"(young girl-like) characters, developers give these characters adult ages and designs cater to problematic tropes
	○ Example: Japanese yuri-games oftem explore themes of obsession or unhealthy relationships - aim to present a more positive and emotionally engaging experience
	○ games allow choices for morally complex paths, most developers avoid centering games on entirely negative charaters
	○ Games should avoid preachy or overly didactic narratives, as these detract from both artistic and commercial value.
	○ games should balance entertainment with some level of ethical responsibility, but their primary purpose is still to be fun.
	○ games should subtly integrate values through compelling storytelling and engaging gameplay, allowing players to draw their own conclusions.
	○ if a game’s narrative requires showing morally questionable acts - acceptable
	○ Libido Economics: refers to leveraging emotional and aesthetic appeal to drive consumption, whether through visually pleasing character designs or compelling narratives.
	○ pay-to-win design mode
	○ Problem: in Japan, Libido Economics
	○ Problem: it would be ethically questionable to have a purely evil character as the main protagonist
	○ Problem: lack a unified metric for evaluating whether a certain story or character design is ethical
	○ Problem: lack of standardization can be risky - individual writers’ values might clash with broader societal expectations.
	○ Problem: large companies only add varies characters but characters and storylines are very inauthentic and bad
	○ Problem: should intergrating anti-addiction systems in-game

	RQ1::Misrepresentation of different cultures
	○ companies should consider and announce what they're trying to achieve when pandering to minorities
	○ companies should give real presentation - interact with actual people from minority group and experience
	○ companies should not just pander to certain minorities, should make well-rounded characters around particular issues
	○ domestic project - racial representation isn’t a major concern
	○ Example: Black characters are often made exclusively positive, with no flaws, out of fear of backlash.
	○ Example: English profanity often doesn’t translate with the same intensity in Japanese, which can lead to cultural mismatches.
	○ Example: For instance, our racing game targeted middle-aged male players, who generally show little interest in issues like gender or racial equality. Designing games to appeal to such audiences often means reinforcing their preferences rather than challenging them.
	○ Example: for topics like inclusivity which are not emphasized in China, might not change
	○ Example: how to show racial stereotypes and its affect
	○ Example: introduce elements like expanded worldviews or politically correct character adjustments, which can feel contrived
	○ Example: many mobile games cater to mainstream preferences, which are often shaped by existing stereotypes.
	○ Example: Overwatch: while its original design felt organic, its sequel introduced background stories that seemed overly deliberate
	○ Example: political themes are a red line in China - cannot critiques authority or sensitive topics
	○ Example: political tipic are sensitive in China - direct references to controversial figures or events are forbidden
	○ Example: racial representation - many developers unconsciously prioritize characters that resemble themselves or their immediate environment
	○ Example: the depiction of Chinese women often falls into clichéd portrayals
	○ Example: Ubisoft - include black character options in character creation interface, even though black characters are rarely featured in Chinese games
	○ Example: Ubisoft emphasized diversity and inclusion - ensure gender, racial and body-type representation
	○ Example: used some music from another culture that was offensice, but fixed it quickly by changing the music
	○ Example: white people make black character - developers are not from minorities, but pander to minorities
	○ Example: without diverse team members advocating for representation, certain racial or gender-related perspectives might be ignored.
	○ focus on inclusivity and ethics may overshadows other aspect
	○ focus on making sure the game is inclusive and respectful, no matter the project
	○ Forced inclusivity or political correctness often feels insincere and detracts from the experience.
	○ game companies usually don't know the cultural origin
	○ if give real representation, can make more significant and influential games
	○ important to create a healthy environment for minority - if friendly, game players will stay for a long time
	○ important to make people aware actual issues that minority face
	○ inclusivity should be seen as sth important and not an addition
	○ incorporating diverse perspectives into development teams could improve inclusivity
	○ Issue: lot of cultural appropriation and stereotyping
	○ Localization team is useful - not just about translation, it's about understanding cultural sensitivities and avoiding potential issues in other coutries' market
	○ more aware about issues of other groups
	○ more diverse characters in game - race, sexuality
	○ Normal representation in games diversifies the player base.
	○ Problem: because of the acceptability of the audience, companies are less likely to promote inclusion - companies don't want to receive hate and lose money
	○ Problem: copy a story and cater to any minority that exists just to increase revenue
	○ Problem: discrimination and strereotypes
	○ Problem: in character design, achieving diversity is difficult
	○ Problem: in overseas-targeted games, where there’s an overcompensation for avoiding gender or racial discrimination.
	○ Problem: include more inclusivity features, proper represent the minorities
	○ Problem: lack diversity awareness, lack ethical guidelines
	○ Problem: lack of inclusivity
	○ Problem: lack of real representation
	○ Problem: LGBT+ themes and diverse racial characters noticeably absent - may due to cultural and regulatory limitation
	○ Problem: make inclusivity - not making a well-rounded design around minority characters
	○ Problem: male-dominated, white male characters play lead role
	○ Problem: many large international companies prioritize racial diversity, smaller or domestic-focused companies no
	○ Problem: marginalization of non-white characters
	○ Problem: mistreatment of employees, not making game inclusive enough, racial stereotyoes, offensive language etc.
	○ Problem: offend the culture of certain groups - bc don't know much about it
	○ Problem: people who dominate game industry are often white straight males - not aware issues
	○ Problem: player base includes people in Southeast Asia, has not localized for those cultures - remains rooted in Chinese themes without adjusting much to local customs
	○ Problem: prioritizes a limited and sometimes biased view of character presentation
	○ Problem: some representation might not be overtly offensive - reinforce outdated perceptions
	○ Problem: stereotypes in Japanese games
	○ Problem: take inclusivity to an extreme
	○ Problem: traditional matial arts mmorpg - gender representation and cutural localization
	○ Problem: try to write more inclusive stories - but have to be descreet
	○ Problem: when inclusivity is retroactively added to cater to public opinion, it often feels forced and disingenuous
	○ Problem: whenever developers tries to add inclusive features, audience hate that
	○ reason for cultural appropriation and stereotyping - aesthetic reasons or to pander to the community
	○ requirement - storymakers and 3D-artists to ensure diverse representation in characters
	○ requirement exists - pander to minority, don't care about quality, make sure no one feels hurt to increase revenue
	○ statistics show that having more healthy game and inclusive communities increase revenue (from the interviewee perspective)
	○ The content produced by games often reflects the biases of their developers.
	○ the industry should strive for ethical consistency while respecting cultural diversity
	○ the need for more diverse perspectives in development teams
	○ the overseas version faces fewer restrictions - take this opportunity to include inclusice elements
	○ While regulations and societal expectations shape the industry, developers also bear responsibility for creating content that respects diverse perspectives while maintaining authenticity.
	○ while supporting inclusivity, feels forced at times, as if political correctness is dictating the narrative

	RQ1::Misrepresentation of female characters
	○ a significant step forward- inclusion of playable female character
	○ avoid writing overly sexualize about women
	○ character costumes and designs relect traditional gender bias
	○ combat-focused gameplay - female players make up a portion of the player base, they are not well-represented in animations
	○ companies cater to male players - large player base
	○ companies should consider and announce what they're trying to achieve when pandering to minorities
	○ companies should give real presentation - interact with actual people from minority group and experience
	○ companies should not just pander to certain minorities, should make well-rounded characters around particular issues
	○ consider audience sensitivities - consider unisex theme to appeal younger players - more open to gender-neutral narratives
	○ cycle: games primarily target male players, so their content becomes male-centric, which discourages female players from engaging with games.
	○ ethical guidelines should include narrative choice and character designs - avoiding stereotypical "male hero" and avoid objectify female characters
	○ Example: For instance, skirts and intricate outfits are labeled as “female costumes,” while simpler, more casual clothing is categorized as “male costumes.” These decisions reflect ingrained biases rather than deliberate ethical considerations.
	○ Example: "loli"(young girl-like) characters, developers give these characters adult ages and designs cater to problematic tropes
	○ Example: "male fantasy" trope, female characters are created to appeal exclusively to male players
	○ Example: Ace Racer, initially positioned as a legitimate racing game, later add improper skins and provocative animations to attract male player
	○ Example: add variety to female character's age. Normally, only includes young, attractive female characters or older NPCs with no romanticm appeal - include more women in their middle years
	○ Example: adjust character descriptions to felect more realistic features, like wrinkles or calloused hands
	○ Example: as a feminist, ask team to tone down exaggerated character poses or adjust outfits - but whether or not changes depend on the team
	○ Example: ask art team to make character designs less revealing by adding coverage to outfits - ultimately revised
	○ Example: avoid overtly objectifying women while still including some suggestive elements that appeal to both male and female aesthetics.
	○ Example: Baldur's Gate 3 - male charaters are aligned with mage archetypes, female characters embody strenth and combat roles (warrior) traditionally reserved for men
	○ Example: Detroit:Become Human - female robot mainly takes care of a child, male engage in larger, more impactful narratives
	○ Example: Elden Ring - different seating posture between men and women when crowned Elden Lord
	○ Example: feature a young female character - exaggerated animation
	○ Example: features - change pronouns and gender.
	○ Example: For instance, our racing game targeted middle-aged male players, who generally show little interest in issues like gender or racial equality. Designing games to appeal to such audiences often means reinforcing their preferences rather than challenging them.
	○ Example: for topics like inclusivity which are not emphasized in China, might not change
	○ Example: Games like Genshin Impact combine attractive character designs with gacha mechanics to great financial success.
	○ Example: if companies highlight sexualization of women, probably lose money in the short-term, but eventually it would even out
	○ Example: if possible, add more female NPCs
	○ Example: in Chinese mobile-based anime-style games, the first set of premium characters is almost always female - male characters don't perform good in terms of monetization
	○ Example: Japan excels in creating content that resonates emotionally with both male and female audiences, generating appeal through attractive character portrayals - Idolmaster
	○ Example: lead designer had traditional, male-centric views, which shaped many creative decisions
	○ Example: male-dominated teams may overlook gender equality or inclusivity
	○ Example: many games have summer events - female characters are given swimsuits while male characters are fully clothed
	○ Example: many mobile games cater to mainstream preferences, which are often shaped by existing stereotypes.
	○ Example: recently add women's soccer teams - promote diversity
	○ Example: suggesting add more female characters might no if it doesn't support the main storyline or require too much work from the art or programming team
	○ Example: the depiction of Chinese women often falls into clichéd portrayals
	○ Example: Ubisoft "Avatar", non-binary gender alien race - Disney mandates repect closely in the game's script and localization
	○ Example: Ubisoft emphasized diversity and inclusion - ensure gender, racial and body-type representation
	○ Example: want to depict female body types not slim, but muscular woman - rarely sopported commercially, particularly male colleagues
	○ Example: without diverse team members advocating for representation, certain racial or gender-related perspectives might be ignored.
	○ female market expand as more women gain financial independence and access to gaming devices - leed companies pay more attention to female players
	○ female-targeted game more emphasis on ethical considerations
	○ focus on inclusivity and ethics may overshadows other aspect
	○ focus on making sure the game is inclusive and respectful, no matter the project
	○ Forced inclusivity or political correctness often feels insincere and detracts from the experience.
	○ if give real representation, can make more significant and influential games
	○ if have sexsualization of women in studio and in game, cannot really discuss it, but if it is only in the game, that could be fixed
	○ important to create a healthy environment for minority - if friendly, game players will stay for a long time
	○ inclusivity should be seen as sth important and not an addition
	○ incorporating diverse perspectives into development teams could improve inclusivity
	○ it is important to add features to appeal more to women as well - most of the gamer base are male
	○ Large companies have implemented exaggerated physics for female characters - influence other developers to mimic these design
	○ more aware about issues of other groups
	○ more diverse characters in game - race, sexuality
	○ Normal representation in games diversifies the player base.
	○ player around 35-40 years old, less likely to accept gender-neutral narrative, then developer team will not opt for this kind of narratives
	○ Problem: a strong push to market attractive female characters - boosts sales
	○ Problem: anime-style games - famele characters are often depicted as overtly sexualized
	○ Problem: because of the acceptability of the audience, companies are less likely to promote inclusion - companies don't want to receive hate and lose money
	○ Problem: copy a story and cater to any minority that exists just to increase revenue
	○ Problem: discrimination and strereotypes
	○ Problem: even though can choose a male or female character, the storyline is written from a male perspective, only minor adjustments for female characters
	○ Problem: female characters are often designed based on male player's aesthetic - unrealistic standards
	○ Problem: female characters highly sexualized
	○ Problem: female characters too sexualized or too weak for appeal male player.
	○ Problem: gaming community(especially young men) ignore the famale character issue
	○ Problem: gender representation - sexualized female characters
	○ Problem: gender stereotypes - female characters are depicted as marriage-focued or envious of peers.
	○ Problem: historic assumption that most players are male
	○ Problem: in character design, achieving diversity is difficult
	○ Problem: in Chinese game industry, female characters are higly sexualized to cater to "male otaku" audience
	○ Problem: in overseas-targeted games, where there’s an overcompensation for avoiding gender or racial discrimination.
	○ Problem: include more inclusivity features, proper represent the minorities
	○ Problem: lack diversity awareness, lack ethical guidelines
	○ Problem: lack of inclusivity
	○ Problem: lack of real representation
	○ Problem: make inclusivity - not making a well-rounded design around minority characters
	○ Problem: male characters are portrayed as ambitious or revolutionary, while female characters are relegated to traditional roles, like mothers or caretakers
	○ Problem: male-dominated, white male characters play lead role
	○ Problem: overly sexualized female characters - referencing popular media - like Fast and Furious
	○ Problem: people who dominate game industry are often white straight males - not aware issues
	○ Problem: prioritizes a limited and sometimes biased view of character presentation
	○ Problem: sexualize women characters - more of market choice under revenue consideration
	○ Problem: traditional matial arts mmorpg - gender representation and cutural localization
	○ Problem: treatment of female characters
	○ Problem: try to make the game appealing for both male and female(50/50 ratio of both male and female characters) - but noticed that men usually play their game more
	○ Problem: unrealistic body standards of the main characters - portrayed as the heros
	○ Problem: when inclusivity is retroactively added to cater to public opinion, it often feels forced and disingenuous
	○ Problem: whenever developers tries to add inclusive features, audience hate that
	○ requirement - storymakers and 3D-artists to ensure diverse representation in characters
	○ requirement exists - pander to minority, don't care about quality, make sure no one feels hurt to increase revenue
	○ simulation-game targeting a broad audience particular women - avoid aggression and morally questionable content
	○ statistics show that having more healthy game and inclusive communities increase revenue (from the interviewee perspective)
	○ tendency to include more female characters
	○ the AAA games the interviewee worked on, female characters are portrayed realistically without revealing outfits
	○ the overseas version faces fewer restrictions - take this opportunity to include inclusice elements
	○ While regulations and societal expectations shape the industry, developers also bear responsibility for creating content that respects diverse perspectives while maintaining authenticity.
	○ while supporting inclusivity, feels forced at times, as if political correctness is dictating the narrative
	○ work on female-focued games where players prefer diverse emotional relationships and character designs

	RQ1::Privacy concern
	○ Problem: privacy, especially with commercial mobile games - many games ask for unnecessary permissions to access data
	○ Problem: smaller studio with limited resources tend to gather less user data, but commercial games oftern request extensive acces to player's phone - privacy issues

	RQ1::Toxic behavior in online gaming communities
	○ company's goal - show the right social views and make a good difference through games - keeping community non-toxic
	○ current trends in gaming community change frequently and rapidly - unensure on how to cater towards the issues in modern days
	○ Example: For example, paedophilia is completely prohibited.
	○ Example: Janpenese often avoids use offensive language
	○ Example: on reddit or twitter(online forums), some people are rude but nothing is done about it
	○ game should have better features/tools for the community to communicate with each other in game - moderation can be done on the language spoken
	○ important to keep the community non-toxic to avoid any problems
	○ keep game community nice but not really problems in the game itself
	○ Problem: in-game voice chat (Call of Duty or Valorant), get harrassed if played is a women or from any other minority group
	○ Problem: toxic gamer communities in the game industry
	○ Suggestion: keep rude people out of gamer community - they wouldn't have bought game anyway
	○ Suggestion: prioritizing keeping community healthy - so many times a company wants to add some inclusive features and then there is backlash that the developers stop releasing those features
	○ the most important ethical part they focus is not in the game, is community

	RQ1::Underrepresentation of LGBTQ+ characters
	○ censorship in China - protrayals of violence and non-heterosexual relationships
	○ Censorship in China is very specific, governing aspects like the extent of nudity or violence allowed, as well as prohibitions against explicit LGBTQ+ content.
	○ companies should consider and announce what they're trying to achieve when pandering to minorities
	○ companies should give real presentation - interact with actual people from minority group and experience
	○ companies should not just pander to certain minorities, should make well-rounded characters around particular issues
	○ consider audience sensitivities - consider unisex theme to appeal younger players - more open to gender-neutral narratives
	○ Example: concern about Chinese market - if includes gender-neutral characters or significant LGBTQ+ elements
	○ Example: for Chinese company, might include LGBTQ+ content more naturally in overseas versions
	○ Example: for topics like inclusivity which are not emphasized in China, might not change
	○ Example: homosexual relationships are also prohibited in China
	○ Example: if the target audience dislikes LGBTQ+ themes, those elements won’t be included, even if the developers want to explore them.
	○ Example: Japanese yuri-games oftem explore themes of obsession or unhealthy relationships - aim to present a more positive and emotionally engaging experience
	○ Example: many mobile games cater to mainstream preferences, which are often shaped by existing stereotypes.
	○ Example: Ubisoft "Avatar", non-binary gender alien race - Disney mandates repect closely in the game's script and localization
	○ Example: Ubisoft emphasized diversity and inclusion - ensure gender, racial and body-type representation
	○ focus on inclusivity and ethics may overshadows other aspect
	○ focus on making sure the game is inclusive and respectful, no matter the project
	○ Forced inclusivity or political correctness often feels insincere and detracts from the experience.
	○ good - advocates lgbtq+ community or race representation
	○ if give real representation, can make more significant and influential games
	○ important to create a healthy environment for minority - if friendly, game players will stay for a long time
	○ inclusivity should be seen as sth important and not an addition
	○ lgbtq developer advise add more inclusive features such as pronouns selection
	○ more aware about issues of other groups
	○ Normal representation in games diversifies the player base.
	○ Problem: because of the acceptability of the audience, companies are less likely to promote inclusion - companies don't want to receive hate and lose money
	○ Problem: copy a story and cater to any minority that exists just to increase revenue
	○ Problem: discrimination and strereotypes
	○ Problem: in character design, achieving diversity is difficult
	○ Problem: include more inclusivity features, proper represent the minorities
	○ Problem: lack diversity awareness, lack ethical guidelines
	○ Problem: lack of inclusivity
	○ Problem: lack of real representation
	○ Problem: LGBT+ themes and diverse racial characters noticeably absent - may due to cultural and regulatory limitation
	○ Problem: make inclusivity - not making a well-rounded design around minority characters
	○ Problem: most narratives are heterosexual
	○ Problem: people who dominate game industry are often white straight males - not aware issues
	○ Problem: prioritizes a limited and sometimes biased view of character presentation
	○ Problem: when inclusivity is retroactively added to cater to public opinion, it often feels forced and disingenuous
	○ Problem: whenever developers tries to add inclusive features, audience hate that
	○ requirement exists - pander to minority, don't care about quality, make sure no one feels hurt to increase revenue
	○ the overseas version faces fewer restrictions - take this opportunity to include inclusice elements
	○ While regulations and societal expectations shape the industry, developers also bear responsibility for creating content that respects diverse perspectives while maintaining authenticity.
	○ while supporting inclusivity, feels forced at times, as if political correctness is dictating the narrative

	RQ1::Violent content
	○ censorship in China - protrayals of violence and non-heterosexual relationships
	○ Censorship in China is very specific, governing aspects like the extent of nudity or violence allowed, as well as prohibitions against explicit LGBTQ+ content.
	○ Depictions of death or explicit violence are heavily restricted as well.
	○ do not avoid violence issues
	○ Example: explicit content of excessive violence would be addressed to comply with regulations
	○ Example: For example, paedophilia is completely prohibited.
	○ Example: If the goal is to critique or educate—for instance, raising awareness against animal abuse—I think the portrayal of such acts is justified
	○ Example: Janpenese often avoids use offensive language
	○ Example: many mobile games cater to mainstream preferences, which are often shaped by existing stereotypes.
	○ Example: violence content - gory scenes - not allowed in China
	○ focus on on compliance with regulations, like avoiding blood or politically sensitive content.
	○ milder issues like violent content are negotiable as long as stay within acceptable limits
	○ Problem: game with excessive violence, sexual content, or sensitive topic struggle to get licensing
	○ Problem: games shouldn’t glorify anti-social behavior
	○ Problem: protecting teenagers
	○ Problem: violence is less of an issue in China - strict approval process
	○ requirement - storymakers and 3D-artists to ensure diverse representation in characters
	○ Some projects are purely commercial, with content like suggestive themes or violence designed to appeal to basic human instincts.
	○ their games are generally low-risk in terms of ethical concerns - avoiding overly violent content
	○ violence content - strict national regulations ensure it's minimized
	○ Violence, blood, and racial or gender discrimination are tightly controlled by both domestic and international IP approvals.


