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Abstract
Serious Play: Further Thoughts on Race and Gender in Computer Games
Prof Everett

This talk explores the phenomenal rise in computer games as an increasingly
influential cultural force. In the past decade, the computer gaming industry has
developed into a formidable rival to other cultural forms such as films and television.
Leading up to the current war in Iraq, U.S. news media (particularly television)
reported on the favorite computer games of Saddam Hussein, and images of Osama
Ben Laden have been incorporated into online games since September 11, 2001. As a
result of computer gaming's growing popularity, power and influence, there is concern
and alarm about the social consequences of this entertainment form. Indeed,
arguments about computer game messages being more harmful than other media
because of the interactive and participatory nature of the games rules of play. This
lecture and discussion will focus on how African Americans and other racial
minorities are represented in popular, violent computer games. We will analyse
images and discourses of race and gender using the critical methodologies of
contemporary literature and film studies, which includes structuralism,
poststructuralism, postmodernism, cultural studies, feminist theory and critical race



theories. A central component in the debates about the dangers of gaming cultures
centers around the question of whether or not racist, sexist, and violent perform a
social good because they are deemed cathartic (or enabling game players to act out
fantasies in games rather than in real life)? Conversely, there are fears that the
addictive qualities and role-playing natures of these games produce anti-social and
other destructive behaviors. We will consider these and other important issues
surrounding the emergence of computer games as powerful global media industry and
cultural force.



	Prof Everett Abstract.doc

