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Fig. 1 Removed Female Character from Sudden attack?
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Fig. 2 Sexual Harassment Comments in Game
Chatting Situation
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Fig. 3 Queen Bee Case in the Game
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Table 1. Male's Favorite Game view by Gender
Rank Male thinks males favor Rate
1 Splendid Graphics 67.0%
2 War-mode PvP 59.1%
3 Well Structured Story 36.4%
Rank Female thinks males favor
1 War-mode PvP 77.5%
2 Horror 37.7%
3 Social Game 33.1%
Rank Male actually favors
1 Well Structured Story 62.5%
2 Splendid Graphics 54 5%
3 Customizing/Nurturing 47.7%
Rank Male actually disfavors
1 Horror 40.9%
2 War-mode PvP 36.4%
3 Cute Games 27.3%
3 Social Game 27.3%
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Table 2. Female’'s Favorite Game view by Gender
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Rank Female thinks females favor Rate
] Well Structured Story A% Table 3. Game Character's Gender vs Real Gender
2 Cute Games 61.6% Sg%%%/gnqar M Rate F Rate
3 Customizing/Nurturing 53.0% Yes 23 26.1% 44 29.1%

Rank Male thinks females favor No 25 28.4% 31 20.5%

1 Simple & Easy 61.4% ggrr)ﬁends on the 40 45.5% 76 50.3%
2 Well Structured Story 53.4% Total o8 151
3 Social Game 51.1%

Rank Female actually favors AMd Y AFEE o] AF177) oW Y A g o]
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Rank Female actually disfavors
1 War-mode PvP 71.5%

2 Horror 40.4% . 23 0|E=
3 Splendid Graphics 31.8%
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A character started following me around,
badgering me for nude pictures and sex and
things. When I refused and said I had a
boyfriend, he started "yelling" about what a tease
I was for playing video games and having a
female avatar, and how I want special treatment

for being a woman and it just wasn’t fair to him
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SR
1 4317 (eg, "fuck; U RF)

2. HlH5}17] (e.g., "troll, loser, jerk"; Wl EF)*
3. XA | AF (e.g, "retard, idiot, stupid, downs

syndrome" ; @1 EF)

4. A9 3 54 (e.g, "noob, camper, scrub"; @
B

5 AY F& &7 (e.g, "uninstall the game'; F
Ry

6. 54 ¥ (e.g, "get [insert disease name], kill
yourself"; &/ ol Al%H)

7. oo Al tigk #1¥ (eg, "hope your
[insert someone you know] get [insert disease
name]"; &4 ol AlTh

8. AIY YA A Audtt= ¥ (e.g, "kick you
out of the game, report you or ban you"; ¢4l
AlTh

9. AY W A3 (e.g, "blocked, cornered, followed
or killed your avatar using his avatar",
teabagged you or made his avatar enact a sexual
act on your avatar; /3| A%h

o] AFES OE ATAEY A= dAF

t}.[39, 30]
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44 21¥(Sexual harassment):

1. A2l Aol Ee HIY (eg, "get back in the
kitchen"; d EF)*

2. YR/AFA dE AF (eg, fat, ugly, dressed
like a whore, have bedroom or sexy eyes; ‘g4
)

3. 4 94l (e.g, "you're getting special treatment
or free stuff because you were a girl"; ‘314 EF7)*

4. Aol m2 AY A 59 vd (eg, "gitls can't
play" "could not believe that he lost to a girl"; o
g ol Alhy*

5. EF8le o183 57 EA (e.g., "asked you to be
his girlfriend"; #d EF)*

6. 48 EA| &7 (e.g, "are you a girl?" "Grill?"; o
dol| AR

7. A 87 (e.g., "asked for your nude pictures,
solicited sexual acts, sent pictures of his
genitalia"; /3 AT.

8 74 v e ¥ (94 =F)

*o] AHEe OE ATAEY A LA

}.[39,40]

7Neh B%:

1. 54 45 (eg., "faggot, dyke, lezzie, homo,
gay, cocksucker")

2. 0% APEA AF (e.g, "gold farmer, go back to
your country, ni**ger")*

3. FAALA £ s 7t wid

4. 343 99 (eg, "brony, virgin, kid, man baby,
little dick, preb, pussy")

5. 1 AEdAL g Folgt 247 (eg, "just
teasing you", "it was light-hearted fun", "it's just
part of the game")
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