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ABSTRACT

Rubinia, Sakina (2025). GENDER REPRESENTATION OF FEMALE CHARACTERS IN
MOBILE LEGENDS: BANG BANG

Communication Studies Program, Faculty of Psychology and Socio-Culture,
Universitas Islam Indonesia. 2025.

This thesis investigates the gender representation of female characters in the video game
Mobile Legends: Bang Bang, focusing on how these characters, such as Hanabi, Alice, Odette,
and Layla are constructed through visual design, narrative roles, and gameplay mechanics.
Utilazing a qualitative textual analysis, the study draws upon Critical Theory and Gamification
Theory to examine how the game both challenges and reinforces gender stereotypes. The
research finds that while female characters in Mobile Legends: Bang Bang are depicted with
elements of strength, leadership, and resilience, they are simultaneously subject to sexualization
and conventional feminine traits. These dualities reflect boarder cultural attitudes toward gender
and have the potential to shape players’ perceptions both in-game and in real life. By connecting
key findings with theoretical perspectives, the study reveals that the representation of female
characters is influenced by both ideological forced and game design choices. The thesis
advocates for more inclusive and equitable character portrayals in digital games, contributing to
academic discourse on gender and media, and providing practical insights for the gaming
industry to foster a more diverse and representative gaming environment.

Keywords: Gender Representation, Female Characters, Game Studies, Critical Theory,

Gamification Theory, Mobile Legends

vi



TABLE OF CONTENTS

APPROVAL SHEET.....cuuiuiitiniinicnuissenssisssissesssssssnssssssessssssssssssssssssssssssssssssssssssssssssssssassssssassssssns i

APPROVAL SHEET....cuuiiiiiiniininnnissensaissaissesssnsssnssssssisssssssssssssssssssssssssssssssssssssssssssssssssssssasssssss ii

STATEMENT OF ACADEMIC ETHICS....uuoiiinininninrensinsanssesssssssssesssssssssssssssssssssssssssses iii

MOTTO iv

FOREWORD......ucotiiiiiiuinnisinssissnisesssssssissssssissssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss v

ABSTRACT vi

CHAPTER L...auuuaiiiiiinnineisessuissnnsisssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 1

INTRODUCTION...ccuuiiiiruinsenssensaissanssessanssssssessssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 1

AL BACKGROUND ...ttt ettt sttt et e et e st e teeneesseenseeneesaeensens 1

B. PROBLEM FORMULATION........coitiiiiieiteie ettt ettt ettt et nae e seeeaeeneas 3

C. RESEARCH OBJIECTIVE.....cutitieiiietee ettt ettt sttt ne e 3

D. RESEARCH BENEFITS.... oottt sttt sttt et eaenneens 3

L. Previous RESEAICh. .....cc..iiiiiiiiiii e 3

2. Theoretical FramewWorK............cooiiiiiiiiiiiiie e 6

B RO 41 o1 0 s TS0 oy 2SS 6

2.2 Gamification TREOTY .......cooiiiiiiie e 7

F. METHODOLOGY ...ttt sttt sttt ettt snee e e e eneenneenees 10

1. Research Type and APProach..........cccuvieiiieeiiieciiie e 10

2. Data COlLECTION. ....cueieiiieiiieite ettt ettt ettt e e et 10

R D 1 N 1 -1 ) TSP 10

CHAPTER I..cuuuouueiuiinineiieineissensessaisssissesssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 13

OVERVIEW OF THE RESEARCH OBJECT........ciinnnicsensissnnssesssnssansssssasssssssessssssess 13

2.1 The World of Online Games in Today's Digital Ecosystem............ccccceevvvvieriiiienieenniennns 13

2.1.1 Definition and Development of Online Games............ccccveeviieerieeerieeeniee e 13

2.1.2 Social Problems in Onling Games...........ccccuveeriiieeiiieniieeeiieeeiee e esreeesveeesevee e 15

2.2 The Ins and Outs Behind The Mobile Legends Game............cccccvveeviveeiiieeiieeniieeeieeeee, 18

2.2.1 The Beginning of The Emergence of Mobile Legends..........cccccooeiniiiiiiniinninnncn. 18

2.2.2 Gameplay Mechanics and Strat@gy..........cecveeriieeiiiieeniieeieeeeeeerereeeieeeeree e vee s 20

@15 N g B 2 1 23

FINDIINGS..ouctiiitinstinsensisssissesssisssisssssssssstsssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 23
3.1 Analysis of Gender Representation through the Characters Hanabi, Alice, Odette, and

LY 1At b ettt b e e st a et eaeeas 23

3.1.1 Hanabi: Representation of Feminine Strength with Traditional Elements............... 25

3.1.2 Alice: A Feminine Character Connected to Dark Power............cccooceeeiiniiniinnnnne. 28

3.1.3 Odette: Representation of Elegant and Captivating Femininity.............cccceecveenneeee. 30

vil



3.1.4 Layla: Representation of Women with Ranged Firepower and Shooting Strength.. 33

3.2 Sexualization of Female Characters and Its Impact on Gender Representation................ 35
3.3 Changes and Efforts to Create More Inclusive Characters............ccoceevvereieeniencieeneennnens 36
[0 Y o I = 36
4.1 Representation of Feminine Power in Hanabi, Alice, Odette, and Layla.......................... 37
4.2 Sexualization and Its Impact on Gender Representation............ccccveeerieeerieeenieeseveennnen. 38
4.3 Changes in Gender Representation in the Gaming World............cccccoeveiiiniiiiniieiniieeen. 39
4.4 Challenges and Future Potential.............cccoeeiiiiiiiiiiiiiecieece e e 41
CHAPTER V..t ettt et a ettt s st et et e s bt e bt enteeneenseenee e 42
5.1 CONCIUSIONS. ...ttt ettt et et sat e et e st e e bt e eab e e bt e sabeebeesnbeeeee 42
5.2 Research LIMItationS. ......ccciuiieiiieeiiieeiieeeite ettt e eiee e vee e saee e e eaaeeenaeesnneeennneas 42
5.3 RECOMMENAATIONS. ....cutiiiiiiiiiiiteeteeie ettt ettt ettt et e st e st e b e esbeenee 43
REFERENCEK........uiiiiinniiinsinnissensaisssissesssssssissssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssess 45
APPENDIX ccutiiiiiuinninensicsaissenssesssnssesssesssssssssstssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssass 48

viil



CHAPTER 1
INTRODUCTION

A. BACKGROUND

Video games have emerged as a popular form of entertainment and have had a considerable
cultural impact on modern society. They can immerse players in interactive worlds that provide
unique experiences and narratives. Video games have frequently used stereotyped and limiting
depictions of gender in their character portrayals and roles. Consequently, video games play a
significant role in people’s lives, with their characters often embodying roles that influence
player behavior (Liu, 2019). When gender norms and stereotypes in video games are taken into
account, such representations may have significant implications for player perceptions and
behaviors. Given that video games have historically been dominated by male players, there is a
tendency among both game designers and players to perpetuate stereotypes regarding female
characters and female gamers. Representation is the process of creating meaning for concepts in
our minds using language or signs. According to Stuart Hall, there are two representation
processes. The first is mental representation which is the concept of something that exists in each
of our heads; yet, mental representation remains abstract. The second factor is language, which is
vital in the process of creating meaning.

According to Statista (2023), Mobile legends: Bang Bang has crossed 1 billion downloads
worldwide, with the biggest markets being Indonesia, Philippines, and Malaysia. In Indonesia
alone, the game has more than 31 million monthly active users. Demographic data from
Moonton (2022) and Esports Charts (2023) show that around 70-80% of Mobile Legends players
are male, with female players accounting for 20-30% of the total. Despite the fact that female
players are underrepresented, the existence and portrayal of female characters in the game is
significant and impactful. This study focuses on female characters in Mobile Legends: Bang
Bang because their depictions frequently mirror broader social and cultural gender conceptions.
According to Lynch et al. (2016), female characters in games are routinely sexualized and
stereotypes, influencing players’ ideas of gender both in-game and in real life. This study seeks
to find underlying messages about gender and their possible impact on players by examining

female characters’ visual design, narrative roles, and gameplay functions. Unlike previous



studies, which have primarily focused on Western games or broad trends in gaming culture, this
study presents a detailed analysis of female characters in Mobile Legends: Bang Bang, a game
with a large Southeast Asian player base. Futhermore, this thesis employs critial theory and
gamification theory to investigate not just the visual and narrative aspects, but also the gaming
mechanics that contribute to gender representation, providing a more comprehensive and
culturally relevant viewpoint.

Male characters are rarely shown as sexual figures, although female ones are frequently
depicted as such. This suggests that character design often reflects distinct representations of
male and female genders across many games. Gender is frequently used interchangeably with
sex, although the two terms refer to distinct concepts. Gender is a socio-cultural concept that
distinguishes men and women (Rahmadani & Tandyonomanu, 2020). Gender stereotypes in
video games have been a source of concern, with research indicating underrepresentation, sexual
objectification, and passive portrayal of female characters. These preconceptions can influence
in-game character design, players' perceptions of abilities, and social conventions.

Many successful video games have primarily featured male protagonists, with female
characters portrayed as sidekicks or through a limited perspective. Female characters have
frequently been oversexualized, with exaggerated physical characteristics and little autonomy.
This lack of representation may convey the notion that women perceived as less capable or
significant than male characters, maintaining gender inequality (Pang, 2023). Numerous studies
on women and gaming criticize the oversexualization of female characters in video games. This
extreme sexualization is evident in characteristics such as exaggeratedly huge breasts, slim
bodies, and revealing clothing. Moonton, a Shanghai-based Chinese video game developer and
publisher, created and published Mobile Legends: Bang Bang, a multiplayer online battle arena.
Mobile Legends: Bang Bang was released in 2016, quickly gaining popularity, and remains
widely played to this day. However, following a lawsuit filed by Riot Games, the game was
temporarily removed from the Google Play Store and later re-released as Mobile Legends: Bang
Bang. Mobile Legends: Bang Bang is has gained significant popularity, offering players access to
over 90 unique heroes. Moonton designs heroes to appeal to a broad audience, encouraging both
male and female players to engage with the characters. Players can also change the appearance of
their heroes by purchasing “skins" to make them more appealing. According to Statista (2023),
Mobile Legends has surpassed 1 billion downloads globally



The gameplay of Mobile Legends: Bang Bang is distinguished by its fast-paced action,
with bouts lasting approximately 10-15 minutes. Players can customize their playstyle and team
composition by selecting from a variety of roles like assassin, fighter, mage, marksman, support,
and tank. The game includes a “jungle” selection where players can farm for gold and experience
points to level up their heroes and gain access to new abilities. Mobile Legends: Bang Bang has
several game types, including ranked matches, custom matches, and special events. The game
has a robust esports community, with annual world finals featuring teams from around the world.

Within this vast gaming universe, the portrayal of female characters has a tremendous impact
on players' experiences and perspectives. However, investigating gender representation in
Mobile Legends reveals a complicated terrain driven by a variety of elements including character
design, narrative context, and player interactions. One of the main factors affecting how gender
is portrayed in Mobile Legends is character design. The game’s female characters frequently
display a variety of characteristics, from stereotypically feminine features to stronger, more
forceful personas. Some characters resist these stereotypes by embodying traits such as power,
leadership, and perseverance, while others conform to traditional gender roles by portraying

delicacy and grace (Near, 2013).

B. PROBLEM FORMULATION

1. How have female characters represented in popular online games today?

2. What are the key characteristics of this representation, and to what extent such a
representation can lead to any constructed meanings particularly in relation to gender and
female portrayal?

C. RESEARCH OBJECTIVE
This research aims to analyze and assess the portrayal of female characters in the popular
mobile game Mobile Legends: Bang Bang, focusing on their representation in terms of roles,

abilities, and overall impact on the game's narrative and gameplay.

D. RESEARCH BENEFITS
The research explores the representation of female characters in Mobile Legends: Bang
Bang, focusing on how these portrayals can influence game development. influence on Game

Development: The effective representation of female characters in Mobile Legends: Bang Bang



could inspire influence the development of future games, encouraging more inclusive and
diverse character representations. This can lead to a more representative and engaging gaming

industry as a whole.

E. LITERATURE REVIEW

1. Previous Research

First, the study by Fahmi Reza Rahmadani, titled “Analisis Semiotika Roland Barthes Pada
Representasi Hero Perempuan Dalam Game Mobile Legends: Bang Bang”, was published in
2020. This study examines Roland Barthes’ semiotic analysis of the portrayal of female heroes in
“Mobile Legends: Bang Bang.” The study focuses on the portrayal of women in this well-known
online game, emphasizing the dearth of female characters in Indonesian games and the common
misconceptions around them. It investigates the visual design of female heroes in the game using
textual analysis and semiotics, depicting them as characters who combine aspects of femininity
and masculinity while participating in activities often associated with men. The study aims to
examine how women are portrayed in games and how this affects gender norms and visual
culture in the gaming industry.

This study share similarities with the current research as both focus on the portrayal of
women in Mobile Legends: Bang Bang, highlighting the lack of female characters and the
common misconceptions around them. The study examines the visual portrayal of female heroes,
depicting them as characters who combine masculine and feminine traits were portrayed visually,
showing them as characters who mix elements of masculinity and femininity while engaging in
activities that are often associated with men. Both studies employ a descriptive qualitative
research method. A key difference lies in the selection of characters analyzed; the previous study
focuses on Freya, Miya, Natalia, and Hilda, whereas the current study examines Freya, Miya,
Natalia, and Hilda, while my journal focused on the characters of Hanabi, Alice, Odette, and
Layla.

Second, the study by Ash Kapriyelov, titled “Representation of Women in Video Games”,
was published in 2015. This journal explores the ontological analysis of the representations of
women in video games and the effects these representations have on behavior and personality.
By examining both conventional and non-traditional depictions of femininity in games, this

study investigates how character gender influences gameplay dynamics and audience reactions.



Furthermore, it emphasizes how early video game designs were mostly focused on gameplay,
while more recent games feature a plot and a wide cast of characters. Video games are
performative mediums that challenge conventional gender norms; this is highlighted by the
study’s critical character assessments of female protagonists and other characters. The study
examines the connection between the sexualization of female characters and their physical
prowess, noting a decline in such depictions during the late 1990s and variations based on age
ratings and game genres.

This study share similarities with the current research as both focus on the representations
of female characters in video games and the connection between the sexualization of female
characters and their physical prowess. A key difference is that the study examines how character
gender influences gameplay dynamics and audience reactions, whereas the current study focuses
solely on the game itself. Additionally, this study employs a quantitative data research method,
while the current research utilize a descriptive qualitative research method.

Third, the study by Anqi Liu, titled “Gender Representation in Video Games”, was
published in 2019. This study investigates how gender is portrayed in video games, focusing
specifically on the stereotypical depiction of women in the gaming industry and the number of
female characters present in various games. The study examines the lack of playable female
characters in numerous games, along with the prevalence of hyper-realistic bodies and sexually
objectified depictions of female characters. Additionally, the author examines the relationship
between game sales and the quantity of female characters. The goal of the study is to advance
knowledge of how gender is portrayed in video games and the possible effects this may have on
both players and society at large.

This study share similarities with the current research as both focus on formation of
female character stereotypes through sexual objectification and unequal gender roles. A key
difference is that this study examines gender representation across a broad range of games,
whereas the current study focuses exclusively on Mobile Legends; Bang Bang. Furthermore, this
study employs a quantitative research method, while the current study utilize a descriptive
qualitative research method.

Fourth, the journal article "Game Studies" by Frans Maidyrd provides an in-depth
exploration of the academic discipline focused on games, play, and related phenomena. It

discusses the development of conceptual, theoretical, and methodological approaches within



Game Studies, with a particular emphasis on the artistic form and aesthetic experience of games
as a form of art and entertainment. The article highlights the interdisciplinary nature of Game
Studies, showcasing the diverse research topics and methodological approaches employed by
scholars in the field.

Moreover, the article delves into the historical roots of the study of games, tracing back to
influential philosophers like Friedrich Schiller and Johan Huizinga. Schiller's concept of the
"play drive" and its connection to human existence, as well as Huizinga's exploration of the "play
element" in culture and society, have significantly influenced modern Game Studies. The article
also discusses the evolution of Game Studies as an academic discipline, noting its contributions
to interdisciplinary expertise in various games-related research fields.

Overall, the journal article provides a comprehensive overview of Game Studies, its
historical foundations, methodological diversity, and its significance within the broader academic
landscape. It serves as a valuable resource for scholars and researchers interested in the study of

games, play, and their cultural implications.

2. Theoretical Framework
In the entertainment industry, gender representation in video games is an ongoing
concern that is always being researched and discussed in terms of how male and female
characters are portrayed. Gender studies examine how gender is portrayed in video games, and

this topic is frequently brought up about sexism in the industry.

2.1 Critical Theory

According to Shira Cess and Mia Consalvo, critical theory is crucial for comprehending
the place of video games in modern media culture. The core tenet of the framework is that game
study is an essential component that may enliven and contribute to media studies as a whole, not
simply a specialization.

Important Elements of the Framework:
1. The intersection of Cultural Significance and Industrial Elements: The framework

highlights the interaction between the cultural relevance of video games and the industrial
components of media industries. Understanding the production, consumption, and

societal effects of games requires a knowledge of this nexus.



2. The paradigm highlights the need to analyze power relations in the video game business,
game culture, and individual games. This entails examining the responses of various
groups to loot boxes, in-app or in-game transactions, and the transfer of virtual property
ownership.

3. Methodological and Theoretical Techniques: To comprehend games and their culture, the
framework promotes the application of a range of methodological and theoretical
techniques. This encompasses theoretical viewpoints from disciplines including
sociology, anthropology, and cultural studies in addition to quantitative and qualitative
methodologies.

4. Disrupting Disciplinary and Power Systems: By integrating game studies into the larger
field of media studies, the framework seeks to upend established disciplinary and power
systems inside academia. This entails opposing prevailing notions and advocating for
viewpoints that are more inclusive and varied.

5. Future of Game Studies: Looking ahead, the framework imagines a more transparent,
sustainable, and egalitarian game studies discipline. Underscores the importance of
evaluating the relationship between business and game development, look at the global
and gaming cultures' sociopolitical contexts, and take care of universities as institutions.
Critical theory it challenges the idea of objective truth by revealing how ideology and

social forces shapes representations and knowledge. This theory helps analyze how gender roles
and stereotypes are constructed and maintained in media like video games, uncovering
underlying power dynamics behind the portrayal of female characters. Furthermore, this
framework specifically addresses the intersection media, games, and power dynamics related to
representations and to questions whether Mobile Legends: Bang Bang perpetuates traditional
gender roles or offers more progrresive representation of woman. This representation can
reinforce that woman must be both strong and attractive. This may affect female players

self-image and expectations about gender roles.

2.2 Gamification Theory
Gamification theory offers a solid foundation for studying how game-like aspects such as
rewards, challenges, progression systems, and social features influence player behavior and

engagement in digital games like Mobile Legends. It proposes that these mechanisms, which are



derived from game design, are strategically used to motivate players, encourage specific
behaviors, and shape their overall gaming experience. Gamification, at its foundation, is based
on behavioral psychology principles, specifically operant conditioning, which reinforces desired
behaviors through positive feedback and rewards. This theory recognizes that players are
motivated by a complex interaction of inner and external factors. Intrinsic motivation is derived
from the inherent satisfaction of the activity itself, such as the sense of accomplishment that
comes from learning a new skill. In contrast, extrinsic motivation is based on external rewards
such as points, badges, or social recognition. Effective gamification design carefully balances
these motivational elements to create a fascinating and long-lasting player experience (Wu &
Santana, 2022).

Within the context of Mobile Legends, gamification theory provides a prism through
which to examine how the game encourages engagement with various character types,
particularly female characters. The design of reward systems, for example, can have a substantial
impact on player behavior. The distribution of rewards can send subtle messages about the worth
and desirability of certain character types and playstyles, thereby reinforcing or challenging
pre-existing gender stereotypes. Furthermore, the design of obstacles and quests might influence
player perceptions. How does the game structure player growth across multiple character types?
Do female characters have equal opportunities for progression and skill development?
Leaderboards, achievements, and in-game communities play a significant role in shaping player
perceptions. Are female characters appropriately shown and honored in these social spaces, or
are they marginalized, potentially contributing to the perception that they are less powerful or
appealing than male characters? Understanding how Mobile Legends generates and
communicates gender messages requires an analysis of these characteristics of gamification. This
study attempts to analyze the mechanism that affects how players engage with female characters
in Mobile Legends by concentrating on gamification theory. It goes beyond merely explaining
how these characters are portrayed visually to investigate how the game’s design actively
influences player decisions, incentives, and eventually, how they perceive gender roles in the
virtual world. It offers important insight into the intricate relationship that exists between game
design and the construction of gender in the context of digital gaming.

In addition to gamification, the theoretical frameworks incorporates ludology and

narratology, two approaches that offer different perspectives and understanding of video games.



Ludology is a field of study that focuses on the rules, systems, and gameplay mechanics of
games, particularly video games. It emphasizes understanding games as formal systems and
experiences, rather than traditional narrative forms. Key proponents include Jesper Juul and
Gonzalo Frasca, who argue that games should be studied for their unique characteristics.
Ludology can be applied to game mechanics, character abilities, and player interaction. It
examines whether female characters have equally powerful and versatile abilities compared to
male characters, and how players use and perceive female characters based on their in-game
abilities and roles. This approach helps to understand the unique characteristics of games and
their impact on gender representation.

Narratology is the study of narrative and storytelling particularly in the context of video
games. It focuses on how stories are told through game design, character development, and plot
progression. Key figures include Marie-Laure Ryan and Janet Murray, who explore how
interactive narratives differ from traditional linear narratives. Narratology can be applied to
gender representation by analyzing character backstories and development, plot integration, and
narrative themes. Female character’s stories can be complex and integral to the game’s world,
with rich backstories contributing to the lore or being one-dimensional and secondary to male
characters. Additionally, female characters can be central to major story arcs and quests,
challenging or reinforcing gender stereotypes through themes of empowerment, agency, and
resilience.

The gender representation of female characters in Mobile Legends: Bang Bang can be
analyzed using Ludology and Narratology. Ludology examines the design and abilities of female
characters, assessing their effectiveness in various roles. Role and Balance evaluates the balance
of female characters compared to male characters, and the distribution of roles among female
characters. Narratology investigates the depth of female characters' backstories and their
involvement in the main plot. Practical steps include content analysis and comparative analysis.
Content analysis focuses on character design, abilities, and narratives. Comparative analysis
compares the representation of female characters in Mobile Legends: Bang Bang with other
similar games to identify industry-wide trends and unique aspects. This comprehensive approach
to gender representation in Mobile Legends: Bang Bang considers both gameplay mechanics and

narrative roles.



F. METHODOLOGY

1. Research Type and Approach
This research examines the portrayal of the female heroes and characters in the video
game Mobile Legends: Bang Bang. The study employs a qualitative descriptive method
involving textual analysis. Alan McKee's textual analysis of the gender representation of female
characters in Mobile Legends: Bang Bang is used in this research. Textual analysis is the
technique used. The textual analysis of this research will look at the gender representation of
women in the game Mobile Legends: Bang Bang which leads to the shape of the female

characters in the game.

2. Data Collection
The primary data for this research is based on the qualitative analysis of the game Mobile
Legends: Bang Bang. The study aimed to explore how gender representation is portrayed
through the role of hero characters and seven elements of character representation, including
name, physical appearance, costume, voice, animation, and characterization narrative. The
secondary data includes various studies and articles that discuss the representation of female
characters in Mobile Legends: Bang Bang. These sources provide insights into the game design

and character portrayals.

3. Data Analysis
The data analysis is conducted from the perspective of an engaged researcher familiar
with the gameplay. Analyzing gender representation of female characters in Mobile Legends:
Bang Bang involves examining various aspects such as character design, roles, backstories, and
overall representation in the game.
a. Character Design
Appearance and Costumes:
1) Female characters in Mobile Legends: Bang Bang often feature a mix of traditional and
fantastical designs. Some characters are designed with considerable attention to detail,

including elaborate costumes and accessories.
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2) However, there is a noticeable trend of hyper-sexualization, with many female characters
wearing revealing clothing and having exaggerated body proportions. This can reinforce
harmful stereotypes about women being valued primarily for their physical appearance.

Diversity in Design:

1) While there is some diversity in the design of female characters, with different ethnicities
and cultural influences being represented, the dominant portrayal tends to lean towards
Eurocentric beauty standards.

2) Some characters break the mold by having more practical and less sexualized designs,

reflecting a broader range of female representation.

b. Roles and Abilities
Character Roles:

1) Female characters in Mobile Legends: Bang Bang occupy various roles, including mages,
marksmen, supports, tanks, and assassins. This variety suggests an attempt at balanced
gender representation across different game functions.

2) Despite this, certain roles, like support and mage, are more frequently assigned to female
characters, which can perpetuate traditional gender roles where women are seen as

caregivers or support figures rather than leaders or primary damage dealers.

Abilities:
1) The abilities of female characters are often diverse and interesting, showcasing a range of
magical, physical, and strategic skills.
2) Some female characters are empowered with narratives and abilities that reflect strength
and independence, while others have abilities that might align more with stereotypically

feminine traits, such as healing or crowd control.
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Physical Costume Voice Animation Character

Appearance Narrative
A character's Costumes and Character Animation refers | Character
physical skins are visual | conversation, to the movement | narrative refers
appearance displays that can | background of characters, to the backstory,
refers to their be worn by music, and objects, and motive, and
visual design, in-game environmental other visual personality of
which includes characters. sound effects are | components in the game's
facial features, Costumes not all examples of | games. Smooth | characters.
body shape, only alter a sound elements. | and realistic Character
attire, and character's Sound animations can narratives allow
accessories. A appearance, but | contributes to an | increase the players to
character's they can also immersive game | visual quality of [ identify with the
physical convey a environment and | a game and characters they
appearance specific gives crucial make it more play and give
allows players to | impression, such | information to engaging. explanations for
distinguish as strength, players. For Character attack [ their actions in
between cuteness, or example, the animations, the game.
different uniquenessl. In | sound of enemy | which depict the | Character tales
characters and some games, footfall can force and range | can be told
select one that some clothes can | notify the player | of attacks, are through speech,
best fits their even grant minor | of the presence another example [ cutscenes, or
play style or advantages of close of how character
aesthetic (buffs) or adversaries. animation can descriptions.
preferences. additional visual help express

effects.

information.

Table 1. Character Overview:

Physical Appearance, Costume, Voice, Animation, and

Narrative
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CHAPTER 11
OVERVIEW OF THE RESEARCH OBJECT

2.1 The World of Online Games in Today's Digital Ecosystem

2.1.1 Definition and Development of Online Games

Online games are video games that are played over an internet network, allowing players

from multiple regions to communicate at the same time. Online games have become an essential

aspect of modern entertainment, particularly among teenagers, as technology has advanced and

the internet has become more widespread. The game is incredibly popular due to its unique traits,

which include powerful interactivity, excellent graphic design, and diverse content. According to

a definition based on research by Gao Yingtong and Liu Yanshu, online games are goods that use

computers as their primary medium and rely on the TPS/IP protocol to allow several players to

participate at the same time. This game provides a virtual arena in which players can interact,

communicate, and accomplish various activities or goals. Online games can be classified

according to game mechanics and goals to be reached. Some of the major categories are:

a.

Massively multiplayer online role-playing games (MMORPG) allow players to manage
characters in a vast virtual environment while interacting with thousands of other players.
This game focuses on character growth through continuing tasks and objectives, as well
as player interaction. This game is not only entertaining, but it is also a tool for
developing self-identity and growing social networks.

Multiplayer online battle arena (MOBA). MOBA is a subgenre that focuses on team
battles, with each player controlling a character with unique powers. These games, such
as Mobile Legends: Bang Bang, rely heavily on teamwork to win, making them one of
the most popular genres in the gaming business. MOBAs generate a highly competitive
ecosystem, both locally and globally.

First-person shooter (FPS) FPS is a genre in which players see the game world from the
first person an emphasis on combat with firearms. The genre is noted for the intensity of
its action and is frequently played in online multiplayer mode, allowing for direct

competition between players.
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Online gaming has become a major aspect of many people’s daily lives in the current
digital era. Game developers can now construct immersive and dynamic virtual worlds where
players may engage with other players from across the world because of the rapid advancement
of technology. In addition to providing enjoyment, online games serve as a platform for
teamwork, competition, and communication. Fast growth in the online gaming sector can be
attributed to advancements in internet technology, hardware, and software. Millions of players
now primarily access their favorite games through gaming platforms like PCs, consoles, and
mobile devices. Growing internet accessibility and widespread mobile device use, which have
opened up online gaming to a more diverse and expansive audience, are contributing factors to
this development.

It might be viewed as a combat in an arena fought by several participants online. If we go
back, the history of the MOBA (Multiplayer Online Battle Arena) game may be traced back to
the RTS (Real Time Strategy) genre, which began before the 1990s. HerzogZwei, which was
released for the Sega system in 1989, is considered one of the “fathers” of the RTS game genre.
Herzog Zwei’s game contains some MOBA features, in which we play a unit and attempt to
destroy the opposing base with the assistance of many Al-controlled troops. Equipped with the
capability to generate personalized maps, one individual going by Aeon64 crafted the Aeon of
Strife map, which marked the debut of a tripartite lane map system. It is believed that Aeon was
the inspiration behind the MOBA games that are played today. Up to the release of Warcraft I11:
Reign of Chaos in 2002, the following MOBA game, Aeon of Strife, maintained its popularity.
Using the Warcraft II1 World Editor, a modder by the name of Meian attempted to integrate many
existing maps with the release of Warcraft III: Frozen Throne in 2003. This resulted in the
creation of Dota Allstars, a collection of heroes from different DOTA maps created throughout
the 2002 timeframe. In its day, Dota Allstars went viral and gained a lot of popularity. This is
when a significant character in the history of MOBA games came into being: Steve Guinso Feak.
At the time, he was dedicated to expanding the Dota Allstars map by adding new characters and
enhancing the gameplay. It appears that the Indonesian population is currently more receptive to
the name MOBA, or multiplayer online battle arena (Bahrul & Prima, 2018).

Online gaming has become a vital component of modern gamer’s leisure life due to the
rapid growth of technology and the widespread use of the internet. Online games are a relatively

new kind of entertainment, but they have special qualities and power that have drawn attention to
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both their advantages and disadvantages (Qu, 2023). The gaming industry has evolved
dramatically during the previous decades. From offline games that can only be played
independently, online games have become a huge sensation. Online games such as Mobile
Legends: Bang Bang not only provide an exhilarating gaming experience, but they have also
shaped an upscale visual culture and had a substantial societal influence.

The advancement of information and communication technology (ICT) has made online
games more participatory and available to a wider audience throughout the world. Online games
like Mobile Legends: Bang Bang may be played on mobile devices, making them more
accessible and integrated into people’s daily lives. Visual culture in online games fosters an
interaction between the spectator and the political spectacle. Female characters in games were
first presented with a male gaze, but as the feminist movement gained traction, games from the
late 1990s started to represent female characters as active. However, the physical portrayal and
costuming of female characters are still substantially more sensuous than masculine figures. In
addition to fostering a distinct popular culture among players, online games like Mobile Legends:
Bang Bang have a big financial impact. The gaming industry has experienced significant
economic growth and the creation of new employment because of the revenue provided by
in-game sales, sponsorships, and advertising. Online gaming does not, however, always have
favorable effects. It’s common for certain gamers to act inappropriately in games and on social
media. Regularly acting rudely and using foul language might ruin the game experience. One
outcome of the development of online games is the MOBA (Multiplayer Online Battle Arena)
genre, which blends intense gameplay with real-time strategy components. Many players are
drawn to this genre, particularly in Asia, where Mobile Legends: Bang Bang is among the
most-played MOBA titles. Students and professionals alike are drawn to the game because it
provides a competitive gaming environment and a vibrant community. Mobile Legends: Bang
Bang's appeal stems not only from its accessibility, as it can be played on smartphones with

subpar specs.

2.1.2 Social Problems in Online Games
Online gaming raises several social issues that should be taken into account. The
detrimental effect on learning concentration is one such. The amount of time students spend

playing online games versus studying can have an impact on the quality of their learning. In
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addition, online gaming groups may give rise to societal issues. There should be more stringent
rules and oversight because some players tend to act inappropriately and disrupt other
communities. The behaviors and violent deeds that may potentially impact the audience are what
prevent video games from being beneficial. The Impact of Video Game Gun Violence Exposure
on Children’s Risky Conduct with Real Guns by Brad J. Bushman and Justin H. Chang in 2019
highlights the drawbacks of video game content. 2020 kids aged 8 to 12 participated in the study
by playing video games. They played violent video games as well as non-violent ones with
sword and gun violence in them. When comparing the results of all gamers to those of
non-gamers, one finding indicates that kids who play violent video games are more likely to act
maliciously around guns. According to Chang and Bushman (2019), they would react to a survey
consisting of nine components to continue their verification process, and they would measure
behaviors such as striking, kicking, and shouting. Using an extra poll to gauge their attitudes
toward guns. As a result, the proportion of persons touching actual firearms would rise among
gamers who engaged in violent games. There is evidence that children’s exposure to violent
content increases as they play video games and use social media. However, persons who
routinely play violent video games will eventually grow numb to delicate subjects as a result of
their increased exposure to such stuff (Ly, 2022).

Aside from that, there are problems with how gender is portrayed in video games, where
female characters are frequently portrayed in a stereotyped or overly sexualized way. This might
undermine attempts to achieve gender equality and strengthen patriarchal viewpoints. One major
worry is the prevalence of toxic conduct in the gaming community, which includes verbal abuse,
bullying, and other unethical behavior, particularly among younger gamers. The patriarchal
belief that a woman’s worth is determined by her beauty is subtly reinforced by the frequent
depiction of female characters with unrealistically slender bodies and scant attire. This
perpetuates limited conceptions of femininity and restricts the range of roles that female
characters can perform in gaming storylines. Debatable issues have long revolved around the
hypersexualization of female characters. For instance, to emphasize their sexual attractiveness,
female characters are frequently created with ostentatious and scant outfits, disproportionately
large bodies, and provocative stances. Because of this, female characters become more like
objects of visual interest to the player than free-thinking individuals with nuanced motivations

and histories. This tends to result in an objectified depiction.
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In 2019, Jonathan Burnay published a paper titled Effects of Sexualized Video Games on
Online Sexual Harassment, which delves into gender stereotypes. In this study, 211 college
students played Ultra Street Fighter IV. The quantity of flesh revealed by the clothing provided in
these games appears to have sexualized the stereotype of ladies. Other characteristics
documented during the study were aggression, passive sexism, demographic information, and
playtime length. According to the study’s findings, gamers who play sexualized games are more
likely to make sexist remarks about one another. It has been discovered that male gamers deliver
fewer sexist jokes than women. Research indicates that those who have encountered sexualized
information in video games may be more likely to harass women online. In general, the goal is to
raise awareness so that people can recognize the influence of video games on the phenomenon of
online sexual harassment (Jonathan Burnay and others, 2019). A range of emotions can be
experienced when playing video games. Which side we would pick is up to us. Although they are
not always flawless, video games have a big influence on those who choose to play them. Video
games will have an impact on social issues, including the gender and racial prejudices they
perpetuate. Even though some preconceptions are subtly ingrained in the minds of the players, it
appears that only one individual will be able to properly understand the material. From a gaming
perspective, this is comparable to the idea that violent material contributes to violence. Everyone
experiences brief fits of wrath occasionally; this is a typical human response to stress and anger.

Unbalanced portrayals of male and female characters in video games might affect
player’s long-term ideas of gender, particularly in the case of younger players who are still
developing their worldviews. The persistent portrayal of female characters as objects or in
submissive roles might perpetuate societal norms about gender roles. Certain female characters
in the Mobile Legends: Bang Bang could likewise adhere to a similar trend, wherein
hypersexualization is included in their portrayal and design. This may affect the way that
participants, particularly men, perceive real-life women. Furthermore, the underrepresentation of
strong, autonomous female characters in the game may negatively affect female player’s sense of
self and participation.

Despite this, some game creators have attempted to produce female characters who are
more varied and not solely based on clichés. In Mobile Legends: Bang Bang, for instance, certain
female characters could be portrayed as powerful, wise, and self-sufficient warriors who can

compete with male characters in terms of skill and teamwork. The need for equitable and
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balanced gender representation in online gaming is becoming more widely recognized. This
involves the development of female characters that have deep and relevant backstories that go
beyond just focusing on their outward attractiveness and include information about their skills,

motives, and significant roles in the story of the game.

2.2 The Ins and Outs Behind The Mobile Legends Game

2.2.1 The Beginning of The Emergence of Mobile Legends

Mobile Legends: Bang Bang is a multiplayer online battle arena (MOBA) game created
specifically for mobile platforms. Moonton, a Shanghai-based game company, first launched the
game in July 2016. Mobile Legends was first released in Southeast Asia and quickly gained
popularity, leading to a global launch in the following years. Mobile Legends is developed by
Moonton, a company founded in 2014. Moonton is led by a team of experienced professionals in
the gaming industry, focusing on mobile game development. Moonton is known for its
commitment to creating engaging and innovative games, and Mobile Legends is one of its main
works. The company is also known by its full name, Shanghai Moonton Technology Co., Ltd.
Mobile Legends is a MOBA game where players compete in 5v5 teams. Each player controls a
distinct character with special abilities. The main goal of the game is to destroy the opposing
base while defending your own. The game includes several game modes, including classic and
ranked modes, as well as a variety of characters classified as fighters, mages, assassins, or tanks.
The story in Mobile Legends is set in a fantasy world with a variety of characters and powers
that provide context and background for each battle.

Mobile Legends uses a freemium business model, in which the game is free to download
and play but requires in-app purchases. Players can buy virtual currency, skins, and other items
to improve their gaming experience. This model enables Moonton to generate revenue through
microtransactions while also providing a variety of promotions and events to keep players
engaged. Mobile Legends also hosts tournaments and esports competitions, which boosts the
game’s revenue and visibility. Mobile Legends has a large and active user base, particularly in
Southeast Asia, where the game is extremely popular. The Mobile Legends player community

frequently communicates and shares strategies via online forums, social media, and streaming
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platforms. The game also has a strong social media presence, with many fans following the latest
updates, events, and content. Mobile Legends esports, such as the MPL ( Mobile Legends
Professional League), attract a large audience and host tournaments with large prizes and
professional teams from around the world. The quick and adaptable gameplay of Mobile
Legends is a major factor in the game’s rising popularity. Compared to MOBA games on PC like
League of Legends or Dota 2, which may run more than 40 minutes every game, each battle lasts
about 10 to 20 minutes. Players who want to play Mobile Legends for shorter lengths of time,
particularly on mobile devices, will find it easier to do so now. In Southeast Asia, Mobile
Legends has become incredibly popular very rapidly. In 2019, the game was recorded to have
more than 500 million downloads globally, with more than 75 million monthly active players.
One of Mobile Legend’s largest markets is Indonesia, where the game is well-liked not just by
casual gamers but also by those who are involved in the expanding esports scene. The popularity
of Mobile Legends is impacted by many primary factors:

a. Accessibility: Mobile Legends is a mobile game that can be played on a range of gadgets
with different specs. This enables a large number of individuals to access it.

b. Free-to-Play: The game offers a free-to-play format, meaning that users may download
and play it without any cost, but they can also buy upgrades and some cosmetic things via
microtransactions.

c. Esports Community and Events: With several local and international events, Mobile
Legends has grown to be one of the most popular esports games in Southeast Asia.
Professional players now participate in leagues like the Mobile Legends Professional
League (MPL), which has made the game a cornerstone of the local esports scene.

The popularity of the game and Moonton’s chosen business strategy are both important
factors in Mobile Legend’s success. The game’s in-app purchases, combined with a free-to-play
model, enable it to generate substantial profits from the selling of more heroes, character skins,
and other cosmetic things that only improve the player’s hero’s look and have no impact on
gameplay. In addition, Moonton depends on strategic alliances with several sponsors and esports
event planners, which have raised awareness of and interest in the game. Tournaments such as
the Mobile Legends Southeast Asia Cup (MSC) and the Mobile Legends World Championship
(M1) draw millions of spectators internationally, enhancing Mobile Legend’s status on the

international scene. The player base for Mobile Legends is expanding quickly, particularly on
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YouTube. Players now share their gameplay, tactics, and material via social media and streaming
services like Facebook Gaming and YouTube. Because they provide a competitive and
encouraging atmosphere for both novice and seasoned players, these communities also
significantly contribute to the game’s continued appeal. In-game social elements like the guild
system and chat capabilities, which let users communicate, work together, and create teams, also

help Mobile Legends foster a fan community.

2.2.2 Gameplay Mechanics and Strategy
With a focus on real-time 5v5 fights, Mobile Legends: Bang Bang provides a fast-paced,
strategic, cooperative multiplayer experience. To demolish the enemy’s base while defending
their own, players must choose from a roster of distinctive heroes, each with special duties and
powers. Gaining an edge in the game requires an understanding of gaming mechanics and smart
decision-making. Each player in Mobile Legends selects a hero from a pool of heroes divided
into six different roles such as tanks, fighters, mages, marksmen, aces, and supports. Every job
has a distinct function in a team’s plan:
a. Fighters: Heroes with a good attack and defensive ratio who are frequently called upon to
start fights and do damage.
b. Mages: Heroes with a focus on great magical damage, frequently dealt from a distance;
yet, they are typically brittle and dependent on placement.
c. Marksman: Damage-dealing ranged characters that need their team’s cover to deliver
enormous quantities of damage from a distance.
d. Assassins: Heroes with great burst damage and mobility who are good at swiftly taking
out valuable enemy targets but who frequently lack defensive strength.
e. Supports: Heroes who support the team throughout battle by offering healing, crowd
control, and boosts to their comrades.
f. Tanks: Sturdy heroes with damage-absorbing abilities who are frequently in charge of
starting battles and defending the team’s main damage dealers.
These responsibilities must work in harmony with one another, and a well-balanced squad may
significantly impact both offensive and defensive plays.
Before a match starts, the game map is divided into three lanes (top, middle, and

bottom), each of which goes to the base of the opponent. Players typically allocate heroes to
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different lanes according to their roles and ability sets. Turrets block the lanes; you have to
destroy them to go nearer the enemy’s base. The game map consists of both lanes and jungle
areas where players may get money, experience points, and boosts by defeating neutral animals.
These jungle creatures often offer tactical advantages with abilities like the Blue Buff (which
reduces mana consumption and cooldowns) and the Red Buff (which does more damage). One of
the most important aspects of the game is controlling these jungle regions and boosts. In Mobile
Legends: Bang Bang, team battles are vital moments that have the power to decide a match’s
outcome. They take place regularly. Team fights demand patience, teamwork, and familiarity
with the unique abilities of each hero. Although tank heroes typically initiate engagements by
bearing the bulk of the damage, fighters, and assassins dash into damage-dealing troops.
Meanwhile, mages and marksmen are positioned safely behind the front line, dealing damage
and managing crowds as needed. A well-positioned marksman or mage may deliver substantial
damage while staying safe, therefore location is essential. On the opposite, when facing
high-burst assassins, misplacement might result in rapid eliminations.

As a reflection of cultural norms and societal preconceptions, many characters in Mobile
Legends adhere to traditional gender roles. These factors influence not just how they seem but
also their skills, personalities, and histories. Female characters are usually shown with attributes
such as grace, elegance, attractiveness, or seduction. Archetypes that prioritize agility, accuracy,
or healing skills over physical strength include mages, assassins, markmen, and support roles.
Several female characters exhibit hypersexualization, as seen by their skimpy attire, oversized
breasts, slender waists, and sensual movements. For example, Hilda is a manly character who
wears armor made of animal bones and skins and strikes with a conventional tall ax. The clan
needed to be proficient in hunting because there were not many resources in the Megalithic
desert. Hilda was given the duty of ensuring her clan’s existence as she was able to bring in a lot
of resources each year. Another tank, Lolita, assaults with a massive mechanical hammer. She is
a magnificent tanker who serves her people as a member of the City Guard, despite having the
opposite body to Hilda. Lolita is an example of a woman in the police who protects the city, but
Hilda is a quintessential example of a powerful tribal woman who heads the clan. Even though
Hilda has manly characteristics, Lolita’s slender features instantly contrast Hilda’s masculine
traits, therefore being strong is not a necessary quality. Therefore, strength is just an individual’s

potential and is not characterized by gender or femininity (The ‘New Woman’ and ‘Mobile
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Legends: Bang Bang,” 2018). To emphasize strength, leadership, and resilience, male characters
are frequently portrayed as warriors, fighters, or tank-class figures. For example, Alucard a
warrior whose strength and skill with a sword embodies masculinity, and Tigreal a tank hero
wearing heavy armor to symbolize endurance and displaying bravery and defense.

Today’s game creators are drawing in both male and female players by including relevant
situations in their game characters. The fact that one of the warriors, Lancelot, is perceived as a
gender non-conforming individual is among the striking features. Even though he is married to
Odette, one of the other strong characters, he does share certain feminine traits, which may be
my subjective opinion, defying the convention that only strong, muscular heroes appear in
traditional games. In addition to reconstructing female characters and adapting them to the
current reality, the game is also redefining what a hero or heroine is and shaping potential
genders that we observe in our society (The ‘New Woman’ and ‘Mobile Legends: Bang Bang,’
2018). When it comes to visual modification, such as clothing that emphasizes attractiveness and
sexual appeal, female characters typically get greater attention. The hyper-sexualized depiction is
further reinforced by the use of cosplay elements or skimpy skins. The limits of sexual attraction
are frequently pushed by alternate skins. For instance, Kagura’s skins frequently switch from
traditional attire to more skimpy attire, altering the way others view her job. In contrast,
sexualized designs are rarely used for male characters; instead, they emphasize comedy, power,
or seriousness. Character skills frequently reflect gender norms, reaffirming conventional notions
of masculinity and femininity. It is common for female characters to specialize in support roles
or builds with high damage but poor endurance. The notions of being nimble, magical, or caring

are reflected in them.
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CHAPTER III
FINDINGS

3.1 Analysis of Gender Representation through the Characters Hanabi, Alice, Odette, and
Layla

This chapter focuses on the analysis of gender representation through four main female
characters in Mobile Legends: Bang Bang, namely Hanabi, Alice, Odette, and Layla. Each of
these characters plays a significant role in the game, with unique backgrounds, abilities, and
visual designs that reflect different perspectives on gender, power, and the role of women in the
fictional world. Here is an overview of the characterization and personalities of Hanabi, Alice,

Odette, and Layla in the game Mobile Legends: Bang Bang (Brown & Lee, 2021):

FIGURE CHARACTERIZATION AND
PERSONALITIES

Hanabi

Role: Marksman

Hanabi is a marksman character known for
her strong range attacks, a weapon called the
Shuriken, and her unique ability to heal allies
while dealing damage to enemies. She is

portrayed as a skilled and determined warrior

with a tragic backstory, making her a symbol
of resilience. Her visual design incorporates
traditional elements from Japanese culture,
emphasizing her as a disciplined and noble
character, though her youth and appearance
may reinforce traditional notions of

femininity.
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Alice

Role: Mage, Tank

Alice is a mage hero with a dark and
mysterious aura. She is portrayed as a
powerful sorceress with the ability to control
dark magic, manipulate enemies, and heal
herself in battle. Her design reflects an eerie,
gothic aesthetic, combining beauty with a
sense of danger. Alice's character embodies a
more complex, darker side of femininity,
representing the archetype of a powerful
woman who commands respect through her

mastery of forbidden forces.

Odette

Role: Mage

Odette is a graceful mage who controls the
power of water, with abilities that allow her to
create massive waves of damage. She is
portrayed as a serene and elegant character,
exuding a sense of nobility and refinement.
Her visual design, inspired by a swan
princess, reflects a more delicate and pure
side of femininity, reinforcing the idea of
women who wield power with grace and
elegance. Odette stands as a representation of
beauty and strength combined, showcasing a
more traditionally idealized version of

femininity.
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Layla

Role: Marksman

Layla is a marksman character with a strong
and confident personality. She is depicted as a
courageous woman with a powerful weapon,
capable of dealing high damage from a

distance. Layla's design gives her a modern,

edgy look, and her backstory highlights her as
a determined and resourceful character.
Unlike some of the more traditional female
archetypes, Layla’s character reflects a sense
of independence, strength, and autonomy,
breaking away from the usual submissive or
nurturing roles often associated with women

in many fictional settings.

Table 3.1 Characterization and personalities of Hanabi, Alice, Odette, and Layla in the game

Mobile Legends: Bang Bang

Each of these characters brings a different aspect of femininity to the game, representing
various gender roles, powers, and attributes in ways that contribute to the larger narrative of
gender representation in Mobile Legends: Bang Bang. These four characters collectively
demonstrate the complexity of female representation in Mobile Legends: Bang Bang. They
represent broader cultural perceptions toward gender by fusing aspects of elegance,
sexualization, strength, and traditional femininity. The characters’ skills and responsibilities in
the game demonstrate their empowerment, but their narrative and visual designs frequently
perpetuate gender stereorypes that are already in place, such as the focus on beauty, sensuality,
and culturally acceptable femininity. The intricacy of gender representation in modern video
games is brought to light by this analysis, as female characters are both empowered and limited
by narrative and visual norms. Promoting more diverse and inclusive representations of women

in digital media requires an understanding of these dynamics.
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3.1.1 Hanabi: Representation of Feminine Strength with Traditional Elements

Hanabi is a character with a background as a ninja possessing deadly abilities. In terms of
strength, Hanabi demonstrates strong feminine characteristics, but with a traditional touch.
Her design, which includes wearing ninja attire and wielding a throwing weapon, suggests
elements of bravery and toughness that are more closely associated with masculinity than
traditional feminine stereotypes (Brown & Lee, 2021). Here is the character representation
of Hanabi from the aspects of physical appearance, costume, voice, animation, and

characterization narrative:

Figure 3.1 Hanabi: Mobile Legends

Hanabi: Marksman

Physical Costume Voice Animation Character

Appearance Narrative

Hanabi has long | Hanabi  wears | Hanabi's voice is | In animations, | Hanabi i1s a
black hair with a | traditional black | energetic and full [ Hanabi is | young ninja
slight  reddish [ and red ninja | of resolve. She | depicted as | from a
tint, her face | attire with gold | often speaks words | highly agile and | legendary

appears strong | accents. She | that convey her | nimble. Her | warrior family.

and full of | also wears hand | steadfastness and | movements are | Although born

determination. and leg guards, | commitment to | quick and | into a powerful
Her sharp eyes | along with a red | battle. well-coordinate | family, she
reflect her | ribbon on her d as she attacks | chooses to live
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toughness and
dedication as a

warrior.

head,
gives  her
serious
elegant

appearance.

which

a

yet

or dodges. The
visual effects of
her  Shuriken
attacks and
other  abilities
highlight  her
skills as a

proficient ninja.

her life as an
independent

fighter, taking
responsibility

for her fate. Her
expertise in
using Shuriken
makes her a

deadly threat on
the battlefield.

Source: secondary data by the author

p=

{” Hanabi

Figure 3.2 Hanabi Character without Skin

(Source: Screenshot of the character from Mobile Legends)

¢ Hanabi

Figure 3.3 Hanabi Character with Skin

(Source: Screenshot of the character from Mobile Legends)
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However, despite this, Hanabi still maintains her feminine identity through her graceful
appearance and visual design that highlights traditional feminine charm. Her character
design reflects respect for tradition and dignity by including aspects of Japanese ninja
aesthestics, such as a stealthy combat style and an attire inspired by kimonos. The idea that
female characters are weak or passive is challenged by Hanabi’s portrayal as a malee
assassin who needs dexterity and agility. Her story highlights perseverance and commitment,
emphasizing a type of empowerment based on discipline and mastery rather than overt
sexualization or hosility. Hanabi’s visual style, however, balances strength with traditional
femininity by maintaining softness through delicate facial features and subtly feminine
clothing, even in spite of her formidable combat functions. This dichotomy implies that
culturally recognized standards of female conduct and attractiveness frequently frame
feminine strength in Mobile Legends: Bang Bang. The emphasis on speed, agility, and
precision in her fighting movements portrays a stronger form of femininity. Nevertheless,
sexualization elements are also evident in Hanabi’s appearance, which leans more toward
beauty and visual appeal rather than physical strength alone (Smith, 2020). This suggests a
tension between the representation of feminine power and more conventional feminine roles

in Hanabi's character design.

3.1.2 Alice: A Feminine Character Connected to Dark Power

Alice is one of the characters in Mobile Legends who blends magical power with a darker
feminine concept. Alice is a sorceress with the ability to control dark forces and transform
herself into a large monster. She presents a more complex portrayal of femininity, one that
involves not only physical strength but also mental and magical power (Johnson & White,
2022). Here is the character representation of Alice from the aspects of physical appearance,

costume, voice, animation, and characterization narrative:
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Figure 3.4 Alice: Mobile Legends

Alice: Mage &
Tank

Physical Costume Voice Animation Character
Appearance Narrative
Alice has an | Alice wears a | Her voice is soft | Alice's Alice is an
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appearance with

the pale skin
typical of a
vampire.  Her
long, dark

purple hair and
Red eyes signify
an  extremely
powerful

magical force.

with  intricate
Gothic designs.
The gown
seems to be a
part of her body,
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Accents shaped
like wings on
her back. Her
hands and feet
are also covered
with golden

armeor.

a whisper that is
both alluring and
full of threat. At
times, Alice's voice
reflects her

bloodthirsty nature.

with animations
of her moving
her hands and
gown as if
controlling
blood. Her
Area-of-effect
attacks and
abilities create
visualizations of
flowing blood,
adding a
frightening

eternal life. As a
blood ruler, she
has the power to
and

life

control
drain the
force from her
Enemies,
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formidable
threat. Her
insatiable thirst
for blood cannot
be stopped, and

she is always
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to
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absorbing  the
powers of other

beings.

Source: secondary data by the author

Figure 3.5 Alice Character without Skin

(Source: Screenshot of the character from Mobile Legends)

Figure 3.6 Alice Character with Skin

(Source: Screenshot of the character from Mobile Legends)
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Alice embodies power that is both seductive and perilous, representing a more nuanced
and sinister side of womanhood. Given that Alice is a vampire, her design combines gothic
and supernatural aspects, emphasizing mystery and sensuality with revealing attire, flowing
hair, and a dark color scheme. The depiction fits the stereotype of the ‘femme fatale”, a
woman whose authority is entwined with danger and temptation. In contrast to more
conventionally passive female characters, Alice’s gameplay as a wizard who drains vitality
from adversaries further solidflies her position as a powerful and menacing character.

As a character representing dark power, Alice challenges conventional feminine
representation by depicting a woman who is not only gentle or nurturing but also cunning
and evil (Davis & Black, 2021). Her graceful yet dangerous appearance shows how women
in fiction can be endowed with powers that do not solely focus on softness or beauty
(Thompson, 2020). However, Alice's character design still retains elements of sexualization,
with an appealing appearance and clothing that reveals her body, even though the character's

context and role challenge traditional gender stereotypes.

3.1.3 Odette: Representation of Elegant and Captivating Femininity

Odette is a character who is visually and functionally very feminine. Known for her
ability to control magical powers and her strong allure, Odette is often depicted as a
character that is highly elegant and full of charm. Her appearance strongly supports the
feminine image with beautiful attire and graceful posture (Green & Harris, 2022). Here is
the character representation of Odette from the aspects of physical appearance, costume,

voice, animation, and characterization narrative:
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Figure 3.7 Odette: Mobile Legends

Odette: Mage

Physical Costume Voice Animation Character
Appearance Narrative
Odette is a [ Odette wears a | Her voice is soft | Odette’s Odette is a

beautiful young
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long blonde hair.
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eyes radiate
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Her face reflects
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princess, yet is
filled with
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white, adorned
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accents. The

gown  evokes
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royalty and the

gentleness  of
water. It
features
feathered
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back, creating

an  impression

and filled with
tranquility. Odette
speaks in a manner
full of  grace,
reflecting her
status as a princess
of

and master

water powers.

movements are
smooth and
elegant, as if
she is gliding
over water. Her
attack
animations
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powerful flows
of water, with
abilities capable
of
overwhelming
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visual effects of

princess  with

the power to
water.

she

control
Though
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and
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allows her to
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of grace and her
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attacks capture
both her beauty
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and the people
she loves,
Facing her
heavy destiny
with  courage

and composure.

Source: secondary data by the author

2 Odette

Figure 3.8 Odette Character without Skin

(Source: Screenshot of the character from Mobile Legends)

/7 Odette

7

Figure 3.9 Odette Character with Skin

(Source: Screenshot of the character from Mobile Legends)
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Classical ballet and fairy tale princess tropes served as inspiration for Odette’s character
design, which epitomizes grace and beauty. Her poised manner, elegant, accessories, and flowing
white clothing highlight conventional standards of female beauty and sophistication. As a
magician with strong magical powers, Odette is positioned as both alluring and intimidating.
Odette’s image of femininity combines strength and beauty, suggesting a strong and captivating
fantasy that appeals to gamers’ need for visually appealing yet playable characters. But her
extremely idealized and stylized look could also reinforce limited notions of gender and beauty
that put beauty above diversity. However, Odette's character also demonstrates that feminine
strength is not limited to appearances. Her magical abilities show how women in Mobile Legends
can have a significant impact on battles through more strategic and calculated means. While still
dominated by elements of sexualization and visual appeal, Odette's character reminds us of the
more complex strength of women, which involves more than just outward appearance (Peterson
& Williams, 2021). Odette’s elegant charm and magical abilities suggest that femininity can

coexist with power and intelligence in the gaming world.

3.1.4 Layla: Representation of Women with Ranged Firepower and Shooting Strength
Layla, as a marksman in Mobile Legends, offers a different representation of femininity. As a
ranged shooter, Layla brings forth a strength focused on long-distance attacks with very powerful
shots. She is often portrayed as a more independent character, emphasizing her ability to attack
with precision, demonstrating feminine strength through long-range combat skills and control
over the battle situation (Thompson & Roberts, 2022). Here is the character representation of
Layla from the aspects of physical appearance, costume, voice, animation, and characterization

narrative:
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Figure 3.10 Layla: Mobile Legends

Layla: Marksman

Physical Costume Voice Animation Character
Appearance Narrative
Layla has an|Layla wears a|Her voice is|Layla’s Layla is a young
attractive futuristic-theme | cheerful and full of | animations girl who wields
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purple, and leg armor, | casual style. emits massive | exceptional
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expertise in

long-range

attacks.

Source: secondary data by the author

Figure 3.11 Layla Character without Skin

(Source: Screenshot of the character from Mobile Legends)

Figure 3.12 Layla Character with Skin

(Source: Screenshot of the character from Mobile Legends)

As a marksman with a powerful energy cannon, Layla represents a contemporary,
action-oriented definition of womanhood. Her design highlights her status as a formidable
ranged attacker with futuristic armor and a self-assured stance. Layla is positioned as an energy

and combative female character through her gameplay, which emphasizes her offensive prowess
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and mobility. Even though Layla’s attire is less revealing than Alice’s, it nevertheless features
components that draw attention to her body, fusing practicality with style. In order to appeal to a
wide range of players, female characters are given combat roles that are often associated with
men. This is a trend in game design. Although Layla is depicted with feminine characteristics
through her clothing and posture, she also challenges stereotypes about women only being
capable of supporting or healing roles. As a marksman, Layla stands out in terms of range
control and strategy, showing that women can lead battles in ways that differ from other female

characters who focus more on close combat or melee abilities (Harrison & Morris, 2021).

3.2 Sexualization of Female Characters and Its Impact on Gender Representation

One of the key findings in the analysis of the characters Hanabi, Alice, Odette, and Layla
is the high level of sexualization in the female characters in the game. Exposed clothing,
provocative body postures, and character designs that emphasize physical attraction are often
used to draw the visual attention of players (Buckingham, 2008). Although the game attempts to
portray strong and independent female characters, the element of sexualization remains a
dominant aspect of character design, creating a tension between empowerment and
objectification.

For instance, Odette's feminine appearance, with her beautiful gown and elegant accents,
while showcasing grace, cannot be separated from the portrayal of sexual appeal. Even though
this character demonstrates strength through her ability to control water, her visual design still
reinforces a feminine image that leans toward the representation of sexuality. A similar trend is
seen in Layla, who, despite her role as a powerful and dangerous marksman, has a costume
design that highlights visual appeal, detracting from her capabilities as a fighter and placing
more focus on her appearance (Dill & Thill, 2007).

This sexualization has an impact on players' views of women’s roles in real life. In the
context of the game, visual attraction is often considered more important than the skill or
strength of female characters. This can influence the way women are judged in the real world,
where physical appearance is prioritized as a key factor in assessing their value or abilities, even
in terms of strength or intelligence (Lander, 2019). Thus, while these characters display power
and expertise, their sexualized representation may reinforce gender stereotypes that narrow the

perception of women's roles in society.
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3.3 Changes and Efforts to Create More Inclusive Characters

Although the sexualization of female characters in Mobile Legends remains evident, there
is an increasing effort to create stronger and more diverse female characters (Carr & Sweeney,
2018). Characters like Alice and Layla provide a more complex portrayal of women, with
abilities and roles that are not confined to supporting or healing roles alone (Good & Buchanan,
2019).

However, while these efforts are still in development, there is still room to create more
inclusive gender representations that challenge more established stereotypes (Johnson & Adams,
2021). For example, reducing the focus on the sexualization of characters and instead focusing
more on their combat abilities and personal characteristics would have a more positive impact on
players’ perceptions of female roles in fiction, while also driving change within the gaming
industry as a whole.

In analyzing the four main characters in Mobile Legends—Hanabi, Alice, Odette, and
Layla—it can be concluded that although the game presents various representations of strong
female characters, the dominance of sexualization still influences views on femininity and power.
These characters offer various depictions of how women can be empowered in fictional worlds,
whether through physical strength, magic, or strategic skills (Kim, 2020). Moving forward, the
gaming industry has the potential to develop more inclusive gender representations and reduce

reliance on sexualization to create more diverse and complex characters.
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CHAPTER IV
DISCUSSION: FROM THE PORTRAYAL OF FEMININE POWER TO GENDER
REPRESENTATION

In this chapter, we will further discuss the findings presented in Chapter III regarding
gender representation in the female characters of Mobile Legends: Bang Bang, specifically
Hanabi, Alice, Odette, and Layla. While the game demonstrates efforts to create strong female
characters, several elements require deeper analysis, such as how gender is portrayed in character
design such as how gender is portrayed in character design and to what extent women's roles in
the game are represented through the sexualization of its portrayal.

4.1 Representation of Feminine Power in Hanabi, Alice, Odette, and Layla

The female characters in Mobile Legends demonstrate a diversity in the representation of
feminine power, each represented by characters who play different roles. Hanabi, Alice, Odette,
and Layla are examples of female characters who are not merely portrayed as supporting or
healing figures but as heroes with powers that influence the course of battle (Fry & Harper,
2020).

Hanabi reflects a feminine character with resilience, even though her role often focuses
on close-range combat using throwing weapons. This character blends feminine power with
traditional elements, which are more commonly associated with masculinity, such as courage and
success in battle (Jenkins & Ford, 2021). This shows that female representation in the game does
not always have to be tied to softness but can focus on speed, cunning, and strength.

Alice, with her magical ability to control dark forces, represents a more complex and
multifaceted woman. Alice demonstrates that feminine power is not just physical but also rooted
in mentality and cunning. She embodies not only softness or beauty but also reveals that women
can possess a strong, dark side—full of intrigue and the ability to transform the world around
them.

Odette, often depicted with a highly feminine and elegant visual design, shows that
feminine power can also come in the form of beauty, intelligence, and strategy. Odette’s strong
magical abilities represent that femininity is not solely linked to weakness or dependency, but

can also manifest in extraordinary magical strength.
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Layla, as a marksman, demonstrates feminine power in a more independent and precise
form. Layla uses long-range shots to control the battlefield from a distance, showing that women
can also take a central role in combat without always being physically involved in close-quarters
fighting. This represents a more independent role, focusing on strategy.

These female characters highlight that strength and femininity can be complex and varied
(Hargrave & Bouchard, 2019). Rather than portraying women solely as passive or secondary
characters, these designs reflect their importance in the narrative and the game’s overall power
dynamics. Each character's unique skills and abilities allow them to contribute in ways that
challenge the traditional archetype of female characters in gaming. Despite the diversity in these
portrayals, it is important to note that the game still leans heavily on visual appeal and
sexualization. This is particularly noticeable in characters like Alice and Odette, whose designs
emphasize traditional beauty and allure (Sweeney & Carr, 2021). Although these characters
possess significant powers, their visual representation still prioritizes aesthetics, which may limit
the perception of their full potential and complexity. In the future, there is room for the game to
explore even more diverse and nuanced representations of femininity, moving away from visual
tropes and instead focusing more on the characters' skills, leadership qualities, and personal
development. This would not only challenge traditional gender stereotypes but would also create
more realistic and empowering representations of women in gaming (Williams & Smith, 2022).

The study of Hanabi, Alice, Odette, and Layla in Mobile Legends: Bang Bang highlights
the complex relationship between gender norms and feminine strength. Critical Theory reveals
that these characters challenge and uphold patriarchal norms, such as Hanabi’s disciplined ninja
and Alice’s “femme fatale” archetype. Gamification Theory reveals how these representations
affect player perceptions, such as Odetts’s magical powers and graceful beauty creating a
“reward loop” that links femininity with elegance and mystery. However, this also risks turning
female characters into aesthetically pleasing items, which aligns with gamification theory’s
emphasis on balance between challenge and reward to maintain player interest. Overall, the
study suggest that despite the presence of strong female characters, their portrayal is still deeply

linked to archaic and sometimes harmful gender stereotypes.
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4.2 Sexualization and Its Impact on Gender Representation

One prominent aspect of the female characters in Mobile Legends is the high level of
sexualization evident in their visual design. Many of the female characters, including Hanabi,
Alice, Odette, and Layla, are depicted with clothing and poses that emphasize their physical
attractiveness. This raises important discussions about the impact of sexualization on player
perceptions and how it reinforces or even reshapes views on the roles of women in both the
fictional world and the real world (Kocurek, 2015).

While these characters possess a wide range of strong and varied abilities, their visual
designs often prioritize sexual appeal over the depiction of strength or combat prowess (Beale &
Hall, 2021). For example, both Odette and Layla are frequently portrayed in outfits that reveal
their bodies, which, while accentuating their beauty and grace, also incorporate elements of
sexualization. Their attire not only represents their status or role in the game but also serves as a
visually appealing element, which in some cases can detract from the focus on their strength and
abilities as characters.

The sexualization of female characters in games like Mobile Legends can foster
stereotypes that suggest women in fiction or games must possess physical attractiveness to be
deemed important or powerful, even when they possess a wide range of skills. This can influence
how players perceive women in real life, emphasizing the importance of physical appearance in
gaining attention or being perceived as strong. The portrayal of female characters in such a
manner risks reinforcing outdated and limiting perceptions of women's worth, reducing them to
their physical appearance rather than celebrating their multifaceted abilities (Langer, 2019).
Moreover, the emphasis on sexualization over the portrayal of power in these characters can also
contribute to the normalization of objectification in the gaming world. Female characters are
often reduced to visual spectacles that are meant to appeal to the male gaze, rather than being
presented as fully realized figures with depth and complexity (Salter & Blodgett, 2018). This not
only perpetuates harmful stereotypes but also limits the potential for more inclusive and
empowering representations of women in video games.

To move toward a more inclusive representation of gender, there is a need for the gaming
industry to shift its focus from sexualization to more diverse and empowering depictions of
women. Character designs should emphasize their abilities, strengths, and intelligence, rather

than relying on visual appeal as their primary asset. This shift would contribute to more balanced
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and respectful portrayals of female characters in games, which could have a positive impact on
player perceptions and the overall gaming culture (Tzeng & Wei, 2020).

The sexualization of female characters in Mobile Legends: Bang Bang, as evidenced by
Alice’s exposing clothing and Layla’s styled armor, matches larger media tendencies critizied by
Critical Theory. This theoretical lens contends that such sexualized depictions commodify
women’s bodies, reducing them to objects of male desire and perpetuating gender inequity.
Gamification Theory adds nuance by demonstrating how sexualization can benefit gameplay
mechanics and player engagement. Sexualized designs may pique player interest by appealing to
specific aesthetic tastes, hence increasing the game’s marketability. However, this approach may
alienate female players who want more sympathetic and empowering depictions. This tension
exemplifies Gamification Theory’s notion that effective game elements must strike a balance
between inclusion and economic appeal, illustrating the difficulties developers have in

developing characters who are both interesting and fair.

4.3 Changes in Gender Representation in the Gaming World

Although sexualization remains a part of character design, there has been a noticeable
effort to improve the representation of women in Mobile Legends. Characters like Hanabi and
Layla, despite their designs still showcasing feminine elements, play critical roles within their
teams and demonstrate that women can be independent, strong, and highly strategic characters.
These characters prove that not all female power needs to be based on physical strength or visual
appeal. They show that women can hold pivotal roles in games, contributing through intelligence
and skill rather than just physical prowess (Shaw, 2014).

Furthermore, there is an ongoing effort to deconstruct traditional views of gender in
character design. For instance, the character Lancelot, although a male hero, incorporates certain
feminine elements in both his visual design and personality. This reflects an awareness by game
developers to create more complex characters that do not solely rely on narrow gender
portrayals. By allowing for gender fluidity in character design, the game industry is making
strides toward representing a wider spectrum of gender expression, challenging the
long-established binary norms that have dominated gaming (Kaplan, 2017).

Another significant shift is the deepening of female characters' backstories. In Mobile

Legends, many female characters are provided with richer narratives that explore their
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personalities, histories, and motivations. This is a departure from traditional portrayals where
female characters often served as mere support roles or background figures. Characters like
Odette and Alice are no longer just visually appealing figures; they are equipped with intricate
plots and powers that elevate their presence in the game, showing that women can have
multifaceted identities within the virtual world (Consalvo, 2003). The growing diversity in
female representation within the game also contributes to a broader shift in gaming culture. By
breaking away from one-dimensional depictions, these games open the door for more inclusive
and realistic portrayals of women. This transition is important because it can positively influence
how female gamers see themselves and how society at large perceives women in gaming. The
effort to make female characters less reliant on sexualization and more dependent on
intelligence, strength, and strategy has the potential to reshape the gaming landscape and impact
the next generation of players (Taylor, 2016).

Despite the progress made, there is still much to be done in creating a fully inclusive
gaming environment. Although Mobile Legends and other games have taken steps to offer
stronger, more independent female characters, there is still an overarching need for more balance.
The industry must continue developing female characters who are not limited by stereotypical
gender roles. This evolution will allow for more authentic, diverse, and empowering
representations of women, helping to ensure that all players, regardless of gender, can see
themselves in the heroes they play. Recent efforts to design more inclusive characters in Mobile
Legends: Bang Bang are consistent with Critical Theory’s call to challenge oppresive
conventions in media representation. Moonton’s adoption of less sexualized female skins, such
as Hanabi’s “Cyber Lunoichi”, represents a shift toward accepting more different forms of
femininity. Critical Theory sees these shifts as a sort of resistance to hegemonic beauty
standards, despite the fact that progress is slow and unequal across the industry. According to
Gamification Theory, inclusive design choices can favorably influence player behavior and
engagement by appealing to a larger audience. This indicates that ethical representation is not
only an issue of social responsibility, but it also corresponds with a long-term game design by

creating a more welcome and enduring player community:.
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4.4 Challenges and Future Potential

Although there have been efforts to create more diverse and strong female characters in
the gaming world, there is still much room for improvement. One of the main challenges is
reducing the sexualization of female characters, which often dominates their design. Depictions
of characters with revealing outfits or provocative body postures frequently distract from the
character's abilities and qualities, highlighting sexual aspects rather than their true strengths
(Kackman & Walker, 2015). If character designs focused more on abilities and personalities
rather than physical appearance, they could create more realistic and meaningful representations.

Reducing sexualization in the design of female characters would not only enrich the
narrative of the game but also pave the way for more inclusive representation. By emphasizing
the strength, intelligence, and personality of female characters, game developers can provide a
better example of how women should be seen in various roles—beyond just being visual objects.
This would help avoid reinforcing gender stereotypes that often link a woman’s value solely to
her appearance, and instead emphasize the complexity and potential of individuals beyond their
physicality (Cassell & Jenkins, 2000).

Looking forward, the gaming industry has great potential to create a more inclusive and
equitable world. By focusing on deeper character representations, developers can create female
characters who are not only strong and independent but also unique and multi-dimensional.
Approaches that prioritize skills and personality over physical appearance will result in more
engaging games that enrich the player’s experience and contribute positively to advancing
gender equality in the digital world (Shaw, 2014).

Through the discussion of gender representation in female characters in Mobile Legends:
Bang Bang, it is evident that although there is diversity in the strength and roles of female
characters, the influence of sexualization remains strong in their visual design. Characters like
Hanabi, Alice, Odette, and Layla demonstrate that women in games can be powerful,
independent, and strategic figures. However, the continued dominance of sexualization must be
addressed to create more balanced and inclusive gender representation in the future. By
providing more space for strong, diverse female characters without relying on physical
appearance, the gaming world can become more inclusive and encourage players to view female

strength from a broader perspective. Critical Theory emphasizes the importance of addressing
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systemic biases in game creation, such as male-dominated creative teams that reinforce
preconceptions. Meanwhile, Gamification Theory recommends practical ways such as

incorporating player feedback to improve character designs and mechanics.
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CHAPTER V

CONCLUSION

5.1 Conclusions

This study examines the gender representation of female characters in Mobile Legends:
Bang Bang, focusing on four main characters: Hanabi, Alice, Odette, and Layla. The analysis
reveals that although these characters have rich backgrounds and unique abilities, their
representations are still influenced by prevailing gender stereotypes in society. Several female
characters are often depicted with hypersexualized physical attributes, such as revealing outfits
or an emphasis on their grace, femininity, or sexual appeal. For instance, Layla is portrayed as a
marksman with an idealized body according to contemporary beauty standards, while Hanabi,
although portrayed as an assassin, is also suggested to have a sexy visual design.

By applying the framework of Critical Theory, this study reveals the ways in which
patriarchal beliefs and gendered power dynamics are ingrained in character development and
narrative. For example, Alice's sensual and deadly traits represent the "femme fatale" trope
criticized by feminist media researchers, whereas Hanabi's disciplined attitude defies passive
preconceptions while still being visually consistent with traditional femininity. As demonstrated
by Layla's action-packed gameplay and Odette's graceful skills, which both draw players in but
can also promote limited ideals of femininity, gamification theory also clarifies how game
mechanics and incentive structures support both representations. A progressive transition toward
more inclusive and varied representations of women in gaming is indicated by Moonton's recent
attempts to provide less sexualized skins, such as Hanabi's "Cyber Kunoichi." This supports the
idea that inclusive design can increase player participation and increase the game's attractiveness,
as well as Critical Theory's call for upending repressive norms. To guarantee that digital games
promote fair and powerful portrayals for all players, however, continued critical attention is
required as progress is still unequal.

However, characters like Alice and Odette offer more complexity, with characterization
that focuses more on their strength and intelligence than just physical appearance. Despite this,
both still adhere to traditional gender role concepts that often place women in supportive or

healing roles, rather than as primary warriors.

46



Overall, by showing how digital games like Mobile Legends: Bang Bang both reflect and

influence societal perceptions toward gender, this thesis adds to the scholarly conversation on

gender and media. The results encourage the development of a more inclusive digital world by

urging the gaming industry to create more considerate and equitable character designs. It is

suggested that future studies look more closely at player experiences and perspectives, as well as

gender representation in a larger variety of games and cultural settings.

5.2 Research Limitations

This study has several limitations that should be considered:

1.

Time and Scope Limitations: This study only covers four female characters
from Mobile Legends, which may not be sufficiently representative of the overall
gender representation phenomenon in the game. For a more comprehensive
analysis, future studies should include more characters from various genres or
other types of games.

Qualitative Approach: Although qualitative analysis provides in-depth insights
into gender representation, this approach is limited to subjective interpretations of
character design elements and narrative aspects in the game. Further research with
a quantitative approach or surveys involving players could provide a more
objective view of how players perceive gender representation in Mobile Legends.
Focus on Visuals and Characterization: This study focuses more on visual
elements and characterization rather than the player experience within the game.
In the future, it would be beneficial to explore how these gender representations
influence the gameplay experience, both from male and female players'
perspectives, in social and psychological aspects.

Game Development: Mobile Legends is a continuously evolving game, with
updates to characters and visual designs. Therefore, the results of this research
may only apply to a specific period and could change with future updates by the

developers.
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5.3 Recommendations

Based on the findings of this study, the following recommendations are made for game

developers and future researchers:

1.

Development of More Diverse Female Characters: Developers of Mobile
Legends and other games are encouraged to create more diverse female
characters, with more characters portrayed as leaders, warriors, and tacticians
without being confined to physical stereotypes or traditional roles. Female
characters should be given space to develop into stronger, more independent, and
multi-dimensional roles.

Increase Player Involvement in the Design Process: Involving players of
various genders in the design and development of characters can provide a more
inclusive perspective and create fairer and more realistic representations.
Developers could also conduct surveys or focus groups to understand how players
perceive gender representation in games.

Education and Awareness on Gender Representation: This study also
recommends incorporating education about the importance of fair gender
representation in the gaming industry, both in character development and in how
players treat those characters. Opening discussions about gender representation
could raise social awareness and reduce sexism that often occurs in gaming
communities.

Further Research on the Influence of Gender Representation on Players:
Further research should delve deeper into the impact of gender representation in
Mobile Legends on player behavior and perceptions, both socially and personally.
Investigating how male and female players view these characters and the
influence on their identity formation and attitudes in real life could offer new
insights into gender studies in digital media.

Evaluation of Skins and Character Costumes: Game developers might consider
reevaluating visual design choices, especially for female characters, by reducing
the tendency to portray their bodies sexually and focusing more on their strengths,

skills, and substantial personalities. Alternative skins that are more neutral or
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focused on character abilities rather than physical appearance could help reduce

potential negative stereotypes.
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APPENDIX

Mobile Legends Profiles

Sources: Mobile Legends: Bang Bang Wiki

What exactly is Mobile Legends?

Moonton created and produced Mobile Legends: Bang Bang, a Multiplayer Online Battle Arena
(MOBA) mobile video game. This game was released in 2016 and has quickly gained popularity
worldwide, particularly in Southeast Asiall0.

Gameplay

In Mobile Legends, two teams of five players each compete to destroy their opponent's base
while defending their own. Each player takes control of a unique character known as a "hero,"
who possesses distinct abilities such as Fighter, Assassin, Mage, Marksman, Support, and
Tank35. The main objective is to destroy the opponent's core structure known as the "Nexus" or
"Crystal"7.

Key Features:

Players can select one of several heroes, each with their own set of abilities.

The game path is divided into three sections: top, middle, and bottom, as well as a farming area
in the forest.

Team Communication: The in-game chat function makes communication between teams easier.
eSports competitions: Many eSports37 teams compete in professional competitions such as the
MPL and MSC.

Popularity

Mobile Legends has received over a billion downloads, with millions of active players each
month. This game provides an intensive strategic experience in a fast-paced manner (typically

15-20 minutes per round).
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Figure 1. Homepage Mobile Legends
(Source: Screenshot by the author)

Figure 2. In-game Mobile Legends
(Source: Screenshot by the author)

Figure 3. MPL ID Poster Season 11 (Moonton)

(Source: liputan6.com)

54



Figure 4. Vitality Vivian at the 2024 Mobile Legends: Bang Bang Women’s Invitational
(Source: Liquipedia Mobile Legends)

Figure 5. Women Esports Team Mobile Legends in SEA Games 2023 Kamboja
(Source: TEMPO.CO)
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Hanabi’s Skins

Alice’s Skins

Odette’s Skins

Layla’s skins

Figure 6. Hanabi, Alice, Odette, and Layla 3 other Skins

(Source: Screenshot by the author)
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