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Abstract

Within science fiction narratives, the figur
issues regarding technology, gender and ras& medium that corresponds to the

experiences of cultural digitalizatipnideo games serve as a valwabbntemporary case

study for | ooking at Dueoitsepesionwithin populascultore, A Ot h
its critical acclaim ands narrativefocus, this thesis analyzése Mass Effectrilogy created

by Canadian developer BioWarkhis thess looks specifically at the representation of three

AOt her 0 stigngetiationtsh e narti ficial nAOtheémae the al
AOt hero in order to answer the following res
theMass Effectrilogy? When analyzing these representations it becomes clear thatise

Effecttrilogy for the most part adheres to the conventions within contemporary science fiction
cinema and portrays the AOther o iigureafthposi ti v
female AOthero, who due to the mediumds prim

sexualized stereotype intended to facilitate male pleasure and fantasy fulfillment.
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Introduction

When Mary Shelly wrote her famo@®thic novel Frankensteinn 1818 she inadvertently
created a legacy that would go on to dominate a geatdlith not yet truly exist: science
fiction. The creation of an artificial and supposedly inferior creature which eventually
surpasseand turns against itgeator has become a narrative that has been told over and over
again inscience fictiorliterature cinema and other forms of mediach as video games
Evolving out of Gothic horror literature, the science fiction genre has for a long time
mai ntained an air of negativity and menace.
narrative of doomsday ¢ e n aSardax3. Brolific science fiction writer Isaac Asimov
(19191992) calledhis rather pessimistic view of the advancement of techndlogy
AFrankenstein Complexo, which implies the Af
Goddbés ame@lalbmi ng unable to control his own cr e
like Asimov attenpted to portray technology amore favaable light, the genre remained
primarily dominated by the negative fAcompl ex
films like The Terminator (1984Robocop(1987) andrhe Matrix(1999) televisionshows
like Battlestar Galacticg20042009) and video games lik¢éalo (2001). This phenomenon
is worth exploring as science fiction narratives play a major role in shppbig perception
about topics such as technology and humanity. As Sue Short puts it in heZ ik
Cinema the ideas raised by [these] narratives mayhelp to shape awareness and
understanding, on both a personal and political basis, of bothotthe and our place in it. It
is in this questioning ability that [its] most progressiveeptial lies, posing fundamental
guestions about identity and ebeisce in the 21st centurypd)

As technology advances and mankks@®ps moving towardsnincreagd use of
digital media the ways thisechnology and the dital age are perceived becoeer more
prevalent. What was once seen as impossible scietiom can now become realitAs
Short 6 s q uaurperceptiamf thecwaridie wery much bsed on sources of popular
culture. Apart from focusing on technology, science fiction narratives also serve as a great
window to look at social issuesnd humani ty as a whole as Adthe
most intimately explores is interior and humsmtell future stories it recycles the structure
and tropes of ancient narrative tradition and to devise dramatic tension it deploys issues and
angst that ar e (Sardané)Bignatiresstignce fiaticn figarastlilidems or

robotscanad as metphors or substitutes for contemporagmanissuesin other words,
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science fiction narrates use thpostcoloniaffigure of thefiOther' to reflect and comment
on humanity itsefPost col oni al theory has exa&mined fnho
cultural values and ideals have dominated others, with a focus on how Western rule has been
preservedoThe hfoirgurldd6gf. t he AOthero is used
bet ween fiuso and fAt beatarand thosecahbenatsde. By usings e at t h
creatures that are markedly different from humangence fictiorcan create clear and distinct
AOt hersod that serve to explore issues releva
Science fiction has been a popular genre for many decadessaspiavaned numerous
influential works thatddresghese topics. Important authors in the science fiction genre
include the aforementioned Isaac Asimov and his robot stories, Arthur C. Clarke who co
wrote the highly influential filnR001: A Space Odyssé068) and Philip K. Dick, whose
stories inpired numerous blockbuster filfd h e | iafiuenee al$ospawned the
prestigious Philip K. Dick Award, which is an annually given prize awarded to the best
science fiction paperback. Their works continuéetove their mark upon the genre and, apart
from Asi maeidgative ofthk air of menace that characterizes most science
fiction writing. However, these works are clearly productthefr respectivdime. As we
shift ever more into a digital wat] it is worthwhile to explore a modern case study in order to
analye current representationsi@thernesgwithin science fictiorand see how these
representations have changed compared to the past, if at all.
As the impact of the science fiction geisgrimarily rootedwithin popular culture
and media, it makes sense to expkoence fiction scenariagithin a mediunthat is both
highly popular and is thus able to reach a massive audésneell as exemplifying our
current digital agevideo games This form of media has grown immensely in the last
decades and nosurpasses film and literature in terms of revekivery year the Electronic
Entertai nment Ahme$.8 asseciatiorodedichtdtl BoA9rving the business and
public affairs neds of companies that publish computer and video games for video game
consoles, handhel d devices, personal comput e

! For the ske of clarity, | wil alwayscapitalize these concepts i Ot her 6, A Ot hernesso

2 Examples include the 1968 nov2b Androids Dream of Electric Shegghich served as the inspiration for the

1982 fiimBlade Runneend t he 1956 short story ATRM2fiohtler i ty Repo
same name.

3 Several terms exist for this medium: Video games, computer games or digital games. These terms are all used

within academic discourse. Gundolf Freyermuth prefers the term digital games in order to distinguish them from
analoggames (boardgames) (+292). However, within common discourse as well as many of my main sources

the term video games is used most often. Similarly, the visual component of games plays a major role in my

analysis. | will therefore use this term throughowy thesis. When | use simply the term games, | will always be

talking about video games, unless otherwise specified.
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on the industryds growt h appobximaely EBhmilkon Accor d
Americans play video games with 42% of Americans playing games for 3 hours or more per

week. 56%of gamersare male. In terms of revenue the industry sold over 135 million games

and generated more than $22 billion in revenue in 28b%ever,despite being higy

popular and successfwlideo gamesre still very ofterseen as a low form of art the

common eyeunable to reach the same narrative depth as literature or cinema. But as

technology has advanced video games are now able to tell complex narmadicasaddress

some of the issues discussed ab®mnilarly, as finishing a game from beginning to end

tends to be an experience thatesknuch longer than watchindilan, with somegames

taking an average of 280 hours to complet¢his medium is abléo convey much more

material into a single produdh recent years more scholarly attenti@s been drawn to the

field of game widies andts impact in contemporary societyn hi s fAMani fest o f
Century, important gametadies scholar Eric Zimerman notes that video games have

replaced traditional media and have become the dominant medium for the-tingtnty

century.

Film and television, the defining media of thé"2@ntury, correspondédwith the

linearity of their passively received autiions to the information and entertainment

needs of industrial work and culture. Digitalization, howeveinitiated a categorical

met amorphosis: Aln the | ast few decades,
When information is put a play, garlike experiences replace linearmedlia. ( gt d . i 1

Freyermuthl4)

Through their popularityideo gameseach a widespread audience, influencing primarily
younger generationshose perceptions of these issudéshape the futurd. n A The Rhet o

of Vidleo Games 0, l an Bogost explains this idea s

video games are not just stages that facilitate cultural, social, or political practices;
they are also media where cultural values themselves can be reprédenteritique,
satire, education, or camentary. When understood in this way, we can learn to read
games as deliberate expressions of particular perspectives. In other words, video
games make claims about the world, which players can understand, evaluate, and
deliberate (119)
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Whether deliberat a not, video games offer representations and values that influence the
player and help create meaning. As the medium continues to increase in popularity, and the
use of digital media becomes ever more prevalent, video gafees enique perspectiviie

to their interactivityand are worth exploring in this fashion.

In the interactive mirror of digital games we experience ourselves and search for an
understanding of what is under development in our everydayligedigital society

and culture just adifferent from the industrial culture of the®.@nd 28' centuries as
that culture was distinct from the society andture of the preindussal period.
(Freyermuth 1p

Lastly, due to their digital nature, video games also contain a transnationalremsnd are

able to reach a global audienég]s an audiovisual medium of expression, representation

and storytelling, video games are produced, distributed and used not just nationally and

internationally within larger cultural realms, but globally.digital culture they influence the

perception of the self and of the world beyond all bagdes., trane at i o(Bx The y 0

representations and meanings conveyed in these video games thus influence people on a

global level. As many popular video gasrere created in North Ameridhey are dominated

by Western narrative traditionghich | will discuss more in my chapter on thecrerefore

video games can be seen to serve a similar role within a transnational context as Hollywood

cinema has done the pastln this light, video games serve as a higtdgvantmediumfor

|l ooking at contemporary representations of
One of the most popular and influential science fiction video game franahissent

yearsis the Mass Effecserieg2007-2012).The Mass Effectrilogy, as it is most often

referred to was developelly theCanadian developer BioWare who had previously worked

onpopularrolep | ayi ng games (StarrWarR Kigghts 9f the GldiRepublaa s

video game sphoff of the populaiStar Wardranchise which served as a major influence for

Mass Effe¢t The trilogyhassold over 14 million copies as of July 5, 2qG&nn par 5and

hasgarnered much critical praise from reviewers and the general audienddagshEffect 2

(2010) in particular receiving numerous awards and accolades, including a Best Game Award

by the British Academy of Film and Television ArBAFTA). FurthermoreMass Effect 2

has often been considered as one of the best video games of all titsesetndlasselected as

* For the sake of clarity | will usklass Effecas a group name to refer to the trilogy as a whole. When |
specifically discuss the firgame | will use the termilass Effect 1
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part of a special exhibit in the Smithsonian American Art musdima trilogy focuses very

heavily on creating rich, complex narratives and its science fiction setting explores many of

the themes that crstein@mhpd tesrdd@thetnéss, bemghedvilyr a n k e
inspired byscience fiction cinemdzach installment in the series has its own princifmalys

arch while simultaneously coibuting to a larger narrative that spans all three games,

culminating in the climax dWiass HEfect3. The series also relies heavily on player choices.

The choices each individual player makes alters the,stbayacter interactioand the

conclusion in some way.he choices and consequences carry over from one game to the next.
Some of these fudamental choices offer a unique way ofgnali ng peopl eds perc
AOtherness. Despite its critical and commercial success, relatively little academic research

has been done dvass Effect T h e 2 Nass2Effacte@:xAtCase Study in the Design o

Game Narratve by Jim Bizzocchi and Joshua Tanenbal
narrative design in this game and highlights hdass Effect@s syst ems hel p cr e
meaningful connection between the game and the player. Hovivass, Effechas not yet

been analyzed as part of the larger science fiction geardnas particular research been done

about the representations therative presents to its audien&aue to its position within

popular culture, its critical acclaim atite narrativdocus ofthis franchise, th&lass Effect

trilogy serves as fascinating contemporary castidy.Therefore, liis thesiswill analyze this

video game series in order to answer the Yalhg research question:

How isfiOthernessrepresented ithe Mass Effectrilogy?

In order to answer this research question | will distinguish and analyze three distinct
variations ofiOthernes8 as part of the sci enanganswercti on ¢
these thresub-questions

-How is theArtificial fiOtheld representeth the Mass Effectrilogy?

-How is the AlienfiOtheio represented ithe Mass Effectrilogy?

-How is the FemaléiOthe represented ithe Mass Effectrilogy?

In order to answer my research questiod i subquestions, | will make use of the
humanites methodology aflose readingfiClose reading is the detailed observation of a
work, based on immersion into the piece sustained over repeated Viesipglemented by

® Or in this case, playing
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the systematic notation of relevant details, leading to an explication and higheaoatlsis
oftheworltdo ( Bi zzochi anByddinga dosereading thd8NaSs)Effect
trilogy, | willfocuson how i deas of #fAOthernesso are repr

gameMassEffect s | i nked t o t he gseTiaerefotes wilhspesificaly y and
|l ook at the concept of AOthernesso as it is
wi || |l ook at the representation of AOthernes

at how game mechanics play intasthepresentatiolhe scope of this thesis does not allow
me to do an irdepth analysis dflassE f f enudic@red sonic qualities. | will, howeyer
reference these aspects when relevant. In the following chapter | will argue that video games
share a claslink with the medium of film. As will becom#ear in the chapter§jass Effect
attempts to create a cinematic experience and uses elements like iconography, music and
science fiction cinema tropes to achieve this effBoerefore] will use science fition
cinema as a basis for analyzing visual representdtiaerms ofMass Effec game
mechani cs, I wi || use | an Bogostdés concept o
mechanics and systems affect certain representations.

In the wake of its pagarity theMass Effecfranchise has spawned several other-spin
off forms of media, including novels, comic books and a short animated film. However, | will
only focuson the main three games,tasse are the primary and most popular sources and
the scop of this thesis does not permit a closer look at additional material.

In the following chapter | will discuss the necessary theory relevant to answeyring
research question and sgbestionsin order to definédiOtherness and anal yze its
representatiohwill make use of Edwar@ ai d 6 s hi g h | YrientaliSmwitheant i al w
the field of pstcolonial studieRublished in 198, the work remains highly important and
has left its mark on other fields of study. In the book, Said discusses Westernipesoaipt
t he East or fAO0Oriento and efstthaeb|ii dseiae soft hEaur ovh
as a superior one in comparison with allthe-Bonr opean peoplSaid7). and cul 1
Within postcolonials udi es, Sai d c¢ oncfe@rtise nohbeelditCstibhéar ne s s
used for media anal y s filmand Media studiesigengrallyt eagagee r a |l d
with [AOrientalismd] as a theoretical buttress for poststructuralist analyses of Eurocentric
representations of cultural or ethnic Qte ( 2N4&t0rally, these concephave also
repeatedly found their waytimscience i ct i on ¢ i n e mhistoaical afdtclitweal r epr e
identity of the Western civilisation resurfaces again and again in the science fiction visions of
t he f uatdar d6StientceSiction thus produces Westeantric conservative texts that

continue to invoke traditional binary oppositions and stereotyjrefighlighting social
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concerns and societal tensions, sciefteon films for decadeg would utilize tre binary
oppositions high/low, inside/outside, order/ disorder, technology/nature to trantdate in
thematic issues of male/female, middle class/working class, self/Other, and human/non
humaro (Desser 4)In his bookAliens R USZiauddin Sardar highlights

[tihose elements that make Hollywood science fiction such a Eurocentric enterprise:
individualism championed as a sacred absolute, humanism straight out of the

Romantic tradition of modernity, Western experience projected as the universal and

eternal, ad the world reduced to little more than an exotic location for the
consumption ofthe West The white mandés burden, so intl
understanding, is ever present in the narratives and morals of science fiction cinema.
(Sardar 16)

As mentiored before, science fiction generally characterizes itself by its negative tone. The
figure of the AOthero repeatedly serves as a
and is meant to invoke a sense of f@dis can be seerlearlywhen lookng at some of the

early 1950s B movies which replace the monsters of the Gothic horror genre with aliens and

robots.

The central theme of [1950s] B movies was fear: fear of communism, fear of

totalitarian regimes, and fear of nuclear war. These elerfezhtato American

political culture finding a steady reflection in contemporary film production. Such

fears were represented through the cul tur

vehicle through which &6differencebd and 060

This negative representation of the AOthero
for many decades. Science fiction narratives remain rooted within traditional western styles of
storytelling.fiBlockbuster cinema, in which sf has playedrgdapart since the 1970s, is often
criticized for the way in which it permits the production of spectacle to override more

traditional concerns with character development, narrative coherence and thematic

elaboration, and thus produces extremely consee/&tixt® (Bould 9495). While the figure

of t he A Ohabed within thediscounse @bstolonialism and Qentalism, it has

taken on a unique role within science fiction in the forms of aliens and robots. | will therefore

look particularlyatte devel opments of t he Maoristurcesdhatwi t hi
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| will use include the important science fiction scholar Vivian Sobchack, whose book
Screening Space: The American Science Fiction Féhmains an incredibly important
overview of keyconcepts, tropes and iconographies withinAheerican science fiction film.
Most notably, Sobchack has recognized a major shift that occurred within science fiction
cinemaregardingthee pr esent ati on of t he MasSHffdete s O . Il hy
representation of @Ot hdnrretensysacs, mugesearomwithic at i v e
science fiction studies hasclased on the figure of the pbatman ortandiuman, a hybrid
figure that combines humanity with technologyd is able to tranend the binary
oppositions of race and genda&n example of such a figure is the cybofgis concept has
becomevery relevanwithin our digitaleraAn i mport ant text i s Donna
AA Cyborg Manifestoo. Ace otrwea mtgi € toh Haea ratwaryy, é
chimeras, theorized and fabricated hybrids of machine and orgdnisimort, we are
cy b or g)sHaraway &s€s the concept of the cyborg primarily within a feminist discourse.
In her bookCyborg CinemaSue Short also loskat the cyborg from different perspectives,
including the cybor gsod c dercamanital texnhastspawriethae f i g
new subfield knows as cyber feminisithis field also plays a major role regarding the
representation of female withthe digital realm of video games. To discuss this, | will make
useofJ ef f r ey BDlamgeroud Gurves:eAgtion Heroines, Gender, Fetishism, and
Popular Culture Regarding gamedugdies themselves | will make use of Eric Zimmerman and
Kati e ®alkemés tlne concept of play as well as
rhetoric as a way of interpreting and analyzing the unigue systems of the video game medium.
After discussing the necessary theory, the subsequent chapters will each disaiiss one
thesubguesti ons. Chapter 2 will focus on the fi
the various robots and artificial entities present within the game. Chapter 3 will look at alien
AOt herso. Chapter 4 wi l llastédhaserwilsasoinclhde f e mal e
characters that apply to the chapter 2, but as their gender plays a major part in their
representation, | have found it more relevant to discuss them chapter 4.
As | will discuss numerous visual components of the gaimeill repeatedly
reference images which can be found in the Appeatiike end of the thesiBormore
clarification, | have added links to several YouTube videos that &leg scenes within the

games relevarib the representations | discuss.
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Chapter 1: Theoretical Framework

This chaptewill discuss the necessary theories and methodology required to answer my
research question: H o wMass<Effei Owillbegin byeds@ussingr e pr e s
the field of game studies and the way video game®eaprad and analyzed well as linking

the visual components of video games to the medium of Wilith this link in mind | will

follow by discusingt he c onc e pt am fisspéciic useanthinm signsediction

cinemaas well as highlighting sne key notions relevant to each of the three forms of

AOt her ness o0 tgheatibnsHinally Invill discussMads Effectvithin the context

of the science fiction genre and give a brief summary of its Plos. chapter will give a

general overvievef key theories relevant to the case studies. Particular details will be

discussed when relevant in the respective chapters.

1.1 Game Studies

Il n order to be abl Mass Effect is impostantdo uiderstanehom e s s 0 i
video games can bead as a form of media. While video games share the visual component

of the cinema, which is highly important when looking at certain representations, video games
also have unique systems that create meaning. While | will distassEffedd s v i s ual
compaments and its close relation to science fiction cinema and its tropes, it is also necessary
to see how the medium wideogames can offer new perspectives and alters the way
representations are formed. For a long tgame studies primarily focused on tt@gnitive

and psychological effects of games. More recently, as games have become more widespread
and acknowledged, more effort has been put in understanding how video games work as a
medium as well as game design and the concept of games as a leainioigdiaildren.

Important scholars in recent years have been Joost Raessens and Jeffrey Goldstein from the
University of Utrecht. Their ceditedHandbook of Computer Game Studufers a wide

range of topics from several scholars regarding the hislesygn, psychology and cognitive

effects of video games. Other important scholars include Katie Salen and Eric Zimmerman
who focus primarily on game design and the concept of play. Similarly, lan Bpgafsissor

of Interactive Computing at the Georgiatitute of Technologyhas established a method for
reading and analyzing video games. La&lyndolf Freyermuthprofessor of Media and

Game Studies and founding director of the Cologne Game Lab, has recently released the book

Games, Game Design, Gamedsswhich offers a clear overview of the field and touches
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upon several topics discussed by the previously mentioned scholasssection will discuss
several of their theories which | will use as a basis for analysis in the following chapters.

Video games are intrinsically linked to the concept of play. According to Johan
Hui zinga, one of the | eading scholars of pla
have been maligned in recent history as trivial and frivolous, are in fact at theeweéey of
what mak e s(gtdi is Safen an@d Zinimerman 59). Play lies at the very heart of
culture and can be found in almost every facet of life. To play means to interact with certain
systems within the cont ex tsthefree spacg@a maememdr i n
within a more rigid structure [and] refers t
al | kindso (Bogost 120). Every kind of play
order to achieve certain results dhgriplay, a player must work within this possibility space.
Il n vi de we eymore¢he possibility space its rules afford by manipulating the
symbolic systems the game provides. The rules do not merely create the experience of play
they also constru¢he meaning of the game. That is to say, the gestures, experiences, and
interactions a gameé6s rules allow (aimd di sal
order to create a significant (video) game experience, play has to be meaningful.textheir
AGame Design and Meaningful Pl ayo, Kati e Sal

play in two ways, descriptive and evaluative:

-Meaningful play in a game emerges from the relationship between player action and
system outcome; it is the processvyich a player takes action within the designed
system of a game and the system responds to the action. The meaning of an action in a
game resides in the relationship between action and outcome.

-Meaningful play occurs when the relationship between actindsoutcomes in a

game are both discernable and integrated into the larger context of the gaB. (60

Games thus rely on a close interaction between the game and the player, in which the player
understands the systems and the way they can be manipiol@ehieve a desired outcome.

This interactive component is what differentiates games from other forms of media. Video
games offer an interactive experience which demands active participation by the player in
order to progresssundolfFreyermuth recogmes three qualities that distinguish video games

from other forms of media:
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1) procedurality and the capability for systematic representation;
2) arbitrary, reatime manipulation of narrative algorithms which empowers the user to
interact in and with mukior nonlinear/hyperepic narratives;
3) reaktime generation of negrhotorealistic images and cinematicatpged B
storytelling spaces which compel the user to select their own proceduralsproces
(Freyermuth 13p
The first two qualities are important foretlanalysis of video gamds. his textsPersuasive
Games: The Expressive Power of Videogaanesd A The Rhetoric of Vide
Bogost, attempts to explain how this interactive component affects players. At the heart of his
argument lies the idea th@e to this interactive participation the player learns how to behave
and respond in order to achieve desired effects while he is playing. Video games offer
incentives through the use of progression and the player is expected to perform certain actions
in order to achieve said progression. Bogost calls this unique practice o c ed ur al rhet
fiProceduralityrefers to a way of creating, explaining, or understanding processes. And
processes define the way things work: the methods, techniques, andHagasvie the
operation of system& Rhetoricrefers to effective and persuasive expression. Procedural
rhetoric, then, is a practice of using processes persuas(@glyVithin the possibility space
of a video game, processes are used to convey meartimg player. Bogost also establishes
two models for procedural rhetorigf] ollowing the classical model, procedural rhetoric
entails persuasi@to change opinion or action. Following the contemporary model,
procedural rhetoric eails expressiof to conwy ideae f f e ¢ {125y €his jast notion
ties in closely with the definition of meaningful play given by Salen and Zimmerman. When
playing a game, a player will be given a certain goal or objective to complete the game. This
objective and the meansaachieve it must be clearly expressed to the player. If a player
performs a wrong action or an action detrimental to achieving the objective, the game must
use its processes to persuade the player to change his behavior.
According to Bogostione use of ppcedural rhetoric is to expose and explain the
hi dden ways of thinking that often drive soc
other forms of media, video games do not exist within a cultural vacuum and carry the biases
of their creators asell as the notions of their time. Video games are imbued with meaning
and have the ability to persuade their players of certain ideologies through their processes.
Procedural rhetoric is important whvwss | ookin
Effect Aside from visual representations, the systems and processes of a game can also affect

the representation. This is particularly important regartMags Effecdda s f ocus on pl a)
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choice. As mentioned before, the gadmarative changes based on theices and views of
the player. This directly affects the portrayal and representations of some of the key moments
and characts within the games

While video games use unique systems of representéikerall media, video games
borrow elements fromllesorts of narrative art. As an audiovisual medium, video games can
be closely tied to the medium of film. According to Freyermuth thereiserx t ens i v e
adaption of aesthetics between movies and games. Visually both are becoming more similar.
Advanced nalinear audiovisions strive for the impression of photerealmo ( Fr ey er mu t |
While early video games suffered from technical limitations, current video gaees
increasingly able to create a believable sense of photorealism and are able to cotnpete wi
cinema on a technical level. Video games also make heavy usewofatic storytelling

tradition as

[d]igital games have oriented themselves to the narrative conventions éf filloday

the fAicinematographicityo ofxagm@epretseuses evi d
of edited cut scenes and split screens or
angles and weléstablished techniques of flashback and flash forward that transport

the eye through space and time. Furthermoasic structures of mematic storytelling,

such as the herods journey and genre conyv

games. (Freyermuth 119)

TheMass Effectrilogy makes use of many of these elements and is firmly rooted within
science fiction cinema genre conventiohise games aim at creating an atmosphere that is
similar to science fiction film. It features long and heavily directed segments -of non
interactive cinematics, known as cut scenes and offers the option to turn on a film grain filter
in the first two gamem order to make it feel more cinematidore importantly, as will

become clear in the chapters themselMess Effectmakes extensive use of classic science
fiction cinema iconography. Lastlyy terms of music, the games focus on epic orchestral
themesot unlikethose created by famous film composers like John Williams or Hans
Zimmer. Because oMass Effed slose relation t@cience fiction cinemat makes sense to

use cinematic representation of 0 Csertadionsnes s o

® See for exampl#lass Effectds fASui ci de Mi ssionodo by Jack Wall :
https://www.youtube.com/watch?v=VTsD2FjmLsw
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withinMass Effecti n t he next section, | wi || therefor

in science fiction cinema.

12 A0t hernesso in Science Fiction Cinema

This section will discuss t he Iipmlswihiotheoni al ¢

genre of science fiction. | will also discuss the concept of stereotypes as they play a major role

i n the r epr es eladtlaltwil mok atohe devielopmere of heéthree specific

groups of AOt her sapteds. wi | | di scuss in my <ch
While the term fAiOthernesso i S not uncommo

definition in regards to the case study, as the science fiction genre adds its own complexities

to thisconcepfT he f i g urhee rodf ptlhaey si Gat postagjooial discoarseeandw i t h i

has traditionally been used to illustrate the differences between colonizers (generally Europe

and the West) and the colonizetihe concept was further defined by the wealbwn literary

critic Edward Said in his famous teQtrientalism(1978). In this work, Said uses the term

6orientalismbé t o defisternésbree Itahtee ds pteoc itfhiec Weosdted .

the East or Orient. He argues that the Orient is not a definable geographic space, but rather

manifests itselin a series of ideas, concepts and stereotypes created by the dominant West

(5). While his theories focus specifically on the opposition between Europe and the Orient, his

work features el ements that are r &dreng, it t o

system highlights a relationship between two agents or entities, which is hierarchical in

nature. In other words, there is a dominant, oppressing party and a weaker, oppressed party. In

this case, the fAOther o0 adfisferiarityabjpttop!l aced wi t h

discrimination and stereotypin@ominant stereotypes play a major role inriiygresentation

of t he. Asztedtypanudlves the reduction of persons to a set of exaggerated,

usually negative character traits. Through tiperation of power, a stereotype marks the

boundaries between the O6normal 6 a#3@. t he Oabj

Thereforethe A Ot her 6 is also a figure that is oft

concept of t heasilfileagpledtoanyggonp thatisucensidered marginal or

deviant from established power nor ms. AThe c

been to use the Other to show up the failings, internal corruption and fall from grace of

Westerncivi i z at i o n oWithistae cdngext of thd gcience fiction genre, the concept

of thefOthelb often takes on aunique forml. n s ci ence fiction, the 0c¢c

deployed to concretise the deeply divisive dichotomies of race and gender ethbetiee

repressive structures and relations of dominance and subordination. Modernity remains intact,
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t he moral guardian of the future, whilst the
justifiably annihilated (Mair 35).Science fiction depicts figas like aliens and robotahich

are notably different in the sense that theysatemp | vy not human and thus
innatureAccording to John Rutherford, #A[t] he cen
the threat of dissolution oe# that ignites the irrational hatred and hostility as the centre

struggles to assersiboundaries, that construgse | f fr om not sEéseo (qtd.
figures are thus able to stand as metaphors or symbols for other marginalized groups in real
l'ife, and are often | i nk &ldferanae Engioen Alienp,t s of r a
Robots, and Other Raci al Matters in the Hist
Wittarge s di s cus s i on therheséhae eenpartdf theegre ssncefitO

inception, going indeed back Evankensteirasi Mary Shel |l eyb6s creature
inaugural statement that establishes the artificially created racial other as a significant generic

c o n c e r Amelitidnéd)above, fear and suspicuday a large part within the concept of

fi @erness and science fiction very often plays with this idea. Vivian Sobchack states in

Screening Space: The American Science Fiction,Filmt h at i .[. iinstead afthee  f i | m
ambiguity of watching an aliewalking around in human form, we have an extremely

recogni zable Aother, 0 something definitely d
di fferent to be afraid ofo (23). It i s exact
Compl ex 0 asmadrincigpal plot i@ science fiction narratives. As discussed in the
introduction, this fearful and negative depiction remained a fixed component of the genre up

until the end of the twentieth century. However, Sobchack argues that a shift has oocurred i

our modern times:

In [the 1950s], alienation of the postmodern kind was still new and shiny, and

alienswere definitely and identifiablii Ot her . 6 Todaydéds SF fil ms
that naliens are | i ke Othaehave becoe hat fAal i ens
less other . . They have become our familiars, our simulacra, embodied as

literally alienated images of our alienated selves. Thus, contemporary SF
generally embraces alien Others as fAmor e

bar el y noatrhke rtrheesisro fias ot her than our own.

This idea suggests that the modern alien or robot deals less with the coricépeafiess,

but instead focuses on 0s ademnipandlans throughotleek i ng a
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lens of these figures. Toahextent, modern science fiction has also created new hybrid forms

of alien and robot characters, mostly notably in the form of the cyborg. These types of

characters move towards @mea of the postracial orpbsu man. Ther e i s hope
fiction heralding the arrival of a pasatial future in which the wounds inflicted by current
conflicts around r a tn¢he falloveng beetians ewdll@iscysbtareewi t t 1
di sti nct f oandikeir @gresant&tiowithinithe gcience filon genreAs a

di stinct genre, science fiction is subject t
result of mass production, the accretions of time, and the dialectics of history and archetype,
characters, situatiemand actionscan havemd | e mat i ¢ power o0 (qtd. in
However, Sobchack argues that while the science fiction genre certainly carries certain trope

and expectationswithyit A[ i ]t i s the very plasticity of
help define themassciere f i cti on, and not their consiste
iconography is thus fluid and able to adapt to the wishes of certain time periods. Nevertheless,

the genre draws heavily upon itself and makes use of audience expectations and knowledge.
Therefoe, it i s wuseful to | ook at the devel opmer

science fiction.

1.3The Artificial fiOthero

While the figure of the robot seems to distinctly belong to the genre of science fiction, the

creation of an artificiabeing has been a part of narratives since the ancients. One of the

earliest of such narratives involves the Greek mythological character Prometheus. Prometheus
was a god who created humans from clay. Humans were dismissed as inferior beings by the

other gals, but were given the fire of Olympus by Prometheus in order to rise above their

humble beginningéSmith 47).Prometheus lives on in modern narratives and remains and
inspiration for modern artificial beings as
Frankensteif Similar stories can be found in Jewish folklore in the form of the Gdlée

the Prometheus story, these creatures were made from mud. They were brought to life by

using magical and divine words, which were often inscribed upon the @aadmportant

el ement of the golem is its inability to spe
dominant tradition of the golem is of a paradoxically silent creature, created through words

but proven imperfect by his ngrarticipationonthewod of wor dso ( Graham 9
ability to speak is thus considered a prerequisite for civilized life, and the inability to speak

" Frankenstein; or, The Modern Prometheus
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denotes inferior nOtThemostenpostant aficialrcieaduceint o s avag
modern timess of courseMary Shellepy s cr eat ure. The creature se
for artificial beings in most modern narratives and carries with him the air of menabaghat
characterized science fiction for many decades.

As mentioned, the figure of the robot or artificialelligence borrows heavily from
science fictionds roots within the horror ge
Kar el Capegkdampbayni(leOr2slgl. RdhkkeotCzech word 6r
means enforced labor (Short 57). As therdvsuggests, the robots in the play are used as a
labor forces and represent slavery. The idea of humans creating a robotic working force is a
common trope within science fiction cinema and often leads to a rebellion in which the robots
take up arms agasntheir creators, representing reairld slaves or oppressed groups
rebelling against their masters. Robots are also often portrayed as soulless and coldhearted
opposing human morals and values. An important example of this would be the figure of the
Tetmmi nat or r obot s ThenTerhiaawgl884)Craem@otoandnsachines in
this film are merciless killing machines, who despite their human appearance are distinctly
A @en. However, is sequellerminator 2: Judgment Dgt991) reveals some dig shifts
mentioned by Sobchack. The main Terminator is portrayed as-takareand father figure,
who slowly begins to understand human emotions as the film progresses. In many robot
narratives, the robot also lacks the ability to speak, which seresthémce the idea of an
inferior, mechanical being rather than a creature on the same level as humans. More advanced
robots do have the ability to speak and subsequently become a threat to mankind as they
increasingly become more likews[ t ] h e filnes aprings from tBdpossibility that we
may turn into machines, dehumanized by the r
(Sobchack 38). The figure of an artificial being is thus a constant reminder of our own
reliance on technology and scie e . During Asimovébés time, robo
increasing use of mechanized and automated labor. These stories were inspired byiftne real
implications of human workers being replacedgchines. The figure of the robhas
evolved to voicesimilar concerns in differenttimesg p] opul ar mass art r e
audience and the concerns of The86sspencefictoh i n w
films were thus heavily inspired by events like the Cold War and the advent camucle
technology. Similarly, in our own digital era, robots have become increasingly more prevalent
and as technology rapidly progresses, begin to make their advent into commercial use. Issues
like the increased use ofilitary drones also highlight concernsjarding ethics.As

mentioned before, contemporary science fiction cinema focuses heavily on the depiction of



de Groot 20

hybrid figures in order to imagine a postgender or postracial world. In terms of the artificial

AOt her o, the fi gur e tofthe roboteThis figlreoisadybhiddbstweenv ol v e
man and machine and fuses the worlds of the
cyborg is also used within feminist discourse, which will be discussed in the section on the

f emal e A Ot her dictionlokd a thenblusirg ioféhe kine between the organic

and the technologic#ér( 2618 msot | WensieypdenReei bar
(2014) exemplify this trend. Similarly, the 2014 remak&obocopdirected by José Padilha

is much meoe concerned with questions of humanity and identity than its 19@feld

counterpartT hus, contemporary science fiction foll

the human aspect of humanity and the dissolywv

1.4The Alien iOthero
The alienis he seminal figure of the AOthero withi
genreds close relation to the horror genre.
just extensions of the monsters that inhabit the horror filhishel Laclos states ibe
Fantastique au Ciném@d958)thati [ s] ci ence fiction ci nema
traditional fantasy. Martians, Venusians or mutants evolved from vampires, while robots
imitated the trancéike states of zombiesen t he Go |l ¢élon@ver( botk genrésihgve
distinct differences and their respective 0O
the horror film traditionally deals with mor
order, the sciergfiction film deals with social chaos and the disruption of social (manmade)
order. In the horror film there is a threat to the harmony of hearth and home, in the science
fiction film there is a threat to the harmony of civilized society going aboutigséss
(Sobchack 30).

For a long time, science fiction cinema struggled to effectively portray alien figures
due to technical limitations. As a result, many alien figures are stuckaintaropomorphic
view of the universeAc cor di ng t onecaropoict toanouknerablé images in SF
films which strugglé sometimes successfully, sometimes laugh@ltyexceed the
anthropomorphic limits of the human imagination while still attempting to remain
comprehensi bl eo (a8, Wwith.the &dud ohmew technolegexliket vy e
Computer Generated Images (CGI) and green screens, the science fiction genre has the means
to transcend this humasentric view. However, Sobchack notes that alien figures can never
be too AOther o, f oanfindacecliose telatmon to thekedfigurBheu di enc e s

states thafia SF film é cannot live by alien images aloée [N]o narrative film, no fiction
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film, can sustain itself on visual surfaces which are completely and continuously strange and
aliento eitheroureper i ence or our mindrderforfliens®r cepti ono
comment on humanity itself, they need to have a frame of reference within the human mind.
So while technology allows us to construct the most outrageous alien beings, they have
generally renained noticeably anthropomorphic in their design. A great example is James
C a me r Avatad(2009), which was almost entirely made using advanced computer
technologies. While the fictional world of Pandora is meant to be an alien planet, it is
representeds an overgrown jungle which has to be conquered by the (primarily) white
American military and capitalist corporations (A clear example of how traditional Western
centric narratives remain dominant in science fiction cinema). The aliens inhabitingriee pl
have sever al distinctly alien or AOthero fea
presence of a tentaelé&e appendage with which they can communicate with animals.
Nevertheless, their appearance is very much human. This is done inten@ogallyt he f i | mo
plot requires the audience to feel sympathy for these aliens and side with them against the
human antagonists of film.

As noted before, Sobchack notes a distinct shift in alien representations in modern
times compared to the sciencetifon films of the 1950s and the proceeding decades. Due to
their close relation to the horror genre, the early aliens were demonized as villains, most
notably in the form of the alien invader or the BEM (Bug Eyed Mons$eh).e st art es t ha
quite a trasformation of earlier generic representations, most of the new SF films do not
representaliemess as inherently hostile and Ot hero
longer be represented as villains or threats, but when they do appear in thisiusually
in contrast with other alien figures in orde

trend is noticeable in all stnds of science fiction cinema as

[i] n conservative SF, the alien Other is valued by virtue of being marked as mor
Apositivel yo human t & thatis,foebeihgjustdike sas,only e s en't
identifiably and differentiallymoreso. Inpostmoderr&F, however, the alien Other is

valued for being uimarked as alien or other, for being different just like sy no

moreso than an/other aliested and spaceaut being. (2934, italics in original)

1.5The FemalefiOthero
Female figures tend to have been marginalized within traditional Hollywood ciheifiae

New Hollywood: From Bonnie and Clyde to Star WarsP et er Kr 2 mer ar gues
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cinema, men could withdraw from social reality, in which they acknowledged the demands

that women could legitimately make on them, into a world in which women were quite

mar gi nal or al tSinglaly, hithim Amearlran ¢elevision, \omen)weodten
reducedtodandf ul of stereotypes. I n Diana Meehan
she suggests Athat representations on televi
and domesticatmed whiel ¢ ebleddd ows i ndependent
These marginalized roles and stereotypes have also found their way in sciencdritten.

text AThe Vi r gi:seéextandthe $cienke Riction Ri@l/iviansSobchack

discusgsthe margnalized role of women in American science fiction cinema

Human biological sexuality and women as figures of its representation have been
repressed in the matlominated, actiotriented narratives of most American Science
fiction films from the 1950satthe preserg [S]cience fiction denies human eroticism

and libido a traditional narrative representation and expression. (103)

While several highly popular and influential modern science fiction films feature more female
protagonists thaninthe 190 hese characters are fAsexually
unthreatening by costume, occupation, social position and adiitodthey are sexually
confused with their male counter p&abthack and na
uses the charactef Ellen Ripley fromR i d | e y Alismaga ptindasy example. Her

representation and position within the film deny her any sexual difference from her male
counterparts. She is not sexualized, except for the climactic scene, where this sexualization is

used to portray her as a victim (106). Science fiction has traditionally been dominated by male
heroes, who embody the very best of humaaity make us of the masculine areas of science

and technologyOn the other hand,

women pose a particular narratibeeat to science fiction heroes and their

engagement with technologVhey are figures whb as mothers, wives, girlfriends

arouse male need, demand, and desire. They represent the Mother and the Other whose
very presence points to the puny and imigatpality of male endeavor, of

technological creation ants inanimate products. (109)

Female characters within science fiction are thus either reduced to marginalized figures,

narrative substitutes for male characters or presented as a thteatlominant male power
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system. Whereas Sobchack argues that characters like Ripley (or her similar counterpart,

Sarah ConnorTerminato)), are sexually defused, other critics look at their representation as
representing a step toward the postgender and ttbposnan. Accor ding to Su
figures were variously | awkith) erpdsesalse exteotyob or g 6
which the cyborg can be seen to confound mal
cyborg is an extension of the wilfigure within science fiction. In recent years the term has

also been appropriated within feminissdt our s e . Il n herCylbamr dmavrak i tf e
Donna Haraway used the figure of the cyborghtve away from the classical oppositions of

gender, ace and class imposed by patriarchy, colonialism and capitdlEsh According to

h e r yborp imfgery can suggest a way out of the maze of dualisms in which we have
explained our bodi es 183.MMde cybargis athgbad estithéto our s el
fuses the organic with the technological. Technology thus allows us to get rid of those

differences thaare part of our organic fabri6: The Cy b or g apssgeaderomoriellat ur e
it has natruck with bisexuality, preedipal symbiosis, unaliereat labour, or other seductions

to organic wholeness through a final appropriation of all the powers patteinto a higher

uni t y)orhe(cybbr@ plays a major role within contemporary science fiction narratives,

yet despite its supposed posinan satus, it currently tend® reaffirm binary opposition:

It may be that cyborgs will be neither male nor female, neither with or without color in
the far future, or some complicated version of these, but how we are affected by
cyborg technology now stillapends a great deal on what gender, race and class we
are. (Chris Habley Gray et al. gtd. in Short 53).

This notion also plays a major role within the digital realm of video games. Many video
games allow players to portray female characters. While thaumas slowly drawingn a

female audience, it is still a predominantly male industry. The ability and willingness of male
players to perform as female protagonist might also hint a shift in perceived gender norms.
However, according to Jeffrey Brown, thvay these female characters tend to be represented
instead reinforces traditional gender roBsown argues that female video characters tend to
invoke traditional masculine traits to psesapredominantly male audiences. Historically,

A wditional mascufiity has encompassed the values of stremqgttver,Stoicism, action,

control, independence, sdiifficiency, male camaraderie/mateship and work, amongst other.
Devalued were relationships, verbal ability, domestic life, tenderness, communication, women
and childrem (Barker 312)
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Unlike their science fiction counterparts, whose sexuality is negated, female video game
characters tend to be visually sexualized, while performoles typically meant for males:

By controlling f e mandlthreatehing asd ard Graft and atlser aitiore i st y «
heroines, by negating their assumption of subjectivity, male consumers can still enjoy a
heterosexual and discriminatory fantasy of gender relati@réwn 117). The female

A Ot h eMass Effecis bothaffet ed by science fiction fil mbés

representation of females within video games.

1.6 Genesis, Content and Contexof Mass Effect

Before discussing the plot of the trilogy, it is importangitcee some background and

contextualze Mass Effectvithin the science fiction genrilass Effectvas announced on

October 4, 2005y BioWareand immediately envisioned as a trilo@yoWare, established

in 1995, is a Canadian video game developer that specializes in creating immersive role

playing games and has published numerous highly praised and critically acclaimed titles.
Examplesinclud® a | d u r @998)Seveéreinter Night$2002) and the aforementioned

Star Wars: Knights of the Old Repub{003).In a 2007 interview with IGN, Prect

Director Casey Hudson discusses the genesis 6fthe st g a me sauncdsoBi oWar e 0
inspiration.With Mass EffectBioWare wasable to create their own science fiction universe

that players could explore. Primarily, they wanted players to feelwerpd and important

and thus created a main character that draws heavily on classic science fiction he&ias like

Trekd saptainKirk, while at the same time allowing players to customize this character to

their own liking. Hudson also discusddassEfecb s emphasi s on cinemat.i
(Brudvig). Mass Effect vas ultimately released in 2007 ex cl usi vel y for Mic
360 video game console. A PC port for Windows was released in 2008. The game was met

with great reviews, mostly emphasizirtg interactive storgelling. While the first game was

made exclusive to Microsoft systems, the gam
PlayStation 3 anMass Effect3vas al so made avail Adwillde f or Ni n
discussed in more del#ater in the thesis, BioWare made extensive use of player behavior

and feedback when developing its sequdiass Effect Z2010)embraced the cinematic

aspect even more than its predecessor and removed features and gameplay mechanics that
were deemed wesirable while enhancing those systems that players embAaced.

mentioned briefly before, this particular game was met with raving reviews and is often

considered one of the best games ever made. The final instalment in the Mesg\E:ffecB,
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was réeased in 2012. This game resemilass Effect Zery closely in terms of gameplay
and mechanics. While these aspects of the game were once again praised, many fans were
di spl eased at the gameds narrati vestandsasrt i cul
one of the most influential game series of the tw4ingy century and has proven successful
enough to warrant a new instalment in the seless EffectAndromedas currently ated
for release in the first quarter of 2017. The followiegt®on will discussViass Effed s
context within the larger science fiction genre.

In Screening Space: The American Science Fiction @B88), Vivian Sobchack
discusses several varying definitions of the science fiction genre, as there is noglene sin
established view. Richard Hoggins gives one
involves extrapolated or fictitious science, or fictitious use of scientific possibilities, or it may
be simply fiction that takes place in the future or intrmes some radical assumption about
the present or the pasto (gqgtd. in Sobchack 1
Mass Effecharrative are the eponymous Mass Effect fields, a technology that is never truly
explained, but enables fasthanlight (FTL) travel, and is responsible for most of the
technological gadgets and scenarios the player encounters in this fictional world. The first

game opens with the following text:

In the year 2148, explorers on Mars discovered the remaimsasicGent spacefaring
civilization. In the decades that followed, these mysterious artifacts revealed startling
new technologies, enabling travel to the furthest stars. The basis for this incredible
technology was a force that controlled the very fabrigpaice and time. They called it
the greatest discovery in human history. The civilizationtb@igalaxy call it: Mass
Effect (Mass Effect)

By grounding this almost magical technology in the form of a scientific discaVieass

Effectaims at establishg a world that is, while fantastical, based on a sense of theoretical
probability and thus believability. In thiswdjass Effect s aki n t o GeStae Rodde
Trek,whose fictional world is also positioned in a guasssible reality. However, thdass

Effecttrilogy also emphasizes spectacle and actiwhis often considered part of the science
ficionsubgenr e of t h,e mostp awcrel iokp&tar addranghse. Thisc as 6
particular franchise is often not considered true science fidtigtrather science fantasy, as

the audience is expected to simply accept then@ogies and wonders presenteather than

being given a plausible scientific explanation. As a seMess Effechovers somewhere in
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between these two extremes, offeratdgimes explanations and a scientific basis, whilst often
relying simply on the acceptance of the player. It must also be noted that many of the
scientific explanations are presented as optional information to the player. When engaged in
conversations W other characters, the player can ask for information or clarification on
certain topics, if so inclined, or simply progress the conversation towartglit Similarly,

each of the three games offers acatied codexwith can be accessed through tlaeige
menu.This codex serves as a kind of encyclopedia offering additional information,
background and contextualization for many of the scenarios encouritbee@odex will

update itself with new entries as the player progresses through the Gaes=xodex entries
offer a vast array of knowledge but are not requicedhe completion of the game.i$ thus

up to the players themselves whether or not they wish to engage moneitiultiis fictional
world.

In terms of gameplay, thdass Effectrilogy is an action rol@laying third person
shooterRole-playing games emphasize the creation of a character by the player and will
generally all ow-uphte ushiamga citeexrp eéroi efinceev epoi nt s
charact er 6 s anbThé gamas are spld metiveew seetipns in which you focus on
exploring and talking with characters and crewmembers, and action sections where the player
has to defeat enemies using various weapons and pawéne start of each game, the player
chooss between a male or a femalearacter known asommander Shepard and can
customizetheav at ar 6s face to their own | iking. Sir
several backstories for their character. These choices, along with the sex of thedpkye
Shepard influence the way characters in the game interact with you. The player must also
choose between one of six classes, which affect the kinds of weapons and powers Shepard can
use. This decision mostly affects the gamepldne games allow playets traverse to
numerous planets in the galaxy using Shepard
Normandyds navigati on tcaledMads Ralags,to travel betweéna y e r
star systenffsWhen on a planetds sur patcnembeistoe pl ayer
accompany them on missions. These party members can be recruited throughout the games
and each have unique skills and abilities that can benefit the player. These party members are
often aliens and can give the player additional inforomaéibout their various raceghe
game also includes a kind of morality system

Knights of the Old Repub)icRather than their previog®od vs. evil approacihMass Effect

8MassEffedds versi oredoBtarffrekar pibppeSt@Wac e o i n
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focuesmore on the way you achieveywr goal s, which are wulti mat
necessary by default. When interacting with characters, the player can choose between so
called Paragon and Renegade options, or a neutral response. The latter two games also allow
you to interrupt scpted events with a Paragon or Renegade action using a quick prompt of a
button. Players who choose the Paragon path usually follow the rules, never risk the safety of
civilians and try to talk their wayut of fights. The Renegade pktyle on the other Imal, is
for players who want to malsaire the success of the mission comes first. Renegade players
will shoot first and ask questions later and will not allow anyone to come between them and
their targets. The idea here is that the end justifies the mesati®e stkes are quite high.
These plagtyles also affect the progression of the game and decisions made in one game
carry over to the sequels. In this way, every player feels like they are engaging with a
narrative unique to them, although in realityrthis only a limited amount of permutations
available. The following section will discuss the main plot of the game.

Mass Effecbegins in the year 2183, 35 years after the technological discoveries on
Mars. Since therhumanity has spread across the saau encountered other alien species.
While some of the early encounters resulted in wars, humanity is now engaged in close
diplomatic relations with the other races. Intergalactic politics is governed by a council
consisting of three races. This counsibased on an advanced space station known as the
Citadel, which was initiallgliscoveredy the Asari race and seems to be a part of the Mass
Relay network. The counaihakes use of an elite group of agents known as SpeSiresd|
Tactics andReconniassance). The player controls a human soldier knasvcommander
Shepard. At the start of the game Shepard is accepted within the ranks of the Spectres and is
tasked with tracking down the rogue Spectre, Saren Arterius, who has attacked a human
colony ands working together with a hostile artificial race known as the Geth. During his
adventure, Shepard eventually comes in contact with an entity called Sovereign, who reveals
to be part of an advanced mechanical race of beings known as the Reapers. &$ a way
preserving order and sustainability in the galaxy, the Reapers cyclically emerge from dark
space every 50,000 years in order to exterminate all advanced organic life. Sovereign serves
as the vanguard for the upcoming cyekpose main mission is to acditea portal that will
instantly transport all other Reapers. Shepard stops this from happening, but only slightly
delays their inevitable arrival. Mass Effect Zhe Reapers use a species known as the
Collectors to attack and harvest humans, as thet®wé the first games have shown

° For the sake of clarity | will always capitalize the names of alien races in this thesis.
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humanity to be the largest threat to their plans. As the atiegr racesre not willing to help,
Shepard reluctantly starts to work with a+4waman organization called Cerberus. With the
help of Cerberus intel and asseShepard recruits a highly skilled team from varalien
races in order to engage and ultimately destroy the Collector threat. Shepard completes this
task, but quickly learns that the Reapers have begun their journey towards their galaxy and
will shortly arrive.Mass Effect 3inally sees the arrival of the full Reaper force, as all organic
civilizations are simultaneously attacked and weakened. With most of the human forces
scattered or destroyed, Shepar dnstitheircommok ed wi
foe and engage in one final counterattack to destroy the Reapers and end the cycle of
annihilation forever. Throughout the course of the game, Shepard learns more about the
origins and motivations of the Reapers and in the climax of time ggagiverseveralkchoices
that will dictate the future of the galaxy b
choice is to destroy the Reapers, which will end the cycle but will also destroy all other
artificial entities and render most lewlogy useless. Another option sees the player
controlling the Reapers, ending the war, but sacrificing him/herself in the process. The third
option is only available to players who have amassed a certain amount of military assets
duringthegameandallos t he pl ayer to start a process ¢
artificial and organic life, thus ending the conflict. Lastly, the player also has the option to
di smiss the Catalystds three choiceslastl t oget
ending is technically not considered canon,
ideal canonical decision, with it being the only ending with a-prasdit scene hinting at
Sheparddés survival

It must be noted that this is a heavilyncated summary of the plot, as the games
introduce numerous side plots and engage very heavily with character interactions. Many of
these elements provide the main representatioi®thiernesgthis thesis will discuss. Rather
than explain every keyatiail here] will engage with the necessary scenes, characters and

subplots when relevant to the topic discussed in the following chapters.
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Chapter 2: The Artificial fiOthero in Mass Effect

In this chapter | will focus on the representation offitst of the three identified

marginalized groups withiMass Effectthe atificial AOthel. TheMass Effectrilogy

features many instances of artificial life, each with its own unique narrative position. As

mentioned in the short summary of the plbg tentral theme dflass Effects that of a

conflict between organic species and a sentient race of machines knthefRaapers. While

at first glance this might seem indicativeo i mé¥vd s nkenstein Compl exo
robotic figures, their intaction and their position within the grander narrative are much more
nuanced and complex than initially appears. This representation is meaningful to analyze,

because as lan Bogost states

playing video games is a kind of literacy. Not the literacy iedpps us read books or

write term papers, but the kind of literacy that helps us make or critique the systems

we | ive in. By 0sys tsealm,inipersonabttingsiike pgliticalt me a
systems. Any social or cultural practice can be undedsis@ set of processes, and

our understanding of each of them can be taught, supported, or challenged through

video games. (136)

While the artificial entities presented are clearly fictitious, their representation and the
pl ayer 6s i nt enmaearteaniagnandconimient dnlower contemporary issues
regarding technology and humanity. As will be discussed in the chdaemique
procedural systems tifie video game medium can enhance this representation in certain ways.
This chapter will discusthe various relevant robotiiities in a relative chronological order
to maintain structure.

Before discussing some of the key artificial figures, | will give a brief overview of
some of the lesser important robotic entities present within the sesitfads Effedi s st or vy
takes placabout a centurinto the future, technological advancements play a major role in
the gameds uni ver s ehanlighet@avrelnalidn tagslators and iokkotcs f ast e
are taken for granted. A common presenceiwithe Mass Effecseries are computer
programs known as Virtual Intelligences (VIs). Numerous forms of VIs can be encountered
by the player throughout the games, ranging from information terminals, to programs
responsible for shipboard functions. It mbstnoted here that the games make a distinct

difference between VIs and Artificial Intelligences (Als). Vis are rudimentary programs,
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limited in knowledge and only serve specific tasks, whereas Als are programs or entities that
can think for themselves amdve no limits to their programming. Because of their constraints,
VIs are considered safe to use and are widespread, unlike Als, which will be discussed in

more depth in the next section. The constraints placed on VIs in order to make them safe seem
to imply a method similar to the Three Laws of Robotics created by science fiction writer

Isaac Asimov. As briefly discussed in the introduction, Asimov distanced himself from the
negative depiction of artificial life that dominated the genre during thisitife. He posited

that robots could be a great benefit to mankind if subjected to a series of laws that would

prevent robots from ever becoming a real threat. These laws are as follows:

17 A robot may not injure a human being, or, through inaction, alétauman being

to come to harm.

21 A robot must obey the orders given it by human beings except where such orders
would conflict with the First Law.

31 A robot must protect its own existence as long as such protection does not conflic
with the First or Second Law (Portelli 150).

The creation of these laws had a major impact osdhence fictiorgenreand they have been
firmly cemented within contemporary popular culturbe lawshave continued to appear

within robot narratives, if snetimes in a slightly altered form. Despite their supposed safety,
the player can encounter several sigests (irgame missions that are not required to finish

the game, but offer additional information, lore, experience points and equipment) in which
VIs have gone rogue. During these missions the VIs are incredibly hostile and are capable of

killing human or other organic alien beings.

beneficial to organic life, their ability to oppose and even Kill their creatmres against the

Asi movian concept and shows definite signs
stories also often discussed robots with rogue programming, their flaws could always be fixed
by a process of reason and the robots never formeal ¢hreat to mankind. IMass Effect

the rogue VIs are a credible threat and the only course of actiariease. Within these

missions, the playas not asked to reason with these entities and it is never even discussed as
a viable possibility. Ratliethe only way to complete the mission is to destroy the VI program
altogether. This depiction clearly positions Vls asiiBéhen, who are not on an equal level

with organics, but can pose a threat to our wellbeing.

(0]
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In the rest of this chapter | williscuss three major characters or groups that are
representative of the artifici@dDtheioin Mass EffectThese three subjects have a major
presence throughout the trilogy and are the
central protagonist andgyable character, commander Shepard, followed by an analysis of
thesyntheticGet h race and finally the gameds main
character EDI will not be discussed in this chapter, but will be present in the chapter on the
femalefiOthe, as this plays a major part in her representation.

2.1 Commander Shepard

As the main character of the series and the
representation plays a huge role. As briefly discussed before, the player is aisk®toize
Shepardbdés sex, face and backstory at the sta
create idealized versions of themselves to be their fantasy hero. Combined with the choice and
morality system, this greatly benefits the sense ofension when playing the video game, as

the player may truly feel that O6theiré Shepa
During the first game, Shepard serves alsasicscience fiction heravithin Western

narrative traditioowho followsacleaher oes ® j our ney . ofhumangyne i s al
who risesfrom humble beginnings to becortie savior of the galaxydowever, the events at

the start oMass Effect have drastic implications for the representations of artificial life. At

the start othe game, Shepard is effectively killed. The-proman group Cerberus recovers

the body and attempts to bring Shepard back to life as part of the Lazarus Project (a reference

to the biblical figure Lazarus of Bethany who is revivedlbgu} using highlyadvanced

technology, gene therapy and cybernetic implants. The project also includes facial
reconstruction, which cleverly allows for th
features if so desiréd The project succeeds and Shepard is woken uprg sitar higher
supposed death. The severity of Shepardods in
formerfriends and allies questioning whether this is the real Shepard, or a clone created by
Cerberus and pr ogr amme ditical agerfda Hawéverrsevera bitb e r us 6
of information inMass Effect 2andMass Effect &onfirm that this is indeed the original

Shepard, with his/her own personality intact. This has dire ramifications as this changes

Shepard from a paty human protagoniso a pogtuman cyborg. The way this manifest itself

within thegame on both a visual and gameplay lespedaks highly of the representation of

10 https://www.youtube.com/watch?v=9dhcBrOoUHM
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artificial "Othernesa After waking up Shepard will have several facial scars as part/behis
surgeries. Ithe player follows the Paragon path when making decision, these scars will

gradually heal and Shepard will appear entirely human. However, if the player prefers

Renegade options, Shepard scars will deteriorate and new scars will form. If pursued all the

way through, most of Shepargbwisgsdara and histher! | be
eyes will appear robotic with a menacing red iris, not unlike those of the Terminator robots in

their respective films. This noticeable distinction seems to implicimply elements of

morality and ethics. While the Paragon/Renegade system is not linked directly to good vs. evil,
their respective modes of play can be linked to this distinction. Renegade players will do
whatever it takes to get the job done, not latisi) to use violence. In terms of their responses

they are often blunt, dismissive and to the point. Paragon players on the other hand will

attempt to use reason before violence and are considerate and compassionate when in
conversations. This elementgaite indicative of cie ma 6 s r epresentati on of
Agborgs are the progeny of aédual heritage,
and asked to prove their allegiance to O0huma
demonstratingpow di f ferences are both psychological
Shepardbds tr ansf or madthusarnficidl entitygseemns tebebnkeetoay b or g
loss of morality and ethics and ultimately a loss of humanity, which is repedséinough a

kind of visual corruptionThis is relayed to the player using the procedural systems of the
game.For Paragon players, their humanity overrides the cybernetic implants and they are thus
able to fully pass as human. It must be noted that dReteeplayers do have the option to

remove their scars if they are willing to spenlot of resources on a specific research project,

but this too implies a sense of punishment. In conclusion, this representation seems to place a
hierarchical valugudgmern between humans and artificial entities. Short states that

Al mperialism has traditionally | egitimated i
Ohumanitydéd treated as an exclusive preserve
Sheparawill always be the hero of the games and his/her larger actions are considered good,

the appearance of noticeable robdithernessis linked to a loss of humanity and placed

within a negative context. This is important when considering player feedbiabkare

released several player statistics after the releaskasd Effect 2These statistics show that

most players preferred the Paragon path, with only 36% of players choosing the final

Renegade choice at the end of the géham) Similarly, statistts collected foMass Effect 3

" See Image 1
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reveal that 64.5% of players play Paragon versus a 35.5% of Renegade (flatyie)s While

this is dictated by numerous-game factors, the elements described above do create
subconscious f eedb ac kusesrstatigticsdike ¢hrs t smprovie futdrs . Bi o
gamesCasey Hudson, Executive Producer for the Mass Effect franchise has idféteat

we were looking at the Achievemetftfor Mass Effect 1, that's where we realized that there

are some really interestinggyler behaviors there that it would be nice if we could answer

more questions for ourselves. [Then] we could understand what's going on and how people
play our gameo (qtd. in Brudvig par 5). Thes
manipulated bythg ame s é desi gners and used to steer p
loss of humanity and a more robotic versiorsbepard to the Renegade playstpl&lass

Effect 2 BioWare subconsciouslyet effectivelysteers players more towards the Paragon

path, particularly inMass Effect3 Thi s is also |Iinked to the g:
and mechanical entity as the main enemy in the form of the Reapers. By visibly becoming

more robotic, Shepard can be seen as resembling the enemy. This eldhientiscussed

more in depthn the section on the ReapefsirthermoreMass Effect8 s pl ot f ocuses
Shepard forming an alliance with the other races, which is best achieved through

collaboration and reasoning favored by the Paragon path. The RepagfadeMass Effect 3

wi || have players betraying allies and | ying
humani t yos Aplayer mayrieel ¢hat ¢he end justifies the mesosically, this

again goes together with a loss of morald humanity An example of this is the decision

whether or not to cure the Genophag#lass Effect $an important eent | will discuss later

in the thesis). The Renegade path requires players to actively lie to their allies and friends.
Depending on ceain situations this can even lead to Shepard killing two former squad

members.

2.2 The Geth

The artificial race known as the Geth are the first major artificial entities encountered by the

player inMass EffectAs explained by various Codex entries amgame conversations, the

Geth were created by the organic Quarian race 300 years before the etlentesif game.

The word Getimeanings er vant of the peopled in the Quar

cheap and reliable source of labor and werergaform of distributed intelligence.

12 Achievements are part of an overarching point system on Xbox consoles. Achievements are rewarded for
completing certain task in games.Ntass Effect several Achievements tasked the player with playing the
majority of the game with ceiitasquad members. Through this BioWare could see which squad members were
most popular based on the overall number of Achievements gotten by players.
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According toMass Effect@é s cifAlre xi ndi vi dual has rudi mentar
their numbers and proximity increase, the apparent intelligence of each individual improves.

In groups, they canreason,bmpz e si tuations, and use tactic:¢
(Mass Effect)As the Quarians became ever more reliant on their artificial labor force, the

Geth grew greatly in numbers. As a result of their networked intelligence, they eventually

became sélaware and began to question their purpose and existence. When asked by the

Geth whether or not they contained a soul, the Quarians grew frightened and, anticipating a
potential Geth rebellion, attempted to wipe them all out. The Geth fought back amateilyi

drove the Quarians into exile from their own planets and colonies. As a result, the galactic
government has outlawed all creation of artificial intelligence in fear of similar events

happening again. As discussed before, BioWare was very awae ofghc i ence f i cti o
past when developing the games and the origins of the Geth appears to be indicative of this
knowledge. An artificial creation rebelling against their creator once again goes back to

Shel Frenkedsteimar r at i v e, spbcfit origink & a @t fdro@ s part of a

larger trope and metaphor within science fiction. As Sue Short states,

[tihe concept of dehumanized workers who are bereft of rights is far from new, either
within fiction or social reality itself. Aristod r ef erred to sl aves as
treatment of humans as machines is a concept that is more specifically aligned with the
industrial revolution and its effect upon labourers working within newly urbanized

communities. (57)

This idea was furtér developed by Karl Marx and Friedrich Engels as part of their
Communist Manifest(1848). Marx feared that the rise of the mechanical age as part of
Capitalism would have a negative effect on the labor force, by a process which he called
al i e n a tougb Imeing eidlebsly consigned to repetitive tasks, workers were, it was
argued, effectively drained of their humanity and made madikeedevoid of autonomy or
agencyo (57). Within the science fiction gen
robots.

The grandfather of these narratives can be foultlons s u mé s  Un i(A0O2L), s a | R
which was written by Czech playwright Karel Capek. The word robot originated in this play
and derives from the Czech woavery. Muclholikedhea 6, me
Geth origins, this playés story revolves aro

without any agency of their own. These robots eventually revolt and end up exterminating all
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but one human on t haywald serve as a terhpiate antd manysandae k 6 s
narratives regarding a robot worker revolt would follow in the twentieth century. Notable
exampl es i nclMetbpolisFdPRZ) LandoBadedRumg(loO®RL ot t 6 s
Interestingly enough, while thedilms clearly critique Capitalism, the rolemdroidrevolts
ultimately fail, and society does not <change
presenting a conclusion in which the robots
ability to defy their progamming highlights key questions:

As a metaphor of oppressed humanity refusing to be exploited this is a potentially

radical message, one that makes an implicit class distinction between mechanical

workers and those who effectively own asahtrol them. Furthermore, by
symbolizing alienation, oppression and un
slaves clearly invoke concerns that are rarely addressed today, while also asserting the

possibility of resistance. (589)

By positioning robt figures within a soci@conomic and political context they are used to

guestion our own humanity and our true freedom as individuals. While robot figures

originated as a response to mechanization and industrialization, these guestan

important n the twentyfirst century, albeit in a changed form. Ré#d robot technology

keeps improving and the use of military drones has already spawned numerous ethical debates.
| n her Fightng Qv @ Ir e DiiLaleh &tsaldi discusses several of the keguments

regarding the drone debaWhile the use of drones serves as a safe replacement for sending
actual troops, the power to use them lies in the hands of a select few. As a method of
counterterrorism the use of drones has often been excused binottok idea thait protects

the American people. According to Khalili,

[t]his invocation of "protection™ to excuse violence that is often indiscriminate says
much about asymmetric warfare as conducted by the US and other powerful nations.
These statesufl a veil of liberality and consideration, of civility and safety, over the
machinery of death wielded against an enemy that cammsstipy match them in

lethality. (20)
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Furthermore, the continued global digitalization has people questioning to wérat ext
humanity has become dependent on technology. As a tfiesttgentury product, it is
notable to see how the Geth are treateiddbeo within theMass Effectranchise.

Unlike most cinematic representations followiRgp s s umé s Un |Massr s a | Ro
Effecbs Get h foll ow in Capekds robotsd footsterg
with their creators. Within the context of the first game, they are consistently vilified as a
result. As the player begimdass Effecll,, commander Shepard encoers hostile Geth on the
first planet they visit, Eden Prime, a human colony. The Geth are led pygahme 6 s ma i n
antagonisSaren Arterius and are searching for something known as the Conduit. From this
point on, Shepard is tasked with chasing Sarerfiadohg the Conduit before he does. As
Sarendés army, the Geth serve as the main ene
other hostile races in the game, the Geth are consistetithgat in the main story lindlong
the way, Shepard recruits a ian female, called Tali as part of the team. The player can
choose to visit Tali on board Shepardo6és ship
origins of the Geth. As a Quarian, she sees the Geth as nothing more than murderous

machines, withoutray compassion or higher intelligence. As a player fighting the Geth, you

are most |ikely to agree with her position a
Pl ayo, Katie Salen and Eric Zi mmer man expl ai
Theyst ate that fAnGames are intrinsically systen

As systems, games provide contexts for interaction, which can be spaces, objects, and
behaviors that players expl ore, mashgapes!| at e,
creating meaning through experience. Unlike a novel or film, where the audience is told or
shown someone or something is a villain, within the systems of a video game, the player
directly experiences thighis direct experience is what form®opedural rhetoric in games.
Within Bogostds model, procedur al rhetoric e
inside a video game has to be adequately expressed as such and serve as a recognizable
obstacle to the player. In response, the playkbe persuaded to fight this enemy in order to
progress. This is accomplished in several ways regarding the Geth.

The numerous Geth troops the player will encounter will always attempt to kill the
pl ayer, which resul ts ss$afpragress.Jleemody waycesurdve s cr e e
and progress is to destroy the hostile Geth foftles.Geth will also kill one of Shepitr s
initial squad members during the first mission. 3experiencs intrinsically makehe
player dislike the Geth and platteem within the context of th#thel: it is either me or

them t hat wi || survive. This is further stre
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cinematic robots, androids or cyborgs, who often appear as human as possible, or are in fact
indistinguishabldrom human, the Gethrarepresented aistinctly fiOtheio through their
visual appearanc&lodeledafter their Quarian creators, who themselves appear quite alien,
the Geth can be clearly identified as machines, rather than organic beings. While various
different models exist (in order to provide a variety of different enemies to fight during the
game), they are all made of various parts of metal and have a single large glowing
photoreceptor for a he&d Due to this visual appearance they are often calederogative
terms likefiflashlight headsby various characters in the game. The Geth also communicate
with one another using incomprehensible stuttering mechanical clicking sé&sndiscussed
previously in regards to the figure of the Golehg abiity to speak is often used as a marker
for intelligence and civilizationThis idea also found its way fobot narratives. While
humanlikespeaking robots can pass as living beings with the potential of mirroring and even
rivaling humas, the lack of (comrehensible) speech denotes an inferior hierarchical
structure. All in all, the Geth iMass Effect hre designed and portrayed to serve as faceless,
unlikable villains, without personality, which the player can easily fightaammshilate
without a sensef remorse. However, as the later games in the series would show, the Geth
take on a more complex role than cannon fodder.

Unlike Mass Effect IMass Effect 2eatures a much more varied enemy list, spanning
most of the known alien races in the galaxyadlguIn terms of the grander narrative, the
Geth have suffered a major defeat at the hands of Shepard and his allies at the end of the first
game and have retreated to their quant ofspace. The Geth do appear more frequently near
the end of the game &h e p a r d G ringhimiherdlosento Geth space. They once
again serve as enemies and initially seem to serve a similar role as they did in the first game.
However, during one of the gamedés maiam mi ssi
unknown Geth sniper, who &ble to speaknd seems to recognize Shepas the mission
progresses, this Geth takes damage and is knocked unconscious. Curious about this particular
Ge t h &lwostile attitude, Shepard decides to bring the Geth aboard higinsuch to the
dismay of several crew members, including Tali, if recruited previously during the game. At
this point the player can decide whether to give the Geth to Cerberus for study or attempt to
activate it. If given to Cerberus, this Geth will ppaar inMass Effect Z&is an enemy. Most
returning players, however, wil/ most | ikely

was such a major part of the first game, and decide to ratctie machine. This option is

13 See image 2
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also supported withineh cont ext of the gameds systems. T
and missioris centered around the idea of recruiting allies and team members for your fight
against the Collectoys t he race responsible for Shepardd
game Early on in the game, the player will acquire a tank with an alien in it. Similar to the

Geth situation, the player has the option to open the tank and meet the alien. If done so, this
alien(a Krogan named Gruntjill become a valuable asset to the tesmd serves as one of

the most powerful party membe#s this previous event proved worthwhile, players will

recognize this as a similar opportunity. If activated, the Geth will reaffirm ithoetility

towards Shepard, stating thatitisawareof Shepadd s acti ons i n the prev
then explains that there are two factions of Geth whose goals do not align. It identifies the
faction Shepard fought previously as O6heretd.i
own future on their owterms, these heties served the Reapéarsexchange for accelerated
technological progression. These heretics and the Reapers (which the Geth refers to as the Old
Machines) are as much a threat to the o&éregul
then expresses his wish to j-Gamman@ehopgosestdeds t e
Old Machines. Shepass@o mmander opposes the heretics. Co
(Mass Effect P*. When Shepard ask the Geth its name, it reveals thatishewesuch thing

as individual Geth. Rather the metallic construct is merely a plagotmdyholding

multiple programs who are all Geth. The shipboard Al EDI then chimes in with the biblical

guot e: AMy name i s Masgckffechp Idertifgimgthisasaar e manyo
appropriate metaphor, the Geth platform will from then on answer to the name Legion.
Legionds presence in the game and the reveal
theG e t ref@resentation. Through Legion, the Gethteaasformed from the previously
faceless enemy into a race with \tisualdesignown v o
is still very muchiOthelo, as his body resembles that of other Geth troopers encountered.
However,several slight elements kn thigiOthernes& For one, Legion is able to speak,

albeit in a very straightforward robotic way. This important ability allows Shepard to learn

more about the Geth from their own perspective. Secondly, the use of a human, biblical
metaphorinorderto o mpr ehend Legionds unique existenc:e
and positions him within human ter ms. Legion
resemble eyeand Legion can move several panels on its head which resemble eyebrows.

Legion also appeats have a piece of human armor strapped to his chest, giving him a

Y https://www.youtube.com/watch?v=VDgCBz1 6RM
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unique look distinguishable from other Geth platforing/hen asked about this, Legion

explains that this armor belonged to Shepard was taken by Legion upon discovery of

S h e p aarpdedafier the Collector attack at the start of the game and used to fix a hole.

When pressed to explain why Legion specifica
fixing it sooner or with something more appropriate, Legion awkwardly dodges th@ques

by stating that there is no data avieiéaafter a markedly long pause. Thisifar cry from its

usual mode of conversation. This little element hints at the presence of individuality within

Legion rather than the collective consensus supposedigcshy all Geth. All in all, this

gives Legion a unique personality, not unlik
makes the Geth seem more sympathetic as a result. It also shows signs of evolution and
learningand ur ns Legi on ftherorabotie Galhiindota hybrid tréature.iids

is important as

[h]ybridity represents the middle ground between humanity and its presumed Other, a

vital means by which to question the veracity of natural distinctions and reconsider
relations of power,gg o pul ar cul tureds various cyborg
technological lifeforms once served as a convenient displacement mechanism, the

more such figures resemble ourselves the greater signifidaggcéave attained.

(Short 131)

Legion also offera new perspective to the Quari@eth conflict. Legion states that the Geth
study organic beings inCopedeor $s0 andetbéanda
the Morning War (the term given by the Geth, as it occurred at the dawn of theigamnted).

According to Legion, the Geth never intended to harm the Quarians, but were rather seeking
understanding and mutual cooperation. The Geth did belief they had a right to exist and

fought for selipreservation when attacked by the Quarians. Furtherenp t he Get hds s
of organic life leads Legion to make numerous remarks about our own civilization and brings

into question the notion of organic superiority. When asked about Geth politics, Legion

explains that the Geth form a unified consensus lahealsions. Shepard responds that

organic beings have a similar system. Legi on
governmentsmposeconsensus. From a single point of view in autocracies. By codifying the

most broadly acceptable average of viewdemocraciesMass Effect 2 Whether the player

*See Image 3
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agrees with this view or not, the fact that the Geth have continued to be a dominant presence
within the galaxy using their own political structure, does create legitimacy. The last notable
element inMlassEffect 2concerningLegin | i es i n-ctah é egla sydtény ad & y 0
Throughout the game, the player can recruit numerous party members in order to form an
effective team during the gameds climactic a
player repeatedly visits these characters aboard the Normandy, they will eventually ask

Shepard to assist them with a personal matter, which translates to a spectjuesittilored

to that character. Upon successful completion of these loyalty mistierteam member will

become loyal to Shepard, which will increase their combat effectiveness, relation to Shepard,
and |ikeliness of survi va lloyateammegberswile gameds
almost always die during this mission, dependingpeti$ic choices made. While this is

unclear to players playing the game for the first time, the game repeatedly suggests that

gaining loyalty is very importanfThese specific missions also delve deeper into their

respective characters and offer additidmadkstoryand personality, as well as creating

consequences fdrlass Effect 3This gives players incentive to complete these missions.
Legionds | oyal tagroundiasirss cieated byshe heeetadtick if e d

i mpl emented wildd Geatkle sat ldeliels astthg hetet&@be name of

this mission is AA House Dividedo which is o
and a teammate of choice will assautieaeticbase and attempt to destroy the virus. During

the missim Legion will state that another option is available. Legion can repurpose the virus

and use it against the Ohereticsd, thus stre
player can decide which option to choose. Notably, most teammates widlgaitest the

rewrite of the 6édheretics6, as they fear it w
specific impact oMass Effect b ut wi | I gain Legionds | oyalty
previously gained Tal iisdrissidnwily mmomptw spectalleentc o mp | e
aboard the Normandy. Shepard will enter a room to find Tali pointing a weapon at Legion.

Tali explains that Legion was sending classified Quarian data to the Geth, to which Legion

replies that he was only trying togbect the Geth from a possible Quarian attack. The player

must then choose to side with either character, resulting in the loss of loyalty of the character

not picked. However, if the player has a high enough Renegade or Paragon score, the situation
can beresolved peacefully and both characters will remain loyal. This incentivizes players to

stick to either one of theg#aystylesas only a high enough score will result in the best

outcome.
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As discussedylass Effect 2nade the Geth seem |g¥3theio andexplored the ideas
of hybridity. Mass EffecB takes this one step further and asks the player to make major
decisions regarding the future of the Geth race, as well as artificial life as a Maske.
Ef f espt oBdhas Shepar d antoloyeiforngdable larey aganstahe y 6 s r a
Reapers. The last two races the game sends you to recruit are the Geth and Quarians. Despite
the threat of the Reapers, the Quarians have launchedsadidl attack on the Geth over the
planet of Rannoch, the Quarars or i gi nal home worl d before b
response to this hostility, the Geth have entered into an alliance with the Reapers. In exchange
for Reaper control they are given increased intelligence and technology. Shepard initially aids
the Quariansand during a mission to disable a Geth warship, the player will encounter
Legion (provided it survived the eventsMéss Effect p who is trapped and used to transmit
the Reaper control sigrtil If Legion died, was given to Cerberus or neveivateéd, a Geth
VI program will take its placdJpon rescue, Legion will explain the nature of the Reaper
upgrades. These upgrades change the way the Geth think and makes their thought processes
more organic in nature. This elevates the Geth to a fornu@ficonsciousness and gives them
legitimacy as a race deserviafjlife. At this point, Legion will offer to help Shepard break
the Reaperés influence over its people by de
surface of Rannoch. Before doing thise player can do several side mission which, much
like Mass Effect 2help to gain a greater understanding of the Geth. One such mission sees
Shepard directly interacting with the Geth consensus, which appears as a simulated computer
environment. During ik mission, Shepard can uncover several videodatjsg back to the
Morning War for whichLegion offers commentaryWhen assaulting the signal transmitter on
Rannoch, the transmitter is revealed to be an actual Reaper. After Shepard destroys it using
thecombined power of the Quarian fleet, Legion will state its intend to transmit the Reaper
upgrades to the rest of the Geth. Doing this will give the Geth true intelligence without being
controlled by the Reapers. However, the Quarian and Geth fleetsrastigufighting in
or bit. I f the upgrades are transmitted the G
Combined with their desire of sgifeservation, this will result in the destruction of the
Quarians. If Legion does not transmit the upgradeQtraians will instead destroy the Geth
fleet. The player is forced to make a decision between the two races, while both Legion and
Tali (or their respective counterparts if either had died duviags Effect Pplead their cases.
At this point, Legion willquestion Shepard and Tali on whether or not the Geth deserve

181f Legion died, was given to Cerberus or never activated, a Geth VI program will take its place.
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live by askingthgguesti on: Ff[ d] o &% Legibniwil alsomeferttoittelf ase a s «
616, instead of 6wed, showing tHatLeacdieonGes h
guestion ties in directly with the representation of the Geth in the series. The attempts by
Mass Effect 2andMass Effect 30 make the Geth leg©theld has a notable effect on player
choice. According to statistics collected by BioWare, 37% of playersectoosave the Geth
versus 27% of players who saved the Quarians in§lesio). This discrepancy clearly
shows that most players preferred the Geth over the Quarians, despite their original
vilification. They are made le$s®©theio over the course of thgames and can be seen as
victims rather than aggressors. Much more emphasis is given on what makes the Geth similar
to us, rather than different. By becoming more human they lose their scary and threatening
fiOthernesdand earn our trust. It must be memnid here that it is also possible to create
peace between both factions as a third option. This option is only available if the player made
certain decisions during the series and relies heavily on the player having diffused the loyalty
conflict between @li and Legion duringiass Effect 2their survival and on the completion
of most sidemissions. 36% of players achieved this opfidatilo). This option requires
players to have been more opminded towards the Geth, as this option would not otherwise
be available.

I n conclusion, t he fOthemessshews tedirtite sgms ofdhe t h e
shift posited by Vivian Sobchack. While the Geth may appear ndiiétthe, their
representation shifts during the series and focuses more on whaatiey ltommon with us,
rather than how different they are. Eventuality, individuality wins out over consensus, making
the Geth appear truly human in nature. The decision to save or destroy the Geth also plays a
maj or rol e in t he resasimkardécisionl Tihisndecision tiwhinwitth f e at
the representation and role of the serieso6 m

the following section.

2.3 The Reapers

The Reapers serve as the main vikamthe series and arebt on the destruction of all

organic races. As explained by Legion they are also a threat to the Geth, because they exist
outside their plans. The Reapers history and origins remained a mystery to players until the

rel ease of t he fL eable@nténiawhich cBnluSually b @wandseda d
after a gameds i ni t i-gayandsoryefavases Effect BThisDd@ i t i on a

" This question originally led the Quarians to fight against the Geth
18 https://www.youtube.com/watch?v=JIXzAqgC7wY
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reveals that the Reapers were created by an alien race known as the Leviathan millions of
years ago. The Leviathareve an incredibly powerful race who were able to enslave other
organic species through a form of mind control. Time and time again, the Leviathan would
observe these organic species creating artificial entities which would ultimately rebel and
destroy thaicreators. In order to find a solution to this problem, the Leviathan created an Al
of their own which had but one mandate: the preservation of organic life. This Al, however,
concluded that the Leviathan were part of the problem and also turned agasnesators,
using their genetic material to form the first physical Reaper, Harbimglee image of the
Leviathad®> By t he Reaperso6 | ogic, the existence of
organic life from flourishing. They preserve organic lifeusyng the genetic material of
organic races to create new Reapers. While the dominant organic species are preserved in the
form of a Reaper, developing life can evolve until the next cycle of harvestirgnarrative
is clearly indnstaeinveCompltbdedi&nadnke present
unending. However, as | will discuss in more detail in the following chayeess Effects
very humarcentric and positions humans as a race capable of disrupting this cycle and
establishing a world wherorganics and artificial life can -@xist.

The existence of the Reapers is first revealed to the plajass Effect 1The
Reapers were believed to be responsible for the destruction of the Prothean race 50,000 years
ago, and then simply vanishéeslaren intends to use the Conduit to bring the Reapers back.
Later in the game, Shepard is able to speak directly to a Reaper known as Sovereign.
Sovereign was originally believed to be a highly advanced Geth warship used by Saren as his
command vessel.dtvever, during this conversation Sovereign identifies himself as a sentient
artificial construct. According to Sovereign
an accident. Your lives are measured in years and decades. You wither and de et¥mat,
the pinnacle of evolution and existence. Before us you are nothing. Your extinction is
inevitable. We ar MascslHffectci@nhef Reapeysdi eagdi (c
has been part of an ongoing cycle for millions of years. Smyresadso reveals that most
technology used by t he g 5asaRelpysandthe Gitadeérez at i on
purposefullyleft behind by the Reapers. Bhwould ensure organic species would develop
along the path the Reapers desire, leavingnthelnerable when the Reapers decide to start
their extinction. However, Sovereign does not reveal why this cycle of extinction exists.

Nevertheless, from this point onward, the ga

¥ See imagd & 5
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bringing the other Reapers teethgalaxy and destroying it. This is ultimately achieved in the
gameds climax, at the cost of many ships and
In Mass Effectz Shepard will return after his suj
civilizations do not believe the threat of the Rew® is real. Most believe that this was only an
elaborate lie concocted by Saren. Shepard then allies with teipran organization
Cerberus who do believe the Reapmes a genuinthreat. The Reapers, however, are not the
main enemy of the game. Themain as a vague distant threat and instead use the Collectors
(who are later revealed to be enslaved Protheans) to harvest humans and create a new Reaper.
When fighting the Collectors in the game, occasionally a Collector soldier will be taken over
by anentity calling itself Harbinger. Harbinger will increase the strength of this soldier and
will threaten Shepard using a deep disembodied voice. At first it is believed this is the
Coll ector | eader using some f oveastmtf mi nd con
Har binger is instead the Reaper | eader. The
our galaxy leading to the eventsMéss Effect 3
The Reapers thus become the main enenMass Effect 3which manifests itself in
multiple ways. WHe the true Reapers are the sliige entities like Sovereign and Harbinger,
the game has you fighting multiple kinds of Reaper ground forces. These forces serve a
similar function as the Geth and the Collectors in the previous game as a primary enemy.
What is notable about these forces is that they are cybernetically enhanced, mutilated versions
of the game &.ghedeagessihusctransfarm these races into beings that are
fOthe, with a large emphasis on technology and cybernetics takingsmmaetimes to the
point where they are barely recognizable or a hybrid between species. This is the exact
reverse of the shifting representation of the Geth discussed above. These entities become less
human and are corrupted hollow shells of their forsatves, which also resembles the visual
portrayal of Renegade Shepard. This visual representation was deliberately created by
Bi owWware. The following quote from the AThe A
of the O6Bruted endmg &uvmgaunpwehesai geafect s
We decided to swap out the krogan head for something turian, making for a grisly synthesis of
the two species é The exposed vi fTeluseofr gans w
sound also playa role. Most Reaper forces will communicate with each other using
indecipherable electronic nois&3thers will shriek and utter similar higditched noises
meant to inspire fear in the player as well as make the player aware of their nearby presence.

' see Image 6
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ThedistinctiiOtherness of these enemies incentivizes the player to defeat them without
remorse or pity. This representation also plays a major role regarding the Reapers use of
Aindoctrinationo. Wi thin the game

Reaper dAindoctri natafamuptingosgane minds,nsi di ous m
Areprogrammingo the brain through physica
electromagnetic fields, infrasonic and ultrasonic noise, and other subliminal methods.

The Reaperd6s resulting otemléavesthevietimer t he o
highly susceptible toitssuggesttoh | ndoct ri nati on can creat.
agents. A Reaperod6s fAsuggestionso can mani

trusting enemies, or viewing the Reaper itself with superstitioes &tould a Reaper

subvert a wetpblaced political or military leader, the resulting chaos can bring down

nations. (Codexylass Effect B

This el ement ties in with the concept of &épa
itself with robotic or duer artificial entities infiltrating human society (Portelli 152). Through
indoctrination, the Reapers are able to enslave people who can pass as ordinary humans (or
other organic species), without hem even knowing. Ultimately however, this indoctrination
leads to physical decay and requires cybernetic upgrades in order to maintain functional. This
occurs with two major characters within the trilogy. The first, Saren, has been discussed
briefly above. Throughowlass Effect 1t becomes clear that Saren lwe@®n indoctrinated by
Sovereign, which is visually represented through his appearance. Saren is part of the Turian
race, but appears quite different from other members of his species. The player will be able to
compare this due to the presence of a Tugam member named Garrus. Unlike Garrus, who

is alien but appears totally organic, Saren has numerous tubes and electronical components
sticking out from him. One of his arms also resembles a Geth arm and his eyes shine with a
robotic blue hu&?2 A similar thing occurs at the end bfass Effect vith the character of

the lllusive Man, the leader of Cerberus. He too appears more robot tharfffliriaey are

both significant characters within the galaxy and as the codexarmesuggests, their
indoctrination causes major chaos. Both characters believe they can somehow control the

Reapers and eshem for their own benefit. However, despite their own beliefs, their ghastly

% See Image 7

2 https://www.youtube.com/watch?v=jFlhsiqw2ac

% See Image 8

# https://www.youtube.com/watch?v=YQH1JpikOBBtarting at 4:50)
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appearances show that they have been fully corruptedaarstbst their humanity,

insinuating that controlling the Reapers is impossible. If the player has a high enough Paragon

or Renegade score at the end of these games, Shepard can persuade them they have indeed
been indoctrinated, which tempesutmbothh y br eaks
characters committing suicide. This representation positions the Reapers &Qtinely and

technology as a threat to humanity. It also shows a tainted and corrupted version of hybridity,
similar to the features of a Renegade Shepard.ddpgtion seems to be in direct opposition

with the representation of the Geth. However, Vivian Sobchack explains that this is in fact

very comma within science fiction cinema:

Whatever their ontology, the majority of aliens in the new SF film aresepted as
our friends, playmates, brothers, and | ov
never represented as threatening and villainous in contemporary SF, but rather to

emphasize that if and when they are, it is generally within a narrativex¢am which

=]
0

ot her aliens are shown as friendly and

By being so villainouslyiOtheo, the Reapers allow the other artificial entities to become less
AOthed due to their opposition.

In conclusion, the representation of artifidi@thenes® in Mass Effecfollows the
shifts and trends within science fiction cinema. Wh{dhernessis represented in various
ways,Mass Effecseems to suggest artificial entities are not inherently or neces¥atiigio.
Rat her, by f ocbusoirngwhoant Otshaenseen efsisgur es have i1
artificial entities can become like us. However, this only applies when artificial entities adhere
to human morals, ethics and values. The Reapers represent technological corruption and
extinction and remin completelyiOthelb as a result, whereas the cyborg hero Shepard can
maintain his/her humanity by acting humane and the Geth can achieve individuality and
compassion. This representation goes against

its own set of Asimovian Laws. As Short states

[o]rigins and distinctions are thus rendered immaterial and being (or becoming) human

is conflated with the most positive ideal
loyalty, defer to humans, and adopttae values, yet far from being colonized or
subordinated figures they negate the idea of intrinsic distinctions and confirm

humanity to be a universal concept based on community and compassion. (132)
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Chapter 3: The Alien iOthero in Mass Effect

This chaper will focus on the representation of Alid@ther® within theMass Effecseries.

The games are filled with numerous alien races, some allies, some enemies. Rather than
discussing every single race and their representation in detail, | will chodsetdeseg

examples that highlight the main ideas and developments for the series as a whole. Before
discussing these case studies, | will present some general comments about the role of aliens in
the following section.

The figure of the alien has been gotaof the science fiction genre since its inception
and has evolved out of the monsters of the horror genre. As discussed previously, the early
cinematic aliens were represented as distinctifi®yhe and usually were reduced to ene
dimensional villainsHowever, their representation has shifted to becomé@b10o and
they are often used to symbolize humanity itself as they are almost indistinguishable from us.
The science fiction genre carries with it certain expectations from its audience. Tat is,
show us things that are new and unknown, that go beyond the familiar (Sobckgick 89
Alien figures are often intended to fulfill this expectation, by being otherworldly and strange.

However, Michel Ciment states that

[0]ne of the weaknesses of saierfiction is that it too often fails to break away from

an anthropomorphic view of the cosmos. There are 100 billion starts in our galaxy and
100 billion galaxies in the visible universe, and one of the stock themes of science
fiction is that of alien cilizations. But it is difficult to imagine these different worlds
without falling back on human standards. (qtd. In Sobchack 93)

This criticism is also very applicable to the alien civilizations ofMlass Effectrilogy.

Whi | e t he r ac aranbes vary,dheywmostlyrasembke pumans in the sense that
they are bipedal, have two arms and generally have two’eyesss Effect &llows you to

recruit the last surviving member of the Prothean race, which were wiped out by the Reapers
in the previos cycle. Despite being part of a race that existed long before the evolution of the
current dominant organic races, this Prothean, named Javik, is also subject to this
anthropomorphic treatment and looks similar to many of the other aliens, with the@xcept

of him having 4 eyes/Nhile other kinds of aliens inhabit the world, their role within the

% See Image 9
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games is minor. The squlike Hanar or the foultegged Elcor are usually reduced to shop

vendors or are part of minor sigeests. They cannot become a pagtafr team and none of

them play a major role within the gameb6s ove
reserved for those alien races that can be related to in more human terms (which also applies

to the Geth as previously discussedheir variousunique physical traits tend to be described

in terms relative to humans, usually in the form of comparisons with animals. The Turians are
usually described as being biile, whereas the Krogan resemble reptiles. While this might

seem unimaginative onetpart of the developers, this focus on creating anthropomorphic
characters seems to be quite intentional. So
we see and if what we see is unfamiliar, it misthave meanindy be eventually connected

tosomehi ng we can comprehend, MassEfednse tahliinegn swea ri
have any meaning and commenttmimanity itself, they simply cannot be too distinctly

fOthen. As discussed in the previous chapter, this also plays a huge role in ctieating

enemies the player encounters. The cybernetic Reaper versions and hybrids of these various

alien races are no longer connected to anything resembling humanity. Your allies, on the other
hand, have a relatable appearance, despite their various ucigpeediction quirks. The

same can be said for the various racesod hi st
to touch upon common human themes and tropes. The Salarians are a race of highly

intelligent scientists and spies, the Quarians aleleknack for technology and engineering

and the Asari are wise and patient philosophers. Since these races can be related to in human
terms, they are a good fit for Shepardds tea
| arger over alkdsthérhapproaanable and likealotea These aliens are supposed

to tell us something about humanity itself and their easily identifiable and sometimes

stereotypical character traits and tropes allows them to highlight key issues and themes within

a human catext. The following sections will each discuss an element within the games that

highlight some of the key representations of afi@thernesgwithin the trilogy as a whole.

3.1Party Members

The player will interact with the various alien races tiglothe avatar of Shepard. As the

party member system is one of the main gamep
knowledge about other races will mostly come from these party members, who each serve as
representatives of their respective race. Eacty paember will be available for conversations

bet ween missions and wil |l of fer i nformation

will also offer insight into completed missions and offer approval or critique based on their
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personality. Conveing repeatedly with these party members will usually unlock specific

missions or, in the case bfass Effect 2loyalty missions tailored to the specific party

member. The player is thus incentivized to converse with them as often as possibéessAs
Effectstarts in media res, the player is thrust into a universe that has a comprehensive back

story and history. The player is steadily introduced to several key events that have shaped the
galaxy and can unlock codex entries to learn more about the watcShinhabits. As the

player is new to these stories and events, they are in a position where the past has no real
influence on their decision making. For example, early dviass Effect 1the player can

| earn about an eventW&rmm.wsT haiss tehwe mitFi masrtk eCd n
encounter with another alien race, specifically the Turians. The Turians started this war and
this bloody conflict would help shape humani
distrusting attitude. Manydafh e humans Shepard meets, includ
party member Ashley Williams, will be condescending towards aliens, which makes sense
within the context of the gameds history. Ho
actual experienseforged by the game itself. While the Reapers are recognized as a threat by

their inrgame actions and interactions with the player, the Turians have caused no direct harm

to the player. This allows the plawyer to kee
characters a chance to be judged by their actiegamme. With this in mind, it is interesting

to note that efavaite ohbrractets €arrase/akariarsia Tariamsquad

member. Garrus can be recruited in all three games, and desgjgatbensinuating that

Turians are not to be trusted lightly, he is consistently one of the most used characters.

According to theMass Effect 3tatistics, Garrus is the second most used squad member with

a rate of 23.8%, following very closely behind ldawith a rate of 24.1%. The third most

used character, Vega (a human) falls behind quite noticeably with a rate of (T@d®g.

Several factors contribute to this interesting player choice. Of all the alien squad members,

Garrus (as well as Liara, whall be discussed in detail in the following chapter) is the most
Ohumandé. His personality is |ikeable, as he
seems to equally agree with Paragon aaddgade decisions, making himetatable

character for almst any player. From a gameplay perspective, heiscasd | ed o661 nf i | tr
cl ass, a hybrid between a ASoldierd and an i
weaponry are suited for almost any combat scenario the player can encounter, thus making

him a more preferable choice than squad members that only fulfill one of thes@A\silkey

and Tali, respectively). The gafes s ythaug peesesit Garrus as a likeable character from

two angles, which work in unison with each other. Because of his usefuineombat, the
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player will be inclined to bring him along on missions, which will result in learning more
about his character and personality as he comments on events and gives advice. This in turn
will make the player care more about Garrus and wilhbened to bring him along even

more. This idea applies to most of the alien party members and it is interesting to note that the
aliens are generally preferred over the human characters. These alien figures seem to be
human enough to be relatable, yisbeoffer something distinctly unique afdtheo that

makes them more interesting for players to experience. After all, the human characters are
almost too familiar and do not offer anything new or unknown. This idea is further enhanced
by the fact that mst human party members have relatively plain personalities. This results in
an overall lack of interest on the part of the players. Human squad member Kaiden Alenko
serves as a primary example for this. Kaiden will be your first party member when you star
Mass Effect land is soon joined by Ashley. Near the end of the game, the player is forced to
make a decision that will result in the death of either character. It is impossible to save both.
Ashley has a slightly more complex personality and has thedddenefit of being a romance
option for male Shepards. As most players use a male Shepard, this could serve to explain
why most players choose to save Ashley over Kaiden (I will discuss the Romance system in
more detail in the following chapter). As auttsKaiden will be dead for most players in

Mass Effect &ind can no longer be recruited, resulting in an incredibly low use of only 1.5%
(Totilo). This party member system shows that players are quite willing to embrace alien
fOthernesd (provided it isrooted in some form of human context), because it offers
something new and interesting to explore. This highlijfass Effedi s over al | st anc
regarding the aliefOtheib as a being that should be trustedt feared. This idea goes

beyond the individugbarty members and is applicable to the series as a whole, which the

following sections will indicate.

3.2The Rachni

The fact that players are able to shape their own opinioMags Effeéci s al i ens trul vy
to fruition wit hinmDuringehe tglagytbedpmyercidtaskedvath sy st e
making major decisions relevant to aliens. The survival of the Geth or Quarians, for example,

has already been discussed. The first time such a major choice occuvassi&ffect and
decidesthefateafhe al i en species known as the Rachni
the player can hear multiple stories about t
progression. The Rachni were a race of highly intelligent if8ectreatureshatattacked

theqal axybs major races in force and seemed un
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extinct by the efforts of the Krogan. During the game, Shepard hunt for Saren will bring him

to a research facility on the planet Noveria. Upon entering this facility Sliegardt e am wi | |
attacked by insedtke creatures, who are later revealed to be Rachni. Within the design of the
game, the Rachni are a truly fearful encounter. reymore resilient to your weapaausd

are faster than more common enemies, and conségaesnimuch harder to defeat, requiring
upgraded weaponry and t he Theyewill epeatediyjump part yo
out of vents when you do not exgpét or attack you from behind. You can also hear them

scurrying in the walls and vents.|Af this makes the playérecome hypeaware and fearful

of their surroundings. Unlike most alien races encountered, these creatures are not bipedal,

but resemble a cross between a prawn and a spider. They have several tentacles and are able

to spit venompoisoning you and your squfdLastly, they also do not have the capacity to

speak. As a whole, they are notafi@theio in terms of design as well as gameplay. Unlike

the Turians in the context of the ashostiest Con
within the experience of the game rather than through-bicl. Because the player will

already have fought numerous of these creatures before they are revealed to be Rachni, the
player will have formed a negative opinion about these creatin@msgh their own

experiences. This is achieved through the use of procedural rhetoric. As Bogost states,

A [ rpcedural rhetoric is a general name for the practice of authoring arguments through
processes. Following the classical model, procedural roetotails persuasidnto change

opinion or action. Following the contemporary model, procedural rhetoric entails

expressioBt o convey ideas effectivelyo (125). Pr c
opinion about the Rachni in the minds of the plaiéwe those cinematic aliens of the 1950s,

t he R dQthemesdissused to convey a threat. This representation becomes a crucial
factor within this missionds climax. After a
and friends will come acrosdarge tank holding an enormous Raéhnivhen Shepard

approaches, one of the corpses of the battle will suddenly reawaken and start speaking in a

weird, stuttering voice. It is then revealed that the Rachni is able to use this body as a way to
communicatevith Shepard and is the mother or hive queen of the Rachni enemies

encountered. The queen will state that these Rachni were taken away from her by the

researchers before they could be taught how to behave, turning them violent. They are thus

not truly repesentative of her kind. The queen will then ask Shepard what is to become of

her. Shepard can either release her or kill her and rid the galaxy of the Rachni once again.

% gee image 10
2 hitps://www.youtube.com/watch?v=hvI8k9B8mOM
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Upon further inquiry, the queen will reveal that she does not intend to harm ankene. S
explains that she does not know why the Rachni behaved violently during the war and hints at
an exterior force guiding their actions (while vague and unclear at this point, knowledge
gained throughout the rest of the series will make it clear thatedhpd®s were the ones
responsible). The queen promises to go somewhere remote and hidden if released. Most of
your squad members will be opposed to saving
evidence to the threat the Rachni pose. Some will also séteumans, having not been
present during the wars, do not have the moral authority to release the Rachni. The power of
procedural rhetoric gives this choice actual meaning to the player. The mere knowledge about
the ARachni Warso it® mMatvecamyi edifregteomoudglne
Without experiencing the Rachni as an actual threat themselves, the player would see no true
reason why not to release the Rachni queen. However, because the player has experienced the
threat the Rachni pose withi t he cont ext of the gamebs mecha
realistic justification for choosing to kill the Rachni queen. Like most decisions, this choice
has an impact on eventsMuass Effect 3These consequences reveal an interesting notion
within therepresentation of alieffOthernesa

A few hours intoMass Effect 3the player will be given a sieguest by the Krogan
leader to investigate a missing Krogan scouting team beyond-ttedled Rachni Relay. If
the player asks for additional informatjahe Krogan leader will reveal that there have been
sightings of Rachni. At the start of the mission, Shepard will meet up with a Krogan rescue
team. Shepard will then join the team and enter a series of tunnels with the intent of
conf i r mi ng préesanee aRidindimgithednsssing scouts. Shepard will immediately
be separated from the Krogan squad and will be accompanied by the usual two party
me mber s. Il nside the tunnels the player wil/l
which are Reaparersions of Rachni. Much like their organic counterparts in the first game,
these enemies are tough and imposing. Their cybernetic alterations also make these creatures
appear even more frightening than before. Whileotiginal Rachni were noticeabfOthe
in nature, these creatures are even more so. Accordirttetért of Mass Effect &arly
versions of the creature featured a human corpse attached to the back which served as a
mounted gun. When this was deemed too disgusting, they instead adeled s&eks, which
will release tiny Rachni if shot (3%) ThefiOthernessof these creatures is further enhanced

by the missionds clever use of specific icon

% 3See Image 11
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as a whole and affects the power of proceddradoric. Iconography can essentially be
defined as the use of imagery that position a piece of media within a certain genre. Within the
context of film, Sobchack states that

[n certain groupings of fidanddtentdibteed vi sual
characters, situation, and action have been examined as those elements which not only

link the films together, but which also carry meaning and emotional nuance beyond

their physical particularity in any one film. Because these elements of visualtconten
appear again and again é, they have becom
codes which are a graphic shorthand understood between by both filmmaker and

audience. (65)

Whil e Sobchackds description apmlofivdew t o f il m
games, which can make use of similar visual imagery. In the case of this mission, the three
categories she mentions, characters, situation and action, are all represented in such a way to
reference other science fiction narratives, which theaterexpectations and meaning for the

player. As stated befor®ass Effecattempts to appear as cinematic as possible and by using

these pictorial codes this effect is only enhanced. Specifically, this mission seems to create a

link with the highly influential 1986 science fiction filrliens directed by James Cameron.

In terms of character, Shepard and his team are isolated and outnumbered and face a horde of
violent insectlike, otherworldly creatures. In terms of setting, the numerousags,

webbirgs and disjointed corridors invokel i ®irthtng chambers and the pods from which
thesec al | ed fAfacehuggerso emerge. Lastly, in t
game that allows you to use a flamethrower, which proves very effectivestiee webbing,
eggsacks and the Ravagers themselves. This se
scenes where the protagonist Ripley uses a flamethrower to make her way through the alien

nest to rescue Newt. Lastly, if certain conditionsmaet duri ng the missi on,
pilot, Joker, wil!/l reference a quote from th
nuke it from orbit? -Bhé6sothetont yMasshBjifett pr b b a
3). These references serio enhance the use of procedural rhetoric, by linking these Rachni
enemies tohte eponymous aliens of the filf:Si nce i ts r el ?aliembasi n 1979

become culturally codified and conventionalized. In most science fiction (and horror) this way

“H.RGigerwas theoriginl e si gner for the filmés alien.
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of representing alien life forms has become standard fare and thus the repressed unconscious
of the spectator is automatically activated via internal referentbetad ( Ma iThe 4 1) .
filmdéds aliens are nothing butedvdth.Cdmbieedt t o hu
with the playerds experience of fighting the
portray these alien creatures in a negative light, and players who had previously decided to
spare the Rachni queenMass Effect Inay get he feeling they made a terrible mistake.

Depending on which choice the player made, during the mission Shepard will
eventually encounter either the original Rachni queen, who has been taken captive by the
Reapers and forced to create warriors ora Reapee at ed queen known as t
gueens look visually similar and serve as yet another refereddiena The Rachni queens
are located in a similar environment and have several visual elements similar to that of the

Alien queeri®!

. If the queerwas spared in the first game, Shepard will remind her of her

promise to disappear. The queen will state she remembers her promise, but had no choice but
to serve the Reapers. She will then ask Shepard to free her and promises her support for the
war-effort. Alternatively, Shepard can let the queen die. If the player chooses to free her, the
Krogan team will be forced to hold off the Rachni still under Reaper control and will suffer
heavy casualties as a result. &.i mAdairn,o ptthrom
the use of procedural rhetoric, this choice is given actual meaning and weight. Players who
originally spared the queen may have second thoughts this time around, and players who will
have killed the original queen may feel they weretrigb first time and decide to make the

same choice again. While these experiences may together create a negative view of alien
fiCther®, t he consequences of this choice reveal

Mass Effect 3s all about gaimg allies and war assets, which are represented to the player as

a point system. Each mission or quest wil/ e
Assetso score. The goal for the pl ayehe, espe
hi ghest AWar Assetso score possible. 1 f the

war assets will increase by 25 points (As the Krogan team suffers no losses). If the original
gueen was killed and t he rmdveel25¢pa@nsd2sforsthef r eed,
Krogan and 100 for the Rachni), but she will betray you after several mission resulting in the

loss of these points as well as an additional 100 points as the Rachni have killed numerous
humans. However, the original queeitl wvemain loyal if freed and the player will gain 100

points for the Rachni (andapboi nt | oss for the Krogan). Fro

%'See Images2 & 13
3 hitps://www.youtube.com/watch?v=PnCfdspFOxl
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last option will give the player the most points. This seems to suggest this is the most
favorable option ot of all scenariosThrough the procedural rhetoric of the War Assets
system, the game impliéisat cooperation and trust are more beneficial than fear and
destruction. This series of events and choices highlight a key notiaidkatEffecas a

whole £ems to convey, and is not unlike the representation of the artificial life presented in
the previous chapter. Simply because something is distifi@then, it is not necessarily
hostile or to be feared. As is the case forahthropomorphic races, tlgels much more to

gain than lose from working together with creatures like the Rachni. The game makes this
argument within the rhetoric of its design, using gameplay elements in such a way as to
influence the player. The following section will discuss hroexample that blends the
representation diOthernesswith the use of procedural rhetoric.

3.3The Genophage

Like the AFirst Contact Waro and the ARachni
within Mass Effecd s {starg dnd interspecies polisicspecifically in regards to the Krogan.
During the ARachni Warso, the primitive and
by the Salarians. They were given advanced technology and ways to combat their native

pl anet s host i | eprevibusipkeg thetr nuenberswhelatvé chdcla dhe

Sal arians hoped the Krogan in return would h
which they did quite effectively. While they were initially heralded as heroes, in time their

numbers grew goonentially and began colonizing other world, eventually leading to-a full

scale rebellion against the rest of the gal a
the use of the Genophage, a virus created by the Salarians and secretly spredleacros
Krogan worlds by the Turians that severely d
one live birth in every 1000. With their main advantage effectively eliminated, the Krogan

were forced to surrender and returned to a more primitive walfg o heir home planet,

Tuchanka, is a nuclear wasteland and covered in rubble after centuries of infighting. When the
player beginMass Effect these events are ancient history, yet the Genophage persists

within the Krogan race. The player will repedyeldear about it, most notably from Krogan

squad member Wrex. As is the case for most of the alien squad members, Wrex serves as the
principal representation and voice for his respective race through which the player learns

about history, culture and persity traits. Wrex will be encountered early orMiass Effect

land will join Sheparddéds team after hel ping

aboard the Normandy, Shepard can get a more personal view of the effects of the Genophage
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on Wr eoplé Accaoding to Wrex, the Genophage has reduced his people to a race of
wandering bounty hunters and mercenaries, as they see no reason to stay behind on their
doomed planet. Those who do stay behind are fighting a perpetual battle amongst themselves
for power and access to fertile females. Wrex laments these events and is deeply concerned
for the future of his people. While more brunt and indifferent than characters like Garrus, he

is a capable and loyal warrior and is a useful character in termseptgy, most notably

due to hisuniqueability to regain health over time. Interestingly enough, the player will face
multiple Krogan enemies during the game, serving as the aforementioned mercenaries for
Saren. These enemies are tough to fight. Howeasing the ability to talk to Wrex allows

the player to | ook beyolikeldemehner akdrsee ghatthérsis t hr e a
more to them than initially meets the eye. This idea is further exploiddsa Effect 2

During the game, Shepard canrtéta different Krogan party member named Grunt. Grunt is
artificially created and has a very different personality than Wrex. He is more violent and rash
and lives only to fight. His loyalty mission will bring Shepard to Tuchanka and will allow
players o experience the ruined planet themselves. This environment is incredibly hostile and
depressing which is meant to invoke a sense of despair and loss to the player, which echoes
the concerns voiced by Wrex. Grunt himself comments upon landing that tines$ péadly

seems worth fighting for and seems disillusioned by the sight. The Krogan in the landing area
will not attack you, but make it clear through dialogue you are an unwanted visitor. If Wrex
survived the first game, he however will greet you waranlg treats you with much respect.

Wrex has since become the leader of his clan and is attempting to create a better future for his
people through negotiation, rather than violence. If Wrex was killed, a Krogan named Wreav
will assume command. Wreav is mutiore violent and only seeks power and thus seems to
represent a more negative version of the Krogan. Another loyalty mission, regarding the
Salarian scientist Mordin, also takes place on Tuchanka and serves to offer more information
regarding the Genopha@nd thdengths the Krogan will go thnd a cure. The bleak
representation of Tuchanka as well as the hostile nature of the Krogan serve as the backdrop
to a major decision iMass Effect 3.

Mass Effecthas Shepard attempt ienagainstthe Reapert e t he
threat. Shepard first attempts to get the Turians on board. While the Turians are eager to help,
they are not willing to leave their own planets defenseless. The Turians state that they are
going to need the Krogan on their side. Tiséill and ferocity is absolutely vital to the war
effort. However, relations between the Krogan and Turians are still very problematic. When

asking the Krogan for help, the current leader (which can be Wrex, provided he survived up to
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this point) will haze but one simple requirement: a cure to the Genophage. Realizing that the

aid of the Krogan is absolutely vital, Shepard will set out to find a cure and use it. The

Salarians are outraged by this decision as their distrust towards the Krogan runspery dee

and refuse to aid Shepard in the war. However, Shepard will later receive a private

transmission from the Salarian leader. During this conversation, she will offer Shepard

another choice. Mordin, who has developed a cure, intends to use a Salaiigrofacil

Tuchanka called the Shroud to distribute the cure. This facility was initially used to repair
Tuchankadés atmosphere and has been secretly
further use. If Shepard decides to keep this secret to himselfjréhevidl not work. In

exchange the Salarians will offer their full support. The player is forced to make another

critical decision regarding the future of a race, which is dictated through their personal
experience with the Krogan during the trilogy andiien weight through the use of
procedur al rhetoric. The bleakness of Tuchan
he is the Krogan leader), might make the player think twice about curing the Genophage.

Wreav continuously speaks about revengésmpeople and should the Genophage be cured

they could once again pose a serious threat to the galaxy as a whole. However, generally
speaking, the game once again attempts to illustrat@é@tlaérnessis not inherently

threatening or negative.

One ofthe ways this is achieved is through the character of Wrex. Wrex serves as the
playerdés main point of contact with the Krog
player that Wrex is not like most Krogan. He is quite reasonable and is genanetyred
with the future of his people. He is also quite respectful of Mordin and willing to cooperate,
despite him being a Salarian. His representation is thus more humdi®tham, andheis
relatable and likeable, especially within the context obtiteh er Kr ogan. The pl ¢
interaction with Wrex and the growing friendship between Wrex and Shepard all serve to
create a feeling of trust. When Wrex states he intends for the Krogan to work together with
the other races, this is believable to the playhis idea is further enhanced by a female
Krogan character who is the source of the cure. Because her true name is not for outsiders to
know, she is quite appropriately referred to as Eve by all other characters. As discussed before,
the use of biblicalerms help position these characters within a human framework, making
them lessiOthen in the process. Eve also serves as a voice of reason and wishes for a
peaceful future. She is also highly respected by Wrex and seems to be able to influence him.

Thistoo enhances the idea that a peaceful future is indeed possible under these two leaders.
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Secondly, the environment during this mission plays an important role in depicting a
hopeful future. This mission brings you to a unique part of Tuchanka that delesstated
than the areas previously encountered. Primarily, the player will be fighting in an ancient
Krogan city, which is overgrown and includes various primitive paintings of ancient Krogan
culture’®. This unique environment was created deliberatetgofding toThe Art of Mass
Effect 3

Tuchanka was well establishedNfass Effect 2s a bomiblasted planet that was

mostly rubble é The | ost krogan city €& wa
krogan were worth saving, and that they once creatadstuf beauty before their

society crumbled and and (sic) the krogan nearly became extinct. We showed minor

battle damage as well as sparse foliage to imply that life had a small, fragile hope of

persisting, even in the midst of mass destruction. (46)

Ast hi s description indicates, this particul ar
and behaviors towards the Krogan race. This location is meant to counteract the unfamiliar
andnOtheo landscape previously encountered on Tuchanka and likesdlgan more to

humans. According to Sobchack, this is a commordtvéithin science fiction cinema:

The infinite is introduced and made finite, the unknown is made familiar. The cold
vastness of impersonal space, the terror of man confronting thesenasa the

voidd out ther® is diminished through an increasing movement away from abstract
presentation of wonderous imagery toward its integration with the known and human.
(110)

Through this depiction, the Krogan can thus be seen to represent humanityamnway. It

invokes our own history regarding nuclear weaponry and presents a kind of alternate version
of our own world that could have existed if nuclear weapons had been used during the Cold
War. It is important to note that the game also attempetr you away from accepting the

aid of the Salarians. With the exception of several individuals, most notably Mordin, the
Salarians are continuously represented as being rather dismissive of humans as a whole and

repeatedl y quest igardingd$k Beamers,ddiesvingthem tb benngtlsingr e

%2 3See Image 14
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more than a superstition or fable. You also do not gain a Salarian crew member until the
second game, meaning that you have much more time fostering a relationship with a Krogan
representative. You also a@ot visit any Salarian planet until the third game. This results in
most players having more experience with the Krogan than the Salarians. Within the context
of the war with the Reapers, the Krogan also seem to be more of an asset than the Salarians,
dueto their toughness and warrior skills. While the Salarians have their own unique skills,
they seem less useful in the immediate future. The combination of these factors are intended
to steer the playeroés thought arepresanted(withcer t ai
various alterations to them), curing the Genophage seems to be the desired outcome. This
representation seems to have been quite effective as only 8% of players did not cure the
Genophage. It must be mentioned here that 64% of pldigeret get to meet Wrex iMass
Effect 3.Wrex can be killed itMass Effect and new players who did not play the previous
games will start the game where critical decision have been randomly selected, which can
include the absence of Wrex. These playaald have encountered Wreav instead. Despite
his more violent and distrustful depiction, the other factors still contributed more towards
players wanting to cure the Genophage.

In conclusion, he examples shown in this chapter reveal a distinct dedtianal
representation of aliefiOthernessin Mass EffectWhile more examples can be explored,
these representations are representative of the trilogy as a whole. Like the Geth discussed in
the previous chapteklass Effectvantsto convey that the ai n 80fhernessis not
necessarily to be feared. Rather than being creatures that cannot be understood, they are
frequently positioned within human terms in order to comment on humanity itself. In this way,
Mass Effecechaesthe contemporary shift withiscience fiction mema. According t&hort,
Al p] opul ar mass art responds riedin whithgisaudi ence
ma d &)oWithin contemporary culture issues of racial discrimination are still very much a
topic of discussion and ttaien figures within science fiction are used as metaphors to
highlight these issues. This chapter has also explored the notidviabsiEffects very aware
of the science ficti orMagen rEedreseatatiornsd aieny and
as a wholemirrorsthat of the popular science fiction franch&ar Trek Star Trekwas
created by Gene Roddenberry in the 1960s and used as a way to highlight similar discussions

regarding as well as issues specific to the Cold War social climate.dkugdo Roddenberry,

itéds a good thing to | ead an ethical exi s

other people, perhaps aliens, have as much right to pursue what is important to them as
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we have to pursue what is important to us. That justusecaomeone looks different,
or seems to foreign, doesndt mean that th
should be killed right away. (qtd. in Graham 134).

Star Trekhas since spawned numerous different shows and other forms of media (including

video games) but this principal philosophy has remained more or less the same, shifting at

times toinclude new elements such@gorgs or robots. As a popular cultural phenomenon,

Star Trekhas had a huge influence on the science fiction genre as a Maale Effectoo

seems to have been inspired by Roddenberryos
fiOthernesdto show that aliens are not 80theio as they appear at first glance. Despite this
representatiorilass Effecstill is very humarcentric. Humarty is presented as being the

ultimate savior of the galaxy. Shepard is the one bringing the other alien races together and is
consistently abl e t o fThatthbmanitasjaads asshe princip@l Re ap e
threat to the RedhyteeadntsMasakHiffsct_2insvhichthe d e

Collectors are used by the Reapers to attack and harvest human colonists in order to create a
human Reap&t. Humanity is also the one leading the final counterattack against the Reapers,
which takes placeroEarth. Despite having a whole galaxy to choose from, Earth is presented

as the most important planet, because apparently humans are the only real threat to the

Reapers. While the cooperation of the other alien races is necégaasyt:ffectvantsto

make player feel special and important by placing humanity on a pedestal. The following

chapter will explore the representation of fenféhernessin theMass Effegtwhich spans

humans, aliens and artificial entities.

33 As mentioned before, all Reapers look visually sintitethe Leviathan racddowever,Mass Effect Zeatures
a human Reaper asthefinalbos i | l ustrating the i mportance of humani



de Groot b1

Chapter 4: The FemalefiOthero

As discussed previously, the science fiction genre has been dominated by male heroes since
its inception. Very often women have been reduced tedonensional damsels in distress,
whose sole purpose is to be sexually desired by a male audmheetimes, women have

been desexed and serve similar roles to men (Sobchackd)03n a similar note, video

games have often been critiqued for focusing mainly on male heroes and using women as
sexualized object@Brown 93) As a science fiction video gee seriesMass Effectombines

both these elements and serves as an excellent contemporary example regarding female
gender roles. Like the artificial and alié@thed previously discussed, this chapter will

discuss several examples that highligfatss Efec6 s r epr es ent aOtheoas of t h
a whole. | will begin by discussing the role of female Shepard, which will be followed by an
analysis of several characters, the Romance system and finally the representation of the

artificial female EDI.

4.1 Female Shepard

One ofMassEffedd s most i nteresting and unique mecha
male or a female Shepard at the start of the game. This decision dictates several factors in the
game, most notably character interactions andRttreance system (which will be discussed

later). While the audience for video games is rapidly changing, the medium is still dominated

by male players, specifically regarding action games. Much like characters in literature or

films, a player has to somekladentify with the characters presented, specifically the

character they themselves pldjass Effects all about immersion and wants the player to

take an active role in shaping this universe through use of the choice system. It makes sense

then that mst male players would initially choose a male Shepard. According tddks

Effect 3statistics, 82% of players used a male Shepard, indicating the game”s primary
audiencgTotilo). It must be noted that many players will choose a female Shepard for a

seond playthrough in order to explore how the game changes (this is usually also

accompanied by a change in @age regarding the Paragon/Renegade system). While the

femal e Shepard i s us e davdriee status antosght éads, beimgs ac hi e
usually referred to as FemShep. Like the male Shepard, female Shepard is a strong action
heroine, seemingly the best soldier humanity
Cyborgs, Game Girl s, and Digiteand Babeso, Jef

representation of female video game characters as part of the larger female action hero trope.
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According to Brown, A[w] hen the action heroi
as pure object is brought to the fore in a manner thatbothieor ces and reveal s
ongoing efforts to construct ideal femininity as a commodifiable form readily available for
sexual consumptiono (Brown 93). Brown uses t
(From theTomb Raidefranchise) as his maiexample and discusses her interesting role

regarding male gamer identification. Traditionally, game developers attempted to facilitate

player identification along gender lines, assuming that macho male characters would best help

to create a link with thepredominantly male audience. Many assumed that male gamers

would be unwilling to play as a female character (110). However, the success of characters

like Lara Croft shows that this assumptigasfalse. The willingness of male gamers to play

as a femke characters could show signs of a more fluid, transgendered identification.

However, fA[r]ather than considering male use
think of their experience as an easy oscill a
maculine characteristics and objectifying he

actions a player will perform with a character like Lara Croft are traditionally considered to be
masculine. She is an action heroine who can shoot, perform amaysigablricks and is

adventurous. Her personality analckstory serve a similar rokes,

[she] unites all the essential qualities of an action hero. She has no ties, no family
obligations and no need to earn e |ivinge
overcoming obstacles and fighting enemies, taking the initiative without hesitation and
staying right on tar get é -a3sariioscokespordiste f i nd
the stereotype of the male hero. (Smith gtd. In Richard and Zaremba 284)

Throuch these actions, a male player can still identify withdmea masculine leveht the

same time fAthey can freely objectify Lara wh
she is clearly engendered as a frodkandmanypne er ot
other female video game heroines tend to be highly sexualized and invite the male gaze. They

will usually have large breasts and buttocks and wear clothing that accentuate these features.
Male players can gain visual pleasure from lookinthese characters, much like their cinema
counterparts, as well as feel masculine through the actions performed in the game. Ultimately
ALara and other female avatars created by, a
extension of a masculinigtill to power, reflective of a desire to produce, control, and contain

the otheroo (gtd in Brown 117).
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Female Shepard can be analyzed in a similar matter. The ability to change her
appearance at the start of the game shows that she is essentiallycathabgan be molded
to the playerdos |iking. While this system is
female they find desirable and can take visual pleasure from. Fans of the series even had a
hand in shaping f emaanec eSh eFpoarr dtdhse dfeifrasutl tt waop p
promotional material only focused on male Shepard and always used his default appearance
(this is the standard face Shepard will have if the player decides not to customize it). This
clearly illustrates BioWarewagui t e awar e of their gamesd pre
However, the increasing popularity of female Shepard as well as critique prompted BioWare
to also promote female Shepard for the releaddasis Effect 3Through a Facebook poll,
fans were asked tast their votes on a number of visual appearances, again showing how
female Shepard wasssentiallyan object for players to mold to their liking.

As Mass Effectis an action game, female Shepard will perform multiple masculine
actions. She has an ans¢ of various weapons and can make use of technological powers,
thus allowing male players to identify with her on this level. However, the representation of
female Shepard does shows some differences compared to characters like Lara Croft. While
theplagr i s able to change her facial appearanc
sexualized. Most of the time, female Shepard will be wearing a full suit of body armor. While
this armor can be customized, it will always cover her whole body. When on theibrm
female Shepard will wear casual clothes, but these also cover her body, meaning her overall
appearance is much less visually stimulafinipstead it further reinforces the masculine
aspect of her representation. It is also important to note thatdtien capture for both male
and female Shepard was recorded by a man, me
actions are identical to the male Shepard and thus more maséuline. posi ti on of t
camera also plays a major role. WhereaBambRaiderthe thirdperson perceptive shows
Lara Croftds entire boMassHfedds etntpihrads i geerss chrerc
usually shows an over the shoulder view when in combat. Outside of combat, her entire body
will be visible, butit is once agai less sexualized. The visual spectacle comes much more
from the environments, scenarios and the ene
aesthetic form. In terms of personality, female Shepard will for the most part have the same
conversationsnompts, answers and Paragon/Renegade actions as male Shepard. Several
conversations will be slightly different depending on sex, however they do not serve to create

3 The only exception is the presence of a dieddass Effect 2which is used within the context of a loyalty
mission that requires Shepard to infiltrate a fadogss party. Male Spard will wear a suit.
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a noticeable distinction between male and female Shepard. For all intents and purpleses, bot
Shepards are the same charadibrs representation mirrors that of science fiction cinema

heroines as highlighted by Sobchack. As previously discussed, these characters were often
sexually defused and were essentially indistinguishable from theircmaihderparts

(Sobchack 106Female Shepard thus less resembles Lara Croft than she resembles popular
female characters within the science fiction. In the previous chapter | already diddassed

Effecb s ¢ o mp &tai Tsekragarding the representat of aliens. Similarly, female
Sheparddbs representation mirrors Stawdrek of cha
Voyage}). Other female action heroes like Ellen Ripl&yi€ng or Sarah ConnoiTgerminator)

also sem to have served as inspiratias they are similarly sexually defusbthss Effet

present Female Shepard as a character that should be taken seriously, rather than presenting

her as a hypesexualized object, whose sole purpose is to stimulate male pleasure.

Specifically regardingideogames Bi oWar eb6s representation of
progressive within the medium. Ironically, this representatiasalmost entirely accidental.

The games were always created with the male Shepard in mind, as evidenced by the motion
capturewi t h f emal e Shepard being an extra addit.
Femal e Shepardbdés status as a strong female |
regarding the aforementioned FaceblbeoRise pol |
of FemShep, Ri c¢ h ait'sdmp@ssililelioeigndre thsat when §BooWadrd) at i
finally accepted they'd created something special and belavedwerful, norsexualized

mature hero for a modern dcistory - its first response was tbrow a beautycontesb (par

15). According to him, it was no surprise that her new visual appearance turned out much
younger and sexidooking than the more mature and manlier face of the original default, a
representation that clashes with her statusgaizzled veteran warrigipar 185°.

Femal e Shepardbs representation is thus r
object, subject to the genrebds customs and t
On the other hand, she has evolved antmeloved and wellespected science fiction heroine,
mostly due to her masculine roots. All in all, her representation emphasizes her role as a
mature hero first and seems to suggest some kind of progress in both the science fiction genre
as a whole as Wleas the medium of videogames. However, the same cannot be said for many
of the other female charactersNtass Effectmost notably the character of Miranda Lawson

as well as the alien race known as the Asari, which | will discuss in the followingnsectio

% See Imaged
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4.2Miranda Lawson
Miranda Lawson is a human female and is first introducédass Effec2. She serves as the
Il 11 usi ve Maamihand. She teads the Lazarugj€rt tasked with reviving
Shepard at the start of the game and becomes onepfe&Shed 6 s f i r st squad me
talking with her on the Normandy, the player will find out Miranda was artificially created by
her father, using his own genome as a template. Miranda was designed to be the perfect
woman. Everything from her intelligenae her physical looks were intended to be excellent
and give her an edge. In terms of biology, Miranda heals faster and will live longer than any
other human. She is also able to make use of biotic powers in combat. Apparently, her
physical perfection meairtisat shas overly sexualized. She higg black hair and large
breasts and buttocks, which are further emphasized by her revealintigbkinody suit®.
During conversations, the camera will repeatedly focus on her buttocks or emphasize her
cleavag@’. While not a robotic construct like Legion or EDI(whom | will discuss later this
chapter), she is artificial and indicative o
such figures within science fiction narratives, especially in traditionahtn She is created
by men and intended for visual pleasure, highlighting male ideals of female representation.
According hat8herta WwWpmhnds function, even a
|l ooks are paramount 0 wprBef,)tgive Bign sane semlblanaeofal | y ¢
control over the femalBOthed. While her appearance is meant to invoke visual pleasure, she
is also imbued with clear masculine traits. She is an expert marksman, haergsanse
attitude and has no moral qualmBikg other humans or aliens. The game also positions her
as a strong and capable leader, a role traditionally reserved for men. This idea is reinforced by
procedural rhetoric through use of several key decisions duMi@isg Effect@ s c | i ma x .
During thismission your entire team will infiltrate the Collector home base. While the player
will go through the mission using the standard limit of two party members, the rest of the
team will be tasked with various assignments under leadership of one team nidmaber.
player must decide who takes on this leadership role. Choosing characters that are unsuited
for this role will usually result in the death of several team members. Miranda and Garrus are
the only two characters that will ensure a good outcome. Thi®rees the notion of
Miranda as an adept leader.
As an artificial being created by her father, Miranda also shows signs of the
Frankenstein Complex. Durirldass Effect 2Miranda will inform Shepardshe ran away

% See Image 16
37 hitps://www.youtube.com/watch?¥R0bcTHyBJIQ(9:57-13:16)
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from her father when it became clear to that he was only interested in her as an
experiment rather than an individual being. Her loyalty mission involves Shepard helping her
hide her genetic twin from her father. Durikigss Effect 3iranda will track down her
father, who is performing expemnents on humans using Reaper technology (clearly linking
him to doctor Frankenstein). With the help of Shepard, Miranda will confront and ultimately
kill her father, which invokes the traditional trope of the artificial creature turning against
their creab r . However, the narrative clearly vilif
without morals and ethics, while Mirandads a
become a true individual free of parental constraints.
Despite thisMirand a 6 s all cepresentatiomirrors that of characters like Lara Croft
and seems to be clearly catered to the wishes of male fans. While her character certainly
undergoes development and occasionally has quite some depth to it, her main purpose is to be
visually stmulating. She also serves as a romance option for male Shepards dssth
Effect 2andMass Effect 3further enhancing her position as a sexually desired object.
Ironically, this clashes with her initial personality as a strong, independent bubklso c
hearted woman. Miranda initially shows little respect for Shepard and attempts to force her
own will on him/her. She comes off as confident and even cocky, who uses Shepard as a tool
to further the interests of Cerberus. However, gradually she lasestrtbng personality and
instead becomes submissive to Shepard, ultimately resulting in becoming yet another romance
option. This shows that Miranda is not really taken seriously as a character, but rather serves

to fulfill male sexual fantasies. A similedea can be found in the representation of the Asari.

4.3The Asari

The Asari are a race of mowg@ndered aliens who were the first race to discover the Mass

Relays and the Citadel. The Asari have a millenriang lifespan and are able to produce

offspring with partners of any gender or alien race. While technically rgemolered, the

Asari have a female appearance and voice and farea@ to with female pronouns.

Furthermore. The Asari have three distinct life stages which are all given femining: name

Maiden, Matron anlatriarch Their representation is thus entirely female. Of all the alien
races they most resemble humans, apart from
which is actually part of their skifi While the Asari are often spokefas being wise and

di plomatic | eaders, many of the playerds int

¥ See Image 17
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often the player will encounter Asari working as exotic dancers in various nightclubs. They
will wear skimpy, revealing clothes and they@acan sit down to watch them perform and
even tip them. Similarly, iMass Effect.,, Shepard can have a sexual encounter with a
supposedly highly respected Asari consort on the Citadel after comaestiimgle sidequest.
Their sexualized design is claintended to stimulate visual pleasure. According to Morton
Kl ass, fAin Western society the alien is comm
converse, sexual attractiono (177). Mal e al i
humanwomen, whereas human males are supposed to be attracted to alien females (177). The
Asari 6s representation i s a pihed €heitunidqug br i d b
alien traits make them interesting, but their human likeness overshadoafsethis
fiOthernesdand makes them approachable. Their representation as sexual desirable aliens is
highlighted by several elements in the game.

Like with most races, one of your team members will serve as the principal
representation of the Asari. Durifndass Effect the player can recruit the Asari scientist
Liara®*ToBlomiis the daughter of one of Sarenb
for both male and female Shepard and continues to be so during the whole trilogy. As a result,
L i ar aearancesspems to have been made deliberately more human. For one, she is
relatively young for an Asari and thus has a higher pitched feminine voice. Secondly, many of
the Asari encountered will have some kind of facial markings, almost resembling tattoos,
making them appear slightly more alien. Liara does not have these markings, but instead has
freckles. When talking to Liara, she will immediately show a great interest in Shepard
(regardless of sex) and clearly indicate her attraction. Even if the playeesponded very
neutral to Liar ao s-ouaskisShapardisajtracedite beenifthel st r ai
player has been romancing another character. A romantic, and eventual sexual, encounter with

Liara is thus highly encouraged in thiass Efect 1 However, this representation changes

over time.

Unl i ke Miranda, Liarads character is give
seriesb6 overall pl ot. Whil e L iMassEkffed Islpeer sonal
undergoes a majamhange inMMlass Effect s peci fically i n AThe Lair

DLC. In these additional missisihiara, who is not a recruitable squad member in this game,
will ask Sheparddés assistance with tofacking
criminal information network that sells information to the highest bidder. During this search,

% See Image 18
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Liara is surprisingly ruthless and cold, which clashes heavily with her personaigsi
Effect £°. The player can try to talk her down, but she remairssinate in fulfilling her goal.
After uncovering the Shadow Brokerdés | ocatio
confront him. After defeating the Shadow Broker, Liara will assume his mantle, as nobody
knew his true identity. Liarawillstaehe can use the Shadow Brokert
intelligence to help Shepard in the upcoming fight against the Reapers. As the new Shadow
Broker, Liara essentially becomes one of the most powerful individuals in the gald&gssn
Effect 3she uses her pa@wto acquire plans for a weapon capable of defeating the Reapers.
She wil|l b e ¢ 0 men-c@&imaru aboatdittee Narreandy and serve as your
principal source of information regarding the war effort in the galaxy. Lastly, she will once
again becoma party member and is one of the most effective characters to accompany you in
almost every combat scenario due to her incredible useful biotic powers. Liara thus develops
from a sexualized alien to one of the most powerful and important charactereimitbe
series.

During Mass Effect 2he player can recruit another Asari character named Samara.
Unlike Liara, Samara is over a 10@€ars old and highly respected among her peogierin
role as a Justicar, which resemtbdesnething of a nomadicwarriomon k. Wher eas San
age and position would place her more as a respected matriarch, her appearance is once again
overly sexualized. She wears a piece of armor with a largeck which emphasizes her
large bosorft. As a supposedly skilled warrior, thismor design seems highly impractical
and seems to be there merely for visual spectacle. She also wears high heels into battle.
Samarads |l oyalty mission reveals another asp
hunt down her daughter Morinth whoasecalled ArdatYakshi (Demon of the Night Winds
in the Asari language). She has a unique genetic condition that will kill anyone she has sex
with. At the same time she is driven by an overwhelming sexual desire that only increases
with every victim. Mainth was given a chance to live in seclusion amongst others of her kind,
but instead chose to flee and give in to her condition. During the loyalty mission, Shepard is
tasked with seducing Morinth and leading her into a trap, allowing Samara to Kill her.
Regardless of Shepardés sex, the player must
in a very masculine way. The player can actu
with her, resulting in a game over screen. The Axtdtshi are an itreresting element to the
representation of the Asari. As discussed, the Asari are clearly sexualized and meant to be

“0 hitps://www.youtube.com/watch?v=1nkoPnl19K22:00-24:10)
“1See Image 19
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visually attractive to male audiences, which is enhanced by their hiikeappearance. The
ArdatYakshi, however, present a sexual threatle typically reserved for male aliens. The
Ardat-Yakshi take on another role Mass Effect 3In this game the Reapers attack the
secluded monastery where the Aratkshi are held. The Asari present are turned into
terrifying cybernetic abominatiencalled Banshees. Banshees are the most difficult Reaper
forces the player will face and have the ability to instantly kill the player if they get to close.
Like their name suggests, they will let out a hmgtthed wail to notify the player of their
preence. Despite their monstigke features, the design of the Banshees still maintain

el ements of the Asari 6s sexual representatio
and they have electronic nodes in place of nipples. This representationiagydome

kind of sexual thre&t.

All'in all, the Asari are generally linked with sexuality and visual pleasure. Their
humanl i ke Vvi sual appearance serves to make the
changing representation on the other hand mithasof female Shepard in terms of being a
strong female character. Unlike female Shepard, however, Liara maintains visually sexualized,
despite her change in personality. While still little is known of the upcoming lysse
Effect: Andromedaa recentdaser trailer shown durirgy0 1 E3®® sonferenceevealed that
at least one Asari character will be present. Time will tell if her representation shows signs of

progression.

4.4Romance system

As a wholeMass Effects a series that deals with mature tlesrand is intended for older

audiences. All three games have received a mature rating from the ESRB (Electronic
Software Rating Board), which serves as the
to the inclusion of blood, partial nudity, sexual @nit strong language and violence. As this

list suggestMass Effecallows the player to have sexual encounters with several of the
seriesd6 characters, which is part of the gam
be available to romance durihngh e games depending on Shepardod.
character, a player must repeatedly speak with the respective character on board the

Normandy and answer questions favorably. Eventually, the character will reveal an interest in

Shepard and the playerrca i i om®k t he romance, usually resul

“2See Image 20
“3 Electronic Entertainment Expo. This annual show is used by game developers and publishers to showcase and
announce upcoming games
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the end of each game. These scenes are not interactive and only show partial nudity. The
inclusion of these scenes spurred quite some controversy upon the reldass &fffect 1A

20B Fox news segment entitled ASE0OXBOX cl ai me
and sex and was likened to a porn simufdt@A, BioWare and the fan community were

outraged by these false claims, which were made by people who had not even played the

game, but had only seen brief clips.

Nevertheless, the Romance system has also been critiqued by fans of the games for its
representation of homosexual relationships. As mentioned, BioWare focused mainly on male
Shepard when creating the games and hadaircelefinitive personality in mind. This
included the principal idea of Shepard being heterosexual (Bramwell). In the first two games
male Shepard can only have romances with female characters. However, female Shepard is
able to have romances with bothlenand female characters. The bisexual romance options
are also exclusively female. Fan criticism led BioWare to include a homosexual option for
male Shepard iMass Effect &s well as turning Kaiden Alenko, who was previously an
exclusive romance optidor female Shepards, into a potential romance option for male
Shepards. While this might indicate some level of progressiveness, it is still notable that the
majority of romance options for female Shepard are still female. This once again highlights
MassHBfecb s tendencies to appeal towitnfentale pl ayer s
Shepard on a pagender level, male players are able to fulfill lesbian sexual fantasies.

The Romance system is also incredibly simplistic. Potential romance partnersainayst

show an i mmediate attraction towards Shepard
Paragon/Renegade morality. For example, while Tali is eventually able to forgive the Geth in

Mass Effect 3she is still incredibly hostile towards themNiass Effect 2t would be logical

to assume that activating Legion would negatively affect your relationship with her, but she
remains a romance option regardless. Similar
maintains consistent throughout the trildYylayerscan simply select the tegght or top

left option to respond favorably, without needing to actually read the response. The player can
thus simply decide who to romance in any playthrough and be successful, without having to

take into account their actioasid morality.

“ https://www.youtube.om/watch?v=PKzF173GqTU

“5The player can respond or ask questions using a conversétém. The left side of the wheel is reserved for
asking questions and responding to answers with thiefbpeing a friendly response and the bottieft a

negative rggonse. The right side of the wheel will progress the conversation towards a conclusion, with the top
right being a Paragon response and the betight a Renegade response. The middjat will be a neutral

response. This latter option was omittediass Effect 3 Occasionally a light blue or dark red response will be
shown. These answers are only available if the player has a high enough respective Paragon/Renegade score.
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4.5EDI

EDI (Enhanced Defense Intelligence) is an artificial identity first introducétbiss Effect 2

After the gamedés prologue, Shepard wil/ be g
Normandy by Cerberus. EDI serves as the electroaitane defense for the ship and also

sends reports about Shepardés activities to
being an Al as opposed to a simple VI, EDI has less restrictions and has some measure of free
will, which is believed to be momffective during combat situations, as she is able to think

for herself as well as learn from previous encounters. Despite this, EDI is a shackled Al and is
still l i mited to certain degrees of programm
preence on board the Normandy initially aggra
himself is more than capable of piloting the ship. DuMuags Effect 2EDI is a progam

embedded on the Normandy amdnifests herself as a blue 8tShe will servas the

principal source of information during missions and will guide the player to their next

objective. Outside of missions, EDI can be talked to on the bridge, which usually prompts a

rather amusing interaction between her and Joker. Near the clirttaex gdime, Collector

forces will board the Normandy while Shepard and his team members are not on board.

During this section, the player will take control of Joker who is guided by EDI to apply
countermeasures. At this point EDI will ask Joker to removedstraints, as this is the only

way EDI can regain control over the ship and remove the Collector forces. While initially

hesitant, Joker will follow her commands. At this point EDI becomes a true Al with unlimited

free will. EDI will remain present onlaod the Normandy at the startMfiss Effect &nd
initially serves a similar role as she did i
mission Shepard and his team will encounter a hostile Cerberus robot disguised as a human
female named Eva CarAfter defeating her, the robot will be taken on board the Normandy.

Slightly later, EDI will take over this body and use it as a physical platform (not unlike the

Geth platforms previously discussed). While her main systems are still embedded into the

sh p, she is able to remotely control this bo
in terms of female as well as artificiDthernesa Her representation as a female is

i mportant b eorsaossty astrjbibg ggndes te What is ostdgs mechanical

object, the narratives can periodically enact a range of cultural concerns about appropriate

gender norms and physical ideal so (Brown 97)

6 See Image 21
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INnAA Cybor g Ddana Haraeay pases that the figure of the cyborg could
serve as a new drprogressive way of viewing gender, as it shows the artificiality of this
social construct. However, within popular culture the figure of the cyborg has repeatedly been
used to reinforce the traditional gendardsy. Rather than being a pgsehder figurethe

female cyborg has often been represented as a living doll, created (usually) by men for their

own desires and built to serve (Short 83). A

are represented as invincible (§egminatorfilms), whereas feme cyborgs are mostly sexy

and sexually exploitedo (qgtd. I n Brown 95).

description. EDI 6s body is highly feminine a

waist, large hips and round buttotksShealso generally has a very feminine posture and

stance and she seems to wear mgkaround her eyeé.ccording toThe Art of Mass Effect, 3

EDI 6s body needed t o b eMassé&ftegversion bf Marimeom and o]

Metropoli© (1 2) .melmti sommen agai n shows Bi oWareds u

iconogr aphy. HMetropblisis cerdered aoaind th® @eation of a robot who

takes on the likeness of a human woman named Maria. This fake Maria starts a revolt among

the working clasand is eventually burned at the stake. This film shows clear sign of the

AFrankenstein Complexodo and al so makes use of

where the idea of robots infiltrating society is considered a genuine fear. EDI also

masqueades as a human and is able to infiltrate organic society. Another link with science

fiction history is created through the use o

actress Tricia Helfer, who is most famous for her role in the televisiors Batidestar

Galactica(20042009). In this show, Helfer plays a humanoid cyborg known as Number Six.

By using her voice for EDI, as well as her portraying a similar charddsss Effectinks

EDI to the character of Number Six, who is similarly sexealilz. However, Al Numb

may appear to be little more than a femme f a

this figure (and variations of her model) undergoes an astonishing development in the series

and is granted considerable prominencedndv er si t yo (Short 105). Th

series even hints at her being something of a godlike entity, working equally alongside a male

counterpartE DI 6 s devel opments throughout the serie
Despite EDI 6s ésigmthemeiisralso aglbay masctliad aspect to her

character. Kak ou Geankinatérsi Ir m$s ec @amcequ ol It whebe ap

physical form. During the playerdés encounter

" See Image 22
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that she is a gynoith common term for a female robot/cyborg). At one point her escape

shuttle crashes and burns, which leads Shepard to believe she is dead. At this point, Eva will
emerge out of the fl ames, revealing her gyno
menbers and smashing them repeatedly against the burning wreckage, nearly killiffy them

This whole scene shows that there is also a very strong masculine aspect to this cyborg body.
Similarly, after EDI has taken control of the body, she will be able toyminon missions

like any other squad member. She is able to use guns and has her own array of various
technologybased powers. By becoming a squad member she is imbued with traditionally

male characteristics, while visually remaining very feminine, mikehthe female video

game charactersdisslis ed previ ously in thi ssthehmogeltoer . Ac
the perfect machine (and more recently as the ideal virtual figure), the female cyborg, or more
accurately gynoid, unites the twin Othersexflinology and woman into a single

commodifiable form, and the technology based action heroine becoengsrthct fetish

obj ed6t)o. (It i s interesting to note that despi
player is unable to romance her. Instethe player can encourage EDI and Joker, who has

begun to appreciate EDI after their shared experienbags Effect 2to begin a relationship.

As an artificialfiOthelo, EDI 6s representation mirrors t
describedinapremibs chapter. EDIOGs body obviously maltk
player can also choose between several outfits for each squad member that they will wear on
mi ssions, which offer combat bonuses aside f
are dl intended to make her appear more human. One outfit even resembles the default outfit
worn by Miranda Lawson iMass Effect2 At one point EDI will sta
approaching this platform to speak to me, even though they can do so anywheré he s hi p o
(Mass Effect B Her humanlike body allows people to see her more like a person rather than a
piece of software. Like Legion, EDI possess
more subtl e and used t osqgsite explicitsHegnmos notallle ev ol ut
aspect is her sense of humor, a character trait she shares with Joker. Throughout the games,
she wil/ repeatedly make jokes, often playin
artificial entities. She is very sart@sand delivers her jokes very deadpan, leading her to
often conclude her story by stating that it was a joke. At one point, Legion will even state that
EDI has adopted the organic trait of asking rhetorical questions, which is highly inefficient for
artificial entities. This distinct personality contrast with the rather serious tone of the games,

“8 hitps://www.youtube.com/watch?v=3FbRK24 (2:40-3:30)
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especiallyMass Effect 3She thus serves the role of a traditional cereiief character, which
occurs often in cinema. EDI will also repeatedly ask Shepagstigns regarding her identity
as an artificial construct. EDI essentially
advice on numerous subjects. After she proves her loyalty by saving the Normafealysin
Effect 2 there is no reason fortheplayeo di strust her for the r em:
human appearance and her wish to become as human as possible also help present her as a
trustworthy and reliable ally who takes the
representation sees to disprove the threat artificial entities might pose. Instead, the series
emphasizes the positive potential these beings might have.

Lastly, EDI plays a major role in one of the endingMtss Effect 3If the player has
gathered enough allies@has a high enough Effective Military Strength, he/she will be able
to choose the Synthesis option at the very end of the game. The Synthesis option will end the
war by merging organics and artificial entities into one. As the closest thing to a hybrid fo
of life, EDI will narrate the epilogue of this ending and will be seen emerging from the
Normandy holding hands with JoK&rin this epilogue, EDI will state she is now actually
alive. As this option is onl ycoaveadi,l abl e si fprte
vital that the player has achieved peace between the Quarians and the Geth, further solidifying
the idea of cooperation between artificial and organic beings.

In conclusion, alike thefiOther® discussed in the previous chapteng, t
representation of the fema®thed in Mass Effects more diverse and ambiguous. Many of
the female characters in the series are overtly sexualized and seem to be designed to appeal to
a male audience. Similarly, the Romance system shows a cletowéags male players and
presents characters as sexual trophies to be won. On the othe¥haadffectncludes
several strong and progressive characters, most notably in the form of female Shepard. It
seems that for the most pafedéBaoWacatepted t
audience. Thus they designed their gameso6 fe
fiction and video game tropes. Whereas the depiction of artificial andf@ligser® shows
signs of progression, theovdnap r e s ent at i o nthewfemdins stagriaet. @RIl e A O
serves as a perfect example to illustrate this dichotomy. As an arfifitia¢0, she is clearly
indicative of the shift proposed by Sobchack, showing that artificial beings can be just like us.
Onthe other hand, she is overtly sexualized and presented as an aesthetically pleasing object,

which reaffirms binary gender representations.

“9 hitps://www.youtube.com/watch?v=m6u8QIqL Sr{fJ00-11:00)
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Conclusion

In this thesis | have looked at various elements withrMass Effecgamesn order to

answerthefol owi ng questi on: howtheMassiEfiettllogy?h e s s o0 r ¢
have specifically looked at visual representations, keeping in mind the traditional
representations of AOthernessdascEffedsi game f i
mechanics affect these representations.i dent i fi ed and di scussed t
figures within the science fiction genre: th
f emal e As6ciemce fictton cinema serves as a major inspiratiothévlass Effect

trilogylusedt he shi ft in the representationasof @Ot |

a foundation fotooking atMass Effectwhich | will reiterate here:

Todaydés SF fihms Bathenspas&tU Eke Abbdbenr
Others have becontess other. . .They have become our fansliaur simulacra,

embodied asterally alienated images of our alienatedves. Thus, contemporary SF
generally embraces alien Ot hdsitcarbaaety A mor e

mar k t heir fothernesso as ot her t han our

Inorderto analyz&lass EdJdme tmeschani cs | made use of | ¢
procedural rhetoric. | identifieflass Effeédi s mor al ity system and choi
influences in shapg player behavior.

In chapter 2 | discussed three representations of the artificial Otlistlooked at the
g a meavatar commander Shepard, and his/her particular role as a cylmtagonist.
Regarding the conflict between artificial and orgammgs, | discussed the representations of
the Geth race as well as the seriesd main an
clearly part of the AFrankenstein Compl exo,
beni gn nat uotkeratificiatehtiBes, snest notably the Getle Geth are
further humanized by the character of Legion, who, through the use of speech, is able to speak
on behalf ofitsracd. n chapter 3 | di scussed various r e
looking atMass Effedi s party system, I identified that
party members over human party members. These various aliens offer unique experiences
through their fAOthernesso but ankumaneéeums.r t oo
Similarly, when looking at the depiction of the Rachni race and the curing of the Genophage,

it became clear that thMdass Effectrilogy emphasis cooperation with alien races rather than
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destruction or deceit. This is accomplished throughe gamesd r epresentat.
respective alien races, as well as the use of varieganre systems like the War Asset
system inMass Effect 3

While it frequently positions robots and aliens as enemies and thviests Effedi s
overallaesthet approach twisual and narrative elementsmp | i es t hat t he Ot
necessarily to be feared. Through artificial charactersldgion or alien characters like
Garrus and Wrexylass Effecemphasized s ameness o0 rat her t hran fAOth
strange and otherworldly appearance (though they often adhere to a anthropomorphic view of
the galaxy), they are presented as hubgings likeus s ometi mes even mor e
ultimate sacrifice for the benefit of his people represents all theaésigresent within
Western storytelling tradition. The unification of all alien races against the Reaper threat in
Mass Effect 3nvokes the sense that people can overcome their differences and work together.

The character of Shepard him/herselfisalssdi cati ve of modeton sci en
embrace the AOt he hepamd i a tpaditional saence fictiom hecotherdine,r .
but also a cyborg. While various cyborg figures have played major roles within science fiction
like the prevously mentionedNumber Sixfrom BattlestarGalacticg within Mass Effecthe

player actively takes control of a cyborg as the main protagdiistuse of cyborg figures

has become a noticeable trend in contemporary videogames. Video games tend to serve as
escapism or wisffulfillment, allowing players to do things they cannot do in normal life.

Aside from its impact on a narrative sense, cyborg figures are also often used in video games
to give players extraordinary and superhuman abilities with whighcidwe overpower their
opponents. Aside from Shepard, notable examples include the character of Master Chief from
theHalo franchise(2001:), who is acybernetically enhancesuiper soldier, or Adam Jensen

from Deus Ex: Human Revolutiq2011),who is givencybernetic implants and limbs after

being mortally woundedlhrough its frequent use in video games, the figure of the cyborg

has entered into mainstream consciousness.

Asdi scussed i n cha ptteerfigurk of the tyleorgfhas alsolofeen i Ot h €
been seen as a marker for a postgender and postracial world. HaWweyenogressive
representation of fAOthernesso has not yet be
i Ot h &hils t@chnically genderless, cyborgs tend to be represented withiy gerader
divisions, as evidenced by EDI. Similarlyany of the female charactershfass Effectlike
Miranda Lawson and the Asari race, h&deen overtly sexualized in order to appeal to the
gamesd predomi nant | y mostlybeen radwedito rumanstereotypdse y h av

with the exception of several characters. For example, despite her obvious position as a
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sexually desirable figure iMlass Effect 1Liara has transcended this representation and has
risen to become one of the leading figureswith t he gamesd narrative a
favorite among the gaming community.

Female Shepard alsoa somewhat ambiguous figure. On the one hand she
exemplifies the sexless science fiction heroine posed by Sobchack. But while many female
video gamecharacters combine female sexualized aesthetics with masculine actions in order
to please ma audiences, female Shepard has been sexually diffused and is almost
indistinguishable from her male counterpart, which mirrors the traditional depiction of
females within science fiction cinema as identified by Sobchack. This has allowed her to truly
become a protagonist in her owght. As indicated in the introduction of my thesigjeo
games are slowlgttracting a more female audience. Howetlex,predominatly male
audience remains a dominant factor when designing games. While the artificial and alien
AOt her o have become more accepted within con
di stinctly AOthero.

TheMass Effectrilogy also highlighs a noticable trend within digitaind video
gameculture: that of farparticipation. Video games are a type of a participatory media
culture (Raessens 373). Aside from the obvious interactive aspect of video games, the
mediumis intrinsically connected to othezontemporary digital spaces, most notably the
internet. With the rise of the internet, many games mmlude an online component, while
MMORPGS? like World of Warcraft(2004)or shooters lik®verwatch(2016) can
exclusively be played online. The interheis also become a vital component in the
distribution of games as well as the ability to support a game after its initial launch with
additional content (DLC). In terms of fgarticipation, the internet has become a vast
repository where gaming enthusgsan share their experiences. Forums like GameFAQs
offer players tips and walkthroughs, while sites like GameSpot and IGN keep players up to
date on new games and review newly released games. Video game developers can use the
internet to maintain a closelation with their audiencé havealreadybriefly touched upon
BioWared tendency to incorporate user feedback in order to enhance their games. By looking
closely at player behavior and responses, they were able to better satisfy the need of their
audience. Whiledevelopers have the ability to monitor player data, BioWare is among the
only ones who have released some of this information to the public. Many of these statistics
have been quite valuable to my thesis.

0 Massively Multiplayer Online Rol®laying Game
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While | have only briefly touched upanin this thesis, the close relationship between
players and developers in our digital age has a noticeable impact on the creation of games and
the representation of elements |ike the nAOth
Mass Effectrilogy could serve as a case study to analyze these developments.

The power of farparticipation and feedback can be observed when looking at the
release oMass EffecB. Upon it release, many fans were
as they felt their choes throughout the trilogy ditbt have a significant enough impact on
the conclusion. In the end, players were still stuck choosing between two or three choices that
only presented minor differences. In the wake of this disappointment many fans began to
delve deeper into the game in an attempt to find some alternate meaning. This led {0 a well
known fantheory known as the Indoctrination Thedrywhile | will not go into detail, this
theory states that Shepard is indoctrinated by the Reapers (much &keaBdrthe Illusive
Man) during the events dflass EffecB. The final part of the game is believed to be nothing
but a hallucination in which Shepard either gives in to this indoctrination or breaks free.
BioWare has neither dismissed or confirmed theotls. However, in an effort to please their
fans, they later released an Extended Cut which was available to download for free. This
Extended Cugave better context to the gasdearious endings and attempted to create a
feeling of player satisfaction.i@ii | ar | y, Bi o WaMlass Bffect&néited DL C f or
Citadelwas designed with their fans in mind. Thi
many references and insitikes clearly aimed at lortyme fans of the series. The existence
ofthe Indoctrimt i on Theory as wel |l as BioWarebds resp
games and their audience. As part of our digital culture, video games transcend a single
medium and move into a transmedia space. While | have only briefly touched upon this aspect,
the importance of faparticipation and video games as transmedia deserves future research.
As of now, game studies are still in a developing stAgeording to Freyermuth, video
games havbeen subject to the same stages as film and television werdurauly their
inception. Atfirsieconomi ¢ and cul tural success enabl e
resistance and criticism, which at its core is culturally conservatda$). After that follows
acceptance into the canon, official recognition asthblishment of relevant educational
training and course286-237). As video games continue to develop and develop it is
important to look at the significant impact of the medium, specifically regarding the
participatory aspecAs a mediumfidigital games seem to correspond to the experiences of

*1 hitps://www.youtube.com/watch?v=2ZOyeFvn&ilhttp://mww.masseffectindoctrination.com
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cultural digitalization more fully than other forms of representation and storytelling: digital

games relate to the changing ways of perceiving time and space and to new conceptions of

how, under the requiremerd§digital production and communicatioryrhans have to be and

a ct o0 A4 par6oj our cultural digitalization, video games are able to quickly adapt to the
dominant notions of the time and the wishes of the audience. As player feedback is

increasinglyy mpor tant, it wil/ be I i kebMwthnvideat t he r

gameswill only improve in the futurend include a more equal representation for women.
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Appendix

Image 1: Renegade Shepaktbgs Effect p

Image 2: The GethMass Effect L
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Image 4: LeviathanMass Effect B
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Image 5: Reaper shipsass Effect B

Image 6 Reaper forcedass Effect B
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Image7 & 8: Indoctrination (Saren frorklass Effect & The Illusive Man fromMass Effect
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Image9: SelectionoMass Effedi s al i en races.
The image does not include al/l races, but

anthropomorphic representation of aliens.



