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ABSTRACT

Thanks to digital technologies offering the opportunity of interaction to its users,
digital game platforms, just like other digital media platforms, reveal differences and
multiplicity. Digital game platforms are environments where sexuality, genders, races,
cultures and ethnicities are represented. At this point, it is seen that the “Feminist
Gaming” approach, in which a counter-representation and narrative construction
is positioned against the marginalizing, sexist, homophobic and male-dominated
game culture in the digital game environment, appears in the context of digital game
sociology and feminist theories. Assuming that transforming the digital game industry
and digital game platforms (narrative-character-representation-discourse-image-
space) into a research field is an important step towards combating marginalizing
practices, the study will examine how a fair gaming environment can be built through
the games included in the sample group based on the technofeminist perspective.
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INTRODUCTION

This study, titled “A Technofeminist Approach to Digital Gaming Platforms:
Feminist and Queer Gaming Studies,” consists of four sections. The first section,
“Technofeminism: A Feminist Perspective on Technology,” examines the interre-
lationship between feminism, technology, and gender and attempts to explain the
concept of technofeminism. The technofeminist approach is significant in that it
goes beyond merely addressing the liberating and positive aspects of technology to
problematize the hate speech and violent practices that technology is thought to facil-
itate. It also stands out as a more inclusive approach than other concepts, as it offers
amore holistic perspective on digital feminism, xenofeminism, and cyberfeminism.

The second section of the study, titled “The Relationship Between Digital Games
and Gender,” examines the relationship between digital games, which are digital
media products, and gender. Throughout the section, it is emphasized that digital
games are not merely a means of entertainment, but also an environment where
codes related to personality, self, identity, sexuality, gender culture, and gender find
representation. It is demonstrated, supported by literature, that digital games are de-
signed, constructed, and produced within a male-dominated culture and perspective.

The third section of the study, titled “The Digital Gaming Environment as a
Space for Representation,” emphasizes that digital gaming environments are spaces
where identities and selves can be reconstructed. The digital gaming environment,
which can be interpreted as a means of expression, is considered important in that
it offers users a space for freedom of self-realization and expression. In addition to
providing a platform for othering practices and hate speech, digital game environ-
ments are important in that they have a structure that affirms the other, enabling
representation and existence, thanks to feminist policies, perspectives, and feminist
and queer game studies.

The fourth section of the study, titled “Feministand Queer Game Studies,” discusses
the necessity of a feminist perspective in digital game environments. By bracketing
the traces of the dominant ideology in digital game environments, researchers have
been driven to feminist and queer media and game studies by their belief in the
necessity of fair interpretation, representation, and identity politics. In this context,
how a fair gaming environment can be constructed within a global cultural context
is linked to the use of stereotypes, the deconstruction of representations squeezed
between gender binaries, the transcendence of normative boundaries, and players'
experiences of otherness. Ultimately, the achievement of a fair gaming environment
is associated with a technofeminist perspective.
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