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In 1966, in the Institute of contemporary Arts of 

London, the artist Yoko Ono carried out the 

performance Cut Piece¹ in the symposium 

Destruction in Art. Ono invited the public to 

approach and tear her clothes with a pair of 

scissors while she was kneeling. By challenging 

the apparent neutrality between those who just 

look and the artistic aim, the artist shows us a 

situation where the audience takes part in the 

aggressive act of exposing the woman body, 

which, historically, has been the object of the 

man look in the art. As the Guerrilla Girls 

denounced in the eighties, women have to be 

naked to get into museums and but not as artists 

or subjects that can create.  

 

Cut piece called the audience and showed that 

our look has the power to destroy the observed 

object. 

 

8 years later, in 1974, Marina Abramovic 

researched into the role that the spectator’s look 

plays in the performance Rhythm 0, in which the 

artist appears next to a table full of objects that 

the spectators, most of them men, could use on 

her body. 

The project: the context and 

artistic background 

B Y  N I R A  S A N T A N A  R O D R Í G U E Z  
N o v e m b e r ,  2 0 1 8

On the wall there was a text that said: “There are 

seventy-two objects on the table that can be used on 

my body whatever you like. I am the object”.  Among 

the objects there was a gun, a bullet, a saw, a hatch, a 

fork, a comb, a whip, a lipstick, a bottle of perfume, 

paint, knives, matches, a feather, a rose, a candle, 

water, chains, nails, needles, pairs of scissors, honey, 

grapes, plasters, olive oil and sulphur. (Phelan, 

2005,p.100)

Of course, the sentence in defence “but I am an artist” does not 

acknowledge the connection between the transgressor ideas that 

the artists appreciate and the potentially harmful behaviour that 

bringing those ideas to life implies. 

Today, that connection is still blurred. Freedom of expression, the 

fundamental previous requirement for the artistic creation, does 

not only let contemporary artists act without inhibitions but also 

rewards risks and transgressions. When that permission and those 

rewards are mainly given to men in a position of power, the 

uncontrollable freedom can be reached by the less powerful 

ones, women included. “It is the way the term freedom of 

expression has been taken over by the alternative right to 

legitimise the violence, said the performance artist Emma 

Sulkowicz to the HuffPost. “Sure, it is freedom (of expression). But 

freedom for whom?”² 

That way, Frank brings back a question that keeps being 
discussed in heated debates in relation to violence and 
women representation inside and outside the 
contemporary art field. 
 

By being dehumanized in front of the audience, 

the artist allows to know the nature of the 

people who participates in the artwork, 

individuals who are capable of attacking 

physically and sexually in the space of an art 

gallery.   

 

Cut Piece and Rhythm 0 question how the 

violence transpires in the moment we let people 

act without consequences.  

 

On this point, in her article for Huffpost, the 

culture American critic and reporter, Priscilla 

Frank, mentions those men that in their position 

of artists exploit the individuals in the process of 

sexualisation and hiper-sexualisation of the 

bodies they represent, bodies that generally 

belong to women.   



Without going any further, on 26th October of this year. The 

company of videogames Rockstar Games launched Red Dead 

Redemption 2, an action and adventure videogame in a open 

world set in the far west and the cowboys world, obviously 

starred by a man, Arthur Morgan, an outlaw belonging to a 

decaying gang of robbers. 

 

Since its launch, this videogame in perspective of first and third 

person has generated an intense debate due to one of its 

passages and the videos recorded and published by gamers. 

 

Red Dead Redemption 2 is a videogame that must be submitted 

for debate, not only because 17 million units have been sold in just 

one week but also because there are some aspects such as the 

freedom to use violence in a supposed open world. Misogynistic 

acts have been denounced, in which the woman is used as an 

object of ridicule by gamers.  

During this month of November 

Youtube has decided to eliminate from 

its platform some video where feminists 

were hit, as in one of the scene of the 

game, whose story leads us to America in

1899, there is a group of suffragists that 

reclaims the right to vote with notices 

and posters.

In particular, in one of the many recorded videos, the main 

character of the game can be seen riding after a suffragist and 

dragging her with a rope until they arrive in a swamp where the 

woman in attacked by a crocodile and afterwards hit by her 

captor. The pressure of the gamers has made Youtube include the 

videos again on the condition that only people over 18 will be 

able to see them. It is nothing new seeing how Rockstar and other 

videogame companies let those who want to justify woman 

abuse, do it.  

 

In the videogame Grand Theft Auto (GTA)³ publishes in 2015 by 

Rockstar, it provided the gamer with the possibility of hiring the 

service of a prostitute, pay for it and then kill her to get the money 

back and score some points.  

 

The debate about what type of content is abusive, male 

chauvinist or misogynistic is open and the repercussion that this 

type of behaviour have on those who play and on those women  



who must bear how their image is the target of an 

absolute outrage in the virtual reality. 

 

In 2017, Frontiers of Psychology⁴, (The most important 

scientific psychology magazine in the world) 

published a research that found out that sexism on 

the screen generate sexist attitudes on the people 

who play. 

 

In the opposite side, the question would be: could a 

videogame help us to be better people? A research 

assigned by UNESCO⁵ analysed how the videogames 

can be used to encourage better 

attributes to gamers, “being on their shoes” The 

researcher, Paul Darvasi, point outs that the games 

have an important quality because they introduce 

values since the person who plays is in someone’s 

else shoes to be able to understand his or her 

situation and establishes common bonds. 

 

In this context that debates the role of videogames 

and the power exerted on those who play and those 

who are represented, the project Where is the/your 

limit? considers the representation of women in the 

videogames world and its consequences in the real 

world, submitting for debate current approaches 

about the freedom to exert violence on women in the 

virtual reality.  
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It is addressed to those who think, in the development 

and gamer sector, that what happens on the screen 

stay on the screen. The proposed piece is a videogame 

that recreates the artist Nira Santana in a 3D image. In 

black clothes, she will appear at the bottom of a 

corridor, to which the main character, the spectator of 

the artwork, will have to approach.  He or she will go 

to meet the artist.  The one who decides to play will 

be provided with a set of items that will be able to use 

without limit (cotton, dressing, knife, whip, lipstick, 

feather) The limit will be set by the spectator. While 

the gamer plays, the artist will be sitting next to him or 

her so that the gamer can feel that he is attacking or 

stoking a real person, a woman that could be any 

woman. The videogame is cumulative, every game and 

the harm suffered is saved so every time a gamer plays 

a game, he will start with the amount of harm already 

saved. There will be a recording of the game as well 

as a recording of the gamer and the artist so that we 

can set a correlation between the virtual and the real 

dimensions. While the virtual character is 

indestructible, the artist’s emotions will be present 

during the performance, a fact that faces the idea 

that our iconographic representation and what 

happens to it does not affect us in  

 

Where is the/your limit? brings face to face the 

female iconographic between the art world and the 

digital one and proposes a debate about the current 

use of videogames and their sexist projection of the 

woman image. On the other hand the project lays out 

the role and the power of this culture product as a 

tool of social transformation provided the videogame 

design companies and those who consume them apply 

the gender perspective. 
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