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What would happen if the person 

who has been represented in a video 

game, is sitting by your side 

watching how you interact, attack or 

stroke her avatar? Where is 

the/your limit? faces the feminine 

iconography in the art and digital 

world, bringing about a debate on the 

current use of video games and the 

sexist projection of the woman image. 

The project sets out the role and the 

power of this culture product as a tool 

of social transformation, when the 

development studios and those who 

consume games use the gender 

perspective.

W h e r e  i s  t h e  

l i m i t ?

In 1966, the artist Yoko Ono did the 

performance 'Cut Piece' where she 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. 

'Cut piece' called the audience and showed 

that our look has the power to destroy the 

observed object.

 

Eight years later, in 1974, Marina Abramovic 

researches the role that the spectator’s look 

plays in the art world with her 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. By 

dehumanizing herself in front of the audience, 

the artist allows us to explore the real nature 

of those who participate in the performance, 

individuals who are able to attack sexually 

and physically in the space of an art gallery. 

 

'Cut Piece' and 'Rhythm 0' question how 

violence perspires when we allow people act 

without consequences.

ART, GENDER AND 
VIDEO GAMES
 

In 2017, in the videogame and virtual 

representation field, 'Frontiers of Psychology' 

published a research that insists on the fact 

that sexism on the screen stirs up sexist 

attitudes in the people who play. It is 

important to stand out that they came to this 

conclusion after analysing the behaviour of 

13,520 French boys and girls aged from 11 to 

19.

 

On the other side, the question would be: can 

a video game help us to be better people? A 

research commissioned by UNESCO has 

analysed how videogames can be used to 

encourage gamers to develop better values. 

The researcher, Paul Darvasi, points out the 

important quality of the games which include 

values as the gamer can literally find himself 

in another person’s shoes to understand his 

situation and establish common links.

 

In this context that debates the role of 

videogames and the power that it exerts on 

the people who play and those who are 

represented, the project 'where is the/your 

limit?' sets out the representation of women 

in the videogame field and its consequences 

in the real world, by questioning current 

proposals of freedom to use violence against 

women in the virtual world.
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