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Gender Switching of MMORPG

Study of the reason for gender swapping in avatar making
TERASAWA Hiroki ' ENDOH Masanobu®

! Faculty of Arts, Tokyo Polytechnic University 2-9-5Honcho, Nakano-ku, Tokyo, 164-8678 Japan
E-mail:  'waira2323211@icloud.com, m.endo@game.t-kougei.ac.jp

AbstractWhen the player creates an avatar in the game, there is a case to select different gender from the actual
gender.The reasons are known as "improvement of sociability" and "escape from reality".Sexy costume for female avatar
is popular with male players in MMORPG of Japan.We surveyed by questionnaire in order to confirm the reason for
this.As a result, avatar tended to have been created as a target for sexual interest.

KeywordsDigital Game, Avatar, Gender Swap, Online Game
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