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Abstract 

This paper aims to examine a representation of gender-based violence words inside videogames. This 

study focused on processing textual data inside videogames, where Genshin Impact’s in-game textual data 
is the chosen object of research. In previous researches regarding modern media, gender male was always 

related to violence words more than female. Uncovering the result from comparison of violence words 

used Genshin between male and female is the main goal of this study. Genshin was chosen because the 

dominant number of female characters (33) compared to male characters (17), which piqued a curiosity if 
this game is able to change the culture where female characters can be more related to violence words.  

Mixed-method analysis is used as the core method of this research, as aside of statistical analysis by 

corpus software, culture and social aspects are also analyzed based on statistical result.  The result shown 
that despite big difference in character count, male characters still have more relation to violence words 

than female characters by around 2%. 
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1. INTRODUCTION   

Videogames nowadays are no longer about moving small number of pixels with little interactions, 

but also includes many rows of interactions between characters inside the game. This situation enables 

corpus-based researches, such as ludolinguistic, which is a term for corpus linguistic focused on 

videogames. Researches related in corpus videogames are still scarce, especially researches related to 

videogames’ textual data (Heritage, 2021). Gendered violence has been included in a lot of issues related 

to social, political and cultural topic. The topic has spread into a lot of fields and the discussions are not 

only become a real-life conversation, but also online discussions on multiple platforms. The field of video 

games also cannot escape from discussion about violence related to gender, whether it is a conversation or 

chat between online game players, video game textbooks and textual data of video game (Baker, 2013), 

which is now easily obtained thanks to official and fan-made sites which provide the data. However, 
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statistical data and qualitative research of this circumstance are still scarce, let alone the combination of it. 

In video games, unfortunately there are still few researches regarding gender representation. Various 

researchers have investigated the representation of gender and sexuality via large scale content analyses. 

Several scholars have also examined how gender and sexuality are represented in texts around 

videogames, such as in magazine articles, player-to-player communication, websites, and interviews with 

players/content and many more (Heritage, 2021). Videogames are no longer limited to simple aspects like 

arcade games or simple pixel games like Pacman or some 1980s videogames. Modern videogames carry 

complex layers of meaning, which always reflect a certain set of ideologies about society and its power 

relationships (Ensslin, 2012). 

 Regarding this research, however, these studies mainly focus on visual aspects relating to gender, 

such as body size, the degree to which women are visually sexualized, or player’s experiences. In this 

research the focus was on video games’ texts. The linguistic analysis based on video game texts called 

Ludo linguistic. (Heritage, 2021) argues that examining on how gender is represented at a linguistic level 

within videogames as texts is still needed beside examining how gender is represented in videogames at a 

visual level. Corpus linguistic will be used as this research’s method. (Heritage, 2021) continues that 

corpus softwares can reveal information which might not have been visible by manual analysis alone – 

such as by demonstrating what words are statistically likely to occur with what other words, or what 

words are statistically likely to appear in one videogame in comparison to language in general. 

Based on previous ludo linguistic researches, (Heritage & Koller, 2020) argue that there are three 

types of video game data that can be examined: the first is the language used in videogame Para text, like 

tutorial books and magazines related to the video game. The next is player-interactions, which gathered 

through netno/ethno-graphic methods. Finally, the third and currently less frequent is analyses of 

videogames as textual sources of. The third type is what the focus of this research. Researching natural 

language processing (NLP) from videogames can also be done with corpus as well (Hämäläinen et al., 

2022). 

The object for this research is the textual data inside video games Genshin Impact. This game is 

released in September 2020 which appeared as one of the most popular video games in current years 

(2020-2022). The reason of this choice is not only because of the game’s popularity, but also due to this 

Genshin’s huge number of characters and texts from a lot of sources. The entire textual data from Genshin 

Impact will be examined via corpus linguistic softwares, LancsBox and AntConc to find the gender 

representations. This research is expected to increase the knowledge of corpus linguistics especially on 

word choice and reveal how particular words (including noun, verb, and adjective) are associated with a 
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particular gender. The data included is the video game textual data from their release data version until 

version 3.2 which is started at October 1st. 

One of recent studies about gender-based violence words is used to analyze Italian media (Busso et 

al., 2021). This research presented a cross-modal of newspaper and TV language regarding the 

sociological occurrence of gendered violence, through qualitative and quantitative analysis of an ad hoc 

compiled newspaper corpus and multimodal database. The corpus was analyzed to reveal the 

collocational behavior of related terms. The data confirm the results of their surveys that the gravity of 

violence seems to be somehow attenuated by external circumstances or by internal factors like temporary 

illness. The TV shows also reports on psychological violence and domestic abuse is related with femicide. 

While the study committed to research about gender-based violence words, there is still lack of 

comparison of similarities between violence words related to men and women. This research will give 

more insight about that comparison. 

The other recent studies related to gender in video games are done in various video games. One of 

it is a popular criminal open world video game, Grand Theft Auto (Gutiérrez, 2014), though corpus is not 

the tool of the analysis. This research leans more on a social issue, not something linked to the private 

decisions of those individuals who "consume" video games or the people responsible for them (usually 

families). Responsibility comes before the market, before these products reach the market. The video 

game itself contains a lot of violence and harsh words directed towards women, such as Hit the bitch, and 

there are features which enabled the gamers to hit and even inflict a fatal damage to women characters in 

GTA. 

The main topic of this research is discovering gender-based violence words in a video game 

Genshin Impact until at its lexical level. This research uses LancsBox to process the corpora from 

Genshin Impact textual data and to generate the visual graphic to depict whether gender difference really 

give impact on the result. The study of analyzing gender-based words at lexical level in video game has 

been done many times in the past, until this type analysis had a name, called ludo linguistic. The previous 

studies about ludo linguistic typically focus on visual aspects relating to gender, such as body size, the 

degree to which women are visually sexualized, or player’s experiences (Baker, 2014). While in this 

research, corpus linguistic is implemented to discover the violence words within video games textual data. 

The endgame of this research is to determine the lexical items that related to violence in Genshin Impact 

and to know further about how the creator depicts how much men and women are using the violence 

words. In the end, the similarities and differences of how violence words related to both men and women 

will be compared based on statistic generated from LanscBox and theoretical analysis about gender 
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violence and gender representation. The endgame of this research is to determine the lexical items that 

related to violence in Genshin Impact and to know further about how the creator depicts how much men 

and women are using the violence words. In the end, the similarities and differences of how violence 

words related to both men and women will be compared based on statistic generated from LancsBox and 

theoretical analysis about gender violence and gender representation.  

2. RESEARCH METHOD 

The approach used in this research is mixed-method analysis. The reason of using mixed-method 

analysis is because the data which gathered from corpus software are formed as numeric or statistical 

data, thus quantitative method is used here. But the use of qualitative method is still necessary to uncover 

the reason why a particular variable has certain number. According to (Dawadi et al., 2021), the 

qualitative aspect from mixed-method analysis provides a deeper understanding of the issue being 

investigated, which in this case is the statistical data processed from corpus software. Quantitative results 

can also be triangulated with qualitative research. Triangulation is the use of multiple methods or data 

sources to develop an overall understanding of a research problem or to check the validity of information. 

through the convergence of information from different sources (Carter et al., 2014). The research design 

used for this research is corpus linguistic. The materials for this research are a huge data of texts. The 

texts are processed by corpus linguistics’ programs where the data collection and analysis will be done. 

Before the processing step, the texts will be filtered and cleaned from unnecessary and unrelated words, 

numbers and symbols as those things are able to hinder the true result. 

 The population of this research cover almost all of Genshin Impact’s in-game components. Not 

only the details of characters, but also the description of weapons, artifacts, stories and even conversations 

with non-playable characters. At the current time, the content population will be from version 1.0 to 

version 2.7, where this research is made. The entire textual data is gathered from Genshin Impact’s text 

files. Although accessing data via datamining or gathering it manually from inside game is difficult, I 

choose the website www.genshin-impact.fandom.com as this site covered all in-game texts that required 

for this research. The data required consists of texts from main story quests, playable characters’ story 

quests, hangout quests and artifact’s descriptions. 

The data from Genshin Impact texts are processed by two softwares: antconc and lancsbox. 

Antconc is used for searching the keynes. The keyword reference used to search the keyness is from 

100.000 words of English news in wortschatz.uni-leipzig.de. Lancsbox is used for processing the 

collocates. The type used is MI and the collocates within a 5 left – 5 right window spans of the node 
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words (“he” and “she”) were examined. Furthermore, a minimum occurrence of ≥ 5 was imposed for 

collocates. These two tables of collocate “he” and “she” are sorted by MI score. 

3. FINDINGS AND DISCUSSION 

3.1 Representation of gender 

Before analyzing the violence words based on gender, the first information to know is that as in 

Genshin Impact version 2.8, as comparison the total of male playable characters is 17, while the female 

one is 33. The amount of playable female characters are almost doubling male characters. But, in order to 

show the how Genshin Impact represents both genders inside the game, a keyword analysis is done with 

Antconc showing top 50 unique keywords in Genshin. 

Table 1. Keyword List of Genshin Impact’s Wordlists 

 

This data reveals that gendered lexical terms may not be the most frequent within the keywords, 

but that they are still a salient feature, with approximately 24% of the keyword list being referencing 

male/female social actors. Within these gendered terms, the data reveal some information about the 

representation of gender at a quantitative level. The keywords suggest that female characters and their 

pronouns are more frequently represented in this data set, as 8 of the keywords, “paimon”, “her”, 

“shogun”, “jean”, “she”, “yae”, “miko” and “ei”. Meanwhile, the male characters and their pronouns have 
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4 keywords, which are “dainsleif”, “venti”, “zhongli” and “he”. This shows that female characters are 

more centered in Genshin Impact’s storyline. 

3.2 Collocates of Violence Words 

After discovering the general gender representation, the next step is for uncovering the gender-

based violence words. For this section, collocates within a 5 left – 5 right window spans of the node 

words (“he”, “she”,) were examined. Furthermore, a minimum occurrence of ≥ 3 was imposed for 

collocates. Finally, the verbs and nouns related to violence words was selected and represented in the 

following tables.  

Table 2. Violence verb and noun collocates of “he” 

Verb Noun 

No Collocate Freq (coll.) No Collocate Freq (coll.) 

1 lose 21 1 end 18 

2 disappear 16 2 blade 14 

3 fight 15 3 death 7 

4 fall 11 4 duel 6 

5 defeat 11 5 pain 6 

6 die 11 6 blood 6 

7 face 9 7 battlefield 5 

8 suffer 9 

   9 finish 8 

   10 encounter 8 

   11 break 7 

   12 draw 7 
   13 steal 7 

   14 pierce 7 

   15 force 6 

   16 cross 6 

   17 collapse 5 

   18 battle 5 

    

The data from Table 2 is the result of collocational analysis using lancsbox. From the verb 

collocates, the total of violence words is 169 from the total of 4241 verbs collocated with “he”. This 

means the number of verbs related to violence from male perspective is approximately 3,985% of total 

verbs collocated with “he”. 
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Meanwhile, for the noun, the total of violence words is 62 from the total of 1117 nouns collocated 

with “he”. This means the number of nouns related to violence from male perspective is approximately 

5,551% of total nouns collocated with “he”. 

Table 3. Violence Verb and Noun Collocates of “She” 

Verb Noun 

No Collocate Freq (coll.) No Collocate Freq (coll.) 

1 finish 10 1 monster 7 

2 fall 10 2 loss 6 

3 disappear 9 3 blood 6 

4 strike 8 4 flame 5 

5 fear 8 5 death 5 

6 burn 8 6 enemy 5 

7 force 6 

    

The data from Table 3 is the result of collocational analysis using lancsbox. From the verb 

collocates, the total of violence words is 59 from the total of 3940 verbs collocated with “he”. This means 

the number of verbs related to violence from female perspective is approximately 1,497% of total verbs 

collocated with “she”. 

Meanwhile, for the noun, the total of violence words is 34 from the total of 1287 nouns collocated 

with “he”. This means the number of nouns related to violence from female perspective is approximately 

2,642% of total nouns collocated with “she”. 

 

4. CONCLUSION 

The corpus collected from Genshin Impact textual data served a lot of required data for research. 

According to the data presented in the previous section, it can be concluded that by using collocates “he” 

and “she”, male characters has related more into violence words than female characters. From the verb 

collocates, male characters have 2,488% more than female character, meanwhile for noun collocates, 

male characters have 2,909%. The ratio of violence words with total of words and difference between 

“he” and “she” violence word collocates in Genshin Impact data is really small. This is understandable 

despite Genshin Impact is a Role-Playing Game which emphasis on combat style, the game itself has 

Teen rating (> 12 years old) according to ESRB, which means the developers intentionally toned down 

the violence and harsh words inside the game.   
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