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Suzy: “The guys on RuneScape say they
make a female character for about

seven reasons. The biggest reason is

something nice tolookatand if a guy
tellsyou otherwise, he’s lying. In most
games there’s nodifference now

between menand womenava
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ers] are just an
self really. I've got multiple
aractersin WOW [World of Warcraft] but

my main characteris [Aria], and I suppose

because I've spent so much time with her
kind of identify with heras we
[Aria] - that's me. Ad

an: “I always go for the
male because they usually
have the advantage. In

most games,

ormative space, one
ubject positions are ‘tried out
through practices of everyday I
and these acts, or fabrications
over time an identity
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