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Abstract /l
Online social networks are increasingly consequential in individuals’

professional and personal lives, as many people engage online to create

and maintain meaningful relationships and satisfy their needs for social Article History

connection. People tend to curate their online representations (profile
pictures for different websites, videogame avatars, bitmojis, profile page
bios, etc.) with almost as much regularity as their corporeal (real-world)
self-presentation. As such, the current study explored the socially utilitarian
choices people make when presenting themselves in both the corporeal
and virtual public spheres. Participants completed a questionnaire
assessing various aspects of their self-presentation and behavior in real-
life, social media, and online videogames. We found several differences
in self-presentation strategies in both online and offline contexts based
primarily on ethnoracial background, sex, and skin tone. Minority women
(particularly Multiracial women) reported dyeing their hair significantly more
than White women, and the overwhelming majority reported dyeing their
hair a lighter color than their natural hair color. Women use more emojis
and exclamation points in emails and digital interactions than men, and they
are more likely to use skin lightening filters before posting a selfie on social
media. In addition, we found a descriptive pattern indicating that straight
women and bisexual women dating men use more filters than lesbians and
bisexual women dating women. Finally, in online videogames, men who
are below average height reported creating videogame avatars that were
taller than they were, individuals with darker skin tones reported creating
avatars with skin tones lighter than their own, and introverts reported
that they pretend to be extroverted in videogames more than extroverts
reported pretending to be introverted. This study highlights the importance
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of online self-presentation on people’s social lives and the strategies that
people utilize to align how they believe they are socially perceived with a
more idealized version of themselves, or a version of themselves that will
confer greater social capital than what they believe they naturally embody.
Given the increasing possibilities of identity customization in the virtual
public sphere, further research is needed to fully understand the complex
relationship between online and offline self-presentation.

Introduction

The customization of one’s identity and the curation
of one’s self-presentation are more possible now
thanks to the technological advances in the years
since Sir Timothy John-Berners Lee introduced the
World Wide Web in 1991. Globalization was already
helping humanity achieve greater cultural pluralism
and the advent of social networking platforms in the
2000s furthered the sense that much of the world
was becoming a non-local nuclear family.

What this meant on the individual level is that the
curation of one’s self-presentation became more
important and more complex to manage, as it
required maintenance in both the offline and (now)
online worlds. Though the virtual public sphere
added a layer of complexity to how we negotiate
our identities, this new online modality in which
we live a portion of our lives also provided new
mechanisms for identity customization that are
improbable, infeasible, or even impossible in the
offline modality of our lives. As such, our study
sought to examine individuals’ propensity to engage
in social utilitarianism in their self-presentation and
identity management in both the online/virtual and
the offline/corporeal worlds.

Previous studies have examined the processes that
individuals go through in order to affirm their self-
presentation and market themselves to themselves
and others. Regardless of which impressions people
try to express, they will only be effective if others
accept them. According to Schlenker & Weigold
(1990), good self-presentation always includes a
trade-off between two factors: (1) beneficialness
(providing the most favorable impression feasible)
and (2) credibility (making sure the image you
present is believable).

For example, if Kim Hye-jin, the only East Asian
American student in her predominantly White
American high school in central Vermont, dyes

her hair blonde, wears Louis Vuitton boots, and
is regularly seen reading Harpers or listening
to the latest podcast from BBC, it will afford her
less signaling utility than if her British classmate,
Hermione Potter, did the exact same thing. That
is, the social utility of various self-presentation
strategies is relative, and the potential social capital
accrued differs as a function of one’s social identity
and the social context, among other factors. To
that point, if Hye-jin introduced herself using her
nickname, Jennifer, it would afford her more social
capital than if Hermione went by the nickname
Debbie.

Identity negotiation theory highlights the importance
of negotiating sociocultural membership identity in
intergroup communication situations (Ting, 2017).
Individuals conform to various identity negotiation
standards that promote smooth interpersonal
relations and foster interpersonal harmony (Swann
et al., 2008). Generally, people avoid personas that
do not align with essential parts of their identities.
Instead, they prefer identities that are more
consistent with definitions of who they are. In this
way, the identity negotiation process entails a self-
presentation strategy wherein individuals perform
the identity that they wish to have acknowledged by
others (Stets et al., 2000).

Individuals are motivated to construct their identities
using the discourses available in their eras and
societies (Butler, 1997) (Foucault, 2008). Such
motivations are just as present in the virtual public
sphere as they have always been in the corporeal
public sphere. In the realms of social media, profile
pictures, MMORPG avatars, and Bitmoji, the
mechanisms of identity construction have never
been as numerous. Social media and MMORPG,
in particular, reveal how one can construct an identity
via linguistic performance, behavioral performance,
punctuation performance, attire performance, visual
digital body performance, personality performance,
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help-seeking performance, and emoji performance
as users assemble their digital identities through
the techno social adaptations of various platforms.

In the next section we discuss different aspects of
social utilitarian and proceed to discuss its application
in one of the most immersive, anthropomorphized,
virtual social contexts: online videogames.

Social Utilitarianism

“the literature has largely overlooked a distinct and
potentially critical action that minorities might take to
try to avoid anticipated discrimination: changing how
they present themselves — especially in relation to
racial cues” (Kang et al., 2016, p. 3).

Social utilitarianism encompasses the tools people
employ to manage others’ perceptions of who they
are for social reward optimization (Goffman, 1963).
For instance, "Some recognizable names from the
18th century such as George Elliot and George Sand
were pseudonyms for female authors who preferred
to publish under a male name (Eleanor Blau, 1989)"
(McAlpine, 2015). In short, female authors published
their work using a male name to increase the
likelihood that their work would be taken seriously.

Another good in-person example of social
utilitarianism took place in 2020. A Black Indianapolis
homeowner named Carlette Duffy felt that her
property had been undervalued in two previous
evaluations (Planas, 2021). For the third appraiser's
house visit, Carlette went to considerable pains
to keep her race hidden, including removing
photographs of herself and her relatives, and had
a White acquaintance pretend to be her brother.
As a result, the appraisal value of Carlette Duffy's
house had more than doubled. According to the Fair
Housing Center of Central Indiana, Duffy's home was
evaluated for $125,000 the first time, $110,000 the
second time, and ultimately $259,000 the third time
when she hid the fact that a Black person lived there.
In a similar real estate appraisal scenario in Florida,
Alex Horton (White husband) remained in the house
with the real estate appraiser as Adena Horton
(Black wife) & their son (Multiracial) snuck out the
back (Young et al., 2020). They also took down all
family photos, any pictures of Black people, and hid
items associated with Blackness. As a result, "the
Hortons received a second appraisal — $465,000
— 41% higher than the first amount" of $330,000

(Young et al., 2020). (Young et al., 2020). quoted
Andre Perry's perfectly poignant statement that
"When we look at Black assets, we judge them like
we judge Black people. And so we reduce the value."

In these examples, the socially utilitarian strategy
of concealing the ethnoracial background of the
homeowner had a substantial financial benefit.
Importantly, the success of Carlette’s and the
Hortons’ strategy shares a painful/unfortunate
component of Hye-jin’s strategy to go by Jennifer
instead of her South Korean name. In each instances
individuals are experiencing a boost in their social
capital by hiding a meaningful aspect of who they
are.

In the following section, we discuss the ways in
which individuals strategically interact with others
when presenting aspects of themselves.

Interactive Performativity

People derive social rewards from the manner in
which they interact with their peers in various social
contexts, and this is true in both offline and online
interactions. An everyday example of this in the
virtual public sphere is the way that people use
emojis, punctuation patterns/rules that are accepted
(and largely expected) in digital interactions though
they are ill-advised in any offline language courses,
filters that change aspects of photos to communicate
various aesthetics and/or moods, and other methods
that people use to portray themselves in a favorable
way. It is worth considering the extent to which
individuals perceive that such actions are effective —
or at least reinforcing - whether measured in views,
LIKES, retweets, comments, and/or one’s personal
self-appraisal.

Emojis and Punctuation

Emojis are a significant aspect of social behavior in
today's digital world. Emojis are pictographs used
during communication (Miller et al., 2016) and they
have become a common mode of communication
(Barbieri et al., 2016). Moreover, in the realm of
human courtship, emojis can be used strategically
as affective signals (Gesselman et al., 2019).
Gesselman et al. study found that those who use
more emojis with prospective partners before the
first date had higher emotional and physical intimacy
with them and were more likely to have success
in forming a relationship with them. However,
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understanding the precise context of an emoji is
not abundantly straightforward. Emojis can be used
ironically or intentionally, and often one emoji can
pertain to many different interpretations.

In addition, decades of research finds that women
report using significantly more exclamation points
than men, and men are more likely to report that
they generally do not use exclamation points in their
digital interactions (Scates, 1981); (Rubin et al.,
1992); (Herring, 1994); (Winn et al., 2001) (Colley
et al., 2002) (Waseleski, 2006). Taken together,
it is likely that women interact in a more expressive
manner than men in the virtual public square.

Filters

Compared to men, women tend to be more
concerned with, judged more for, and experience
more consequences based their appearance (Buss
et al., 2020). As a result, women are more likely to
alter their appearance for socially utilitarian reasons
(Krems et al., 2020), such as more attractive women
being more likely to receive help from strangers
(Bhogal et al., 2016), attractive servers earning
more tips from customers (Parrett, 2015), women
wearing cosmetics sell more retail products (Kulesza
et al., 2014), and women concerned with economic
scarcity are more likely to alter their appearance for
the acquisition of resources (Netchaeva et al., 2016).

Posting pictures facilitates social interaction in the
virtual public sphere (Lin et al., 2012). According to
(Bakhshi et al., 2015) , filtered pictures are 21% more
likely to be viewed and 45% more likely to receive
comments than unfiltered photos. Filters are used
regularly for different reasons. For some, using a
filter may mean blurring or hiding blemishes. For
others, it may mean acquiring a tan without investing
the time, sunscreen, and skin cancer risk of going
out and getting one.

Moreover, the use of filters is influenced by the
standards of different cultures and what would reap
the most utilitarian benefits. For example, (Varghese,
2017) examined the lightning-filter use behavior
of Indian women who shared their posts on social
media. Varghese discusses Indian women’s desire to
have lighter skin and connects it to why light-skinned
Bollywood actors are the ones with the most success
in the Indian movie industry. It turns out that Indian
women making themselves appear whiter, confers

socially utilitarian benefits. According to (Varghese,
2017), Indian women who appeared less South
Asian and more White received more LIKES and
interest from men.

While for some, using a lightning filter would mean
maximizing their utilitarian rewards, the opposite
holds true for others. A lightening filter would mean
that they would feel ‘washed out’. Instead, these
individuals may opt for a filter that would give their
photos a bronzed tan. In America, having tanned skin
is culturally popular. A study by (Gillen et al., 2015)
found that individuals tend to rate tan people more
favorably than their non-tanned counterparts in the
US culture and hiring context. For these individuals,
the social utilitarian cost of exposure to UV light may
be worth it when they reap the utilitarian benefits
of having tanned skin, and in turn, more positive
reinforcement from society.

It could be the case that the strategies individuals
employ reaches a state of habitus, an action
executed with the same regularity as brushing one’s
teeth or taking a shower. At that point, it would no
longer be a social strategy consciously adopted for
social capital maximization. Rather, it would be an
act enacted under a kind of behavioral autopilot,
such that the action would continue even when it
was no longer necessary or socially profitable. In
addition, it is worth considering that actions can be
appraised as reinforcing despite being ineffective
and vice-versa. In this way utilitarianism can be
understood as operating both actively and passively,
by effect and by essence.

Forinstance, wearing glasses has socially utilitarian
benefits even if the wearer dislikes wearing them.
Utilitarian rewards can be accrued incidentally,
with literally no intention from the person benefiting
from it. If Priya wore contacts but they were bad for
her eyes and she was forced to switch to glasses
against her will, the utilitarian benefit of the glasses
is embedded in their essence given that glasses are
easier for others to visually see.

Indeed, the saliency of glasses at a distance
(compared to contact lenses) is socially
consequential. Glasses increase individuals’ odds
of a favorable verdict in court (Brown, 2011),
decrease perceptions of forcefulness and increase
perceptions of intelligence (Terry et al., 1993), and
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Black individuals wearing glasses are perceived as
less aggressive/threatening and more attractive/
friendlier (Brown, 2011). Thus, Priya may experience
gains in her social capital when her ophthalmologist
forces her to switch to glasses even though she
dislikes glasses and is otherwise oblivious as to how
they are beneficial to both her ability to see and how
people see her.

Code-Switching

Code-switching entails shifting one's expression
of speech, demeanor, appearance, and language
in order to maximize others' comfort in return for
fair treatment, quality service, as well as other
opportunities (McCluney et al., 2021). To optimize
the comfort of others in exchange for favorable
treatment, code-switching typically means changing
one's manner of speaking, dressing, acting, and
expressing oneself. People may create a self-brand
with strategic adaptations to their presentation
that help optimize their payoffs in the neoliberal
marketplace of their platform of choice. They
know how to effectively code-switch based on the
respective audiences. This includes engaging in the
strategic utilization of bitmojis, adherence to digital
punctuation norms, and emoji use behavior in a
manner they feel will produce the optimal ratio of
corporeal benefits/rewards relative to costs.

Utilitarian Management of Various Social
Identities

The process of utilitarianism includes a self-
presentation strategy where the individual socially
performs to decide who they are. We are constantly
confronted with various forms of risk in our everyday
lives. Hence, a key consideration for individuals is
deciding how much can be rationalized to risk X’ to
avoid the expense of 'y’ and vice versa. The utilitarian
calculation requires that the benefits and costs
arising from our actions be attributed to values and
correlated with the benefits and costs resulting from
other actions (Markkula Center for Applied Ethics,
2014). (Redmond, 2015) has built considerably on
the principle of social trade, where parties pursue
benefits in their exchanges where the incentives are
more significant than the expenses.

It seems that each individual has a perceived
standard of perfection (or at least optimization).
Since individuals do not always have the means

to achieve their standard of perfection in real life,
the next best is to vicariously experience their
standard of perfection through one or more of their
virtual identities. In other words, online identities
can be deliberately crafted in ways that a real-life
identity cannot, and individuals employ strategies
to construct a favorable online self relative to their
offline self in order to form a co-present identity in
today’s information age.

For example, physical improvements do not occur
as quickly and are not as readily effective, and, of
course, some improvements such as filters are not
possible in the real world. However, an online self
is made up of multiple facets that can be modified
and improved with a mere click of a button. The
public self, the "official" version of the person that
they present to the world, requires routine curation in
virtual spaces (e.g., LinkedIn, Facebook, eHarmony).

For conceptual clarity, it is important to note that
code-switching is under the umbrella of utilitarianism,
but they are not the same thing. Acts of codeswitching
are utilitarian, but not all utilitarian acts are code-
switching. An example of social utilitarianism that
is not code-switching would be leaving an expired
annual parking permit on your car so that people who
may walk by in the parking lot know that you have
the right to be parked there. For a person who has
been racially profiled in the past, this would reduce
the risk of harassment or unnecessary interrogation.
In this case, the parking permit is more informative
than the person’s phenotype. It keeps them safe,
especially the expired annual permits, because it
shows a long-term presence.

Cyberspace is now a common venue for people
to meet and foster meaningful relationships
(Steinkuehler et al., 2006) . Thus, the online context
offers a satisfactory facsimile of social connection
to satiate needs for belongingness. According to
the social compensation hypothesis, people who
struggle to make social connections in face-to-face
interactions will present themselves in socially
utilitarian ways in social networks to enhance
their interpersonal lives via online relationships
(Schouten et al., 2007). In the following section we
will consider how this plays out in the MMORPG
(online videogame) context.
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MMORPG Videogames

Given their potential consequences in the social
world, the influence of games on social utilitarian
strategies and approaches to social interaction
should continue to be investigated. Given their
potential for societal effect, videogames should be
seriously examined rather than disregarded as a
pastime for children. To the degree that video games
could affect racial stereotypes, sexual attitudes,
immersion tends to intensify that because games
are interactive. Gameplay affects players’ racial
stereotypes (Behm et al., 2014), sexist attitudes
(Breuer, et al., 2015), and gender stereotypes
(Kondrat, 2015). Videogames’ “interactivity and
immersive experience will intensify the effects”
(Yi, 2019).

Videogames are among the most engaging,
interactive, immersive, and reinforcing artistic
mediums. As such, they must be interrogated
as rigorously as television, which has been an
instrument of transportation for prevailing ideologies
of gender socialization & racial socialization (Chang
etal., 2015) World of Warcraft; (Consalvo, 2013) The
Sims; (Daniels et al., 2012). Blowing it off as if no
one cares about games only succeeds in trivializing
the increasing necessity to scrutinize their influence.

The norms of the real world, particularly in relation to
sex, remain influential in the virtual distant worlds of
MMORPG videogames (Eklund, 2011) ; (Lehdonvirta
et al., 2012); (Palomares et al., 2010); (Yee et al.,
2007). Through the avatar and the freedom in its
customization, the avatars embed in themselves the
desires of the users in how they want to be perceived
in the virtual space (Mancini et al., 2017).

“The avatars are not the original bodies of the
subjects, but they stand for them as interactive
representations of the “original” subjects just like
the picture archived in the social networks” (Liberi,
2018).

People may make ideally attractive avatars as they
are more likely to be sought as friends by other
avatars/gamers (Fong et al., 2015). As such, East
Asian, Black, Hispanic, South Asian/Indian, or Middle
Eastern MMORPG gamers are less likely to create
an East Asian, Black, Hispanic, South Asian/Indian,
or Middle Eastern avatar for an MMORPG game
world in which a significant part of your experience

and success is based on your interactions with
other real-life gamers (Blascovich et al., 2011) ;
(Jong-Eun Roselyn Lee, 2014) ; (Kafai et al., 2010).
This is also associated with many gamers with
physical disabilities creating avatars whose visual
appearance differs from their corporeal selves (He
et al., 2015) ; (Park et al., 2022).

Indeed, attractiveness matters for social desirability
regardless of avatar sex (Dehn et al., 2000);
(Messinger et al., 2008); (Nowak et al., 2005);
(Principe et al., 2013); (Yee et al., 2009 ), though
attractiveness is more important for female (Waddell
etal.,2015), which is consistent with the ubiquitous
influence of the male gaze in the real world (Bar-Tal
et al., 1976). From a traditional gender attitudes
perspective, women always yield to others, while
men are supposed to play a dominant role in
sexual relationships (Kiefer et al., 2007). As such,
a female avatar (with a female name) who sends a
message seeking assistance in the in-game chat
is far more likely to see many male avatars show
up to assist her than a male avatar who does the
same thing (Willis, 2021)." The interaction between
these two observations creates a pattern in which
female avatars seeking assistance are more likely
to receive it than male avatars, and female avatars’
attractiveness influences the acquisition and
maintenance of male avatars’ attention/interest.
In line with this, female avatars take more time
with customizations, applying makeup, and/or
coordinating outfits, regardless of the sex of the
(Martey et al., 2014). (Davies et al., 2008). Davies
et al. (2008) found that attractive women could
successfully get male strangers to perform favors for
them, “only to discover that the persuaders were not
physically attracted to them.” Put simply, if a female
avatar is not attractive enough, a male avatar is not
going to spend the 5 to 20 (sometimes 30) minutes
to help her complete a dungeon, defeat a dragon,
or some other challenging task in the game world.

In-game purchasing data suggest that female
avatars are aware of this. While many items within a
game can be obtained as rewards for quests, battles,
or otherwise free of virtual or real charge, other
specialized items must be purchased using actual
real-world money. These items may be functional
(provide some unique bonus on magic or defense) or
decorative (purely cosmetic value). Female avatars
are more likely to purchase decorative items for
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self-presentation (Kim et al., 2012). Notably, this
holds true regardless of the sex of the gamer as
both women and men playing as female avatars
purchased more decorative items for the avatars.

In addition, more male gamers genderswap to play
as female avatars than female gamers genderswap
to play as male avatars (Ducheneaut et al., 2006)
; (Isaksson, 2012); (Martey et al., 2014); (Willis,
2021); (Yee, 2011); however, see Zhou et al., 2022
for research on female gamers’ gender-swapping).
As explained in Woman Like Me (Willis, 2021), there
are tremendous benefits to playing as a woman in
MMORPG. The difference between playing as a
Persian woman with a light-medium skin tone and
playing as a Black male is equivalent to playing on
easy mode versus hard mode. Life as a woman in
MMORPG is the equivalent of playing the game on
easy mode thanks to the preferential treatment we
receive as female avatars from male avatars.

In most games, race is used as a heuristic cue of
sociocultural attributes that gamers attach to various
non-playable characters (npcs) based on their
digital phenotype. As such, ethnoracial identities
are reduced to a storytelling device that gamers
use to orient the protagonist’s interactions with npcs
in single player (offline) games, and ethnoracial
identities are utilized to maximize social utilitarian
outcomes in MMORPGs.

Social rewards such as being socially embraced,
feeling valued, and desirable to others can be
acquired through the interactions individuals have
with other people (Kawamichi et al., 2017). Given
that under a social utilitarian framework, people want
to maximize benefits and rewards and reduce costs,
we believe that people will perform their identify in a
way that would optimize their outcomes. In this era
of globalization, the virtual global public sphere we
all carry via the phone in our pockets and on our
other devices uniquely affords us the opportunity
to optimize our self-presentation in the pursuit of
social rewards. Thus, we conducted this exploratory
study to assess how individuals present themselves
in virtual spaces.

Methods

Participants

Participants were 370 undergraduate students
(Mage = 20.31; range = 18-37; 302 females and

68 males; 41 bisexuals, 299 heterosexuals) at a
university in the United States. The ethnoracial
composition of the sample was as follows: 49.6%
East Asian, 20.7% Hispanic, 12.4% White, 8.5%
half-White Multiracial, 2.8% South Asian Indian, 4.4%
Middle Eastern, and 1.7% inter-minority multiracial.
All participants were recruited using the SONA
system (Fidler, 1997) and were given class credit
compensation for their participation in this study.
In addition, this study took place during the 100%
Zoom year, starting in Fall of 2020 and concluding
in 2021.

Procedure

This study was approved by the institutional
review board at the University of California San
Diego (approval code: 201524 XX; approval date:
10/5/2020). All participants completed an informed
consent form before receiving and starting the
survey. Participants began the survey by filling
out demographic questions and then completed
assessment questions regarding their actual and
online identities. The duration of the time spent
on the survey was approximately one hour. After
participants completed the questionnaire material,
they were debriefed about the study and assigned
research credit.

Measures

We constructed a questionnaire survey to assess
the utilitarian nature of identity formation, emoji-use,
and punctuation use. The survey included questions
that asked about demographics, personality traits,
confidence, self-esteem, code-switching, avatar
creation, and Bitmoji creation.

Results

Digital Interactions and Social Media
Punctuation Use

A chi-square test of independence found a significant
effect for sex and using exclamation points in an
email or text message, x2(2, N = 253) = 34.31, p
< .001. Women are significantly more likely to use
multiple (M) exclamation points (53%) than men
(13.7%), and men are more likely to report not using
exclamation points that much in general (47.1%)
than women (14.9%). This is consistent with decades
of research on gender differences in punctuation use
(Scates, 1981 ); (Colley et al., 2002); (Diaz, 2018)
; (Herring, 1994); (Rubin et al., 1992); (Waseleski,
2006) ; (Winn et al., 2001).
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Moreover, White women are more likely to use more
exclamation points, whereas minority women report
using either exclamation points or a balance of
emojis with exclamation points x2(1, N =167) = 4.35,
p =.037. In addition, White men are marginally more
likely than minority men to use multiple exclamation
points (37.5% and 9.8%, respectively), whereas
minority men reported being more likely than White
men to use a single exclamation point (43.9% and
12.5%, respectively), though a plurality of all men
indicated that they generally do not use exclamation
points, x2(2, N =49) =5.33, p = .07.

Skin Lightening Filter Use

A univariate ANOVA found a main effect of sex on
skin lightening filters for social media posts, F(1,
348)=10.59, p=.001, n2=3%. Skin lightening filters
are used more frequently by women (M = 2.9, SE
=.11) than by men (M = 2.06, SE = .2), consistent
with previous research (Dhir et al., 2016); (Elias et
al., 2018); (Varghese, 2017).

Emojis

A univariate ANOVA found a main effect of sex on
emoiji frequency in texts and emails, F(1, 359) =
19.75, p < .001, n2=5.2%. Emojis are used more
frequently by women (M = 5.34, SE = .09) than men
(M=4.42, SE = .21). In addition, we found that emoji
use was more frequent among bisexual women
dating women (M = 6.67) than bisexual women
dating men (M = 5.62), F(1, 14) = 6.57, p = .023.

Self-Presentation

Hair Color

A set of chi-square tests of independence found
significant patterns associated with hair color. First,
a chi-square test of independence found that women
were significantly more likely to indicate their hair
was dyed (30.6%) than men (0%), x2(1, N = 352)
= 26.07, p < .001. In addition, most women dyed
their hair a color lighter (90.8%) than their natural
hair color (9.2%), x2(1, N = 87) = 57.94, p < .001.
Moreover, naturally blonde women were significantly
less likely to indicate dyeing their hair (6.3%) than
naturally non-blonde women (32%), x2(1, N =
288) = 4.72, p = .030. A chi-square goodness of fit
analysis found that naturally non-blonde women
were significantly less likely to indicate dyeing their
hair blonde (9.6%) than dyeing it some other color
(22.4%), x2(1, N = 288) = 4.72, p = .030.

Next, a chi-square test of independence found
a significant association between hair color and
ethnoracial identity, x2(4, N = 273) = 15.66,
p = .004. Multiracial women were the most likely
(46.1%), followed by monoracial minority women
(31.2%), and White women were the least likely
(19.5%) to dye their hair. In addition, a chi-square
test of independence for women who dyed their hair
found that monoracial minority women (72.7%) and
(especially) multiracial women (91.7%) preferred to
dye their hair any color besides blonde, whereas
White women preferred to dye their hair blonde over
any other color (85.7%).

A univariate ANOVA found a main effect of sex on
frequency of changing one’s hair color (1 = never to
7 = once per day), with women (M = 3.02) indicating
that they dye their hair more often than men
(M =2.11), F(1, 348) = 16.00, p < .001.

Finally, a chi-square test of independence found that
bisexual women dating women are more likely to dye
their hair (100%) than bisexual women dating men
(28.6%), x2(1, N =16) = 4.75, p = .029.

Videogames and Avatar Identification
Personality

Introverted gamers indicated that they play as
introverted (32.4%), ambiverted (29.7%), and
extroverted (37.8%) at roughly equal levels with their
MMORPG avatars, whereas most extroverts (59.7%)
indicated that their play behavior is extroverted,
with very few playing as introverts (11.3%), Xx2(2,
N = 136) = 9.99, p =.007. Moreover, introverts are
more likely to play as extroverts than extroverts are
to play as introverts.

Skin Tone

Minority MMORPG gamers tended to create avatars
with a lighter skin tone than their own (72.5%)
whereas White gamers tended to create avatars
with a darker skin tone than their own, (81.8%), x2
(1,N=280)=12.29, p <.001. In addition, an ANOVA
found a main effect of skin tone on frequency of using
a skin lightening filter on social media posts, F(1, 79)
=5.53, p=.021, n*2 =6.5%. Skin lightening filters
were used more often by those who create avatars
with skin tones lighter than themselves (M = 3.23)
than by those who create avatars with skin tones
darker than themselves (M = 2.21).
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Height

Males were disproportionately more likely to report
that their ideal avatar's height was taller than average
when their own height was below average (90.9%) or
average (100%) compared to males who were taller
than average (40%), x2(4, N =59)=19.15, p <.001.

Supplementary Analyses

Gamer Identity and Sex

A chi-square test of independence found that 72.6%
of females and 92.2% of males indicated being
gamers, x2(1, N = 349) = 11.03, p < .001.

PVE and PVP Gameplay Preferences

Player versus player (PVP) games permit other
online players to freely attack and kill other players
in the open world, often with no mechanic to take
into consideration whether the interaction was
consensual. Player versus environment (PVE)
games do not permit this while roaming in the open
world, though it is possible in some cases if the
two gamers consensually agree to a duel. As such,
we figured that women would be less open to non-
consensual aggression (PVP) than men.

Indeed, a chi-square test of independence found
that women prefer PVE games/gameplay (55.3%)
whereas men prefer PVP games/gameplay (70.4%),
x2(1, N =168) = 9.67, p = .002.

Gender-Swapping

Taylor (Taylor, 2007) concluded that the male
character as the protagonist is just an empty shell,
which helps the players easily fit themselves into
the character, whereas the female characters can
be complicated with emotions and personalities.
Indeed, in female oriented games, “players are
identifying with the female avatar and socializing
romantically with the game characters” (Kim,
2009, p.184). As such, we decided to assess the
prevalence of gender-swapping among women
and men.

An analysis that combined data from this study and a
subsequent one with the identical variable assessing
the sex of people’s videogame avatars found that
men are more likely to genderswap and play online
videogames as women (10.2%) than women are to
genderswap and play with male avatars (9%), x2(1,
N =460) = 278.80, p < .001.

Sexuality and Self-Esteem

A univariate ANOVA found a main effect of sexuality
on self-esteem, F(2, 331) = 8.32, p < .001, n"2
= 4.8%. Bonferroni comparisons found that self-
esteem scores for bisexuals (M = -1.51, SE = .11)
was significantly lower than heterosexuals (M =
4.88, SE = .11, p <.001), but neither group differed
from lesbian/gay individuals (M = 5.63, SE = 3.27).
Note, there were only 8 lesbian/gay individuals in
this analysis.

Discussion

The current study investigated individuals’
online/virtual presentation of self and behavior
in comparison to their offline/corporeal self and
behavior. Cyberspace is now a familiar venue for
people to meet and foster meaningful relationships
(Steinkuehler et al., 2006). Thus, the online context
offers a satisfactory facsimile of social connection
to satiate needs for belongingness. People who
struggle to make social connections in face-to-face
interactions will present themselves in socially
utilitarian ways in social networks to enhance their
interpersonal lives via online relationships (Schouten
et al., 2007). For instance, people may make
ideally attractive avatars as they are more likely
to be sought as friends by other avatars/gamers
(Fong et al., 2015). Our results lend support to
this general prediction as participants reported
presenting themselves in socially utilitarian ways in
both real and virtual settings.

Emojis and Sex

Our results support research suggesting that women
use emojis more frequently than men as we found
that women use emojis more frequently in texts and
emails. This is consistent with gender socialization
as society expects women to appear attractive and
display warmth in social interactions (Ashton-James
et al., 2019) ; (Zhang et al., 2021). A big part of the
experience is smiling and laughing. Even when not
using a smiling emoji, there is strong evidence that
women smile more than men (LaFrance et al., 2003).
According to the literature, facial expressions are
understood as carriers of an individual's information
and personality characteristics. Indeed, (McDuff et
al., 2017) investigation of sex differences in facial
expressions found that smiling behavior showed the
most variability, with women smiling substantially
more and for longer durations than men. In short,
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interaction patterns on social media may reinforce
gender role socialization of emotion.

Punctuation and Sex

Our findings are consistent with decades of research
finding that women report using significantly
more exclamation points than men, and men are
more likely to report that they generally do not
use exclamation points in their digital interactions
(Scates, 1981); (Rubin et al., 1992); (Herring, 1994);
(Winn et al., 2001); (Colley et al., 2002); (Waseleski,
2006). We also found that white women are more
likely to use more exclamation points on the note
of punctuation. In contrast, minority women report
using either exclamation points or a balance of
emojis with exclamation points.

One of the most persistent gender stereotypes in
Western cultures is that women are more emotional
than men (Shields, 2007). Gender socialization
theorists argue that women have been socialized
to be more emotionally expressive, whereas males
have been reinforced for withholding emotions
aligned with vulnerability (Puzio et al., 2022). Parents
are more likely to educate their daughters than to
educate their sons on how to deal with other people's
emotional states. As such, people are significantly
more likely to seek out straight and gay women for
emotional support and least likely to seek out straight
men (Willis, 2014).

One reason for this may be that women do not want
to be perceived as cold. Women may feel pressure
to apply a layer of friendliness when communicating
with others. The absence of exclamation in a
woman's message is sometimes perceived as cold
or mean, whereas a man's equal reply is simply
him performing his function. Although men are
often praised for making others comfortable and
happy, society often does not teach them to do
it as though it were their job. Indeed, males are
socialized in childhood to hide their feelings, to
avoid showing any weakness, to avoid speaking up
about how they feel, and to keep their emotions to
themselves (Chu, 2014); (Puzio et al., 2022). In line
with this consideration, (Tannen, 1996) found that
women more readily apologize because they are
more concerned than men about being courteous
to others.

Punctuation and Race

We also considered intersectional factors when
we examined the gender gap in punctuation. For
example, Black American men have historically been
depicted as aggressive and many adjust various
aspects of their behaviors to reduce the risk of
being associated with that stereotype. For example,
Black consumers have developed strategies to help
mitigate the risk of being accused of shoplifting,
such as being less likely to shop with reusable tote
bags (Wood, 2017), and being more likely to ask for
receipts (Homonoff, 2018). In a similar vein, men
from ethnoracial minority groups may avoid using
exclamatory punctuation to avoid activating schemas
related to aggression.

We found that White women are more likely to use
more exclamation points, whereas minority women
report using either a good amount of exclamation
points or a balance of emojis with exclamation
points. This suggests that some emotions are more
acceptable when expressed by certain ethnoracial
groups relative to others (or at least the members of
those groups perceive that to be the case). For some
minority women, including exclamatory punctuation
may increase threat stereotyping. Research on the
implicit prejudices that women of color encounter in
STEM found that when a Latina asserts herself or
"behaves in ways that do not fit norms of femininity"
she "triggers a racial stereotype [that she is]
hot-blooded, irrational, crazy, [or] too emotional"
(Williams et al., 2015). In addition, 60% of Latinas
reported that expressing anger or being disrespectful
resulted in repercussions. In comparison, Asian
women reported facing prejudices that are largely
associated with the stereotype of being suspicious
and untrustworthy, and "Black women often feel like
they cannot make a single mistake” (Williams et al.,
2014). Taken together, our finding that White women
report using more exclamation points whereas
minority women report using either exclamation
points or a balance of emojis with exclamation points
is consistent with research suggesting that White
women can “get away” with perceived dramatic
behavior more often.

Filters, Sex and Skin Tone
Consistent with previous research (Dhir et al., 2016);
(Elias et al., 2017); (Varghese, 2017), we found that
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women are more likely to use skin-lightening filters
than men when posting on social media. This is
consistent with research suggesting that women
attend more to their appearance than men (Bhogal
etal., 2016); (Uss et al., 2020); (Krems et al., 2020)
; (Kulesza et al., 2014); (Netchaeva et al., 2016);
(Parrett, 2015).

Applying a skin lightening filter in predominantly
White virtual spaces is a socially utilitarian strategy
insofar as an individual may believe that their skin
lightening filter use would improve their social
capital. Indeed, the only participants who reported
employing emojis or filters to make themselves
appear darker were those with the lightest skin
tone gradient. Moreover, the finding that this was
stronger for women than men reflects societal
valuation of lighter skin tones for women. As such,
normative social considerations may encourage
people, particularly women, to modify the skin tone
of their selfies, bitmojis, avatars, etc in an effort to
optimize socially utilitarian payoffs. This is troubling
as studies have shown that the use of skin-lightening
filters can contribute to the promotion of harmful
beauty standards, reinforce harmful cultural attitudes
toward skin color, and contribute to the development
of lower self-esteem and a negative body image
(Jha et al., 2009); (Sahay et al., 1997); (Varghese,
2017).

These results are not surprising given that existing
social media algorithms exhibit biases in their default
content and search results. For example, (Holder,
2020) found that the algorithm for Instagram’s
Explore page offered more photos of women
(64.32%) than of men (26.49%). Moreover, the
overwhelming portion of photos (85.16%) consisted
of White individuals - a proportion inconsistent with
the corporeal world given that East Asians are the
most populous group in the world. Importantly, virtual
algorithms serve as reflections of the collective mind,
making the virtual public square of social media one
of the largest marketplace of ideas ever created.
As such, algorithms often function to reproduce/
reflect what people search for, LIKE, comment on,
view/watch, add to their wish list/ shopping cart, etc.
In short, it will be difficult to overcome the negative
effects of social media on body image and what
people value given that we are largely contributing
to it ourselves.

Hair Color

We found patterns for hair color consistent with
socially utilitarian strategies. We found that
Multiracial women dye their hair more than anyone,
naturally blonde women were the least likely to dye
their hair, and most non-blonde women dyed their
hair a lighter color than their natural hair color (but
mostly not blonde).

The purpose of hair color is purely aesthetic;
it serves no functional purpose, yet people dye their
hair all the time. According to several other studies,
women with blonde hair tend to earn more than
females with other hair colors. For example, “Blonde
women receive a wage premium equivalent in size
to the return for an extra year of schooling, and
their spouse’s wages are around 6% higher than
the wages of other spouses” (Wang et al., 2017).
Heather Utt et al. (2012) found that blonde women
are approached more by men than brunettes or
redheads, though men rated brunettes as more
attractive.

For non-blonde women, the socially utilitarian
payoff of blonde hair applies whether she wears a
wig or dyes it blonde. Indeed, a pair of studies by
(Gueguen, 2012) found that waitresses wearing
blond wigs received more tips (but only with male
patrons), and found (2009) that hitchhiking women
wearing blonde wigs were significantly more likely to
have a male driver give them a ride than women with
black or brown wigs. Hair color made no difference
if the driver was a woman (one may reason that it
would make a difference with a lesbian or bisexual
female driver, though it is difficult to code driver’s
sexuality in a field study). In addition, Jian & Galm
(Jian et al., 2014) found that non-blonde White
women earn significantly more tips after dying their
hair blonde in real-world work settings. In short, it is
not surprising that many female subjects reported
dyeing their hair blonde, and that naturally blonde
women were the least motivated to dye their hair.
The finding the Multiracial women dye their hair
more than anyone may be associated with aspects
associated with Multiracial identity development,
though this will need to be explored more directly in
future research.
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Self-Esteem

We found that self-esteem scores for bisexuals were
significantly lower than those for heterosexuals.
Bisexuals experience more challenges when
coming out than lesbian/gay individuals (Pistella
et al., 2016), and thus are less likely to come out
to family (Hayfield et al., 2013); (Koh et al., 2006);
(Knous, 2006); (Rosario et al., 2001 ); (Wandrey et
al., 2015), and to the lesbian/gay community (Costa
etal., 2013); (Roberts et al., 2015 ); (Smalley et al.,
2015); (Wandrey et al., 2015). This is partially due to
biphobic stereotypes associated with infidelity and/
or an inability to be monogamous (Eliason, 2000).

Code-Switching

Finally, we found several patterns associated with
code-switching and race. Specifically, we found that
Mixed (63.2%), East Asian (57.9%), and Hispanic
students (49.3%) are far more likely to code-switch
their behavior/speech when with people they know
compared to Indian (37%) and White students
(31.3%).

The study's findings show that members in this
medium do, in fact, code-switch, and they do it in
a variety of ways. Conforming, whether intentional
or not, could entail adopting an image that is more
"congruent" with the settings, more likable or
relatable, and hence more likely to succeed.

Doing Gender in Online Videogames

Consistent with previous investigations, we found
that men are more likely to play as women than
women are to play as men (Ducheneaut et al., 2006);
(Isaksson, 2012 ); (Martey et al., 2014); (Willis,
2021); (Yee, 2011). There are numerous reasons
for this and they all reflect the notion that playing as
awoman in an MMORPG game is the equivalent of
playing on easy mode. For instance, female avatars
(identifiable in both appearance and name) receive
the most attention from other gamers, especially
male avatars, are more likely to receive assistance
with quests/challenges (Boler, 2007); (Hussain et
al., 2008); (Huh et al., 2010), are more likely to be
romantically courted, hit on, and given gifts by male
avatars (Eklund, 2011); (Linderoth et al., 2014);
(MacCallum, 2008); (McMenomy, 2011); (Yee, 2008);
(Zhang et al., 2018), male avatars are more prosocial
towards female avatars (Griffiths et al., 2004); (Wang
et al., 2008), female avatars receive more in-game
friend requests (Lou et al., 2013), and they are

less likely to be targeted/ attacked by other gamers
(Hussain et al., 2008); (Huh et al., 2010). Indeed, a
study on help seeking in online videogames found
that “when help is sought, females are more likely
to be helped than males” (Lehdonvirta et al., 2012,
p. 32). Interestingly, male gamers seem to be aware
of this given that men playing with female avatars
are more likely to request help than men playing
with male avatars.

Interestingly, we also found that women prefer to
play PVE games and are less interested than men
in PVP games in which non-consensual duels/
fights with other players may take place. The basis
for this difference will have to be explored in future
research as it is not clear whether women consider
such actions to be harassment or distractions that
may come at the cost of time (e.g., the time to reload
and/or return to what one was doing if their avatar
is killed by another player).

Avatar Skin Tone in Online Videogames

In line with previous research (Lee, 2014), we
found that minority MMORPG gamers tended to
create avatars with a lighter skin tone than their own
whereas White gamers tended to create avatars
with a darker skin tone than their own. In short, it
seems videogames have become a space where
individuals who feel they have lower ethnoracial
status in the real world participate by passively
(though maybe unintentionally) concealing their true
ethnoracial identity, or are actively acting on a desire
to experience a world in which they inhabit a body
that society values.

Future research should consider (1) if gamers play
with a character of a different ethnoracial background
and/or skin tone more in online games than in off-line
games where the absence of other players means
there is no social capital to gain/lose by making an
avatar whose apparent ethnoracial identity is higher
on the social hierarchy of racial preferences, (2) are
Multiracial gamers more likely to create a character
that resembles the ethnoracial background of the
parent that they feel society values more, will they
show a pattern of hypodescent, or will they create an
avatar that they feel reflects all of their backgrounds,
and (3) which gamers are most likely to play as non-
humans (e.g., orcs, catpeople) and avoid human
racial choice altogether.
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Avatar Personality in Online Videogames

In perhaps one of the clearest instances of social
utilitarianism, we found that, in MMORPG contexts,
introverts are three times more likely to play as
extroverts as extroverts are to play as introverts.
Indeed, only ~11% of extroverts indicated playing
in an introverted manner. Introverts likely engage in
an extroverted manner because doing so provides
more rewards in the online MMORPG space.

A study by (Reer et al., 2017), investigated social
capital in the popular role-playing game called
World of Warcraft, and revealed that extraverted
players had a higher level of self-disclosure and
communication, participated in team play more
frequently, and had a better probability of developing
their social capital than introverts. However, at
least some of the introverted players sought social
compensation through the game, as well. Introverted
players made the decision to play in a more social
way, which improved their prospects of gaining
social capital. The findings show that there are highly
complex and indirect rather than direct relationships
between personality traits and social outcomes of

playing.

Avatar Height in Online Videogames

Another finding consistent with social utilitarianism
was the reported ideal (or actual) height of
videogame avatars based on their corporeal height
and sex. Men who indicated being at and below
the average height for men preferred creating taller
avatars whereas men above average height did
not indicate a preference to create substantially
taller avatars. Though not significant, women who
indicated being taller than the average height for
women were the least likely to indicate a preference
for creating taller avatars and most likely to indicate
a preference for creating shorter avatars, whereas
women who were below the average height for
women were the most likely to indicate a preference
for creating taller avatars.

Stated differently, the ideal height of women’s and
men’s avatars was consistent with heteronormative
mate preferences for height in which the boyfriend/
husband is taller than the girlfriend/wife (Buunk et
al., 2019); (Courtiol et al., 2010); (Griffiths, 2017);
(Jonason et al., 2013); (Kurzban et al., 2005);
(Pawlowski, 2003); (Pierce, 1996); (Salska et al.,
2008); (Skrinda et al., 2014); (Sorokowski et al.,

2015); (Stephen et al., 2014); (Taduran, 2021);
(Valentova et al., 2014); (Wood et al., 2014); (Yancey
et al., 2014). It is also consistent with the species-
level norm that men are taller than women (on
average) in every human population (Eveleth, 1975);
(Mark, 2014); (Wall-Scheffler, 2012) .

Taken together, many participants’ avatar creation
and customization intentions suggest that they
utilize their avatar as an extension of their utopian
self: a version of themselves that may be difficult,
impractical, or highly improbable to achieve in the
real world (Szolin et al., 2023). This is particularly
true for avatar customizations associated with height
and skin tone, and ethnoracial identity more broadly
(e.g., it is highly improbable that an individual born
to a mother from Seoul South Korea and a father
from Jeju Island South Korea will proceed to live
their life as someone who is half Cherokee Indian
and half Guatemalan). Introverts’ performativity of
extroversion is something that may be more difficult
in the real world. Indeed, we would not anticipate
that introverted gamers who perform extroversion in
online games will start going to Coachella or hosting
raves in their spare time.

Limitations of the Study

A fundamental limitation of our study was the
lack of male participants. An insufficient sample
of male participants prohibits a more informative
interpretation of male identity concerning the online
video game world. Further, we did not address
how others in real life and the apparent world may
understand the participant’s identity but focus mainly
on their understanding of their own identity. It is also
possible that people would change their gaming
avatar to a greater degree due to it being a virtual
setting instead of a social media setting.

Furthermore, though our study assessed some
of the strategies individuals pursue to achieve
their self-presentation goals, we did not assess
individuals’ perception of the relative utility of those
strategies. Indeed, some individuals may be more
likely than others to enact multiple strategies based
on the default (or baseline) social capital bonuses
or deficits they feel that they embody (e.g., dyeing
one’s hair blonde may sufficiently increase how
one individual feels they are socially perceived,
but someone who feels they are less privileged in
default social perception may feel that they should
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wear blue or green colored contact lenses as well).
In addition, the consequentiality of any perceived
default social valuation or devaluation will differ
based on the importance individuals place on how
they are perceived in specific contexts. Measuring
individuals’ assessment of the signaling utility of
various self-presentation strategies may prove
insightful in future investigations.

Furthermore, did not ask about individuals’ outness
status among LGBTQIA+ participants. This may be
relevant to the findings for self-esteem given that out
lesbian, gay, and bisexual individuals report higher
self-esteem than those in the closet (Feldman et
al., 2013) ; (Whitman et al., 2015). It would also be
insightful to assess how monoracials in interracial
relationships navigate the process of disclosing
their relationship to their parents, the strategies
those in interfaith relationships use when disclosing
to their parents, and the self-presentational and/or
disclosure strategies used by individuals who have
changed their faith and have yet to come out to
their parents.

Conclusions

Our study focused on the utilitarian adaptations
individuals make to their online identity under
a utilitarian framework. Future research could

assess cultural appropriation, affiliation, and
appreciation and how each relates to
identity negotiation decisions (Chew, 2021).
In addition, future research could assess the degree
to which people will use a virtual avatar or social
media account as a vehicle for intercultural identity
formation (Handapangoda, 2015). Finally, future
studies could assess the degree to which videogame
players design avatars that parallel themselves,
experiment with alternative selves, and/or if players
take the opportunity that videogames offer to
deconstruct certain cultural narratives.

Acknowledgements

We would like to thank Ela Yasa, Alisa Panichkina,
Marissa Hensley, Samantha Yim, Joie Haydel,
Yasmine Saraf, Kimberly Venegas-Vasquez,
Samantha Villalobos, Catherine Phan, Michael Lin,
Cristina Diaz, & Maleyka Andar for their support at
different points of this project.

Funding

The author(s) received no financial support for the
research, authorship, and/or publication of this
article.

Conflict of Interest
The authors do not have any conflict of interest.

References

1. Ashton-dames, C. E., Tybur, J. M., GrielRer, V.,
& Costa, D. (2019). “Stereotypes about surgeon
warmth and competence: the role of surgeon
gender.” PLoS One, 14(2), e0211890. https://
doi.org/10.1371/journal.pone.0211890

2. Bakhshi, S., Shamma, D., Kennedy, L., &
Gilbert, E. (2015). “Why we filter our photos
and how it impacts engagement”. Proceedings
of the International AAAI Conference on Web
and social media (Vol. 9, No. 1, pp. 12-21).
Retrieved from https://ojs.aaai.org/index.php/
ICWSM/article/view/14622

3. Barbieri, F., Ronzano, F., & Saggion, H.
(2016). “What does this Emoji Mean? A
Vector Space Skip-Gram Model for Twitter
Emojis.” Proceedings of the Tenth International
Conference on Language Resources and
Evaluation (pp. 3967-213972). https://doi.
org/10.12011/1000-6788(2016)07-1744-09

4. Bar-Tal, D., & Saxe, L. (1976). “Physical
attractiveness and its relationship to sex-role
stereotyping.” Sex Roles, 2(2), 123-133. https://
link.springer.com/article/10.1007/BF00287245

5. Behm-Morawitz, E., & Ta, D. (2014). “Cultivating
virtual stereotypes?: The impact of video game
play on racial/ethnic stereotypes.” Howard
Journal of Communications, 25(1), 1-15. https://
doi.org/10.1080/10646175.2013.835600

6. Bergstrom, K., Jenson, J., & de Castell, S.
(2012, May). “What's' choice' got to do with
it? Avatar selection differences between
novice and expert players of World of Warcraft
and Rift.” Proceedings of the International
Conference on the Foundations of Digital
Games (pp. 97-104). ACM. https://www.diva-
portal.org/smash/record.jsf?pid=diva2%3A10
43333&dswid=2322

7. Bhogal, M. S., Galbraith, N., & Manktelow,



10.

1.

12.

13.

14.

15.

16.

17.

18.

SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023) 80

K. (2016, April 12). “Physical Attractiveness,
Altruism and Cooperation in an Ultimatum
Game” Springer Link. https://link.springer.com/
article/10.1007/s12144-016-9443-1
Blascovich, J., & Bailenson, J. (2011). “Infinite
reality: Avatars, eternal life, new worlds, and the
dawn of the virtual revolution.” William Morrow &
Co. https://dl.acm.org/doi/abs/10.5555/2018630
Blau, E. (1989). “Female pseudonymity in
England, 1660-1730.” The Library Quarterly,
59(3), 251-266. https://doi.org/10.1086/605079
Boler, M. (2007). “Hypes, hopes and actualities:
New Digital Cartesianism and bodies in
Cyberspace.” New Media & Society, 9(1), 139—
168. https://doi.org/10.1177/1461444807067586
Breuer, J., Kihn, S., Lorenz, R. C., Huff, W.,
& Gallinat, J. (2015). « Sexist video games:
A cause for concern? A review of empirical
evidence.” Sex Roles, 72(11-12), 651-665.
https://doi.org/10.1007/978-3-319-95495-0_11
Brown, J. D., Halpern, C. T., & L'Engle, K. L.
(2005). “Mass media as a sexual super peer
for early maturing girls”. Journal of adolescent
Health, 36(5), 420-427. https://doi.org/10.1016/.
jadohealth.2004.06.003

Bhogal, M. S., Galbraith, N., & Manktelow,
K. (2016, April 12). “Physical Attractiveness,
Altruism and Cooperation in an Ultimatum
Game” Springer Link. https://link.springer.com/
article/10.1007/s12144-016-9443-1

Buss, D. M., Durkee, P. K., Shackelford, T.
K., Bowdle, B. F., Schmitt, D. P., Brase, G. L.,
Choe, J. C., & Trofimova, I. (2020). “Human
status criteria: Sex differences and similarities
across 14 nations.” Journal of Personality and
Social Psychology, 119(5), 979-998. https://doi.
org/10.1037/pspa0000206

Butler, J. (1997). The Psychic Life of Power:
Theories of Subjection. Stanford, CA: Stanford
University Press.

Butler, J. (1997). “The Future of Gender”,
Seminar at the Pembroke Center. December
12, 1997. Providence, Rhode Island: Brown
University.

Buunk, A.P., Fernandez, A.M., & Mufioz-Reyes,
J.A. (2019). “Height as Related to Self Perceived
Mate Value and Attractiveness.” Evolutionary
Behavioral Sciences, 13, 93-100. https://
psycnet.apa.org/doi/10.1037/ebs0000132
Chang, E. Y. (2015). “Love is in the air:
Queer (im) possibility and straightwashing in

19.

20.

21.

22.

23.

24.

25.

26.

27.

28.

FrontierVille and World of Warcraft.” QED: A
Journal in GLBTQ Worldmaking, 2(2), 6-31.
https://doi.org/10.14321/qed.2.2.0006

Chew, MM, & Wang, Y. (2021). “How propagames
work as a part of digital authoritarianism.”
Media, Culture & Society, 43(8), 1431-1448.
https://doi.org/10.1177/01634437211029846
Chu, J. Y, & Gilligan, C. (2014). When boys
become boys: Development, relationships,
and masculinity. New York University Press.
Retrieved from https://doi.org/10.18574/
nyu/9780814724859.001.0001.

Colley, A., & Todd, Z. (2002). “Gender-Linked
Differences in the Style and Content of E-Mails
to Friends.” Journal of Language and Social
Psychology, 21(4), 380-392. https://doi.
org/10.1177/026192702237955

Consalvo, M. (2013). Hot dates and fairy-tale
romances: Studying sexuality in video games.
In The video game theory reader (pp. 193-216).
Routledge.

Costa, P. A., Pereira, H., & Leal, I. (2013).
“Internalized homonegativity, disclosure, and
acceptance of sexual orientation in a sample of
Portuguese gay and bisexual men, and lesbian
and bisexual women.” Journal of Bisexuality,
13(2), 229-244. https://psycnet.apa.org/doi/10
.1080/15299716.2013.782481

Courtiol, A., Raymond, M., Godelle, B., &
Ferdy, J.-B. (2010). “Mate choice and human
stature:Homogamy as a unified framework for
understanding mating preferences.” Evolution,
64(8), 2189-2203. https://doi.org/10.1111/
j.1558-5646.2010.00985.x

Daniel, G. R., & Davis, F. J. (1993).
Who Is Black? One Nation's Definition.
Contemporary Sociology, 22(2), 178. https://
doi.org/10.2307/2075727

Dehn, D. M., & Van Mulken, S. (2000). “The
impact of animated interface agents: a review
of empirical research.” International journal of
human-computer studies, 52(1), 1-22. https://
doi.org/10.1006/ijhc.1999.0325

Diaz, L. M. (2018). Usage of Emotes and
Emoticons in a Massively Multiplayer Online
Role-Playing Game (Doctoral dissertation,
University of Toledo). http://rave.ohiolink.edu/
etdc/view?acc_num=toledo1533228651012048
Dhir, A., Pallesen, S., Torsheim, T., &
Andreassen, C. S. (2016). “Do age and gender
differences exist in selfie-related behaviours?”



20.

30.

31.

32.

33.

34.

35.

36.

37.

38.

SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023) 81

Computers in Human Behavior, 63, 549-555.
https://doi.org/10.1016/j.chb.2016.05.053
Eklund, L. (2011). Doing gender in cyberspace:
The performance of gender by female World of
Warcraft players. Convergence, 17(3), 323-342.
https://doi.org/10.1177/1354856511406472
Elias, A. S., & Gill, R. (2017). Beauty
surveillance: “The digital self-monitoring
cultures of neoliberalism.” European Journal
of Cultural Studies, 21(1), 59-77. https://doi.
org/10.1177/1367549417705604

Eliason, M. (2000). Bi-negativity: The stigma
facing bisexual men. Journal of Bisexuality,
19(2-3), 137-154. https://doi.org/10.1300/
j159v01n02_05

Eveleth, P. B. (1975). “Differences between
ethnic groups in sex dimorphism of adult
height.”Annals of Human Biology, 2(1), 35-39.
https://doi.org/10.1080/03014467500000541
Feldman, S. E., & Wright, A. J. (2013). “Dual
impact: Outness and LGB Identity Formation
on Mental Health.” Journal of Gay & Lesbian
Social Services, 25(4), 443-464. https://doi.or
9/10.1080/10538720.2013.833066

Fidler, J. (1997). The experiment management
system. Washington, DC: Sona Systems
Fleischmann, A., Lammers, J., Stoker, J. I., &
Garretsen, H. (2019). “You Can Leave Your
Glasses on.” Social Psychology, 50(1), 38-52.
https://doi.org/10.1027/1864-9335/a000359
Fong, K., & Mar, R. A. (2015). “What does my
avatar say about me? Inferring personality
from avatars.” Personality and Social
Psychology Bulletin, 41(2), 237-249. https://
doi.org/10.1177/0146167214562761
Foucault, M. (2008). “"Panopticism" from
"Discipline & Punish: The Birth of the Prison™
Race/Ethnicity: Multidisciplinary Global
Contexts, 2(1), 1-12. http://www.jstor.org/
stable/25594995

Gesselman, A. N., Ta, V. P.,, & Garcia, J. R.
(2019). “Worth a thousand interpersonal words:
Emoji as affective signals for relationship-
oriented digital communication. "PLOS
ONE, 14(8). https://doi.org/10.1371/journal.
pone.0221297

Gillen, M. M., & Bernstein, M. J. (2015). “Does
tanness mean goodness? Perceptions of
tan skin in hiring decisions.” North American
Journal of Psychology, 17(1), 1-16. https://www.
researchgate.net/profile/Michael-Bernstein-12/

39.

40.

41.

42.

43.

44,

45.

46.

publication/272415926 Does_ Tanness_
Mean_Goodness_Perceptions_ of Tan_Skin_
in_Hiring_Decisions/links/54e4eefa 0cf2986
5c33591cb/Does-Tanness-Mean-Goodness-
Perceptions-of-Tan-Skin-in-Hiring-Decisions.
pdf

Gillis, J. S., & Avis, W. E. (1980). “The Male-
Taller Norm in Mate Selection. "Personality
and Social Psychology Bulletin, 6(3), 396—401.
https://doi.org/10.1177/014616728063010
Goffman, E. (1963). Notes on the management
of spoiled identity. Englewood Cliffs, NJ:
Prentice Hall. Griffiths, M. D., Davies, M. N., &
Chappell, D. (2004). “Demographic factors and
playing variables in online computer gaming.”
CyberPsychology & behavior, 7(4), 479-487.
https://doi.org/10.1089/cpb.2004.7.479
Griffiths, S., Murray, S., Medeiros, A., & Blashill,
A. (2017). “The tall and the short of it: An
investigation of height ideals, height preferences,
height dissatisfaction, heightism, and height-
related quality of life impairment among sexual
minority men.” Body image, 23, 146-154. https://
doi.org/10.1016/j.bodyim.2017.10.001
Guéguen, N., & Lamy, L. (2009). “Hitchhiking
Women’s Hair Color.” Perceptual and Motor
Skills, 109(3), 941-948. https://doi.org/10.2466/
pms.109.3.941-948

Guéguen, N. (2012). “Hair color and wages:
Waitresses with blond hair have more fun.” The
Journal of Socio-Economics, 41(4), 370-372.
https://doi.org/10.1016/j.socec.2012.04.012
Handapangoda, W. S. (2015). “ldentity
production on social media: The narrative of
second-generation youth of sinhalese Sri Lankan
origin in New Zealand.” Journal of New Zealand
Studies, (21), 37-52. https://search.informit.org/
doi/10.3316/informit.977378004327693
Hayfield, N., Clarke, V., Halliwell, E., & Malson,
H. (2013). “Visible lesbians and invisible
bisexuals: Appearance and visual identities
among bisexual women.” In Women's Studies
International Forum, 40, 172—-182. https://doi.
org/10.1016/j.wsif.2013.07.015 .

Herring, S. (1994). “Politeness in computer
culture: Why women thank and men flame.”
Cultural Performances: Proceedings of the third
Berkeley Women and Language Conference,
Berkeley Women and Language Group. 278—
294. https://moam.info/1lirhy-women-thanlt-
and-men-flame_59dd6ef31723dd98cbf4731e.



47.

48.

49.

50.

51.

52.

53.

54.

55.

56.

SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023) 82

html

Holder, N. (2020). Memetic Assemblages in
Digital Environments—Algorithmic Body Culture
on Instagram (Doctoral dissertation, The
University of Innsbruck). https://diglib.uibk.ac.at/
ulbtirolhs/content/titleinfo/5097107?lang=en
Homonoff, T. A. (2018). “Can Small Incentives
Have Large Effects? The Impact of Taxes versus
Bonuses on Disposable Bag Use.” American
Economic Journal: Economic Policy, 10(4),
177-210. https://doi.org/10.1257/pol.20150261
Hu, C., Zhao, L., & Huang, J. (2015). “Achieving
self-congruency? Examining why individuals
reconstruct their virtual identity in communities
of interest established within social network
platforms.” Computers in Human Behavior,
50, 465-475. https://doi.org/10.1016/j.
chb.2015.04.027

Huh, S., & Williams, D. (2010). “Dude looks like
a lady: Gender swapping in an online game.”
Online worlds: Convergence of the real and the
virtual, 161-174. https://doi.org/10.1007/978-1-
84882-825-4_13

Hussain, Z., & Griffiths, M. D. (2008). “Gender
swapping and socializing in cyberspace:
An exploratory study.” Cyber Psychology &
Behavior, 11, 47-53. https://doi.org/10.1089/
cpb.2007.0020

Isaksson, S. (2012). “Character Creation
Processes in MMORPGs:-A qualitative study
of determining important factors.” https://
www.diva-portal.org/smash/get/diva2:543179/
FULLTEXTO1.pdf

Jia, R., & Persson, T. (2020). “Choosing
Ethnicity: The Interplay Between Individual
and Social Motives.” Journal of the European
Economic Association, 19(2), 1203—-1248.
https://doi.org/10.1093/jeeal/jvaa026

Jiang, C., & Galm, M. (2014). “The economic
benefit of being blonde: A study of waitress tip
earnings based on their hair color in a prominent
restaurant chain.” Journal of Behavioral Studies
in Business, 7, 1-6. http://www.aabri.com/
manuscripts/141934.pdf

Jonason, P., Webster, G., Gesselman, A.N.
(2013). “The Structure and Content of Long-
Term and Short-Term Mate Preferences”.
Interpersona: an international journal on
personal relationships, 7, 167-179. https://doi.
org/10.5964/ijpr.v7i2.125

Kawamichi, H., Sugawara, S. K., Hamano, Y. H.,

57.

58.

59.

60.

61.

62.

63.

64.

65.

Makita, K., Kochiyama, T., & Sadato, N. (2016).
“Increased frequency of social interaction is
associated with enjoyment enhancement and
reward system activation.” Scientific Reports,
6(1). https://doi.org/10.1038/srep24561

Kim, H., Chan, H. C., Kankanhalli, A. (2012).
“What Motivates People to Purchase Digital
ltems on Virtual Community Websites? The
Desire for Online Self-Presentation.” Information
System Research, 23(4), 1232-1245. http://
dx.doi.org/10.1287/isre.1110.04 11

Knous, H. M. (2006). “The coming out experience
for bisexuals: ldentity formation and stigma
management.” Journal of Bisexuality, 5(4),
37-59. https://doi.org/10.1300/J159v05n04_05
Koh, A., & Ross, L. (2006). “Mental health
issues: A comparison of lesbian, bisexual
and heterosexual women.” Journal of
Homosexuality, 51(1), 33-57. https://doi.
org/10.1300/J082v51n01_03

Krems, J. A., Rankin, A. M., & Northover,
S. B. (2020). “Women’s strategic defenses
against same-sex aggression: Evidence from
sartorial behavior.” Social Psychological and
Personality Science, 11(6), 770-781. https://
doi.org/10.1177/1948550619882028

Kulesza, W., Szypowska, Z., Jarman, M. S., &
Dolinski, D. (2014). “Attractive chameleons sell:
The mimicry?attractiveness link.” Psychology
& Marketing, 31(7), 549-561. https://doi.
org/10.1002/mar.20716

Kurzban, R., & Weeden, J. (2005). “HurryDate:
Mate preferences in action.” Evolution and
Human Behavior, 26(3), 227-244. https://doi.
org/10.1016/j.evolhumbehav.2004.08.012
Kondrat, X. (2015). “Gender and video games:
How is female gender generally represented
in various genres of video games?.” Journal
of comparative research in anthropology
and sociology, 6(01), 171-193. https://www.
proquest.com/scholarly-journals/gender-
video-games-how-is-female-generally/
docview/1712852612/se-2

Krems, J. A., Rankin, A. M., & Northover,
S. B. (2020). “Women’s strategic defenses
against same-sex aggression: Evidence from
sartorial behavior.” Social Psychological and
Personality Science, 11(6), 770-781. https://
doi.org/10.1177/1948550619882028

Kulesza, W., Szypowska, Z., Jarman, M. S., &
Dolinski, D. (2014). “Attractive chameleons sell:



66.

67.

68.

69.

70.

71.

72.

73.

74.

75.

76.

SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023) 83

The mimicry?attractiveness link.” Psychology
& Marketing, 31(7), 549-561. https://doi.
org/10.1002/mar.20716

Kurzban, R., & Weeden, J. (2005). “HurryDate:
Mate preferences in action.” Evolution and
Human Behavior, 26(3), 227-244. https://doi.
org/10.1016/j.evolhumbehav.2004.08.012
Lee, J. E. R. (2014). “Does virtual diversity
matter?: Effects of avatar-based diversity
representation on willingness to express
offline racial identity and avatar customization.”
Computers in Human Behavior, 36, 190-197.
https://doi.org/10.1016/j.chb.2014.03.040
Lehdonvirta, M., Nagashima, Y., Lehdonvirta,
V., & Baba, A. (2012). “The stoic male:
How avatar gender affects help-seeking
behavior in an online game.” Games and
culture, 7(1), 29-47. https://psycnet.apa.org/
doi/10.1177/1555412012440307

Liberati, N. (2018). “Achieving a self-satisfied
intimate life through computer technologies?.”
The Realizations of the Self, 233-247. https://
doi.org/10.1007/978-3-319-94700-6_13

Lin, J. Y., & Faste, A. (2012). “Face to Facebook:
How profile pictures shape online identity
construction.” Journal of Broadcasting &
Electronic Media, 56(2), 195-212.
https://doi.org/10.1080/08838151.2012.659736
Linderoth, J., & Ohrn, E. (2014). “Chivalry,
subordination and courtship culture: being a
‘woman’ in online games.” Journal of Gaming
& Virtual Worlds, 6(1), 33-47. https://doi.
org/10.1386/jgvw.6.1.33_1
MacCallum-Stewart, E. (2008). “Real boys
carry girly epics: Normalizing gender bending
in online games.” Eludamos: Journal for
Computer Game Culture, 2(1), 27-40. https://
doi.org/10.7557/23.5970

Mancini, T., & Sibilla, F. (2017). “Offline
personality and avatar customization.
Discrepancy profiles and avatar identification
in a sample of MMORPG players.” Computers
in Human Behavior, 69, 275-283. https://doi.
org/10.1016/j.chb.2016.12.031

Mark, Q. (2014). “Global Variance In Female
Population Height: The Influence Of Education,
Income, Human Development, Life Expectancy,
Mortality And Gender Inequality In 96 Nations.”
Journal of Biosocial Science, 46(1), 107-121.
Cambridge University Press.

McCluney, Courtney L., Kathrina, R., Serenity,

77.

78.

79.

80.

81.

82.

83.

84.

85.

L., Richard S., & Myles, D. (2021, January
28). “The costs of code-switching.” Harvard
Business Review, 15. https://hbr.org/2019/11/
the-costs-of-codeswitching

McDuff, D., Kodra, E., Kaliouby, R. el, &
LaFrance, M. (2017). “A large-scale analysis
of sex differences in facial expressions.” PLOS
ONE, 12(4). https://doi.org/10.1371/journal.
pone.0173942

McLeod, S. (2018). Solomon Asch - Conformity
Experiment. Asch Conformity Experiment.
Simply Psychology, 28. https://www.
simplypsychology.org/asch-conformity.html.
Miller, H., Thebault-Spieker, J., Chang, S.,
Johnson, |., Terveen, L., & Hecht, B. (2016).
“Blissfully happy” or “ready to fight”: Varying
Interpretations of Emoji.” Proceedings of the
10" International AAAI Conference on Web
and Social Media (pp. 259-268). https://doi.
org/10.1089/cyber.2011.0179

Ming-tak Chew, M. (2022). “How the
“Commercialized Performance of Affiliative Race
and Ethnicity” Disrupts Ethnoracial Hierarchy:
Boundary Processes of Customers’ Encounter
with South Asian Waitpersons in Hong Kong'’s
Restaurants.” Sociology, 56(2), 333-350. https://
doi.org/10.1177/00380385211037866
Morgan, C., & Townsend, C. (2022). “Why
the drive: The utilitarian and hedonic benefits
of self-expression through consumption.”
Current Opinion in Psychology, 101320.. https://
pubmed.ncbi.nim.nih.gov/35421832/
Netchaeva, E., & Rees, M. (2016). “Strategically
stunning: The professional motivations
behind the lipstick effect.” Psychological
Science, 27(8), 1157-1168. https://doi.
org/10.1177/0956797616654677

Nowak, K. L., & Rauh, C. (2005). “The
influence of the avatar on online perceptions
of anthropomorphism, androgyny, credibility,
homophily, and attraction.” Journal of Computer-
Mediated Communication, 11(1), 153-178.
https://doi.org/10.1111/j.1083-6101.2006.
tb00308.x

Palomares, N. A., & Lee, E. J. (2010). “Virtual
gender identity: The linguistic assimilation
to gendered avatars in computer-mediated
communication.” Journal of Language and
Social Psychology, 29(1), 5-23. https://psycnet.
apa.org/doi/10.1177/0261927X09351675
Park, J., & Kim, S. (2022). “How do people



86.

87.

88.

89.

90.

91.

92.

93.

94.

SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023)

with physical disabilities want to construct
virtual identities with avatars?.” Frontiers
in Psychology, 13. https://doi.org/10.3389/
fpsyg.2022.994786

Parrett, M. (2015). “Beauty and the feast:
Examining the effect of beauty on earnings
using restaurant tipping data.” Journal of
Economic Psychology, 49, 34-46. https://
www.sciencedirect.com/science/article/pii/
S016748701500046X

Pawlowski, B. (2003). “Variable preferences
for sexual dimorphism in height as a strategy
forincreasing the pool of potential partners in
humans.” Proceedings of the Royal Society
of London. Series B: Biological Sciences,
270(1516), 709-712. https://doi.org/10.1098/
rspb.2002.2294

Pierce, C. A. (1996). “Body height and romantic
attraction: A meta-analytic test of the male-taller
norm.” Social Behavior and Personality: an
International Journal, 24(2), 143-149. https://
doi.org/10.2224/sbp.1996.24.2.143

Pistella, J., Salvati, M., loverno, S., Laghi, F.,
& Baiocco, R. (2016). “Coming-out to family
members and internalized sexual stigma in
bisexual, lesbian and gay people.” Journal of
Child and Family Studies, 25(12), 3694-3701.
https://doi.org/10.1007/s10826-016-0528-0
NBC News (2021, May 18). https://www.
nbcnews.com/news/us-news/after-concealing-
her-race-black-indianapolis-owner-s-home-
value-n1267710.

Puzio, A., & Valshtein, T. (2022). “Gender
Segregation in Culturally Feminized Work:
Theory and Evidence of Boys’ Capacity for
Care.” Psychology of Men & Masculinities,
23(3), 271-284. http://dx.doi.org/10.1037/
men0000397

Redmond, M. (2015). "Social Exchange Theory."
English Technical Reports and White Papers, 5.
https://lib.dr.iastate.edu/engl_reports/5

Reer, F., & Kramer, N. C. (2017). “The
connection between introversion/extraversion
and social capital outcomes of playing World
of Warcraft.” Cyberpsychology, Behavior, and
Social Networking, 20(2), 97-103. https://doi.
org/10.1089/cyber.2016.0439

Roberts, T. S., Horne, S. G., & Hoyt, W.
T. (2015). “Between a gay and a straight
place: Bisexual individuals’ experiences with
monosexism.” Journal of Bisexuality, 15(4),

95.

96.

97.

98.

99.

84

554-569. https://doi.org/10.1080/15299716.2
015.1111183

Rosario, M., Hunter, J., Maguen, S., Gwadz,
M., & Smith, R. (2001). “The coming-out
process and its adaptational and health-
related associations among gay, lesbian, and
bisexual youths: Stipulation and exploration
of a model.” American journal of community
psychology, 29(1), 133-160. https://doi.
org/10.1023/A:1005205630978

Roy Wood Jr. (2017). ROY WOOD JR. -
ALWAYS GET A BAG (Episode 1). In Comedy
Central Stand-Up. Comedy Central. https://
www.cc.com/video/clyot1/roy-wood-jr-father-
figure-roy-wood-jr-always-get-a-bag.

Rubin, D. L., & Greene, J. (1992). “Gender-
typical style in written language.” Research in
the Teaching of English, 26(1), 7-40. https://
www.jstor.org/stable/40171293

Sahay, S., & Piran, N. (1997). “Skin-color
preferences and body satisfaction among
South Asian-Canadian and European-Canadian
female university students.” The Journal of
social psychology, 137(2), 161-171. https://doi.
org/10.1080/00224549709595427

Salska, |., Frederick, D. A., Pawlowski, B.,
Reilly, A. H., Laird, K. T., & Rudd, N. A.
(2008).“Conditional mate preferences: Factors
influencing preferences for height.” Personality
and Individual Differences, 44(1), 203-215.
https://doi.org/10.1016/j.paid.2007.08.008

100.Scates, C. (1981). A sociolinguistics study

101

of male/female in freshman composition.
Unpublished doctoral dissertation. University of
Southern Mississippi, Hattiesburg, Mississippi.
Schouten, A. P., Valkenburg, P. M., & Peter, J.
(2007). “Precursors and Underlying Processes of
Adolescents' Online Self-Disclosure: Developing
and Testing an “Internet-Attribute-Perception”
Model.” Media Psychology, 10(2), 292—-315.
https://doi.org/10.1080/15213260701375686

.Shields, S. A. (2007). “Passionate men,

emotional women: Psychology constructs
gender difference in the late 19" century.”
History of Psychology, 10, 92—110. https://doi.
org/10.1037/1093-4510.10.2.92

102.Skrinda, |., Krama, T., Kecko, S., Moore, F.,

Kaasik, A., Meija, L., Lietuvietis, V., Rantala,
M.J., & Krams, I. (2014). “Body height, immunity,
facial and vocal attractiveness in young men.”
Naturwissenschaften, 101, 1017-1025. https://



SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023) 85

doi.org/10.1007/s00114-014-1241-8

103.Smalley, K. B., Warren, J. C., & Barefoot, K.
N. (2015). “Barriers to care and psychological
distress differences between bisexual and gay
men and women.” Journal of Bisexuality, 15(2),
230-247. https://doi.org/10.1080/15299716.20
15.1025176

104.Song, W., & Fox, J. (2016). “Playing for love in
a romantic video game: Avatar identification,
parasocial relationships, and Chinese women's
romantic beliefs.” Mass Communication and
Society, 19(2), 197-215. https://doi.org/10.108
0/15205436.2015.1077972

105. Sorokowski, P., Sorokowska, A., Butovskaya, M.,
Stulp, G., Huanca, T., & Fink, B. (2015). “Body
Height Preferences and Actual Dimorphism
in Stature between Partners in Two Non-
Western Societies (Hadza and Tsimane').”
Evolutionary Psychology, 13. https://doi.
org/10.1177/147470491501300209

106.Steinkuehler, C. A., & Williams, D. (2006).
“Where Everybody Knows Your (Screen)
Name: Online Games as "Third Places".”
Journal of Computer-Mediated Communication,
11(4), 885-909. https://doi.org/10.1111/j.1083-
6101.2006.00300.x

107.Stephen, I.D., & Perera, A. (2014). “Judging the
differences between women's attractiveness
and health: is there really a difference between
judgments made by men and women?” Body
image, 11(2), 183-6. https://doi.org/10.1016/j.
bodyim.2013.11.007

108.Stets, J. E., & Burke, P. J. (2000). “Identity
Theory and Social Identity Theory.” Social
Psychology Quarterly, 63(3), 224. https://doi.
org/10.2307/2695870

109.Stulp, G., Buunk, A. P., Verhulst, S., & Pollet, T.
V. (2015). “Human height is positively related to
interpersonal dominance in dyadic interactions.”
PloS one, 10(2), e0117860. https://www.ncbi.
nim.nih.gov/pmc/articles/PMC4342156/

110.Swann, W., & Bosson, J. (2008). "ldentity
Negotiation: A Theory of Self and Social
Interaction". In O. P. John, R. W. Robins &
L. A. Pervin (Eds.), Handbook of Personality:
Theory and Research (3rd Ed.), Guilford
Press. Psychology Faculty Publications, 1180,
448-471. https://scholarcommons.usf.edu/
psy_facpub/1180

111. Taduran, R. J. O. (2021). « Exigencia de altura:
un estudio sociolégico sobre las preferencias

de talla en jovenes filipinos seleccionados en
base a relaciones heterosexuales. » Apuntes
Universitarios, 11(3), 197-209. https://doi.
org/10.17162/au.v11i3.701

112.Tannen, D. (1996, July 21). I'm sorry, | won't
apologize. New York Times Magazine, Retrieved
from DOI Link

113. Taylor, E. (2007). “Dating-Simulation Games:
Leisure and Gaming of Japanese Youth
Culture.” Southeast Review of Asian Studies,
29, 192-208. https://doi.org/10.1355/cs29-2k

114.Ting?Toomey, S. (2017). “Identity Negotiation
Theory.” The International Encyclopedia of
Intercultural Communication, 1-6. https://doi.
org/10.1002/9781118783665.ieicc0039

115.Utt, H., Reese, S., Geraghty, C., & Coulson,
B. (2012). An Informal Research Study
Investigating the Influence of Hair Color
on Attractiveness and Competence. http://
workstory.s3.amazonaws.com/assets/588680/
informal_study_paper_- _comm_408_original.
pdf

116.Valentova, J., Stulp, G., T?ebicky, V., &
Havli?ek, J. (2014). “Preferred and Actual
Relative Height among Homosexual Male
Partners Vary with Preferred Dominance
and Sex Role.” PLoS ONE, 9. https://doi.
org/10.1371/journal.pone.0086534

117.Varghese, J. (2017). “Fair & lovely: Ideas of
beauty among young migrant women in Chennai.
India.” Women'’s Studies Journal, 31(1), 59-69.
https://web.p.ebscohost.com/ehost/pdfviewer/
pdfviewer?vid=0&sid=7c285a10-6fc6-4224-
ad17-f33ef4ae9584%40redis

118.Waddell, T. F., & Ivory, J. D. (2015). “It's not easy
trying to be one of the guys: The effect of avatar
attractiveness, avatar sex, and user sex on the
success of help-seeking requests in an online
game.” Journal of Broadcasting & Electronic
Media, 59(1), 112—129. https://doi.org/10.1080
/08838151.2014.998221

119.Wall-Scheffler, C. M. (2012). “Energetics,
Locomotion, and female reproduction:
Implications for human evolution.” Annual
Review of Anthropology, 41(1), 71-85. https://doi.
org/10.1146/annurev-anthro-092611-145739

120.Wandrey, R. L., Mosack, K. E., & Moore, E.
M. (2015). “Coming out to family and friends
as bisexually identified young adult women:
A discussion of homophobia, biphobia, and
heteronormativity.” Journal of Bisexuality, 15(2),



SIMANIAN et al., Current Research Journal of Social Sciences, Vol. 06(1) 66-86 (2023) 86

204-229. https://doi.org/10.1080/15299716.2
015.1018657

121.Wang, C.-C., & Wang, C.-H. (2008). “Helping
others in online games: Prosocial Behavior in
Cyberspace. ” CyberPsychology & Behavior,
11(3), 344-346. https://doi.org/10.1089/
cpb.2007.0045

122.Wang, L., & Shen, J. (2017). “Examining the
Factors Affecting Personal Income: An Empirical
Study Based on Survey Data in Chinese Cities.”
Front. Econ. China, 12(4), 515-544. https://
doi.org/https://doi.org/10.3868/s060-006-017-
0022-0

123.Waseleski, C. (2006). “Gender and the Use
of Exclamation Points in Computer-Mediated
Communication: An Analysis of Exclamations
Posted to Two Electronic Discussion Lists.”
Journal of Computer-Mediated Communication,
11(4), 1012-1024. https://doi.org/10.1111/
j.1083-6101.2006.00305.x

124.Whitman, C. N., & Nadal, K. L. (2015). “Sexual
minority identities: Outness and well-being
among lesbian, gay, and bisexual adults.”
Journal of Gay & Lesbian Mental Health, 19(4),
370-396. https://doi.org/10.1080/19359705.20
15.1038974

125.Willis, J. (2021). “Woman Like Me.” Conference
talk presented for River Speaks: Gaming is
Everywhere (March 4-5, 2021). Zoom. https://
sites.google.com/my.tccd.edu/theriverspeaks/
gaming-is-everywhere/research-and-
pedagogy#h.h4aay2tjkbgh

126.Winn, L. L., & Rubin, D. L. (2001). “Enacting
Gender Identity in Written Discourse.” Journal
of Language and Social Psychology, 20(4),
393-418. https://doi.org/10.1177/026192
7x01020004001

127.Wood, W., & Carden, L. (2014). “Elusiveness
of menstrual cycle effects on mate preferences:
comment on Gildersleeve, Haselton, and
Fales.” Psychological bulletin, 140(5), 1265- 71.

https://psycnet.apa.org/doi/10.1037/a0036722

128.Yancey, G. & Emerson, M. (2014). “Does
height matter? An examination of height
preferences in romantic coupling.” Journal
of Family Issues, 35(4), 526-546. https://doi.
org/10.1177/0192513X13519256

129.Yee, N. (2008). “Maps of digital desires:
Exploring the topography of gender and play
in online games.” Beyond Barbie and Mortal
Kombat: New perspectives on gender and
gaming, 83-96. http://www.nickyee.com/pubs/
BBMK%20Yee.pdf

130.Yee, N., & Bailenson, J. (2007). “The
Proteus effect: The effect of transformed
self-representation on behavior.” Human
communication research, 33(3), 271-290. https://
doi.org/10.1111/j.1468-2958.2007.00299.x

131.Yee, N., Bailenson, J. N., & Ducheneaut, N.
(2009). “The Proteus effect: Implications of
transformed digital self-representation on
online and offline behavior.” Communication
Research, 36(2), 285-312. https://doi.
org/10.1177/0093650208330254

132.Yee, N., & Ducheneaut, N. (2011). Gender
bending. Retrieved from http://blogs.parc.com/
playon/2011/07/23/gender-bending

133.Yi, J. (2019). “Cultivation Effects of Female-
Oriented Dating Sims: Players' Parasocial
Relationships, Gender Attitudes, and Romantic
Beliefs in China”. Syacruse https://surface.syr.
edu/thesis/365

134.Zhang, S., Friedman, E., Zhang, X., Srinivasan,
K., & Dhar, R. (2020). Serving with a smile on
Airbnb: Analyzing the economic returns and
behavioral underpinnings of the host's smile.
SSRN https://dx.doi.org/10.2139/ssrn.3692623

135.Zhou, L., Han, N., Xu, Z., Brian, C., & Hussain,
S. (2022). “Why do Women Pretend to be
Men?.” Frontiers in Psychology, 2531. https://
doi.org/10.3389/fpsyg.2022.810954.



