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ABSTRACT 
The most efficient way to kill a Clicker in hand-to-hand combat is with a shiv. 

Clickers, formerly human, are the third stage of the infected in The Last of Us 

(Naughty Dog 2013). I know that the room has at least two Clickers in it because I 

have been unsuccessful in clearing this room in the Downtown building during 

previous attempts. Therefore, the first thing that I need to do is craft a shiv out of a 

broken pair of scissors and a roll of tape. I become anxious as I stare at the PS4 

analog controller and prepare to enter this multisensory zone of experience. I do not 

want to put Joel, my playable character, at risk in the post-apocalyptic world of The 

Last of Us in which humans mutate into violent, cannibalistic creatures upon infection 

with the Cordyceps fungal virus. As my anxiety prior to gameplay demonstrates, The 

Last of Us allows the player-character the opportunity to become immersed in the 

storyworld through sustained character identification, elongated narrative 

construction, formal aesthetics, and generic conventions. As an African American 

woman, however, it is quite another experience to take on the identity of a violent, 

White male character in a game in which gratuitous violence against other humans is 

necessary for the playable character’s survival. There is a distinct uneasiness 

associated with embodying Whiteness as a White character, which I suspect is due to 

my subjectivity in relation to White males’ history of imperialism and colonialism in 

the name of progress and survival. It is worth mentioning that there is also a certain 

pleasure attained, while playing with a character that is unquestionably destined to 

achieve his goals based on the aforementioned histories. Accounting for diverse 

experiences is problematic for me as a Black woman in the U.S. This project is an 

attempt to understand these disparate emotions in an era of transmedia storytelling in 

which post-apocalyptic narratives such as The Last of Us inevitably utilize the themes 

and mythologies associated with the Western genre to promote White masculinity, 

White privilege, and exceptionalism. Players from underrepresented communities 

must navigate their identities, while playing as White characters as a result of the 

hegemonic discourses in these narratives. The experience of embodiment and 

immersion that video games promote is more insidious than denigrating stereotypes 

that are observed through traditional passive forms of media.  

 

W.E.B. Du Bois’s concept of ‘double consciousness’ has been applied to experiences 

of African Americans’ oppression in a White hegemonic U.S. society. Black women, 

however, may see themselves through the additional lens of womanhood that 

engenders a ‘triple consciousness’ as a consequence of White patriarchy and Black 

hyper-masculinity. The inability to choose the race and gender of my playable 
character in The Last of Us necessitates that I embrace a White identity associated 
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with power and privilege, but also violence and oppression. The ‘triple 
consciousness’ to which I am referring relates to the feelings generated from 

embodying a White heteronormative character as an African American woman. This 

‘triple consciousness’—simultaneously empowering and unsettling—has led to this 

project on how identity is formed, constrained, and delimited for video game players 

from underrepresented communities. The concept of immersion concerning character 

development and narrative structure are central to this project, which addresses the 

manifestation of double and triple consciousness within video games. I am interested 

in how identity is formed, constrained, and delimited for video game players from 

underrepresented communities. The concept of immersion and identity formation 

concerning character development and narrative structure in video games will be 

explored during my ongoing gameplay as a Black woman. This project integrates 

both ethnographic and autoethnographic methodologies to understand the uses, 

gratifications, and pleasures of players from underrepresented communities who 

temporarily embody Whiteness during gameplay. 
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