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ABSTRACT

The portrayal of minority groups in video games significantly influences public
perception and understanding of historical events. This thesis investigates the discriminatory
representation of American Jewish prisoners of war in the video game "Call of Duty: WWII".
The research problem centres on how these portrayals perpetuate stereotypes and historical
inaccuracies. The primary objective is to analyse the depiction of Jewish characters and assess
the extent to which these representations align with or diverge from historical realities.

A qualitative content analysis was conducted, examining character dialogues, storylines,
and visual representations within the game. Narrative analysis was employed to understand the
broader context and implications of these portrayals. The study found that Jewish characters
were often depicted in a one-dimensional manner, lacking depth and complexity. These
representations frequently relied on stereotypical traits and did not accurately reflect the diverse
experiences of Jewish POWs during World War 1.

The findings suggest that "Call of Duty: WWII" contributes to a problematic and
oversimplified view of Jewish POWSs, potentially reinforcing negative stereotypes and
undermining the educational value of the game. These portrayals can shape players' perceptions,
leading to a distorted understanding of Jewish experiences during the war. The study
underscores the need for game developers to engage in more nuanced and historically accurate
storytelling. Future research should focus on other side perspective for example from Nazi
Germany perspective and the development of guidelines for more inclusive and accurate
portrayals.
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l. INTRODUCTION

Video games are a form of interactive digital entertainment that can be engaged
with through a computer, a gaming console such as the Xbox or PlayStation, or a mobile
device. (Owen, 2016). Digital entertainment is experiencing rapid development (Hakim,
2021). The increasingly rapid development of digital entertainment has led to the
creation of video games with various genres (Pavlovic, 2020). The genre that gamers are
most interested in at the moment is the action shooter war genre (Clement, 2023). Action
shooter war games have become a very significant genre in the gaming world in the past
couple of years, this causes video game developers to compete to create war action
games (GameRefinery, 2022).

Call of Duty: WWII 2 is a video game developed by Sledgehammer Games and
published by Activision Games in 2017. Activision released this video game as the
successor to the Call of Duty World at War series. Unlike the previous series which
focused on the Pacific battles and the Eastern European front, this second series tells the
perspective of the United States in liberating Western Europe from the shackles of Nazi
Germany. Call of Duty: WWII narrates the story of a soldier named Ronald Daniels who
is deployed from the beginning of the battle on the Western European front to the end of
the battle. Along his journey, he meets several friends, including Drew Stiles, Frank
Aiello, Joseph Turner, and Robert Zussman.

Robert Zussman is a side character who assists Daniels in his missions. In this
video game, it is told that Zussman is an American soldier of Jewish faith. In one
mission titled "Ambush," the mission does not go according to plan, and Zussman is
captured by German Nazi soldiers. Before the prisoners are taken to prison, the German
Nazi soldiers segregate the prisoners based on their religion. Zussman and some Jewish
prisoners feel discrimination, oppression, and violence from the German Nazi soldiers,
and from then on, the suffering of Zussman and the Jewish prisoners begins.

The mission "Epilogue™” tells the story of Daniels searching for his friend
Zussman. Daniels searches through various German Nazi prisoner camps and

concentration camps. In these camps, there is ample evidence of the cruelty of the



German Nazis towards the prisoners, especially those of Jewish faith. Jewish people are
Killed, tortured, and hanged, resulting in horrific scenes. While inspecting these camps,
Daniels eventually finds Zussman, who is nearly killed by a German Nazi soldier but is
rescued by Daniels just in time. Zussman's condition is very concerning. After the war
ends, Zussman tells Daniels how hopeless he and other Jewish prisoners felt inside the
German Nazi concentration camps. The horrifying experience leaves Zussman
traumatized and proves how cruel the German Nazis were in discriminating against the
Jewish people.

In this study, researchers will analyse the representation of American Jewish
prisoner of war discrimination in the Call of Duty WWII video game. To help researchers
analyse the representation of American Jewish prisoner of war discrimination in the
video game Call of Duty WWII, researchers will use sociological and semiotic
approaches and will use critical race and semiotic theory.

The researcher provides a disclaimer that the researcher do not directly support
the human crimes committed by Zionist Israelis against Palestinians. All forms of
colonialism and violence in the world must be eradicated because freedom is the right of

all nations. The researcher fully supports the independence of Palestine.



1. METHODOLOGY
In this research, researchers used qualitative research methods. Qualitative research is

a systematic and flexible research approach that aims to understand, interpret, and describe
complex social phenomena by gathering and analysing non-numerical data, such as
interviews, observations, documents, or artifacts. It emphasizes context, context-specific
meanings, and the exploration of multiple perspectives to generate rich, in-depth insights

into the subject of study (Yin, 2016).

1. Data and Source of Data
The main data of this research is scenes and dialogues from Call of Duty: WWII
(2017). Secondary data sources include information obtained through research articles,
journals, and online articles that are directly related to the topic to be discussed.
2. Method and Technique of Collecting Data
In this study, the data was collected from the Call of Duty: WWII (2017). The data

were collected in some steps below:

a. Playing the video game.

b. Observe the discrimination elements that related.

c. Screen capture the scene that become the object of this research.

d. Analyze the data by implementing the theories of this research.
3. Method of Analyzing Data

Analysing qualitative data, according to Robert K. Yin, can be defined as the
systematic process of examining and interpreting non-numerical information and
evidence gathered through various qualitative research methods. This analysis aims to
uncover patterns, themes, and insights within the data, with a focus on understanding the
underlying context, relationships, and the meaning attributed to the phenomena under
investigation. (Yin, 2016: 184-185).

M. RESULT AND DISCUSSION



A. Character Portrayals That Depicted the Theme of Jewish Discrimination

1. Color Blindness

The construction of colour blindness consists of several concepts including abstract
liberalism, neutralization of race, cultural racism, and minimization of racism (Bonilla-Silva,
2022). In the video game Call of Duty: WWII, there are several scenes or dialogues that enter

the concept of colour blindness.

Table 1.1: German officer give orders to their men
Scene Denotative

Nazi soldiers captured Zussman in an
ambush, sending him to a

concentration camp  with  other

prisoners of war. A Nazi officer then
'm looking for workers. Separate the segregated Jewish prisoners.

Jews”

In the initial scene during the "ambush™ mission, Zussman is apprehended by German
Nazis and grouped with other prisoners of war for transportation to a camp. In real history,
the Nazis implemented forced labour as a brutal tool of oppression, subjecting millions of
Jews to harsh and degrading conditions. (The Wiener Holocaust Library, 2010). In this video
game scene, the naturalization of race and class is depicted through the segregation of
prisoners based on their racial or ethnic backgrounds. The grouping highlights societal norms
of hierarchy. (Call of Duty: WWII, 2017).

2. Racism

The construction of racism consists of several concepts including ethnicity, ideology,

and white privilege (Bonilla-Silva, 2022). In the video game Call of Duty: WWII, there are

several scenes or dialogues that enter the concept of racism.



Table 1.2: Jewish detention camps were segregated

Denotative

this portrayal, Daniel notes that
Zussmann and other prisoners of war

are isolated from a Gentile camp.

‘Survivors said that the others POW'’s
including’ Zussman, had been taken to

a smaller camp three hours east”.

In this depiction, Daniel observes that Zussman and other prisoners of war have been
segregated from the Gentile prisoner camp, relocated to a distant and smaller facility. During
World War 11, German Nazi authorities endeavored to segregate Jewish American prisoners
of war (POWs), notably at Stalag IXB in January 1945. Despite German orders to identify
Jewish American men, non-Jewish officers and fellow prisoners demonstrated solidarity by
refusing to comply, thereby shielding those targeted from discrimination (Guise, 2021). This
video game scene vividly portrays the concept of white privilege, as non-Jewish prisoners,
perceived as part of the white side, remain unaffected by the relocation to a remote and
smaller camp (Call of Duty: 2017).

3. Intersectionality

The construction of intersectionality consists of several concepts including race, class,

ability, and ethnicity (Bonilla-Silva, 2022). In the video game Call of Duty: WWII, there are

several scenes or dialogues that enter the concept of racism.

Table 1.3: photos of bodies and places of execution of prisoners

Scene Denotative

The execution site, marked by gallows
and posts for shooting prisoners,

features numerous corpses hanging or




shot dead, discarded without dignity,
highlighting the perpetrators'

ruthlessness, the victims'

dehumanization, and the callousness
“They’d slaughtered the weakest.

of those in power.
Anyone that was slowin’ them down”.

The horrific execution site is marked by gallows for hanging and posts for shooting
prisoners' bodies. Numerous corpses dangle from the gallows or lie shot dead, discarded
without dignity. In real life, in numerous concentration camps, the Nazi SS either constructed
or planned to construct gas chambers to facilitate their routine practice of exterminating
prisoners who were too debilitated or ailing to labor. Before the widespread implementation
of gas chambers in these camps, infirm, sick, and exhausted prisoners, identified by camp
physicians, were systematically murdered through a clandestine program known as 14f13,
operating within "euthanasia” (T4) facilities from 1941 to 1943 (Guise, 2021). These video
game scenes and dialogues serve as potent examples of the concept of ability, showcasing
how Nazi Germany possessed the capability to ruthlessly oppress Jewish individuals and the
most vulnerable groups. Their unchecked power enabled them to perpetrate atrocities with
impunity, demonstrating the dire consequences when authoritarian regimes wield unchecked

authority.

B. Connotative and Denotative Elements of Discrimination Against Jews

In Table 1.1's scene and dialogue, As Zussman and his fellow prisoners of war found
themselves captured by Nazi soldiers, they were soon bound for a concentration camp. Upon
arrival, a Nazi officer separated the Jewish prisoners from the others, enforcing segregation
based on religion. This division signified the antisemitic policies of the Nazi regime and their

targeted persecution of Jewish individuals.



This stark directive paints a grim picture of oppression and dehumanization, mirroring
the historical reality of the Holocaust. The forced separation and categorization of Jews as
inferior underscore the systemic discrimination and exploitation they endured during World
War Il. This portrayal evokes an atmosphere of suffering and injustice, highlighting the
atrocities committed against Jewish people under Nazi rule. It serves as a poignant reminder
of the profound cruelty and inhumanity inflicted upon innocent individuals solely because of
their ethnicity or religious beliefs.

In the scene portrayed in Table 1.2, American soldiers liberating Nazi German camps
uncover the stark reality of segregation, with Jewish prisoners of war distinctively separated
from their non-Jewish counterparts. This revelation exposes the discriminatory practices
employed by Nazi Germany, where camps are organized based on the status of detainees,
resulting in Jewish prisoners enduring harsher treatment.

The scene evokes themes of discrimination, isolation, and control, illustrating the
vulnerability of prisoners subjected to arbitrary segregation and relocation by their captors. It
serves as a poignant reminder of the systematic oppression and dehumanization inflicted
upon Jewish prisoners during World War |IlI, underscoring the profound impact of
institutionalized discrimination and the need for vigilance against such atrocities. Through
this portrayal, the scene prompts reflection on the enduring legacy of segregation and the
importance of confronting discrimination to ensure justice and equality for all.

In Table 1.3, the subsequent scene unveils the grim reality of the execution site at the
camp, where prisoners are ruthlessly Killed through hanging and shooting. The scene depicts
numerous corpses strewn about, left unattended and forsaken. This portrayal paints a bleak
picture of the camp's brutality, showcasing the callousness and disregard for human life
under Nazi rule.

It conveys themes of terror, dehumanization, and trauma, emphasizing the harrowing
experiences endured by prisoners subjected to state-sanctioned violence. Through this scene,
the stark realities of oppression and cruelty are laid bare, serving as a poignant reminder of

the atrocities inflicted upon innocent individuals during this dark period of history.



V. Conclusion
The research titled “The Representation of Jewish Discrimination in Video Game Call of

Duty: WWII”. This research is descriptive qualitative research that aims to describe how
discrimination against American Jewish prisoner of war are represented in video game as
seen in the Call of Duty: WWII. Data was obtained by playing, collecting, and observing from
mission in Call of Duty: WWII as primary data. The data also collected from books, journals,
and online website as secondary data.

Researchers used the video game Call of Duty: WWII to reveal how discrimination
against Jews is represented as the community most affected during World War 11 through
historically depictions. This demonstrates that video games can be used as a medium to raise
awareness of or portray social issues occurring in the real world, allowing players to

understand the social issues the game developers aim to highlight.
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