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Abstract 

The state of queer representation in games is poor, and queer consumers are growing 

increasingly vocal in their demands for nuanced portrayals. This thesis investigates how queer 

players perceive the tropes and stereotypes commonly used to portray them in games. By 

sorting through existing representation and using the most common tropes found, this study 

created two example characters which were represented both narratively and visually. These 

characters were then the subject of a study of 29 participants. The comments and opinions of 

these 29 participants were then analysed to find a largely negative consensus which is chiefly 

concerned with making portrayals less tragic. From this, this study proceeds to analyse the 

desires of queer consumers and contextualize them in relation to a world which still actively 

oppresses them. 
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 Introduction 

This thesis examines the tropes and stereotypes used in queer representation in games, and 

queer players’ perceptions of these. In other forms of media such as television and cinema, 

queer identities have become a somewhat established topic. These themes, however, are still 

facing significant resistance towards inclusion when it comes to video games. After an 

examination of previously conducted research, this thesis discusses representation and the 

ways in which it is done, the experiences and methods of play employed by queer gamers, and 

the struggle between inclusive and exclusive movements within the gaming culture. An 

analysis of this material finds that queer representation is often tasked with educating its 

queerphobic consumers, instead of providing visibility and encouragement for its queer 

consumers. As it is largely ineffectual at the former, and largely successful at the latter, this 

thesis argues that the focus should be shifted. If the purpose of queer representation is instead 

to benefit queer consumers, the opinions of these consumers become increasingly relevant. 

With that in mind, the research question of this thesis aims to investigate this. What opinions 

do members of the queer community have of the tropes and stereotypes commonly used to 

represent them in video games?  

This was done by identifying queer characters based on set criteria through databases and 

archives containing information on games with queer characters. These were then examined 

for recurring tropes, resulting in a list of the most commonly used tropes for queer video game 

characters. 12 of these tropes were then randomly selected and used to create two new 

characters, represented visually as well as narratively in the form of portraits and narrative 

profiles. By using online questionnaires as well as email interviews, queer people were then 

asked their opinions on the artefact characters, as well as their opinion on the tropes in 

general. 
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 Background 

Queer people face discrimination in their daily life, ranging from lesser rights than cisgender 

heterosexual people (Mendos, 2019), to sexual assaults, horrific violence, and outright murder 

(TvT, 2018). The source of said discrimination is sometimes an individual, and sometimes the 

government, as is the case in 70 countries in the world (Mendos, 2019.) Six countries have 

death penalty as the punishment for consensual same-sex sexual acts, and five more have it as 

a possible punishment. 31 countries have up to eight years in prison as punishment, and 26 

countries take it a step further and have up to ten years in prison. And worldwide, only nine 

countries offer constitutional protection for queer people. This inequity is further reflected in 

the media presence of queer identities. As outlined below, the little queer representation that 

does exist in media has been riddled with harmful stereotypes, faced by extreme prejudice, 

and silently erased by the communities surrounding it. 

 Stereotypes 

For the purposes of this study, the authors consider the term “tropes” to mean common 

patterns and themes that can be identified in media. It is in the authors’ belief that tropes are 

similar to stereotypes in their structure and purpose, but may sometimes represent smaller 

aspects whereas stereotypes may sometimes indicate a larger theme. For this study the authors 

consider stereotypes to consist of tropes, and thusly we can gain insight into tropes by 

examining the background of stereotypes, and gain insight into the usage of stereotypes by 

examining tropes. 

It is no secret that stereotypes are used in media, nor that they are used in our everyday life 

when facing the world. Their role is to “make visible the invisible, so that there is no danger of 

it creeping up on us unawares” (Dyer, 2002, p. 16,) and are ultimately driven by our need to 

categorize and sort the world around us. By categorizing, and thus stereotyping, the world 

around us, we create a shortcut to understanding it, which is not only useful, but sometimes 

crucial to how we function (Lakoff, 1990, p. 6.) Stereotypes can be used to code the way we 

dress and behave, to ensure the way we come across to others is true to how we wish to appear 

(Isbister, 2006, p. 13,) and can be used in media and commercials to express or associate with 

specific ideas and concepts (Lakoff, 1990, p. 85.)  

This may give the impression that stereotypes are a fully natural part of life, and simply how 

things function (Lakoff, 1990, p. 6,) but this is not always the case. Not only can stereotypes 

cause people to ignore information about a certain situation or person if the information does 

not fit into their predetermined assumption (Isbister, 2006, p. 12,) but stereotypes may be 

used in creating boundaries of what is acceptable or not (Dyer, 2002, p. 16) when no such 

boundaries naturally exist. Dyer (2002) explains this becomes apparent when concerned with 

invisible categories; someone's sexuality, for example, is simply not visible to a stranger. If 

someone does not use stereotypes to code their identity, then it is impossible to tell whether 

or not someone is, for example, queer or not.  

While the urge to categorize and sort the world around us may be a natural state of mind for 

human beings, stereotypes create expectations. By assigning a person, or a character in a work 

of fiction, a specific stereotype, the audience will judge said person or character based on their 

earlier experience with that stereotype (Isbister, 2006, p. 55.) The usage of stereotypes in 

media differs between the groups they are applied to; certain groupings are seen as social types 
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(Dyer, 2002, p. 14,) and represent the norm, while others are stereotypes, and represent 

diversion from the norm. While both are constructed similarly, using a few visual and verbal 

traits to define a character, they carry different expectations. Social types can exist in a story 

in almost any manner, while stereotypes become bound to expectations, creating an implicit 

narrative the audience will come to expect (Dyer, 2002, p. 15.)  

Thus, if the stereotype, and expectation, is diverged from, the audience may be confused, or 

even annoyed - especially if the person or character is one the audience identifies with. 

Furthermore, stereotypes operate on the assumption that they are a general consensus, “as if 

these concepts of these social groups were spontaneously arrived at by all members of society 

independently and in isolation” (Dyer, 2002, p. 14.) However, more often than not, it is 

stereotypes themselves that form our opinion on certain social groups or situations. And it is 

here that it becomes apparent that stereotypes may sometimes do more harm than good. This 

is clearly the case with queer identities. As discussed before, being queer does not show on a 

person unless they are deliberately using stereotypes to code themselves. Thus, in order to 

quickly and inexpensively represent queer characters in media, a narrative may rely on 

stereotypes and typification to ensure the audience receives the message. These stereotypes 

then feeds into the audience’s expectations of how queer people will look and behave in real 

life. This means that representation, and stereotypes used in representation, give direct 

consequences for real people (Dyer, 2002, p. 3.) With this in mind, the degree to which game 

narratives rely on stereotypes to portray their characters becomes a potential problem. 

 Representation 

The state of queer representation in gaming is poor. So poor, in fact, that out of over 4000 

games published between 2010 and 2015 in the United States only 63 games explicitly 

included it (Talbert, 2016.) This equals roughly one percent of the total representation in 

games, which is only a quarter of the representation given to gay, lesbian and bisexual 

characters in television in 2015 (GLAAD, 2015.) Despite this disparity in numbers, one percent 

is still a marked improvement in comparison to the historic deficit. After the first prominent 

example in 1986 until 2000, significantly queer characters appeared in only ten video games 

(Talbert, 2016.) In the few years following that, an effort was made to include queer content 

as the queer community became seen as a viable market. This was largely unsuccessful as the 

characters in these games were portrayed as flat stereotypes whose personalities consisted 

solely of their sexual orientations (Talbert, 2016.) 

These portrayals set a standard for representation which have led to several offensive 

patterns in queer game content. For instance, minor queer characters, particularly in 

antagonistic roles, are commonly inappropriately sexual or predatory towards other 

characters. This behaviour is played for laughs at best, and implies sexual assault at worst 

(Pelurson, 2018; Shaw & Friesem, 2016; Talbert, 2016.) Dating simulators and other games in 

which the player is tasked with dating or sleeping with women sometimes feature the so called 

“gay game over” (Shaw & Friesem, 2016.) In these games, the option to instead pursue a male 

love interest will be included for comedy, however taking this option will be considered a 

failure as opposed to a victory. 

Even if an explicitly queer character is included in the game, they’re very rarely a 

protagonist. Far more commonly queer identities are given to less important side characters 

and don’t have much, if any, bearing on the plot. In some cases, the queer content in a game’s 
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narrative is outright hidden away unless the player goes looking for it, or could easily be missed 

by an inattentive consumer (Krampe, 2018.) Interestingly, lesbian characters are afforded 

more visibility than their gay male counterparts (Shaw & Friesem, 2016.) Queer identities are 

often given to companion characters that serve as a love interest for the player character. These 

characters usually respond with romantic interest toward a player regardless of their avatar’s 

gender. This apparent bisexuality is, however, entirely contextual, and thusly requires 

multiple playthroughs of the game to be noticeable to the player. (Shaw & Friesem, 2016.) A 

male companion character who would have expressed the same desire toward a male avatar 

can easily be mistaken for heterosexual by a player who exclusively plays female avatars. 

The fact that these romantic interests interact with the player and their relationship in the 

exact same way regardless of the player’s gender could itself be an issue. Though grounded in 

the desire to give queer relationships the same status as heterosexual relationships, the 

assumption that a queer person relates to and interacts with their lover in the exact same ways 

is potentially problematic. A lesbian’s experiences loving another woman may differ in 

multiple ways from a man’s experience with the same. Despite this, queer romance in video 

games is almost exclusively portrayed just the same as heterosexual romance, as if the two 

were interchangeable (Shaw & Friesem, 2016.) In addition to allowing queerphobic players to 

simply ignore the presence of queer content, this way of handling queer narratives could 

alienate the very players the developers were making an effort to include.  

Furthermore, any player interacting with such content will do so in context of their real 

world experiences. Many game narratives simply include queer romance options without in 

any way addressing their deviation from the heterosexual norm. While this is a welcome step 

away from outright homophobia, ignoring such issues outright could further alienate players 

who experience them (Greer, 2013.) A queer player may struggle to relate to a character whose 

experience differs so greatly from their own. 

As the debate surrounding queer representation grows, consumers are becoming 

increasingly vocal in their criticism. No longer satisfied with merely subtext, the queer 

community is demanding an increase in both numbers and quality of representation (Ng, 

2017.) Queerphobic stereotypes such as predatory transgender women and overly feminine 

gay men are being called out, and there is a growing sense of dissatisfaction toward content 

creators who fail to deliver queer inclusivity. The allegation of queerbaiting is often made 

toward shows that acknowledge their queer consumers and repeatedly hint toward the 

possibility of queer content, but never actually include any in their material (Ng, 2017.) 

However, in more recent years, the term has been broadened to include media which 

canonically includes queer characters and content, but fails to make said representation 

satisfactory (Ng, 2017.) For instance, queer characters in media are notably more likely to die 

at some point during the narrative. This is commonly referred to as the Bury Your Gays trope 

(TVTropes, 2019.) Lesbians in particular tend to meet this fate, to the point where an 

alternative name for the trope is “Dead Lesbian Syndrome.” An online cataloguing of lesbian 

deaths in media has recorded more than 181 instances of this trope (Ng, 2017.) 

The debate about what constitutes as satisfactory representation, however, is still ongoing 

even within the queer community. Dorian Pavus, a romanceable companion character from 

Dragon Age: Inquisition (Electronic Arts, 2014) is an excellent example of this. He is a highly 

competent mage, an academically acclaimed genius, and determined to redeem his morally 

corrupt homeland. He is also flirtatious, overly concerned with his own appearance, and by no 
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means shy about being openly homosexual. In addition to having several stereotypical traits, 

Dorian’s personal storyline revolves around confronting his father. Said father prompted 

Dorian to flee his homophobic home country after attempting to turn Dorian heterosexual 

using a magical ritual. Despite fulfilling these criteria for what consumers usually consider 

offensively stereotypical, Dorian is remarkably popular with fans of the game (Pelurson, 

2018.) Though some still argue this example of representation is dissatisfactory, many players 

found themselves relating to Dorian due to having similar experiences with their own family 

members (Pelurson, 2018.) In addition to his more stereotypical traits, Dorian is a fully 

realized character, fleshed out with a depth and complexity that makes him very compelling. 

It is possible that, as Dorian was written by a homosexual man, the usage of stereotypes in 

Dorian’s characterization is not intended as a generalization about gay men. Rather, it could 

be a case of these stereotypical traits being employed to highlight and celebrate Dorian’s, and 

by extension his author’s, identity (Krobová, et al. 2015.)  

 Queer players 

There is a small, yet vocal, group in the gaming subculture claiming that queer content has no 

place in video games. When BioWare banned the words “gay” and “lesbian” on the forum 

boards for the game Star Wars: The Old Republic (Electronic Arts, 2011) in 2009, the debate 

that followed was heated - over 1200 posts were made discussing the ban (Condis, 2014.) Part 

of the debate claimed that there was enough queer representation in video games already, as 

it matched the percentage of queer people in the world, even though this has been proven to 

be false (Talbert, 2016.) Another part utilized the techno-utopian rhetoric used in the 1980s 

and 1990s (Condis, 2014,) which believed that we would be freed from our bodies and the 

discrimination attached to them by going online, to claim that political content had no place 

in games and the discussion surrounding them. Thus queer content, which was regarded as 

political, had no place in games and gaming debates. Not complying with this mindset and 

striving to include more queer content in games would bring the real world into the virtual 

one, and ruin the experience “true gamers” supposedly aim for; implying that if you are queer, 

or want more queer content in games, you are not “real game fans”, as your loyalties clearly lie 

elsewhere (Condis, 2014.)  

The results of listening to this group, and their arguments, is a largely heteronormative 

gaming culture (Condis, 2014.) A majority of game developers are white, heterosexual males, 

and the constructed audience for games is white, heterosexual and male (Greer, 2013; 

Krobová, et al. 2015; Shaw, 2009.) By assuming that the identity of “gamer” belongs to white, 

heterosexual men, the way people approach and interact with the identity is affected. The 

existence of queer games may not be enough to encourage queer people to become gamers 

(Shaw, 2011,) as they are rejected by the values attached to the label “gamer” itself. Regardless, 

the gaming industry has several excuses for being cautious about creating queer content. As 

Shaw (2009) describes, not only is creating queer content complicated, there must be an 

audience that is interested, the developers themselves must be invested in questions regarding 

queer content, and there is a fear that it may backfire and lead to criticism from both the queer 

community as well as conservative groups. So as long as games made for white, heterosexual 

male gamers sell (Krampe, 2018; Shaw, 2009,) money will continue to make the industry 

favour that group. It is not uncommon for producers to side with whichever group that will 

maximize profits when observing the debates regarding queer content in games (Condis, 

2014,) and while historically the queerphobic side has often won, there are cases that show the 

opposite. BioWare found that by including queer content more money would be earned in the 
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long run than if they were to exclude it. The cast of characters in Dragon Age: Inquisition, 

which includes several queer characters (Electronic Arts, 2014,) may have been a result of the 

diverse team developing it (Pelurson, 2018,) who tried to clear a space for queer gamers to join 

the gaming culture. 

But more often than not, this is not the case. According to the gaming culture, a gamer 

cannot discuss or desire politics in games, and queer people, who may wish for better queer 

representation, are deemed inherently political. Thus, queer gamers are a contradiction that 

should not be able to exist. Yet, they persist, and are carving out a space for themselves by 

using (Shaw, 2009,) and perhaps changing the meaning of, the label gamer to fit their queer 

identity. 

Krobová et al. (2015) found that as a reaction to the rejection of queerness in games, queer 

players have created new ways of engaging with games. While some disconnect from their 

avatar if the game does not allow them to play in a queer way, such as the avatar only featuring 

two gender options - thus potentially excluding genderqueer players - others reframe the 

content to be queer, bending the heterosexual framework. Krobová et al. (2015) calls this 

Imaginative Play, as queer players reimagine a character, or other content, in a queer context 

to make up for a lack of representation. This is further supported by the occurrence of implicit 

queer content in games (Shaw & Friesem, 2016,) as such content may have been intended to 

be explicitly queer, but was made implicit to avoid backlash. By using imaginative play, players 

may thus “access” this hidden queer content.  

If the game has an element of customization, either of the player character’s visual 

appearance or tools and instruments the player character interacts with, such as vehicles, 

queer players may use the strategy identified as Stylized Performance (Krobová, et al. 2015.) 

This involves using stereotypical signifiers, such as the colour pink, to celebrate their identity. 

The very same stereotypes that are often considered queerphobic are thus reclaimed by queer 

people to combat games rejecting them. 

The third and final playing strategy Krobová et al. (2015) identified is Role-Playing, where 

the player uses the player character to role-play as either themselves, or an imagined self, 

sharing their queer identity with the player character. This strategy may be adopted even if the 

game itself does not allow for queer content; for example, if the only available romances are 

heterosexual, the player, and their player character, may then simply refrain from pursuing 

any of the romance options. The opportunity to engage with a game within a queer framework 

is often not something queer players expect. When presented with such an opportunity, it 

often changes the way they view and engage with the game in a positive manner, leading to 

more engagement and an increased ability to feel more immersed (Krobová, et al. 2015.) 

Furthermore, the more central and significant the queer elements are to a game’s storyline, 

the better this strategy works, as it provides queer players with more motivation to utilize it. 

However, the strategies outlined above beg the question; why do queer players insist on 

engaging with a medium that is so thoroughly rejecting them? To the point that they must 

employ unique strategies in order to enjoy and feel included by them? The answer, which may 

be gleaned by looking at a study by Craig, McInroy, McCready and Alaggia (2015,) is rather 

simple. By engaging with media, young queer consumers were able to cope with their often 

hostile realities and social environment by providing several key factors; escapism, improved 

self-images, providing them with platforms to resist queerphobia, and by assisting them in 

forming communities. Queer content particularly was sought out to handle stress and to deal 
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with queerphobia, as positive representation provided them with several positive effects, such 

as improved self-image (Craig, et al. 2015.) Additionally, media gave them a reason to engage 

with others on social media platforms, on which they were able to form communities that were 

perhaps unavailable to them otherwise. 

Ultimately, this proves why games must strive to include good, respectful representation of 

queer people in games. While one might imagine that perhaps it would be better to not be 

shown at all than portrayed through stereotypes, but that would communicate that queer 

people, and their struggles, do not matter, which is a serious ideological problem (Shaw, 

2009.) The players to whom the gaming industry currently caters and regularly provides with 

positive and varied representation - namely, those not in the queer community - may not 

realize the impact of representation, as it is part of their life every day. However, for queer 

people, the matter of representation is absolutely crucial, and as long as games are widespread 

enough to reach and affect queer people, they have a social responsibility to represent them 

correctly (Talbert, 2016.)  

 Straight-washing 

Representation is often presented as the solution to the homophobia that is present in the 

gaming culture. The inclusion of queer content is meant to show queerphobic players that 

queer people are in fact people too, and worthy of respect and empathy (Talbert, 2016.) 

However, as illustrated in Ruberg’s (2018) article, which examines the case of Undertale (Toby 

Fox, 2015,) there are certain limitations to representation. Despite being a distinctly queer 

game, from the design to the narrative to the characters’ sexualities, it garnered an immense 

following and is widely celebrated, which, when considering the queerphobic nature of the 

gaming culture, is somewhat baffling. The answered was found in the concept of straight-

washing - which systematically strips content of its queer subtext and sweeps queer content 

under the carpet. When examining the reviews of the game, Ruberg (2018) found that only 

three out of 43 mentioned Undertale’s queer content, and even then it was never the focus of 

the review. Instead, these reviews, and the following discussion of the game on social media, 

reframed Undertale and its content using terms associated with the image of a white, 

heterosexual male gamer. By stressing the importance of innovative design, nostalgia and 

challenging gameplay, the queerness of the themes and narratives used in Undertale was 

silently, but successfully, ignored. Thus, it is not possible to interpret the success of Undertale 

as a sign that the gaming culture is slowly becoming more inclusive; rather, it becomes 

apparent that it is still hostile towards anything queer (Ruberg, 2018.) 

Part of the conversation about Undertale labels certain content which in a queer context is 

perfectly understandable as humour; a relationship between two women in the game is seen 

as a joke instead of the representation it is (Ruberg, 2018.) Furthermore, the innovation 

Undertale is often applauded for does not refer to the queerness of the game, but rather the 

game mechanics and the way it challenges the format of classical role-playing games. The 

game offers three paths of how you can play it; genocide, where you kill everyone you come 

across, pacifist, where you instead befriend everyone, and neutral, where you kill some and 

befriend some (Toby Fox, 2015.) The pacifist path offers more challenging gameplay, 

illustrating that being cruel, and killing everyone, is the easy way, while being nice requires 

effort - but is worth it in the end. However, the reviews and the discussion about the game 

focus on how “skilled” and “hard core” the pacifist route, and thus the people who complete 

that route, is (Ruberg, 2018) instead of noting how it subverts the violent morality often found 
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in video games. By applying the values linked to the white, heteronormative “gamer” identity, 

Undertale is thus straight-washed, and the queer themes, mechanics and characters are all 

rendered invisible.  

This goes to show that despite queer content becoming increasingly more common in other 

media, such as TV (GLAAD, 2018,) games are still resisting this change (Krobová, et al., 2015.) 

Straight-washing shows that silently accepting, and then actively attempting to change, queer 

content is by no means the same as accepting it. If the gaming culture can so casually straight-

wash queer content in games, queer developers may be hesitant to include their experiences 

and identities in the games they create in fear of being faced with either vocal, violent backlash, 

or silent erasure. 
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 Problem 

The history of queer representation in games is a short one, and consists largely of erasure, 

stereotyping and mockery. Recent trends toward equality on this front remains woefully 

insufficient in light of the historic deficit, and are struggling to fit into the heteronormative 

systems and debates of the gaming subculture. Due to the heteronormative nature of the 

culture, queer players rarely feel able to express their identities in conjunction with gaming, 

resorting to distinct “queer” playing strategies. Though they are increasingly vocal in their 

criticism, their demands to be portrayed better in the games they play face massive backlash 

from the queerphobic parts of gaming culture.  

Often, queer representation is tasked with informing and in some way teaching these 

queerphobic players to be more accepting of the queer community. However, simply being 

exposed to the heteronormative rhetoric of these gaming spaces can be enough to strip a game 

and its elements of their queer contextuality, and typically the most vocally queerphobic 

players will reject such content outright rather than learn anything from it. On the other hand, 

queer representation has been proven to aid queer media consumers in dealing with the 

discrimination and hostility they face in their daily life. By providing escapism and boosting 

their self-esteem, representation has a large positive effect. The authors would therefore like 

to argue that the purpose of queer representation should be to uplift queer consumers and tell 

their stories, as opposed to educating those who have already decided to exclude them. To do 

this in the best way possible, it is important to investigate how queer consumers feel about 

their portrayals in games, and where there is room for improvement. Thusly, the research 

question of this thesis reads as follows; 

What opinions do members of the queer community have of the tropes and stereotypes 

commonly used to represent them in video games? 

  Method 

In order to answer the research question, two characters were created using tropes and 

stereotypes commonly seen in queer characters in games. The method used to find eligible 

queer characters closely resembles the method used in the work of Christenson and Unéus 

(2017.) Queer characters were identified by using the database Queerly Represent Me (2019,) 

and by finding data on the units sold through the site VGChartz (2019) and SteamSpy (2019,) 

it was possible to find queer characters that had the biggest potential to impact players.  

From this pool of characters, a smaller number of examples were selected based on a set of 

restrictions. The characters could not be a player characters where sexuality is a choice, such 

as Shepard from the Mass Effect 3 (Electronic Arts, 2012) or the player character in Dragon 

Age: Inquisition (Electronic Arts, 2014.) The characters also could not be queer only in the 

context of a player romance. This was to ensure the characters were queer by design, and that 

the queerness itself was not something the player could choose to skip. Continuing this line of 

thought, the queer representation must have been made explicit by the game text or a 

statement from an official source, and not simply hinted at through vague references and 

hidden dialogue. The authors acknowledge that characters that could be read as queer while 

not being confirmed as queer were historically a large part of queer representation in games 

and other media, but for the purposes of this study they were excluded. Another restriction 

which was applied to the characters was that they must be interacted with in a significant way 
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in the game. Furthermore, only queer characters from games published in the last 10 years 

were eligible, as this study sought to examine the modern usage of tropes and stereotypes.  

A total of 86 characters were found that qualified. By examining their listings on the site 

TVTropes (2019,) the tropes featured in the characters’ portrayals were identified. The site 

TVTropes (2019) was chosen due to it having a comprehensive guide to tropes and how they 

are used in popular media. Additionally, it features individual listings of tropes found in 

specific narratives and the characters therein. The tropes were confirmed by examining the 

characters’ visual representation, backstories, roles in the narrative, personal storylines as well 

as outcomes in the narrative. These were then catalogued, producing a list from which tropes 

could be randomly generated. 664 tropes were catalogued, however many of these were unique 

and only encountered once. Thus in order to fairly represent the tropes actually used for queer 

characters, only tropes that were encountered four times or more were used in the final list 

from which tropes were randomly generated. This list consisted of 50 tropes, and can be seen 

in appendix A. Some of the tropes on the list were combined with similar tropes; for example, 

the trope Badass Bisexual (TVTropes, 2019) was combined with Badass Gay and Badass 

Lesbian. From there, five tropes were selected at random per character, which were then used 

to create the artefact. 

The tropes used for the characters were randomly selected - however, there were cases of 

tropes being mutually exclusive. For example, it is impossible for a character to use the trope 

Camp Gay (TVTropes, 2019,) which refers to a gay man using stereotypically feminine 

behaviour, as well as Butch Lesbian (TVTropes, 2019,) which refers to a lesbian woman using 

stereotypically masculine behaviour. In order to combat this, some tropes were replaced with 

another randomly selected trope in order to create functional characters that could be used in 

the study. 

The generated tropes were then researched to examine their use in the previously found 

characters. These specific examples were then used to create new characters. This is further 

discussed in the section Implementation.  

3.1.1  Survey 

As the research question focused on the opinion of queer gamers, a survey was created to 

collect those opinions. This specifically targeted queer people who, to some degree, interact 

with games as a medium and thus may have opinion on how queerness is represented in 

games. However, this immediately raised several problems. Due to the nature of this project 

there was not enough time, nor money, to conduct several in-depth interviews without the 

results being skewed, as most of the participants would have been students at the University 

of Skövde. Instead of this, the authors utilized the Internet as a tool to gather information, by 

the use of online questionnaires and additional email interviews. While questionnaires, and 

online questionnaires in particular, may be less suited for collecting qualitative data 

(Williamson & Bow, 2002, p. 237; Robson & McCartan, 2016, p. 255,) it was crucial to reach 

the correct demographic for this survey - something that was only possible by reaching out 

online. As the authors were specifically looking at the demographic of queer people who play 

games, it was reasonable to assume most of these people would have access to the Internet. 

However, the largest concern, except the fact that questionnaires may be ill-suited for 

qualitative data, was the response rate (Robson & McCartan, 2016, p. 255.) By using sites such 

as Facebook (2019) and Twitter (2019,) the authors hoped to reach a satisfactory number of 

eligible respondents. The survey was shared primarily through two groups on Facebook: a 
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group for students of the University of Skövde, as well as a group for Swedish LGBTQ+ people. 

The post itself that was shared and the initial information in the survey states clearly that 

respondents should be part of the LGBTQ+ community, as the authors saw no other way of 

ensuring the identity of the respondents without potentially excluding certain groups. The 

survey was also shared on Twitter (2019), and through snowball sampling reached more 

international participants, as indicated by the accounts sharing and liking the tweet in 

question. Nonetheless the concern of having enough respondents actually complete the 

questionnaire remained. This could have led to the results not being representative of the 

demographic enough to make generalizations. Despite this, the authors weighed the 

advantages and disadvantages and came to the conclusion that an online questionnaire, with 

the added option for participants to participate in an email interview, was the best method for 

this particular study when considering the limitations imposed upon it.  

The design of the questionnaire required careful consideration in order to balance open- 

ended questions, where the participants could express their thoughts, opinion questions using 

Likert scales (Williamson & Bow, 2002, p. 237,) and closed questions. Not only to allow for a 

quicker overview of certain topics, but also to ensure a mix of questions where some were 

easier to answer (Robson & McCartan, 2016, p. 308) to counter the open-ended questions that 

might have required more effort.  

The respondent was first informed of the purpose of the study, how their answers were used 

in the context of the research, that any and all information collected through the questionnaire 

and the optional email survey was anonymous and that that by completing the survey they 

agreed to the terms above.  

The questionnaire began by asking the participants for their months of birth, purely for the 

purpose of assigning them one of the two example characters to which they then responded. 

This was then followed by questions asking the participant to give their general first 

impressions of the character, as well as their visual representation, before they moved on to 

the tropes. The questionnaire then asked the respondent on their general opinion of a trope 

on a scale of one to five, with one being “dislike” and five being “like.” This question then 

repeated itself for how the trope was used in the artefact character example, with both 

questions also offering space for the participant to offer commentary to provide the authors 

with more context. Following this the participants were asked if there was anything they would 

like to improve with the trope, and if they responded with “yes”, they were asked to comment 

in order to clarify what it was they wished to improve. This was then repeated for each trope 

of the character. Finally, the participants were asked if they had any additional thoughts 

regarding LGBTQ+ characters in games or this study. See appendix F and appendix G for the 

survey questions regarding the tropes. The appendix does not include the initial information 

regarding the study nor the question used to randomize between the characters. 

At the beginning of the questionnaire, the participants were asked to provide an email 

address in order for the authors to ensure that the response was legitimate. At this point it was 

stressed that the email would not be used for anything except authentication purposes, and 

would not be made public at any point, nor would any other personal information the 

questionnaire may ask for. The exception would have been if they had agreed to participate in 

the email interview or would have liked to be notified once this thesis was published, which 

the participant could do at the end of the survey, in which case the email would be used to 

contact them, but for no other purposes at any point.  
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The email interview was intended to be a semi-structured interview, as this allowed the 

authors and the respondent to have a conversation that enables the authors to ask more in-

depth questions about the specific answers the respondent provided in the questionnaire 

(Williamson & Bow, 2002, p. 243-244,) but still have pre-decided questions that may be used 

to encourage interesting leads and clarify topics. However, due to technical difficulties 

changing the participant pool, the resulting interviews were more structured, as all responses 

were satisfactory and the authors had no time to investigate further leads. 
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 Implementation 

 Pilot Study 

A small-scale pilot study with seven participants was carried out using the first iteration of the 

art and the final version of the writing as artefacts. As the number of participants was so low, 

no real conclusions could be drawn from the results. What was, however, apparent from the 

responses was the viability of the method, as they confirmed all participants were at least 

somewhat familiar with tropes and able to identify them being used. One notable trend was 

nonetheless identified; the participants were unanimously opposed to the trope Bury Your 

Gays (TVTropes, 2019.)  

One important point all participants stressed was that the survey took a long time to 

complete. The pilot study was designed to give each participant two characters to examine, 

with a total of four characters. However, when considering that all participants took between 

half an hour to an hour to complete the survey, and the previously discussed drawbacks of 

using the Internet as a tool for distributing a survey, the authors decided to only present one 

character per participant in the full survey in order to reduce the time and effort required to 

complete it. Here the authors would like to stress the fact that this might be critical in order to 

gather a large enough sample to reach a conclusion, while still acknowledging that this causes 

new problems that affects the quality of the study.  

By reducing the amount of characters to two instead of four, the amount of tropes examined 

is cut in half. Despite the fact that the tropes used for all characters were randomly generated, 

this means some tropes that were only encountered four times are examined, while some 

tropes that were encountered ten or more times are not examined as they were used for the 

two characters that were removed from the study. The authors understand that this is the 

result of randomly generating tropes, yet the study could have benefitted from using a smaller 

sample of tropes to generate from in order to better represent the prevalence of certain tropes. 

Instead of using all tropes that were encountered four or more times, it would perhaps have 

been better to use tropes encountered six times or more to generate tropes from. Due to the 

time constraints currently imposed on this project the authors have decided to proceed with 

the two characters used in the pilot study, but future research could benefit from covering all 

tropes in descending order of prevalence. 

 Progression 

The artefact created for this study consists of two hypothetical characters, created for two 

equally hypothetical games. These characters are represented by a narrative profile detailing 

their basic information and summarizing the core parts of their narratives, as well as a portrait 

illustrating their visual traits and appearance. In order for both the narrative and visual traits 

to be as grounded in mainstream gaming examples as possible, each character was given a 

group of reference characters. These characters were selected as they shared one or more of 

the tropes generated for the study’s hypothetical characters, and sorted into groups in such a 

way that all necessary tropes were covered using as few reference characters as possible. The 

tropes generated for the hypothetical characters A and B can be found in table 1 below. 
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Trope Times encountered Character 

Action Girl 18 Character A 

Adorkable 16 Character A 

Break the Cutie 13 Character B 

Dark and Troubled Past 11 Character A 

Bury Your Gays 11 Character B 

You Gotta Have Blue Hair 6 Character A 

The Leader 5 Character A 

Abusive Parents 5 Character B 

Permanently Missable Content 4 Character A 

Adult Fear 4 Character B 

Being Good Sucks 4 Character B 

Hot-Blooded 4 Character B 

Table 1. Tropes used 

By using established characters as visual reference, it was possible to make the artefact 

characters familiar to the audience. It also allowed the authors to utilize character design 

choices based on how appropriate they were for the artefact characters. Ultimately, the 

established characters used as reference for the artefact characters were all from western 

games, thus presumably using western standards of beauty, fashion as well as facial 

expressions. Certain tropes were represented visually and narratively, but the majority were 

represented narratively as few visual reference characters had visual cues to signify a specific 

trope.  

It is worth noting that the characters made for the artefact are the result of combining 

existing characters from games, and not necessarily the result of trying to design unique or 

well-designed characters. This includes the general tropes and specific usages of said tropes. 

While the trope Bury Your Gays (TVTropes, 2019,) for example, is rooted in homophobia, it 

was included as it was prevalent enough to be relevant for the study. This is to anchor the 

artefact characters to common character designs and narratives players engage with; the 

authors did not intend to reinvent the wheel, nor saw any benefits in doing so, but nonetheless 

acknowledge that certain aspects of the created artefact can be problematic. While it perhaps 

would have been more interesting to have more creative freedom while creating queer 

characters, and to create the representation the authors would like to see, this would have been 

counterintuitive to the purpose of the study. Furthermore, it would have been interesting to 

examine each reference character more closely to gain a better understanding of how tropes 

and stereotypes are used, however this was not possible for the time frame for this project. 

4.2.1 Visual representation 

Since certain tropes in the list produced relied on visual representation, such as Straight Gay 

(TVTropes, 2019) or Butch Lesbian, it was decided that part of the artefact would consist of 

art of the characters to support the written narrative. Originally, art of the full body of each 

character was intended to be created. This was tested, resulting in a test character that had 

narrative tropes and visual tropes separated, with a total of nine tropes, four of which were 
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visual tropes. Not only did this prove to be too many tropes overall, but it was soon revealed 

that the specific usage of the tropes lacked a theoretical grounding. While there are benefits to 

illustrating the full body, such as increased space for telling a story with the design, there are 

also risks. Illustrating the character’s full body adds several variables in the form of body 

language, which can not only vary depending on culture (Isbister, 2006, p. 50,) but unless 

properly utilized may alienate the visual representation of the character from the narrative 

representation. While it most certainly would be interesting to fully explore how these factor 

into the reception of a character, it would not be a feasible goal for this study. After considering 

the risks, the authors decided to limit the visual representation to portraits of the characters 

instead.  

 

 

Figure 1. Final version of Character A 

The characters chosen for visual representation for Character A were Chloe Price from Life 

is Strange (Square Enix, 2015) and Isabela from Dragon Age 2 (Electronic Arts, 2011.) While 

also part of Character A’s reference group, Night in The Woods’ Mae (Finji, 2017) was excluded 

from use as a visual reference, as she is portrayed as an anthropomorphized cat. The tropes 

used are listed in table 1. To begin with, the characters’ faces were analysed, breaking down 

the shape and details of the facial features. Both appear to have high cheekbones, small 

straight noses, thin, arched eyebrows, big eyes and overall symmetrical features. Isabela has 
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dark, medium length hair, dark skin and amber eyes (Electronic Arts, 2011,) while Chloe has 

bright blue hair that is shorter and messier, pale skin and blue eyes (Square Enix, 2015.) 

Furthermore, Chloe’s facial shape is slightly more narrow and softer compared to Isabela’s, 

giving her a more youthful look (Isbister, 2006, p. 10.) Isabela’s makeup and accessories are 

bolder than Chloe’s; while Chloe has more subtle eye makeup and a simple necklace with three 

bullets, Isabela’s makeup is more pronounced and appears to include some form of lipstick 

and blush, and she wears a large golden necklace and matching earrings. It is unclear whether 

or not they were intended to wear makeup made to correct skin blemishes, as neither have any 

imperfections, or if this is simply the result of game characters typically being designed to be 

conventionally attractive (Isbister, 2006, p. 16.) Additionally, both characters wear a white 

garment with a deep neckline as well as some form of head garment that is a dark blue.  

 

Figure 2. Early sketch and first iteration of Character A 

Thus, to reflect this analysis and the tropes meant to be used, Character A was given similar 

facial traits as listed above. Initially she was given large hoop earrings and a necklace with 

several glass beads, and she lacked any major eye makeup. This was changed in the final 

version, as well as minor tweaks to the brightness of her hair, the width of her choker and the 

overall quality of the art. Some of these choices were made to improve the state of the artefact, 

as, for example, the brightness of the hair could cause eye-strain, however most changes were 

made to improve the overall design when compared to the visual reference characters. Her 

facial shape was kept softer than Isabela’s but slightly more angular than Chloe’s to reach a 

compromise. As one of her tropes is You Gotta Have Blue Hair (TVTropes, 2019,) her hair 

colour mimics Chloe’s, while the authors decided to give Character A medium length hair to 

mirror Isabela’s. Her eyes are amber not only as this is Isabela’s eye colour, but also to contrast 

all the blue in her design. The colour blue is often perceived as calm or secure (Wexner, 1954,) 
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and while this may serve as an interesting contrast to her bright, cheerful personality, 

Character A has the trope The Leader. Thus it seemed fitting to keep blue as her main colour 

to allude to her companions feeling safe with her. The portrait of Character A has a mainly 

neutral facial expression, with the exceptions of a slight smile. This is intentional as her role 

in the game is to be the player’s companion, and so it was of interest to make her appear 

agreeable (Isbister, 2006, p. 29.) However, the authors did not wish for facial expressions to 

dominate the portraits, and this was thusly scaled back in intensity.  

Furthermore, Chloe’s design appears to draw inspiration from punk, with her brightly 

coloured hair, bullet necklace, leather jacket and ripped jeans. To combine this with Isabela’s 

piercing, large choker necklace and earrings, Character A was given smaller but multiple ear 

piercings with a black choker necklace and a longer necklace with three metal beads. The sharp 

points of the bullets on Chloe’s necklace is echoed in the choker, while the circles from 

Isabela’s necklace is mirrored in the rest of the jewellery. She was also given a white garment 

with a deep neckline, however as the art is only a portrait, not much of it is shown.  

 

Figure 3. Final version of Character B 

The characters chosen for visual representation for Character B were Javier García from The 

Walking Dead: A New Frontier (Telltale Games, 2016) and Walter from The Walking Dead: 

Season Two (Telltale Games, 2013.) Similarly to the approach for Character A, both characters 

were analysed to break down their appearances into manageable sections that were later 
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combined to create Character B. However, compared to Character A, where both reference 

characters were fairly similar, Javier and Walter differ in terms of facial traits. Javier has high, 

pronounced cheekbones and an angular jawline, with a straight nose and full lips. His hair and 

eyes are dark, and he has facial hair during the later parts of the game (Telltale Games, 2016.) 

Overall, he has conventionally attractive traits. Meanwhile, Walter’s face is rounder with more 

wrinkles and a softer jawline (Telltale Games, 2013.) His nose is larger and round, and he has 

thin lips. His hairline is receded and his hair, facial hair and eyes are grey. Javier wears a dark 

blue long-sleeved shirt with a baseball jersey while Walter wears a red sweater.  

 

Figure 4. Early sketch and first iteration of Character B 

Finding a middle ground between these traits was not an easy task. No major changes were 

made between the first sketches and iteration and the final version. The art was refined and 

his eyes were changed from brown to grey to better represent a mix between the two visual 

reference characters, but that is the extent of the changes in design beyond minor adjustments. 

In the end, Character B was given a facial shape that was defined but still softer than the 

angular shapes of Javier’s face, with some wrinkles and a larger nose. While his hairline is 

receded, he has more hair than Walter but less than Javier. His hair is dark but greying, and 

his eyes are grey. His facial hair is modelled after Javier’s, since it proved difficult to illustrate 

a mix between the short stubble of Walter’s and the longer strands that can be seen in Javier’s 

facial hair. As the colour red is often associated with excitement (Wexner, 1954,) and as one of 

his tropes is Hot-blooded (TVTropes, 2019,) it seemed fitting to give him Walter’s red sweater, 

with the addition of a white undershirt to echo Javier’s layers. While Character A was given a 

slight smile, Character B was given a neutral expression. Due to his trope Hot-blooded, it may 

have been fitting to give him a slight frown, but as he is a major character the player engages 
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with the authors chose to remove any facial expression that may have come across as hostile 

(Isbister, 2006, p. 29) to avoid alienating the player. 

4.2.2 Narrative Representation 

In order to produce the narrative material required to represent the study’s characters, a 

model was created to provide basic coverage of the bare essentials of a hypothetical game’s 

character. The resulting character profile consists of a brief biography containing the 

character’s basic information as well as a short description and four narrative segments. The 

first of these segments, ”Role in the game” details the character’s narrative and gameplay 

functions. The second, ”Backstory” provides an overview of the character’s personal narrative 

leading up to the events of the game’s narrative and lead into the third segment, ”Personal 

Story,” which describes the key events happening to the character during the game itself. The 

final segment, ”Endgame,” concludes with a description of the character’s ultimate fate in the 

game’s narrative, and how their ending is portrayed.  

After the creation of the study’s first test character, the same conclusion was drawn for its 

narrative tropes as for its visuals. The choices and narrative design of the test character were 

created with only the generated tropes in mind, and were therefore ungrounded in both theory 

and practice. In order to rectify this, a group of reference characters were chosen for each of 

the characters thenceforth made for the study. A random set of tropes were generated for the 

study’s two characters, A and B. The created narratives were then grounded in these example 

characters’ usage of the generated tropes to construct their own trope instances, occasionally 

drawing inspiration from other facets of their characterization as well. 

In the case of Character A, this reference group consisted of Life is Strange’s Chloe Price 

(Square Enix, 2015,) Dragon Age 2’s Isabela (Electronic Arts, 2011) and Night in the Woods’ 

Mae (Finji, 2017.) As these characters are all young women it was decided Character A would 

be a young woman as well. Character A’s full narrative can be found in appendix B. 

The example of the trope Action Girl (TVTropes, 2019) which was created for Character A 

was made using Isabela as a reference, and so Character A was constructed as a party member 

that can be asked to accompany the player and participate in combat. This trope was further 

grounded in existing examples by having Character A share her signature weapon, a baseball 

bat, with Mae. For the trope Adorkable (TVTropes, 2019,) Character A’s usage of the trope was 

made somewhat downplayed in terms of its usually accompanying naiveté in favour of chiefly 

being characterized by bad puns and silly social behaviour in line with Chloe’s example. Here 

Mae was once again another point of reference, as her struggling with adulthood was added 

for depth. Isabela then again became the chief point of inspiration for Character A’s instance 

of the trope Dark and Troubled Past (TVTropes, 2019,) as it detailed her suffering hardships 

at the hands of her community and a possible romantic entanglement having ended in tragedy. 

In this instance, however, Character A’s details were made notably different from Isabela’s in 

order to avoid plagiarizing.  

You Gotta Have Blue Hair (TVTropes, 2019) is largely a visual trope, but was provided some 

narrative foundation. As Chloe’s instance of it was clearly dyed as opposed to some improbable 

genetics, this became the case for Character A as well. Arguably, Mae also has an instance of 

this trope. This is somewhat difficult to confirm, however, as Mae is an anthropomorphized 

cat. Mae also provided the inspiration for Character A’s usage of the trope The Leader 

(TVTropes, 2019) as it portrays her as the leader of a group of social outcasts. Character A was 
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given similar, emotionally driven ways of inspiring her followers and her band of misfits were 

given a pirate theme to tie in with Isabela’s role as a pirate captain. Finally, Isabela was also 

the used example of Permanently Missable Content (TVTropes, 2019.) Like her, Character A 

was structured as an optional inclusion to the party whose window of opportunity for 

recruitment could be missed. 

Character B’s reference group consisted of Angus from Night in the Woods (Finji, 2017,) 

Tracer from Overwatch (Blizzard Entertainment, 2016,) Javier García from The Walking 

Dead: A New Frontier (Telltale Games, 2016) and Walter from The Walking Dead: Season Two 

(Telltale Games, 2013.) As the majority of these characters are men, it was decided character 

B would be a man as well. Character B’s full narrative, for reference, can be found in appendix 

C. 

Adult Fear (TVTropes, 2019) was exemplified by Angus, who expresses this trope chiefly 

through being concerned for the well-being of his friends and boyfriend, and protective over 

the same. To correspond with this, Character B was placed in charge of a number of people he 

could consider his responsibility, as well as given a husband whose safety he could fear for. 

Angus served as the example for the trope Abusive Parents (TVTropes, 2019) as well. Like 

Angus, Character B was thusly given a backstory in which he suffered harm and neglect at the 

hands of his parents, but emerged from the experience with the desire for a better life for 

himself and those he cares for. For the trope Being Good Sucks (TVTropes, 2019,) inspiration 

was instead drawn from Tracer. Tracer’s narrative characterizes her as an idealist wanting to 

help those in need during a global catastrophe. She then gets drawn into a crisis beyond her 

control and she gets hurt in the process. A similar disaster was crafted for Character B’s world, 

setting him up narratively as a man who attempts to do good but ultimately loses more than 

he gains from the ordeal. 

Character B ultimately loses even his life, as one of the tropes generated for him was Bury 

Your Gays (TVTropes, 2019.) Inspiration for this trope was drawn from Walter, who dies 

alongside his partner in the game in which he features. Walter also served, alongside Tracer, 

as inspiration for the trope Break the Cutie (TVTropes, 2019.) Merging Tracer’s idealism with 

Walter’s caring nature created a personality for Character B, portraying him as a spirited and 

loving man fighting to keep those around him safe. Then, in accordance with the trope, a 

narrative was crafted which put Character B through significant enough hardship that he 

struggles to retain his loveable personality. Finally, Javier was intended to supply inspiration 

for the trope Hot-Blooded (TVTropes, 2019.) However, at this stage, a decision was made to 

pursue a different approach. Javier’s hot-bloodedness is optional in his game, as it is but one 

way the player can choose to play him, and takes the form of rudeness and aggression. This 

approach would have been significantly at odds with the other tropes and personality traits 

given to Character B. Therefore Character B was instead given other traits compliant with the 

trope such as passion and recklessness. 

The narrative designs of both characters were iterated upon successively during their 

development. Initially, the narrative profile contained a listing of the tropes with descriptions 

of how they applied, but these were removed as they made the texts excessively long. This, 

however, resulted in the tropes being insufficiently featured in the characters’ narratives, as 

the writing of their profiles had relied too much on the list of tropes. As such, the profiles were 

given a complete overhaul which emphasized the tropes more strongly, making sure to feature 

references and traits more than once where possible. Character A was edited several times in 
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order to better balance her leadership with her personality, which also received alterations to 

be less masculine as this sent mixed signals when combined with her dorkier traits. Character 

B’s narrative initially portrayed him as a father. As few queer characters in games, particularly 

when featuring catastrophic settings, are portrayed as parents this facet of his character was 

removed in editing and the corresponding narrative details and focus were instead moved onto 

Character B’s husband. Furthermore, he was edited to be less aggressive and more 

sympathetic, removing a reference to alcoholism, in order to make his character more 

cohesive.  
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  Evaluation 

 The Study 

The finished study received responses from a total of 29 participants, with an additional five 

participants who were recruited from the pilot study to provide additional information in the 

form of an email interview. Originally 14 of the 29 participants from the full study were willing 

to participate in the email interview, but the interview failed to reach all but one of its 

participants due to technical difficulties. The study’s participants were randomly parted into 

two groups to provide commentary on both the constructed characters, with Character A 

receiving 12 responses, and Character B receiving the remaining 17.  

Every participant who responded to the survey expressed familiarity with at least one of the 

tropes they were presented with, which suggests that LGBTQ+ consumers are at least partially 

aware of the tropes common to their representation in narratives. The trope which was most 

familiar to participants was Abusive Parents, which was recognized by 88.2% of its character’s 

respondents. In contrast the least familiar trope, Permanently Missable Content, was only 

previously known to 50% of participants responding to its character. On the whole, however, 

the tropes used were largely familiar to respondents, with over 70% of respondents claiming 

previous knowledge of them. When asked whether they recognized the trope being used in the 

example character, Character A’s respondents showed largely similar results. With the 

exception of Adorkable, where now only 50% of respondents noticed it in use as opposed to 

75%, only one or two participants reported noticing a trope they had not previously been 

familiar with, or not noticing a trope with which they were familiar. In the case of Character 

B, however, the percentages varied to a higher degree. While all participants for Character B 

recognized the trope Abusive Parents being used, the majority of the character’s tropes saw a 

50% decrease or more between familiarity and being recognized in use. In the case of the trope 

with the most difference, Break the Cutie, 82.4% reported being familiar with the trope, but 

only 29.4% of participants reported recognizing it in use. For the full details, see appendix D 

and appendix E.  

Trope General  Character Average 

Bury Your Gays 1.65 2.29 1.97 

You Gotta Have Blue Hair 2.58 3.25 2.92 

Abusive Parents 2.88 3 2.94 

Dark and Troubled Past 2.75 3.17 2.96 

Break the Cutie 2.7 3.24 2.97 

Permanently Missable Content 3 3.42 3.21 

Being Good Sucks 3.35 3.53 3.44 

Hot Blooded 3.47 3.82 3.65 

Adorkable 3.92 3.67 3.8 

Adult Fear 3.82 3.88 3.85 

Action Girl 4.08 4.25 4.17 

The Leader 4.42 4.08 4.25 
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Table 2. Average rating for the general usage, the character usage as well as overall rating of all 

tropes 

Of all twelve tropes, Bury Your Gays was the most disliked trope with an average rating of 

1.97 on a scale of one to five, with one meaning “dislike” and five meaning “like”. The general 

usage of the trope received a rating of 1.65, while the character usage received a rating of 2.29, 

thus the rating increased with 0.64 for the character usage. On the other end of the spectrum, 

the most well liked trope was The Leader, with an average rating of 4.25, a general usage rating 

of 4.42 and the character usage having a rating of 4.08, thus decreasing the rating with 0.34. 

As can be seen above in table 2, seven out of twelve tropes had an average and general rating 

of three or higher, meaning they were all perceived as neutral or positive overall. For the 

character usage, this number climbs to ten out of twelve tropes having a rating of three or 

higher. The complete range of responses for each trope can be found in appendix D and 

appendix E.  

 

Figure 5. Chart illustrating the rating for the general usage of the trope Bury Your Gays 

These trends were not entirely universal, however, and certain participants expressed 

differing opinions. Most notably, three participants were somewhat anomalies, giving a 

neutral or positive rating to the trope Bury Your Gays, while the majority gave it a negative 

rating, as can be seen in figure 5 above. These participants, participant 19, who gave it a rating 

of five, participant 21, who gave it a rating of three, and participant 26, who gave it a rating of 

four, were not familiar with Bury Your Gays since before, and only participant 21 recognized 

it in the character example. This makes them the only participants not familiar with the trope 

Bury Your Gays out of all the 17 participants, and participant 19 and participant 26 the only 

participants who did not recognize it in the character. These were not the only instances of 

these participants giving responses which deviated from the norm. Participant 19 was the only 

participant in the entire study that was only familiar with one trope, Being Good Sucks, since 

before, and the only participant to only recognize one trope, Abusive Parents, in the character. 

Participant 21 gave every trope a rating of four except Bury Your Gays, and participant 26 

gave every trope a rating of four. None of these participants provided any commentary. 

Additionally, there was also participant 12 who for Character A gave every trope a rating of 
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four or five. They also did not provide any comments to their overall very positive view of the 

tropes presented, except a suggestion for how the usage of Action Girl could have been 

improved for Character A, specifically stating that: “A baseball bat is used for plunt [sic] 

damage. It can kill but the description of she goes for the critical points etc would be better 

suited for a sharp weapon maybe.”  

The change between the tropes’ general and character usage ratings was overall positive. On 

average, the ratings for the tropes’ character usage were increased by 0.25 as compared to 

their general usage. You Gotta Have Blue Hair showed the largest such increase, gaining 0.67 

to its rating. Only two tropes instead showed a negative trend, Adorkable and The Leader 

decreasing in rating by 0.25 and 0.34, respectively. The Leader received four comments on its 

character usage, which can be seen in table 3 below. Please note that none of the comments 

presented in this thesis have been edited for incorrect grammar or spelling. 

Participant 2 

I don't think, adorable and dorky would fit my idea of a leader running a post apocalyptic 

gang. They don't have to be serious all the time but definitely sometimes. They have to 

make tough choices. This character to me sounds more like the feisty joker. 

Participant 5 Made perfectly sense for her character. 

Participant 7 
I like that she became the leader of a band of misfits-- not an unusual trope for queers 

but still cool.  

Participant 

10 

How did she become the leader? I realize that she is the leader for gameplay reasons, 

but did she become the leader because of her personality, or is her personality the way 

it is because she was designed to be the leader?f 

Table 3. Comments on the character usage of the trope The Leader 

There was a trend of negatively perceived tropes getting proportionally more comments. 

The only tropes to have an average comment rate of 50% or higher were the four most disliked 

tropes, all of which had an average rating of less than three; Bury Your Gays (64.71%,) You 

Gotta Have Blue Hair (50%,) Abusive Parents (61.76%) and Dark and Troubled Past (50%.) 

The outliers here were The Leader and Hot Blooded as they had a general comment rate of 

50% and 52.95% respectively, while both having a rating of more than three. All comment 

rates can be seen in table 4 below. The general usage of the tropes received more comments 

overall with an average of 48.9%, while the specific usage of the tropes had an average 

comment rate of 38.64%. 

Trope General Character Average 

Bury Your Gays 64.71% 64.71% 64.71% 

You Gotta Have Blue Hair 50.00% 50.00% 50.00% 

Abusive Parents 70.59% 52.94% 61.76% 

Dark and Troubled Past 58.33% 41.67% 50.00% 

Break the Cutie 47.06% 41.18% 44.12% 

Permanently Missable Content 33.33% 33.33% 33.33% 

Being Good Sucks 41.18% 29.41% 35.29% 

Hot Blooded 52.94% 35.29% 44.12% 

Adorkable 41.67% 25.00% 33.33% 

Adult Fear 35.29% 23.53% 29.41% 
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Action Girl 41.67% 33.33% 37.50% 

The Leader 50.00% 33.33% 41.67% 

Table 4. Comment rate 

When asked whether or not they would like to improve the general usage of a trope in some 

manner, over 50% of participants asked wished to improve Dark and Troubled Past, Abusive 

Parents, and Bury Your Gays. Bury Your Gays received the highest rate of participants 

desiring to improve it, with 76.5% stating a desire for change, and 13 comments. Most wanted 

the trope to stop being used, with 10 comments being explicit in wanting the trope to stop 

being used, and the three remaining comments clearly critical of how it is being used. 

Participant 28’s comment summarizes the overall sentiment expressed: “Bury the freaking 

trope.” All comments can be seen below in table 5. Spread over all the comments received for 

the trope, three additional comments wanted the trope to stop being used, while the majority 

of the remaining ones were clearly negative regarding the trope and its usage. See appendix E 

for the full comments.  

Participant 13 

Don't use it. Not only does it make for "bad rep", it also makes the narrative of the 

media predictable. Is that character explicitly or "acting" queer? They'll be dead by the 

end credits/last page. 

Participant 14 Don't use it constantly. :) 

Participant 16 
STOP DOING IT I AM SO TIRED. at LEAST have other lgbt people who dont die and 

go on to be happy but i will still hate it then 

Participant 17 Just don't kill them as a plot device!! 

Participant 18 make it stop 

Participant 20 
Just write enough queer characters so that killing one or two off doesn't matter so 

much, and then it's fine! 

Participant 22 Lgbt people would hopefully not die at all, unless "really necessary". 

Participant 23 In all media, Bury Your Gays should be used less. It’s awful. 

Participant 24 Not using it. Especially in games where the only gay character is the one that dies. 

Participant 25 Stop burying our gays! 

Participant 27 

Makes sure the death makes sense and serves a proper purpose in the story, try to 

avoid the type of sacrifices that are overused and can be easily avoided. It feels lazy to 

me. 

Participant 28 Bury the freaking trope. 

Participant 29 Just,,, stop killing gays 

Table 5. Comments answering “If Yes, please describe what:” after being asked if the participants 

would like to improve the trope Bury Your Gays 

Comparatively, 33.3% wanted to improve the trope The Leader, with one out of four 

comments being explicit in wanting the trope to be used more, while the remaining three 

comments are critical of its usage. It is unclear whether or not these comments are offering 

suggestions for how the trope was used in the character example or in its general usage in 

video games. See table 6 below for the full comments 
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Participant 3 
The leader is a masculine trait. It’s sad that a female need masculine interest to become 

a leader. 

Participant 4 More Please 

Participant 5 

It would be nice to see a queer leader who was the head of a “structured” society, not 

just a small rebel gang. Someone who follows all the rules and has a same sex partner or 

is trans. 

Participant 7 make them the leader for reasons other than that they are very accepting of misfits. 

Table 6. Comments answering “If Yes, please describe what:” after being asked if the participants 

would like to improve the trope The Leader 

It is however worth noting that the general usage of the trope received six comments, all of 

which can be seen in table 7, two of which also reported wanting to see this trope being used 

more. The remaining four were all clearly positive towards the trope. Spread over all 

comments, including the character usage, the general usage as well as improvement 

suggestions, The Leader received three comments calling for an increased usage of it.  

Participant 2 Good to show that LGBT people can fit any role in a society/group and be accepted. 

Participant 4 We're often sidekicks so it's nice to be leaders 

Participant 5 
It’s nice to see a queer person in charge! It’s a very visible role and many queer 

characters get a “sidekick” role 

Participant 7 usually surprising when queer characters are in charge 

Participant 8 Need more badass characters that are in the forefront. 

Participant 9 We need more 

Table 7. Comments on the general usage of the trope The Leader 

Despite having the majority of the tropes participants reported disliking, participants’ 

impressions of Character B were reportedly more positive than impressions of Character A. 

The participants were asked what their first impression of the character they were presented 

with was. The commentary provided showed a slight difference in apparent opinion. 

Participants responding to Character B used more positively charged words when describing 

their first impressions of the character than the participants responding to the same question 

for Character A. 
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Figure 6. Chart illustrating the rating for the visual representation of Character A 

Participant 2 She's kinda cool. I think you can sort of tell her back story by looking at her 

Participant 5 

It’s been done before, it’s not original, there are other “untold” appearances that could’ve 

been explored instead, incolores hair, a more traditional haircut. Not to mention that as 

she’s a little darker skinned (I have to assume she’s white with a tan, because none of her 

features point to other ethnicities than white besides her eyes who could make her mixed 

white/south-asian) making her a person of colour and reflecting that more in her 

appearance (maybe another hair texture, more expressedly person of colour facial traits) 

could make her a more interesting and original character. 

Participant 8 I think the studded collar is overboard. 

Participant 9 She could have scars from former punishments or battle. 

Participant 

10 She looks pretty cool. 

Table 8. Comments on the visual representation of Character A 

The majority of participants responding to Character A gave a positive rating for their first 

impression, which can be seen above in figure 6, with 58.3% of participants giving it a rating 

of four. The average visual rating was 3.75. The rest of the responses ranged from neutral to 

positive, giving no negative ratings. Two commenters reported finding Character A’s visual 

representation “cool,” a further three offered criticism and suggestions for improvement, and 

one participant expressed that the character would have been “a more interesting and original 

character” had the character’s ethnicity been non-white and reflected in the visual 

representation. All comments in their entirety can be found above in table 8. 
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Figure 7. Chart illustrating the rating for the visual representation of Character B 

Participant 13 

I think it's mostly due to the warm colour scheme (brown eyes, warm red shirt) that 

gives him a kind appearance. I think the hardship could be shown further in the visual 

representation. 

Participant 16 kind eyes. love him 

Participant 17 He is looking like a person I can meet outside and that makes him more realistic. 

Participant 23 
He doesn‘t come across as a character living in a world with so much distraction, but 

otherwise he looks like a character I would be drawn to in the game. 

Participant 27 He doesn't really stick out as original to me, still he is well written. 

Table 9. Comments on the visual representation of Character B 

In the case of character B, the majority of participants responded with a positive ranking, 

split evenly between a ranking of four and five, with each gaining 35.3%, as can be seen above 

in figure 7. Ratings ranged between neutral and positive overall, with only one negative rating. 

The character’s visual representation received two comments reporting Character B “looks 

kind,” one stating he looks realistic, one stating he does not seem to fit in but would otherwise 

be a character they would like, and one participant reported perceiving him as unoriginal, but 

well written, as can be seen in table 9. None of the comments received for Character B were 

obviously negatively charged, in contrast to the more critical reception of Character A. 

5.1.1 Email Interview 

As the email interviews failed to reach all but one of the intended respondents, the participants 

of the pilot study were contacted to request additional feedback, and a further five interview 

respondents were gained. This interview consisted of questions, see appendix H, meant to 

offer further insight into the patterns observed in the survey results. Firstly, responses to the 

interview questions confirmed what had been previously noted about trope awareness. All six 

participants reported being at least somewhat familiar with tropes, and several even claimed 

they could recognize certain narrative patterns as tropes, even if they weren’t explicitly 

familiar with the trope by name. Furthermore, all participants of the interview mentioned dark 

or troubled backgrounds as being the most commonly seen pattern they experienced in their 

representation. Two respondents mentioned You Gotta Have Blue Hair, and none mentioned 

any tropes they perceived as positive. 
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Participants expressed a want for more representation overall, and for that representation 

to use less tropes that focus on the character suffering, especially if said suffering is due to the 

character’s queerness. There was a call for the continued, and increased, normalization of 

queer characters. Participant 5 specifically noted a want for more diverse queer 

representation: 

“I’d love to hear more variations of stories. Not everyone has homophobic 

parents or are white. I want more variation in the life stories of the LGBTQ+ 

characters. More people of colour, more trans people overall, more 

supportive parents, way, way, way more elderly queer people. Like two 80 

y/o husbands, old trans people, old asexuals happy without a sexual or 

romantic life partner. There are so many stories to be told.” 

When asked about their opinions on whether or not queer characters should have signifiers 

to indicate their queerness or not, the participants of the email interview reported conflicting 

opinions. Some rejected them on the basis of excessive usage, some enjoyed them for the ease 

they give in identifying and relating to queer characters. There was a focus on the increased 

quality of queer representation in games as well, where characters were given space to grow 

naturally, regardless if they have signifiers of their queerness or not.  

 Analysis 

As noted in the results above, no two tropes examined by this study stand sharper in contrast 

to one another than Bury your gays and The Leader. There is a clear difference between these 

tropes in that one automatically dooms the character to which it is applied, whereas the 

implications of the other can vary. Bury Your Gays stipulates that the character dies either 

during or before the events of the narrative, an inherently negative outcome for the character. 

The Leader, however, is somewhat more ambiguous in nature in that it only dictates the 

character be placed in a position of power. It has no inherent rules for how much power the 

character is given, or even whether the character be a protagonist, antagonist, or neither. This 

ambiguity makes it somewhat interesting that so many participants expressed a desire to see 

more of it. Judging by the comments, it can be speculated this desire to see queer characters 

in positions of power stems from a historic deficit of such characters. Several comments 

reference queer characters being restricted to the role of “sidekick,” and that seeing this type 

of representation would be refreshing. Possibly, there is an additional dimension. Faced with 

bigotry in their daily lives, queer consumers quite possibly experience a sense of helplessness 

in the face of the societal attitudes which reject them. Seeing a queer character in a leadership 

role, which also clearly implies the character has been accepted by their peers, could help 

relieve the feeling of being powerless. 

Seen from this angle, Bury Your Gays and The Leader are placed even more at odds with 

one another. The Leader promises power and acceptance a queer consumers might feel they 

are without in their daily lives, whereas Bury Your Gays represents the opposite end of the 

power structure. The dead have no power whatsoever, not even the one power many queer 

consumers might actually have - their voice. Being killed, even in the symbolic sense by a 

narrative’s writer, represents having power forcibly taken from you. The dead have no say in 

their fates. They have been silenced, not unlike the multitudes of real-life queer people who 

are killed for their identities.  
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Perhaps because of this, Bury Your Gays appears to have been identified as an undesirable 

trope. Participants asked about the trope overwhelmingly desired improvement, and when 

asked how they would improve its usage, a total of ten comments explicitly called for it to be 

outright taken out of use. By comparison, The Leader only received two comments explicitly 

asking for the trope to be used more, and was the only trope to do so. This speaks to a debate 

focused on removing tropes seen as negative and dangerous, as opposed to adding tropes seen 

as positive. Possibly, the former is easier to identify than the latter. In order to identify a trope 

as negative, consumers need only look at societal values and their effect on the character. If a 

trope causes a character to behave in an offensive manner, or causes them to get 

disproportionately hurt or killed, it can be safely categorized as negative. What constitutes a 

positive trope, however, is subject to personal taste to a much higher degree. Furthermore, 

negative tropes which mirror or facilitate the oppression of queer people in real life could be 

seen as actively harmful to queer consumers, normalizing the mistreatment and power 

structures that has so long worked against them. With such a mindset, a consumer’s personal 

feelings regarding a negative trope become irrelevant. The trope is considered dangerous, and 

must be removed. In any case, queer consumers not wanting to see their traumas repeated on 

a media screen for the entertainment of others must be considered a reasonable response.  

The notable difference in the ratings the tropes received in general compared to when used 

for a character is of considerable interest, as it speaks to a contextual element. In fact, several 

comments presented the opinion that perception of how “bad” a trope was depended on how 

it was used. If a particular instance of the trope being used was considered more tastefully or 

respectfully executed, this improved the given rating of the trope. For instance, though Bury 

Your Gays was given the worst general rating, the character usage rating improved slightly, 

and several comments given for the trope’s character usage imply that participants saw the 

trope’s character usage in a more positive light, either because Character B’s death served a 

meaningful purpose, or because his equally homosexual husband could survive. While it could 

be a coincidence, as it is possible that the artefact by pure chance used the tropes in a respectful 

way, the pattern of the character’s usage of the trope rating being higher than the general usage 

of the trope persists in all tropes except Adorkable and The Leader. Additionally, it is worth 

considering if the audience’s ability to empathize with a concept increases if it is applied to a 

character. As this factor, regardless if it revolves around empathy or the context of the trope 

in usage, can change the reception of a trope, it is worth considering and properly testing when 

creating a character.  

When asked for their opinions on the characters and their visual representation overall, 

participants appeared more receptive of Character B than Character A. This is interesting, as 

Character B has more tropes which were perceived as negative, while Character A had mostly 

tropes considered neutral, and the two tropes that received the highest ranking. One 

participant left a comment describing The Leader as inherently masculine, stating their 

dismay that a bisexual woman should automatically need a masculine trait in her 

characterization. Naturally, it must be considered that the characters’ gender - and sexual 

identities might have played a part in how they were perceived. Could there be an element of 

sexism involved, causing Character B, a man, to be considered a better character than 

Character B, a woman? Similarity, could the preference of Character B, a homosexual, over 

Character A, a bisexual, carry implications of biphobia? If the characters were to swap either 

of these traits with one another, would that influence how they were perceived?  
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Another possibility is the fact that Character B’s tropes were seemingly harder to recognize 

as they were being used. Among participants familiar with them, Character A’s tropes were 

reportedly noticed in her characterization far more frequently than Character B’s. Is it possible 

that tropes being used more subtly has become an indicator of higher quality of writing? 

Representation of queer characters in the past has historically been one dimensional and 

shallow. This may have indicated to queer consumers that they could have well-written 

characters, or representation, but not both. As indicated by the fact that every participant was 

able to recognize at least one, consumers in the queer community may be more aware of tropes 

than consumers outside it. Could this stem from their relative experience with dissecting their 

own identities based on various labels? Do queer consumers feel an increased need to 

familiarize themselves with tropes in order to notice ones possibly harmful to their 

community? Or has tropes themselves come to be seen in a negative light? After so long of 

being portrayed as caricatures and stereotypes, has any pattern too commonly used to 

represent them become seen as something negative? 

Or could it simply be because Character B sticks out notably less? Character A was criticised 

foremost for the trope You Gotta Have Blue Hair, which was seen as overdone, and anything 

participants perceived as too out of place. These comments concerned everything from 

Character A’s position as a leader to her personality. Character B, on the other hand, chiefly 

received comments on how ordinary he seemed. Character B’s similarity to an everyday person 

the participants might simply meet in real life appeared to garner some favour. This speaks, 

perhaps, to a fundamental difference in the desires of queer and non-queer consumers. Game 

narratives have a notable focus on building their protagonist, usually nothing more than an 

avatar of the player, up as someone powerful and important. There is a strong emphasis on 

being different and special. Queer players are already treated as different. They are singled out 

as special, and often punished for it, by their societies. Could it therefore be that the inherent 

fantasy of queer players is not to be treated as special, but simply to be accepted? Would wish-

fulfilment for a queer player more closely resemble being treated like everyone else, rather 

than being elevated above their peers?  

Further confirmation of most previously discussed patterns can be seen in the email 

interview responses. Even when asked to freely comment on any trope, positive or negative, 

respondents offered feedback only on negative tropes, expressing no desire for positive ones. 

They did however express desire for increased amounts of representation, as well as 

normalizing said representation and making it less uniformly depressing. There is some 

awareness that signifiers function as a shortcut for representation without then giving it any 

narrative focus, but overall the desire expressed is for queer characters to simply be well 

written. This can lead queer consumers to reject signifiers, however, as this shortcut usage has 

caused them to become associated with poor writing. 

 Conclusions 

So in conclusion, what opinions do members of the queer community have of the tropes and 

stereotypes commonly used to represent them in video games? Overall, there is a strong sense 

that the more negative tropes are overused, harmful, and need to be reduced in usage, if not 

outright discontinued. Other tropes are perceived as neutral or somewhat positive, though 

how instances of them are received seems to depend largely on the manner in which they are 

used. The queer community seems more concerned with removing tropes seen as negative 
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than adding positive ones. It may be easier to notice something which is present and doing 

harm, than something which is not present but could do good.  

Through the repeated use of them in creating stereotypical caricatures as opposed to proper 

representation, tropes themselves may have earned a negative reputation alongside 

stereotypes as something for the queer community to reject. This carries the possibility that 

the best way to use tropes in queer representation may be to make them as subtle as possible. 

Conceivably, what queer consumers really want is not to be held up as special, but to be treated 

the same as everyone else. Game narratives face a problem here, as they are often inherently 

built to elevate the player to a higher status, as opposed to simply accepting them as one among 

many. 

Possibly, we may never know what the queer community thinks of certain tropes until they 

no longer feel compelled to reject them for the sake of self-preservation. We cannot in good 

conscience consider the hatred of the trope Bury Your Gays without addressing the fact that 

queer characters’ disturbing tendency to die mirrors the real world. In a world where queer 

people are still being killed for who they are and who they love, can we truly consider such 

narratives as merely fiction? 
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 Concluding Remarks 

 Summary 

There is still a significant lack of queer representation in video games, and the now increasing 

amounts of it that does exist is still overshadowed by a historic deficit. Queer gamers are 

becoming increasingly vocal about the negative stereotypes and offensive portrayals games 

have used to represent them for so long, and are now demanding change. This thesis examines 

some responses to tropes commonly used for queer representation in games, and aims to 

answer the question; what opinions do members of the queer community have of the tropes 

and stereotypes commonly used to represent them in video games? 

After sorting through games and characters to identify commonly used tropes, these tropes 

were then used to create two characters. These characters were randomly given six common 

tropes each from which their narratives were constructed, with example characters from 

existing game narratives serving as guidelines. The characters were also given visual 

representation in the form of portraits, in addition to their narrative profiles. 29 participants 

were then recruited to participate in a study. 

The study asked for overall impressions of the characters' narratives and visuals, and then 

requested commentary on the tropes used. The results pointed toward a strong emphasis on 

what the community did not want, as opposed to what it wanted. Tropes considered negative 

received more attention and comments, whereas other tropes were considered largely neutral 

and unimportant. Several tropes were commented on as less negative when used in the 

character example than when used overall, which suggests perception of a trope is at least 

somewhat based on context. 

 Discussion 

The chief concern regarding the results of this thesis concerns its low sample size, which was 

significantly smaller than initially desired. This is largely the fault of insufficient planning, as 

the original method of reaching participants failed, and a sufficient reserve plan had not been 

created ahead of time. There is also an outside chance that the participants the survey 

successfully reached consists of a subset of queer consumers with similar thoughts and 

opinions, though while possible, this would constitute a rather unbelievable coincidence. 

Nonetheless, we believe the information gained from this small sample size is of considerable 

value despite the limited scope this thesis was given. Had the study been permitted more time, 

a larger and more varied quantity of data could have been gathered. It is also possible that the 

choice to randomize the tropes used caused the results to be lacking in useful information 

which could have been gained by making deliberate choices in which tropes were combined.  

Furthermore, the two tropes identified by participants as the most positive and the most 

negative were arguably shared between the characters. Though the trope The Leader was only 

generated for Character A, Character B was similarly placed in a leadership position. On the 

flipside, Character A’s backstory contained a same-sex lover who was then revealed to have 

died, in accordance with Character B’s trope Bury Your Gays. What makes this sharing of 

tropes somewhat disquieting is that it was entirely unintentional, and in no way a conscious 

decision on behalf of the study’s narrative designer. While this phenomenon was not reported 
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on by participants to a significant enough degree that we believe it influenced the study’s 

results and conclusions, it is nonetheless important to acknowledge. 

Once again, we must however consider if the gathered information’s reflection of a unified 

opinion is indicative of a flawed understanding of how queer consumers approach the concept 

of trope usage. The concern remains that participants reject certain tropes out of self-

preservation rather than personal opinion. As Dyer (2002, p. 16) explained, stereotypes may 

be used in creating boundaries of what is acceptable or not. According to Isbister (2006, p.55,) 

by assigning a person or a character in a work of fiction a specific stereotype, the audience will 

judge said person or character based on their earlier experience with that stereotype. What 

does it matter what they privately think of a trope if it mirrors or normalizes real life dangers 

to their community? While queer people in real life are still losing their lives, being silenced, 

queer characters suffering the same fates in a medium intended for entertainment and 

escapism is going to be perceived as offensive, if not dangerous.  

As previously established by Craig et al. (2015,) queer consumers are still motivated to 

interact with less than ideal representation, as this still provides benefits such as escapism and 

community-building. Problematically, this could be seen as an endorsement of representation 

which does not hold up to standard, as companies producing media generally operate under 

the assumption that the quality of their work is relative to the revenue it makes. However, 

queer consumers do not have the luxury of being able to boycott narratives they feel 

misrepresent them to the same degree as other consumers do. Just as interacting with bad 

representation could be misconstrued as endorsement, refusing to interact with offensive 

portrayals could just as easily shift the blame for the lack of engagement with the narrative 

onto the inclusion of said portrayal. The fault for such misconstructions still lies with the 

creators of said content, not the consumers. If the modern gaming industry can achieve 

photorealistic graphics, surely it can also achieve the representations its queer players deserve. 

The question then remains; what is good representation, and what does that mean? Does it 

mean giving queer characters distinctly queer signifiers, or giving them no signifiers at all? 

While both sides may be argued to be good writing, one must consider the possibility of 

straight-washing, as outlined previously by Ruberg’s (2018) article. Any representation subtle, 

or perhaps merely realistic, enough is at risk of being erased when viewed from a 

heteronormative perspective. The previously used example of Dragon Age’s Dorian Pavus 

(Electronic Arts, 2014) once again illustrates the point perfectly, as discussed by Pelurson 

(2018.) Dorian is given significant queer signifiers through his characterization, dialogue, and 

storyline. It is virtually impossible to miss his identity as a gay man. However, the same traits 

that make him immune to erasure are criticized as too stereotypical by a significant portion of 

the game’s queer consumers. Dorian’s signifiers were well implemented and executed, 

possibly because he was written by a man sharing his homosexual identity. Still, there is still 

the concern that giving characters such traits is simply a shortcut the writers use to clarify a 

character as queer without having to give the character’s identity any space in the narrative.  

Finally, as we conducted this study, we as authors felt compelled to consider queerness and 

its place in academia. It is difficult to ask questions such as the one explored in our thesis 

without coming to the realization it is perhaps the wrong sort of question to be asking. While 

queer people are still being discriminated against, oppressed and outright murdered, their 

opinion on tropes in video games feels entirely too mundane to be of any concern. At the same 

time, such mundane questions still have value. It is precisely because queer people are dying 
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that their situation, even in such a small field as video game representation, must be improved. 

We do need queer people to address these matters, as their opinions are simply ignored 

otherwise. Their voices are once again lost and silenced.  

In the context of the reality facing queer people, seeing the relevancy of our research 

becomes a struggle. Surely there must be other, more direct, ways to make an impact on these 

issues? At the very least, we may speculate that an explicitly queer perspective could bring 

much needed nuance to the academic debates surrounding queerness. With more queer 

researchers weighing in on these issues with their unique experiences, a more complete 

understanding of these topics may be reached. However, entering the field of academia and 

remaining objective despite the deeply personal nature of the subject may present a significant 

amount of emotional labor. We must discuss the value of queer people and their 

representation in scientific terms, carefully removing our bias for the validity of our research. 

All the while, the members of our community continue to be murdered for their identities. 

This is, shortly put, deeply frustrating. 

There is a privilege at play here which is hard to define, but nonetheless we must question 

why a queer identity is a bias, while cisgender heterosexuality is not. Granted, a strong 

emotional investment in a topic can be a hindrance to objectivity. However, one must not 

confuse objectivity with apathy. A lack of emotional investment in a subject can affect one’s 

perspective just as much. Benefitting from a power structure, even if one doesn’t agree with it, 

influences one’s viewpoint. 

 Future Work 

Had this thesis been permitted more time, the authors would have hoped to collect a more 

extensive and complete mapping of opinions by representing more tropes, while reaching 

more participants. Aspects of representation other than tropes could have been explored, such 

as ethnicity and body types, as these were not within the scope of this thesis, but are crucial to 

study nonetheless.  

Additionally, it would have been interesting to follow up on the speculations regarding the 

inherent power fantasy gamers are presented with, and how this may differ for queer players. 

Overall, as the demographic of game players grows bigger and more diverse, it could be 

worthwhile to re-examine common assumptions about the gaming subculture, such as 

opinions about violence in games, through a queer context.  

While queer research, and queer representation, has rapidly evolved during the past years, 

the historical deficit must be addressed. One must ponder what questions have been asked 

previously without considering that heteronormativity and privilege may play a part in the 

results, and what those results would have looked like if these factors had been properly 

accounted for. One must question how much knowledge has been lost, or ignored, simply 

because the question being asked was the wrong one. Thus, as the authors of a work where 

these privileges played a larger part in the results than we ever could have anticipated, we must 

encourage not only researchers individually, but academia as a whole, to examine, 

acknowledge and remain critical of their biases, even if said bias may simply be considered the 

norm. 
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Appendix A 

Trope 
Times 
encountered 

Badass Gay/Badass Bisexual/Badass Lesbian 25 

Action Girl 18 

Bi the Way 18 

Hidden Depths 18 

Deadpan Snarker/Little Miss Snarker/The Snark Knight 17 

Adorkable 16 

Nice Girl/Guy 14 

Break the Cutie 13 

Beware the Nice Ones/Good is Not Soft 13 

Straight Gay 12 

Dark and Troubled Past 11 

Bury Your Gays 11 

Mr./Ms. Fanservice/Shameless Fanservice Guy/Fanservice with a Smile/Fanservice 11 

Blood Knight 10 

Anything That Moves/Really Gets Around/All Gays Are Promiscuous 8 

Badass Adorable 8 

Covered in Scars/Rugged Scar/Good Scar Evil Scar 7 

It's All My Fault 7 

Jerk with a Heart of Gold 7 

You Gotta Have Blue Hair/Multicolored Hair 6 

Badass Bookworm 6 

Ambiguous Disorder 6 

Berserk Button 6 

Boyish Short Hair 6 

Cloudcuckcoolander 6 

Older Than They Look 6 

The Leader 5 

Abusive Parents 5 

Because You Were Nice to Me 5 

Death Seeker/Not Afraid To Die 5 

Nice Hat 5 

Ax-Crazy/Psycho for Hire 5 



II 
 

Bad Liar 5 

Broken Bird 5 

My God What Have I Done? 5 

The Heart 5 

Permanently Missable Content 4 

Adult Fear 4 

Being Good Sucks 4 

Hot-Blooded 4 

Broken Pedestal 4 

Butch Lesbian 4 

Sorry I'm Gay/Incompatible Orientation 4 

The Lad-ette 4 

Affably Evil 4 

Driven to Suicide 4 

Heroic Self-Deprecation 4 

Never My Fault 4 

Parental Abandonment 4 

Power Tattoo/Tattoo as Character Type/Tattooed Crook 4 
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Appendix B 

Name: Abigail "Gale" Malcolm. 

Age: 26 

Sexuality: Bisexual 

Setting: Post-apocalypse. 

Of all the exiled groups of the wasteland, Gale's raiders are without a doubt the rowdiest. 

Believing in personal freedom above all else, this anarchistic band of marauders bring chaos 

wherever they go. As their captain, Gale is no different. Her big heart and hopelessly dorky 

personality has won her the hearts of her crew, and they will take in anyone cast out for being 

different. Gale is a possible part member and companion to the player, and her high damage 

is more than worth the bad puns she drops during combat. Gaining approval from Gale is 

easiest done by sharing her quirky sense of humour and helping her play pranks on her long 

suffering crew. Her preferred gift is hair dye, and her model will change to match the colour 

of any container of it the player gives her. 

Role in the Game: Before their first assault on the Citadel, the player is tasked with finding 

allies to recruit. A possible faction the player can rally to their cause is Gale's raiders, which 

unlocks her as a party member who can be brought along for quests. Beware, however, if the 

player doesn't recruit Gale's raiders before the assault, they will disappear from the map and 

cannot be recruited. In combat, Gale is a close-range damage dealer who focuses on mobility 

and critical hits. Unlocking Gale also unlocks her preferred type of weapon, baseball bats, as 

possible loot and crafting recipes. 

Backstory: Gale was born and raised in an exiled group of survivors called The Followers of 

the Path. The Followers are a highly religious and dogmatic group, and much of Gale's early 

life was defined by rules and punishments. Gale always found these restrictions hard to bear, 

especially once she hit her teenage years and fell in love with Beatrice, the daughter of The 

Followers' leader. Their secret love affair was eventually discovered and Gale was chased out 

by her community, left to starve in the wasteland. She was taken in by a group of raiders, 

quickly taking to their life philosophies of anarchy and freedom. Her quick wit and scrappy 

nature quickly made her popular with her new family, eventually leading to her being made 

captain. 

Personal story: Gale's personal quest tasks the player with helping her hunt down The 

Followers. If the player assists the raiders in their efforts, they can reduce the Followers' 

numbers and power. This crusade culminates in Gale confronting the leader who cast her out, 

who reveals he had Beatrice executed for their affair. Gale, outraged that the leader would 

choose his bigoted beliefs over his daughter's life, kills him. She then fills the player in on her 

backstory over a round of drinks, confirming that they have won her trust and loyalty. 

Endgame: If recruited, Gale's raiders will participate in the final attack on the Citadel. If the 

player ignored, or failed to complete, Gale's personal quest she will choose to remain with her 

crew during the battle, and her fate is left ambiguous. If the player completed her personal 

quest, she will be a possible party member for the final mission, and is seen sitting at the 

party's table for the victory celebration in the final cutscene. 
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Appendix C 

Name: Michael Evans. 

Age: 43 

Sexuality: Homosexual 

Setting: Modern day, superpowers.  

After a freak solar storm, people around the world suddenly developed strange powers. A 

multinational organization called the Concern quickly appeared, detaining any person they 

could find exhibiting these abilities and subjecting them to cruel tests. Some people, however, 

organized pockets of resistance. One such person was Michael. When the player first meets 

Michael, he acts gruff and distant. After putting the player through some tests during his first 

few missions, however, Michael opens up and reveals himself to be a warm and friendly person 

just trying to keep his people alive. Though he himself has no powers, he's dedicated his life to 

saving as many as he can. 

Role in the Game: Michael is a major NPC for the first half of the game, providing the player 

with exposition, resources, and story missions. For the second half of the game, his death 

serves as the primary motivation for his husband, Louis. 

Backstory: Michael grew up in a small town in southern Minnesota. His mother lost custody 

of him when he was 14, after it came to light she had been beating and neglecting him, and he 

spent the remaining years bouncing between foster homes until he aged out of the system. His 

experiences during these years is what gave him an unshakable sense of justice. Michael never 

did very well at school, and instead joined the army, where he was trained as a field medic. He 

made the decision to leave the army and take up work as a carpenter instead after meeting 

Louis, and the two married in their early thirties. A few years later, when the Outbreak 

occurred, Michael was unable to stomach the cruelty with which the Concern hunted down 

their targets. He and Louis uprooted the life they'd built together and joined the resistance, 

setting up a base at an old research station. 

Personal story: Michael spends most of the early game simply trying to hold the shelter he's 

built together. A year of dealing with the pressure of being in charge, trying to manage a 

building of frightened and angry people, and constant fear for his husband's safety has frayed 

Michael's nerves much worse than he lets on. Louis, in turn, expresses fear for Michael’s safety, 

as his husband tends to recklessly rush into danger so others don’t have to. When the crisis at 

their research station comes to a head this causes the two to have an argument, something 

Michael instantly regrets. He then proceeds to have a full blown panic attack as the stress of 

their argument causes Louis' dormant powers to show themselves. As the station is assaulted 

by the Concern forces that had been laying siege to it, Michael loads Louis onto the evacuation 

shuttle along with the player. Once the shuttle is safely in the air, Michael blows up the station 

with himself still inside, stopping the Concern from following them. 

Endgame: Michael himself is absent from the endgame following his death, but if Louis 

survives the final chapter one of his epilogue images reveals a proper grave was erected for 

Michael, and that his husband still visits it regularly. 
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Appendix D 

Results Character A 

 

 
 

What is your first impression of the character? 

Participant 1 Good gurl 

Participant 2 For a post apocalyptic world she is oddly clean and well put together 

Participant 3 Seems cool 

Participant 4 Cool, dorky, strong 

Participant 5 
A smile and a “of course she looks like that” not super negative, because I’ve looked 
like that myself (I’m also a bi woman) 

Participant 6 I hace mixed feelings, like, she's cool but also,, 

Participant 7 
my first impression is that she is non-white and that she has blue hair. I notice she is 
wearing a choker, eliciting sexual themes likely pertaining to her underlying sexuality. 



VI 
 

Participant 8 Cool, attractive, a bit cliche bi. 

Participant 9 Interesting 

Participant 10 
She seems cool, but forced. Like she is designed to be cool and have a cool backstory, 
but without any organic development at all. Trying-to-be-cool-turned-generic. 

Participant 11 Strong and funny 

Participant 12 Blue hair. Rowdy. Ambigous 

 

 

Comment: 
Participant 2 She's kinda cool. I think you can sort of tell her back story by looking at her 

Participant 5 

It’s been done before, it’s not original, there are other “untold” appearances that 
could’ve been explored instead, incolores hair, a more traditional haircut. Not to 
mention that as she’s a little darker skinned (I have to assume she’s white with a tan, 
because none of her features point to other ethnicities than white besides her eyes who 
could make her mixed white/south-asian) making her a person of colour and reflecting 
that more in her appearance (maybe another hair texture, more expressedly person of 
colour facial traits) could make her a more interesting and original character. 

Participant 8 I think the studded collar is overboard. 

Participant 9 She could have scars from former punishments or battle. 

Participant 10 She looks pretty cool. 
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Comment: 

Participant 2 

Its fairly common for LGBT people to have coloured hair. I think having coloured hair 
might pander to the stereotype. Be that negative or positive, depends on the users 
outlook. 

Participant 4 

I feel like it's used a lot as a quirky identifier, like, "this character doesn't conform to 
society's rules about fashion so they won't confirm to the ones about sexuality either" 
kind of deal 

Participant 5 

A lot of us do colour our hair (id say more than cishet people) but that’s certainly not all 
of us. People don’t have to “look gay” to be gay. Right now none of my queer friends 
have an unnatural hair colour and it would be nice seeing that represented too. 

Participant 7 
I dislike it but it is likely also true that more queers dye their hair fun colours then straight 
folks 

Participant 8 
It is so classic that I would love some more stereotypical straight looking character to be 
lgbtq as well to break the stigma. 

Participant 9 Cool 
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Comment: 

Participant 2 

Not sure if in post apocalyptic world, hair dye might be considered top priority. But it 
depends on the aesthetic of the game. Perhaps its a valued resources of a previous 
world. 

Participant 4 

I'm ambivalent. I like her hair colour and it's okay because it's not the only thing we know 
about her. But because it's a post apocalyptic setting. . . would there really be hair dye 
lying around? 

Participant 5 

It kinda made sense, she’s running away from a past that she doesn’t like, with rules 
and regulations. She’s rebelling against these people she was associated with that she 
now despises. It’s natural to want to make yourself different than them to reflect your 
inner growth. But at the same time she could’ve just not had that story. So many queer 
characters are their queerness, their queerness is why they are who they are. Those 
stories important, but they have been told plenty already. Maybe she just grew up with 
those rebels and they always loved her, she never felt the need to distance herself from 
anyone and might therefore never dye her hair cause she doesn’t feel the need to. 

Participant 7 it looks cute on her, purple may have been better though 

Participant 9 Why not 

Participant 
10 

I think it's unnessecary. She can be cool with a normal hair colour as well, and would 
she really care about her looks in a post apocalyptic world? Perhaps, but it's not 
explained. 
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If yes, please describe what: 

Participant 4 
Don't make it something that happens only for the lgbt characters. If everyone's got 
fun hair then it's not an identifier 

Participant 5 I just want it to be used less, it’s tired. 

Participant 8 Look for answer above about stigma. 

Participant 10 I think they can stand out in other ways. 

 

 

Comment: 
Participant 2 Good to show that LGBT people can fit any role in a society/group and be accepted. 

Participant 4 We're often sidekicks so it's nice to be leaders 
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Participant 5 
It’s nice to see a queer person in charge! It’s a very visible role and many queer 
characters get a “sidekick” role 

Participant 7 usually surprising when queer characters are in charge 

Participant 8 Need more badass characters that are in the forefront. 

Participant 9 We need more 

 

 
 

Comment: 

Participant 2 

I don't think, adorable and dorky would fit my idea of a leader running a post 
apocalyptic gang. They don't have to be serious all the time but definitely sometimes. 
They have to make tough choices. This character to me sounds more like the feisty 
joker. 

Participant 5 Made perfectly sense for her character. 

Participant 7 
I like that she became the leader of a band of misfits-- not an unusual trope for queers 
but still cool.  

Participant 10 

How did she become the leader? I realize that she is the leader for gameplay reasons, 
but did she become the leader because of her personality, or is her personality the 
way it is because she was designed to be the leader?f 
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If yes, please describe what: 

Participant 3 
The leader is a masculine trait. It’s sad that a female need masculine interest to become 
a leader. 

Participant 4 More Please 

Participant 5 

It would be nice to see a queer leader who was the head of a “structured” society, not 
just a small rebel gang. Someone who follows all the rules and has a same sex partner 
or is trans. 

Participant 7 make them the leader for reasons other than that they are very accepting of misfits. 

 

 

Comment: 

Participant 2 
The butch lesbian/bi vibe is a bit over done. Good to incorporate multifaceted characters 
as done here. 

Participant 4 I like Action Girl in general as long as it's done well. 
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Participant 5 
I like “Action girl” over all because it’s just good female representation. Wether it’s used 
with queer or cishet women. 

Participant 6 Badass but also: again? 

Participant 7 
it can be nice because it can be seen as LGBTQ+ characters taking on the world but 
frankly I am tired of the trope as a whole. let us have relatable, regular characters! 

 

 
 

Comment: 

Participant 2 
The butch lesbian/bi vibe is a bit over done. Good to incorporate multifaceted 
characters as done here. 

Participant 4 

I think this character has a good balance of strength + other qualities; bad Action Girls 
to me are ones that /only/ fight and are plot devices, or their fighting skill is presented 
as a quirk that makes the unique rather than something that had to be worked for. 

Participant 5 Once again made sense with her character. 

Participant 10 
Feels like it was because of how it fits into the game, and not because of the LGBTQ+ 
themes. 
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If yes, please describe what: 

Participant 3 Same as before. 

Participant 8 More main characters! 

Participant 12 
A baseball bat is used for plunt damage. It can kill but the description of she goes for 
the critical points etc would be better suited for a sharp weapon maybe 

 

 
 

Comment: 

Participant 2 
Good for it not to be the only defining characteristics of a character. All too common that 
the LGBT character is downtrodden etc. 

Participant 5 
I just think it’s dreadfully overdone. I want someone with a past like mine, where the 
characters parents were supportive and the defining moment of the characters life was 
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not extreme tragedy connected to their queerness. If the trope is not used in relation to 
their queerness and they’re completely separate I’m okay with it. 

Participant 6 Again? 

Participant 7 

we get it, LGBTQ+ people frequently have dark, troubled pasts where they were outcast 
from friends/family/support. I understand where it comes from because that does 
happen to queers but its a tired storyline. take a look at the Queer Eye guys: they all 
come from VERY different backstories and 3 of the 5 are fairly happy ones! its possible!! 

Participant 8 
I like it but it is used always in the same way with lgbtq and I would like it if some just 
got accepted and loved instead. 

Participant 9 
Its a good past since many lbtq people have suffered in the past. It becomes 
recognizeable. 

Participant 
10 

So most LGBTQ+ members probably have this in real life, but it would be nice with 
someone with a safe and normal childhood for once. 

 

 
 

Comment: 
Participant 2 Good, clear arch and story. 

Participant 4 Ambivalent. 

Participant 5 
It’s overdone and I hate that her girlfriend had to die. Why couldn’t she have escaped? 
It’s tired. I don’t want anymore “Bury Your Gays” trope either. 

Participant 6 Like on one hand defeating bigots is nice but also I'm tired 

Participant 
10 A tad boring. 
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If yes, please describe what: 

Participant 2 Not for the troubled past to be the only story definiting the character 

Participant 4 
Not every gay person was beat and kicked out and not every gay person needs to be. 
It's possible for us to be happy 

Participant 5 Just don’t make it about their queerness EVERY TIME. 

Participant 7 I would like to see it less 

Participant 8 Look above 

Participant 
10 See previous answer. 
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Comment: 
Participant 2 Not aware this is specific for LGBT characters 

Participant 4 
Often the "permanently missable content" is the fact that they're gay at all, so I usually 
hate it. 

Participant 5 If you’re gonna include queer characters, don’t make it missable 

Participant 7 no real opinion 

 

 
 

Comment: 
Participant 2 Its good. Encourages the user to invest in characters/story etc 

Participant 3 

Makes here uniq, but I guess there is not much other lgbt characters out there, so it’s to 
bad the game ensure that you can miss such a bad ass character. But I think her 
uniqnes also get Specefik more hype to get her, since it makes her a little bit special 

Participant 4 

Ambivalent again -- there are two things you can possibly miss which is annoying for 
one of the characters that's most likely meant to be representation. But it does seem to 
be done in a way that's true to real life -- sometimes there are missed connections, ect. 

Participant 5 
It’s obviously not super tied to the plot but if I played that game and later found out she 
was queer but it was never mentioned I would’ve been dissapointed. 
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If yes, please describe what: 
Participant 3 Make some normies misseble and some lbtg character standar to get 

Participant 5 Just use it less often. 

Participant 10 Did this have anything to do with LGBTQ+? Felt more like a gameplay design choice. 

 

 
 

Comment: 
Participant 2 No aware that's a trope for LGBT characters 

Participant 4 A ton of us /are/ adorkable. 

Participant 5 
I love a good goofball character, and making them queer makes me relate to them even 
more. 
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Participant 7 
it doesn't give the characters much depth and can be used in as a placeholder for being 
interesting and having a personality. not a fan of it in character building period 

Participant 
10 

Can sometimes become stereotypical, when the character is no longer seen as an 
individual but for instance "the gay best friend". 

 

 
 

Comment: 
Participant 2 Don't think it matches the personality/role of this character 

Participant 5 It gave her a softer edge which was nice. 

Participant 
10 

Meh. I think you could have taken her in another direction and made her more of an 
individual. 
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If yes, please describe what: 
Participant 7 should be used much less. LGBTQ+ people are not your personal rays of sunshine 

 

If you have any additional thoughts or comments regarding LGBTQ+ 
characters in games or this study, please comment below: 

Participant 3 

I’m thinking mostly how this bisexual get a lot of masculine traits. If she was a man, I 
think she wouldn’t be as interesting. But, it would be nice with more deviercity in 
bisexual characters. LGBTQ characters aren’t their steoritypes 

Participant 5 
Im just tired of queer characters dying. Like Gale’s girlfriend/lover. Queer people can 
have happy endings and games should reflect that. 

Participant 8 
More badass characters! Characters that look stereotypical cis but is actually gay or 
trans and so on. 
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Appendix E 

Results Character B 

 

 

 
 

What is your first impression of the character? 

Participant 13 Kind, caring 

Participant 14 I think it's a good character, with a bad end. 

Participant 15 
intimidating, but eventually I'd feel bad for him and grow to love him (of course he'd 
die soon after) 
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Participant 16 i like him, seems like a pretty standard character for this type of story 

Participant 17 Nice and not stereotypically gay! 

Participant 18 
The first paragraph sounded interesting but as soon as I got to Bury Your Gays I lost 
interest. 

Participant 19 A normal guy 

Participant 20 I want to give him a hug! 

Participant 21 Passionate 

Participant 22 A good person, versatile and steadfast in his beliefs. 

Participant 23 
He seems interesting and if I were playing a game featuring him I would likely miss 
him after his death. 

Participant 24 

My first impression was irritation at the oppressed superpowered people for real life 
oppressed group metaphor, something I generally dislike, but the Michael's lack of 
superpowers himself and the fact he is canonically gay lessened that irritation. 
However, this makes his personal stake in the conflict a little unclear given that his 
husband powers do not emerge until much later and no other character is mentioned, 
and I don't understand why he'd be a leader of this group without powers himself or a 
personal connection - him just being a good person would account for being a 
member, but not a leader in my opinion - unless to enhance the superpowers=real life 
oppressed group metaphor. His character development makes narrative sense until 
he dies, which I feel despite Michael's self-sacrificing aspect would be an extremely 
unsatisfying ending for him even without considering the Bury Your Gays trope it 
embodies. 

Participant 25 Seems like a routine protagonist or character for a video game 

Participant 26 Looks like someone strong and nice. 

Participant 27 
Interesting story, background and motives. However he feels like a character that you 
can find in any survival, apocalypse, war type of game. 

Participant 28 Lovable 

Participant 29 He seems nice, but it sucks that he dies 

 

 
 

Comment: 

Participant 13 

I think it's mostly due to the warm colour scheme (brown eyes, warm red shirt) that 
gives him a kind appearance. I think the hardship could be shown further in the visual 
representation. 
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Participant 16 kind eyes. love him 

Participant 17 He is looking like a person I can meet outside and that makes him more realistic. 

Participant 23 
He doesn‘t come across as a character living in a world with so much distraction, but 
otherwise he looks like a character I would be drawn to in the game. 

Participant 27 He doesn't really stick out as original to me, still he is well written. 

 

 
 

Comment: 

Participant 13 

It's overused and gives the character the same old narrative. It also "shows" the 
audience that this is common with LGBTQ+ people, as media reinforces what people 
believe to be true about minorities. 

Participant 15 

it's not that I like that the parents are abusive, but it's often the case and it should be 
represented. it's not always physical abuse, too... some parents are great though and 
I admit I'd like too see functional and positive families more often 

Participant 16 
can make sense when done well, but generally strongly prefer if there is at least 1 
other lgbt character in the same universe who does not have abusive parents 

Participant 17 
It is so used now and it feels like Maybe some people use it as an explanation for why 
they are gay egg. 

Participant 18 depends on why the abuse occurs and in what context. too broad to say. 

Participant 20 Depends on how it's used/if the abuse is related to their queerness 

Participant 22 

From what I know, it's more common for lgbt kids to be abused which makes it 
applicable, I guess. But I don't like it when bad things are replicated in media just 
because of "realism". Do bad things happen to lgbt because people genuinely believe 
it to be right or because they think they should because of what they've seen in 
movies/heard from others? 

Participant 23 I think it truly depends on the story and the character. 

Participant 24 Like most things, it depends on how it's used. 

Participant 27 

It's something that's common, but I also think it depends on where you are and where 
you grew up. You can't really compare example progressive Stockholm to an isolated 
town in the middle of nowhere in the US. Therefor the trope can hit home and create 
a connection to the character for more people in an area where it's more common to 
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look down upon LGBTQ+ people than it will be for people who grew up in a super 
progressive and LGBTQ+ positive environment. 

Participant 28 
Context matters. Overused it just puts more fear onto young people to come out but it 
can be used as a way to talk about the real problem of abuse against lgbtq children. 

Participant 29 

It completely depends on the situation. If an LGBT+ character gets abused because 
of his sexuality but later comes to terms with it and he or she becomes proud of 
themselves, then I think it’s an important storyline to show how cruel society and even 
ones parents can be. It spreads awarness. However if he was ”just” abused without a 
reason I personally don’t think it has anything to do with his queerness. But 
homophobic people might connect the dots anyways. ”He was abused and didn’t have 
good parents/role models = gay, failure” etc. I like the trope cause it makes an 
interesting story. However, if people with less than 2 braincells watch it they might 
jump to the wrong conclusion. 

 

 
 

Comment: 

Participant 13 

It didn't explicitly say that his mother abused him because he was gay, but as said 
earlier, the narrative of a gay person having troubled relationships with their parent is 
old and worn. 

Participant 16 seemed fine as described 

Participant 17 It was done with a more subtle tone. Not at all in your face. 

Participant 22 
Seems like his backstory could have done without it. But, maybe it was necessary to 
build a foundation for his reasoning. I don't know. 

Participant 23 
It feels somewhat disconnected as a motivation for him, and ike his abuse doesn‘t 
really have any bearing on his personality as an adult. 

Participant 24 

It doesn't seem integral to his character but not throwaway either. I don't have strong 
opinions on this trope by itself. It's difficult to see how this aspect of Michael's character 
would be portrayed in game as opposed to in a short character summary - would he 
talk about it often? Would it be shown in flashbacks? Mentioned once by him and 
never again? On its own I do not think its particularly bad or good. 

Participant 27 

I like it, it wasn't JUST "we hate you because you're gay", there was "regular abuse" 
that can happen even if he wasn't gay. It felt like there was some more thought put 
into his abuse, like him later being placed in the fostersystem too. 
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Participant 28 It felt like it was an unnessecary detail to ad. 

Participant 29 I’m neutral. I like it. 

 

 
 

If yes, please describe what: 

Participant 13 

I'm not sure how to improve it. Lessening the degree of abuse hardly seems proactive, 
it's still not a healthy relationship between the family members. I can't think of a way 
to improve it right now. 

Participant 14 To not always have it be present. 

Participant 16 
be sensitive and aware about why and how its being used, don't portray abuse in very 
explicit detail when you dont for non lgbt characters 

Participant 17 

Not all LGBTQ+ people grew up in an abusive, toxic environment. I think it is important 
to have characters who just had an amazing upbringing. No dead parent trope, no 
abusive parents, no strain relationship (omg my child is a homo) etc. Just a normal 
supportive family. 

Participant 18 

homophobia can be written about well but when it's used as nothing but angst fodder 
without an actual examination of how it's not just individual parents but an entire 
society involved in it then it's annoying. 

Participant 20 Not just used as shorthand to make people sympathise with a queer character 

Participant 22 

I dont actually know in particular. Id like it to be used more deliberately and not just as 
a blanket excuse for why a lgbt character is behaving in any certain way, or a one-
size-fits-all backstory just slapped onto any and all lgbt characters. 

Participant 23 

I wish that perhaps storytellers wouldn‘t shy away from depicting the realities of being 
LGBTQ+ for many people, which is that they are often bullied specifically due to being 
LGBTQ+ , and perhaps have characters overcome their abusers more. 

Participant 25 
Allow difficulties with family to display a characters warmth, willingness to forgive 
rather than the typical "self sufficient and hardened" archetype we usually see 

Participant 27 

It's the most common trope to me and I just wish that it wasn't used so much. Not 
every LGBTQ+ person has had an abusive background, but again this can be more 
relatable depending on your location. 

Participant 28 Not used as frequently and when used handled with care. 
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Comment: 

Participant 16 
not my thing at all, i like happy stories and lgbt people being happy, but i think it can 
be done well 

Participant 17 

It is often used so they can kill off the lover. They have to face the hard choice of 
leaving their lover when hen died and I think that is so used. Killing off one of the gay 
characters for shock value. 

Participant 22 
I feel about this trope when applied to lgbt characters just as I feel about it when not 
applied to lgbt characters, it's good in moderation. 

Participant 24 

It depends on how much respite the character gets. If they're constantly being used 
as a punching bag by the writer that's bad, especially when it comes to LGBT+ 
characters. If they're generally in bad situations but have moments of peace and 
happiness in between in their interactions with the world, that can be compelling. 
Comparison with how other characters are treated is important too, especially if the 
rest of the cast is majority straight and not having as bad of a time, which is what 
happens in most pieces of media. 

Participant 27 

I don't really see this as a trope specifically for LGBTQ+ characters, therefor I give it a 
3, trying to be neutral. I think it's a good message and it's super realistic, and I usually 
see this trope being used for the "good guys". 

Participant 28 
I am a sucker for this trope to be honest. And I personally feel like it's used as 
frequently for straight cis characters as it is for lgbtq characters. 

Participant 29 
I like it, alot. Making the right decision is so hard and I think it’s good people bring that 
into light. 
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Comment: 

Participant 16 seemed fine from description if not the type of thing i would enjoy 

Participant 22 Didn't really notice it. 

Participant 24 I didn't really notice it, which counts in its favour. 

Participant 25 feels more closely linked with the fiction of the world and works well with the backstory. 

Participant 27 

Sacrificing yourself for the greater good is a trope that I like because I like the angst, 
however if his death only serves as purpose as a motive for another character to spring 
into action then I think it's a waste of a good character. 

 

 
 

If yes, please describe what: 

Participant 17 Do not kill off any important characters for the character! It is so used! 
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Participant 27 

I still think it's a good message weather or not the character it LGBTQ+ or not. It's 
realistic and people should learn early on that being the "Good Guy TM" isn't always 
sunshine and happiness, but it's worth it in the end. 

Participant 28 I mean. Tropes can always be improved to make them more diverse. 

 

 
 

Comment: 

Participant 13 
Let my rep live...! Seriously though, killing off queer characters sends a message, and 
not a good one. 

Participant 14 I hate it and think it's way overused. 

Participant 15 
I dont believe it always has to do with the fact that they're lgbtq but it sure is annoying 
when you emphasize with the character lol 

Participant 16 I HATE IT!!! STOP IT!!!! 

Participant 17 

So often they just kill off the gays in tv shows, movies etc. "Don't complain we gave 
you a LGBTQ character" yeah but you killed them after just two episodes. It sucks! 
And it is so frustrating 

Participant 22 
I dont know how it could be applied to non-lgbt-characters, but I think its really shitty 
when non-conforming characters are the expendable ones. 

Participant 23 BYG is by far the worst trope which affects LGBTQ+ characters. 

Participant 24 It happens a lot and it always sucks. 

Participant 27 
Dumb, if the character doesn't have a good reason for dying then it feels like they try 
to get rid of the LGBTQ+ character. 

Participant 28 I HATE IT. 

Participant 29 It sucks. Let us live for god’s sake 
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Comment: 

Participant 13 Even if it was for a "noble cause" the death still lines up perfectly with the trope. 

Participant 14 
From a story perspective, sure, it's effective, but as I wrote previously I think it's 
overused. 

Participant 15 
if it gives the husband motivation... that could be used for a straight couple too. its a 
cheap trope imo but not offensive in this scenario 

Participant 16 i hated it 

Participant 17 Just don't! 

Participant 22 

Really hate it when it's a mayor plot point in a story that someone's significant other 
dies to rally the spouse to action, regardless of sexuality. Doubly annoying when it's a 
lgbt couple. Or maybe less bad? It /does/ signify that the love between the lgbt couple 
is no less strong than a non-lgbt couple. 

Participant 23 

Often times, gay characters die while single and lonely. If BYG is going to be used, I 
would prefer that at the least, the precedent isn‘t set before their death that gay people 
are loveless. 

Participant 24 The only positive is that Michael was dying for his husband and not a straight person. 

Participant 27 

It's overused because his death to me only serves as a future motive for his husbands 
actions. If a death is well written and makes sense story-wise then I have nothing 
against it. But that goes for any character not just LGBTQ+. 

Participant 28 

I'm normally a sucker for self sacrifice in games but we need to stop killing oh btw 
characters. If there are more queer characters and couples in the game that do survive 
then I'm fine with it. But if not then nooope. 

Participant 29 
It’s for a greater cause I suppose, and considering his husband might live not every 
gay character dies. But ya know, it could be better. 
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If yes, please describe what: 

Participant 13 

Don't use it. Not only does it make for "bad rep", it also makes the narrative of the 
media predictable. Is that character explicitly or "acting" queer? They'll be dead by the 
end credits/last page. 

Participant 14 Don't use it constantly. :) 

Participant 16 
STOP DOING IT I AM SO TIRED. at LEAST have other lgbt people who dont die and 
go on to be happy but i will still hate it then 

Participant 17 Just don't kill them as a plot device!! 

Participant 18 make it stop 

Participant 20 
Just write enough queer characters so that killing one or two off doesn't matter so 
much, and then it's fine! 

Participant 22 Lgbt people would hopefully not die at all, unless "really necessary". 

Participant 23 In all media, Bury Your Gays should be used less. It’s awful. 

Participant 24 Not using it. Especially in games where the only gay character is the one that dies. 

Participant 25 Stop burying our gays! 

Participant 27 

Makes sure the death makes sense and serves a proper purpose in the story, try to 
avoid the type of sacrifices that are overused and can be easily avoided. It feels lazy 
to me. 

Participant 28 Bury the freaking trope. 

Participant 29 Just,,, stop killing gays 
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Comment: 

Participant 15 
if it doesnt have to do anything with their sexuality its fine it's like a personality trait?? 
but if it's like "they're gay so they're unstable" then no thank you 

Participant 16 pretty neutral, seems fine 

Participant 17 

As it is with gay characters it is rarely used enough! They are just stereotypes often! 
So I am glad for some angry, large buff men and some very feminine leader type 
lesbians etc. 

Participant 22 
Dont really have an opinion. Seems harmless and not really different from how it's 
used for non-lgbt characters. 

Participant 24 
If they're being constrasted with a "sensible" and "reasonable" straight character that's 
bad. 

Participant 25 I find all hot blooded characters a little boring 

Participant 27 

They are usually kind of necessary as a driving force, but to me they feel overused 
again in an apocalyptic senario, I also feel like they are over the top and if they are 
that annoying to everyone and potentially are a risk to the group then they would 
realistically be left or killed to keep the group safe. 

Participant 28 

Especially gay male characters are often portrayed as hyper feminized and "weak". It 
can (if used with ease) have a positive affect to use the hot blooded trope to make it a 
bit more diverse. 

Participant 29 Love 
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Comment: 

Participant 16 no strong opinion, seemed fine to me 

Participant 17 It was good, he had a motivation behind it so it was okay! 

Participant 22 Didn't notice it. Seemed appropriate. 

Participant 24 

Again, I didn't notice it, and I think that's good. "Hot Blooded" for LGBT+ characters is 
a problem when it's constrasted against "reasonable" straight characters or means 
that they are constantly aggressive and mean but that isn't the case here. Michael is 
guarded at first, and later friendly, and always passionate, which is perfectly 
acceptable for a character. 

Participant 27 
To me it's still a little over-used but it worked in this senario, he wasn't too "in your 
face" and he did more good than he did damage. 

Participant 28 It wasn't too obvious and stereotypical, I liked it! 
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If yes, please describe what: 

Participant 17 
Don't purely use it on characters of colour. Because it is harmful for the "aggressive 
black" stereotype. 

Participant 20 
Although a lot of queer people do engage in social justice issues with a lot of passion, 
not all queer characters need to be angry about something all the time 

Participant 27 Nothing specifically regarding LGBTQ+ characters, just over-used trope in general. 

 

 
 

Comment: 

Participant 13 

Much like bury your gays and abusive parents it seems like torment and grief must be 
part of a queer character's narrative. It makes it feel overused. Queer people can be 
happy. 

Participant 15 

honestly I like angst and if it's with a character I like/project onto (so lgbtq in my case) 
then great BUT I can see how it gets old very quickly to always see this kind of 
character suffer. so I dont mind it but I know a lot of people who do 

Participant 16 

i dont like it as a trope generally unless its a part of an arc where they recover from 
trauma/etc. just suffering with no end point just upsets me and i dont enjoy consuming 
media like that 

Participant 17 It is a realistic trope so I rarely see it harmful. 

Participant 22 I don't like it. It's a shitty trope. 

Participant 24 

It often goes hand in hand with Being Good Sucks and Bury Your Gays, once again 
seeing the only LGBT+ character in a cast being dragged through hell while straight 
characters are not is incredibly blatant in its homophobia. 

Participant 27 

I have nothing against it, again I like the angst it can bring and I've never personally 
seen it as something specifically used for LGBTQ+ characters. But again, it has to fit 
into the story, just like any other trope. 

Participant 28 Especially gay men are portrayed as "cuties" waaay too much. 
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Comment: 

Participant 16 seemed in line with the story being told if not something i personally enjoy 

Participant 17 It was good! 

Participant 20 
I don't know how other characters are treated but if it's fairly equal across non-queer 
characters then that's alright 

Participant 22 Didn't really notice it. 

Participant 24 

I felt although I could see elements of the trope in Michael's backstory it wasn't actually 
present in the arc that would be shown in the main game story. Break the Cutie really 
should apply to characters that are young or especially naive, and Michael doesn't 
sound like either of those things. His youth didn't break him so much as form him, and 
he's not so much broken as just dead by the end of his story. 

Participant 27 

I honestly didn't notice it, so if it was there they I guess it was very gradual. It works 
well but for me to consider it a trope it has to be more prominent feature for it to bother 
me. 

Participant 28 Same as previous. It wasn't too obvious. 
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If yes, please describe what: 

Participant 16 
make it so that if an lgbt character is suffering they have the opportunity within the 
story to rebuild/recover 

Participant 20 Queer people can be happy! It is possible! We don't have to be sad to be interesting! 

Participant 27 

Not really, it's not something I think is very common and when it's used I mostly see it 
as a way to show a characters venerability and then then work on recovering from the 
trauma. 10/10 me like. 

Participant 28 Not as frequent. 

 

 
 

Comment: 

Participant 16 
doesnt really read as a trope to me, just kind of reads as a part of building a realistic 
and relatable character? 
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Participant 17 
I mean this trope is used very often. But I feel like it is a realistic way to portray your 
character so go for it! 

Participant 22 It seems fine. Doesn't seem particularly different for lgbt or non-lgbt characters. 

Participant 23  

Participant 24 
I don't think Adult Fear is ever really a bad trope for anyone, and I don't really notice 
when its used. 

Participant 27 

I think it's super realistic, adults have another view on the world and how it works than 
children and young adults and thus the fears change respectively. To me it's 
reasonable and good to include, normalising fears that not everyone wants to talk 
about. 

Participant 28 
Needs context. If dealt with rightly it can give an accurate portrayal of what it's like 
living as a queer in a heteronormative sociery. 

 

 
 

Comment: 

Participant 16 liked it, makes him feel realistic? 

Participant 22 Didn't notice it. 

Participant 24 
Once again, didn't really notice it. You can never go wrong with giving a character 
realistic fears for their situation. 

Participant 27 
Very good, it works well with the character's background and how his trauma has 
affected him later in life (mental health-wise) and how he views the world. 
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If yes, please describe what: 

Participant 27 
I think it works great for any character, as long as you don't glorify the fears, problems 
etc. 

Participant 28 Handle it with more care. (Let's hire queer writers to write queer characters!) 

 

If you have any additional thoughts or comments regarding LGBTQ+ 
characters in games or this study, please comment below: 

Participant 27 

I think it's important to normalise LGBTQ+ characters. New and different tend to scare 
people away, so don't make them stick out like a sore thumb because that could scare 
away potential allies. It's important to show how people in the LGBTQ+ are just like 
anyone else, it's nothing to be afraid of. 

Participant 29 

I am kind of tired of LGBT+ character never being main characters, and when they 
are main characters their whole plot is about their sexuality. 
I think Ellie from the last of us is a great example of good Lesbian rep. She is a main 
character, her plot is never about her being lesbian. But we still understand it. She’s 
alive 
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Appendix F 

Survey Character A 
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Appendix G 

Survey Character B 
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Appendix H 

Email interview questions and answers 

Questions 
1. How familiar are you with tropes in general?  

2. What tropes and stereotypes, positive or negative, do you feel is most commonly used for 

LGBTQ+ representation in games?  

3. What do you think about the current state of queer representation in video games? What 

would you like to see more of, or less of, if anything?  

4. In general, do you prefer LGBTQ+ representation to have LGBTQ+ signifiers, either visually 

or in their personality, or do you prefer LGBTQ+ representation to have no signifiers of their 

sexuality until it is brought up in conversation or similarly? 

Answers 
Participant 1 

1. I thought I was pretty familiar with tropes but all the names in your study made me realize 

Im maybe a bit blind for some of them. That said I may not know the names but when u were 

using the tropes in your text like “svart och svår” I could recognize the stereotype... 

2. In LGBTQ+ representation the most outstanding trope is “kill your gays” by far... and also 

troubled past, and like mental health or some person issue baggage linked to queerness. Which 

to be fair the stress from being queer in a heteronormative society can cause an emotional 

impact under a long course of time. Oh and u gotta have blue hair 

3. I think it’s getting more common but there are still negative or annoying tropes that are 

visible. And I don’t really understand how hard it can be to get a queer character right, since 

there are so many queers around these days??? I would like to see representation where the 

characters queerness isn’t a plot device or a problem, or like anything strange at all... and I 

would like to see the queer characters in question come from different types of personalities 

and not all the same, cus they’re just people like everyone else... and not having their queerness 

be presented in such a way that it looks as if it is linked to a like “bad trait” like perversion or 

infidelity.. but for sure, queer peeps can cheat as well but yeah idk I feel like it’s someone’s like 

adding to scandal that this character is “ALSO GAY”, u know?  

4. There is such a thing as “queer coding” which is used in queer representation or even 

queerbating a lot, but even in real life. So for sure I do think that there can be like “hints” or 

energies for SOME queers but not for all. So both are fine to be honest, cuz that’s how it is in 

real life. And for me it doesn’t seem “hurtful” cus it’s very real 

Participant 2 

1. Somewhat. There are some tropes I will be able to name and identify right away, but there 

are also some types of characters that I can feel live up to a trope without me actually being 

able to name the trope itself. If that makes sense. 
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2. The tragic backstory is definitely one of them, where the character has had something bad 

happen to them, often because of the fact that they are queer. 

Then there's also that phenomenon where the game world claims it has no homophobia but 

still manages to be extremely heteronormative, which I think is very tiring. Alternatively, the 

kind of fantasy world where homophobia etc. has been included for the sake of "realism" and 

just feels as an excuse for the creators to express their own views or make queer characters 

suffer for the viewing pleasure of cishet people. 

3. I think it could be a lot, lot better. I want to see more queer characters, period. I would want 

to see queer characters being normalized, and not have storylines focused on them only being 

queer. 

I would want queer relationships to be allowed to be explicit, without being sexualized. An 

example I can think of here is in The Witcher 2, where a female sorceress is performing a magic 

ritual to heal another woman. The ritual involves a kiss and one of the male characters present 

says "This is my favourite type of magic: Lesbomancy!" And it just feels very, very yikes to me. 

Then fast forward to The Witcher 3, Ciri's past relationship with another woman is barely 

mentioned at all, and the one time when she can mention preferring women over men is while 

talking to two half-naked women. For me as a queer player I was worried about actually 

choosing the dialogue option that would confirm her sexuality, as I feared the game would 

make it portray Ciri as a "predatory lesbian". 

And honestly I just want queer characters to be allowed to have happy endings, as so many 

cishet characters are allowed to have. 

4. I think it depends a lot on the character. Some people literally wear their queer identity on 

their sleeve, and I think some characters should also be allowed to do that. But there are also 

many many queer people who don't "look" queer, and in many cases don't feel like their 

orientation or gender identity is any of anyone else's business until they're close friends, so 

there should also get to be queer characters whose queer identity isn't obvious right away. 

Participant 3 

1. Uhm, I'd say I'm quite familiar with tropes in general, given how often I spend hours just 

going through them via TV Tropes during my days off school. I suppose given that I'm familiar 

with them, but there's always something that falls through the cracks, and I mostly look up 

tropes related to literature first and foremost. However, the tropes overall are usually easy to 

notice for me due to all that because they're like tools of communication; clichés that exist 

because they're common or they mirror some part of our own reality, or at least someone's 

perception of what's reality. 

2. What I suppose I could nail down as the most commonly used trope for LGBTQ+ 

representation in games (other than them just not existing) is that they're not usually allowed 

to be happy people who are well-rounded with depth of character that isn't based around them 

being LGBTQ+. The tropes and stereotypes I spot are usually based around this idea that 

people who are LGBTQ+ are different, whether worse as people or not, because it carries this 

dehumanizing aspect that puts them up on a pedestal or has them as some sort of depraved 

sexual deviant. Either way, what I spot is this idea that their gender identity or sexuality is the 

most important thing about them, and everything seems to be built around it. It makes them 

feel so much more like caricatures of themselves or preconceived notions of what someone 
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who's LGBTQ+ is supposed to be like, so instead they come across as cookie-cutter archetype 

examples that take away a majority of the depth available to a character upon creation. The 

tropes and stereotypes, positive or negative, bind together to make a character who's "not like 

others" and different and yet everything will be based around that they're not an actual 

character; just the caricature of one. A whisper. An idea the creators had that wasn't given 

enough depth to truly become a well-rounded character. Not always, of course, but broad 

strokes gets the fence painted faster. The sad truth seems to boil down to that there always 

seems to be some degree of Bury Your Gays or a character that can't be "too gay". They end up 

as some sort of anomaly, who's not really that much of a character, so killing them off for shock 

value or because it'll further the plot of someone else feels like a "normal" thing to do. It's 

getting rid of "superfluous" characters, and it's truly saddening to watch someone you relate 

to get shafted, whether it hinders their depth, importance in the story or outright kills them. 

3. Overall, I'd say that the biggest problem with LGBTQ+ representation in games is based 

around the lack of it because if there was more it wouldn't be as big of a deal when the 

representation in one of them is plagued by negative stereotypes through tropes that are 

created through the perception of how someone views people belonging to that community. 

The depiction of LGBTQ+ people in games usually seems centered around that they've been 

hurt or they're hurting, and it's sad to always see people you can relate to suffer and it spreads 

this idea that suffering is "normal" or just something that happens, like you need to be hurt to 

truly count as LGBTQ+. Regardless, the current representation of queer representation in 

video games appears to be primarily hindered by their lack because clearly it can be done 

wrong and it can be done right, but people won't learn how to do it right, unless they or 

someone else tries and finds out what went wrong. The overarching theme seems to be that 

LGBTQ+ characters seem to get a bit better with time, in my opinion, and I would attribute 

that to there's several attempts at getting it right with errors that can be resolved later or 

otherwise kept in mind for later ones, which gives at least me hope that the representation can 

get better. Given how games work, it would be so amazing to see better representation because 

games grant this simulation that takes advantage of empathy, creativity and emotions, so to 

have stories where LGBTQ+ people are represented in well thought-out ways would be a 

marvelous thing. This immensely immersive media can give so much depth of feeling, so if 

there's anything I want it's there being an attempt at getting it right. An attempt at letting 

people see themselves, feel like they're not just some killable anomaly and be able to look back 

at the game and feel like they might've even learned something about themselves along the 

way. That would clearly be wishful thinking, but there's hope. 

4. I'm conflicted as all hell on whether I want LGBTQ+ representation to have LGBTQ+ 

signifiers or not. On the one hand, that would make it so much easier to find someone 

relatable. On the other hand, it might make their queerness into this "thing" that's different or 

special or weird instead of it just being a part of a bigger identity. I want to be able to see what's 

going on, but I also want LGBTQ+ characters to be created and treated like other characters. 

I want them to stick out and get to be important and shine and earn their happy ever after, but 

I also still want them to just be like everyone else because they're just people like everyone else 

and they deserve to not just be defined by their gender identity or their sexuality. So, honestly, 

I don't know what I want. I just know I want them to be given a chance to grow and develop, 

like other characters. 
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Participant 4 

1. I’m no expert, but I do think I am quite familiar with certain tropes, even though I may not 

be able to name them “on the spot” but would recognize them if they were described to me. 

Some tropes such as Damsel in Distress, Badass Female, Troubled Past are, however, quite 

commonly used, both in LGBTQ+ context and “in general”, so I think they’re pretty easy to 

identify. 

2. Personally, I haven’t actually interacted that much with queer representation in games at 

all, the most recent ones I can remember a couple of characters from the Dragon Age franchise 

(Dorian, Krem, Fenris, Sera and Isabela to name a few,) even though I know games like The 

Last of Us and Life is Strange also have LGBTQ+ representation.  

I do feel like LGBTQ+ characters often have a case of Troubled past and tend to be kind of 

angsty since they have often been betrayed or mistreated by people in their life. Having this 

kind of Troubled / Angsty past trope isn’t necessarily a negative thing, considering it can make 

the character more relatable since I feel like many LGBTQ+ people in real life, tend to have 

troubled lives and it can therefore be “comforting” to have characters to relate to. On the other 

hand, when a lot of characters use these kinds of tropes, it can quickly become tiresome as 

well, imo, as then Every character you interact with seem to be Troubled.  

3. I don't think there is enough LGBTQ+ representation! If anything I’d love to see more of 

everything really, but I am also biased when I say I’d love to see more bisexual and trans 

representation, as that is often what I personally look for.  

While I do believe some bisexual representation exists in some games that allow for romancing 

despite the characters gender, I still think the writing / dialogue of these paths can be a bit 

clunky at times. And to be honest, it isn't that often (I think???) that a character is explicitly 

stated to be bisexual, so I definitely want more of that.  

And anything I'd like to see less of, is probably less death or extreme misfortune of LGBTQ+ 

characters in general… Let us be happy and have more happy endings. 

4. I think I like both. I think it depends on the setting of the game as well as what kind of 

character that it concerns as well as How and What signifiers are being used. Sometimes being 

able to instantly tell if a character is part of the LGBTQ+ community is nice, but sometimes 

it’s also nice to just be “pleasantly surprised” when a character maybe mentions something in 

relation to LGBTQ+ without there having been any “previous signs.”  

In the current state of LGBTQ+ characters in games however, having signifiers is in my 

opinion, is maybe slightly preferable as it does signal to the LGBTQ+ audience that a LGBTQ+ 

character is being featured in the game and may therefore allow more people to partake in 

media and feel like they are being represented. 

Participant 5 

1. I’m fairly aware, but I know there are many that I forget or don’t know about. I try to take 

note of any that are pointed out to me but human memory is fallible. 

2. In games I think “tragic past tied to queerness”, “bury your gays”, “overly sexual lesbians 

intended for a male audience”, “all gays are white”, and “must have blue hair” are the most 

common tropes, at least those are the ones I notice the most. 
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3. It’s poor at best. There’s not nearly enough openly queer characters to represent the wide 

LGBTQ+ community. A smaller subset or individuals in the queer community are being 

represented but not a big part of it at all. It’s always a sad, edgy, punk/alternative girl who is 

mad at authority and has fire in her heart or a fit, feminine man who cares about his 

appearance and uses copious queer slang and acts flamboyantly. Those people exist but so 

does the quiet and calm brown-haired girl with cute dresses and an aspiration to become an 

attorney or the gay web designer who wears hoodies, has unkempt hair, loves his friends and 

likes to stay home with his lizard and watch Game of Thrones.  

I’d love to hear more variations of stories. Not everyone has homophobic parents or are white. 

I want more variation in the life stories of the LGBTQ+ characters. More people of colour, 

more trans people overall, more supportive parents, way, way, way more elderly queer people. 

Like two 80 y/o husbands, old trans people, old asexuals happy without a sexual or romantic 

life partner. There are so many stories to be told. 

4. I think overall it would be refreshing to have queer characters that aren’t so obviously 

appearance or maneristically gay. Its enough that a woman talks about something then drops 

a “my wife thinks” or a more central character might flirt with someone of the same gender 

while out on a mission. Or a main character could think or say something like “she’s funny I 

wonder if she’s free later”/”he’s so freaking cute”. Or just queer characters being exactly like 

straight characters but they just are gay because it’s just a casual part of who they are. 

Characters being queer in appearance or mannerisms is a way to clearly communicate that the 

character is queer and fint in a very short form media. But when you have time - like you often 

have in games - it’s more interesting to do it more “organically”/”naturally”. My personal 

estimate is that about 3/4 of the queer people you meet in the real world don’t “look gay”, 

you’ll probably not even know. It’s once you get to know the person you find out that they’re 

gay and it would be nice to have that represented. 

Participant 6 

1. Hard to say? I wouldn't say I'm an expert in tropes, but I know what it is, and since I watch 

a lot of TV I'm exposed to tropes basically every day. But I haven't done research into many of 

them and I don't really think about them a lot unless it's something that bothers me 

2. Bury your gays is a big one that's used a lot, which is obviously a negative trope. Token Gay 

Friend (idk the correct term) is also used a lot which is the reason Bury Your Gays is a big deal. 

I feel that it's hard to decide what tropes are used specifically in games tho, I feel like I mostly 

see LGBTQ+ characters in other kinds of media. Not saying that they don't exist in games, just 

that I can't think of many personally. 

3. Well as I just said, I feel like any queer representation at all would be a step forward lmao. 

I'd like to just... see representation. And once we have that, then I feel like other tropes will be 

more acceptable to use. The issue is that there isn't enough queer people in games but when 

there IS I'd like to see them being very varied and have very different stories, just like straight 

people 

4. Depends on the character I'd say. Some people carry their queerness on their sleeve while 

others are more quiet about it. But if I HAD to choose, I'd say that I'd rather do the second 

option? Because the first option feels like it would be easy to have a character READ as an 

LGBTQ+ person, but the writers don't actually have to do anything with their plot to show 
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representation. If yanno what I mean. I'd rather have a good plot than a stereotypical gay 

person with no plot, basically. But if both options involve a good plot and rep then I wouldn't 

have an opinion. 
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