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Abstract

Language has long been used to oppress and shame queer people, but the potential to
uplift, include and promote diversity through intentional choices is also immense. This
study aims to understand how words can be used to shape worlds that foster queer
existence in tabletop role-playing games, a medium that lends itself well to exploration
of alternative identities. Utilizing queer design- and language theory, alternate versions
of passages from a TTRPG were created and later discussed in interviews with queer
players. While the participants expressed a preference for more lighthearted and
positive representation, the versions drawing more on tragedy and marginalization
were not completely dismissed as they could also be used for queer storytelling. Each
playing group holds the power to remove any material they do not favor. TTRPGs can
facilitate queerness through inclusive language and a sourcebook that provides players
with the freedom to interpret, explore and play around.
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1 Introduction

For queer players, tabletop role-playing games can be the perfect escape into make-believe
worlds full of possibilities and options where alternative identities are no stranger than the
deal your character made with that definitely-not-evil entity.

Through collaborative storytelling in safe and accepting spaces, and through temporarily
inhabiting characters made to reflect their desires, queer people can express themselves in
ways that may be difficult or otherwise impossible in real life. This, in turn, can be a
powerful step toward self actualization as a queer person (Femia, 2023; Gobble, 2021). The
inherent customizability of TTRPGs fosters the creation of spaces where defiance and
subversion thrives. Each playing group decides their game’s status quo, and if anything in the
sourcebook conflicts with the desired stories—it is easy to ignore or rework it.

Language surrounding queerness in games did not start off on a positive note, favoring
harmful stereotypes in an effort to appeal to the conservative values held by the desired
audience (Sihvonen & Stenros, 2015). Since then, representation in sourcebooks has
advanced to positive or neutral representations in certain cases, and entire games being made
for the explicit purpose of queer self exploration in others (Zabala, Zvelebilova, & To, 2024).
This knowledge, in turn, begs the question of how can a game purposely facilitate queer
exploration? In the case of TTRPGs, how can world and word create cues for queer play?
This study aims to answer the research question:

e According to queer players, how can inclusive language in TTRPG sourcebooks
encourage the exploration of queer characters and stories?

To form an understanding of how the language within a TTRPG rulebook can inform player
choices in regards to queer character and stories, and if different wordings lead to different
interpretations, interviews were held with 8 queer TTRPG players who shared their
experiences, thoughts and preferences, shedding light on the vast array of possibilities that
language provides and how it can be utilized to create a cues that encourage queer play.



2 Background

Queer identities have historically not been represented well or sincerely in tabletop
role-playing games (TTRPGs). Seeing as the genre grew out of war-gaming, and a
conservative, male dominated culture, it is not a surprise that women and femininity were
unwelcome at the tables and thus poorly represented in the textual materials these games are
composed of. In 2015, Sihvonen & Stenros analyzed sourcebooks from the first three decades
of TTRPGs (1974-2005) and examined the inclusion of queer identities in the titles, asking
the question why representations of queer themes and characters have historically been so
scarce. The article thoroughly maps out early representations of queer identities and
problematizes the depictions. Their findings make it clear that early TTRPG-titles heavily
objectified women as sexual objects aimed toward its audience of young boys, though this
was remedied in consequent editions. As the hobby came under pressure from the satanic
panic of the 1980s, creators made conscious efforts to clarify conservative Christian values
by marking precisely what was and what was not welcome in their games. Naturally, this
extended to queerness being left out or in some cases overtly unwanted. Certain titles even
went so far as to declare homosexuality an abomination, and must it be handled in game,
which the designers evidently condemned, it should be treated as sexual disorders and
obstacles for the players.

Sihvonen & Stenros find that queer sexualities emerge in TTRPGs toward the end of the
1980s, noting that most, if not all of the early mentions of queerness in sourcebooks came
with problematic undertones, such as male homosexuality being represented as a villainous
and deceitful trait, as well as queer characters often becoming comedic relief. Over time
queer representation in TTRPGs occasionally became more positive through for example
inclusions of characters that were treated no different to other characters in the systems.
Though, many of these mentions were still interspersed with harmful stereotypes and
tokenism in the effort of these games being seen as subversive and counter-cultural. Only
after the year 2000 did some publishers finally recognize queer people as part of their
audience, and though the contents of their books may have been clunky and awkward at
times, and the representation not particularly varied or nuanced, the intention was, according
to Sihvonen & Stenros, good (2015).

Despite the source material’s poor depiction, or complete lack, of queerness, TTRPGs as a
medium has proved to lend itself very well to stories about people in the margins, a powerful
vehicle for exploring identities through collaborative storytelling and the creation of safe,
queer spaces in alternate worlds. Early into the history of TTRPGs, when they were feared by
a conservative public and attacked as dangerous by the means of devil-worship and being
culturally subversive, the defence from creators and players was that they were games;
make-believe and imagination (Sihvonen & Stenros, 2015). Over time, however, researchers
and theorists have come to understand the power of the shared imagination and role-playing
experience, through which players can explore aspects of their identities and represent
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themselves in ways that may be difficult, if not impossible, in the real world (Van Wert &
Howansky, 2023; Sihvonen & Stenros, 2019). The creative potential of TTRPGs, and the
players’ ability to create characters and narratives they identify with can be a major aspect of
what attracts players to the medium (Femia, 2023).

Whereas digital RPGs adhere to written code and thus can prove to be ultimately quite
restricting, TTRPGs instead affords room for a broader variety of stories and for players to
create their own stories and characters entirely. The creation of personalized and unique
characters is another key part for the purpose of identity play. By giving players the
opportunity to create and play the role of characters in worlds that are far more accepting and
hopeful, TTRPGs have the unique ability to facilitate queer self exploration and development
through collaborative storytelling within safe possibility spaces (Femia, 2023; Gobble, 2021;
Sihvonen & Stenros, 2018).

When games do not contain clear cues for queer play, meaning they may lack any mention of
queerness by excluding queer characters and themes in the sourcebooks, they inadvertently
make a statement toward queer players that they do not belong in these worlds. Yet, despite
this, queer players have always, and will continue to occupy these spaces (Ruberg, 2019).
This may in part be due to the malleable nature of TTRPGs—players are not bound by
sourcebooks as one is bound by game code in a digital game, and may easily choose to ignore
the written text in favor of their desired playing. Sihvonen & Stenros (2018) make a point of
declaring that regardless if the sourcebook provides cues for queer play, players can and will
create queer stories and characters by ‘queering’ the material. By taking a piece of text and
turning it into something the creators most likely had not intended to, such as making a
character queer or applying queer perspectives on a story that previously did not have it,
queer players can create representation and safe spaces for queer storytelling. Reinterpreting
the text, adapting and subverting it in this way may be necessary to make the playing
experience pleasurable and representative of the identities of the players.

Queer players will carve space where necessary, without needing any inciting on behalf of the
game. This, both Sihvonen & Stenros (2018) and Campbell (2020) explain, may be a
completely natural process, an impulse more than anything, born out of the desire for
representation within these games where the possibilities for such are theoretically endless.
Kawitzky (2021) calls customization and flexibility a queer survival skill; taking a hostile
space and shaping it into something hospitable where marginalized identities can thrive is an
act of hopeful resistance.

In 2024, 1 co-wrote a thesis on the subject of queer TTRPG-players’ opinions on queer
inclusive language in sourcebooks (Ehnberg Ahola & Fredriksson, 2024). By testing the same
text with different levels of queer inclusive language and conducting a qualitative survey, we
reached the conclusion that the participants, all queer and all familiar with TTRPGs,
preferred the version with gender neutral, very explicitly queer-friendly language and less

3



heteronormative world descriptions. Not only did the inclusivity feel natural and was a
smoother read, but it also created a more comfortable game-space, which participants noted
made them more inclined to look into the given product, which is consistent with Sihvonen &
Stenros (2018) who state that a presence of queerness may still influence the choice of game
system.

The participants of the survey (Ehnberg Ahola & Fredriksson, 2024) also made clear that
they will play whichever kind of characters they want, regardless of what the sourcebook
says of queer identities, expressing a clear willingness to queer a given sourcebook and play
no matter what the text includes. A few even pointed out that they do not feel that the text
needed to be so explicit with the inclusion of queerness, almost as if it were doing too much.
Queer players will carve space where they must, but express a preference for the version of
the text that already included it. However, many participants also made it clear that no matter
how hostile a given game text may seem, it is still up to each playing table to create a safe,
queer space. The playing group is ultimately more important than the system. Meaning, queer
players are willing to overlook heteronormative wording and content in sourcebooks due to
the very nature of TTRPGs; it is up to each table and player to decide what they take with
them from the sourcebook to the playing. The malleability of TTRPGs is partly what makes
them such a fitting avenue for this kind of personal and intimate identity play (Ehnberg Ahola
& Fredriksson, 2024; Sihvonen & Stenros, 2018).

Ruberg (2019) discusses objections surrounding video game critique, where uproar against
game analysis from lenses of, for example, feminism and queerness hinges on the idea that
games are, well, just games. Scholars are simply reading too much into something that is
intended just for fun. Sihvonen & Stenros (2015) also note that when TTRPGs were attacked
for being dangerous in the 70s and 80s, the defence by the creators was that they were simply
make-believe and imagination. This notion aligns with much of the public’s perception on
games as per Ruberg (2019), where critique is often met with reactionary hatred,
predominantly by straight, cisgender players who see it as a violation of their safe spaces,
away from identity politics.

All above mentioned researchers and scholars reject these ideas in some ways. Ruberg
challenges these notions, that even if games are made only for entertainment, that does not
mean they should be, or in any capacity are, immune to criticism. All forms of art can be
analyzed as reflections of society. While not overtly commenting on public criticism on game
analyses, the other cited writers reject the ideas that games are simply make-believe and only
meant for fun through the topics they have chosen to write about, through researching how
queer players carve space for themselves in games by modifying and subverting, and how
important games can be in the process of figuring out their identity. Over time, a section of
scholarly ventures into the world of TTRPGs have come to focus on identity play for a reason
(Sihvonen & Stenros, 2018; Bowman, 2018; Ruberg, 2020). The amount of studies
concerning the topic, as well as the amount of citations they have amassed is a testament to
the fact that games can have positive effects on players outside of the playing, such as their
ability to facilitate queer exploration.



2.1 Queer Game Design

As a medium, tabletop role-playing games blur the line between designer and consumer. By
providing players with the opportunity of being active participants and collaborators,
TTRPGs are uniquely fit for queer storytelling in a medium that cannot be consumed, but
must be created (Alder, 2020). In this process, there is often considerable overlap between
player and character which may heighten the immersion, which Bowman (2018) argues is
one of the primary aspects that contribute to the medium’s usefulness in terms of self
exploration, and by extension queer self exploration.

Queer game design is not only about representation through inclusion; a gay character
existing does not facilitate a queer game. Cohen (2020) asserts that games become queer
through structural queerness, by which they refer to queer game mechanics that challenge
frameworks, subvert systems, and create new ways to see desire. Morris (2020) instead takes
a more user-centered approach to their definition of queer game design, where collaboration,
partaking in the game and narrative design and players’ freedom to move in a system makes a
queer game. Furthermore, Morris shares a similar sentiment to Alder (2014) and Sampat
(2020), all claiming that queer games are more of an inherent phenomenon. Queer games
cannot come from non-queer designers. Their stance instead posits that queer games must
have queerness behind them. The mechanics and narratives must come from people who
understand the marginalized experience by having lived it; straight people rarely share
experiences and difficulties with queer people (Alder, 2014).

On the other hand, research from names such as Sihvonen & Stenros (2018) and Femia
(2023) shows that tabletop role-playing games are useful for queer exploration not
necessarily due to the intent of the creator and not strictly because a designer was queer, but
due to the malleability of the medium, and because of the desire by players to create safe
queer spaces, even if it means rewriting or disregarding aspects of the source material. This,
in turn, begs the question how these ideas of queer game design and user experience intersect.
What does the willingness to ‘queer’ the material mean in terms of queerly designed games?

In 2024, Zabala, Zvelebilova, & To conducted a content analysis of queer TTRPG
sourcebooks—games which center queerness in their design—and examined how these
games use queer theory to create games which facilitate queer exploration. The queer theory
they utilize contains three pillars as put forth by Carr (2017);
“dismantling of the sex/gender dichotomy”, socially constructed notions of gender and
identity should be separated from biological sex.

- “destabilizing binaries of gender and sexuality”, male and female, straight and gay do
not cover the plethora of identities and experiences on the queer spectrum, and the
fluidity of gender and sexuality may lead to changes over time.

- “a fluid understanding of power”, power dynamics influence social constructs such as
gender and sexuality, and may shift depending on context.



Some commonalities they found in each of the seven analyzed titles were, for example, the
inclusion of safety toolkits. Safety tools are ways of prioritizing player comfort both during
and after sessions by providing ways for players to express their boundaries. This can be in
the form of alternative content, or the option to exclude content completely. Some games also
provide specific tokens or terms that players can utilize to indicate when play comes in
conflict with the player's comfort, whether they lead to pausing the session, gently correcting
someone, or letting a scene play out without narrating through it. Furthermore, the games all
decentered combat in their character creation, focusing on emotions, relationships and inner
conflicts above a character’s capacity for physical violence. In a similar act of breaking down
established tropes in the genre, the authors also note that instead of the in-game worlds
reflecting “real” queerness through things such as bigotry and discrimination toward certain
races or classes which could possibly reflect problems that queer people experience, these
games instead place these potential conflicts in character backgrounds. This leaves the
potential exploration up to each individual player by providing mechanics for it without
building it into the narrative of the world.

Finally, all games take explicit stances of the themes they set out to explore, such as Thirsty
Sword Lesbians stating “No Bigotry or Fascists Allowed” in bright, bold letters. Statements
like these leave no space for misunderstanding the creators’ intentions, and affirm for queer
players that they are unequivocally welcomed in these spaces. Thus, this is a game with very
clear cues for queer play (Sihvonen & Stenros, 2018), containing explicit affordances that
facilitate and encourage queer existence, potentially enabling the creation of queer characters
and stories. Embedding queerness in the narratives, mechanics and characters also means less
work for the players, who do not have to spend time on reworking the material.

Despite differing interpretations and definitions, the above mentioned game designers and
researchers hone in on a few similar themes, that queer game design is about creating spaces
where queer experiences can emerge through rejecting, subverting and breaking down
binaries. Where queerness can thrive through player agency and the ability to form their own
stories and worlds based on their desires. Arguably, the medium of tabletop role-playing
games in and of itself makes it difficult to study. The individual experience is second only to
the communal experience of shared imagination, collaboratively creating stories and
narratives (Bowman, 2018). Researchers and game designers sharing different perspectives on
their interpretation of queer gaming proves that this is a multifaceted area, and answering it
with complete certainty is both dicey and arbitrary. The playing experience is, ultimately,
individual and unique to each table and person. What the players bring to the table from the
book is also not a given, and designers cannot count on each rule and mechanic to be adhered
to. Recent studies point more toward queerness as a way of play rather than being in-game
content and identities (Ruberg, 2020).

Further research on this intersection of queer gaming theories is necessary, and this study
partly aims to understand how and why a game can provide safe, queer spaces aside from the

6



identity of the creators. What tools can be provided to players, how do players interact with
the given text, and what do they take away from it?

2.2 Queer Language

Heteronormative language has long been used as a mechanism against queer people both
through derogatory terms intended to shame and assert control, and through enforcing
harmful stereotypes (King, 2016). This has, historically, been seen in games as per Sihvonen
& Stenros (2015) where some of the early TTRPG titles they examine call homosexuality a
perversion and queer people were referred to as abominations. Inclusion of gay characters
came with negative stereotypes, often villains or traitors, and depictions of transgender
people were also transphobic. The language surrounding these mentions made it abundantly
clear that queerness was not condoned by the writers.

Where language has the power to perpetuate hatred against communities, it can also be the
foundation for social bonds, creating a sense of community and safety through speech
communities. One such example is the queer community using protective language to safely
communicate queerness to each other (Zimman, 2020). Leap (1997) called this Gay English,
and studied how queer people strategically employ language that is vague enough to signal
queerness to other queer people, drawing on shared experiences and knowledge. It becomes
an ‘if you know, you know’ sort of situation, where people within the community may pick
up on verbal cues and clues, and eavesdroppers outside of the community are hence excluded.
Gay English, Leap asserts, is a result of the marginalization that heteronormative society
creates. Instead of remaining silent in the face of oppression, queer people find ways to create
community and safe spaces through what Zimman (2020) phrases is “creative engagement
with the resources available to them in the face of overwhelming injustice”, using what is
provided socially and linguistically, and reshaping it as a protective, community-making
measure.

Conversely, King (2016) emphasizes that language, constantly changing and reshaping, also
has the power of being the pathway to normalize marginalization, with the potential of
creating understanding and acceptance. Making intentional word choices to include queer
identities can be a way of undoing the damage caused and may very well be a useful starting
point for unlearning heteronormative norms, leading to positive change long-term. In the last
decade or so, independent TTRPG creators have begun working toward this, through a
plethora of games created by queer people for the explicit purpose of exploring queerness.

Calling out the problematic language used in early scholarly ventures into queer linguistics,
Zimman (2020) points out that until recently, the standards of what was acceptable and not in
terms of language, was set by cisgendered people. In acknowledging the past, it is possible to
work toward a better future, as Zimman puts it, referring to more inclusive language usage.
Storm & Jones (2021) echo these ideas, their study suggesting that something so ordinary



such as pronouns can help with imagining utopian futures. Using inclusive language and
terms is to advance towards justice, inclusivity and representation. Even the word queer itself
is proof of the ever-evolving nature of language (Harvey, 2024).

In this study, Gay English as per Leap (1997) will instead be referred to as Queer Language
in an effort to include other lgbtq+ identities. This study recognizes the history behind the
word queer, rooted in bigotry and to this day considered a derogatory term depending on its
usage. It also recognizes that the word has since been reclaimed by the community as an
umbrella term encompassing any and all LGBTQ+ identities (Harvey, 2024). It is in this
inclusive way it is used in this study. Queer represents all identities that do not fit society’s
traditional ideas of gender and sexualities (Cambridge Dictionary, n.d.)

The definition of queer language in this study encompasses words and terms recognized by
queer people as indications of queerness, such as gender neutral pronouns and contemporary
queer slang. It also concerns more subtextual language that promotes diversity and inclusion
through positive representation or drawing on themes that cater to queer desires, such as
community, acceptance, and customization. In the case of TTRPGs, this refers to how the
world is portrayed and how characters are talked about, especially those who appear more
explicitly queer.

2.3 Skymning

The object of study for this thesis is a TTRPG called Skymning which I created along with
other alumni from Hogskolan 1 Skovde (Linus Alfredsson, Niklas Fredriksson, Leo
Nordstrom, Elin Nordin, Martin Persson, Jesper Rask, Isabell Rojling & Markus Syrjéla).
Skymning is a narrative driven weird west tabletop role-playing game, the idea for which
grew out of frustrations with current TTRPGs and our own experiences within those systems.
Conceptually, the idea for Skymning has always been to create a highly customizable,
narrative game whose rules do not hinder or actively dismiss the player’s imagination; an
inherently queer game where just about anything is possible. Additionally, one of the primary
goals with Skymning has been to provide both players and game masters (Narrators, in our
system) with the tools to create any characters and stories they may conjure up. We wanted
the world and mechanics to support these ideas rather than be of any hindrance. As such, the
system is foundationally built more on “flavor” than rigid rules.

My contributions to Skymning are many. As I was part of the world-building, story and book-
and graphic design teams, one of my primary areas of work was creating the world, a vibrant
and vast desert-landscape where shadow-magic is the utmost threat to the peace and
burgeoning industrialization. A large amount of the written word that makes up the world as
well as the playable Lineages was done by me, a queer person with a background in queer
games research, and is as such, in many ways inherently queer. The game itself is



unequivocally queer friendly, as that was one of our primary goals going into this project,
continuously reminding readers of the amount of options at hand, providing support for how
to change and rework mechanics, and representing queerness through characters and stories
throughout the book. When going into the project, we (the team behind Skymning) agreed on
addressing characters by gender-neutral pronouns and avoiding gendered terms as much as
possible. This is important to mention, as it plays part in the research method for this project.



3 Problem

In TTRPG systems that lack any mention of queer identities, or present them negatively,
creating new rules or narratives to combat this hostility may be a necessary act of queering in
which players create their own possibility spaces, adapting and shaping the text at hand to
carve space for themselves (Campbell, 2020; Ehnberg Ahola & Fredriksson, 2024; Stenros &
Sihvonen, 2018). This, however, can also lead to a gap between the product and the
consumers, where the players may have distrust for the creators and the product is near
unrecognizable due to the amount of changes made (Sihvonen & Stenros, 2019). Openly
queer and overtly inclusive games may, however, eliminate the need for any extra work put in
by the players to make the space inhabitable and safe.

Regardless if the work of queering is instinctive and natural, the lack of inclusion may be
discouraging and ultimately harmful, as per King (2016), being more inclusive with language
may lead to a wider acceptance of queer identities long term. Many sourcebooks use either
he/him or she/her pronouns to describe the players (for example Dungeons & Dragons,
2014), while others choose a pronoun to address the player by but express that the chosen
pronoun does not exclude other identities and has been chosen for the flow of the text (see
City of Mist 2017). Queerness exists, but may have to be wrangled out through
reinterpretations of the text (Sihvonen & Stenros, 2019). Even though mainstream TTRPG
titles tend to lack explicit queerness, the role-playing game space has become one that is
welcoming to, and fruitful for queer people (Gobble, 2021; Femia, 2023; Sihvonen &
Stenros, 2018). Their flexible nature and availability in terms of character creation and
narrative possibilities make them excellent for that kind of identity play, allowing for queer
people of all ages to try out facets of their identity (Van Looy, 2015; Howansky, 2023).

However, it is unclear whether or not more overtly inclusive TTRPGs yield more queer
characters and narratives, especially considering the flexibility of the medium and the
resilience, by necessity, the queer community expresses. Though queer players show a
preference for queer friendly games (Fredriksson & Ehnberg Ahola, 2024), such is not
always the case, and the extent of which the written words of a TTRPG sourcebook
influences and informs player’s choices regarding character and narrative is not well explored
in research. Thus, this thesis aims to examine how world and word impact the
conceptualization of queer characters by queer players by seeking to answer the question:

e According to queer players, how can inclusive language in TTRPG sourcebooks
encourage the exploration of queer characters and stories?

The goal of this study is to deepen the understanding of players’ perception of the written
word, and how it affect the creation of queer characters and stories, which could then be used
to inform the processes of creating inclusive and queer friendly TTRPGs, advancing the
space toward inclusivity and representation as per Howard (2024) and King (2016).
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The research question has been rephrased throughout the process of the study to reflect its
outcome as the participants ended up all identifying as queer, narrowing the scope of this
thesis” contribution to research and overall generalizability.

3.1 Method

To examine the extent to which textual cues contribute to the emergence of queer meanings
and how it affects queer players, a qualitative research method in the form of interviews was
chosen. The interviews were semi-structured, with a set of questions and plenty of room for
follow-up questions to get a broader and deeper understanding.

Originally, 10 people agreed to participate in the interviews but 2 of these fell through due to
unforeseen circumstances, bringing the total number of interviewees to 8.

The interviews were held over Google Meet with 8 queer TTRPG players collected from
online spaces where a message was sent out on X (formerly twitter) from my personal
account, and a Discord server originally created to unite fans of online Dungeons & Dragons
actual play Critical Role. These avenues were chosen due to the primary desired
characteristic of the participants being their experience with tabletop role-playing games,
whether due to playing or having observed playing, their interest in the topic as well as
understanding of the medium was deemed important for the purposes of this study. Though
this study did not aim to talk exclusively to queer players, all 8 participants ended up
identifying as queer in one way or another. This, I believe, is due to two main factors, the first
being where on the internet I sent out my messages. These online spaces cater to one
particular area of entertainment which has become known as queer friendly and inclusive.
Secondly, the title of the project and the formulation of the request itself may be alienating
for non-queer people. Though my messages included information that non-queers were
welcome, it is not difficult to imagine that a project focusing on queer inclusive language
may feel like it does not apply to a person who does not identify as queer.

Once a person had expressed their willingness to participate, they were privately messaged
with a survey person number and a link to a Google form that contained a few questions
regarding demographics. After filling out the form, participants received a 12 page long PDF
(see Appendix D) that contained a curated excerpt from Skymning, including foundational
world-building, a location, and playable lineages. Additionally, the participants also received
information about what other material they would receive, and how the interview process
would look. The additional material, a 3 page PDF (Appendix C) in the form of a slideshow
that presented an original passage from Skymning next to an alternate one, was sent the day
before each interview. In one case, it was sent only two hours beforehand, due to an error in
the schedule. The textual changes were sent in a separate PDF with the intent of first letting
the respondent get familiar with the material and then presenting the changes and discussing
them in the interview.
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To form an understanding of how the language within the Skymning rulebook informs player
choices in regards to varied, queer character and stories, and if different wordings lead to
different interpretations of the material, the interviews focused on discussing alternate
versions of three passages.

The three cases touch on a group of people called Herdkeepers, an establishment called
Fairfoot Farewells, and finally the introductory text on the playable lineages and how they
coexist in the world. The original versions of the texts reflect the game Skymning is intended
to be, inclusive through gender neutral pronouns and a diverse world that emphasizes
community and encourages customization. The alternate version of the Herdkeepers is
intended to make them appear more like a cult through practicing shunning and emphasizing
the divine nature of the group and the animals they herd. The alternate version of Fairfoot
Farewells, where the two mentioned characters are described as partners in both texts,
changes the description of the proprietor from a gender neutral pronoun to a gendered one.
The alternate version of the Lineages focuses on the differences between them rather than
how all folks work together in dire times, and emphasizes the discrimination a specific
lineage might experience.

The alternate versions are intended to evoke different feelings through wordings that draw on
queer experiences from a more negative perspective, such as religious trauma,
heteronormativity and marginalization. The hope with this was to discern if and how the
alternates change the perception of the world, game and their own characters, and which
versions are preferred. The interviews were then transcribed and analyzed for similarities,
patterns and repeating language usage. These were then compiled Case by Case, establishing
the overall takeaways given for each version and question.

No Al was used during this thesis, nor for the creation of any of the interview material or any
of the original Skymning material.

3.1.1 Method Discussion

Due to the goal of this study being to understand how potential players interpret and
understand the material, interviews were deemed a suitable method as they are useful in the
specific interest of gathering information of players’ preferences, opinions and experiences
(Cote & Raz, 2015). The previous research this study builds upon (Ehnberg Ahola &
Fredriksson, 2024) was conducted using a qualitative survey. Braun et al. (2020) argues that
qualitative survey as a suitable data collection form especially concerning topics related to
marginalized identities. Surveys also add another layer of anonymity that may be vital for
research on sensitive topics, which is why this method was considered for this study.
Furthermore a strength of surveys comes in the possibility of collecting more answers,
especially considering the time frame of the study.

12



Additionally, other approaches were considered entirely, such as having participants create
characters after reading the Skymning material. Ultimately, the method of interviews seemed
the most fitting as they allow for an understanding of people from their own point of view,
detailing personal accounts and opinions from the participants (Williamson, 2002; Slater,
1990). Sitting down to talk with TTRPG players created conversations where the participants
spoke openly and candidly, which led to earnest discussions and nuanced opinions that would
not have been possible in for example a survey. Furthermore, verbal interviews also enable
participants to communicate tone and emotion which can be far more difficult in writing
(Cote & Raz, 2015).

Similarly to Braun et. al. (2020), Cote and Raz (2015) argue for the in depth-interview being
particularly suitable for private topics such as sexuality, especially since data is collected
privately. Additionally, they assert that one-on-one interviews can achieve detailed levels of
depth when describing a smaller, specific group. This applies very well to the participants of
this study, who talked freely about their experiences with the material but also their own
previous experiences playing TTRPGs. They also discussed their interpretations in great
depth, considering alternatives in passionate rambles which I did not at any point intercept.
As per Lincoln and Guba (2000), the participants directed the flow of the conversation in
many cases, often answering the interview question without having been asked them yet. The
participants appearing comfortable enough to talk so openly about their previous experiences
with TTRPGs, family situations, sexualities etc, could be attributed to all being familiar with
me beforehand. Though the majority of the interviewees are not people who I have
previously interacted with to any significant extent, they were all undoubtedly familiar with
my user- and display names on the social media platforms. Additionally, as stated previously,
all of the participants share common interests with myself, which may have contributed to the
familiarity and subsequent rapport that led them to providing personal information, thoughts
and experiences during the interviews.

Morgan (1997) notes the interviewer’s ability to redirect conversations as a strength of the
in-depth interview method. Some participants of this study strayed from the topics intended
to be discussed in the interviews, and were in most cases not steered back by me; a downside
to the method that relies on the interviewer and their preparation, knowledge and experience
with the method (Cote & Raz, 2015). This did lead to extra work when transcribing, and
sorting out some material that was not relevant to this study.

Another downside to the interview is their individual, one-on-one nature. While it certainly
led to the collection of relevant, personal data in the form of opinions and preferences, it also
means that the data cannot contribute toward broader generalizations as individuals are not
representative of a group. Still, it is possible to draw conclusions regarding the specific case
of Skymning which can assist the continued development of the game, and the personal
perspectives shared is precisely what this study set out to understand.
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3.1.2 Research Ethics

This study takes the four research ethical principles laid forth by Vetenskapsrddet (2002),
concerning confidentiality, usage of data, autonomy, and informed consent, in consideration
throughout.

Due to this study centering queerness, the anonymity of the participants was considered of
utmost importance. The recordings of the Google Meet originally contained many of the
interviewees' names, as the recordings also contained the screen itself, and many interviewees
used their personal Google accounts for the meetings. These recordings were viewed only by
me for transcriptions, and have been deleted upon completion of this study, ensuring that no
external parties can partake in the data where the participant’s names were visible. The
publicly posted tweet asking for participants has also been removed. The demographic survey
(Appendix A) conducted at the start of the interviewing process seeked only to establish
nationality and general age group, asking for no sensitive information of the participants. The
question pertaining to queerness clarified that a yes or no would be sufficient, should a
participant not want or consider it necessary to further talk about their identity. This respects
both the participants’ anonymity and autonomy (Vetenskapsriddet, 2002). What they share
during this study is entirely in their hands.

Having disguised the identities of the participants, their identities are well protected, and data
cannot be traced back to them. The participant number referred to in this study in any specific
cases or quotes has been separated from the participant’s assigned survey person number,
which they received upon agreeing to participate. This has been done as a further measure of
maintaining confidentiality, especially since certain participants are aware of other
participants, due to some having referred friends to this study after having completed the
interview. Several also expressed their interest in participating publicly in the same discord
channel. Though the numbers were assigned privately, scrambling them seemed an
appropriate step in further anonymizing the identity of the participants both on their behalf,
and mine. This way, I have mentally separated the data collected from the interviewee they
belonged to, removing any biases that might emerge on my behalf due to additional
familiarity with some of the participants.

The interviewees were provided with enough information in order to give informed consent
to participate (Vetenskapsradet, 2002). The messages sent out on social media stated the
purpose of the thesis and topic of the research, as well as how the process would look. The
messages clearly informed potential participants of the amount of work and time that would
go into their participation by way of reading the material. Furthermore, open communication
was exercised during the process, continuously informing the participants of the next steps,
such as when they could expect to receive the additional reading material. Many participants
were in charge of that aspect themselves, requesting it upon having completed the initial
reading. They were also, in the PDFs and in private messages, informed of what was
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expected of them for the purposes of the thesis. For example, the initial PDF (appendix D)
asks participants to consider potential stories and characters when reading. The additional
material (appendix C) asks players to consider the changes presented to them. Thus, the
interviewees knew what to expect and how to prepare for the interviews, as well as how they
would be conducted. The interviews would be held online and recorded. Finally, they were
also reminded at several points of their right to withdraw at any point, as well as withdrawing
their contributed data which is in line with both Vetenskapsardet (2002) and Cote and Raz
(2015).

3.1.3 Pilot Test

During the pilot test, one of the main areas of investigation was how and when the alternate
versions should be presented. Initially, the worry was that sending one set of pages followed
by another would be asking too much of the interviewees, adding too many steps to the
already wordy workload. The first idea regarding how to present the changes was to read
them out loud during the interview. This was ruled out quickly due to the time it would add
upon the interview and as it would not give the reader time to absorb the contents.
Discussions around recording the changes and sending them to the participants were also
held. This, too, was ruled out in favor of simply sending the pages. The hope was that this
would replicate the process which a participant would go through when reading any other
sourcebook and thus more honest to how the text is meant to be consumed.

The pilot test proved a good opportunity to test if the planned structure works, and whether or
not the questions were sufficient. Results from this shaped the interviewing process from that
point onward. After the interview, changes were made to both the interview questions and the
reading material. In both PDFs, clarifications were added regarding what a participant should
look for, encouraging them to think about how the text changes and what they interpret from
each version.

Some editorial changes were made to the textual changes themselves, adding and
restructuring for example the Herdkeepers alternate version to emphasize the cult aspect it is
meant to be drawing from, and regarding the lineage of Advents the text became a little
clearer in the mistreatment of them on a social level. These changes were made due to the
pilot tester not interpreting any particular differences between the versions, so the changes
were reworded to further distance the versions by clearer words and language. For example,
the text about Advents was written to be more explicit about them, in some cases, being
barred from establishments.

Regarding the interview questions, many of them were reworded upon reflection, not due to
the pilot tester being unable to answer, but for further clarification as to the goal of the
interviews and this study. Otherwise, no particular changes were made and no questions were
added, as they were deemed sufficient. It did occur throughout the process, however, due to
the nature of semi structured interviews, that the interviewees were asked follow-up questions
to clarify, expand and explain.
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An additional change that was made, though not due to any indication from the pilot tester,
was the addition of a page in the initial PDF (Appendix C), making it 12 pages long. This
page was taken from the rulebook without any edits, and simply added the definition of the
word Skymning itself (dusk, twilight in Swedish) on its own page. This was made for the
sake of non Swedish participants who otherwise would miss out on the context of the name
the game has been given.

The pilot tester was positive about in which order the information had been presented to
them, having enjoyed reading the initial PDF first and getting the opportunity to get to know
the world before being presented with alternatives. They did however express wanting access
to the changes earlier to be able to reflect on them more extensively, since they had been
provided only an hour and a half earlier. This was changed for the subsequent interviews,
where most participants received the PDF with the changes a day or two ahead, except for a
few cases where it was sent the same day, but many hours ahead of time. In one instance,
when it was only provided an hour before the interview was to be held, due to a miss on my
behalf. The tester also did not feel overwhelmed by the amount of text within the PDF. The
artwork made it pleasant to look through, and the world itself was so interesting that they
read it with ease. As such, the amount of text was not adjusted.
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4 Survey Findings

The survey (Appendix A) primarily aimed to set demographic information about the

interview participants, as well as understand their background with TTRPGs with 6

questions. This section will display the results question by question.

What are your pronouns?

This question in particular was placed first due to ease of access.
Before each interview, this information was noted down in the
interest of labeling the interviewee correctly during the time of  she/they
the interview, should that be relevant. 2 participants use she/her, 2
use he/him, 2 use they/them, 1 uses she/they and 1 uses she/her,

he/him and neopronouns.

One participant who chose He/him also noted that any pronouns

apply, but that they chose one set “for the sake of continuity”.

What is your nationality?

8 respondents from 7 different countries participated in this
study. 2 participants were British. 1 participant was Polish, 1
Turkish, 1 Spanish, 1 Australian, 1 Egyptian/Libyan and
finally, 1 American. The geographical spread of the
interviewees is wide, though a majority reside in Europe.

This information was relevant twice, as two participants
mentioned in their respective interviews that their opinions on
language may be due to it not being their native language,

Which of the following age groups do you belong to?

This question contained four age groups which the
participants could choose from. The ones not represented in
the diagram, as they were not chosen, were 35-45 and 45+.

She / her, he / him + neopronouns
1

1

They / them
2

Figure 1 - Pronouns

American
1

She / her
2

He / him
2

. British

Egyptian/libyan )
1 y

Australian
1

Spanish Turkish
1 1

Figure 2 - Nationality

Of the 8 participants, 2 belong to the category 25-35, and the remaining 6 to 18-25.

Do you consider yourself queer? I.e any identity under the LGBTQ+ umbrella? 4 yes /

no / prefer not to say is sufficient if you would prefer not to disclose further.

All 8 participants answered yes. The second part of this question aimed to ensure participants

that if they did not wish to, disclosing their label and identity would not be necessary. 3

participants chose not to, whereas the rest further explained their identity. 2 identify as

bisexual, 2 identify as bisexual and nonbinary, and 1 participant identifies as genderfluid,

biromantic and arospec ace.
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Bisexual refers to romantic and sexual attraction to both genders, sometimes phrased as both
sexes or all genders, however it is not limited to the gender binary. Conversationally,
biromantic describes people who feel romantic attraction to any two or more specific gender
identities. These do not have to overlap, though they can. Nonbinary refers to individuals
whose identity does not exclusively adhere to the binary of “man” or “woman”. Genderfluid
refers to someone whose identity changes over time and may identify as any gender or
combination thereof at any time. Arospec refers to the Aromantic Spectrum, describing
people who do not feel any, or little-to-none, romantic attraction. Ace is derived from
Asexual, which refers to people who experience little, conditional or no sexual attraction to
other people. (LGBTQIA+ Wiki, n.d.)

How experienced with TTRPGs would you say that you are?
On a likert scale from 1 to 5, 1 being very little and 5 being very 3
experienced, the respondents all placed themselves 3 and above,

meaning that all participants consider themselves at least 2
experienced with tabletop role-playing games, furthermore, the
next and final question shows that all respondents have played

TTRPGs at some point.
Do you have prior experience with TTRPGs that you might ° 4 3 4 5
label as queer, such as playing a queer character or partaking Figure 3 - TTRPG experience

in a game that included queer characters and or themes?

This final question allowed for players to discuss their experience with playing and
experiencing queerness in the TTRPGs. All 8 participants report having experienced
queerness in their games. While 2 participants simply responded with a “yes”, the remaining
6 chose to explain further. All 6 have played queer characters themselves. Of the 2 players
who disclose here that they are dungeon masters (DMs), they also explain that they have had
queer characters at their tables.

“I've definitely played both queer characters and have played in rps that dealt with
themes of gender identity, etc. In my opinion, my entire ttrpg experience has been
inherently queer.” [P5]

“Yes many times over! I have played a lot of queer TTRPG characters in the past,
mostly in D&D and Vampire: the Masquerade, as well as playing in a streamed event
where my entire table were nonbinary/genderfluid people playing
nonbinary/genderfluid characters! That was probably one of my favourite player
experiences :)” [P3]
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5 Interview Findings

The following section will disclose the interview findings by each change discussed,
summarizing and exemplifying what the participants shared. These will be sectioned as
reactions to the original versus the alternative texts, how participants think these yield queer
storytelling possibilities, any specific questions under each change, and which version was
preferred. Appendix C contains both the original and alternate versions.

At the beginning of each interview, the participants were asked whether or not they had run
into anything they did not understand in the material, as well as if they felt that the material
provided them with enough information to get a grasp on the game and the world itself. All of
the interviewees said that they understood what kind of game Skymning aims to be, even if
the material only gave them a glimpse into the world. Some went on to mention aspects of the
game they found unique or particularly enjoyable. None of the participants were left confused
by any of the material, but some took the opportunity to ask for clarifications on aspects of
the setting, if Skymning is inspired by any particular media or other TTRPGs, and when the
game would be released. All of the participants were enthusiastic about not only the game but
also the chance to talk about it, going on to talk about things they had enjoyed in the material.
Some expressed being excited about getting to talk about queerness in games, as it is a topic
that is important to them.

5.1 Case 1: The Herdkeepers

The herdkeepers are a group within the world of Skymning who dedicate their lives to
protecting a herd of Viyan; large, intelligent deer- and antelope-like animals that play a vital
role in the world. The herdkeepers are a nomadic group who are passionate in their care for
the animals, following their never ending cycle through the land of the Howling Wastes. It is
a duty, yes, but not bound by anything other than a promise. The group is welcoming and
warm, embracing anyone who would wish to join. Should people break their promise by
leaving, they are not seen as traitors or anything of the sorts. Festivities are held when they
pass through towns, and the group is meant to incentivise community, fostering stories about
family and belonging. Through practices of shunning upon breaking a much more vow-like
promise in the alternative, the second version attempts to paint the group more like a religious
sect, emphasizing the sacred nature of the oath to protect the Viyan. Departing is thus heavily
frowned upon and any member who would is not welcome, nor are people allowed to interact
with one who has broken the promise. This alternate version draws on religion as a large
contributor to violence against queer folk (Brower, 2020) and the potential religious trauma
as a tool for queer storytelling and characters. The goal with these versions was to see how
players react to different kinds of queer representation, how, if at all, the alternative impacts
their imagined characters and stories, and which version they prefer.

19



5.1.1 Interpretations

The response to the original version saw the Herdkeepers as a nomadic vibrant, peaceful and
harmonious group that have become a valued and welcome tradition within the world. Two
participants noted that they represent connection to nature and the importance of fostering it
and being aware of the human impact on nature. Overwhelmingly, the impression of the
Herdkeepers here was accepting and welcoming, which the interviewees felt was more
positive in terms of queer story possibilities. The interviewees discussed more “lighthearted”
story possibilities, characters connected to nature and the world on a deeper level, as well as
it giving way for more social and outgoing types of characters. The original version seems to
lend itself to stories that focus more on group dynamics and found family. A few participants
also noted a crisis of faith as a potential storyline, that for some reason their character chose
to leave and now cannot fully return.

“I think it would be so interesting to play someone who was a Herdkeeper and then
sort of turned away from that life but maybe still sort of have connections to the
people like maybe their family is still there or something. And I like that even if you
decide you wanna take a different path you can still come back, in a way.” [P7]

Regarding the alternative version, the overall opinion on the Herdkeepers turned from
positive to more questioning. Here, participants described them as mysterious, rigid and
strict. They appeared less welcoming and more judgmental, and half of the interviewees
commented that they feel more like a religion to the point of being a cult, and this would be
cause to worry. This, the participants felt could potentially villainize the Herdkeepers and that
they would feel less enthusiastic about engaging and interacting with them in a game.

“I think it moved from a community type of vibe to more about devotion, whereas |
saw the original as a kind of it was very much focused on the people that were there,
it very much in alternate focuses on a cause.” [P1]

2 participants found that their overall opinion on the group did not change much in this
version, but that they felt more of a strict air about them. 3 participants felt that the alternative
changed their opinion a little bit. One made a real world parallel of the Herdkeepers being
shunned, another makes noting that this version provides access to more tragic characters.
One participant talks about queer politics in regards to the shunning, and that this version
doesn’t feel like it provides as much opportunity to grow and change in terms of exploring
gender and sexual identities. The remaining 3 expressed opinions indicating that their opinion
changed significantly. The rigidity made them less likely to engage with the Herdkeepers in a
positive way. One of those respondents noted that they liked the idea of playing a character
who can break the clearly established rules in this version, which, despite viewing the
Herdkeepers as more strict, was noted as a positive potential story. Despite more negative
opinions and takeaways being shared, the participants still made sure to note that this didn’t
particularly eliminate character and story possibilities, but simply that it made way for
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different kinds, where angst and tragedy might be in the focus. Instead of more social and
open characters, a character might be more hardened and less accepting due to that being the
behavior exhibited to them by the Herdkeepers.

5.1.2 Story and Character Possibilities

While all 8 participants ended up stating that they prefer the original as it lends itself better to
the character they would like to play or stories they would like to tell, all participants also talk
in depth about how well both versions could work, again reiterating the different kinds of
stories available with each version. The original gives more opportunity to treat the
Herdkeepers like a high point, with festivities, welcomeness and forgiveness, providing
plenty of ways for players to interact with them as an entity. If you want to play a character,
you don’t lose everything for leaving and you can still come back.

“I think the original is what I would lean towards a little bit more because it seems
more like in the middle of not being too traditional and restrictive but also not going
so far as to be too independent, like there are stakes for forsaking the path but it’s not
like you lose everyone by doing so.” [P5]

The alternative still has interesting aspects to create characters and stories from, where
players can access stories leaning more on the trauma of being shunned and not being able to
return, or using the Herdkeepers as a secretive, more villainous group where the players
might find an important NPC, as one participant suggested. Breaking the promise appears to
be higher stakes, which could work well as a storytelling device. Ultimately, the conclusion
seems to be that it is not necessarily about which version works and which one doesn't, but
that both versions work for different reasons. It depends on what world Skymning is aiming
to be, where the second version fits a darker, grimmer world, and the original is more
lighthearted and whimsical.

5.1.3 Queer Possibilities

Finally, participants were asked which version they think lends itself better to queer
characters and stories. Here, a majority still liked the original version the best, but there is
more discussion about both versions, and many meandering conversations considering both.

“I think the emphasis on its inclusiveness and its connections stays the same
throughout both versions, so I can’t really compare the two versions, it’s still very
welcoming and inclusive enough for me. This is going to sound interesting but I can
tell that there is queerness involved in the writing of this, as a queer person myself.”

[P8]
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There was undeniably more uncertainty in regards to a clear answer here, but 5 participants
decided they prefer the original version for the fluidity and openness, preferring the option of
exploring queerness through culture and festivities and embracing that welcoming nature the
original displays. 1 participant preferred the alternative for the angst and the shunning
specifically, embracing the idea of playing into a found family type of story where their
character carries with them heavy baggage from the Herdkeepers. Three other participants
also comment on this same topic that the alternative might yield more emotional stories
drawing on real world experiences of not being accepted by your family upon coming out,
and that the Herdkeepers could be a good metaphor for that.

“I know that when I create characters I really like making the “edgecase” I like going,
Oh, the herdkeepers have this promise that has effects on you as a person if you break
it, what happens if that happens to you? Which I think like the alternate version
fosters a lot, but I think like in terms of like- me personally as a nonbinary person |
love the kind of openness and fluidity of the original writing just cause like it feels
almost like there’s more wiggle room to like be able to make a person who might not
necessarily be so ingrained in this from the beginning.” [P3]

“It’s tough cause you know it’s kind of like a mirror for coming out to your family in
a way, like if they’re accepting or not accepting so I guess it kind of depends on what
you want to explore. And I know like in the game that I DM, a lot of my players have
had issues coming out to their family and that’s an experience that they like to explore
as their character and some of them really like having a fictional family who
welcomes and accepts them, and others sort of like to see what they can do in a
fictional setting where their family also isn’t super welcoming. I really like the
original one, and I like the acceptance and I think we don’t have enough of it in the
world and we need more fictionally.” [P7]

2 participants remained undecided, discussing the wealth of story opportunities that both
offer, eventually answering that it depends both on what stories they want to tell without
answering which version they think works the best.

5.2 Case 2: Fairfoot Farewells

Fairfoot farewells is an establishment in the city of Drifter’s Rest. Here, players can employ
travel guides for venturing into the Howling Wastes, attend survival courses to prepare for
adventures, or hire mules and horses. The owners are Vernon Fairfoot, a whimsical and
kooky Armadillo, and their partner Wisp, a typically quiet Advent who prefers bookkeeping
over customer relations. As with most described characters in the world, owner Vernon
Fairfoot is given the gender neutral pronouns they/them, despite their name being more
classically male. Their partner Wisp is only mentioned by their name. The point of interest in
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this alternate version is specifically the word partner to describe the relationship between
these two characters. Certainly, the usage of partner here is not explicitly a queer thing,
especially in a setting created to mimic classic Westerns and cowboys, the usage of partner
here makes all the more sense. However, it has also become increasingly common for queer
folks to use partner when referring to their romantic partner, whether due to their partner
being nonbinary and thus excluding girl- and boyfriend as applicable labels, or in an effort to
disguise their queerness. Partner has become a way of signaling queerness to other queer
people without trivializing their safety, much like what Leap (1997) writes about as Gay
English. The only change the alternative makes is that it instead uses he/him pronouns for
Vernon. The desired outcome of these alternative versions was to learn how players interpret
the relationship between the characters based on the usage of the word partner, if that changes
with the alternate pronouns, and which version they prefer.

5.2.1 Interpretations

First, the participants were asked how they interpret the relationship between Vernon and
Wisp through the usage of the word partner. Several participants expressed surprise at this
question, not having expected that line of questioning to be the point of discussion. 2
participants felt like Vernon and Wisp were business partners, emphasizing the description of
the establishment. Wisp was interpreted to be Vernon’s sidekick or companion in a platonic
way. 3 participants thought that the characters were partners in a romantic sense, with one
interviewee explaining that this version really fit the whimsical nature they had got from the
game and game world, with a nonbinary Armadillo and an Advent. The remaining 3
participants could not say for certain, detailing the word partner and what it means to them.
One went on to explain that partner did not feel reflective of Vernon’s sexuality, but rather
speaking to Wisp’s gender identity, though in itself it feels inherently queer due to how the
participant comes across and uses the word partner in their own life. The other two felt that
the usage of the word partner left the relationship up to interpretation, because it was not
specified it could be either platonic or romantic.

“I am a nonbinary person and I’ve used the word partner in terms of relationships
with other people before whether they be like romantic or like platonic or something
else so it felt natural to me that the word partner would be where it is in that sentence,
granted we don’t specifically get whether Vernon and Wisp are like romantic or
platonic or friends or whatever in the original version, but I found it natural that the
word partner would be used there instead of like a more gender specific term.” [P3]

Almost every single participant commented on how natural the gender neutral pronoun felt to
read, both in the world itself and due to their own identities. A few mentioned their own
biases as nonbinary people here, going on to comment that they felt comforted by the usage
of gender neutral pronouns. Several also said that they hadn’t thought about the pronoun until
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they read the alternative, it felt well integrated and naturally inclusive. One respondent said
that they didn’t notice the change at all.

Discussing whether or not the pronoun change impacts how they interpret the relationship, 6
participants said that their feelings did not change. 2 of these felt that the relationship was
platonic, 2 had read it as romantic and 2 felt it was entirely ambiguous. One interviewee
noted that the pronoun change to he/him helped solidify their interpretation that this was a
homosexual relationship. Another participant thought that their feelings might have changed
if the relationship was less ambiguous, but due to the fluid description, they could not claim
anything changed. One of the participants who felt that partner left it up to individual
interpretation insinuated that the pronoun changing to he/him and then more ambiguous
pronouns regarding Wisp with the usage of partner there still, it gave them the impression of
a servant type of relationship:

“[...] their partner feeds the ambiguity more, not just about the nature of their
relationship but about the nature of Vernon Fairfoot as well, at that moment you begin
to question oh is Vernon not what their name suggests they are, is there a queer
situation going on and as a result you start to question what kind of partnership is this
with Wisp? When you switch to he/him pronouns and you switch to the masculine set,
the ambiguity about Vernon himself fades but there’s also then the sentence next up a
typically quiet advent, it becomes a more like oh this is probably some form of
servant type relationship, it narrows it down and gives you an idea of where it goes.”
[P8]

Finally, 1 interviewee who had initially interpreted the relationship as being romantic in
nature felt like the pronoun changed their perception a little. They/them created a more clear
relationship to one participant who indicated that they saw the relationship as romantic and
more intimate in the original, leaning more toward an accepting and diverse world where two
marginalized people had found each other, which the interviewee found touching.

The change did not have a big impact on the majority of the participants, who either still felt
affirmed in their own interpretation, or felt like it did not have a big impact on the ambiguity
of the relationship, which in every instance was painted to be a good thing, allowing players
to spin their own version of what partner means and create their own stories from it. Still,
when asked which version they prefer, 6 of the interviewees leaned toward the original
they/them pronouns as it gave them more space to to interpret and define the relationship
however they want. To them, it had more clear representation and it overall felt less
constrained in terms of possibilities as players. It also helped build upon the open, accepting
world that they had first seen Skymning as. One person talked about their own experience
DMing, and that regardless of what the source material says they will do whatever they like;
if they want someone to have a gay partner, they will have a gay partner. 1 person preferred
the alternative he/him pronouns, explaining that it leaves less room for interpretation and that
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the masculine pronoun made it an explicitly queer relationship. 1 respondent could not
express a preference, as their feelings on the relationship did not change.

5.2.2 Queer Possibilities

The next question about Fairfoot Farewells touched on the participants’ opinions on gender
neutral pronouns being used almost exclusively when talking about characters in the
sourcebook. While many are gendered, when generally mentioning characters in the world
and character creation sections, they are referred primarily by neutral pronouns. All of the
participants felt positively toward this notion, several thought it made sense for this world
that is full of culture and magic. They felt it was not a far stretch that this would be common
within the world diegetically. One person also mentioned that this exclusive endorsement of
queer identities helped them feel seen by the game, and would make them more inclined to
interact with it. The participants also enjoyed the idea that this creates blank-slate characters
that DMs and players can interact with freely. Two go on to talk about the importance of
stating this clearly in the book, however, that the intention is to provide creative license to
players so that everyone feels comfortable changing and re-interpreting the material. That the
amount of options can be intimidating especially to new players is also mentioned once in
this discussion. One participant insinuates that in their own experience, NPCs and other
characters might instinctually get he/him pronouns, so having support for more neutral
pronouns and tables to roll on to randomize helps diversify the experience.

Finally, the participants were asked whether or not gender neutral pronouns help them
envision queer characters and stories. 1 person spoke positively about it, but did not give a
conclusive answer. 3 participants said that yes, it can definitely help with the creation and
conceptualization of queerness in their games, going on to mention that if you consume
something that’s extremely cisgender and heteronormative, it makes it harder to want to defy
those binaries. Interacting with queer inclusive material made them feel represented and
welcome, and also more inclined to interact with the material, and overall they stated that it
would help them create queer stories. One also said that they might feel more inclined to
explore their own identity in the game when the world is openly inclusive.

“I think the use of those inclusive pronouns really helps me to envision [queerness].
Especially because I use they/them pronouns as well, so I think it was really nice to
see that part of my identity, the community represented.” [P1]

The remaining 4 participants state that it does not have any particular impact on their
characters and stories. It is mentioned here several times that it is a positive thing, and it’s
good to lend a hand to players and DMs, but it does not affect the participant’s ability to
envision queerness for themselves. One participant noted that this is due to the fact that there
are plenty of queer people who use other pronouns, and spoke instead about the importance
of having a melting pot of pronouns and identities.
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“[...] I never noticed any big change, I guess majority of the games I’ve played have
featured like queer characters and majority of TTRPGs I've played it has just been
assumed to be the most normal thing- it’s part of the reason why I play games like
that, especially since, you know- honestly, trans characters informed the way in which
I first saw myself as a trans guy, especially living in a homophobic country, so for me
it’s kind of like I assume that the world is going to be nice and accepting and I don’t
pay attention to it cause the moment we start playing we all agree that it’s just made
up and we all just accept those roles that we work in, so no- the pronoun doesn’t
change anything in my eyes, right? And it doesn’t change how I think of my
characters or other characters.” [P2]

The opinions on pronouns and the proprietors of Fairfoot Farewells are varied, and the
participants all bring with them their own unique perspectives as queer people. The
importance of inclusive language is not to be understated. Every non-binary participant
expressed how represented they felt when discussing the Fairfoot Farewells section and the
overall conversation about gender neutral pronouns was met with joy and positivity by all
participants. Using a neutral pronoun and a term that is generally understood as ambiguous in
terms of what the relationship really is was preferred overall.

“[1t] is a lovely thing to say screw gender norms or how people are meant to be
perceived, cause even with Vernon it’s just a single word but it changes the context
entirely, right?” [P8]

5.3 Case 3: Lineages & Advents

The original text on lineages is written to very explicitly emphasize that all lineages are
viewed as equal and can be found throughout the world of Skymning, integrated, embraced
and welcome. In the world, where darkness approaches, people of the Howling Wastes set
aside their potential differences to instead focus on coming together for survival. Advents, an
inherently magical lineage that is meant to be completely malleable in terms of visuals and
aesthetics, are highlighted in the second paragraph. Here, it is mentioned that due to their
connection to the new and not yet understood magic, they may be subject to fascination and
questioning by for example curious shopkeepers, scholars or adventurers alike. There is an
intended implicit otherness woven into the text, where players can choose to draw on themes
of marginalization if they wish to. The alternate version, however, clearly suggests that
Advents are feared, ostracized and othered to the point of sometimes not being welcome in
spaces. They may even be barred from establishments. When creating the Advents for
Skymning, inspiration was drawn from races such as Tieflings from Dungeons & Dragons
(2014), humanoids with tails, horns, and colorful skin. As such, it felt relevant to draw
parallels to them in the alternate version. Tieflings with their devilish appearance, inherent
villainous coding and marginalization have come to be useful for representing queerness
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(Naylor, 2020). Advents are born out of the magic present in the world of Skymning, and are
made to be customizable in terms of looks. Whether they have horns or not, colorful skin or
four arms or even wings is up to the player and can be supported by mechanics during
character creation. The idea with the textual alternative is to ascertain whether or not the
lineage of Advents could be vehicles for queer storytelling, how the lineages help promote
different kinds of playable worlds, and which version the participants prefer.

5.3.1 Interpretations

The final change to be discussed touches on the playable Lineages within the world, as well
as the specific lineage of Advents. Here, players discussed the world of Skymning, the
potential stories within it and the characters possible with the Lineages. First, the participants
were asked about their impression of the world based on the paragraphs on Lineages. The
world here felt to a clear majority of the interviewees to be more curious than judgemental,
quoting the lack of superiority between the Lineages creating what felt like an even playing
field and that everyone in the world is facing the oncoming night as equals. This gave them a
positive vibe that read as more inclusive and welcoming where people would be more open to
learning about other cultures and people, which felt good. One participant comments that
they enjoy that every lineage ages at the same speed and has the same lifespan, which means
everyone equally has a chance to live a long life and leave an impact on the world. Another
participant thought that this version opens the door for diverse characters and stories, stating:

“I think that like people reading it might not explicitly be like oA that gives me more
diversity! but that implicit kind of almost, not subtextual, but like that kind of implicit
understanding that it can be, opens that door.” [P1]

The world here does not come without issues, however, and many saw a hint of prejudice that
they felt appeared very mild with no hints towards anything violent but a general wariness of
Advents that might be applied if a player/table wants to do that. 1 participant felt that this
version leaned toward fantasy racism without entirely committing to it. This made the world
feel real to 2 participants in particular, who felt that it made a lot of sense that the Advents
could be treated differently, but overall they felt that the text emphasized that there are more
pressing issues than judging people based on where they come from. There is a base level of
mutual respect while presenting an option of being wary toward Advents.

“[...] some people judge, some people adore and that is very interesting and personally
in TTRPGs I don’t see that tackled enough. So personally I like the original a lot in
the sense that it fully emphasizes all the previous mentions of inclusiveness and
connections while still managing to slip in that hesitance of what is going to happen
with this new and unknown thing.” [P8]
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When asked about the alternate version, the participants’ impressions diverged and opinions
became more split. 3 participants expressed that this version changed their perception in a
negative way. The world felt less free, more oppressive and like it warned players what could
happen if they would play an Advent. Two of them said that the world overall felt like it had
less personality, more in line with generic fantasy where being touched by magic makes you
judged by the masses, which they found boring and overdone. Another felt that it does not
fall in line with the way they viewed the world, having gotten the impression of a more light
and whimsical world which the alternative version does not support. One participant was very
vocal about fantasy racism when discussing this version, which did not sit well with them and
turned them away from the idea entirely:

“In the alternative, it felt much more to me empty and even very generic fantasy to a
point and the second paragraph is definitely more aggressive and shunned from
establishments is certainly a warning that makes me raise an eyebrow that only makes
me less interested in playing it. [...] It definitely, in this world of like magic and stuff,
felt a bit out of place that suddenly they’re refused room and board. It kind of feels
like it just wants to be racist just for the sake of being racist.” [P2]

2 participants felt that the second version of the text changed their impression of the world in
a more positive way. These participants expressed that this posed more of a tense
relationship, which they preferred in terms of story and character possibilities. They also felt
like it made sense that people would be more wary of the Advents because of what they
represent due to their connection to the magic that threatens the world. They would not find it
surprising to be met with mistrust by other characters and NPCs, which was logical due to
their origin.

1 participant said that the alternative changed their perception of the world a little bit, talking
about the language in specific and how that impacted their impression:

“It’s in the usage of the language itself, not to say that the world implicitly or
explicitly is different, but because the description has changed sort of from outright
stating that it’s not a place bereft of customs and all that and is now focusing more on
describing the different races like one after the other in that first paragraph. It feels a
bit more- and it’s not necessarily inherently a bad thing but it feels a bit more like it’s
focusing on those differences, which is good but at the same time I think a lot of
people when they read TTRPGs they tend to sort of put certain races and things into
boxes and now it’s focusing more on the differences than what unites them.” [P5]

1 participant did not think the world changed in any significant way in the alternate version.
They stated that the original wording felt warmer and more alive, but still posing possible
fear of Advents in the second paragraph which to them hit harder when the first paragraph
talked about the equality within the world, still indicating that the original version might be
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favorable to their perception of the world. This participant also felt like the things that the
Advents experience is better detailed in the alternative, leading to more for them to think
about in terms of how to play.

1 participant did not discuss how they felt about each version, but instead suggested splicing
the first half of the original text with the second half of the alternative text to create their
favored version. Interestingly, another participant also suggested this same thing. It was not in
these cases interpreted to be two different worlds, but rather that the second version expanded
upon the first, insinuating that they had understood the world to be more prejudiced toward
Advents to begin with. This was not perceived to be a bad thing, but rather an aspect of the
world which could successfully be explored in a story or as a character arc.

5.3.2 Story and Character Possibilities

Next, the respondents were asked whether they thought that the change caused Advents to
feel more or less viable to run in a game. 2 participants thought that it might impact it a little
bit, that the changes could be a potential barrier to players and impact how someone might
approach them. The original text still highlights potential things the Advents might face, and
both of these participants expressed that if they were to play this game, they would make it
very clear to their players that this is something that they might come across and if they are
not comfortable with that, they can just choose to not implement it at all. They insinuated
here that both versions can be reworked to fit their narrative. One participant also suggested
the developers do not push the challenging aspects of being an Advent too far without
implementing safety tools in the rulebook. Players might want to explore themes like
oppression and racism, but there should be safety tools in place to ensure everyone is
comfortable.

“[...] the second paragraph that talks about the Advents specifically in the original
version is so short it like still conveys the message that the alternate paragraph does
but I personally if running this game would also make it very clear that because some
people in some parts of the world are cautious or wary of- or um not necessarily
antagonistic toward the Advents I would make it very clear up front that this is a thing
that might happen, but if this makes you uncomfortable in the course of the game of
course those themes are not something we have to necessarily include if you want to
play and Advent.” [P3]

2 participants answered that it depends, specifically going on to talk about it being dependent
on their players. They talked about consenting to these kinds of storylines and aspects, and
that it hinges on what kind of stories the players are interested in exploring. One participant
said they would just erase the second paragraph if they were running with the second version,
feeling like there’s less possibilities in terms of stories because it means more work for them
as a DM. One said that it might turn someone off from playing and Advent, but also talked
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about how this version gives more information for players to work with, not necessarily
seeing this version as negative, merely an extension of the original.

3 participants thought that this changes the potential for Advents in a positive way. In all
three cases, this was talked about from a queer lens specifically, highlighting queer
storytelling potential. This version giving players more to play with and think about was
expressed as tempting. One participant draws a real world parallel here, explaining that
despite the fact that Advents are more feared in the second version and they did pick up on
that, playing in that version of the game might be a more accurate reflection of reality and a
poignant parallel, a vehicle for timely and grounded queer storytelling. Another participant
also talks about queer characters in specific:

“In the original, they feel a little bit like tieflings in D&D, that you know some people
will look at them weird but they’re generally accepted, and in the second one I think
it- I think both ways work for creating a character, but the second one can create more
conflicts with the world at large which can lend itself a little bit into some queer
parallels with the character-building.” [P6]

1 participant did not think it changed anything about how Advents might be played. They
discussed how it can create more conflict, though that it would not necessarily be a bad thing.
However this participant also indicated that they prefer the original version and that
interpretation of the world.

“I think naturally conflict is really fun in a D&D game and that's what you want in a
TTRPG, but I don’t think you need conflict to be based on who you are as a person
who your player’s character chooses to identify as. So I think that while it could be
interesting to have the Advents sort of be like questioned and shunned, I think it’s
really cool to have people be curious about them and they want to get to know them
and learn more about what they are and prepare for the oncoming darkness.” [P7]

When asked about which version they prefer, 4 participants end up answering the original one
due to it leaning into more positive aspects of the world where magic is something to be
intrigued by and explored rather than feared. It expands more and focuses on what is unique
about it, creating the impression of a more accepting and curious world that caters more to
the kind of game they want to play. 1 participant preferred the alternative version for the
potential queer parallels that could be made with the marginalization and hesitation toward
Advents being an apt representation of queerness. 3 participants were undecided, answering
that it depends on what kind of world the game is aiming to be, but also what kind of story
they want to tell, what ideas they want to focus on.

“I think it depends on what particular thing about the world you want to emphasize.
The original is mostly emphasizing that the world has all of these different people
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from all of these different walks of life and that’s what makes it cool and good. But if
you want to emphasize like as night turns to day there are things that are emerging
from this very cool world that haven’t been seen for the last 1000 years I would go
with the second one.” [P3]

5.3.3 Queer possibilities

Finally, the participants were asked if they had envisioned any character for themselves while
reading through the material, and what lineage they were. The intent with this question was to
discern whether any particular lineage might be favored. Especially because all of the
participants ended up being queer, it felt to be a reasonable thing to examine in terms of
possible queer characters, and what the respondents were drawn to. All 8 participants had, as
the note encourages in the first PDF, considered potential characters and stories while
reading. Many went on to detail the storylines they would like to explore and what they
would enjoy exploring. All 8 participants also mentioned Advents here, and were quick to do
so. A majority of them were eager in their conversation, sharing what specific kind of Advent
they would like to play and the stories they could tell with great enthusiasm. One participant
suggested here that the Advents could foster interpersonal relationships in the playing group
due to the different kinds of connections that are built into the lineage. Several participants
talked about queer potential, and those who did not explicitly mention queerness in their
answer still indicate queerness in their explanations, such as talking about relationships and
family dynamics.

While 2 participants also went on to mention the Animalfolk lineage in the discussion, this in
both cases came after a lengthy discussion about their imagined Advent and what kind of
character they would play. These mentions highlighted the creative potential with
Animalfolk, the customization in terms of which animals they could represent, and how the
participants enjoyed the accompanying cultural traditions described under each type of
Animalfolk listed. Humans went entirely unmentioned in every interview.
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6 Analysis

Though this pool of 8 participants makes it difficult to generalize and draw any major
conclusions as to how words and worlds may influence queer TTRPG player’s creation of
queer characters and stories, patterns and similarities have been found through analyzing the
interview transcriptions. The participants of this study echo similar sentiments and reach, in
many cases, similar conclusions. In each of the presented texts, the original versions are
preferred. Though the amount of participants is small, it is worth mentioning the geographical
diversity represented in this study; the participants come from a variety of countries with
varying degrees of social acceptance of queer identities, strengthening the validity of the
patterns found within their answers.

When talking about the Herdkeepers, the participants were partial to the fluidity and openness
that the first text offered, emphasizing community and celebration. The interviewees
discussed potential stories for their characters where they could be connected to nature, part
of a cultural cornerstone and play more outgoing archetypes. The alternative instead appeared
more strict and cultish, which turned some away and intrigued others for potentially
emotional and heavy character arcs, as they felt it provides access to trauma and darker
themes. Desiring more acceptance in fiction, and being partial to treating the Herdkeepers as
a positive influence in the world, all 8 interviewees expressed wanting to play with the first
version rather than the alternative.

Discussing pronouns and partners, the participants of the interviews had differing
understandings of the relationship between Vernon Fairfoot and their (or his) partner Wisp.
Nearly every participant commented on the usage of the neutral pronouns they/them to be
natural in a world that already felt inclusive and welcoming. The pronoun change did in most
cases not change the original interpretation of the relationship, whether it was understood to
be romantic or platonic. 6 of 8 participants still concluded that the original set of pronouns
were preferable. Giving players the space to define details on their own, as well as the
ambiguity leading to different interpretations was pointed to as a positive thing. Gender
neutral pronouns could, according to 3 of 8 participants, help diversify and create spaces that
feel inclusive where players might naturally feel inclined to explore their own identities. Half
of the respondents, while speaking positively about not using gendered pronouns for the sake
of helping break binaries, stated that it had no impact on their ability to conceptualize queer
characters and stories—something that occurs naturally without any support needed in the
source material.

Analyzing Advents and the presented lineages of Skymning, the interviewees discussed
potential queerness in both texts. The original felt more open and curious, focusing on what
unites all people in the world of Skymning rather than their differences, while still containing
the option of exploring themes of oppression, based on how players might interpret the
second paragraph. This embracing and acceptance might implicitly create more diverse
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characters and stories. The alternative instead explicitly created inherent conflict for the
Advents as a group struggling to integrate themselves in society, facing oppression. This was
disliked by some, as it created a potential barrier and made them wary of playing Advents.
Others enjoyed the prospect of exploring this conflict. This led to more undecided answers in
regards to a preferred answer. On one hand, the participants enjoyed the lighter version where
prejudice is more of an option than a given. On the other hand, the tense relationship between
Advents and the other lineages felt both realistic in the world and more accurate to queer
experiences, potentially very fruitful for queer stories. 4 of 8 respondents liked the original
better. 1 preferred the alternative. 3 remained undecided, saying it depends on a handful of
factors; what kind of world the game wants to be, what kind of stories the participants want to
explore, what their players would be interested in, what players would be comfortable with.

Evidently, it is a matter of preference, though not necessarily individually. It is clear after the
interviews that individual preferences cannot be divorced from the communal TTRPG
playing experience. This is both implicitly and explicitly understood and echoed by all 8
participants, who at many points mentioned other players in their interviews or implied that
the decision was not dependent on themselves only. All participants who are dungeon masters
make sure to note that they would ask their players which version they prefer in every
instance, and taking their players into account is very important in this decision, even if they
were able to point to their personal favorite version. There were also mentions of safety tools
and comfortability with aspects of the game, topics that might be difficult or emotional such
as oppression and shunning. The participants discussed making these decisions with their
groups, and some mentioned adding safety tools in the Skymning rulebook, implying that if
there is support built into the game and mechanics, dealing with difficult themes would be
less overwhelming or less likely to lead to problems.

Despite the overall preferences, all participants discussed both options. No version was
deemed as unplayable, nor were there any shortage of story possibilities drawing on the
tragedy and marginalization presented in the alternatives. Even when participants explicitly
disliked the fantasy racism displayed in the alternative version of Case 3, they also stated that
if they were playing with that version, they would simply ignore the second paragraph which
they deemed problematic. Each text could be used and accepted by the participants as
potential players and DMs alike, expressing a willingness to work around or rework the
material they were not fond of. Though some participants comment that this would mean
more work for them as DMs, which is considered in a negative tone, others seem indifferent
to it, perhaps due to having done it before.

All versions could to some degree potentially help players conceptualize queer characters and
stories, but ultimately the participants’ ability to create queer characters is not at all limited to
what the sourcebook represents and includes. The participants inadvertently affirmed the idea
that the medium of TTRPGs may be one its greatest strengths when it comes to queer
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storytelling; removing and ignoring the material when something does not suit the desired
play is an easy feat.

It becomes clear through the course of the interviews that queer meanings emerge in all 6
texts read and discussed. Queerness and inclusivity is not limited to the more positive aspects
that the world of Skymning tries to emanate in the original versions, in fact some participants
prefer the versions that present the world through a more negative lens; conflict,
marginalization and sadness are queer experiences that some would like to explore in the
game. Though largely, the original versions were preferred by the participants for the variety
and possibilities presented, more positivity and acceptance woven into the language while
still providing potential players with options. Whether these are options for more grounded,
realistic queer parallels through ostracization, or options for freely interpreting a relationship
through neutral pronouns and the ambiguous wording of partner—space to interpret was a
recurring thought in every interview held. Blank slates and ambiguity can contribute to queer
storytelling.
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7 Conclusions

7.1 Summary

This study aimed to form an understanding of how the language within a TTRPG sourcebook
informs and impacts players’ ability to conceptualize queer characters and if different kinds
of inclusivity yield different interpretations. To examine this, interviews were held with 8
queer TTRPG players who all have experience exploring queerness in games previously.
After reading a PDF containing 10 pages out of the Skymning sourcebook, the interviewees
were sent an additional 3 pages with 2 paragraphs on each page, posing a paragraph
previously found in the original PDF next to a rewritten paragraph meant to evoke different
interpretations and meanings from the same subjects. Ahead of the interviews, the
participants were encouraged to consider potential characters and stories, and also consider
the alternative passages; what changed and how did the changes make them feel? During the
interviews, the participants discussed the different versions, whether or not new meanings
emerged, and how the rewordings affected their perception of not only the game itself, but
also the world and their own ideas for characters.

Though the limited number of participants, as well as the nature of one-on-one interviews
being highly individual, it is difficult to make any broad generalizations concerning the data
collected. There are, however, clear similarities in the answers that are consistent with
previous results (Ehnberg Ahola & Fredriksson, 2024) that may indicate how language in
sourcebooks impacts queer players. This could potentially be helpful when creating games
intended to foster queerness through cues, explicit and implicit alike.

In the interviews, none of the texts were deemed unplayable. The alternate versions, which
were least favored when asked which version the participants preferred, that were liked the
least could easily be ignored or removed, according to the participants, indicating their
willingness to rework the material to fit their desired stories. The different versions were all
conductive, to some degree, to queer stories. Though, most participants ended up preferring
the more positive original versions, both in regards to the Herdkeepers where they interpreted
the original version as more open and welcoming, and the Advents where the original text felt
more curious, equal and diverse. Commenting that media lacks positive queer stories, a
majority of the participants were drawn to the versions that seemed to cater to that the most.
Still, some participants preferred the versions that offer tragedy and real world parallels that
might be perceived as more negative or heavy, such as not being accepted by society or their
families and wanting to explore that in the games as an outlet. It can be a highly cathartic
thing to do so.

The different versions presented could all be used to tell different kinds of queer stories,
where the original versions emphasized community, openness and curiosity and the
alternatives instead drew on more heavy subject matters such as religious trauma,

35



ostracization and shunning. As such, none of the versions were disregarded and all of the
interviewees at many times reiterated the thought that which version is the best, both for their
own stories and for queer stories on a more general level, is highly dependent on what kinds
of stories they want to tell, what the other players are comfortable with and what they desire.
Thus, the participants made it clear that more so than hinging on the individual, comfort
levels and preferences would be discussed in the playing groups, and any material not
enjoyed could be ignored.

The interviewees expressed preferences for options and the ability to interpret. They were
positive to the idea of blank-slate characters and concepts, such as using gender neutral
pronouns for NPCs and the term partner, where the potential of filling in the gap themselves
was ultimately seen as a beneficial idea in terms of queer storytelling potential. Lending a
hand to encourage queerness could help diversify the playing experience and implicitly
encourage players to break binaries, even though the interviewees were ultimately split on
whether or not explicit queer inclusivity affects their ability to envision queerness for
themselves. Though all enjoyed the representation, half of the participants did not feel that
gender neutral pronouns or explicit queerness has any affect on the stories they want to tell.
Their own queerness is not impacted by what a book says, or does not say, and it is easy to
ignore any parts of the text that do not align with their ideas.

Queer inclusivity is understood by the players independent of the material, agreed upon at the
table and in many cases an unspoken part of the playing experience. Though, there is
certainly potential for the material to contribute to that feeling of comfort and welcomeness
of an explicitly, unequivocally queer world where players do not have to put in any extra
work to make a game suitable for their desired stories and play. Balancing tragedy and joy in
a game that emphasizes customization could then possibly be a way of providing cues for
queer play that cater to all kinds of players.

This study seeks to answer the research question of “According to queer players, how can
inclusive language in TTRPG sourcebooks encourage the exploration of queer characters and
stories?”, reaching the conclusion that through utilizing inclusive language, drawing on
recognizably queer themes such as community, found family, marginalization and
ostracization, and shaping a world that overtly facilitates customization, options and alternate
interpretations, TTRPG sourcebooks can encourage the exploration of queer characters and
stories.

7.2 Discussion

The method chosen for this study worked well in terms of gathering useful material for
analysis, and relatively well in the pursuit of answering the research question. This paper
successfully builds upon Ehnberg Ahola & Frediksson (2024) by talking with players one on
one, which led to conversations where the participants shared their experiences in great
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detail, offered many counterpoints to their own ideas, and rambled on about their thoughts.
Indeed, this proved to work well for building a deeper understanding of player perspectives,
interpretations and reflections.

The participants all said that they got a good enough grasp on the world based on the 11
pages of lore and mechanics they were provided to understand what the game is going for. As
they went on to state, the world was perceived as whimsical and diverse, filled with magic
and culture and the opportunity for tragedy through hints in the original text that provides the
option for it. This means that the participants went into the changes already having formed an
opinion and understanding. For the purposes of understanding how the original text shaped
their view of the world, this was good. The most echoed sentiments were accurate to the
intentions of the creators of Skymning, meaning that we succeeded in using language to
shape the world in a desirable way. The alternatives then appeared, in some cases, very
different, which yielded strong responses from some of the interviewees, proving that
language did indeed have an effect on the participants.

Due to the nature of this study, as the interviews act mostly on hypotheticals regarding the
participant’s potential characters and stories that they could envision, it is also difficult to
understand how the results of this study may translate to actual play and the creation of
characters. Though the participants manage to give conclusive answers, the takeaway being
that it is reliant on, amongst other factors, the other players speaks to the nature of this
medium; it cannot be consumed, and must be created (Adler, 2020). In the case of Skymning,
and most TTRPGs, it must be created as a group activity. TTRPGs rely on collaborative
storytelling as the participants’ express relying on other players for certain decisions to be
made. Queerness, whether or not it exists in a sourcebook, only translates to the table if the
players act on it.

7.2.1 Queer Worlds

One surprising thing that became clear in the interviews was the lack of complete dislike for
the alternative writing on Lineages. The hostility toward Advents in particular was meant to
be a turn-off, grounded in real feelings that marginalize a group of people and label them as
outcasts, but many participants expressed that they liked the potential stories they could tell
with this. Only one participant outwardly expressed not liking it, but even then, went on to
say that they would simply remove that paragraph should they play that version of the game.
Initially, this lack of reaction felt like a miscalculation on behalf of the writing. It should have
been more extreme. Then, the conversations still circulated around that idea of traditional
TTRPGs and generic fantasy worlds that it aimed to emulate, and perhaps it was not such a
failure after all. It yielded interesting conversations that clarified one of the largest takeaways
from this study; queerness through the lens of tragedy is not inherently a bad thing, and there
are stories to be told from the margins even if the inclusive interpretations of the world are
preferred.
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All of the alternatives being considered was an interesting notion, and to me, a testament to
the resilience of queer players. Several of the interviewees mentioned that removing material
that they, or their players, dislike or are not comfortable with would be an easy task. One
noted that it would be extra work, but still indicated they would do it without issue. This is
consistent with both Campbell (2020) and Sihvonen & Stenros (2018), that queer players will
create space where there is none. Through modifying the material, whether that means
rewriting or removing content, queer players shape habitable worlds fit for their stories. The
interviewees mention it almost as a given, that of course they would simply just ignore any of
the material they do not enjoy, further speaking to the malleable nature of role-playing games.

Customization appeared to be enjoyed, and preferred, by all of the participants, who echo the
idea that leaving things up to player interpretation is good, and could potentially lead to more
diversity in the game. It is clear that Advents could possibly foster queer stories and
characters, and that the explicit ostracization and marginalization of them as a lineage in the
alternative version is not necessarily a negative thing. In these conversations, the primary
thing discussed are the ways which an Advent can come to be.

“T liked the idea of being able to overcome the doubts of society at large, especially as
the game would be starting in a transitional period between day and night, and how
they may be welcomed in as well as challenged. I have had my own hesitancies when
it comes to my self expression and expressing this to my family in particular, both
when it comes to my gender and my neurodivergence as well, so I can see many good
themes to pull on if I were to do so.” [P4]

This comment aligns with other things said about the Advents as a lineage, which all 8
participants expressed wanting to play. Whether or not this is due to the text being well
written, the concept being intriguing, or due to Advents being particularly fruitful for queer
exploration is not a conclusion that can be drawn based on this study, but it could be linked
back to Kawitzky (2021) talking about customization as a queer survival skill, and the ability
to create characters that reflect queer desires being an important factor for queer players’
enjoyment of a game and their choice of system. Advents are created to be customizable,
with theoretically an infinite amount of backgrounds, origins and appearances that players
may freely choose. This seemed to resonate well with all participants, who saw a wealth of
story and character possibilities in this lineage and expressed a desire to play this lineage
despite the world potentially being hostile to them (should the alternative version of the
Lineage section be canonical, that is).

Participants bringing up safety tools during the interviews was an interesting emergence I had
not counted on. When talking about difficult topics such as racism and marginalization and
the general possibility of more difficult themes being handled in game, the interviewees
largely did not appear opposed. Many favored the versions that could lead to more potential
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tragedy and difficulties as they reflect real world experiences, which is desirable to some
players who seek to reconcile with those feelings. Games can be a cathartic outlet for such
things. Safety tools are mentioned in conjunction with this topic, where the inclusion of
safety tools in the Skymning sourcebooks is recommended by two separate participants who
indicate that including text that reminds players of the possibilities, and to, as a group, ensure
everyone’s comfort and safety, would be a good idea. A player being uncomfortable with the
content is, as the participants all indicate, bad. As such, safety tools may be important to
include to ensure the safety of both players who want to explore heavier themes, and those
who do not. Queer TTRPGs from the last decade, as analyzed by Zabala, Zvelebilova and To
(2024), did all include safety tools, which seem to have become a standard in games made by
and for queer people.

7.2.2 Queer Words

Partner being used as an example of queer language, inspired by Leap (1997), was efficient
in that it was recognized as a queer term. One participant, however, pointed out that they see
more and more heterosexual people using it, which may be one of the reasons that it was not
so evidently perceived to be a queer relationship. The added ambiguity only fueled the
conversations about Vernon and Wisp. Whether or not their partnership is platonic or
romantic is supposed to be up for interpretation. The participants understood it differently and
most of them also kept to that interpretation, unaffected by the pronoun change. By using
language and drawing on shared knowledge in queer subcultures, it is to some degree
possible to hint toward queerness. Sihvonen & Stenros note a similar example of language
alluding to queerness in their chronological examination of queerness in TTRPGs, pointing to
the Dungeons & Dragons supplement Return to the Temple of Elemental Evil (2001) where a
male duo are described to be sharing one apartment. The mention is brief, no more than
stating their shared living quarters. Here, players could very possibly wrangle out queer
themes and stories through reading the text and interpreting it through a queer lens. Later, the
author of the book would explain that the intention of portraying them as queer was always
there, though it was done through subtle, codified means where keen-eyed players could pick
up on it.

The example of Vernon and Wisp is different in that it intentionally uses a single word, but
functions similarly as an example of how language that can be interpreted as queer can be
utilized to create these circumstances where it ultimately is up to player interpretation, which
might be useful for queer players.

The impact of language on the player experience specifically was understated in the
questioning itself aside from the case of Fairfoot Farewells, but becomes partly clear upon
analysis of the interviews. A few wordings stand out to the participants, such as shunning in
the Herdkeepers section, barred and questioned in the Advents section. These words have
strong meanings and did, fittingly, evoke strong imagery that players reacted to, aligning with
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the intended reactions. This study, however, does not dig any deeper into how or why. The
players associating partner with queerness, and extrapolating queerness from the relationship
between Vernon and Wisp might not have to do much with the chosen word. When asked to
participate, the queer focus of the study was mentioned. Furthermore, the world of Skymning
overtly promotes diversity and inclusion, which was understood by all, and potentially
influenced this interpretation. Thus, further research on why these words have the impact
they do, and how to intentionally use queer language to create inclusive worlds, is necessary.
The results of this study suggest that language can be used as a tool when creating TTRPG
sourcebooks to imply and create a sense of inherent queerness that provide cues for queer
play. To that end, emphasizing community, openness and curiosity was deemed as preferable.
The alternative wordings still foster queer stories through marginalization and tragedy,
creating entirely different possibilities for queer stories that may cause some players to turn
away from the material. The six texts yielded differing interpretations, contributing to the
emergence of different kinds of queer stories without discounting any of the writing. When
anything was particularly disliked, the participants vocalized their ability to simply ignore it.
Yet, while it is up to players if and how they engage with the material regardless of the
writers’ intentions, including cues for queer play through intentional and positive depictions
of queerness brings a sense of comfort and inclusion to queer players that cannot be ignored.
Such representations embedded in the system itself could facilitate queer existence that is not
defined by defiance, existing without needing to rework the material of the sourcebook.
Participants reported feeling that it would be easier to create queer characters in a world that
already includes the desired identities.

Certainly, there are things to be learned from a study even of this smaller scale, and
takeaways that can be important for the future development of Skymning and other games
that seek to foster and encourage the exploration of queer identities. The participants of this
study echoed some of the ideas about queer game design previously discussed (Ruberg, 2020;
Morris 2020). Their preference for options and leaving things up for interpretation speaks to
the idea that queer game design is providing players with possibility spaces where queer play
can occur, and that the malleable nature of the medium is one of its greatest strengths in terms
of queer play. It is possible to facilitate queerness through a diverse world ripe with
opportunity for joy and tragedy alike, and through lineages that feel realistic within the
setting where players can choose to engage with heavier topics if they wish. By
understanding the impact of words and how they can be used to create a sense of inherent
queerness, and by providing ways for players to freely customize, explore, interpret and play
around with the material to their hearts’ content, it is possible to create worlds where
queerness can flourish.

40



7.3 Ethical and Social Aspects

The participants were all over 18 years of age and could hereby consent to their participation
in this study. The messages sent out asking for interviewees were clear regarding the study’s
purpose, subject matter and process. Clearly communicating with each participant by for
example checking in on their reading progress, and clarifying how and when the additional
reading would be made available was important for the sake of transparency. Additionally,
they were repeatedly reminded of their right to withdraw at any time. The importance of
anonymity is taken into high consideration especially due to the topic of this study. Queerness
is still considered taboo in certain places, and in others still illegal. Thus, measures were
taken to codify their identities further, such as scrambling each participant’s number during
transcriptions. All data collected has been codified to protect the identities of all participating
parties.

The participants of this study were comforted by the usage of gender neutral pronouns and
largely understood the queer subtext presented to them throughout the 11 pages. A majority
of interviewees express a preference for positive representations, stating that queerness
through a positive lens is missing in media, hence why they are drawn to it. The inclusive
wordings led to more positive understandings of the game world, which could contribute to
more diverse characters being created as the participants saw many possibilities for queer
stories within this world. This falls in line with Storm & Jones (2021) who argue for the
potential for role-playing games to offer alternate worlds which show what queer and other
marginalised people wish they could embody or see in mainstream media. Additionally, they
note that something so simple as pronouns can help players imagine utopian futures, which is
consistent with King (2016) and Harvey (2024) who concede the notion that using inclusive
language and terms is to advance towards justice, inclusivity and representation. Queer
inclusive language in games can have larger implications on consumers outside of the playing
context, where something as simple as a pronoun can have a positive impact on the lives of
players. (Sihvonen & Stenros, 2018; Kawitzky, 2020). The results of this study could be
referred to when creating playable worlds in all manner of games that aim to include and
nourish queer identities.

7.4 Future Work

This study provides a foundation for a plethora of potential future work. More time and
resources could potentially expand the number of participants to collect more data from a
larger pool of players, which could lead to more conclusive answers. This would also enable
discussions on age groups and nationality/native language. Two participants brought up that
English is their second language during their interviews, specifically during the section on
Fairfoot Farewells. Thus, it could be interesting to examine players whose first and second
languages are English to see if they interpret textual details any differently. To rectify one of
the largest shortcomings of this study, talking to non-queer players is a highly relevant
example of how to use this study as a foundation for future research. Complementary
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interviews with non-queer participants would offer insight into how players with different
identities interact with and interpret the same texts. Combining this with more examples of
queer language, drawing on that ‘if you know, you know’ that Leap (1997) details, could give
insight into how participants with different identities interpret queer cues specifically, to then
understand how cues for queer play can be used by designers to evoke specific imagery and
feelings.

This study acts on hypotheticals and as such leaves it unclear how any of this would actually
translate to playing. It would be relevant and highly interesting in a larger project to verify
the data by testing the game itself. This could be done by, for example, providing a group of
players with the Skymning sourcebook, allowing them to create characters and observing a
number of sessions. This could give a clearer idea of how players actually interact with queer
content, how they apply it to their characters and how they interact with it during the game
itself. Furthermore, one could create two entirely different versions of a text, such as the
original PDF, with these different tones and test each version on one group of participants,
either conducting interviews or playtest afterward, to truly see how this language affects
players. As it stands now, the players were introduced to the world of Skymning as it is
intended to be seen before receiving the PDF with the changes, allowing them to have
familiarized themselves with the tones and themes of the world already. Though this meant
that the changes appeared more stark in contrast, it muddied the outcome in terms of how
language can truly be used to shape the player experience.
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Appendix A - Survey

The survey sent out to participants.

Queer Language in TTRPGs: How World and Word Create Cues
for Queer Play

Hi! Thank you for taking the time to helping me with my thesis! This survey is super short and only
aims to establish demographic and logistic information about my participants, as well as providing
you with access to the material the interview will center on. You can find more information about the
interviews a little further down!

My thesis centers around TTRPGs and how the written word impacts the possibilities and
conceptualization of queer stories and characters. Along with this survey, you were sent the reading
material, a PDF containing about 8 pages of TTRPG sourcebook-material which will be the point of
discussion in the interviews. Primarily, a few passages will be the focus of the discussion.

Rest assured that you will remain anonymous in my thesis, and any and all material collected is for
the purposes of my thesis only and only I am able to access it. You retain the right to withdraw from
participation at any time.

What is your survey person number as provided by the interviewer?

Background Questions

What are your pronouns?
What is your nationality?

Which of the following age groups do you belong to?
[J 18-25
[J 25-35
[J 35-45
J 45+

Do you consider yourself queer? I.e any identity under the LGBTQ+ umbrella? A4 yes /
no / prefer not to say is sufficient if you would prefer not to disclose further.

How eperienced with TTRPGs would you say that you are?
J 1 - very little
02



3
O 4
[J 5 - very experienced

Interview Information
I live in Sweden (CEST timezone), but consider myself flexible as to when during the day an
interview can be held. I don’t expect them to take more than 20-25 mins, based on the pilot test.

Interviews will be held over Google Meet due to the built in recording software. As [ am doing this
solo, I will need the recording to look back on and transcribe. Cameras will be off. If you are Swedish
and would prefer to do the interview in Swedish, let me know and we will arrange that.

That's It!

Thank you again! After you have submitted your answer, [ will reach out to you again to send you the
reading material & schedule the interview. If questions arise, do not hesitate to reach out!



Appendix B - Interview Questions

including the pilot tester specific questions at the end.

THESIS INTERVIEW QUESTIONS

Was there anything that you found difficult when reading? As in, did you encounter
anything you did not understand?

Alright, did you feel like you got a comprehensive enough glimpse into the world to
get the vibe

change 1 - Herdkeepers

What was your impression of the herdkeepers in the original version?
Did anything stand out to you in terms of character and or story possibilities?

What was your impression of the herdkeepers in the alternative version?
- Did your feelings about them change?
- How?/ Why not?
- How would you describe the differences?

Did the alternative change how you might approach the group from a storytelling or
character perspective?

If you were to play a character in the world, which version lends itself better to what
you’d like to play?
- How/why?

Which version lends itself better to queer storytelling / In regards to queer storytelling
specifically?

change 2 - Fairfoot Farewells

How did you initially interpret the usage of the word partner in this context?
How do you interpret the usage of the word partner in the alternative version?
- Does the pronoun change have an impact on how you perceive the relationship

between the characters Vernon and Wisp?

Which version do you prefer as a player?



- How do you feel about gender neutral pronouns being used almost exclusively in
regards to NPCs in the world?
- does it affect your ability to envision queer characters and stories?

change 3 - Lineages

In the first version, what was your impression of the world at large based on the
lineages presented and how they’re represented on the page?

- Did anything change for you in the alternate version? Are there any differences in
how you interpret the world itself?
- What stands out to you?
- Which part affects your impression?
- How, why?

- Advents specifically are highlighted in both versions, do you perceive a difference in
how they’re portrayed?
- How, what makes a difference?
- Does it make a difference for you personally?
- do they feel more or less viable to play or run in a game?

- Did you have a preferred version?
- How, why?

- While reading, did you envision any potential characters for yourself?
- What lineage were they?
- Why? In what way did they stand out to you?

General questions
- Is there anything you’d like to mention that hasn’t been covered yet?
- Do you have any questions for me?

Pilot Test questions
- Do you feel that this method of interview prep works? How did you feel about the
amount of text?
- How do you feel about receiving the long PDF first and then only the changes closer
to the interview itself?
- Do you have any suggestions for improvements?



Appendix C - Additional PDF

The presentation-style additional reading containing both the original passages as well as the
alternative passages. Interview focus material.

‘INTERVIEW FOCUS MATERIAL

Final bit of reading, | promise!

For these few pages, | would just like you to consider the changes
presented fo you. What are the differences? What is being said in the
original version vs. the alternate? Does it change how you perceive

them? Does it change how you would approach these aspects of the
world as a player?

Have a Viyan as o token of my appreciation:

“THE ‘$IERDKEEPERS

Criginal:

Over time, the Herdkeepers have become a cultural comerstone in the Wastes. When
they pass through settlements, festivals are thrown feo celebrate their arrival. The
herdkeepers are a vibrant, welcoming people, and anyone can join them so long as
they promise to protect the Herd. Some early settlers from neighboring regions did,
long before the migration to the Wastes. Even today, there are those who make the
promise. The Herdkeepers accept anyone that is willing to live their way of life.
Should you break the promise however, you can no longer travel with the Herd. The
Herdkeepers do not shun these who no lenger wish to travel with them, some of them
were part of the formation of the towns that lie sprinkled along the Vea Veridian, but
you have still broken the premise, and you cannot take that back.

Alternate:

Qver time, the Herdkeepers have grown inte a significantly large group whe devete
their lives to following and protecting the Herd in their unchanging eycle. They revere
the Viyan as wise, beautiful beasts that will lead the way forward as night
approaches. The Herdkeepers occept anyone that is willing fo live their way of life.
Swearing to protect the Herd is a sacred oath—breaking it is heavily frowned upon,

an act that can not under any circumstances be forgiven. Any Keeper who deviates
from their cath by choosing to depart from their duties as a protector in any way is
shunned from the group. Keeping any Viyan-made items once leaving, and
attempting to interact with a Keeper or the Herd is strictly forbidden.



JAIRFOOT “JAREWELLS

Original:

[...] Fairfoot Farewells is a travel agency and survival course school where kooky
founder Vernon Fairfoot, an armadillo-folk, and their partner Wisp, a fypically quiet
and direct Advent, welcome inexperienced, aspiring travelers and prepares them for
journeying into the Wastes at modest fee.

Altermnate:

Fairfoot Farewells is a travel agency and survival course sehool where kooky founder
Vemon Fairfoot, an armadillo-folk, and his partner Wisp, a typically quiet and direct
Advent, welcome inexperienced, aspiring fravelers and prepares them for journeying
into the Wastes at modest fee.

SINFAGES

Criginal:

The colorful world of Skymning is full of folks from all walks of life, offering a range of
different kinds of characters to play. Though the Howling Wastes lack laws, it is certainly not
a place bereft of customs. Among those, in this ever-darkening world there is an emphasis
on respect, aid and synergy. Thus, the Howling Wastes lacks any and all ideas that any
Lineage would be superior to another.

The influence of magic on this world, however, is a new phenomena that may lead to some
people being uncertain of Advents due only to their unpredictable nature. Others, however,
may be fascinated with them and have questions regarding their magical abilities.

Alternate:

The colorful world of Skymning is full of folks from all different walks of life, offering a range
of different kinds of characters to play. From the hardy and adaptable Humans, to the wild
and free Animalfelk, to the magical and mystical Advents, the Howling Wastes is a place for
all.

However, with the influx of Umbra in these vast and barren lands, people grow more wary of
their neighbors. Advents, inherently unpredictable in their very nature, may therefore be
subject to questions, fascination and fear alike. It is not an uncommon thing for Advents to
be shunned from establishments and refused room and board, or enthusiastically herded
inta others by admirers or Umbral scholars.




Appendix D - Original PDF

The following pages contain the Original PDF containing Skymning Rulebook material.
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‘NOTE FROM INTERVIEWER

Hi there! Thank you so much for taking the time to participate in my
master thesis! All of your help and input is incredibly valuable to
me.

This PDF is only a few pages out of the Skymning sourcebook | am
working on with a group of friends & developers, which | have
curated with the hopes that it is enough for you to get a grasp on
the world, basic knowledge about one town within it, and
information about playable lineages. In the interest of not thrusting
too much reading upon you, there are most certainly gaps of
information and many pages have been cut short to focus on
certain aspects that pertain to my thesis.

As this is all early development material, please excuse any errors
and potential inconsistencies and keep that in mind throughout-
while feedback on the material is important for our development
process, it is not the point of my study and | therefore ask that you
instead focus on the world as it is presented to you, and the
potential stories and characters you, as a player, could create
within it. As my thesis focuses on queer inclusivity through language
in TTRPGs, | would also like for you to consider that if it applies to
you and your identity. This will be the focus of the interview.

Once again, thank you so much for taking the time to help. If you
have any questions, please do not hesistate to ask me.



SKYMNING

/’R'Yym:nin/

Swedish, noun
dusk ; twilight



‘[HE SETTING SUN

In the world of Skymning, night and day are cycles
of a thousand years in which societies grow and
adapt to survive, only to collapse as night falls.
This game starts at twilight, as the setting sun is
near devoured by the moon, and the shadows
grow ever taller. Within the darkness, creatures
and monsters rise from their millennia-long
slumber, unleashing magic and chaos into the
world. As these foreign powers encroach upon the
unprepared inhabitants of Skymning, they must
learn to navigate this new, merciless, and chaotic
world.

As the sun is setting in the north, having traveled
over the sky for nigh a thousand years now, the
brilliant sunset nearing a total eclipse is visible
from everywhere, the state of the sun the very
same throughout all of Skymning. The sun and
moon are godly beings of great power and
mysticism. Their movements are intentional and
precise, adhering to no traditional ideas of
cosmology.

Due to the technological state of the world and
how chaotically unpredictable the power of the
moon is, the inhabitants of Skymning have no real
idea of how to survive the night, as little to no
information exists from the last cycle. Having
watched the sun climb steadily down the horizon
for 200 years, people within the world prepare for
oncoming threats and adapt to new conditions
without any real knowledge of what may come.
The only lasting knowledge of what the last night
brought is through the existence of animalfolk
(p-28) who have since become an integrated part
of the world.

Around 60 years ago, the first glimpses of magic
were seen in the Howling Wastes, its potency
growing exponentially with more and more people
being able to harness it for their benefit, and
more magical beings, both benevolent and
malevolent, creeping out of the shadows.

The introduction and appearance of magic has
had a great impact on the world and its
inhabitants. Some areas, such as mines, caves,
and other places always shrouded in darkness
became immediately uninhabitable and
particularly dangerous, leading many to have no
choice but to stop their production entirely;
inhabitants of Skymning have had to quickly adapt
and circumvent their needs, causing toil and
trouble in many areas as they scramble to find
solutions and work together even in the face of
dire circumstances.

Skymning is a world defined by the oncoming
night, as it is now more important than ever that
people band together to learn as much as
possible of the new world in order to figure out
how to survive. 20 years from now, the sun will
have set completely—it is a time of adapting,
learning, uncovering, and recording knowledge,
new and old. Living in a world of change and
uncertainties, characters in Skymning are
resourceful and inventive, finding ways to thrive in
conditions of long-lasting days and nights



‘THE H{OWLING “RIASTES:
MAP AS OF ANGLE 176

Charted in consultation with professor Kira
Calloway of the Vespera Institute




‘MAGIC & THE ZIMBRA

In Skymning, all things otherworldly and
magical is referred to by the encompassing
term Umbra—things which have come out of
the shadows of the setting sun. It refers to both
monsters of great magnitude and smaller,
more local spirits.

Out of what many consider to be the capital of
The Howling Wastes—Dustharrow—research on
all things Umbra is being conducted to learn
more of this phenomena out of the Vespera
Institute. The following classifications of umbral
beings have been made by scholars and are
generally agreed upon:

Shades are reflections of reality. These have
limited sapience and are often more chaotic in
nature. Shadecallers call upon these to cast
spells and utilize magical abilities.

Advents are humanoid and sapient, influenced
by humanoid society in their desires and
thinking, driven by far more sapient desires
than any recorded spirits. They can appear as

anything.

Incarnations/Harbingers are either
gatherings of shades or very old beings,
generally more powerful than shades or
advents on their own. An example of an
incarnation could be a group of shades
clinging onto the memories of a corpse, and
thus becoming an approximation of that
person’s ghost. Another example could be a
very old shade resting in a volcano, gathering
power for its next eruption. A harbinger is a
type of incarnation that is theorized to be a
precursor to a primeval.

Primevals are forces of nature in scope, though
not necessarily literally. These are not actually
confirmed to have ever been seen by anyone, and
researchers at the Vespera Institute argue
whether or not these things exist. Logically, they
should.

As the world is ever-changing and magic is
completely unpredictable, these classifications
may not be fully accurate nor always true, but are
based on the observations of scholars on Institute-
funded missions.

Over time, people have learned to utilize magic
and the Umbra for their own gain, such as the
Shadecallers conjuring shades to aid in combat.
Others, such as the Pactweavers, have learned to
communicate with the Umbra, though
communication is difficult and rarely easily
understandable as many lack language, to reach
agreements and ensure safe passage for people
and continue important production in more
exposed and dangerous areas, such as mines or
towns particularly close to No Man’s Land.



‘[HE HERD
& ‘FIERDKEEPERS

When the animalfolk first appeared in the Howling
Wastes last sunset, most resided in the Roars. In its
cliffs and canyons, places of shelter could be found,
providing protection from the creatures of the night
and cover from the winds that swept through the
labyrinthian paths of the mesas. However, as dawn
drew near, many set out east where they found
gravely plains basked in the faint light of the morning
sun.

Away from the rivers of the Roars, plantlife here was
sparse. The monsoons blowing in from the southwest
kept the greater desert of the barrens at bay, but the
land still frequently dried out, and farming proved
more difficult than it had first appeared. And with the
sunrise came the heat, scorching the skin of a people
who up until now had only known a chilly night. To live
here would mean to be at the mercy of the whims of
the land, to make your own shelter where there was
none.

A typical Herdkeeper and an adult Viyan.

That's when they found the Herd. A large group of
horned mammals that seemed to have an innate
connection with the Plains. They always knew when
the rain arrived, and where the soil was most fertile in
the weeks that followed. The Animalfolk looked to
these animals for guidance, and began following
them in order to survive. They named the mammals
Viyan, “promise”, as they swore to protect the beasts
that provided them with means of life. With time,
those following the Viyan became known as the
Herdkeepers, and their duty to protect those that first
taught people to live in the Wastes came to be seen
as sacred. They follow the Vea Veridian, “the green
path”, and live off of what the Herd leads them to,
constantly moving in the same circular path. With the
strands of hair that grow on the Viyan's chin they
make clothes. With the pelt of the deceased they
make tents. With the horns and bones they make tools
and weapons.

Over time, the Herdkeepers have become a cultural
cornerstone in the Wastes. When they pass through
settlements, festivals are thrown to celebrate their
arrival. The herdkeepers are a vibrant, welcoming
people, and anyone can join them so long as they
promise to protect the Herd. Some early settlers from
neighboring regions did, long before the migration to
the Wastes. Even today, there are those who make

the promise. The Herdkeepers accept anyone that
l is willing to live their way of life. Should you
> break the promise however, you can no longer
travel with the Herd. The Herdkeepers do not
shun those who no longer wish to travel with
them, some of them were part of the formation
of the towns that lie sprinkled along the Vea

Veridian, but you have still broken the promise,
and you cannot take that back.



(DIMIES & SETTLEMENTS

ORIFTERS REST

Cresting the final hills of the Plains, it is near
impossible for one to miss the sprawling city of
Drifter's Rest; a colorful, immensely vast collection of
tents mark the outskirts which eventually turn into the
wooden buildings of the core town settled long ago.
Acting as the middle point between the Roars and
the capital Dustharrow, Drifter’s Rest serves as an
important rest stop for all who wish to delve deeper
into the deserts of the Howling Wastes.

A centerpoint of trade and travel, Drifter’s Rest offers
many leisures for the weary traveler, such as
gambling dens, colorful taverns with entertainment
and drink, and arranged festivals of trade and
games. As such, it has over time become a vibrant,
eventful haven for both those who seek the simpler
pleasures and those who wish to venture further east,
a melting-pot of people of all walks of life with few
who stay there long term.

Of those who settle down, many are farmers or
proprietors of businesses, lives adhering to the
belltower that stands tall in the middle of the city
which rings loudly to signify the start and end of each
sleep cycle. Regardless of purpose, all congregate
eventually here at the marketplace on the
cobblestone square that surrounds the belltower.
Here, one can find just about anything they might
need, from produce to weapons to animals. This
market is one of The Howling Wastes largest trading
pools, and usually the primary reason an adventurer
might make time for a visit.

Due to the vast amount of people who pass through,
Drifter’s Rest is governed by a handful of rules that
are closely monitored by sheriff Viper Callahan and
their force of peacekeepers. Among these rules is the
obligatory weapon hand-in at the gates of Drifter’s
Rest proper. In the campsite, these rules are more
lenient and easier to bypass quietly. Lost in the sea of
canvas and leather housings, it is not a difficult feat
to do things under the table, such as acquiring
information or products that the Viper may not
otherwise let slide. These are usually costly affairs,
but a worthwhile penny to spend should a person
want to avoid run-ins with peacekeepers.

NOTABLE ESTABLISHMENTS:
SARFOOT <FAREWELLS

Fairfoot Farewells is a travel agency and survival
course school where eccentric founder Vernon
Fairfoot, an armadillo-folk, and their partner Wisp, a
typically quiet and direct Advent, welcome
inexperienced, aspiring travelers and prepares them
for journeying into the Wastes at modest fee. They
also rent out mules and horses which renters may
hand in or trade for new ones along Fairfoot Stations
on the road to Dustharrow. Finally, Fairfoot Farewells
offers travel guides who escort groups of people to
their desired destinations, keeping them safe on the
road. This, of course, also comes at a great fee.

While considered by many to be a bit of an odd one,
Vernon Fairfoot is realistic and sets adventurers up
for success. Though he can never guarantee his
students’ or renters’ survival, he does his best to
prepare them for what may come and likes to
advertise his services through the success rates.
Currently, their success rate sits at a (maybe not
entirely truthful) 96%.



‘PLAYABLE SINEAGES

The colorful world of Skymning is full of folks from all
walks of life, offering a range of different kinds of
characters to play. Though the Howling Wastes lack
laws, it is certainly not a place bereft of customs.
Among those, in this ever-darkening world there is an
emphasis on respect, aid and synergy. Thus, the
Howling Wastes lacks any and all ideas that any
Lineage would be superior to another. The influence
of magic on this world, however, is a new phenomena
that may lead to some people being uncertain of
Advents due only to their unpredictable nature.
Others, however, may be fascinated with them and
have questions regarding their magical abilities.

All playable lineages come with suggested Lineage
Features (p. 60), though note that these are merely
suggestions and ultimately it is up to each individual
player to choose what makes sense to their character
and backstory.

All lineages in Skymning live between 80-100 years

and share a common language.

4¢lUMANS

Humans have inhabited the Wastes for around 300
years since they followed Cavanaugh into the Roars
and found a home there. Although not inherently
magical, they have adapted swiftly to the
environment and the conditions forced upon them.
How they have adapted to the harsh desert world
may vary depending on where they grew up, the
culture surrounding their home or their way of living.

An individual who grew up in the Chimneys may have
developed Tough Skin to handle the sandstorms.
Another whose home is located near where many
Umbra dwell might be more prone to have an Umbral
Connection. An outlaw, running from the law of
another city, might have sharpened their teeth in
order to always have a means of attack or defense,
and therefore given themselves a Natural Weapon.




ADVENTS

Advents are a category of shades or shade-touched
humanoids who walk the line between two worlds,
heavily influenced by humanoid society yet defined by
the setting sun. As shadows grow darker and taller,
mystical beings are coming out of hiding or suddenly
appearing in random locations of the world; advents,
a result of this, are inherently magical mystical beings
who often find themselves enamored with and
fascinated by the societies in these strange new
lands.

The limits of what an advent can be are endless.
Some advents are chaotic, scheming and aim to
spread destruction, while others are much more
peaceful and seek to make friends or simply explore
this world previously unknown to them. Some advents
are easily mistaken for any other humanoid, fully
integrated into society. Many advents simply spend
their time searching for community and belonging, as
they often lack families and deep connections.

Consider what your advent is, their goal and how they
came to be. They could be a physical manifestation
of an urban legend, a little child's imaginary friend
come to life, a creature having rested for thousands
of years, suddenly awoken as the eclipse is nigh. Your
advent might be a ghost, perhaps haunting a village
or individual. Perhaps they are a humanoid cursed by
a spirit or maybe they were born this way as a result
of their parents’ pact. They could also be the child of
an Umbra. Consider your advent’s origins and how it
affects their personality and backstory.

Being connected to an Umbra will usually present
itself through some visual means. Advents can look
any which way, ranging from fully humanoid-
presenting to completely magical, immediately
noticeable as something not of this world. Their
umbral connection might present itself through means
of unnatural skin colors, horns, patterned skin, a tail
etc. Some cases may display more extreme features
such as an extra set of eyes or arms, backwards feet,
longer limbs etc. Anything goes in Skymning! These
have no inherent mechanical benefits, though you
may choose a Lineage Feature to align with your
chosen umbral influence.

As the advents are the newest addition to the world
coming with the sunset, which is widely regarded as a
time of tribulations, many people are scared of them
or simply don't grasp their nature. Some people might
assume hostility, while others will be reverent or in
awe. If you are playing an advent, consider how the
reactions you've gotten in the past, if you have
encountered humanoids before, influences how you
approach social situations. Do you try to hide your
nature?

No one knows how long advents live as the oldest
ones have been around for only around 30 years.
Whether your advent ages or not is up to you, in some
recorded cases it seems they stay the precise same
way they came into this world as.

_GXAMPLES OF ADVENT )RIGINS :

As circumstances regarding advents are not fully
explored nor known, your origin could be anything you
want. The following are some recorded examples of
how you might have come to life and the type of
advents you can expect to meet within the world:

JRACTURED
Touched by magic in some way, fractured are people
affected by the magical influences of the setting sun.
This could come to be through a slew of different
means. Your character might be cursed after
uncovering information or an item they shouldn't have
and have as such become heavily affected by the
magics of the world. They could also have been born
to a family who made a deal with an Umbra and in
upholding their end of the bargain, you came out
fractured. Maybe one of your parents is an Umbra, or
maybe you have simply chosen to align yourself with
an Umbra in exchange for aid or power.

Consider how you came into touch with umbral
powers and your relationship to that origin. How does
it present itself on your person? Are you still close to
your parents if they are the reason you feel different?
Are you friendly with the Umbra that made you? How
does this affect your character?



SOUNDLING
Foundlings are advents taken in and embraced by
non-advents. Some cases may entail a young advent
being taken in and raised by a family of Humans or
Animalfolk, other cases might include a drifting
advent becoming friends with or falling in love—
regardless, a foundling has been integrated into
some community of people and are now comfortable
and familiar with their ways. Because of this, your
character may find it easier to navigate humanoid
society than other advents, but such does not have to
be the case.

Consider who took you in and how your relationship
with them has developed. Are you still in touch with
them? Have you always known you are an advent or
were you raised to believe you were like the people
that took you in?

“WISHED E)NE

A wished one is an advent come to be through the
means of someone else—a family desperately wishing
for a child, a little kid dreaming up a best friend or
perhaps a person manifesting their ideal partner.
Wishing upon a star may, in very rare cases, lead to a
wish come true and so you have come to be. Some
wished ones appear as children, others older. Some
come with a head full of memories of a life not
actually lived, others must learn everything anew.

Consider how, why, and who wished you to be. Are
you pleased with your circumstances or have you fled
them, realizing your personality does not align with
what they had imagined? When did you realize you
are a wished one?

““AGABOND

Vagabonds are advents without ties to any other
people. They may have, as some Umbra do, simply
come to be one day, climbing out of a shadow with a
vague purpose and desire being their driving force.
They might have been made by other Umbra, now
sent out or perhaps banished out into the world.
Vagabonds are searching for something, a whisper or
presence at the back of their mind, guiding them
through life. A vagabond's guidance can be smaller,
trivial and more lighthearted things or more chaotic,
maybe even evil.

Consider how you were made and what purpose has
always been there for you. It could be as vague as
purpose or community, or something more specific,
such as finding a particular person or searching for a
specific item. It could also be a desire to do
something, such as learn how to read or spread
chaos through arson. What is your vagabond’s driving
force?

N . 3




LK

Born from this land during the last night, animalfolk
are a kind of humanoid evolved from animals residing
in the Wastes who were granted intelligence and the
ability to speak. As such, they were able to survive.
Many believe this blessing to have been bestowed by
the goddess Mara. Others claim it as the light of
Junia.

Bipedal with opposable thumbs, animalfolk are much
larger than their animal counterparts, and are a
common sight throughout the Wastes, living and
working alongside Humans and Advents. Animalfolk
are well respected, especially in the Howling Wastes,
as they have known the land for far longer than the
first Human who ventured here.

Though Animalfolk can be found in all cities in the
Wastes, there are still some thriving communities
remaining from the last night. Such places could be
settlements of huts constructed on the dunes in the
desert, or the underground tunnel-networks they once
solely inhabited.

The animalfolk of the Howling Wastes include, but are
not limited to the following types. Players are
encouraged to, at the discretion of the Narrator,
create their own animalfolk if they so wish. The
Wastes are vast and full of different animals typically
found in such regions that may have gained
sapience. It is also fully possible to draw inspiration
from other regions, such as the western forest from
which a badger might hail or the northern tundra
where an arctic fox might be found. Using the
Lineage Features, it is possible to further support your
vision of your animalfolk.

ARMADILLO

Armadillo-people are generally 4-5 feet tall
humanoids with complete features of an armadillo
such as shells, claws, a tail and a keen sense of smell.

A common practice and long upheld tradition
amongst some, though not all, armadillo-people, is to
record their history by painting on their shells, small
scenes and portraits to commemorate important
moments of their lives.

SFENNEC (DESERT FOX)

The fennec are generally 5-6 foot tall humanoids with
vulpine features such as large ears, fur, a tail and a
snout.

Some fennec uphold the tradition of matching ear
piercings with close friends, loved ones, family, or
with anyone with whom they share a particularly
important relationship. These decorated ears
displaying their relationships is a point of pride for
many who engage with this practice.

_SAURIAN

The saurian are generally 3-4 foot tall humanoids
with reptilian features such as pointed scales, tails,
and horns.

A widespread, although not always practiced,
tradition among saurian is the process of creating art
with the skin they have shed. This varies from
incorporating it into jewelry making, to creating
textures on the glass of windows. Their skin is
sometimes also used in some circles for medical
means. This may be as patches applied to the skin to
handle issues such as blisters, boils and sores.
However, the shedded skin might also be used in
ointments and salves.
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