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 Games 

 Intersectional 
Symposium

What is the...

Games Intersectional Symposium 2025 · Zine of Abstracts & Reflections · CC-BY 4.0”

The Games Intersectional
Symposium (GIS) is a space for
marginalized voices in games to
connect, create, and reflect -
through research, storytelling,
design, or community practice. 

Following an open call, 12
contributors joined us for the

symposium to present their games,
research, and work, each  centered

around the topics of games and
intersectionality.



    You can find...

 the Symposium took place on the

    In this ZINE, we collected       

  of the speakers & organizers  

  thoughts & reflections   

5

19th 20th&

September 2025

 and much more! 

...info about the speakers 

...abstracts of their contributions

...links to game demos
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Our Intersections



why 
intersectionality?

Video game culture, development, and research are not
separate from these dynamics. Because people with
intersecting identities often face more barriers and
have access to fewer resources, we wanted to create a
platform that centers marginalized people in games and
supports their work, thoughts, research, and creations.

Intersectionality is a concept developed by legal
scholar Kimberlé Crenshaw to describe how different

forms of oppression, such as racism, sexism, ableism,
classism, don’t act separately, but overlap and

reinforce each other (Crenshaw 1989; Crenshaw 1991).
For example, a queer migrant woman may face barriers

that can’t be explained by sexism or xenophobia alone,
because these systems stack up in ways that change what

everyday life looks like.

7

The GIS 25 contributions collected in this zine reflect
this focus. Here, we explore topics of resistance,

social change, queerness, representation, embodiment,
neurodiversity, trauma, and empathy. Some pieces offer
critique of games and game cultures; others share demos

and game design experiments that center lived
experience and open new paths for self-expression.

Crenshaw, Kimberlé. 1989. “Demarginalizing the Intersection of Race
and Sex: A Black Feminist Critique of Antidiscrimination Doctrine,
Feminist Theory and Antiracist Politics.” University of Chicago Legal
Forum 1989 (1): 139–167.
                      
Crenshaw, Kimberlé. 1991. “Mapping the Margins: Intersectionality,
Identity Politics, and Violence against Women of Color.” Stanford Law
Review 43 (6): 1241–1299.

Crenshaw TED Talk

https://www.youtube.com/watch?v=akOe5-UsQ2o
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Speaker’s

Contributions



Based on Ruberg’s notion of queer play, in which video
games “can become platforms for playing at the
boundaries of heteronormativity – or for disrupting and
dismantling heteronormativity itself” (Ruberg 2019, 15),
this talk explores the queer representation, potential
and shortcomings in The Sims 4 (Maxis 2014). As a
franchise, The Sims (Maxis 2000-2014) has always
included queer identities, and the latest instalment
proves to be the most diverse, with detailed
customisation options for player characters’ sexuality,
gender, relationships, appearance and personality. This
talk focuses on a variety of aspects that make The Sims
4 a queer game, including avatar creation and
customisation, gameplay and player experience, explicit
representation, relationships, and cosmetic and build
items, as well as the potential for players to queer the
game even further without influence from the developer. 

9

Nic Kilzer BA MA is a PhD student and external lecturer at
the University of Klagenfurt, Austria. Their research
interests are broad and include cultural, literary, media
and game studies as well as gender and queer studies. Their
dissertation concerns depictions of queer resistance to
normativity and hegemonic societal structures in fantasy,
science fiction and horror media, and their real-world
impact. Most recently, they have published a paper on queer
representations in Dragon Age: Inquisition and given
presentations at the Video Game Cultures conferences in
Klagenfurt (2023) and Birmingham (2024). 

Abstract (1/2)

About Nic

Hi! I’m Nic
 (they/them)

Queering Play and 
Playing Queer in The Sims 4
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Abstract (2/2)

Hi! I’m Nic
 (they/them)

The main methodology of this talk is
autoethnography. An autoethnographic approach
allows me, as a queer player of The Sims 4,
to connect my personal experiences to the
broader cultural and social impact of the
game. The combination of autoethnography,
game analysis and cultural context provides a
well-rounded exploration of The Sims 4 as a
“safe haven” for (queer and otherwise
marginalised) players. At the same time, The
Sims 4 will be analysed critically,
highlighting issues such as capitalism,
hegemony and intolerance within the player
community. As with all my research, I am
committed to intersectionality and a
sensitive approach to difficult topics; thus,
other aspects of identity, such as race and
disability, will also be taken into account
in this analysis. 

This topic is important to me

because...

...as a queer player, I am always looking for
ways to express myself in this medium without
having to look for a hidden “gay button”. 
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...that developers continue to champion
diversity and inclusivity without just
ticking a box. Particularily with the
recent sale of ea to conservative entities,
it is more important than ever to
highlight marginalized voices. 

If there’s one action based on my

contribution I’d like to see, it’s…

...the amazing diversity in background,
knowledge and identity of everyone
who contributed.

What stood out to me during

discussion at GIS was... 

Queerness

Game Analysis

Autoethnography



In the field of Performance Studies, cosplay has been gaining
increased attention in the past decades. Particularly from a
sociological perspective, this practice is not just a form of
performance art, but also a form of role-play that emphasizes
the connection between the cosplayer and their body. For people
who experience gender dysphoria, the fact that the physical body
plays such an important part may initially be a challenge, since
the body they are born in may not align with their gender
identity. However, I propose a different perspective upon the
notions of “role” and “character” when it comes to cosplay that
presents the body as an opportunity rather than a limitation. By
engaging with the language of sociologist Erving Goffman, who
uses “role” as a multifaceted and interdisciplinary term that
can be applied both to roles one plays in a performance but also
to roles one has within society, I argue that the role that a
cosplayer embodies at a convention is inherently different from
the roles they occupy in everyday life, but also different from
the role of the character their costume is inspired by. Thus,
within the space of the convention, a new role and character
emerges, and the cosplayer has certain freedoms in customizing
this character. 

12

Alex is currently enrolled in the MA program American
Studies at the Johannes Gutenberg University in Mainz,
Germany. He has a BA degree in Theatre Studies with American
Studies as a minor. He is particularly interested in gender
and queer studies, especially in the context of plays and
performances. Alex also does practical field work as an
actor and a cosplayer.

Abstract (1/2) 

About Alex

Hi! I’m Alex
 (he / him)

The Role of the (Queer) Body in Role-
Playing Practices – An Autoethnographic
Analysis of Cosplay Experiences



In this talk, I argue that the process of creating this new role
enables queer cosplayers to explore their gender identity.
Researchers before me have asserted that conventions are liminal
spaces which are on the edge between the real world and a
fantasy world. As liminal spaces, these rooms are partly
disconnected from the established gender standards of society,
and they offer the flexibility for cosplayers to experiment with
their bodies. For this talk, I will be conducting an
autoethnographic analysis of my own experiences as a transgender
cosplayer who grew up in a heteronormative society with strict
traditional gender roles. Disclosing my background is important
to me in order to highlight why cosplay represents a unique
opportunity for me to explore my body and gender presentation. I
will be focusing particularly on cosplays of characters who
themselves present outside of the traditional gender roles when
it comes to their outer appearance. At the end of this talk, I
would like to offer the opportunity for other attendees who have
experience with cosplay or other forms of real-life role-
playing, such as LARPing, to tell their own stories. I am aware
that my own experience is strictly subjective and that every
queer person might perceive their body and their gender
differently, so I want to emphasize that this talk is merely a
small contribution to the ongoing conversation about queer
representation in convention spaces. The goal of this
contribution is to stress the importance of practices such as
cosplay in the struggle for visibility of marginalized groups,
since they offer people a space to express themselves freely and
to view their body in a different light. Furthermore, I hope
that my talk will open the floor for further research in terms
of how this approach can be applied to similar practices, like
LARPing and how this perspective on embodied roles can be used
as a technique beyond the queer lens to other intersectional
groups.

13

Abstract (2/2) 

Hi! I’m Alex
 (he / him)
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… People finding spaces in society where
they can be themselves and experiment, be
it conventions or anywhere else.

If there’s one action based on my

contribution I’d like to see, it’s…

… The practice described has personally helped me
explore my gender identity.

What stood out to me during

discussion at GIS was... 

Queerness

Autoethnography

Performance

This topic is important to me

because...

… How intertwined theatre and video games
can be.



Have you ever seen a character creator that allows you to design a
female character who is taller than a male character? What about one
that lets women weigh more than 55 kg? Or lets you pick any body type
other than curvaceous? And the real question—have any of these game
designers met a real life woman before? Even as character creators
become increasingly customizable, they frequently still limit options
in ways that reinforce strict ideas of gender, as well as beauty
standards that are frequently ableist and racist. Even in supposedly
progressive games like Cyberpunk 2077, while you can customize your
genitals (which the game got a good deal of press for), you can't get
top surgery. Or, god forbid, have a woman be tall. By limiting
customization options on the basis of gender, these character creators
perpetuate ideas of what "men" and "women" are that are not based in
any kind of biological reality and do not accurately reflect the
diversity of the world around us. In addition to discussing this issue
and how it can perpetuate internalized biases and gender roles, I will
also be presenting a short game prototype designed to call attention
to this issue by satirizing the arbitrariness of these limitations
placed on character creators.

Customizable* - Character 

Creators in Games

15

Eileen Carette is a Master’s student in Game Studies and
Engineering at the University of Klagenfurt in Austria.They have
a Bachelor’s degree in Computer Science from Western University
in Ontario, Canada. While their background is in technical
sciences, they have long held an interest in the humanities, and
have done work in subjects ranging from literature studies to
anthropology to musical theatre. Eileen is particularly
interested in how mediums can shape narratives, and enjoys
applying a technical and detail-oriented lens in order to delve
into how creators can craft effective stories.

Abstract 

About Eileen

Hi! I’m Eileen
 (they/them)
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...Character creators that don’t include
gender-based restrictions. Sliders for
everything.

If there’s one action based on my

contribution I’d like to see, it’s…

...Arbitrary gender-based restrictions in character
creators perpetuate and reinforce strict ideas of
binary gender, which is not only frustrating to me
personally as a non-binary person, but also
promotes false ideas of clear differences between
men and women that are then used to justify
systemic oppression.

Queerness

Game Demo

Character Creators

This topic is important to me

because...

          play the game here!

https://eyeofthedragon.itch.io/your-average-character-creator


Intrapology is about how people make worlds together, and the
cataclysmic social fragmentation that threatens to unmake them.
It is a series of online interactive performances representing
the experiences of neuroqueer and chronically ill people.
The question is, why are we earthbound beings socially
constructing a giant shithole? And is it possible to engage
purposefully in worldbuilding for a better future?
We shared Assigned Earth at Birth (Intrapology Episode One) at
Games Intersectional as a live table read using our open-source
software Intrinsink in Gather.town, which participants
contributed to by voting, writing, and reading.

Assigned Earth 

at Birth

17

Intrapology combines games and theatre, through an innovative
format designed for audiences that are excluded from in-person
venues due to disability, chronic illness, or inequality.
Our series of online interactive performances focuses on video
calls between alien anthropologists studying our world. The
audience collectively shapes the story, through a web app that
looks like the protagonist’s computer desktop.
Our diverse team is majority LGBTQ+ and disabled or
neurodivergent.

Abstract: 

About Intrapology:

Hi! I’m Zoy!
 (they/them)
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More online-first hybrid art that
centres queer disabled folk

If there’s one action based on my

contribution I’d like to see, it’s…

different views on what utopia or dystopia
look like, what empathy means, etc.

What stood out to me during

discussion at GIS was... 

Access

Art sharing

Performance

This topic is important to me

because...

I am a chronically ill artist and don’t get
to go out to shows as much as I’d like



Social innovation emerged as a solution to numerous global
challenges. Education has the potential to increase awareness of
these challenges and to shift mindsets towards more sustainable
practices. Leveraging different methods and tools for knowledge
dissemination is important to make a stronger impact. There is a
growing interest in video games and their role in education.
However, we lack insights concerning their application in social
innovation education and teaching. Therefore, this study
explores the educational video game Eco, building on
autoethnographic approaches and players’ online data to
accommodate the experiences with the game. The findings show
that the game’s design facilitates different modes of learning
that, in turn, enable social innovation competencies, including
systems thinking, problem solving, and communication and
collaboration. The study shows that video games like Eco have
the potential to be powerful tools for learning. Furthermore, it
provides practical implications for implementation in teaching
settings.

19

Milica Marković is a Predoctoral Researcher and Lecturer at
the Department of Innovation Management and Entrepreneurship
at the University of Klagenfurt, Austria. Her research and
teaching interests include Social Innovation, Circular
Economy, and Sustainable Entrepreneurship. Patrick Gregori
is a Senior Scientist at the Department of Innovation
Management and Entrepreneurship at the University of
Klagenfurt, Austria. His research and teaching interests
include Entrepreneurship, Sustainability, and Business
Models. 

Abstract: 

About Milica & Patrick

Hi! I’m Milica
 (she / her)

SOCIAL INNOVATION AND VIDEO
GAMES: EXPLORING IMPLICATIONS
FOR LEARNING AND TEACHING
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...More people involving in social
innovation activities and contributing
to change. 

If there’s one action based on my

contribution I’d like to see, it’s…

...We should have more academic research on video
games that challenge the notion of games being used
solely for entertainment. Additionally, there is a gap in
research regarding how to teach social innovation,
and examining this topic through the lens of
gamification could contribute valuable insights to the
discussion.

What stood out to me during

discussion at GIS was... 

Learning

Game Analysis

Social Innovation

This topic is important to me

because...

...Openness and inclusivity which address people's
diverse interests regarding video games, as well
as the areas they chose to discuss.



“Congratulations, You’ve Chosen Poorly” is a choice-based interactive
short story that invites players into the fractal terrain of
neurodivergent embodiment - specifically, the daily navigation of
AuDHD (combined autism and ADHD). Drawing inspiration from Slay the
Princess (2023), Ryan North’s Romeo and/or Juliet (2016), The Stanley
Parable (2013), and The Wolf Among Us (2013-14), this meta-narrative
uses branching paths, looping logic, and narrator/player friction to
explore how perception, emotion, and identity can fragment and reform
under the pressures of masking, miscommunication, and sensory
overwhelm.
Through feminist and queer storytelling strategies, the piece also
unsettles the binary assumptions often embedded in choice mechanics
and dialogue systems, instead highlighting the fluidity,
contradiction, and exhaustion involved in trying to be legible within
neurotypical frameworks. Interrogating how games (and life) construct
“rational” versus “irrational” responses, Congratulations, You’ve
Chosen Poorly asks what it means to play roles you never consented to,
and whether empathy can emerge not from clarity, but from shared
disorientation, miscommunication and ostracism.
This contribution - comprising a creative narrative and a short
reflexive companion piece - contributes to ongoing conversations
around access, identity, and the politics of play, positioning
creative writing as a critical tool for reimagining player
subjectivity.

Congratulations, You’ve

Chosen Poorly

21

Dr. Laura Arnott is an independent scholar whose work focuses on
digital screen media through the lenses of gender,
transcultural, and queer studies. Her doctoral thesis examined
the methods involved in articulating the embodied experience of
“Japaneseness” as evoked through Japanese Role-Playing Games.
She has presented games research at institutions including
Bangor University, Klagenfurt University, Birmingham City
University, and Liverpool John Moores University. Her
forthcoming publications include an article on Final Fantasy and
queer play (Sidestone Press, October 2025) and a study of
monstrosity in dating simulation games (Peter Lang, Spring
2026).

Abstract

About Laura

Hi! I’m Laura
 (she / her)



22

...I’d like to see more creators and institutions
embracing self-reflexive forms of practice that
foreground neurodivergent experience as a creative
strength, rather than something to be adapted
around.

If there’s one action based on my

contribution I’d like to see, it’s…

...Congratulations, You’ve Chosen Poorly is a semi-autobiographical work
shaped by my experiences as an AUDHD, queer, and female creator. The
game explores the tension between self-perception, choice, and external
expectation -themes that mirror how neurodivergent and marginalised
identities often navigate intersecting systems of control. Designing it
allowed me to translate lived experience into a form that questions how
we “play” identity and agency within constrained structures. 

What stood out to me during

discussion at GIS was... 

Queerness

Game Demo

Neuorodiversity

This topic is important to me

because...

...The supportive, collaborative atmosphere of the symposium -
particularly how neurodiverse modes of thinking and communicating
were met with openness. It underscored how much we need academic
spaces that consciously accommodate different cognitive and sensory
styles, and how reframing conferences to include embodiment, and
slower dialogue can make participation genuinely inclusive.

          play the game here!

https://www.inklewriter.com/stories/254982


In many non-western conservative cultural contexts, queerness is met
with strong hostility. However, certain queer-coded characters in
fiction have been met with affection, even by those who express strong
anti-LGBTQ+ views. This essay explores this paradox through the lens
of a queer character- Bon Clay, from One piece, a Japanese Manga
series. Bon Clay is a flamboyant character who is an ‘Okama’- A
Japanese term used to describe homosexuals. While the identity of Bon
Clay is debated, the character, despite strongly representing the
LGBTQ community, is widely beloved among Indian Anime fans, who
identify to be predominantly anti-LGBTQ+. This reception reveals a
paradoxical contradiction where understanding the character design and
representation further can override cultural prejudice, creating space
for empathy without direct affirmation. In a media landscape like
India, where Indian mythology is resurging in games but stripped of
its pre-colonial queerness, this paradox becomes a powerful tool. By
examining how parasocial relationships, mythic narrative design, and
emotional framing affect audience reception, this piece proposes a
strategic framework for designing queer characters in games especially
within hostile or conservative societies.

Disruption through Strategic Game

Design: Challenging Caste

Transmission Using Interactive Media

23

I’m a queer, neurodivergent HCI graduate of an Indian ethnic origin
with a personal and academic interest in gaming. I grew up in a
conservative hostile environment and internalized toxic views while
struggling with identity. Gaming helped me build resilience and
unlearn harmful patterns in the absence of mental health support,
becoming a lifeline. Over time, gaming helped me survive, challenge
and reshape how I see the world.
My academic research focuses on Player-Computer Interaction. I've
written a couple of research papers on player emotions, behaviours,
mechanics, learning curves and I’m looking to pursue a PhD that
brings together games, mental health, and camaraderie. I believe that
gaming holds immense potential for emotional growth, social justice,
and healing. I’m extremely passionate about the discourse around
gaming and the industry, and deeply value symposiums like this as
communities where I can contribute strongly and be a part of.

Abstract (1/3)

About Skrikkanth

Hi! I’m Srikkanth
(they / them)



Bon Clay, from One Piece is a flamboyant character who is a part of
the LGBTQ+ community. They identify as an ‘Okama’ in Japanese culture.
While a specific identity isn’t attached to them, the community
usually considers Bon Clay to fall under the original definition of
Okama which is homosexual, and certain groups consider them to be
gender-fluid or Non-Binary. Despite embodying traits often targeted by
a queerphobic rhetoric, Bon Clay is paradoxically beloved by many
Indian anime fans, including those who otherwise express discomfort or
hostility toward queer identities. This contradiction points to the
emotional disarmament embedded in their design. Bon Clay sacrifices
themselves for friends, remaining fiercely loyal to the protagonist,
while providing levity in emotionally intense arcs. These traits
likely allow audiences to form deep parasocial connections that
override their cultural biases. In a context where real-world
queerness is demonized, characters like Bon Clay become emotionally
acceptable exceptions, revealing a powerful role in narrative framing
in enabling empathy for marginalized identities.

24

Abstract (2/3)

Hi! I’m Srikkanth
(they / them)

To contrast, Abby from The Last of Us Part II is a muscular,
morally complex character whose arc includes killing a beloved
protagonist, Joel. While she represents a form of queerness and
emotional vulnerability, her physical dominance and narrative
ambiguity challenge the emotional expectations of players. Unlike Bon
Clay, Abby offers no comic relief, no traditional sacrifice for the
hero, and no traits that culturally disarm resistance. As a result,
she is widely hated even beyond her actions, which reveals how
queerness, when presented without emotional buffers, is often punished
in popular media. This contrast with Bon Clay highlights the
importance of emotional design in character reception: it is not only
identity that provokes rejection, but how that identity is framed,
softened, or challenged within the player’s moral comfort zone.
Pre-colonial Indian mythology was rich with queer and gender-fluid
representations: from Mohini, the female avatar of Vishnu, to
Ardhanarishvara, the composite of Shiva and Parvati, and Shikhandi, a
trans warrior in the Mahabharata. Texts like the Kamasutra explored
sexuality with nuance beyond the heteronormative binary. However,
colonial influence and Victorian morality, later reinforced by
nationalist conservatism, led to the systematic erasure and
sanitization of these narratives.



Today, Indian mythology is resurging as a source of pride and cultural
identity in games like Raji: An Ancient Epic or Uncharted: Lost Legacy
or even upcoming AAA games in India like The Age of Bhaarat, which
centers the world and narrative core around Indian Mythology. However,
in this resurgence, the queer histories are almost entirely absent.
This erasure represents both a loss and an opportunity. Given the
emotional and cultural reverence Indian audiences hold for mythology
and parasocial relationships, carefully reintroducing queerness
through these familiar narratives can allow designers to restore
erased identities while disarming resistance through cultural
familiarity. In doing so, games can reclaim myth’s original
inclusivity while engaging players in meaningful, emotionally resonant
representation.
The paradox of Bon Clay’s acceptance reveals a subtle but designable
emotional pattern: queerness framed through traits like sacrifice,
mythic loyalty, comic relief, and deep friendship can bypass cultural
resistance in ways that direct identity affirmation often cannot.
While this should never replace authentic, unapologetic queer
storytelling, considering this approach as a starting point presents a
powerful strategy especially in conservative or postcolonial societies
where backlash is high and empathy is low. In Indian contexts, where
parasocial bonds with characters are intense and emotionally intimate,
such design strategies can likely serve as soft interventions: not
diluting queerness, but translating it into culturally familiar
emotional languages. While not a rigid framework, it can be a call for
designers and storytellers to observe which narrative traits provoke
empathy, and how they can be used to reintroduce erased queer
histories through games. In doing so, designers may find new ways to
challenge prejudice through contradiction over confrontation.
As someone who identifies as an Indian Queer and a part of the Indian
cultural context, I’m approaching this paradox as a lived tension over
just an abstract concept. The emotional acceptance of queer-coded
characters by queerphobic audiences is hopeful but deeply troubling.
It reveals design potential, but also the conditional nature of that
affection. There is a strong ethical risk in suggesting queerness must
be softened, sacrificed, or mythologized to be accepted. Indian
mythology is sacred to many, and queer lives are not narrative tools.
Yet ignoring these contradictions leaves the space open for tokenism,
erasure, or nationalist co-optation. This essay reflects on how
emotional resonance, if handled with care, can reopen doors that were
closed by colonialism and conservatism. It does not suggest compromise
of Queer character design. Games, with their unique capacity for
immersion and empathy, can carry that work forward if we are willing
to sit with the discomfort and design through it.

25

Abstract (3/3)

Hi! I’m Srikkanth
(they / them)
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...I’d like to see more designers, especially from the global south, and its diasporas,
approach game design as a space for radical justice and resistance. Create 
worlds that confront inherited harm, rather than reproduce it. 
Most of the research and change is situated and focused towards 
the global north – and I would love to take this further with 
exposure towards the immense potential that game-based 
research holds in the global south. 

If there’s one action based on my

contribution I’d like to see, it’s…

...I was raised within caste privilege, taught to see it as culture and pride rather than
hierarchy and harm and unlearning that system has been difficult as it is an ongoing
process of refusal. This topic matters to me because caste continues to survive and
harm quietly through family and diaspora – and I believe interactive media can be
used to interrupt that transmission. Games have immense potential to challenge the
beliefs we inherit before they become identity.

Resistance

What stood out to me during

discussion at GIS was... 

Social Change

Game Design

This topic is important to me

because...

...How deeply people resonated with the idea that games and research are, and
should never be neutral – that design itself can be an ethical and political act. I
loved how participants connected queerness, race, and other intersectional
elements as intersecting systems of exclusion that can be made visible and
challenged through gaming. 



Game development is at a creative standstill. We're
recycling systems, stories, and perspectives. Jack
Gutmann, Syrian refugee and Real-Time VFX
Artist/Generalist Artist, makes the case that
diversity is not charity or branding it’s survival.
Jack shines the light on how the lack of
marginalized voices isn't just unjust, it’s making
our games boring, repetitive, and financially
fragile. This is not about being "nice." This is
about keeping games alive.

No Diversity, No Games: 

Why Inclusion Is 

No Longer Optional

27

Jack Guttman is a Syrian refugee in Austria and an
award-winning game developer across art, real-time
VFX, game design, and gameplay programming. Known
for Path Out, re-launched by UNHCR for educational
purposes.

Abstract: 

About Jack:

Hi! I’m Jack
 (he / him)
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...for people in hiring and leadership to challenge their definition
of "qualified." The next time you see two resumes, one pristine, one
unconventional, I want you to ask why. The answer is almost
always that one person had a fair chance to work hard and
succeed, while the other had to fight just for the starting line.
Stop glorifying the inhuman "hustle" of working three 
jobs to survive. We need to move beyond the "pull 
yourself up by your bootstraps" myth and start 
building ladders instead. The action is simple: 
choose to see potential, and then take a 
chance on it.

If there’s one action based on my

contribution I’d like to see, it’s…

...Inequality isn't just about prejudice, it's about chances. I'm from
Syria, where computers were banned until the early 2000s. My
chance of pursuing computer science was fundamentally different
from someone born in Europe. If we only hire based on privileged
access to education and experience, we miss out on brilliant minds.
We need equity to level the playing field, and not just in jobs, but by
loosening language and education barriers for refugees. Beyond
the math, this is about survival. People from marginalized
backgrounds bring novel perspectives and problem-solving skills
that are the antidote to the creative stagnation killing our
industry.

Resistance

Social Change

Games Design

This topic is important to me

because...



This is a game that explores various mental illnesses and
reactions to trauma. It also explores themes of religion and
race, with the main character, Rikuto, being of mixed race and
dealing with depression, along with Shun dealing with the
struggles trans men face, Kumiko having anger issues, Unknown
being an empath and feeling worthless without serving others,
and Yuutsu having anxiety and self-harming as punishment. This
is an RPG visual novel hybrid. I wanted to share a game demo as
well as a medley of music from the game played on the piano. 

Game Demo:

Ascension Day 
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Ricardo: I'm a game design student of mixed race. I am
autistic, and have been struggling with mental illness for
most of my life. When I first started dealing with (at the
time) undiagnosed anxiety and depression at 14 years old, I
made Ascension Day to get some of the things I was feeling
off my chest. It just started as your traditional JRPG, but
it evolved into characters that had a little bit of me in
them. 
Rue: pronouns are she/they, the writing editor and
additional game designer of Ascension Day

Abstract: 

About Ricardo & Rue

Hi! 
We’re Ricardo (he/him)

& Rue (she /her)

            play the game here!

https://hexmozart88.itch.io/ascension-day-unity-demo
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...I just wish for people to be a bit more understanding
of mental health in general. I want them to see this
game and think of all the people they may have left
behind or forgotten about because of mental illness. 

If there’s one action based on my

contribution I’d like to see, it’s…

...The topic of mental health has been really close to my
heart because it is something that I struggle with on a
daily basis. 

What stood out to me during

discussion at GIS was... 

Art

Game Demo

Performance

This topic is important to me

because...

...A lot of other people struggle with this too, and it’s a
relief to see other people who are as passionate about
similar topics as I am. 

And I want the people who are affected by mental
illness to see this game and see someone
out there who understands them. 



As part of my MA thesis, I created a game in Twine called "An
Afternoon at Home". It is based on the analysis of an indie
visual novel ("Our Life: Beginnings and Always") from the lens
of radical softness, affect theory, and schema therapy.
Following ideas from these three approaches, this game does not
replicate childhood experiences but reimagines them in a way I
nowadays wish they had happened. 

Reimagining what

affects us: An

Afternoon at Home
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Tan Schütz finished the Master programme Game Studies and
Engineering at the University of Klagenfurt in the beginning of
2025. Nowadays, they teach in that very same program about video
games, representation, and queerness. Their research often
combines theoretical, activist, and therapeutic approaches to
understand how video games affect us, and how we can affect them
as systems and worlds. When their cat is not sitting on their
keyboard, they can be reached via tan.y.schuetz@gmail.com.

Abstract: 

About Tan:

Hi! I’m Tan
(they/them)



If there’s one action based on my

contribution I’d like to see, it’s…

... allowing yourself to not feel great
and productive. Take time for your-
self, to just be with your feelings and
memories.

... how the game resonated with you. Thank
you for your engagement and impressions!

What stood out to me during

discussion at GIS was... 

Queerness

Radical Softness

Therapeutic Games

This topic is important to me

because...

... it’s based on my own childhood and
something I can only share in few circles.
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The symposium is important to

me because...

What stood out to me during the

symposium was... 

If there’s one action I’d like to see

going into the future, it’s…

...It allowed me to meet and connect with
likeminded people while learning about
different perspectives.

...how much people connected about their
shared ideas, but also struggles.

...The Deconstruction of barriers for
marginalized people in Game studies and
game development! 

RACHEL
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The symposium is important to

me because...

What stood out to me during the

symposium was... 

If there’s one action I’d like to see

going into the future, it’s…

it’s proof that we can build academic spaces that take lived
experience seriously, value multiple ways of knowing, and make
room for playful forms of scholarship

How easy it felt to be understood. Nobody needed
convincing that games, identity, disability, trauma, and
community matter — we were already speaking the same
language, so connection felt natural, even online.

I’d love to see more conferences embrace mixed formats as a
legitimate way of doing scholarship, not only papers, but also demos,
performances, and creative writing, all treated as equally “serious,”
in the same track and hierarchy. 

KSENIIA
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The symposium is important to

me because...

What stood out to me during the

symposium was... 

If there’s one action I’d like to see

going into the future, it’s…

it helped me connect with like-minded people and
discuss topics that are otherwise ignored or
actively shunned in games-related spaces.

the diversity of topics discussed, and how in-
depth and specific some of the presentations
were!

people having more willingness to
listen to and understand others.

SHIVI
(THEY / THEM)
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The symposium is important to

me because...

What stood out to me during the

symposium was... 

If there’s one action I’d like to see

going into the future, it’s…

Coming from a tech background, I feel like there are
not enough academic spaces for people to be
unapologetically themselves, and I am happy that
we were able to create one.

How open people were about sharing their own
struggles, which helped everyone form bonds
with each other faster.

elitism being replaced with kindness
and respect for one another.

TOM
(HE / ANY)
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