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This thesis examines, with the use of a qualitative literature review, the following question: What
kind of queer game studies research does the game studio BioWare and its video games appear
in, and what do these appearances tell us about research into queerness in role-playing games?
Focusing on the variety of research methods, theories, and approaches applied to studying
BioWare games observable within the gathered literature, this thesis highlights the
multidisciplinary and intersectional nature of queer game studies, and seeks to get an
understanding of the meaning the diversity of methodological approaches and research topics
has on BioWare’s presence within queer game studies.

A great variety of research topics and methodologies applied to studying BioWare within the
gathered literature leads this thesis to draw the conclusion that BioWare’s presence within queer
game studies is a major one. This is due to both the diversity of past research focused on the
studio’s productions, and the potential for future examination of BioWare’'s queer content and
representational possibilities, in light of the studio’s past and current successes and uncertainties.
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review
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1 INTRODUCTION

In 2025, the gaming community and BioWare fans shared a sceptical reaction to the news
that Electronic Arts, also known as EA, a major game industry operator and the producer
of BioWare’s games, was in the process of going private, with an acquisition by a group
of investors which includes Saudi Arabia’s Public Investment Fund (Schreier, 2025a).
BioWare’s latest game, Dragon Age: The Veilguard (2024), reportedly disappointed EA
with its sales numbers, in addition to getting a somewhat mixed reception from fans
expecting a return to the well-loved tone and game design formulae of the series’ past
(Schreier, 2025b). Considering these factors, speculation about the production of the next
Mass Effect game, and even the studio’s overall future has run rampant within the fan
community. This uncertainty and speculation, however, is not necessarily new for the
studio, which is known for its occasional tumultuous game development cycle, and a
catalogue of games that have nevertheless captured the imaginations of fans and

researchers alike.

This thesis examines BioWare’s presence within queer game studies research, with the
use of a qualitative literature review, and with a focus on examining the methods, theories
and approaches utilized in studying BioWare’s role-playing games. This angle of
examination allows for the exploration of researcher interests, motivations, and
viewpoints related to BioWare’s games, and for the exploration of how queerness in
RPGs, short for role-playing games, is studied. BioWare was chosen as a focus for the
examination of queer game studies research, because of the studio’s relatively large
presence within said research, and because of the focused lens this choice provides into
studying queerness and role-playing games. BioWare games have had significant impact
on game production trends within the RPG genre, especially with their design choices on
game mechanics and storylines related to representation and inclusion. The possibility of
uncovering the influence these impacts have had on researcher interests and how BioWare

games have been studied is an intriguing one.

As its theoretical framework, this thesis situates itself, like queer game studies itself, into
the intersection of queer studies and game studies, as well as into the wider-arching
research interests of media studies in examining culture, communities, and media
environments. Examining queer game studies research is important, because the
continued development of any research field requires critical examination of the field’s

methodologies and research focuses, and understanding the interests and goals of queer
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game studies research furthers our understanding of the wider cultural structures and
processes related to games and queerness. The research question of this thesis is as
follows: What kind of queer game studies research does BioWare appear in, and what do

these appearances tell us about research into queerness in role-playing games?

The next chapter introduces some background information about BioWare, to give further
context for this thesis’ examinations. This is followed by chapter three, which explains
the theoretical framework of this thesis, including the use of the term gueer, and by
chapter four, which explains the research framework of this thesis and gives basis for the
choosing of the qualitative literature review as the research method for this thesis. Chapter
five presents the literature gathering process and the gathered literature, and chapter six
displays the different theories, approaches, and methodologies found within the literature.
Chapter seven discusses the implications of these findings within the bounds of this
thesis’ theoretical framework and research question, and the thesis finds its conclusion,

and its finishing thoughts, in chapter eight.



2 BIOWARE

This chapter introduces the reader to BioWare and its series of role-playing games, as
well as some of the discourse surrounding the studio. Having some background
information about the game studio, the communities and general discourse around its
games, and the various backlash its owner Electronic Arts has faced, will allow for a

deeper understanding of the topics this thesis examines, and the discourse it takes part in.

2.1 The game studio

Known especially for its role-playing video game series such as Mass Effect and Dragon
Age, as well as the occasional tumultuous development process, launch, or reception of
its games, BioWare is a game studio credited for its significant role in shaping the western
role-playing video game genre. Established in 1995, the studio has found success and
their place in the video game industry in their mission of “creating worlds of adventure,
conflict, and companionship that inspire you to become the hero of your own story”
(BioWare, n.d.). Alongside Mass Effect and Dragon Age, their work includes titles such
as Star Wars: Knights of the Old Republic (2003), Star Wars: The Old Republic (2011),
Anthem (2019), Neverwinter Nights (2002), Baldur’s Gate (1998), and Jade Empire
(2005), many of which have achieved high acclaim within the gaming community from

fans and critics alike.

Mirroring BioWare’s respectable past presence within the role-playing video game genre
is the presence the studio and its work have within the fields of research interested in
examining video games, gaming culture, and players. BioWare’s titles have captured
researchers’ interest especially with their approach to player choice and inclusion, as well
as due to the extensive and active communities of fans that have formed around

BioWare’s games and game series.
2.2 EA, community, and discourse

Discussions about BioWare often inevitably involve Electronic Arts, also known as EA.
The large video game publisher acquired BioWare in 2008, and talk about the possible
negative impacts of EA’s oversight started to be popular in the 2010s. In particular, EA’s
preference for a revenue structure based on live-service titles over single-purchase titles

has become well-known in the past decade, and this has sometimes been seen to be in
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conflict with the types of games BioWare has found success with in the past. Both Mass
Effect and Dragon Age have large fan communities, whose views of BioWare and EA’s
departure from what they see to be the core identity of their beloved series creates strife
between the community, developers, and publisher. Adding to this discourse, as discussed
by Burgess and Jones in their article Exploring the forced closure of a brand community
that is also a participatory culture (2020), BioWare’s forums were shut down in 2016,
which, as they argue, shuttered both a platform for community interaction, material and
feedback, as well as a valuable branding tool and an avenue for BioWare to connect with

its community (Burgess & Jones, 2020).

The previously mentioned conflict of EA’s preferred revenue structure is brough up
alongside game engine struggles, work environment problems, and frequent personnel
changes by Jason Schreier, a well-known game industry journalist, when examining the
tumultuous development of Anthem (BioWare, 2019) in his 2019 article How BioWare's
Anthem Went Wrong. The failure of Anthem, as well as the poor launch of Mass Effect:
Andromeda (BioWare, 2017), and EA’s pay-to-win loot box controversy around Star
Wars Battlefront Il (DICE, 2017), as examined by Jackson (2019), all undermined the
gaming community’s trust in BioWare and EA, and similar struggles have continued to
this day. Community faith in EA and BioWare’s next project wavered due to many fans
of the Dragon Age series being disappointed by the different direction taken in Dragon
Age: The Veilguard (BioWare, 2024). And due to the news in 2025 that EA would be
going private with a purchase by an investment company with ties to Saudi Arabia, a
move tied to the politics of the current administration of the United States, at a time where
the gaming industry has faced massive job-cuts, and is seeking an answer to the question

of the role of Al-technologies in game production (Stone, 2025).



3 THEORETICAL FRAMEWORK

This chapter introduces the theoretical framework of this thesis. Important terminology
is introduced here, and the fields of study and theories central to this thesis are explained

to give context for the later chapters of this thesis.
3.1 Queer

Queer, as a term referring to people or identities, has a history of different uses and
connotations. A slur reclaimed by the LGBTQ+ community in the 1980s, queer is used
as an umbrella term for the identities of the community, maintaining its original meaning
as a signifier of difference, but proudly so, whether it is used to describe or categorize a
person’s identity, sexuality, or gender. (McCann & Monaghan, 2020, p. 1-2) As a term
defining one’s identity queer affords its user flexibility and open-endedness while still
tying one’s identity into the wider LGBTQ+ community, and the experience of non-

conformity in the context of wider society and norms.

Queer, in academic context, carries the same connotations of difference and resistance in
the face of cultural norms, such as the assumption of heterosexuality and binary gender
identity, as the term’s everyday usage. Within queer theory, broadly defined as a field
which studies gender, sexuality, and identity, queerness is not merely just a subject of
study, but is also applied as a viewpoint or a methodology to study and challenge existing
power structures, assumptions, and societal discourse. Queer theory as a field also goes
beyond questions of identities tied to sexuality and examines the intersectional
viewpoints of the convergence of, for example, racial, sexual, gender, and bodily
differences. (McCann & Monaghan, 2020) Queer theory’s evolution is deeply tied to
activism and resistance to oppression, and often overlaps with many fields of feminist
study (McCann & Monaghan, 2020, p. 7-11), and due to the continued development of
these fields and their interests in our society and culture, their theories and methods have
over time come to be applied onto research interested in games and gaming culture as
well, forming queer game studies, at the intersection of queer studies and game studies

(Ruberg & Shaw, 2017, p.11-14).



3.2 Queer game studies

Queer game studies can be seen as young but not new. Gender and sexuality in games
have been studied since games themselves have been studied, even if queer game studies
was not necessarily named yet. (Harper, Taylor, Adams, 2018) Ruberg and Shaw (2017)
highlight in the introductory chapter to their book Queer Game Studies, that queer game
studies can be difficult to define, as it is not rigid enough to be a discipline, nor is it merely
a subdomain of queer studies or game studies. Queer game studies exists at the
intersection of these two fields, borrowing from them methodologies and theories, but
still being its own distinct approach to research (Ruberg & Shaw, 2017, p. 10—15). Queer
game studies draws insights from queer theory in service of expanding on game studies’
approach to games, “by studying games queerly in addition to studying queer game
subjects” (Ruberg & Shaw, 2017, p. 10-11) This meaning that queer game studies
examines not only topics such as queer characters, stories, and other content within
games, or queer players’ experience, but also seeks to examine all games with a queer
point of view, to examine and question existing structures and norms within games, and

the actions of those who play and make them.

While Ruberg and Shaw (2017) avoid calling queer game studies a field, this thesis does
at times refer to queer game studies as such. This can be argued to be an applicable
interpretation of queer game studies here due to its centrality to this thesis, and perhaps
admittedly in part, due to a lack of a better shorthand to refer to the collection of theories,

methodologies, and approaches that make queer game studies what it is.

3.3 Queerness and (role-playing) games

Queerness, in relation to games, as with television or movies, is often examined via
questions of representation and inclusion, especially in media discussions (Clark, 2017,
p.3). Most have probably seen discourse, often the heated kind, online about the inclusion
of a certain type of character in their game, and while video games, like other forms of
media, have made much progress over the years in their representations of different
identities, there is still much progress to be made to move on from the structural mindset
of games being made by men, for men (Clark, 2017, p.3—4). Beyond the richly varied, but
not always far-reaching indie game design space, many role-playing games have been

credited for making queerness more visible in mainstream gaming. This is seen in, for



example, the possibilities for creating characters of different gender, sexual, racial, or
socioeconomic identities within the Dragon Age series (Iantorno & Consalvo, 2023), or
in the game design trends in the RPG genre to either create romanceable characters with
set gender preferences like in Dragon Age: Inquisition (BioWare, 2014), or to allow any
player character to have relationships regardless of gender, as is the case in Baldur’s Gate

3 (Larian studios, 2023) (Tomlinson, 2024).

Macklin (2017) ponders in her text the question: “Where can queerness be found in
games?” Is it found in story, in characters, in what gameplay allows us to do, in how
games are made, in gamers, or in gaming communities? The answer Macklin comes to,
is that yes, queerness can be found in all these things in games, but beyond that, games
are a queer medium already. She argues that this is because games allow us to step outside
of ourselves, to explore the unfamiliar, and to try different identities, and because

transgression is “a quality inherent to play” (Macklin, 2017, p.291-292).

This thesis speaks of role-playing games, or RPGs. Technically, the term refers to all role-
playing games, including LARP, meaning live-action role-play, and TTRPGs, meaning
table-top role-playing games. RPG is often colloquially used when talking about video
games such as BioWare’s Mass Effect and Dragon Age series, so to align with this, and
for simplicity, the term CRPG, or computer role-playing game, while a more precise term,

was not used in thesis.
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4 RESEARCH FRAMEWORK

This chapter presents the research questions and substantiates the framing of this thesis’
focus. This chapter also describes the reasoning for approaching the research questions
of this thesis by utilizing literature review as the research method, and examines the
strengths and potential weaknesses of a qualitative literature review. The approach taken
in executing the literature review in this thesis was inspired by previous research, and that

research is also introduced in this chapter.
4.1 Research question

The research question of this thesis is the following: What kind of queer game studies
research does BioWare appear in, and what do these appearances tell us about research

into queerness in role-playing games?

The question of BioWare’s presence within queer game studies research is an interesting
one, considering the studio’s contributions to the genre of role-playing games, the
turbulent nature of the reactions to its productions, and the discourse around the studio
itself. BioWare being a key focus in this thesis, while limiting the scope of research
reviewed, allows for the examination of the specific research methods, approaches, and
interests related to this particular game studio, as well as for creating a focused window
into queer game studies research on role-playing games. This focused window may show
us a picture of some of the common broader queer game studies research topics, and may
highlight some of the impact the game industry’s discourses and controversies can have

on the motivations, interests, and constraints of queer game studies research.

4.2 Research method

This thesis approaches the questions presented above by utilizing a qualitative literature
review as its research method. Literature reviews are an efficient tool for researching
research itself, and as this thesis focuses on examining BioWare’s appearances in queer

game studies research, it is natural to turn to the literature review as a research method.

Studies utilizing a literature review seek to gather, examine, and connect existing
information and research, and form a new comprehensive look into a topic based on the

conclusions formed based on the gathered literature. Qualitative literature reviews, also



referred to as narrative literature reviews, are a popular variety of literature review due
to the methods’ approachability and flexibility, especially in the ways the researcher can
adjust their search terms, and their approach to the topic while gathering and reviewing
the literature and encountering new information. This flexibility makes the qualitative
literature review, in comparison for example to the quantitative or systematic literature
review types, best suited for creating a thorough overview of a topic, without the need for
an inordinately lengthy all-encompassing search process, or a more statistical approach
to the literature review’s data, while also supporting a continuously improving and

expanding understanding of the topic. (Vilkka, 2023, para.1.2.1)

While flexibility is one of the great strengths of the qualitative literature review as a
research method, it is also a basis for the method’s common critiques of laxness or lack
of transparency within research processes utilizing the qualitative literature review. These
issues can be battled with a clearly planned, defined, and described literature gathering
process, to ensure that the qualitative literature review does not sacrifice structure or
transparency for the flexibility of its research process. The literature gathering process
and the criteria for article inclusion and exclusion in this thesis is described in chapter

five.

4.3 Previous research

Sarah Evans examines existing research into queerness in games in her 2018 article
Queer(ing) Game Studies: Reviewing Research and on Digital Play and Non-normativity,
published as a part of the book Queerness in Play (Harper, Adams & Taylor, 2018). She
seeks to map out existing research into queerness in games, and in which fields and with
which methods this research has been conducted, in order to highlight the opportunities
for future research, and where further contributions and encouragement from the
academical decision-makers is needed for this type of research to be advanced. (Evans,
2018) Evans’ article highlights the importance of documenting queer game studies
research, to empower future research, and to scrutinize the motivations, limitations, and

potential of the research done in in this field of study.

This thesis takes inspiration from the foundation established by Evans for examining
queer game studies research material using a literature review. Using BioWare as a focal
point, this thesis seeks to continue Evans’ examination and documentation of queer game

studies research, its multidisciplinary nature, and the stories existing research tells us of

13



the past and current focuses and research opportunities queer game studies research has

had.



5 GATHERED LITERATURE

This chapter describes the literature gathering process, including the search terms used,
and the criteria for inclusion or exclusion used to determine which articles encountered
during the searches carried out during this process were relevant to this literature review.

The gathered literature is presented in a table.
5.1 The gathering process

The literature was gathered from two major databases of scientific research publications,
EBSCOhost and Sage Journals Online, which include for example journals in the field of
media and games such as Games and Culture and Sexuality & Culture, as well as from
the open-access journal Game Studies. The searches were filtered to focus on finding
peer-reviewed research articles, excluding books, conference publishing, and other
formats. Several different search terms and queries were tested and reviewed for
efficiency and relevancy within the journals’ databases, until the final search terms were
narrowed down to the following:

e bioware

e bioware AND queer

e bioware AND (queer OR gender OR Igbt)

e (bioware OR “dragon age” OR “mass effect”) AND (queer OR gender OR Igbt)

Several criteria were used to determine whether articles were relevant for this study. Main
criteria for exclusion of an article included the following:
e BioWare or its productions are mentioned in the article only very briefly as an
example of a genre, studio, or game mechanic.
e BioWare or its production are not the main or major focus of the article’s research.

e The article does not examine themes of queerness or gender.

The aforementioned criteria were formed to ensure the focus of the literature review on
answering the research questions of this thesis. As this thesis seeks to examine research
specific to BioWare, articles whose main or major focus were not BioWare or its game
series were chosen to be excluded due to the limited nature of the content they provided

for this specific review, and to prevent the amount of data from expanding beyond the
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resources allocated for this thesis. Articles excluded based on these criteria included for
example the following instances of BioWare being briefly mentioned:
e The writer providing an example of a role-playing series by naming BioWare
series such as Mass Effect or Dragon age.
e The brief one sentence mention of BioWare’s character or characters as an
example of a specific type of representation.
e As an example of common role-playing game mechanics, such as character
creation, dialogue choices, or other player choice mechanics.
e As an example of gaming communities or fandoms which are predominantly

women or queer people.

5.2 The literature

After the exclusion of irrelevant articles, per criteria described above, the search process
yielded seven articles in total for examination. The years of publication for the articles
vary from 2015 to 2022. The articles focus on a variety of topics related to queerness and
gender in games, including questions and examinations of politics surrounding queerness
in games, the portrayal and representation of various identities, the player experience of
queer individuals, choices made in game development, and game mechanics in relation

to queerness.

The literature is presented in a table below:



Table: The gathered literature

Writers Article Name Year of Keywords Research
Publishing Methods
Brown, M. S. "Strangely Like a 2021 asexuality, Textual analysis,
& Partridge, N. | Person”: Cole and Dragon Age: queer reading
L. the Queering of Inquisition, Cole,
Asexuality in queer,
Dragon Age: masculinity
Inquisition
Condis, M. No Homosexuals 2015 BioWare, Player-centered
in Star Wars? convergence feminist and
BioWare, “gamer” culture, queer video
identity, and the embodiment, fan game study,
politics of privilege studies, feminist ethnographic
in a convergence video game methodology,
culture studies, gamer otherwise not
culture, GLBTQ, specified
privilege, queer
theory, Star Wars
Kosciesza, A. | The Moral Service 2022 transgender Textual analysis,
J. of Trans NPCs: representation, discourse
Examining the non-player analysis
Roles of characters,
Transgender Non- magical
Player Characters transness, video
in Role-Playing games, role-
Games playing games
Krampe, T. No Straight 2018 masculinities, Character
Answers: queer game analysis, gender
Queering studies, theory and queer
hegemonic intersectionality, theory

masculinity in
BioWare’s Mass
Effect

queer of colour,
video game
character
analysis, RPG,
Mass Effect
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Navarro- Gender, sex and 2018 gender, role Game analysis
Remesal, V. romance in role- playing, fantasy,
playing games: identification,
Dragon’s Dogma, performance,
Fable Ill and romance
Dragon Age:
Inquisition
Pelurson, G. Mustaches, Blood 2018 queer theory, Not specified
Magic and Dragon Age:
Interspecies Sex: Inquisition,
Navigating the gaymers,
Non- stereotypes,
Heterosexuality of interspecies sex
Dorian Pavus
Youngblood, | When (and What) 2018 queer, Not specified
J. Queerness homonationalism,
Counts: BioWare, Mass

Homonationalism
and Militarism in
the Mass Effect

Series

Effect, biopower,

populations




6 RESULTS

The literature contains multiple different research methods, theories, and approaches.
Some appear only within one article, while others are shared by various articles, at least

1n some iteration.

Beginning our exploration of the gathered literature’s research methods is Navarro-
Remesal (2018), who chooses Dragon Age: Inquisition (BioWare, 2014), alongside Fable
111 (Lionhead Studios, 2010), and Dragon’s Dogma (Capcom, 2012), as the targets of a
game analysis. The article focuses on game design, especially character creators,
romance, and the representational opportunities and choices these mechanics afford
players. Examining three different fantasy-RPGs, developed by three different studios,
Navarro-Remesal paints a picture of the representational dimensions and possibilities the
designed freedoms of video game systems can give to players, alongside the
representational possibilities choice-focused game mechanics common in the role-

playing genre.

Within the gathered literature, the game Dragon Age: Inquisition (Bioware, 2014) is the
subject of three character-focused analyses of representation. Brown and Partridge (2021)
examine the portrayal of the character Cole, focusing on asexuality, Kosciesza (2022)
examines the role given to the transgender character Krem, and Pelurson (2018) examines
Dorian, whose identity as a gay man is central to his story. The articles in question share
many commonalities in their approaches to analysing identities and representation within
the game, but their research methods do also differ from one another. While Brown and
Partridge utilize queer reading and textual analysis in their examination of the character
interpreted to be asexual, Cole, Kosciesza combines textual analysis of Dragon Age:
Inquisition with discourse analysis of developer statements to support the examination of
Krem and other transgender characters’ roles as building blocks for the main characters’
moral character within video games. Pelurson does not name a specific research method,
but his work follows similar paths and viewpoints of examination as the other two articles
in his reading of the portrayal of Dorian, and the role his identity as a gay man plays
within his story. He also examines gaming community commentary and interaction

surrounding the character, which as a process appears to resemble discourse analysis.
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Turning the character-focused approach from Dragon Age: Inquisition (2014) towards
the Mass Effect series, Krampe (2018) utilizes queer character analysis, with an expanded
focus on intersectionality and characters’ sexual identities’ links to game mechanics to
examine Mass Effect’s portrayals of both hegemonic and differing masculinities. When
describing the article’s methodology, Krampe highlights the importance of continuously
challenging and revising the methodologies within queer game studies. According to
Krampe, the changing cultural landscape surrounding our games, media, and society
overall, necessitates queer game studies, as a critical field, to consider the weight of all

the changing contexts and discourses around games when choosing methodologies.

This need for critical methodological approaches within queer game studies tends to
produce work with a variety of methodological and theoretical influences and bases. As
with Pelurson (2018), several others among the articles examined within this thesis’
qualitative literature review do not necessarily outwardly state specific research methods
within their text but can still be observed describing and following specific theories or
viewpoints for analysis in their text. For example, while Condis (2015) does not specify
a research method plainly within the text, the article analyses its subject by examining fan
interaction and general discourse surrounding queer material within Star Wars: The Old
Republic (Bioware, 2011) via the lens of convergence cultures. Converge culture, as
coined by Henry Jenkins in Convergence Culture: Where New and Old Media Collide
(2006), is a notion of a media environment where consumers, especially due to
participatory culture, hold more power over media development than within previous

iterations of our media culture.

Similarly, Youngblood (2018), for their examination of the Mass Effect series, does not
specify a research method beyond stating that their article draws from the theoretical work
of several researchers linking queerness and militarism, such as Jasbin Puar’s concept of
homonationalism, established in her book Terrorist Assemblages: Homonationalism in
Queer Times. The term homonationalism, in brief, references the idea of the blending of
progress of LGBTQ+ rights and ideologies with the imperialist and nationalist goals of
nation states (Puar, 2007/2017). This theory seems to lend itself well to the examination
of the blend of militarism, queer themes, and player choice present in a typical
playthrough of the Mass Effect series, within a game world where war and politics have

a galactic scale.



7 DISCUSSION

This chapter contains discussion of the results described in chapter six. This examination
consists of exploring the methodological variety and the diversity of research topics found
within the literature, and subsequently, what the literature tells us about BioWare’s

presence within queer game studies.
7.1 The implications of methodological variety

As described in chapter six, some of the gathered articles do not necessarily outwardly
state a research method. They are however still observed following specific theories and
taking inspiration from previous researchers’ work. This somewhat nebulous nature of
the research aligns with Ruberg and Shaw’s (2017) observations about queer game
studies. Queer game studies research is often less rigidly defined in its theoretical
frameworks and tends to lean towards qualitative research methods rather than
quantitative methods (Evans, 2018, p.20-21) which would traditionally be more easily
absorbed into established academic frameworks. This nature can also be seen as a
manifestation of queer game studies being “young but not new”, as defined by Harper,
Taylor, and Adams (2018), as well as a reflection of queer game studies’ nature as a
developing field, with a continued need for evolving approaches to its methodologies

(Krampe, 2018).

The variety of research methods, theories and approaches observed within the gathered
literature highlights queer game studies’ multidisciplinary and multimethodological
nature, as described by Ruberg and Shaw (2017, p.13-14, p.19). Based on this literature
review’s sampling of research material queer game studies, like queer studies or game
studies, often draws inspiration from or combines different research methods common in
a variety of fields. The literature review shows the use of methods such as textual analysis
and discourse analysis, commonly used in media studies, literature studies, or cultural
studies, in addition to methods and approaches like queer reading, queer theory, and
gender theory, drawn from feminist studies or queer studies. The literature also showcases
research methods more specific to queer game studies, such as game analysis, character

analysis, and player-centred queer and feminist video game study.

The large variety of research methods found within such a relatively small sample size of

queer game studies research can also be seen as an example of some of the field’s
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challenges. Aside from the criticisms queer game studies faces that are formed based on
bias, misinformation, or the lack of information about the field’s purpose, or even blatant
homophobia and bigotry, queer game studies in its interdisciplinarity can face challenges
of communication. Like in game studies, a great variety of different methods can pose a
challenge for fellow researchers in understanding what kind of knowledge a researcher is
aiming for, if the intent is not clearly stated (Mayrd, 2008, p.156). Never mind the
challenge this variety might pose for those approaching from outside game studies or
queer studies. Queer game studies can also be scrutinized for its heavy leaning towards
researcher-focused methods, and the aforementioned imbalance of qualitative methods

versus quantitative methods.

7.2 The diversity of queer game studies research topics

“Like most game studies scholarship, LGBTQ game studies can be grouped into three
main areas: community/cultural research, textual analysis, and design studies.” (Ruberg
& Shaw, 2017, p.15) This stated grouping can be observed within the gathered literature
as well, with some articles extending to more than one of these areas. For example, Condis
(2015) can be grouped into community research, Kosciesza (2022) into textual analysis,
and Navarro-Remesal (2018) into design studies. While all three share some small
overlap with other grouped areas, Pelurson (2018) for instance, could be grouped into any
of the three. This defiance of topic categorization shows how varied the research interests
of queer game studies can be, which is supported by the diversity of research topics shown

within this thesis’ literature review.

Questions of representation, alongside player experience and game design choices, can
be observed to be central within the gathered literature. All the texts talk about
representation, if not outright focusing on it as a main topic. Even within Condis’ (2015)
article, which focuses on convergence culture as it relates to the fan reactions to the game
development of Star Wars: The Old Republic (BioWare, 2011), can be read to be carrying
questions of representation subtextually, and via the larger societal contexts of the
article’s discussed topics. Some queer game studies researchers have called for focusing
on research topics beyond representation (Ruberg & Shaw, 2017, p.15-16), but based on
the sampling of research within this thesis’ literature review, perhaps it could be argued
that questions of representation are likely to be always present within queer game studies

research, whether they are a focus or not. This can be argued to be in part because of



queer game studies’ roots in queer theory, which in turn has deep roots in activism,
progress seeking, and in critical examination of societal norms (McCann & Monaghan,
2020, p.7-11), and in part because such questions are frequently motivation or inspiration

for queer game studies researchers.

7.3 BioWare, researcher interests, and multidisciplinarity

Researcher motivation and interest appears to be a central pillar of BioWare’s presence
within queer game studies research. BioWare’s stories and game mechanics, and the
observable path of effort, progress, and setbacks in representation and inclusion all seem
to have captured researchers’ interest over the years. As evidenced by the range of topics
and the methodologies used to study them, as seen within the gathered literature, BioWare
games contain a multitude of mechanics, themes, or characters that can act as a focus for
study for researchers with all sorts of different academic influences and interests.
Especially interesting within the gathered literature is that the topics studied in and around
BioWare games ranged beyond the questions of representation, character, community,
and player experience, and included dimensions explored via concepts such as

homonationalism and convergence culture as well.

This all follows the established pattern of queer game studies as a multidisciplinary and
intersectional field, as discussed by Ruberg and Shaw (2017), and as a field with potential
for amassing even more influences from different academic approaches in the future.
BioWare’s two main series of role-playing games, Dragon Age and Mass Effect, both
contain a wide array of different game mechanics, game design choices, characters, and
stories, that, when in conflux with the forces of the gaming community, the game
industry, and our cultural landscape as a whole, have the potential to become an

interesting foundation or focus for future research.
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8 CONCLUSION

So, returning to the stated research question of this thesis: What kind of queer game
studies research does BioWare appear in, and what do these appearances tell us about

research into queerness in role-playing games?

BioWare appears in queer game studies research consisting of a great variety of
theoretical and methodological focuses, with a diverse mixture of research interests and
topics. This is exemplified within the gathered literature by the somewhat significantly
large range of different research focuses and methodologies within a relatively small
sampling of research material. The limited scale of the qualitative literature review done
in this thesis may affect the possibility of making any all-encompassing statements about
BioWare’s presence within queer game studies, but the findings of this thesis do hold
merit as a structured look into the topic. The possible continuation to this thesis’ work in
capturing an understanding of BioWare’s presence within queer game studies would be
to examine the topic via a large-scale systematic literature review, similar to Evans’

(2018) work to examine queer game studies methodologies discussed in chapter four.

BioWare’s appearances within queer game studies research, as sampled by this thesis, tell
us about the kinds of topics researchers focus on, when studying queerness in role-playing
games. As with Brown and Partridge (2021), Pelurson (2018), Krampe (2018), and
Kosciesza (2022), character-focused analyses seem to be common, as is perhaps natural
when studying queerness in often story-focused medium. The gathered literature also
shows, as discussed by Clark (2018), that questions of representation and inclusion also
tend to be central in queer game studies, and the representational possibilities of role-
playing games, as explored by Navarro-Remesal (2018) highlight the possible extent of

this research focus when it comes to RPGs.

There also exists a dimension of queer game studies research which does not merely focus
on the content of the games, or gaming communities and player experience, but considers
video games a queer medium as a whole, as discussed by Macklin (2017). This approach
is seen briefly applied to BioWare games within the gathered literature in, for example,
Condis’ (2015) examination of convergence cultures as they relate to games and
queerness and exemplifies the norm-breaking and subversive nature of queer game

studies research. As Macklin states, transgression is “a quality inherent to play” (Macklin,



2017, p.291), and this inherent quality is also present and observable by researchers in

BioWare’s games.

Despite, or perhaps also because of the current somewhat uncertain state BioWare could
perhaps be said to find itself in, the studio’s work continues to be an intriguing focusing
point for queer game studies research. In concluding the qualitative literature review in
this thesis, the observations and the examination herein highlight a multitude of
possibilities for future research concerning BioWare and its productions. One key
possibility for research arising from the examination of this thesis, would be a larger scale
research project studying BioWare’s progress and setbacks in their efforts of inclusion
and representation, perhaps accounting for the impacts of community feedback and media
backlash as well. Examining the development span of an entire game series, or even the
combined patterns of progress observable within the releases of both Mass Effect and
Dragon Age series, with their interlocked development cycles and releases, would create
an interesting look into BioWare’s and the gaming community’s progress on the front of
queer inclusion and representation. Ultimately, due to both the great variety of already
existing research, and the great mixture of future research opportunities, this thesis

concludes that BioWare’s presence within queer game studies research is a major one.
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