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[bookmark: _Toc85403087][bookmark: _Hlk85418148]1. Introduction
This research proposal will outline the planned approached to how research will be carried out on the topic of why visual novels are popular with independent LGBTQ+ game developers and how this is beneficial to the community, both within and outside of the community. This research proposal will additionally cover the aims and objectives on how this will be achieved, along with a background on LGBTQ+ representation in media.


[bookmark: _Toc85403088]2. Aims and Objectives
To understand why visual novels are the preferred genre among independent LGBTQ+ game developers and to analyse the benefits this can have for the community.
Aim 1) Arrive at a conclusion as to why visual novels are the preferred medium among LGBTQ+ game developers.
· Analyse factors that may contribute to visual novels being popular with independent LGBTQ+ game developers, such as cultural reasons. 
· Carry out quantitative research on release dates of LGBTQ+ visual novels on their respective game distribution platforms over time and compare the statistics to potentially pinpoint a point in time where the amount of LGBTQ+ visual novels being released started to increase in an upwards trend and compare this with other factors around the time period (Such as newly released visual novel engines, big visual novel releases, etc.) to see if there was a particular event that may have sparked interest in visual novels among LGBTQ+ developers.
· Carry out quantitative research on games tagged with “LGBT” and “Visual novel” on the game distribution platforms to get numbers on how many games apply to which categories (Gay, Lesbian, Bi, transgender, etc.) to see if there is an even distribution between them or if one category has significantly more releases than the others and carry out further research as to why this is the case.

Aim 2) Analyse the benefits that independently developed LGBTQ+ visual novels can have within the LGBTQ+ community.
· Compare and contrast the benefits that independently developing visual novels can for LGBTQ+ developers when compared to mainstream publishers and game development companies.
· Look at credible research on the benefits that LGBTQ+ representation can have for LGBTQ+ individuals on a personal level, both outside and inside of the closet, and see if these are applicable to visual novels and consider if visual novels offer any unique benefits along with conducting further research to back this up.


Aim 3) Analyse the benefits that independently developed LGBTQ+ visual novels can have outside of the community for LGBTQ+ individuals.
· Look at research that has previously been carried out by credible researchers and institutes around the benefits that LGBTQ+ representation has for the LGBTQ+ community socially and consider why or why not these benefits may be applicable to independently developed LGBTQ+ visual novels, along with any unique benefits that independently developed visual novels may offer.
· Analyse trends in LGBTQ+ acceptance over time in relation to representation to see how representation has had a positive impact for the LGBTQ+ community and consider how visual novels will aid in this going forward.
[bookmark: _Toc85403089]3. Background
Historically, LGBTQ+ representation in media has been very poor, with only 32 characters out of 813 on selected broadcast networks being LGBTQ+ in 2014 alone according to research done by the GLAAD Organisation [1]. Video games are no exception to this, with the International Journal of Communication finding that “Representation of LGBTQ characters in 163 games published between 1985 and 2005 appeared to be largely neutral and inconsequential” [2] with representation often being dehumanising and villainising, “Nonhuman characters were more likely to be enemies. Nonhuman characters were often represented with more implicit sexualities, suggesting that, like race, sexual difference is being offloaded into nonhumanness in the medium.” [2] Which is something that could be attributed to LGBTQ+ individuals not being on the design teams and thus not having their voices be heard, backed up by a publication by Addrienne Shaw in a research document about LGBT content in video games where she states “All of the game designers that I interviewed who worked on games with GLBT content identified as heterosexual” [3].
However, whilst mainstream media and video games have been lacking in good LGBTQ+ representation, good representation has been all but lacking in the independent game scene, “queer people are destabilizing and reenvisioning games from the bottom up. Over the last half a decade, we have seen this revolutionary work taking place in areas of game making, game community organizing, and game scholarship. Dozens (if not hundreds) of LGBTQ independent developers are creating games about, by, and for queer people.” [4]
This positive LGBTQ+ representation in video games genres in general can be seen in independently developed games that were created by LGBTQ+ developers, with characters such as Madeline, a transgender woman [5] and the main protagonist of Celeste [6], and Mae, a pansexual woman and the main protagonist of Night In The Woods [7].
However, this appears to be even more prominent with independently developed visual novels, with 2212 games being tagged with “LGBT” on Itch.io [8], an “open marketplace for independent digital creators with a focus on independent video games.” [9], with 1039 of those games also being tagged with “Visual Novel” [10] which means that visual novels account for 46.97% of LGBT games on Itch.io, just under 50%.
This holds true on the popular game distribution platform Steam [11] too, with 1547 games tagged with “LGBT” [12], with 890 of those also being tagged with “Visual Novel” [13], making visual novels the overwhelmingly popular medium for LGBTQ+ developers. However, due to a lack of research done into visual novels, specifically in the academic research done around video games and LGBTQ+ developers, there is no consensus as to why visual novels are the more popular medium by such a large margin.
This research will aim to fill in the gap of research done into the visual novel genre of video games when it comes to why they are popular among LGBTQ+ game developers and will also consider the benefits that independently developed LGBTQ+ visual novels have for LGBTQ+ developers and individuals.
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This research will take an in-depth look at why visual novels are popular among independent LGBTQ+ game developers and how independently developed LGBTQ+ visual novels benefit the community.


[bookmark: _Toc85403091]5. References
[1] M. Kane, M. Gouttebroze, M. Townsend, “2014 WHERE WE ARE ON TV,” GLAAD, 2014.
[2] A. Shaw, E. W. Lauteria, H. Yang, C. J. Persaud, and A. M. Cole, “Counting Queerness in Games: Trends in LGBTQ Digital Game Representation, 1985‒2005,” 2019.
[3] A. Shaw, “Putting the gay in games: Cultural production and GLBT content in video games,” Games Cult., vol. 4, no. 3, pp. 228–253, 2009.
[4] B. Ruberg and A. Phillips, “Not Gay as in Happy: Queer Resistance and Video Games,” 2018.
[5] M. Thorson, “Is Madeline Canonically Trans?,” Medium, 2020. [Online]. Available: https://maddythorson.medium.com/is-madeline-canonically-trans-4277ece02e40. [Accessed: 17/10/2021].
[6] Extremely OK Games, Ltd, Celeste. 2018.
[7] Infinite Fall, Night in the Woods. 2017.
[8] Itch Corp, “Top games tagged LGBT - itch.io,” Itch.io. [Online]. Available: https://itch.io/games/tag-lgbt. [Accessed: 15/10/2021].
[9] Itch Corp, “About itch.io,” Itch.io, 2021. [Online]. Available: https://itch.io/docs/general/about. [Accessed: 17/10/2021].
[10] Itch Corp, “Top Visual Novel games tagged LGBT - itch.io,” Itch.io. [Online]. Available: https://itch.io/games/genre-visual-novel/tag-lgbt. [Accessed: 15/10/2021].
[11]	Valve Corporation, “Welcome to Steam,” Steam. [Online]. Available: https://store.steampowered.com/. [Accessed: 17/10/2021].
[12] Valve Corporation, “Steam Search,” Steam. [Online]. Available: https://store.steampowered.com/search/?tags=44868. [Accessed: 15/10/2021].
[13] Valve Corporation, “Steam Search,” Steam. [Online]. Available: https://store.steampowered.com/search/?tags=44868%2C3799. [Accessed: 15/10/2021].


2

