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[bookmark: _Toc102050138]Abstract
Visual novels are immensely popular with independent LGBTQ+ developers, with visual novels making up the majority of the LGBT tags on both Steam[1] and Itch.io[2], with no apparent reason as to why.
This dissertation focuses on primary research done via surveys to come to the conclusion that visual novels are this popular due to allowing LGBTQ+ developers to tell their stories along with LGBTQ+ individuals being able to see themselves represented through the scenarios in the games.


[bookmark: _Toc102050139]Introduction
Why are visual novels so popular among LGBTQ+ developers and players? 
As can be seen on game distribution websites such as Steam and Itch.io, games of the visual novel genre are the most popular when it comes to LGBTQ+ games, with games of the visual novel genre being the majority of games on the LGBT tags on both websites, with 1119[3] out of the 1957[4] LGBT games on Steam and 1457[5] of the 2621[6] LGBT games on Itch.io being those of the visual novel genre.
However, despite this, there has been no research done into why this is so.
This dissertation will provide a summary of the history of games of the visual novel genre along with a brief history of notable examples of LGBTQ+ representation in video games in general. 
This dissertation will also describe the methodology that was undertaken to collect the data that was required to learn more about why video games of the visual novel genre are the most popular among independent LGBTQ+ game developers along with the findings that were uncovered from the collected data along with a conclusion as to why video games of the visual novel genre are the most popular among LGBTQ+ developers.


[bookmark: _Toc102050140]What is a visual novel
Visual Novels are "a video game genre that tells an interactive story primarily through text"[7] and focuses on visual story telling over focusing on gameplay.
Due to being video games, Visual Novels can feature a variety of game mechanics, such as Steins;Gate's[8] cellphone mechanic and Her Tears Were My Light's[9] time travel mechanic, however such Visual Novels are in the minority and most will be limited to allowing the player to influence how the story plays out by making in-game choices which will affect the actions of the Visual Novel's protagonist.
Whilst Visual Novels are a video game genre in their own right, they may also be incorporated alongside other video game genres. An example of this would be the Hyperdimension Neptunia franchise [10] which typically uses a hybrid model where the world exploration and combat will be in the form of a jrpg while the story takes place in a visual novel format(Fig. 1). 
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Fig 1. Example of Neptunia’s visual novel format [11]

This is an especially notable example as Hyperdimension Neptunia’s, along with other games that use the same, method of displaying character sprites via the Live2D engine [12] can be seen as the progenitor of the Virtual Tuber phenomenon [13] which became popular on video sharing websites such as YouTube in the early 2020s which also incorporate the Live2D engine to move what are essentially visual novel character sprites in real time (Fig. 2.).
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Fig 2. Ms Peep, an example of a Vtuber [14]

Another example of the visual novel genre of video games being mixed with other video game genres is Fate/Extella [15] where the main gameplay takes the form of a Hack n' Slash whilst the story, like with the Hyperdimension Neptunia games, takes place in a visual novel format (Fig. 3). 
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Fig 3. Example of Fate/Extella’s visual novel format [15]

Visual Novels commonly use a 2D art style, with many taking inspiration from anime, as can been seen with the previously mentioned Hyperdimension Neptunia and Fate/Extella video game franchises. This is true regardless of the visual novel being a AAA developed game or an independently developed one. Examples of AAA visual novels using anime art styles can be seen with Fate/Extella and Steins;Gate while examples of independently developed games of the visual novel genre using anime art styles can be seen with Nomnomnami’s Starry Flowers [16] and Dan Salvato’s Doki Doki Literature Club! [17].

The Visual Novel video game genre originated in Japan where a distinction is drawn between the two most common variants of visual novels, with Visual Novels with no choices being known as "Visual Novels" and Visual Novels with choices or other video game mechanics being known as "Adventure games" [18]
A similar distinction is made within Western Visual Novel circles, with Visual Novels with no choices being known as "Kinetic Visual Novels", "Visual Novels that follow a linear story with no branching paths or choices"[19]. Visual Novels with choices are known as just "Visual Novels" as opposed to the Japanese classification where "Visual Novel" would refer to the former.
Outside of the community, no such distinction is drawn and "Visual Novels" is used for both variants.



[bookmark: _Toc102050141]History of visual novels
The Visual Novel video game genre has a rich history dating back to the early 1980s with the release of Lolita: Yakyūken [20]. Lolita: Yakyūken is a video game that was developed by PSK and released for the FM-7. A common misconception when it comes to the start of the genre is that The Portopia Serial Murder Case was the first Visual Novel, however this is a misconception with the latter coming out in 1983 [21], a year after the release of Lolita: Yakyūken.
Visual Novels were initially very primitive when compared to today's Visual Novels, which is apparent when looking at the graphics of Lolita: Yakyūken.

This is a result of the hardware limitations at the time, which had an impact on the graphical capabilities and storage capacities that were possible at the time, resulting in games that could not feature much on the screen nor had the storage space to store various detailed talk sprites and as such, Lolita: Yakyūken was a a simple Rock-Paper-Scissors game where your opponent would strip down each time you won.
The Portopia Seria Murder Case that released the next year would see a variety of improvements upon the visual novel format of the time, now featuring an open world and branching dialogue options, a feature that would become common place amongst modern visual novels [21]. However, unlike modern games of the visual novel genre and much like Lolita: Yakyūken, this game would not feature individual talk sprites for the characters and instead used panels of environments to help convey and tell the story, which is a format that many visual novels of the time would use.
Visual Novels would progressively get more complex as time passed, however. An example of such being NO-RI-KO which released in 1988 and featured voice acting [22], something that would be present in many modern game of the visual novel genre, although it still lacked the sprite-based format that games of the visual novel genre are now known for.
Many years later in 1994, the visual novel Tokimeki Memorial released. A visual novel which was “a low-profile title which became a hit” [23] which also featured talk sprites like a modern day visual novel.
This decade would also see a rise in independently developed visual novels in Japan as the KiriKiri scripting engine was released in 1998 [24] which allowed individuals to easily create visual novels without the need of expensive development software with these visual novels then being distributed at ComiKet, the largest doujinshi convention in Japan [25]. A convention so popular that it has appeared in anime such as the 2007 anime Lucky Star [26] and the 2017 anime Kobayashi’s Dragon Maid [27].

The 2000s would once again see a boom in popularity for visual novels, both in the East and the West, which can be contributed to multiple factors such as KiriKiri having previously released in the East while Ren’py, an english scripting language for visual novels using the Python programming language, releasing in the west in 2004 which made it even easier for individuals all over the world to make video games of the visual novel genre, both commercial and free [28]. With examples of commercially released Visual Novels made with KiriKiri being Fate/Stay Night [29] and examples for Renpy being the Sakura series which started in 2014 with Sakura Spirit [30] and now has over 40 released titles in the series [31].
Sony’s Playstation Portable [32] and Nintendo’s Nintendo DS [33] would also contribute to the popularity of Visual Novels and give developers more choices when it came to distributing them, along with being the perfect platforms to play visual novels portably. On the Playstation Portable, many anime series would receive Visual Novel adaptations such as Lucky Star [34] and re no Imōto ga Konna ni Kawaii Wake ga Nai [35].
On the Nintendo DS, games such as Phoenix Wright were available. Hybrid Visual novels were also available, such as Sonic Chronicles: The Dark Brotherhood which featured, much like the aforementioned Hyperdimension Neptuina, featured jrpg gameplay mixed with visual novel sections to convey the story complete with the ability to make choices.
2004 would see the release of Fate/Stay Night, a video game that would shake the industry in Japan and go on to create its own franchise, featuring a range of books [36], anime adaptations [37], multiple spinoff games and the popular mobile app Fate Grand Order [38]. 
The late 2000s and early 2010s would also see the release of many beloved visual novel franchises, such as the aforementioned Steins;Gate and Danganronpa franchises.
Throughout the 2010s is when the independent development scene for visual novels began to increase in popularity, with sites such as Itch.io making it easier than ever to distribute independently developed games along with Steam removing its greenlight requirement [39], meaning that developers could release their games on Steam for a fee of £100 instead.
During this period, popular games within independent visual novel circles released such as Liar Liar [40], Syrup and the Ultimate Sweet [41], Butterfly Soup and One Night, Hot Springs [42]. On Steam, the Sakura series of visual novels by Winged Cloud, the HuniePop series [43] and Doki Doki Literature Club had released too.
As of the present, something interesting of note is that on both Itch.io and Steam, Visual Novels make up the majority of the LGBT tag. 

[bookmark: _Toc102050142]Brief history of LGBTQ+ representation in games
Games in general being about, or featuring, LGBTQ+ characters are not something new and have existed since the 1980s albeit with a very rocky history. Prior to 1988, games had a negative portrayal of LGBTQ+ individuals, with them often being depicted as the antagonists such as in Le crime du parking [44] and Le mur de Berlin va sauter [45].
However, in 1988, one of the first games to cast LGBTQ+ people in a positive light released. This game, Caper in the Castro, is "The game that could be considered the first iteration of the LGBTQ+ visual novel, and the first LGBTQ+ game, is Caper in the Castro" [46] and was made during the AIDS crisis to promote LGBTQ+ awareness and follows the story of Tracker McDyke as she searches for her kidnapped drag queen friend, Tessy LaFemme.
Perception of the LGBTQ+ community at this point would still be very negative, gender identities would often be played as jokes with examples of this being Birdo from Super Mario Bros. 2 [47]. Gender identities were also used as a justification for violence in video games, for example the game Final Fight which released in 1989 features a woman called Poison, however she was referred to as a man in the game as hitting a trans woman was better than hitting a cis woman in the eyes of the developers [48].
Fortunately, LGBTQ+ representation progressed throughout the 90s. In 1992, GayBlade, a dungeon crawler where you fight homophobic enemies, was released [49]. Earthbound in 1995 had a character called Tony who was confirmed to be gay by the creator [50]. Fallout 2 which released in 1998 allowed for same sex marriage, "Fallout 2 that paved the way for a feature in-game that has since been included in games like Fire Emblem, Dragon Age, and Fable: same-sex marriage."[51] and Duke Nukem officially hates homophobes [52].
Representation would further improve in greater proportions in the 2000s and especially the 2010s.
Yuri and Yoai, the Japanese genres for lesbian and gay media respectfully, had been growing in popularity which lead to LGBT couples appearing more in Japanese media [53], with examples including Rin Tohsaka from the Fate series who will start a relationship with another girl depending on the player's choices.
Another game with a notable LGBT presence was Danganronpa [54], with a variety of gay and bisexual characters which lead to it being immensely popular with LGBT youth despite the dark setting of the game.
The Hyperdimension Neptunia series features a lesbian cast, with human men being absence from the series at all, although they are still present in the form of robots and animals.
More positive transgender representation would appear during this time too, with characters such as the Beauty Nova from Pokemon [55] and Lenardo Da Vinci from Fate [56], who chose to reincarnate as a woman. Various cookies in the Cookie Run series also fall under the LGBT umbrella [57].
Despite the history of LGBTQ+ representation in video games, there does not appear to be an apparent reason as to why visual novels specifically are so popular among independent visual novel developers.
Research has been done into related topics surrounding visual novels, by virtue of being video games, and the LGBTQ+ community, although none have been done on why visual novels are seemingly so popular with independent LGBTQ+ game developers.
Examples of related research include the 2019 article “The Precarious Labor of
Queer Indie Game-making:
Who Benefits from Making
Video Games “Better”?”[58] an article that looks into the labour exploitation of LGBT game developers.
Due to the lack of research into why visual novels are the most popular game genre with independent game developers, this research paper will carry out further research into this topic specifically to come to a conclusion.


[bookmark: _Toc102050143]Chapter 3: Proposal / Methodology
As previous research into why visual novels are the most popular video game genre with independent LGBTQ+ video game developers was non-existent, primary data research had to be carried out. Surveys were the chosen medium of which to carry out this primary data research, as they would allow individuals to answer why they made games.
For the data that was being collected, two surveys were created. One survey was created with the intent of collecting information from LGBTQ+ devs specifically and had questions relating to where they identified on the LGBTQ+ spectrum, what types of visual novels they created, what platforms they released games on and why and if they believed there were any benefits to the visual novel video game genre both in general and with LGBTQ+ themes.
Additionally, the second survey was created with the intent of collecting information from individuals who played visual novels with LGBTQ+ themes, however, unlike the developer survey, any individual could answer this survey regardless of identifying as LGBTQ+ or not as this survey aimed to collect data on whether there was a market which could contribute to the number of LGBTQ+ visual novels or not and, as such, the individuals answering did not have to be part of the LGBT community. However, there was an option for individuals to specify if they were LGBTQ+ and in what way so that it could be measured whether or not a specific part of the LGBTQ+ community was more likely than others to play games with LGBTQ+ themes in them.

When creating the surveys, research was done into qualitative and quantitative data structures to see which would be the most appropriate option for each question when creating questions for the surveys [59].
Additionally, research was done into how to create an inclusive survey so that no identity within the LGBTQ+ spectrum would be excluded [60].

Additionally, as this survey is being carried out in a time where anti-LGBTQ+ legislation is being rolled out in parts of the world[61][62][63][64][65][66], the surveys were created to be anonymous to help protect people's identities along with the research itself not requiring such information.

Before sending the surveys out into the world, it was important that they were piloted first to ensure any mistakes had not slipped through proofreading and to ensure there were not any questions that felt repetitive. 
To do this, an early drafted of the player survey was sent out to an individual who played visual novels with LGBTQ+ themes and the survey was tweaked accordingly.
For the developer survey, a draft was sent out to an individual who had developed a visual novel with LGBTQ+ themes. Upon getting feedback, this survey required no further tweaking however.

Now that these surveys had been piloted and had been tweaked in accordance with the feedback, the surveys were posted to a variety of public online communities.
The developer survey was emailed to developers along with being distributed in a range of visual novel development communities, such as being posted on the /r/VnDevs subreddit [67], a subreddit centered around visual novel development, and the official Ren'py discord server [68].

The player survey was also distributed to a range of communities, with the survey also being posted in the Ren'py discord server along with a private community. The survey was additionally posted in the /r/Gaymers subreddit [69] and the /r/TransyTalk [70]. Posting of the survey in other subreddits that centered around LGBTQ+ topics was additionally planned but was unable to be carried out due to the rules on the subreddits preventing it.
When it came to the data collection period, both surveys were hosted on Google Forms [71] and were active for a week before being closed and the collected data began being organised.

The Independent LGBTQ+ visual novel game developer survey was the first of the surveys to have the data organised.
As the survey used a mix structure, with both qualitative and quantitative questions, the quantitative questions would not have to be organised as they would already been done by default. However, some of the qualitative questions still would.
The first qualitative question, and the first overall question in the survey, was to collect information on how developers of LGBTQ+ visual novels identified and due to the nature of LGBTQ+ identities, an infinite number can exists and as such, it would be impossible to collect this data in a quantitative form. Instead, the data was collected in a qualitative form to ensure that all identities could be entered before being tallied up manually at the end.
When it came to sorting the data, a word document was created with 3 main titles; "Romantic Orientation and related", "Sexual Orientation and related", and "Gender Identity and related".
Under these titles, subtitles were created based on the sexualities, romantic orientations and Gender identities that were entered in the survey.
Separate categories for sexual and romantic orientation exist as, while an individual may have a sexual preference to a certain gender they may have a romantic preference to another. E.g. An individual who is asexual homoromantic would lack sexual attraction whilst still being romantically attracted to someone of the same gender [72].
When it came to sorting gender identity, those that had not specified in what way they identified as transgender were put into an unspecified category, however, context clues were taken into consideration during sorting based on provided sexualities e.g. answers that specified "Transgender, lesbian" would be put into the transgender woman count.


[bookmark: _Toc102050144]Chapter 4: Findings
Player survey
[bookmark: _Toc102050145]Do you identify as LGBTQ+?
Out of the 40 responses, 87.5%(35) of the people who answered did whilst 12.5%(5) did not.
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Fig. 4. Auto-generated pie chart by Google Forms of the question results.


[bookmark: _Toc102050146]If you answered yes to the previous question, where do you identify on the LGBTQ+ spectrum?
Of the 35 people that identified with an LGBTQ+ identity, 32 felt comfortable answering where they identified on the spectrum.
When it came to gender identities, 20 of the 35 identified as transgender. Of these 20, 8 were unspecified in what way they identified as transgender. 5 are trans women. 1 trans man. 5 transfemmes. 1 trans masculine and 1 nonbinary.
Overall 4 people out of the 35 identified as nonbinary, with only one also identifying as trans as aforementioned.
1 person identified as genderfluid.

When it came to sexualities, 10 out of the 35 identify as bisexual. 
2 out of the 35 identify as pansexual.
4 identify as lesbian. And similarly, 4 identify as gay.
There were also 4 people who identified as asexual, with a 5th person who was ace questioning.
One person identified as Omnisexual. One person identified as Demisexual.

When it came to romantic attraction, 2 identified as polyamorous. 2 identified as Aromantic and 2 identified as under panromantic, with one person identifying as panromantic and another as demipanromantic.

[bookmark: _Toc102050147]Why do you play visual novels with LGBTQ+ themes?
When it came to why people play games with LGBTQ+ themes, a range of answers were given, however, the three most prominent ones were “I like to see myself represented in media” which made up 37.5% of the answers, “I like to see queer identities represented in media” which made up 30% and “I just like visual novels with no preference as to whether there is LGBTQ+ themes in it or not” which made up 15%.
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Fig. 5. Auto-generated pie chart by Google Forms of the question results.


[bookmark: _Toc102050148]What benefits would you say come from having LGBTQ+ themes in visual novels, if you believe there are any?
When it came to the “What benefits would you say come from having LGBTQ+ themes in visual novels, if you believe there are any?” question, a majority of answers listed representation and visibility as answers.




[bookmark: _Toc102050149]Developer survey
[bookmark: _Toc102050150]Where do you identify on the LGBTQ+ spectrum?
Of the 17 people that identified with an LGBTQ+ identity, 15 felt comfortable answering where they identified on the spectrum.
The majority of developers who answered the survey are transgender with 8 out of the 15 who answered being so. With 3 who were transgender but did not specify in what way. 2 trans masculine nonbinary individuals and 3 nonbinary individuals.
4 people were bisexual. 3 were lesbian. 3 were asexual. 2 were gay. One was queer. One was polyamorous, one was panromantic and one was pansexual.


[bookmark: _Toc102050151]Do you develop kinetic visual novels (visual novels without branching story paths) or more traditional visual novels (Visual novels that feature choices or some form of other interaction)?
When it came to the types of visual novels that developers made, a majority of 58.8% made traditional visual novels while 23.5% made both and only 17.6% made kinetic visual novels.
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Fig. 6. Auto-generated pie chart by Google Forms of the question results.


[bookmark: _Toc102050152]Would you say you had any skills prior to developing visual novels that affected your choice to go with this medium?
When it came to pre-existing skills that LGBTQ+ game developers had prior to developing visual novels, a majority of developers, 58.8%, had art skills while 23.5% had coding skills. “Music skills”, “No prior skills” and “Other” were all matched with 5.9% each.
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Fig. 7. Auto-generated pie chart by Google Forms of the question results.


[bookmark: _Toc102050153]If you publish your games on Itch.io, why?
When it came to why developers publish their games on Itch.io, the majority of developers attributed it as more accessible than other sites, while 14.3 of the people who answered said it was easy to use.
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Fig. 8. Auto-generated pie chart by Google Forms of the question results.



[bookmark: _Toc102050154]If you publish your games on Steam, why?
When it came to why developers publish their games on Steam, the majority of developers attributed it to the site being more well-known among game distribution sites.
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Fig. 9. Auto-generated pie chart by Google Forms of the question results.



[bookmark: _Toc102050155]Would you say there are any benefits that the visual novel genre offers compared to other genres when telling stories with LGBGTQ+ themes?
When it came to any benefits that the visual novel genre offers compared to other genres when telling stories with LGBTQ+ themes, 6 out of the 15 answers did not think there were any benefits that games of the visual novel genre offer when compared to other genres when telling stories with LGBTQ+ themes or believed that there were but the benefits they offered applied to all visual novels and not just LGBTQ+ ones.
Other answers did believe that there were benefits that visual novels could offer, such as allowing the player to experience the story in a way they can be comfortable with along with being able to focus more on the LGBTQ+ aspects of the story.
 




[bookmark: _Toc102050156]Comparing the results from the LGBTQ+ visual novel game developer survey and the LGBTQ+ visual novel player survey.
When comparing the data from both surveys, individuals who played visual novels with LGBTQ+ themes were more comfortable on average than developers when it came to disclosing where they identified on the LGBTQ+ spectrum. With 91% of players answering the question while 88% of independent LGBTQ+ game developers answered. However, as there were only 17 developers who answered the developer survey as opposed to the 35 LGBTQ+ individuals who answered the player survey, there is a possibility that these percentages would change if the amount of people from both groups who answered were closer in number.

When it came to romantic attraction; 
6% of players identified as polyamorous (2 out of 32) with 6% of developers also identifying as polyamorous (1 out of 15).
6% of players identified as aromantic (2 out of 32) whilst no developers identified as aromantic.
6% of players identified as panromantic (2 out of 32) with 6% of developers also identifying as panromantic (1 out of 15).

When it came to sexuality;
6% of players identified as pansexual (2 out of 32) with 6% of developers also identifying as pansexual (1 out of 15).
31% of players identified as bisexual (10 out of 32) with 33% of developers also identifying as bisexual (5 out of 15).
12% of players identified as lesbian (4 out of 32) with 20% of developers also identifying as lesbian (3 out of 15).
12% of players identified as gay (4 out of 32) with 13% of developers also identifying as gay (2 out of 15).
15% of players identified as asexual (5 out of 32) with 20% of developers also identifying as asexual (3 out of 15).

And when it came to gender identities;
75% of players fell under the transgender umbrella (24 out of 32) with 53% of developers also fell under the transgender umbrella (8 out of 15).
25% of players did not specify in what way they identified as transgender (8 out of 32) with 20% of developers also not specifying (3 out of 15).
15% of players are transgender women (5 out of 32) whilst no developers were transgender women.
3% of players are transgender men (1 out of 32) whilst no developers were transgender men.
12% of players identified as trans-feminine (4 out of 32) whilst no developers identified as trans-feminine.

3% of players identified as trans-masculine (1 out of 32) with 13% of developers also identifying as trans-masculine (2 out of 15).
12% of players are non-binary (4 out of 32) with 20% of developers are non-binary (3 out of 15).
3% of players are genderfluid (1 out of 32) whilst no developers were genderfluid.

Overall:
Romantic orientation –
When it came to players, it was a tie with 6% identifying as polyamorous, 6% identifying as aromantic and 6% identifying as panromantic.


When it came to developers, there was a tie with 6% identifying as polyamorous and 6% identifying as panromantic.

Sexuality –
When it came to players, a majority of 31% identified as bisexual.
When it came to developers, a majority of 33% identified as bisexual.
 
Gender - 
When it came to players, a majority of 15% identified as transgender women.
When it came to developers, a majority of 20% identified as nonbinary.

When it came to any benefits that video games of the visual novel genre could offer to the LGBTQ+ community, a majority of the visual novel video game developers thought that the genre allows players to experience relatable LGBT content and see representation while a majority of the visual novel video game players thought that they offer more representation and also helps normalise LGBTQ+ topics in society, this makes it appear that LGBTQ+ game developers are more likely on average to develop games to share their stories and have the LGBTQ+ representation that mainstream media lacks.  Meanwhile, individuals who play LGBTQ+ video games of the visual novel genre are more likely to do so to see representation and play through the experiences.
Additionally, on average independent developers of games of the visual novel with LGBTQ+ themes appear more likely to believe there are benefits to visual novels in terms of LGBTQ+ when compared to players of the same games.

[bookmark: _Toc102050157][bookmark: _Hlk102048636]Chapter 5: Conclusion
Why are visual novels the most popular genre with independent LGBTQ+ developers? 
This paper has carried out research into why visual novels are the most popular game genre amongst independent LGBTQ+ video game developers both on Steam and Itch.io through carrying out surveys.
As is evident from the player survey, there is definitely a market for these kinds of games due to the representation they provide which could contribute to the sheer amount of LGBTQ+ visual novels. This is backed up by the fact that there is a market for representation in media in general which visual novels can help fill as representation is a key factor in normalising, and subsequently making a society more accepting towards, minority groups. Something that is needed more than ever in times where there are constant attacks on LGBTQ+ rights around the globe, from numerous bills in America to the UK banning conversion therapy for all members of the LGBTQ+ community except transgender individuals.
It's evident from the survey answers that the main reason LGBTQ+ individuals play visual novels with LGBTQ+ themes is for representation. In addition to the answers, the majority of individuals who answered the survey being transgender backs this up as, in a time where society isn't as accepting to transgender individuals as it is to other members of the LGBTQ+ community and are thus underrepresented in media, it makes sense that they would turn to the independently developed scene to see themselves represented. Additionally, as society is not as accepting towards transgender individuals, this further helps contextualise the answers as transgender individuals may not be able to transition due to a variety of reasons, whether they be medical or societal, and visual novels provide an outlet for them to play as characters that align with their true identity.
When it comes to the developer survey, similar answers can be seen, with developers mainly making visual novels as it is the most accessible and utilisable genre when it comes to them to share their experiences of being LGBTQ+ as, with sites as itch.io and steam, it means that anyone can publish a game without having to go through a publisher. Publishers who may have a bias against LGBTQ+ individuals or see games with LGBTQ+ themes as too risky.
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Why do you play visual novels with LGBTQ+ themes?
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Do you develop kinetic visual novels (visual novels without branching story paths) or more

traditional visual novels (Visual novels that feature choices or some form of other interaction)?
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Would you say you had any skills prior to developing visual novels that affected your choice to go

with this medium? (E.g. Art skills, music skills, etc.)
17 responses

@ Artskills
@ Music skills
@ Coding skills

@ No prior skills
@ Other





image8.png
If you publish your games on Itch.io, why?
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If you publish your games on Steam, why?
11 responses
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@ It's more accessible than other sites

@ Website has LGBT+ inclusive policies
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userbase compared to other video
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You've finally awoken, my Praetor! You were mumbling as

you slept. Were you having a nightmare?




