
Love in Games: Exploring Emotional Connections with Characters

We warmly invite scholars working in game studies and related fields to participate in 
this workshop on love, romance, and emotional attachment in games, hosted as part of 
CEEGS26.  This  workshop  addresses  a  critical  gap  in  Game  Studies  by  inviting 
participants to engage with the concept of love in games. By exploring how players 
experience and interpret love through game characters, we aim to deepen scholarly 
understanding and foster a vibrant network for future research and collaboration. This 
initiative  not  only  elevates  an underexplored topic,  but  it  also  highlights  the  unique 
capacity of games to offer profound emotional experiences, redefining the cultural and 
academic discourse surrounding love.

Games frequently evoke strong emotional responses, with love being one of the most 
profound  human  experiences  reflected  in  narratives  and  gameplay.  Indeed,  many 
games allow players to actively participate in the unfolding of love stories, including 
major mainstream titles such as Baldur’s Gate 3 [14] as well as genre-specific games of 
the  so-called  dating-sim  category,  e.g.  Love  and  Deepspace [19],  comprising  a 
significant part of the video games industry revenue [16, 25]. Game studies research 
has previously explored aspects of romance in games, including philosophical inquiries 
[15,  18],  close readings and poetics [1,  21],  design challenges [9,  13],  feminist  and 
queer  analyses [22,  26],  sociological  studies [5,  12],  as well  as socioeconomic and 
transmedial  perspectives  [2,  24].  Furthermore,  previous  research  studying  player 
experience (PX) has looked at and established the importance of character attachment 
in game design [3, 4, 6–8, 10, 11, 17, 20, 23]. Still, studies that focus specifically on 
game  love  are  not  numerous,  leaving  several  underexplored  areas.  There  remain 
questions about the nature and simulation of love in virtual spaces, while a pervasive 
stigma  as  to  the  significance  and  impact  of  this  line  of  research  continues  to 
accompany, if not cloud over, any such endeavours. 

This workshop aims to provide a vital platform for engaging in discussions around love 
with game characters, creating an inclusive space for interdisciplinary dialogue among 
game scholars. Some topics of inquiry could be the following:

 Close readings and textual analyses of games that feature love and romance.

 Studies on broader patterns of depicting love and romance in games.

 Autoethnographic and ethnographic studies around love and romance in games.

 Socioeconomical perspectives on emotional involvement of players with game 
characters.

 Accounts based on different markets and cultures, especially non-Western.

 Issues of representation of love content in games.



 The role of AI in love and romance in games.

 Explorations of different types of attachment to game characters, from romantic 
and friendly to object-oriented and possessive.

 Discussions around potential  benefits  and/or  harms of  attachment  with  game 
characters.

While the focus of  the workshop is that of  digital  games, we welcome contributions 
pertaining  to  any  type  of  game,  including  board  games,  tabletops,  single-player, 
MMORPGs, LARPs etc.

The workshop will take place as part of CEEGS26 on Friday, 20 November 2026, the 
first  day  of  the  conference  (exact  time  slots  TBC).  To  participate,  prospective 
contributors  should  submit  an  abstract  of  150–200 words,  excluding  references,  by 
Friday,  21st of  August  AoE,  to  loveingames26@gmail.com,  with  the  email  titled 
CEEGS26_Last  Name_Title  of  submission.  Notifications  will  be  sent  by  4the  of 
September  2026,  allowing  accepted participants  enough time to  register  before  the 
early-bird deadline of the 15th of September.
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