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Queer (Ruberg & Shaw, 2017) and trans game studies (Ruberg, 2022) have
emerged as dynamic and growing fields of inquiry. Existing research has explored
not only the increasing presence of queer and transgender identities in games
(Shaw, 2015; Ruberg & Shaw, 2017; Thach, 2021; Kosciesza, 2023; Maletska,
2024), queer and trans players (Whitehouse et al., 2023) and queer independent
designers (Ruberg, 2019a, 2019b), but also the subversive potential of games as a
medium (Ruberg & Shaw, 2017; Ruberg & Phillips, 2018; Ruberg, 2019a; Chow,
2023; Ruberg, 2025).

As these fields continue to expand, however, important questions remain. What are
the emerging directions of queer and trans game studies? Which theoretical
frameworks, research methods and creative practices are proving most productive?
Which limitations remain unresolved? How can scholars engage with increasingly
complex intersections of gender, sexuality, class, ethnicity and disability? What
responsibilities do researchers have when studying vulnerable communities during a
period marked by intensified political attacks on queer and trans lives (Butler, 2024)
across many parts of the world?

As most scholarship on queerness and transness in and around games continues to
be produced by North American or native English-speaking scholars, it seems crucial
to begin pushing queer and trans game studies beyond their dominant geographic
and cultural boundaries by centring intersectional voices, particularly from
underrepresented contexts, whose contributions remain limited. Such an effort
requires attending not only to digital game

worlds, but also to the material realities that shape queer and trans lives and modes
of participation across different local and global contexts.

Building upon ongoing conversations initiated through the DiGRA 2025 workshop
Queer/Trans Game/Studies at a Crossroads: Reflections, Challenges, and Futures,
the CEEGS 2025 workshop Queer/Trans Game/Studies Spaces: Reflections,
Challenges, and Futures and the forthcoming special issue of G|A|IM|E — Games as
Art, Media, Entertainment, entitled ‘Queer and Trans Game Studies in Global and
Local Contexts’, this workshop seeks to create a space for collective reflection on the
present and future of queer and trans game studies in different geographic and
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cultural contexts. Participants are invited to discuss ongoing projects, emerging
objects of study, methodological challenges and analytical approaches. Alongside
work-in-progress research presentations, we particularly welcome interactive and
experimental formats that contribute to rethinking what queer and trans game studies
can become.

Possible topics include, but are not limited to:

Queer and transgender representation in games and interactive media;
Queer/trans approaches in game, interactive and immersive media production
studies;

e Counter-hegemonic approaches in games, interactive and immersive media
practices;

e Queer/trans game perspectives from underrepresented cultural, linguistic and
geographical contexts;
Intersectional perspectives and approaches in game studies;
Historical genealogies and possible futures of queer and trans games and
game studies;

e The intersections of queer and trans game studies and their relation to
queer/trans studies more broadly;

e The relationship between queer/trans game studies and activism, including
strategies for safeguarding rights, visibility and inclusivity.

The workshop is designed as a discussion-oriented forum for work-in-progress
research and creative practice. Participants may contribute through short research
presentations, game demonstrations and experimental formats. Each contribution
will be followed by discussion.

At the end of the workshop, participants will take part in a collective roundtable
dedicated to identifying future research directions and opportunities for collaboration.

The workshop welcomes researchers at all career stages, game designers and
students working across games studies, queer studies, trans studies and related
fields. Participation from underrepresented voices is particularly encouraged.

The workshop is designed for 8-12 active participants presenting or discussing their
work, with additional attendees welcome as observers. We estimate that the total
number of participants, including both active and passive attendees, will not exceed
20 people.
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