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Abstract
There has been an increase in the number of video games that allow for creating your own avatars,
as well as a rise in the number of people that identify with a gender outside of binary. However, a
majority of the games allow only for a choice of a binary gender for avatars. This study aims to
determine how important the ability to represent oneself is to gender non-conforming individuals
when talking about video games, whether video games currently are inclusive to gender nonconforming players in avatar creation and what steps should be taken in the future to increase that
inclusivity. Based on the literature review of already existing books and studies on the topics of
avatar creation, queer studies and queer game studies as well as research of currently existing video
games with avatar creators, a software solution was created. Additionally, a questionnaire was
created and filled in in person by a number of participants that do not identify as cisgender (n=11).
Based on the responses show that majority of the participants thought that the current way avatar
creation is done in video games is hindering gender non-conforming individuals’ ability to create
avatars – they also thought that the mainstream games should become more inclusive by allowing
more choices when it comes to the body of the avatar, as well as clothing and extras such as facial
hair and jewellery. The software solution created for this study was thought to, while not being
perfect, to be a step in the right direction towards more inclusiveness in avatar creation. Technical
analysis of the software solution has also been done. All of those aspects suggest that current way
avatar creation is done in video games is not inclusive enough towards gender non-conforming
people and that more research should be done in the field of avatar creation, and big video game
development studios should think more about the way they could create inclusive avatar creation in
their productions.

Introduction
Video games have existed in human history for over fifty years – the first electronic game was created
in 1950 (Simmons, 1975), while the first video games available to public started appearing in 1962
(IBM, 1962). Since then, the video game industry has been becoming more and more lucrative, with
the year 2018 bringing a global revenue of nearly 140 billion dollars. While gaming has become a
pastime that anyone can enjoy, the biggest video game companies are still using young, cisgender
(agreeing with the gender assigned to them at birth), heterosexual males as their default
demographic. This default comes with the lack of inclusiveness towards both sexual and gender
minorities, as the biggest games rarely have homosexual romance options and almost never have a
way of creating a non-cisgender avatar – this is the issue this study is trying to tackle.
In this study, I plan to combine the research field of avatar creation with queer studies. Avatar
creation, often linked to cyberpsychology has had papers about identification with avatars in games,
self-representation and video game enjoyment. I think it is a natural cause of action to combine it
with queer game studies – a subsection of queer studies (studies related to issues of sexual
orientation and gender identity) focused on games. It is a medium that only recently started being
scrutinized in that way. This study will try to expand the field of queer game studies as I believe that it
is an important field and more attention should be paid to it.
Since more and more countries acknowledge diverse sexual orientations and gender identities by
legalizing same-sex marriage or allowing for gender-neutral passport markers, it is important that
industries such as video game industry become more inclusive too. Independent video games can
allow more inclusivity than big titles, mostly because they do not have publishers and boards
pressuring them to conform to certain ideas and focus groups – I think that studies that show that
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gender non-conforming people are playing video games, spend money on video games and are asking
for more inclusivity in big titles could bring change about.

Research questions
In this study I want to know if the idea that video games currently are not inclusive to non-binary and
gender non-conforming people is correct – since all of the participants I am planning on questioning
are non-cisgender their answer should shed some light on that. Additionally, I want to know in what
way video games can be more inclusive towards gender non-conforming people, and since for this
study a software solution is created – if it is inclusive, or at least tries to be inclusive in the right way.
And so, three research questions were created that this study hopes to answer.
Q1: Do participants believe that the current way avatar creation is constructed in video games
hinders gender non-conforming people’s ability to create avatars?
Q2: What steps should be taken to ensure that avatar creation is inclusive towards gender nonconforming people?
Q3: Is the software solution created for this study a step in the right direction towards more
inclusiveness in avatar creation?

Literature Review
The first hurdle I have to overcome in this study is making readers aware of what exactly I mean when
I talk about non-binary or gender non-conforming individuals. A majority of people get assigned a
gender at birth – one that correlates to their biological sex – be it either male (masculine) or female
(feminine). Most of the time the individuals, through their upbringings will find themselves agreeing
with the gender they were assigned, be it by the assumption of heterosexuality or agreeing with the
gender roles that are connected with their given gender (Oakley, 1991). This assertion is not always
correct, as there are people that (while not being intersex or having diversity/disorders of sexual
development (DSD) condition that bring them outside the sexual characteristics of either male or
female sex) do not identify with the gender binary (Richards, et al., 2016). This type of expression has
been observed over time and across different cultures (H. Herdt, 1996).
Now that we have an understanding of different gender identities, let us turn towards video games.
The word “avatar” comes from Hinduism where it refers to a material appearance of a deity on earth,
most often associated with the Hindu god Vishnu. Many games have used different player
representations throughout history, but the first video game to use the term “avatar” for the
customizable player character was the 1985 Lucasfilm Games online virtual world Habitat. Since then
the word has been used not only for video games, but for other virtual applications to mean a user’s
representation in the virtual space. In video games they have become widespread, with many games
from biggest publishers having some elements of avatar customization. The best example is The Elder
Scrolls series from Bethesda Softworks, where all the games since 2006 Oblivion have avatar
customization.
Video games in general have helped people understand many things – since their conception they
have been used as learning tools, both for children and for adults. Because of its interactivity the
medium allows for an immersive experience that can greatly influence one’s ability to either get more
skilled physically, mentally, or gain more knowledge. But similar to other mediums they can tell
stories, ones that can teach people things that are not necessarily skills, but instead ways of thinking,
or character traits, all thanks to having the option of being moralistic. Video games have been used in
peer-reviewed studies and have been shown to help with certain issues, the most popular one being
using 1986 Tetris to help people that suffered from Post-Traumatic Stress Disorder (Iyadurai, et al.,
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2018). Many people use the video games as a way to experiment in one way or another without
having to deal with consequences – especially in games that allow for avatar creation. Creating a
character that looks similar to oneself with certain changes, such as hair colour or facial hair can let a
player know how they feel about looking certain way without actually having to spend resources and
worrying that they might not like it in the end. Likewise, this is why gender-bending happens in online
video games. Cisgender men create female avatars as a way of trying to see how it will change the
story, as sometimes video game developers do put in different narratives that mirror real life issues
such as misogyny (Bruckman, 1993). And queer games, mostly small ones, as big publishers do not
see those as marketable (although games with the ability to romance as a homosexual are being
made by big studios, those romance options are not the key selling point, and sometimes are even
completely disregarded later in the story, with the most recent example being Ubisoft’s 2018
Assassin’s Creed: Odyssey), help people realize their sexuality, as well as their gender identity thanks
to having choices not seen in big titles, such as characters having no gender or being non-binary, or
just having a choice of using a gender neutral pronouns (Evans, 2019).
Avatar creation, which is the main topic of this paper, is a very complicated subject, with some games
having hundreds of different customization options. It has been researched and found that the users
will create an avatar that is similar to themselves even if it requires a time commitment and there are
prefabs available (Taylor, 2002). In the online game/service Second Life nearly sixty percent of users
have been found to base their avatar around their own body and idealise certain characteristics
(Ducheneaut, et al., 2009).
Many different video games allow you to create avatars, but the most popular genre that includes
that option is the Massive Multiplayer Online games, where a server allows for sometimes even
thousands of players to see and interact with each other. The most popular MMORPG (Massive
Multiplayer Online Role-Playing Game), Blizzard Entertainment’s 2005 World of Warcraft, allows
players to choose between one of thirteen different races – each race has a gender choice, a class
choice and an option to customize from a set. Those options include the hairstyle and hair colour, a
pre-set face and one extra (dependent on the race, such as ears for goblins or jewellery for human
females), and even those are capable of making people identify with avatars they create (Bessiere, et
al., 2007). Another, more recent MMORPG, Bethesda Softworks’ 2014 Elder Scrolls Online gives
players a bigger choice when creating their avatars. Similar to World of Warcraft, it lets players
choose a gender, race and class, but offers more options when it comes to creating a body and a face.
There is a multitude of sliders that change certain parts of both avatar’s body and face, and the
creator allows for changing the avatar’s skin colour, something that World of Warcraft does not allow.
Research was done into self-representation in video games using Elder Scrolls Online as a point of
reference, one that took a point to address the gender gap that happened prior to that study (Pringle,
2015). Pearl Abyss’ 2014 MMORPG Black Desert Online takes a similar approach to Elder Scrolls
Online with avatar creation but making it even more robust – the creator boasts sliders for almost
every part of the body but lacks on other sides – the avatar’s class influences their gender, which
cannot be changed. This is obviously even more restrictive than the previous games – those allowed
players to choose their gender, even if the choice was binary. This study’s point is to take it to the
next step and talk about people whose gender is not binary. Nearly every game published by a big
company has an avatar creator that makes a player choose the avatar’s gender upfront and limits the
options to leave those boxes. The bodies are usually pushed towards stereotypical femininity or
stereotypical masculinity – a thing that in itself might not be wrong, but when it does not give an
option to opt out of it, could potentially induce dysphoria in a trans non-binary individual.
Additionally, secondary characteristics or extras that are culturally assigned to a specific gender are
locked in the avatar creator to that specific gender – an example being only the male avatars being
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able to choose facial hair, or only female avatars having an ability to put on jewellery. Another thing
that is not taken under consideration is the avatar’s pronouns. Games from big publishers that allow
the player to choose the avatar’s pronouns can be counted on a single hand. In this day and age when
representation is becoming more and more important I want to ensure that gender non-conforming
individuals have a way of being represented in the video games.
This way of creating an avatar that resembles the player also seems to influence the players and their
personal and emotional investment in the avatar. It seems that introverted people tend to create
avatars that are an idealised version of themselves, while extroverted ones created a lot of different
avatars to experiment (Yee, 2006). The fact that other people do not know anything about you apart
from your avatar allows people to experiment with things such as gender-bending (Bruckman, 1993).
This identity exploration is an important part of my project, as a lack of non-binary gender options in
avatar creation forces people to see a gender in a binary way. This could be hindering towards both
binary and non-binary trans people’s exploration of their identity (Tourjée, 2018).
Something that is often omitted in the papers talking about avatar creation is the technical side.
Obviously, the main research questions of those studies do not really require a deeper dig into those,
but the technicalities are important for this study. At some point avatar creation changed from
choosing pre-set faces and bodies to now well-known slider-based system – while the exact moment
of the switch is hard to point out, the industry seems to have switched to the latter when the seventh
generation of video game consoles have been released, as both Xbox 360 and the PlayStation 3 could
allow for it thanks to increased processing power and disk space. Additionally, the use of Morph
target animation, also known as Shape Keys or Blend Shapes, has become more useful to video
games in this area – it has been used in 3D animation previously mostly for facial animations (Liu,
2009). In 2006 the open source 3D modelling/animation software Blender added the ability to create
Shape Keys in its 2.4 version, which also allowed a bigger audience to use them. To this day Shape Keys
are what most of smaller game development studios use when it comes to creating an avatar creator
in 3D video games – as it is not difficult to create and fairly easy to implement in a game engine of
choosing. Because the interpolation between a Shape Key and the base state is linear and does not
use convoluted algorithms, the files that use Shape Keys do not take much more disk space than ones
without them – for example an exported .fbx file of a humanoid with no shape keys takes up 556
kilobytes, meanwhile one with 23 shape keys takes up 630 kilobytes – while it could be a lot in video
game console generations before seventh, at that point the change was miniscule. In every single
video game, where avatar creation takes place is either an area in a separate room/scene with a very
minimalistic backdrop, or in older games that used pre-sets just a menu. This is usually done for two
reasons – first, wanting to separate it from the core gameplay. This simplifies it for a player that will
not assume that this is all the game has to offer, but instead it is just a part that will pass. The other
reason is simplicity from the technical standpoint – the main scene/overworld is usually crowded
with objects, sprites and scripts as is, and adding another set of scripts, and a completely different
visual interface would make compiling it together in a smart way even harder. There is a lot of other
ways that video game developers try to simplify the process – from having pre-set avatars that
players can choose from and just do miniscule changes to achieve what they want, to omitting certain
parts – in MMORPGS part of progression involves getting better armour and clothing for your
character – this means you cannot choose your avatar’s clothing during avatar creation, as it would
immediately change. Games such as ArenaNet’s 2012 Guild Wars 2 or aforementioned Elder Scrolls
Online show the avatars in a placeholder armour that tries to showcase what type of armour certain
class wears, with Elder Scrolls Online having the option to see both low-level and high-level armours
for that class – this is a well-executed idea for an MMORPG.
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Clothing is an important way for people to express themselves – their stance on certain issues, or,
more importantly, their gender expression (Arvanitidou & Gasouka, 2013). Because of the way the
society views certain clothing items as feminine or masculine, people that do not agree with their
assigned gender at birth can use different clothing to express themselves in a way that corelates with
their gender. Gender non-conforming people often mix those types of clothing or contrast them with
the way they keep their bodies to showcase their lack of connection to gender binary. This can also
be applied to video games – when creating an avatar, clothing can be one of the ways to showcase
their gender non-conformity. While it is not necessarily possible in MMORPGS, as we just discussed,
other games, mostly single-player ones, allow for changes in clothing of characters or while creating
the avatars. However, with majority of the games those clothing options are boxed – only male
characters can wear male clothes and vice versa. This can be caused by the meshes used for bodies
being notably different, but there are games that allow for gender-neutral clothing. At first glance,
Maxis' 2014 The Sims 4 do not allow female clothing on male bodies, but that can be changed with a
single click in the menu when choosing clothing – thus opening a more robust clothing option for
Sims of all genders, and all of the clothes seem to fit regardless of the body type that the avatar has.
This suggests that other video games could also do that, but they choose not to.
As a side note, it is of importance that we note the difference between avatars and characters in
video games. In video games a playable character is created by the developers and a player is given
control over them – an example of that being Geralt of Rivia in the CD Projekt Red’s Witcher game
series. This is notably different from avatar creation, as a premade character already has a personality
of their own, even though it can still be influenced by the player. While there still can be a sense of
identification between a player and a character they play, it usually tends to be weaker than one
between a player and an avatar they have created themselves (Shaw, 2015).

Methodology
To answer the research questions, since there is no truly gender-neutral avatar creator in any of video
games that I have researched, I had to create one specifically for this study. For this to be achieved a
plan needs to be created. For this purpose, I played through a number of different games from big
publishers and took notes about how avatar creation is constructed in them from a technical
standpoint. This allowed me to note in what ways those creators hinder the ability to create genderneutral avatars, what type of avatar creator seems the most intuitive to a player and what steps could
I take to increase inclusivity towards gender non-conforming players. The notes I took, along with
screenshots to showcase my comments can be found in Appendix 2.
Next step was creating the software solution, but that also required technical knowledge. My original
plan was to have two different meshes – a very masculine one and a very feminine one – and then
have a way to interpolate between them. However, for that to work there would need to be two
meshes that have the exact same number and order of vertices. This would require a lot more time
and resources than I had available, which I will talk about more in the discussion part of this paper, so
I had to use a single model and use Shape Keys. Blender’s Shape Keys (also known as Blend Shapes in
Autodesk Maya) allow for deformation to a mesh that can be set beforehand and then done during
runtime – something that many video games use for their avatar creation. This also meant that the
interpolation I wanted originally changed into a linear change between mesh states – however, the
amount of different Shape Keys creates a more robust system.
In the end, I have chosen a feminine body, with my reasoning being that in my mind it was easier to
turn a feminine body to a masculine one than in reverse when it comes to body types and meshes.
Additionally, since I used a third-party mesh, the feminine body had more vertices I could use and
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transform with Shape Keys. I have added 23 different Shape Keys onto the mesh, with eight of them
relating to the body of the mesh, and the other fifteen changing the face structure, as I believed that
face is important to self-identification with an avatar, possibly more so than the body – also, the face
has more points that by a small change can make it look completely different. Once all of the Shape
Keys were in place the mesh had to be exported into a .fbx file and imported into a game engine.
Since I have experience with Unity, and there was a way for it to interact with Shape Keys of a mesh,
that was my game engine of choice. There were a few versions of the exported mesh that I worked
with, and at some point, the skeleton needed to be rebuilt to better suit the Unity’s automatic third
person controller. Once that was done, a graphic interface was needed – as mentioned in the
literature review section of this paper, most of the games these days use sliders, so that was the way
the interface was created. In addition, an option to change the skin and eye colour were created, as it
was quick to create and allowed for more representation for people of colour, something that is not
always present in video games. Around the same time, I also had to present the state of my project to
my supervisor – I presented him the current state of the software solution and described what I have
done so far and my future plans. He gave me feedback on which parts of software to improve and
what type of questions to include in the questionnaire. He also told me that the technical review of
the software should be a part of this study, something that has been added to the methodology.
Now that the software solutions are done, the next task is the questionnaire. The questions
obviously need to cover the research questions, but some can indicate the direction of possible
future studies. Additionally, I did not want to constraint participants with only multiple-choice
questions, so a number of them are open-ended – this could help shine a light on what exactly is it
that gender non-conforming people are missing from avatar creation in video games. The entirety of
the questionnaire can be found in Appendix 5.
The last step, one more technical than a questionnaire, was conducting a comparison test – it is
important to check if the software solution created has viability in other projects. To do that, it needs
to not use much more computing data than one without such choices. Another test that should be
done is the FPS comparison – does the software solution that includes the mesh that uses Shape Keys
run slower than one that does not. Additionally, other technical aspects were considered to see how
viable the software solution created for this study is. This will be presented as a simple comparison of
the profiler when using the avatar that allows for editing versus the one that does not.

Ethics
All of the participants have read the Participant Information Sheet and understood it (Appendix 3).
They also read through and signed the Informed Consent Form to consent to taking part in the study
(Appendix 4). All of them were informed that they have the right to withdraw from the study at any
time and how to do it and that if they have any further questions they can ask the researcher at any
point.

Participants
In the end, there were 11 participants. None of them identified with the gender they were assigned
at birth. 4 (36%) identified as Non-binary, 1 (9%) as Agender, 1 (9%) as Trans Male, 1 (9%) as Trans
Female, and the rest (4, 36%) did not answer the question about their gender. 9 (82%) of the
participants were current students at Coventry University, and the remaining 2 (18%) were Coventry
University alumni. Participants were recruited through advertising on the Coventry University Student
Union LGBTQIA+ Society Facebook group as well as word of mouth.
4 (36%) of the participants admitted to playing video games daily, 6 (54%) said that they play video
games weekly, and only 1 (9%) participant said that they play video games less often than monthly.
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Procedure
For this study, the participants were interviewed by a researcher in a one on one capacity. They were
asked to read through the Participant Information Sheet, and then to read through and sign the
Informed Consent Form. Once that was done, they were given the questionnaire, which had two
parts. The first part had a set of questions that would provide me with general information about
participants and their gaming habits and queries related to the first two research questions. Example
questions include “Do You think that avatar creators in video games are inclusive towards Gender
Non-Conforming people?”, “Do you connect with avatars you create in video games?” and “Which
part of avatar creation is the most important to you?”, and the whole questionnaire can be found in
Appendix 5.
Next step was to let participants create their own avatar in the software solution that was created for
this study. The participants were informed about how to navigate the software (regarding how to
rotate the camera to see the avatar from different angles and zoom out the view) and then left to
create an avatar of their choosing. Once they were sufficiently happy with their avatar, and after
pressing the “End” button in the software the avatar created by them was put into a 3D space to be
controlled by them from the third person perspective. There was a small obstacle course for them to
overcome with the avatar, and if they reached the end or at any point could not continue (be it a
‘death’ or a software bug making them unable to continue) they would be asked to fill in the second
part of the questionnaire.
The second part of the questionnaire’s questions related to the third aforementioned research
question being asked in this study. The example questions included “Do you think that this avatar
creator is inclusive towards Gender Non-Conforming people?”, “Do you think that the character
creators in video games should be more inclusive towards creating GNC characters?” and “Did the
creation process and the course afterwards make you connect to your avatar?”. All of the questions
can be found in Appendix 5. The questionnaire was then collected by a researcher and once done
with the current participant, put into a secure location.

Results
Current state of avatar creation
Q1: Do participants believe that the current way avatar creation is constructed in video games
hinders gender non-conforming people’s ability to create avatars?
The first part of the questionnaire has a number of questions that can put light on this research
query. The first question that has to be taken under consideration is what kind of avatars do gender
non-conforming people want to create – as mentioned in the literature part of this paper, people
tend to create avatars based on themselves, but that is not always the case. The answers showed that
out of participants 5 (45%) do create avatars after themselves, while the remainder of 6 (55%) try to
create avatars that are attractive in one way or another, but ones that are not similar to them.
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In video games with avatar creators I usually create
Someone unconventionally attractive that's not similar to
me

Someone that looks similar to me

Someone conventionally attractive that's not similar to
me
0

1

2

3

4

5

6

Figure 1- Answers to Question 3 from the questionnaire

The next question asked relates to the literature review – as aforementioned people tend to identify
with the avatars they create. 8 (72%), a majority of participants answered that they do, which seems
to agree with the other literature in the field.

Do you connect with avatars you create in
video games
9
8
7
6
5
4
3
2
1
0
No

Yes

Figure 2- Answers to Question 4 from the questionnaire

Question 6 also relates to the first research question, and in the bluntest way possible, as it simply
asks if the participants think that the avatar creation in video games is inclusive towards gender nonconforming people. All 11 (100%) of the participants agreed that it is not.
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Do you think that avatar creators in video games are
inclusive towards gender non-conforming people?
12

10
8
6
4
2
0
No

Yes

Figure 3 - Answers to Question 6 from the questionnaire

The combination of those three questions gives us a quite clear answer: The participants agree that
the current way avatar creation is constructed in video games hinders their ability to create avatars.

Making avatar creation more inclusive
Q2: What steps should be taken to ensure that avatar creation is inclusive towards gender nonconforming people?
Questions 7 through 9 of the questionnaire relate to this by shining a light on what exactly it is that
the avatar creators lack in the eyes of the participants. For each of those only one person (9%)
responded ‘Yes’, while the remaining 10 (91%) responded ‘No’ – of note is that the ‘Yes’ answers
came from different people for each of those questions.

Do avatar creators in video games allow you to
fully express yourself with regards to creating a
body?
12
10
8
6
4
2
0
No

Yes

Figure 4 - Answers to Question 7 from the questionnaire
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Do avatar creators in video games allow you
to fully express yourself with regards to
clothing?
12
10
8
6
4
2
0

No

Yes

Figure 5 - Answers to Question 8 from the questionnaire

Do avatar creators in video games allow you to
fully express yourselfs with regards to extras
(such as facial hair, jewelry and make-up)
12
10
8
6
4
2
0

No

Yes

Figure 6 - Answers to Question 9 from the questionnaire

All of those answers suggest that gender non-conforming people have issues with all three of the
main aspects of the avatar creation. To build upon that, the next question showcases that out of
those aspects the most important one to the participants is the body type of the avatar, with 7 (63%)
of the answers. The rest was split between clothing with 2 (18%) and the extras with 2 as well (18%).
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Which is more important to you for creating a
GNC avatar?
8
7
6
5
4
3
2
1
0
Body Type

Clothing

Extras

Figure 7- Answers to Question 10 from the questionnaire

Question 5 of the questionnaire was an open-ended one and simply asked which part of avatar
creation is the most important to the participants. A few different people mentioned having a gender
selection that is not limited to male or female. However, the main sentiment was having more
choices – be it in body shape (this was the main type of choice people wanted), clothing or extras.
There was also a need for better options when it came to hairstyles, especially when it came to black
hairstyles – something that could point in a direction of potential future research. One last sentiment
was just creating interesting avatars – one participant wanted to make them cool/interesting, while
another mentioned Monster Factory, an online comedy show where Griffin McElroy and his brother
Justin McElroy use avatar creation in video games to create grotesque characters, an opposite of
what the research suggests the majority of players do, and also act opposite of what the main
protagonist is suggested to do both for a comedic effect and as a way of showing that even
something did intentionally wrong can bring joy in video games (Nash, 2018).
Having gained all of this information, I believe that the second research question has an answer,
although not a definite one. It seems that steps that should be taken to make sure that avatar
creation in video games is allowing for more options – the most important option seems to be more
inclusivity in body type as participants aren’t allowed to express themselves in regard to that in avatar
creation in video games. It seems the crucial aspect to bettering avatar creation is adding more
options, especially when it comes to body types, which are important for participants. Those steps
should also be taken in relation to clothing as well as extras, such as facial hair, jewellery or makeup.

Software review
Q3: Is the software solution created for this study a step in the right direction towards more
inclusiveness in avatar creation?
The entire second part of the questionnaire is related to this research question. Answers to question
11 were as follows: 8 (72%) of the participants agreed that the software solution created for this
study allowed them to create what they wanted, while 3 (28%) participants disagreed with the
notion.
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Were you able to create what you wanted in this
avatar creator?
9
8
7

6
5
4
3
2
1
0
No

Yes

Figure 8 - Answers to Question 11 from the questionnaire

There was an additional query for people that answered ‘no’ to question 11 to explain why they
didn’t feel that way in order to gather additional insight. The answers related to limiting choices, the
fact that certain sliders gave narrow extremes and all of them mentioned lack of hair.
The next question was open-ended and in a similar vein, as it asked what participants think was
missing from the avatar creator in the software solution. 9 (81%), so nearly all of them mentioned
hair as one of the things that should be included, other things people thought were missing included
clothing options, eyebrows and ability to change the size of the body.
Question 13 directly relates to the research question – 9 (81%) of the participants said that they think
that the avatar creator in the software solution created for this study is inclusive towards gender nonconforming people. 2 (19%) did not think that way, and similarly to question 11 there was a follow up
question as to why. The answers to this question were that it falls short in providing enough choices,
the default form is more suited towards a feminine body shape, and that it is not inclusive towards
plus-sized people, something that could give a direction future research could go in.

Do you think that this avatar creator is inclusive
towards GNC people?
10
9
8
7
6
5
4
3
2
1
0
No

Yes

Figure 9 - Answers to Question 13 from the questionnaire
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The way the software solution was created, there was no clothing options – question 14 asks the
participants if they think that the lack of clothing options in the demo hurt its ability to convey gender
non-conforming avatars. 6 (54%) people answered that it does, and 5 (46%) answered that it does not
– though this might be more relevant to research question 2, it also relates to question 3.

Do you think that lack of clothing options in this
avatar creator hurt its ability to convey GNC
avatars?
7

6

5

4

No

Yes

Figure 10 - Answers to Question 14 from the questionnaire

Question 16 remains in the same research field/aspect. 8 (72%) participants responded that the
creation process and the small course that they were asked to play made them identify with the
avatar they created, while 3 (28%) said that they did not.

Did the creation process and the course
afterwards make you connect to your character?
9
8
7
6
5

4
3
2
1
0
No

Yes

Figure 11 - Answers to Question 16 from the questionnaire

Overall, the answers for those questions suggest that the software solution created for this study,
while lacking in parts, is a step in a right direction towards inclusiveness in avatar creation. According
to participants, there were many things missing that could make this avatar creator truly inclusive,
but it could be used as a stepping stone towards true inclusivity.
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Technical review
Q3: Is the software solution created for this study a step in the right direction towards more
inclusiveness in avatar creation?
The technical review of the software solution still works under the research question 3 – if the
software solution was to use a visibly bigger amount of computing data then its viability would be in
question, even if it was more inclusive towards gender non-conforming people. To check exactly if
there is a difference I used the Unity engine’s built-in profiler. It allows for checking CPU usage,
memory used, and rendering speeds amongst other things.
The first point is the comparison of disk space – as mentioned in the literature review, a .fbx file that
has been used for the software solution without any Shape Keys, which are used in avatar creation
takes up 556 kilobytes, and one with 23 Shape Keys takes up 630 kilobytes – the difference is
minuscule nowadays as disk space is easily available – and considering that there would be only a
handful models that would need as many Shape Keys I believe it is safe to say that on this level there
is no big difference for a potential game developer.
To run the comparison, I first profiled the software solution while allowing for avatar creation – I used
it to change every single shape key to maximum to ensure that the mesh is as different from the
default as possible, and then checked the profile once the avatar was allowed to run around, as the
difference might not be visible while in the controlled environment of avatar creation. That was
compared with a profile that was done when a different mesh was used, one that had no shape keys
that would allow the mesh to change, again when the software solution allowed the avatar to run
freely.
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Figure 12 - Profiler for mesh with no shape keys

As can be seen in Figure 12 and Figure 13, on both profiles the CPU usage seems to fluctuate slightly
around 16-17ms per frame (not counting frames on which Garbage Collection took place), which
means that both versions had an output of around 60 FPS (Frames Per Second), which with current
technology should be a standard in video games – notable is that for both of those profiles most of
the frame time on the Main Thread was taken by the WaitForTargetFPS function – one that actually
does nothing but waits for the time to be passed, which meant that the actual CPU usage could be
even smaller.
For the memory allocation, both versions were consistently allocating around 310 MB of memory
each regardless of the current position or rotation of the avatar. Both of those suggest that along with
the idea behind the software solution, the technical aspect of it should be a good step towards
inclusiveness in avatar creation, or at least not be a hurdle that needs to be overcome.
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Figure 13 - Profiler for mesh with 23 shape keys in use

Discussion
Methodology
For this study, a software solution had to be created. In the beginning, the ideas behind it were quite
robust, but since time and resources for this study were limited, the software solution had to become
smaller. My original plan was to create two different types of an avatar creator, something I wrote
about in the Detailed Project Proposal (Appendix 1) – this, however, turned out not possible both to
time and technical constraints. From the technical standpoint, the idea was to interpolate between
two different meshes using Key Shapes, but during research it has turned out that to do such a thing
would require meshes created specifically for this purpose as they would have to have the same
number and order of vertices, and this is why the idea of two avatar creators was abandoned for one,
that could possibly be more robust. There was also an idea to use fuzzy logic as a way of interpolating
between the meshes, but again with the research I found no viable option of doing that – it could
possibly be created, but it would take more time than I had. Another thing that was not done was the
use of hair in this avatar creator – at the time I thought that it could muddle the research as hairstyles
themselves are a very robust topic that could be a separate study.
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The questionnaire that was created for this study is in hindsight not perfect – there is a question or
two that did not relate to any of the research questions, however, as is discussed in the analysis of
the results, the responses did point out ways in which future research could be carried out. The
technical analysis of the software solution could be better too – it is apparent that I was not well
versed in software profiling when doing the study. I have used the only tool I knew, the Unity engine’s
profiler – while it provided enough answers for a simple software solution like this one, if bigger
solutions were to be created, other profiling options should be looked into.

Results Analysis
Q1: Do participants believe that the current way avatar creation is constructed in video games
hinders gender non-conforming people’s ability to create avatars?
Answers to questions 6 through 9 clearly show that participants agree that the current way avatar
creation is done in video games hinders gender non-conforming people’s ability to create what they
want. Additionally, a majority of participants do identify with avatars they create in video games,
something that aligns with findings of other studies in the field. Another thing that somewhat aligns
with other research is the want to create avatars that are similar to players – while less than half of
participants wanted to do so in this study this could point in a direction of a group that have different
experiences and can be used for further research on identification in avatar creation.
Q2: What steps should be taken to ensure that avatar creation is inclusive towards gender nonconforming people?
While I mentioned some steps that could be taken to make the avatar creation more inclusive, here I
can elaborate. As participants responded, the most important part that needs improvement is the
ability to customize the body of the avatar more – be it making it seem more androgynous, mixing
secondary (and primary) sex characteristics regardless of gender choice, or allowing for creating plussized avatars. That last point could also be used as a base for future research, as while I was
researching video games I have noticed not many of them offer players the ability to create bigger
avatars. And while body choice was ruled most important by the participants almost none of them
thought that clothing options are inclusive towards gender non-conforming people. The same
sentiment was shared about extras such as facial hair, make-up or jewellery. I believe that a lot of
avatar creators would gain from rethinking the way they go about the way they limit things to one
gender. A small additional point that was made was about pronouns – in the majority of big titles the
pronouns are tied to the body type of the avatar – this can be fixed by letting players choose their
pronouns.
Q3: Is the software solution created for this study a step in the right direction towards more
inclusiveness in avatar creation?
The software solution that I created for this study was missing a lot of features, that would make it a
perfectly inclusive avatar creator. However, according to participants, it did get a lot of things right or
at least tried to get them right. Majority of participants agreed that the avatar creator done for this
study was inclusive, and those who did not mentioned that it is on the right track to get there. Main
things that people mentioned were missing were hairstyles, then generally more options, and then
clothing. All of those could be created either in a large video game or in a study with more time and
resources. On the technical side of the solution, I found no evidence that would suggest that making
avatar creators more inclusive would negatively impact the video games’ processing or rendering, as
a mesh with and without key shapes used about the same amount of allocated memory.
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Conclusion and Recommendations
This academic paper will hopefully add to the field of avatar creation in video games by expanding
the field by combining it with Queer Game Studies. While a lot of different studies were done about
avatar creation, none of them were focusing on gender non-conforming people. This study used both
quantitative and qualitative methods to answer research questions and find out if this niche is worth
further research.
The results of this study can be applied to games design, as well as cyberpsychology, queer studies
and queer game studies. All of the avatar creation relates mostly to cyber or online environments, but
some real-life behaviours will still be influenced by the process of avatar creation and use of those
avatars in video games.

Research recommendations
Further research should be done in this area, as it is a unique combination of queer game studies and
the field of avatar creation. Those studies should hopefully have more time, resources, and a bigger
focus group to give us clearer answers. In addition, in the field of avatar creation, there should be:
•

•

Research done in regard to avatar creation and people of colour – a lot of video games limits
those people’s ability to identify with the avatars by limiting the hair types that people of
colour would most often have,
Research done regarding avatar creation and plus-sized people – again, a lot of video games
do not allow creating larger avatars.

Development recommendations
Video game developers should think about making avatar creators in games they produce more
inclusive towards gender non-conforming people. This could include:
•
•
•
•
•

more options to customize the avatar’s body to make them look more androgynous,
options to choose secondary gender characteristics regardless of body type,
an option to choose the pronouns for the avatar,
making clothing options not specific to gender,
making extras, such as facial hair, jewellery or make-up not specific to gender,

This does not really include independent video game developers as they are usually more inclusive
towards gender non-conforming people, but big video game development companies have a long
way ahead of them in the way of inclusiveness towards both sexual minorities and gender minorities.
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Appendices
Appendix 1 – Project Proposal

Are You a boy or a girl? Non-binary
genders in video game avatar creation
Detailed Project Proposal

Problem Statement
As a person with a non-binary gender identity I find some issues with creating avatars for myself in
video games. If there is no advantage to choosing certain appearances (such as a race having a
strength modifier in role playing games) people tend to create avatars that are idealised versions
of themselves. (Ducheneaut, et al., 2009)
This is something that non-binary gamers cannot do, since the options that would allow for that
are limited (Morse-Noland, 2017). In my preliminary research I found only one game from a tripleA publisher that allowed for a more in-depth choice of body type in relation to gender identity,
that is Saints Row 2, which came out in 2008.
The main problem this project is trying to tackle is the lack of inclusiveness in avatar design. I want
to approach it by creating two software solutions that could be used by other game developers to
make their games more inclusive towards non-binary people or people that don’t align with the
gender binary.

Initial Literature Review
To approach this problem, we need to talk about being non-binary. Even on the internet majority
of questionnaires and forms have only two gender options – Male and Female. A recent paper,
(Jaroszewski, et al., 2018) , talks about non-binary people, and that more thought should be put in
to recognizing them online. This is a good starting point for the paper, since a lot of people might
not be aware of the non-binary genders.
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While queerness in video games is a topic discussed in some academic papers, most don’t relate to
the area of my interest. However, there are still a few that might be useful for my research.
Adrienne Shaw is prominent in the queer game studies, being the author of the book Gaming at
the Edge: Sexuality and Gender at the Margins of Gamer Culture, as well as having co-edited the
anthology Queer Game Studies, both of which I will use in this project. Both of those books are
fairly recent and talk about queerness and video games, with certain parts talking about playable
characters and self-presentation and avatars in video games. These publications are a great delve
in the queer game studies, however I worry that they lack sufficient material about people not
aligning with the gender binary, especially when it comes to avatar creation and identification with
said avatars. (Shaw, 2015) (Shaw & Ruberg, 2017)
Avatar creation and avatar identification have been described in papers previously. A couple
papers from 2009 included some good points about the fact that avatars allow people to explore
their identity, which is hard for gender non-conforming people due the lack of resources for it in
gaming, which I am writing about. (Klimmt, et al., 2009) (Ducheneaut, et al., 2009)
Overall, there is a good base for me to build upon – I can show that non-binary identification is
valid, and people identify as such, then the importance of avatar creation and identification with
your avatar in video games, and game queer studies which also bring these points. Then, I can
finally talk about combination of all of them and continue with the rest of the project, create my
solutions and then talk to participants about them.

Motivation
The main motivation for this project is making video games more inclusive for the gender
minorities, such as non-binary or agender people, and adding more options for people playing
video games in general. The solutions I hope to make could also be used by other game
developers, to make their games more inclusive.
The main benefiters would be, as previously said, players from the LGBTQ+ community, another
group being game developers, but also other researchers – while there are some papers and books
about a mixture of queer theory and games studies (usually called queer game studies), an
addition to that area will always be welcome.

Primary Research Plan
The main aim of the research is a study of the two solutions that I will create. The plan for the
research is based on five objectives.
The first objective is researching existing character creation systems, whether through using them
or reading about them, and identifying main features that could increase inclusiveness towards
gender non-conforming gamers. Those could be things such as gender/sex choices, sliders
changing the skeleton or mesh of the character and others. This would be done as soon as
possible, probably within the first week of the project, and would just be measured with the
amount I have written, since this would be a part of the paper.
This allows me to go to the next objective – developing a character creation system myself. This
design would be on paper, describing both types of solutions I want to create, involving a part that
would be written with intent of being used by other developers about things that are missing in
their character creators. This would allow them to create a more inclusive character creation
solution for their game. This would be most probably a part of the paper as well, and done once
the previous objective is done, and could take around week or two itself.
Then comes creating the actual implementation of the system. The first character creator would
have, in addition to typical 2 body types (feminine and masculine), a third body type that lacks
secondary sex characteristics, which could be used as a completely blank canvas. The second
character creator would have only one body type but have more sliders to control the exact body
shape and type. The way to measure this objective is simply checking if both are created. While
technically only one is needed for me to continue with the research, creating both would mean
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more options for the rest of research. This task will be hopefully done sometime in March,
perfectly somewhere around the 15th, but there can be some leeway.
The fourth objective is a questionnaire – both creating it, since some of the questions I want to
include will relate to the solutions I create, as well as getting participants to fill them in. I want to
have at least dozen questionnaires filled, most likely by the members of the Coventry University’s
LGBTQ+ Society. This objective has also two main milestones – creating the questionnaire, which
will happen once the solutions are done, gathering enough responses, which I hope to have done
by the beginning of April, about two weeks after finishing the first objective.
The last objective is the review of the research done. This entails a quantitative review of the first
objective, by the means of technical analysis, as well as a qualitative review of the questionnaire
and responses to it. The way to measure this objective is the last part of the dissertation, since
that’s the way I’m going to present my findings. This is a task that has to be done since it is an
integral part of the project and one to self-reflect upon, and I plan on doing it over the whole April.

Intended Project Outcome
At the end of this project I want to have two finished software solutions created to include nonbinary gamers, as well as a questionnaire about inclusiveness in video games and my two
solutions, answered by a group of people, most likely from the Coventry University’s LGBTQ+
society.
After this I can write my conclusions – first quantitative, whether the solutions run faster or use
less data, something that game developers could use more, and then more qualitative, talking
about the responses to the questionnaire – if the participants feel that this is an issue in general,
as well as which solution they think is better for non-binary people.
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Appendix 2 – Research notes – Avatar creation in single player video games

Saints Row 2 (2008)
Developed by Volition
Published by THQ
• There is a choice of sex (not gender, that's good at least)
• BODY SHAPE SLIDER GOES BETWEEN A FEMININE AND MASCULINE BODY
• The main changes are
o Changes in body and face shape
o Breast tissue (turns into pecs when going into the masculine territory)
o The genital area (the more masculine the body the bigger bulge appears)
o The Male body seems to be more muscular with a visible six-pack from the get go, for
a female body you have to crank up muscularity to max to get a six-pack
• Muscularity is independent on that, you can have a buff feminine person
• Fatness independent as well, at 75 fatness the skeleton changes a bit it seems
• Age independent as well
• The skeleton doesn't seem to be changing much, the bone positions must change for the
body shape at least
• Height can't be changed, the more masculine characters are higher by default

•
•
•

Personality Screen:
Different voice choice
Facial Expression is unrelated
Movement style
o Bunch of different animations for movement, feminine ones and masculine ones
o Will choose a masculine one to counterpart the feminine looks of a character and see
how it goes
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Saints Row 4 (2013)
Developed by Volition
Published by Deep Silver
• The preliminary choice is just male/female, with further customization
• The choice for body is Sex, Race, Build, Skin, Age, and Sex Appeal
o Sex is male/female
o Race is irrelevant to our study
o The sex appeal only changes breast size in female bodies, and the genital area in male
bodies
o Build size is based between Strength, Skinny and Fat options
• The body type is irrelevant to clothes worn
• While editing face, hair is gender-neutral, which means femme bodies can still have facial
hair
• Make up also gender neutral
• Choice of voice can also be regardless of gender
• No choice of pronouns, but everyone usually calls the character President or Boss
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Dragon’s Dogma: Dark Arisen (2013)
Developed by Capcom
Published by Capcom
•
•
•
•
•

Gender - Only male or female
Good diversity in body types to choose from to customize further
Choice of hairstyle is not gender specific - that's good
Each body part can be changed by itself (as in legs, torso, arms)
A stance meter from Ladylike to Macho - the more Macho, the wider stance and feet are
going more apart
28

•
•
•

•

Make-up not gender-specific
So is facial hair
Good control over body parts, which is good for different body types. Although I'm unsure
how fat a character can be - they can be tall or short, but I've only seen so much in terms of
width.
Sadly, no pronouns choice so even though the avatar is looking feminine everyone still calls
the character He
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Fallout 4 (2015)
Developed by Bethesda Game Studios
Published by Bethesda Softworks
• Again, only male and female choice
• Hair gender specific - bad
• Ability to sculpt face, not bad
• Body type a triangle again
• Make up gender specific – bad
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Sims 4 (2014)
Developed by Maxis
Published by Activision
• While there is a gender choice, you can change the physical frame
• There is a clothing preference
• Can choose how the sim uses toilets
• And if they can get pregnant/get other pregnant
• Hairstyles no longer gender specific (they were before the update)
• However facial hair/makeup still gender specific
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Appendix 3 – Participant Information Sheet

Are You a boy or a girl? Non-binary genders in video
game character creation.
PARTICIPANT INFORMATION SHEET
You are being invited to take part in research on non-binary genders and video game character
creation. Jonatan Biegalski, undergraduate student at Coventry University is leading this research.
Before you decide to take part, it is important you understand why the research is being conducted
and what it will involve. Please take time to read the following information carefully.
What is the purpose of the study?
The purpose of the study is to gain information about the inclusiveness of video game character
generators in relation to non-binary genders, as well as trying to construct a more inclusive solution
and researching its viability. The main aim is to either create a more inclusive solution or to bring
awareness to the steps that can be taken to increase inclusiveness to people that don’t align with the
gender binary in video games.
Why have I been chosen to take part?
You are invited to participate in this study because you do not align with the gender binary in one
way or another, either being non-binary, agender or just not identifying as cisgender.
What are the benefits of taking part?
By sharing your experiences with us, you will be helping Jonatan Biegalski and Coventry University
to better understand the area of character creation in video games in relation to non-binary people,
which is an area of research that has not been touched.
Are there any risks associated with taking part?
This study has been reviewed and approved through Coventry University’s formal research ethics
procedure. There are no significant risks associated with participation.
Do I have to take part?
No – it is entirely up to you. If you do decide to take part, please keep this Information Sheet and
complete the Informed Consent Form to show that you understand your rights in relation to the
research, and that you are happy to participate. Please note down your participant number (which is
on the Consent Form) and provide this to the lead researcher if you seek to withdraw from the study
at a later date. You are free to withdraw your information from the project data set at any time until
the data are destroyed on 3rd of December 2019. You should note that your data may be used in the
production of formal research outputs (e.g. journal articles, conference papers, theses and reports)
prior to this date and so you are advised to contact the university at the earliest opportunity should
you wish to withdraw from the study. To withdraw, please contact the lead researcher (contact details
are provided below).
Please also contact the Research Support Office (
researchproservices.eec@coventry.ac.uk; telephone +44(0)2477658461) so that your request can be
dealt with promptly in the event of the lead researcher’s absence. You do not need to give a reason.
A decision to withdraw, or not to take part, will not affect you in any way.
What will happen if I decide to take part?
You will be asked a number of questions regarding your gender identity, your opinions about
inclusiveness in video games, and opinions about software solutions that you will use. The
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questionnaire group will take place in a safe environment at a time that is convenient to you. The
questionnaire group should take around 30-60 minutes to complete.

Data Protection and Confidentiality
Your data will be processed in accordance with the General Data Protection Regulation 2016 (GDPR)
and the Data Protection Act 2018. All information collected about you will be kept strictly
confidential. Unless they are fully anonymised in our records, your data will be referred to by a unique
participant number rather than by name. If you consent to being audio recorded, all recordings will
be destroyed once they have been transcribed. Your data will only be viewed by the
researcher/research team. All electronic data will be stored on a password-protected computer file on
the lead researcher’s computer. All paper records will be stored in a locked filing cabinet on
university grounds. Your consent information will be kept separately from your responses in order
to minimise risk in the event of a data breach. The lead researcher will take responsibility for data
destruction and all collected data will be destroyed on or before 3rd of December 2019.
Data Protection Rights
Coventry University is a Data Controller for the information you provide. You have the right to
access information held about you. Your right of access can be exercised in accordance with the
General Data Protection Regulation and the Data Protection Act 2018. You also have other rights
including rights of correction, erasure, objection, and data portability. For more details, including the
right to lodge a complaint with the Information Commissioner’s Office, please visit www.ico.org.uk.
Questions, comments and requests about your personal data can also be sent to the University Data
Protection Officer - enquiry.ipu@coventry.ac.uk
What will happen with the results of this study?
The results of this study may be summarised in published articles, reports and presentations. Quotes
or key findings will always be made anonymous in any formal outputs unless we have your prior and
explicit written permission to attribute them to you by name.
Making a Complaint
If you are unhappy with any aspect of this research, please first contact the lead researcher, Jonatan
Biegalski (biegalsj@uni.coventry.ac.uk , +44(0)7521663008 ). If you still have concerns and wish to
make a formal complaint, please write to their supervisor:
Will Blewitt
Lecturer in Games Technology
Coventry University
Coventry CV1 5FB
Email: ac9550@coventry.ac.uk
In your letter please provide information about the research project, specify the name of the researcher
and detail the nature of your complaint.
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Appendix 4 – Informed Consent Form
Participant
No.

INFORMED CONSENT FORM:
Are You a boy or a girl? Non-binary genders in video game character
creation.
You are invited to take part in this research study for the purpose of collecting data on non-binary
gender identities and video game
Before you decide to take part, you must read the accompanying Participant Information Sheet.
Please do not hesitate to ask questions if anything is unclear or if you would like more information
about any aspect of this research. It is important that you feel able to take the necessary time to
decide whether or not you wish to take part.
If you are happy to participate, please confirm your consent by circling YES against each of the below
statements and then signing and dating the form as participant.

1

I confirm that I have read and understood the Participant Information
Sheet for the above study and have had the opportunity to ask questions

YES

NO

2

I understand my participation is voluntary and that I am free to withdraw
my data, without giving a reason, by contacting the lead researcher and
the Research Support Office at any time until the date specified in the
Participant Information Sheet

YES

NO

I have noted down my participant number (top left of this Consent Form)
which may be required by the lead researcher if I wish to withdraw from
the study

YES

NO

4

I understand that all the information I provide will be held securely and treated
confidentially

YES

NO

5

I am happy for the information I provide to be used (anonymously) in academic
papers and other formal research outputs

YES

NO

6

I am happy for the interview to be audio recorded

YES

NO

7

I agree to take part in the above study

YES

NO

3

Thank you for your participation in this study. Your help is very much appreciated.

Participant’s Name

Date

Signature
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Researcher

Date

Signature

Appendix 5 – Questionnaire

Part 1 – Before Demo
For the simplicity of the questionnaire, every time it mentions Gender
Non-Conforming people, it is to mean all types of non-binary gender
identities such as non-binary, genderqueer, agender, bigender, pangender
and others not mentioned.
Unless specified otherwise, in multiple choice questions choose one
answer, and signify it with an X or a checkmark.
1. Gender:

[
[
[
[

2. How often do you play video games:
] Daily
] Weekly
] Monthly
] Less Often

[
[
[
[
[

3. In video games with character creators, I usually create:
] Someone that looks similar to me
] Someone conventionally attractive that’s not similar to me
] Someone unconventionally attractive that’s not similar to me
] Someone that looks horrid/grotesque/otherwise weird
] Other (Please specify) :

4. Do you connect with characters you create in video games?
[ ] Yes
[ ] No
5. Which part of character creation is the most important to you?
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6. Do You think that character creators in video games are inclusive
towards Gender Non-Conforming people?
[ ] Yes
[ ] No

7. Do character creators in video games allow you to fully express
yourself with regards to creating a body?
[ ] Yes
[ ] No
8. Do character creators in video games allow you to fully express
yourself with regards to clothing?
[ ] Yes
[ ] No
9. Do character creators in video games allow you to fully express
yourself with regards to extras (such as facial hair, jewelry and
make-up)?
[ ] Yes
[ ] No
10.Which is more important to you for creating a GNC character?
[ ] Body type
[ ] Clothing
[ ] Extras (such as facial hair, jewellery and make-up)
Once you have finished this part, please try out the character creation demo
and finish the small course after it, and once you are happy with your
creation return to this questionnaire to fill in the second part.
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Part 2 – After Demo
11.
Were you able to create what you wanted in this character
creator?
[ ] Yes
[ ] No
10.1 If not, why?

12.What do you think was missing from this character creator?

13.Do you think that this character is inclusive towards Gender NonConforming people?
[ ] Yes
[ ] No
13.1 If not, why?

14.Do you think that lack of clothing options in this character creator
hurt its ability to convey Gender Non-Conforming characters?
[ ] Yes
[ ] No
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15.Do you think that the character creators in video games should be
more inclusive towards creating GNC characters?
[ ] Yes
[ ] No
16. Did the creation process and the course afterwards make you
connect to your character?
[ ] Yes
[ ] No
17.
Do limitations in character creators in video games make
you:
[ ] try to get creative with what you have available
[ ] give up and create something generic
18.Is there anything else that you would like to add?

Appendix 6 – Supervisor Meetings
•

Meeting - 12.12.2018
o From last time:
▪ I have reviewed a few engines to see which one will be best for this
– Unreal Engine seems good, but I have found online threads about
doing avatar creation in Unity and it seems doable
▪ I found Saints Row 2 as an example of a possibly inclusive avatar
creation
o During the meeting:
▪ Talked about creating a project on the ethics page, what dates
should I put in and what exactly is the professional code of ethics for
this type of study
▪ Talked about how to possibly do the change between the body
types and making changes to the body parts
▪

To do over the study break:
• Research Saints Row 2 and make notes
• Look into bilinear interpolation
• Fuzzy Sets – look into MatLab
• Read through Journals

• Meeting – 29.01.2019
o Meeting was cancelled on behalf of supervisor
• Meeting – 5.02.2019
o From last meeting
▪

Done research on Saints Row 2
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▪

Read through some journals, found some interesting books I might
read more of
▪ Looked a bit into fuzzy logic
▪ Read into how to achieve changing states between mesh, learned
about shape keys
o For next meeting
▪ Continue reading the journals and studies
▪ Start thinking about the construction of the paper
▪ Finish writing the detailed project proposal

• Meeting – 19.02.2019
o From last meeting
▪

Read a lot more journals, have ideas on how to include them in the
paper
▪ Figuring out how to write a paper of this type
o For next meeting
▪ Should start doing the technical part, as I am a bit behind on the
actual doing part of the study, which means figuring out how to do
the software solution

• Meeting – 25.02.2019
o Meeting cancelled on behalf of supervisor, did extra research in single player
video games during the time

• Meeting – 12.03.2019
o From last meeting
▪ Started doing the technical part by figuring out the way to
implement the system to switch between types of body parts
▪ Figured out the interpolation system – there will be no fuzzy logic
used, just linear interpolation between states

o For next meeting
▪

Create a basic version of the software solution with the basic linear
interpolation between the states
▪ Doing some writing in the meantime, as I am behind with that

• Meeting – 19.03.2019
o From last meeting
▪

Showed a working prototype of the software solution with a working
slider and linear interpolation between states of the mesh using
shape keys
o For next meeting
▪ Figure out exactly what type of body parts are needed to achieve
good level of customization
▪ Think about clothing – is it needed, is there time to add it
▪ Make the software solution more robust
▪ Start writing the questionnaire
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• Meeting – 02.04.2019 (Last meeting)
o From last meeting
▪

Showed the software solution working to almost full potential – all
the necessary functions are working, but more customization options
may be added
▪ Research paper is being written, will send a draft to be checked over
once in a better state
o Presentation showed to the supervisor
o For future, before submission date
▪ Send a draft to the supervisor
▪ Finish the questionnaire and get answers from the participants
▪ Do the technical review of the software solution
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