
-

-

Published by :

Vol 2 - Issue No. 2International Journal 

of Games 
and Social 
Impact 

-

-

Published by :



Vol. 2. Issue no.2
Publication: September 2024
The International Journal of Games and Social Impact is a semiannual open-access publication for games research and critique 
on social change, inclusion, education and Human Rights. IJGSI aims to research, discover, and foster links between games 
studies in academia and civil society through educational and knowledge exchanges.
Editorial correspondence to be addressed to:

International Journal of Games and Social Impact — Hei-Lab, CICANT, Universidade Lusófona, Av. Campo Grande, 388,  
Ed. U, Gab. U.1.10, 1749-024 Lisboa, Portugal

Editors:
Pedro Neves, Carla Sousa, Filipe Luz, Micaela Fonseca

Editorial Board:

Alexandre Farbiarz  
(Universidade Federal Fluminense | UFF)

Conceição Costa  
(Lusófona University, CICANT)

Christos Gatzidis  
(Bournemouth University)

Henrique Galvan Debarba  
(ITU Copenhagen)

Jackeline Lima Farbiarz  
(Pontifícia Universidade Católica  
do Rio de Janeiro | PUC-Rio)

Kursat Cagiltay  
(Middle East Technical University)

Leonel Morgado  
(Universidade Aberta)

Marco Scirea  
(University of Southern Denmark)

Micael Sousa 
 (University of Coimbra)

Michael Heron  
(Chalmers University of Technology  
| University of Gothenburg)

Nelson Zagalo 
(University of Aveiro)

Nelson Zagalo 
(University of Aveiro)

Nuno Fachada  
(Lusófona University, COPELABS)

Paulina Tsvetkova  
(Institute of Robotics,  
Bulgarian Academy of Sciences)

Phil Lopes  
(Lusófona University, HEI-Lab)

Renata Ntelia  
(University of Lincoln,  
School of Computer Science)

Rikke Toft Nørgård  
(Aarhus University,  
Danish School of Education)

Rui Prada  
(INESC-ID)

Acknowledgments
This journal was funded by Fundação para a Ciência e Tecnologia (FCT), under HEI-Lab R&D Unit (UIDB/05380/2020; https://
doi.org/10.54499/UIDB/05380/2020), CICANT R&D Unit (UIDB/05260/2020; https://doi.org/10.54499/UIDB/05260/2020) and 
GameIN Project (2022.07939.PTDC; https://doi.org/10.54499/2022.07939.PTDC).

Online version at: https://revistas.ulusofona.pt/index.php/ijgsi
ISSN: 2975-8386
Authorial copyright © 2024
Licensed under the Creative Commons Attribution Non-commercial Share Alike (by-nc-sa)

Cover Image: 
Image by Aphrodite Theodora Andreou 
Design by Rute Muchacho



CONTENTS

5	 EDITORIAL: PROGRAMMED TO LOVE: CHOICE, INCLUSIVITY, AND CONNECTION
	 Renata Ntelia

9	 DESIGNING ROMANCE AND THE ‘PLAYERSEXUALITY’ DEBATE: LOVE, ROMANCE, IDENTITY,  
	 AND PLAYER PERCEPTIONS OF BALDUR’S GATE 3 AND THE DRAGON AGE SERIES
	 Christine Tomlinson 

29	 BEYOND THE SCREEN: EXPLORING THE PLAYER’S ROLE AND ITS IMPACT ON EMOTIONAL  
	 EXPERIENCES IN VIDEO GAMES
	 Filipe Pinto

58	 I’D RATHER HAVE CAKE: ASEXUAL REPRESENTATION AND QUEER DESIGNING OF GAMES
	 Todd Parker, Renata Ntelia

82	 GAMEFUL PEDAGOGY: TOWARDS A STUDENTS’ BILL OF RIGHTS
	 Judith Pintar, Courtney Richardson, Alyssa Choi, Jessica Cruz-Taylor, David A. Hopping, Megi Mecolli, Rewo Oshe


