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Hello everyone and thanks for being here. My name is Ricardo Quiza Suarez, and I go by Ricky. I come from Havana, Cuba, and have a bachelor’s in communication design with 7 years of experience, mainly focused on editorial formats of design. 

My research project Slaying Fiction, along with the accompanying game prototype, The Spy, focuses on exploring the power of personal narratives intertwined with allegorical fiction to express queer identity in games. The intent is to achieve meaningful approaches to depicting queer moments grounded in real-life scenarios.



Final Fantasy XVI, Square Enix Persona 4, Atlus

Tales of the Abyss, Namco Bandai Celeste, Maddy Makes Games
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What if the gods, monsters, and heroes we find in games, and the fictions they inhabit, can mean something deeper and more meaningful than just a clash between the forces of good and evil? What if they can serve as a means for self-discovery and exploration of identities, of Queerness? And how does the act of making and expressing us through them change us?
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The Spy answers to that, a game created from an interplay between reality and fiction so that others can ‘listen to my story’. Or rather, play around and discover it.

In doing so, and through research, autoethnography, and the game itself, Slaying Fiction creates a foundation for Queer game makers to explore their unique identities and story interpretations.
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It became for me a canvas to repaint myself and observe the story it told…
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and the monsters that crawled from it.
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The Spy, a Visual Novel game built in Ren’Py, invites players to engage with an interactive narrative that weaves facts and fiction to express, amplify, and plaster my unique Queer experiences and visions of my Identity. It focuses on my queer childhood in Cuba during the 1990s,



The suspicion syndrome (El síndrome de la sospecha), Lázaro Saavedra: video, 2004
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within a very homophobic, retrograde, controlling, and misogynistic environment.
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My research and making stands at the intersections of…
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Queer and queer game theory
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My own analysis of games and that of case studies of games.
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And of Autoethnography and Queer Autoethnography methods.

Intersections all the while being reflected over my own, very personal interpretations of them linked to my experiences.
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My personal interpretations centres Queerness pro being unchained, unfittingly, liberated and expressive. The Spy also explores disclosure process of the opposite; of feeling in chains, imprisoned, muted.
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The research questions of the project are:

-In what ways can biographical narratives be built into digital games to express Queer Identities?
 
-What is the emotional experience for marginalized game makers when using games to explore our lives? And what effect could those have in game making?



Queer 

positionality

Queer personal 

games / makers

Queer failure / 

emotions / politics
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The research focused in three main Queer theoretical aspects. 

Positionality, personal games and makers, and relationship between failure, emotions and politics



Queer 

positionality

A utopian impetus that imagined another 
time and place that was not yet conscious

Bringing what is behind to the front; allow that 
which has been overlooked to dance with renewed life

Jose E. Muñoz

Sara Ahmed
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For understanding positionality of Queerness and its relationship with games, I looked at Queer theorist to elucidate key points…
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And at Queer game theory, especially the amazing work of Bo Ruberg, where I looked up at ways to implement and understand Queerness in games.



What Is Queerness in Games, Anyway?

“Diversifying the content of games and 
representation of marginalized 
identities in the industry”

“To investigate how
to queer
the structure of games”

Naomi Clark
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From the first chapter of Queer game studies, Naomi Clark, Queer game maker defines  What is Queernes in games? In two points:  “Diversifying the content of games and representation of marginalized identities in the industry”

“To investigate how to queer the structure of games”



What Is Queerness in Games, Anyway?

“Diversifying the content of games and 
representation of marginalized 
identities in the industry”

“To investigate how
to queer
the structure of games”

stories

Make it personal. Grounded fiction

emotions

Undesired, dismissed emotions

game design

Challenge expectations

mechanics

Re-frame play, control
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Borrowing from Ruberg’s work and my own interpretation of Queernes in games, I define:

To Queer  Stories; Make it personal. Grounded fiction.
Emotions; Play with undesired or dismissed emotions.
Game Design; Challenge expectations.
Mechanics; Re-frame play and control.
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I looked at how game makers map and translate bio data into the game’s worldbuilding, mechanics and fictions.

At the symbiotic relationship between the game maker-avatar, game making as a reflective tool.
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At No-agency narrative mechanics, disruption, punk rejection/visuals & mapping meaning to interactions.
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And at the use of nostalgia and affects, discovery through ‘slow scrolling’ and Environmental storytelling.



The material by-products of past failures 
write the poetry of a different future

Opportunity to use negative affects to poke holes 
in the toxic positivity of contemporary life

Elizabeth Freeman

Jack Halberstam

Queer failure / 

emotions / politics

ricardokiza
Sticky Note
I then examined theory and game’s tools for inserting politics, for building identities and emotional storytelling in games.



Failure is...

Sometimes,
the greatest pirates are...
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And I researched, about using failures. Sometimes, the greatest pirates are not the mightiest pirates.

Sometimes, the greatest pirates are...



The ones that would use
a rubber chicken as a pulley

The Secret of Monkey Island, LucasArts

ricardokiza
Sticky Note
The ones that would use a Rubber Chicken With A Pulley In The Middle as a getaway tool…

I examined adventure games I used to play as a child, that I Queer read, and felt empowered by their unfitting characters and mechanics. Which happens to be perfect case examples of an era of games that explored failure, politics and the disruption of game expecations. 

I also took a look at games and queer games which play around with these ideas.
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Research was synthesized into guidelines and reflective insights. I articulate how I implemented guidelines through different tools in The Spy and pointed at how can game makers unpack these in their work. 
 Some of those tools include; Metaphor and Allegory, Autoethnographic storytelling, No-agency and agency explorations, Environmental storytelling, Slow scrolling, OOO (Object Oriented Ontology), Soliloquy and others.
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The making process of the project had 7 key stages of iteration.
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I iterate through; Research-through-Design.

I experiment with prototyping artifacts to explore a concept or idea, borrowing from diverse disciplines;
Playing with several types of schemas, meanings, and expressions.



Themes Tools
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Much of the weight of the making was on balancing reality and fiction so that players could understand how each informs the other, and what kinds of relationships they have, as well as how game mechanics and affordances play a role in this. In doing so, I experimented with different narrative structures

“I am a ninja” focused more on the themes, a first step at reflecting myself in a game, and understanding how to map my story. Its structure fails at being mostly fiction, with an “awakening from a dream” reveal at the end that fails to truly bind a fact and fiction narrative together.

"Dear Rosa" contains a more self-contained structure and uses refined soliloquy moments that really bring the reflection home. Yet, its narrative confined to one channel (Rosa’s inner mind) complicates articulating reality and fiction symbiotic moments.”



Concept

ricardokiza
Sticky Note
The proof of concept of "The Spy" and its narrative structure addressed my previous concerns. Reality and fiction are clearly delineated, with two characters (The Spy and The Child) assuming defined roles in each realm. Gameplay transition between these planes through mapped meaningful interactions, the infilitration missions. Fiction, through The Spy, explores the protagonist’s identities, and links a type of gameplay mission sequence to it. Clearing or failing missions have outcomes in reality for The Child, outcomes that bridge my expressive goals. This stage explores the idea of: I had to keep watch of my presence in school. 
The presence bar, a game tool that reflects outcomes emerged as a key element moving forward, alongside the storybook fiction plane.
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For structuring the data and mapping the game, autoethnography was a fundamental expressive tool.

Expressivity in itself is key to this project, and to me into connecting my Queerness and Identity in-game; its my way of breaking a silence, of telling my story.
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Autoethnography is both artistic expressions and analytical showcase. Queer autoethnography methods are used also, as tools for intervening and gaining control over my narrative.

Some of these methods are:
Revisiting with new perspectives the site of trauma.
Melancholic returns, seeking to rewrite narratives, with a potential to bring healing or changes.
Ruination, disorganization, repetition and playing with fragments of memory. 

It’s a way I offer my unique vision to tell my story, a way of connecting aesthetics that I embody into a virtual setting. Results where given diverse uses, including collaged with game arts turning into game assets.
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For the project, I created a unique autoethnographic structured style approach in the writting of my story.

The Biographical data is written using Reflexive Autoethnography.

Then, Expressive fiction is built from it, using autoethnographic fiction.
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The text is segmented in seven parts. The focus was mainly my childhood, and events in that period with rippling aftereffects. I analyze from each part; keywords, pivotal moments, spectrum of emotions, themes, words, and use these in the game construction.



Part 1
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Each part use three different styles, each transitioning into the other, each shorter and more fictional.Is stylized in three ACTs, or musical tempos. In a quest for deeper comprehension of my stroy, I look at and express, in varying layers of details, of facts and fictions, what has affected or emoted in me change.



Part 1 Part 2 Part 3 Part 4

Part 5 Part 6 Part 7
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We change reality by making social injustice visible. These seven parts seek to do that.
 Queer folks, Queer friends and their lived stories, often faced with being misunderstood or not fully understood. For me, fiction becomes my expressive shot, my way to tell the “whole story”.

A story of what it’s like to survive a retrograde society or country. My own rettelled and repainted, horror story.
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The first writing style, Andante, employs only biodata through Reflexive Autoethnography.

I emphasize self-awareness and self-reflection. It becomes an overarching narration about key moments of my life and identity.
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The middle writing style, Vivace, blends the previous writings with fiction. It's an overlapping of Autoethnographic Fiction that uses the former Reflexive as a base, creating a hybrid style. I blend elements of fiction and storytelling with my personal narrative.

I move over from one part to the next, by analyzing the former, and detecting what that reflection brings forth. 

As an example from the previous one, “feeling as a kid with a perpetual status quo of “the new kid in town” and ”feeling like a monster”.
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What does the new storytelling fiction brings forth, how does it makes you feel? Now, and back then? 
The last style, Prestissimo, seeks to answer that.

In this case, feelings of rebellion, of enough is enough, of punkness. 

Only using Autoethnographic Fiction, it seeks to plaster short and encapsulated metaphors.
—keywords or phrases that evoke what it feels like reliving the events in my min



ricardokiza
Sticky Note
Music became a way to connect with my emotions while writing; I would write while hearing songs, and they became a tool for rejecting my biodata and turning it into fiction. Feeling the lyrics, I would dive deep into those emotions. Songs lyric would even make their way into the writings.As did other pieces of fiction that empower and inspire me, or that would reflect me.My fiction is a collage of sources meaningful to me, including the books I would read as a child.
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After finalizing the writings, analyzing them allowed me to create the rest of the game and begin to see points of connection and themes to bind the narrative and ludic experiences.



Presence Expression Imagination Queerness

Presence bar
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I used the Presence bar to link the endings, each correlated to one of the seven parts.

Endings linked to my pressence, expression, imagination, queerness and my…
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Fiction.

Endings that explore how my pressence, my Queer pressence, interacts within settings, characters, interactions and my story.



FICTION

Greek Mythology

Medieval Fantasy Russian Folktales
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Fictions tied to mythology books I read as a child. They empower, amplify, allegorize, and echo themes.
They each support one of the three ACTs the game is made of.
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These fictions manifest through different means. These three objects represent one key aspect of my queerness. They are linked to each of the game's acts and one of the endings. They become a central aspect of the story resolution in each part of the game, contributing to the meaning-making process.
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Meaning-making also focus on giving expressive meaning to often unattended objects in game places.
A set of statues in the second ACT contain’s clues to a password. At the same time, they contain clues
to how I see myself in these fictions as a child. They become more than an item for a puzzle resolution;
They are the resolution to understanding my Identity. Each of the 7 statues represent a greek deity, each linked in Greek mythology to one aspect. An aspect linked in my story to, for example; How I perceived my Identity as a curse for my family.

Objects chosen to be made material, to bridge my expressive goals in the meanings-making process.
They signify and point how to connect my story from the fiction into the reality.
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The final narrative structure model improved over the initial as I made the game. Refined for reflecting and reframing reality into fiction and vice versa, it uses a structured narrative flow with 5 parts.
Intro, Mission, Outcome, Rendezvous, and Outro.

It was used and adapted for creating each game part and it can be used and adapted by other game makers.

It became a tool for mapping guidelines and tools to articulate my Identity. Identity's construction in fiction is done through soliloquy moments, puzzles, exploration, environmental storytelling, and player’s choices.

A rendezvouz between protagonist and alter ego was added at the end of every game part. Players can inquire to understand reality and fiction correlations, exposing meanings behind each mission.



Rejection

Liberation
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For an in-depth analysis of the model, I want to use game’s last act as an example. Also, as an opportunity to see where guidelines or tools are used. The Intro part presents the reality side of the narrative, in this case a clinic.



Rejection

Liberation
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Rejecting and being scared by that reality, The Child escapes into the fiction realm.
He uses this fiction to enter an allegoric world that explores how he feels about that reality, feeling liberated (expressive) in it.



Rejection

Anticipatory Illumination
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An overlap between both realms and characters happens, where players will be debriefed of the game mission.

This particular scenario, as the climax before the end, will see several overlaps.
They become a neccesary exposition to better understand the narrative and endings.

It also reinforces ideas explored in the endings; reality crushing fiction, or fiction crushing into reality.
Blurs between both worlds are mean to reinforce these ideas.

Overlaps are a central theme in the game, as they allows me to insert my futurity, expression and vision into the game, and into my story.



Personal

Self-
reflection
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This mission itself will see players trying to escape a labyrinth inside a tower, and running away from a monster.

Each act gameplay it’s meant to mirror how gameplay reflects what I felt like; being trapped, scared, feeling controlled.



Discovery

Personal

Failure
Win by 
failing
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It’s entirely up to players to succeed or fail while exploring this labyrinth. Failing doesn’t means “not winning”.

Failure in exploring is rewarded with value, given by discovering information hidden in dead-ends. Another instance of meaning-making in “often unattended objects”, this deadends, the back corners of my mind, tell my story. They give exposition in the form of environmental storytelling with which players can better understand or speculate about the story, the themes, and the characters.



-Affects
-Embrace
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The actual failure of navigating the tower triggers the ‘bad ending’.

The outcome of player’s failures, is an ending about failing to blend in, moving from school to school, feeling like a monster. Which in some ways feels more rebelling and empowering than the “good” ending.
Losing and winning does not always means ‘good or bad’, and the game explores those ideas of unsavory and turned expectations.



Personal
Understanding
Reflecting
Evolving
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Which leads us to the good ending, that starts in the ‘Outcome, part of the narrative structure’.

A reflective moment of what the act of escaping have meant thus far…
The resolution to an overarching idea that binds the play experience from start to end.



Failure
Recovery of the failed
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Escaping reality and one self, into games. 

The poetry of the future to a broken past.



Failure
Full-circle
failure
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This gives rise to a final moment of disruption, of failing and playing with the player’s expectations. In fiction, in control of The Spy, every choice in the game has an impactful consequence.
The opposite to The Child’s choices, who can’t alter his reality or the outcome of his story. Before the ending, and while confronting The Child as the Spy, any of the player’s attempt at stopping The Child will turn into failure. In one big, final no-agency choice, players will realize that. Games operate upon logics and systems, and if The Child is becoming one with them, then he just needs to glitch out the option to do anything operating against his will. 

More importantly, each ACT of the game was built using the same narrative structure. Choices in fiction matter, choices in reality don’t. This set-ups players expectations. BUT, up so far in this ACT, the no-agency choice had yet to come. Players are led to believe they are IN the rendezvous stage, marked by The Spy and The Child reconvene moments. But they are merely during the outcome stage ; One where they face the consequences of their gameplay decissions. One where their actions, have no agency in it. It is, after all, an Outcome.



Temporality
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Slaying his own fiction while becoming one with games, the child faces the rendezvous stage, alone. The Final Girl, the survivor that lived to tell the tale in his own epilogue moment. 
And so, the game loops back to the intro… to tell the tale again…



Playtest feedback

It’s about different power dynamics, he was
trying to gain power in his imagination that
he didn’t have in real life. Yeah, I feel like
the character had two identities (…) I felt
like he was suppressed in real life, like he
couldn’t really express himself (…)

He’s different (…) than all of the guys.

Big Queer themes. It’s also this internal
struggle of man versus society almost,
like a person who doesn’t necessarily fit
the mold of society. There’s the struggle
against it
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A tale that, in the lens of others:

It’s about different power dynamics , imagination , identities , being suppressed in real life, about not being able to really express oneself.

About being different than the guys. 

Of big Queer themes , internal struggle of man versus society , of a person who doesn't necessarily fit the mold of society and the struggle against it



Exhibit feedback

An experience that talks about childhood,
escapism to fiction to escape reality; it was
really poignant and moving.”

“I think it’s about childhood, being accep-
ted, being different, creating an imaginary
world where you can be the hero and find
meaning. I really want to see more of it.”

Mental health, childhood imagination, esca-
ping with imagination, through mythology,
there’s science fiction; A lot to analyze.”
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A story about childhood escapism into fiction. 

Of being accepted, different. Of a world you can be the hero, of finding meaning. 

A tale of imagination through mythology, through science fiction. 



Exhibit feedback

It was a horror story, like a psychological
horror. It’s like these movies that start ‘Ba-
sed on true events’, like, the moment you
connect that these events happened in rea-
lity, it can be really terrifying.

RemindsmeofDeathNote,talkingtoadiary,
exploring yourself; pretty good.

It’s about having this vision of what it’s like
being Queer as a child. And, I think it truly
stand out to me, because most of the stories
I have seen about Queer folks are of teens.
The moments the character starts talking,
he has this very ‘child’ way of expressing,
and it’s like (…) ‘oh, it really is a kid’. I like
the notebook because, you’re just lost in its
games, and then you come back to reality
and sort of everything clicks with you.
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A horror story, a psychological one. Based on true events, and connecting that can be terryfying. 

Of exploring yourself. 

Of being Queer as a child, of childs ways of expressing, of being lost in games until relaity hits you.
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As for my lens…

It is my horror story; a 90’s slasher film where I barely survived the killer; myself. It is a survivor tale, one where the Final Girl, one’s truly, was left to watch horrified the sacrifices that were made to advance the plot. An epilogue long overdue about the one who survived to tell the tale.
 
But it is more than that. It is also my reckoning. What didn’t kill me, made me kinder. To categorize The Spy as just a terror tale, I dissent. Everything in the game is a means to an end, my expression. This is more than a game; this game IS my story, and everything that was built within it is an actuator of it. This IS an overextended DIEGETIC narrative.
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The text is segmented in seven parts. The focus was mainly my childhood, and events in that period with rippling aftereffects. I analyze from each part; keywords, pivotal moments, spectrum of emotions, themes, words, and use these in the game construction.
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It expresses what it is like going against the grain, of rejecting sports, traditions, masculinity, and baseball, a sort of national rite of coming  passage. It is about rebelling others, losing control, feeling burned and branded. And the aftermaths.
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It expresses what it is like to feel the horrors in your mind of your uncertainties, of the mind labyrinths we trap ourselves into. Of feeling terrified, scared of yourself, and how to survive, while losing yourself in the process.

A story about integrations. About failing to integrate with society, feeling like a monster. Or failing to integrate with yourself, losing expression, becoming a husk of your former self. 
 
And in expressing, it’s a story about lifting burdens, and liberating yourself through the act of creation. I no longer passively witness my narrative:
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My story was a terror novel.
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My story is a VISUAL novel.



Hi! It was wonderful to talk to you today
your game had a certain quality to it
(that I can’t quite discern or describe
coherently at this late hour lol) that
made me want to cry right then and
there. I hope you know that you’ve
created something really special and
I am beyond excited to see where you
take it!! As a first-year DF grad student,
especially, very inspiring to see.
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In actively creating new narratives, expressing allows me to reflect and rethink about myself. And the future. For the terror and the darkness of the night give rise to the dawn.
To Expressing; making is my way to connect with others, and to encourage expression. The Spy is a beginning, a question mark. What comes next?

And as I reach a conclusion…
This has been a transformative project through and through. And I hope readers also find their own answer when consulting the project.
The narrative interplay between biography/allegory is the main answer I give to the research question.
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Alongside, the research can be consulted alongside with:

Guidelines,
My own crafted autoethnographic methodology A narrative model to create and interplay between our stories and fiction, for game-crafting with these ideas in mind.
And of course, the game. 

In acknowledge that in this project, It was hard to detach myself from the theory, and how it’s intertwined with my identity, given I use it to understand and construct my data. For the making of the game AND the telling of my story. That said, I do give overall pointers beyond my interpretations so readers can find their own answer.
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Ultimately, I also think of the results of this project, as an opportunity for extending it towards others. For the telling of other Queer folk’s stories and Fictions. 

In the future, I want to explore what new game opportunities can be created using similar formats and frameworks. Tinkering with new narrative and ludic formats. To create game spaces where diverse Queer narratives can be shared, celebrated, and amplified.



Temporality
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Beyond that, I will continue working on The Spy, in my story. Confronting myself while making this game made me realize how much the power of creation and expression helped me purge the negativity and the darkness that melancholia and revisiting brought forth. The power of creation illuminated a path for me . Even if while walking it, darkness consumed me at points, I will survive. I AM the final girl, after all.
Though survivors, after all. 

So that I will carry on with that light. 
This is my future.



Thank you for listening!

Thank you for listening!
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Thank you!


	Untitled



