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This talk
This is what I will talk about:
● Who is playing games?
● A look at diversity and inclusion
● Why is it important?
● “Politics in games”
● Saving the world
● How we do it at Valiant
● Wrap-up
● Q&A



Who am I?
Anna Högberg Jenelius
Any pronouns

Indie Game Developer/Consultant
Games since 2011
Indie since 2015
Valiant Game Studio since 2017
Credit on 50+ games

Based in Stockholm, Sweden



Our Players
● 3.07 Bn people play games around the world.
● 46% identify as female, 1% other.
● Average age is 32 years old.
● 10% identify as LGBTQ+.
● Around 33% are believed to be disabled.

https://www.thinkwithgoogle.com/intl/en-emea/future-of-marketing/management-and-culture/diversity-and-inclusion/lgbtq-media-represen
tation-gaming-industry/ 
https://www.theesa.com/wp-content/uploads/2023/07/ESA_2023_Essential_Facts_FINAL_07092023.pdf 
https://scholarworks.csun.edu/bitstream/handle/10211.3/223477/ID%2031_pgs%20232-248.pdf?sequence=1 
https://blogs.lib.umich.edu/eaten-grue/cvga-residency-%E2%80%93%C2%A0power-disabled-player 

https://www.thinkwithgoogle.com/intl/en-emea/future-of-marketing/management-and-culture/diversity-and-inclusion/lgbtq-media-representation-gaming-industry/
https://www.thinkwithgoogle.com/intl/en-emea/future-of-marketing/management-and-culture/diversity-and-inclusion/lgbtq-media-representation-gaming-industry/
https://www.theesa.com/wp-content/uploads/2023/07/ESA_2023_Essential_Facts_FINAL_07092023.pdf
https://scholarworks.csun.edu/bitstream/handle/10211.3/223477/ID%2031_pgs%20232-248.pdf?sequence=1
https://blogs.lib.umich.edu/eaten-grue/cvga-residency-%E2%80%93%C2%A0power-disabled-player


Representation & inclusion
● Around a third of players do not feel welcome in gaming 

communities.
● Among LGBTQ+ people, 65% do not feel that all sexual 

orientations are properly represented in games.
● Gender balance in protagonists is getting more even, 

however still leans towards male.
● 49% of Asian Americans feel like some races are 

underrepresented in games.



Why is it important?
“Seeing yourself and others like you represented in 
video games goes beyond immersion, it normalises 
our existence to other gamers.”
https://www.overclockers.co.uk/blog/video-game-representation-why-it-matters/ 

● In a world that seems to grow colder and more divided, games 
can help us understand and respect each other.

● We can show each other our humanity. That we exist. 
Encourage empathy.

● We can help people understand and embrace themselves.

https://www.overclockers.co.uk/blog/video-game-representation-why-it-matters/


“Politics in games”
● Some argue that “politics” have no place in games.
● Usually, they are referring to “politics” they do not 

agree with.
● Games are art.
● Art is political.

(Or at the very least a great political tool)
● Deliberately being “non-political” is a political act.
● Choosing to be “non-political” is a privilege.



Saving the world

We have immense influence as game developers.

Will you use your voice deliberately?
What will you use it for?



How we do it at Valiant
Meaningful, inclusive stories that change perspectives.

Radical optimism (not toxic positivity).



Themes (guiding idea)

“At the end of the day, we are all the same.”
“We are all different, and that’s a good thing.”

“There is no ‘big bad’ in real life - and for real 
change to happen, we need grassroot movements.”



Gather knowledge
● Approach your subject with curiosity, and an open 

mind.
● Read, watch, listen.
● Other people don’t owe you an education, take 

responsibility of your own knowledge.
● Consider intersectionality, and whose voices you are 

listening to & amplifying.
● Best of all is a diverse workforce who tell their own 

stories.



Plan, and document
● Gamedevs make meticular design schematics and 

spreadsheets balancing hundreds of items. 
Of course we can also plan and design for diverse 
perspectives!

● Try to keep a holistic view of what is represented 
in games:
○ Gender identities & presentations
○ Sexualities
○ Ethnicities
○ Disabilities
○ Body types
○ Age
○ etc etc

● Do this even when it “doesn’t matter”.
● Remember: Representation is more than a 

checklist - it’s about truly diverse stories and 
perspectives!



Feedback, and growth
● We are all on a journey.
● Even if you’re part of a community, you can likely 

still learn more.
● Listen to feedback, use it as an opportunity to learn 

and grow.
● It’s easy to get things wrong, and sometimes people 

who “fail” are treated harshly.
● But, we still need to try.
● If you’re lucky, your community will help!



Then again…
● Let’s remember that we’re making games. Making a fun experience is always central.
● Not all players care, and some will respond in destructive ways.
● Large corporations have found that “pandering” is profitable, it’s easy to get cynical and fed 

up with shallow representation.
● Choose where and how you are able to be the most effective.
● Be mindful of your mental health, and personal safety.



TL;DR
● Players are diverse.
● Representation matters.
● We have great influence as game developers.
● We can still be better at diversity and inclusivity 

in our games.
● Listen, watch, learn, grow.
● Take care of each other, and yourselves!



Thank you!
Anna Högberg Jenelius

anna@valiant.se 

mailto:anna@valiant.se

