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playstation.com/en-gb/games/the-last-of-us-part-ii/accessibility/







“Accessibility is difficult and expensive, and 
means diluting my vision. Making the game less 
enjoyable for everyone, just to benefit a tiny 
niche group” 
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1. Text size
2. Remapping
3. Colourblindness
4. Subtitling
5. Intensity of camera & effects

















tinyurl.com/gag-triggers

















igda-gasig.org/how/sig-top-ten/

tinyurl.com/xbox-access-vids

gameaccessibilityguidelines.com



“It's almost as if there's a race among 
developers to see who can make the most 
accessible game. And I know a little bit about 
racing. It's honestly a race where everybody 
wins”
- Jon Knoles, design director, Turn 10



Barbearian
Bubbles the Cat
Cadence of Hyrule
Celeste
Chicken Police
Combo Postage
Cook Serve Delicious 3
Cross Code
Eagle Island
Ear Hockey
Ekstase
Even the Ocean
Freedom Finger
Hades
Haven

Hyperdot
Ikenfell
Infernium
Jetlancer
Lair of the Clockwork God
Little Hope
Loop Hero
Moving Out
Overwhelm
Paradise Killer
Path of Giants
Phoenotopia
Pig Eat Ball
Puzzle Retreat
R-Coil

Revita
Scourgebringer
Sequence Storm
SOLAS
Spin Rhythm
The King's Bird
Trine 4
Untitled Goose Game
Ultrakill
Untold
Vacation Simulator
Veritas
Wandersong
Way of the Passive Fist
Wildfire

pastebin.com/WgajzNc8
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igda-gasig.org/how/for-developers-researchers/
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“Nothing about us without us”
Disability rights mantra
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And one last thing…



Thanks!
Ian Hamilton
@ianhamilton_  // i_h@hotmail.com

Resources: igda-gasig.org/how/for-developers-researchers
Indie accessibility superstars: pastebin.com/WgajzNc8


	Slide Number 1
	Slide Number 2
	Slide Number 3
	Slide Number 4
	Slide Number 5
	Slide Number 6
	Slide Number 7
	Slide Number 8
	Slide Number 9
	Slide Number 10
	Slide Number 11
	Slide Number 12
	Slide Number 13
	Slide Number 14
	Slide Number 15
	Slide Number 16
	Slide Number 17
	Slide Number 18
	Slide Number 19
	Slide Number 20
	Slide Number 21
	Slide Number 22
	Slide Number 23
	Slide Number 24
	Slide Number 25
	Slide Number 26
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	Slide Number 32
	Slide Number 33
	Slide Number 34
	Slide Number 35
	Slide Number 36
	Slide Number 37
	Slide Number 38
	Slide Number 39
	Slide Number 40
	Slide Number 41
	Slide Number 42
	Slide Number 43
	Slide Number 44
	Slide Number 45
	Slide Number 46
	Slide Number 47
	Slide Number 48
	Slide Number 49
	Slide Number 50
	Slide Number 51
	Slide Number 52
	Slide Number 53
	Slide Number 54
	Slide Number 55
	Slide Number 56
	Slide Number 57
	Slide Number 58
	Slide Number 59

