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This Talk Covers

● Why we care about accessibility
● Our past attempts at accessibility
● Techniques and steps for using our Accessibility Matrix tool
● Case studies from one of our games
● Link to our Accessibility Matrix tool
● Open discussion / Q&A 



Benefits of greater accessibility

● Allows as many people as possible to enjoy our games
● Makes the world a better place
● Fuels innovation





Life before the Accessibility Matrix



Life before the Accessibility Matrix



Life before the Accessibility Matrix
Knowing our budgets are limited, is there a way 
we can:

● Identify the highest impact and most 
attainable accessibility goals for a given title,

● Brainstorm creative solutions,

● Budget for attainable features and design our 
games to meet goals without needing new 
features







First, the Dev Team Gets Creative





Step by Step - Dev Team Part
1. Team brainstorms potential solutions 

to all relevant goals
2. Team ranks priorities of goals
3. Team provides rough estimates of 

scope for each solution
4. Team identifies where a new feature 

would be a requirement



Then Add Product/Market Research



Step by Step - Product/Market Research Part

1. Product shares examples from 
competitors or other internal games that 
have met each goal

2. Product ranks each goal by industry 
standards (rare - expected)

3. Product provides support to team on 
prioritizing





Using the Accessibility Matrix in IEYTD2



The Accessibility Matrix allowed us to 
accomplish more than expected with a 

minimal accessibility budget



The AM is Approachable
● Before IEYTD2 I was hesitant to engage in 

Accessibility discussions for fear of “getting it wrong”

● The matrix helped us understand who we were 
designing for 

● “Oh! I didn’t know that was preventing players 
from enjoying the game”

● Biggest win: it helped us make “free” decisions 
that can have a big impact



● Full game, including all achievements, 
can be completed one-handed

● Test with and support as many body 
types as we can

● Not rely exclusively on color for puzzle 
solving

● Not require fast extreme or sustained 
physical movements of the body. 
When beneficial to move that way we 
will always provide an alternative

Specific decisions

● The game will be in its vast 
majority stationary. Very minimal 
camera movement.

● Have a diverse cast of characters

● Fully seated experience

● Not require players to understand 
or remember the story to 
complete any puzzles

● Hire a sensitivity reader 



Upholding the decisions
Master Design Guide

● A document with over 60 items that “make a level feel like a IEYTD level”

● To be used as a checklist by the design team at each stage of each level’s 
development

● Accessibility considerations are given the same weight as every other item on the 
checklist

For more info: Check out The Design Direction of IEYTD2 in the GDC Vault



Upholding the decisions



“Aren’t you giving up cool stuff?”

Tl;dr: Nope

We made a great game. The alternative was 
a different great game that fewer people 

can play. The choice seems clear.



Moments of tension

Idea: let’s allow players to control the jet by 
directly manipulating the jet’s wing

Tension: that action would result in potentially 
severe motion sickness

Result: A different puzzle involving interacting 
with the jet wing



Moments of tension

Idea: Let’s create more complex objects that 
require use of two hands. Steering wheels! 
Heavy objects! Accordions!

Tension: Every item in our game should be 
able to be operated one-handed. Hard no.

Result: We have a plethora of fun 
one-handed items in the game



Idea: Let’s enter the level from above in a little 
drop-down contraption. Should be easy 
enough.

Tension: Sound awesome. Let’s playtest it 
until we have absolute confidence that it won’t 
result in motion sickness for most players

Result: Way more iterations than expected, 
but we did make it work

Moments of tension



Idea: Our speedrun challenges could be more 
challenging if we use two hands!

Tension: Full game, including all 
achievements, should be completed 
one-handed

Result: All content can be completed 
one-handed, including achievements

Moments of tension



Strategies that Work

1. Start talking about accessibility 
EARLY!

2. Have a WRITTEN guide too. 

3. Approach accessibility like other 
features in your game: you can’t 
do it all. It’s ok to PRIORITIZE.



Let’s work together to NEVER see this review



Link to Accessibility Matrix template
bit.ly/SGmatrix

https://docs.google.com/spreadsheets/d/1tWTime8ySqzk2DwymxHjHfJ4t6kzbmct6nhBaT1bNoI/edit?usp=sharing

