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It’s a game about love



It’s not a power fantasy



You don’t get to 
save the world



But you do get to be nice



Games really are powerful



Games can be great at inspiring empathy



Games don’t always get it right



Unravel turned empathy into a game mechanic



I wanted players to 
fall in love…



Then break their hearts!



Then we make it all worth it.



How did we make people care?



Yarny was someone people could 
care about, and care for



Yarny had to look real



Yarny had to be expressive





Yarny had to be aware







The game world had to feel real



Gameplay had to be challenging



Death had to matter



Things had to just be sweet sometimes



How did we get the point across?



We wanted the story to 
feel like a painting, not 
like a film



The music speaks volumes



Inspiring moods through 
gameplay works SO well



Nostalgia works



Fear works



QA: The mosquitos are really annoying! 
Me: Yeah! They’re spot on!

Even frustration works (in a way)



We really should have tested more



We touched a lot of hearts 
We did some actual good



The world is kind of starving for empathy



People who play games are more likely 
to have lucid dreams



If games can change how people dream…  

…maybe they can change how people act too?



Thanks! 
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