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1 MOTIVATION

In the following we will use identity-first language. In the past we worked with upper limb amputees, learning-impaired
people, and autistic children. We were involved with two games: MyoBeatz [1], a game that is using music and rhythm
to improve prosthetic control, and Cologon [2], a game that builds upon creativity and communication to foster
communication skills in inclusive education.

While the first project focused on rehabilitation, the second project focused on inclusive education with the aim to
design a game for all. In the process of designing, developing, and evaluating these games, we realised that while we
were optimising the games for the people we worked with, we unintentionally included exclusive traits: improving
play- and game-relevant aspects like usability, difficulty progression, or role immersion, we had to focus on a subset of
sensual experiences and bodily impairments, excluding those whose preferences or abilities were thus not recognised
by the game.

We look forward to share our (participatory) design experiences, our experiences working with disabled people, and
hope to contribute to the future of accessibility research in gaming.
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