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https://www.playstation.com/en-us/games/the-last-of-us-part-ii/accessibility/ 
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Game accessibility is on the rise

https://www.playstation.com/en-us/games/the-last-of-us-part-ii/accessibility/
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What about game streaming accessibility?
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Core, Big-Picture Problem
• Exclusion of Blind and Low Vision (BLV) Viewers in Game Streaming: 

◦ Game streaming platforms like Twitch primarily present visual information, making them inaccessible to BLV 
viewers. 

◦ The absence of non-visual alternatives or interactive systems leads to limited engagement and understanding for 
BLV viewers, excluding them from full participation in the streaming experience 
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Many people watch streams

https://twitchtracker.com/statistics

https://twitchtracker.com/statistics
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Accessible stream descriptions are a hard problem! [1]

[1] Killough and Pavel, “Exploring Community-Driven Descriptions for Making Livestreams Accessible” (2023)
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Descriptions are great, but what about sense-making?



For stream accessibility

1. Existing customization and 
accessibility exists only for the 
gamer/streamer


2. Serial audio doesn’t allow 
sensemaking/exploration of 
information and can become 
overwhelming 


3. A serial video feed of an 
interface loses semantics and 
interactivity

3 major problems
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Elavsky et al, “Data Navigator” (2023) 

This is made of pixels

This is a rich interface for assistive tech
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“Metadata-augmented realtime streaming”

Hammad et al, “The View from MARS” (2023) 

Game-aware streaming: potential?
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Research questions

• How do existing game-aware streaming technologies support, or fail to 
support, game stream viewing for blind and low vision (BLV) viewers?


• What qualities, challenges, and design opportunities do BLV viewers envision 
for game-aware streaming technologies?
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Our prototype and design probe
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Enabled by accessible HTML, under the hood
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Results I think are the most awesome:  
Dreaming of customization and imagining 
what access to game data can enable
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Dreaming of customization
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“I’d love to have full control of stream audio”
Idea: stream viewer access to streaming software data

https://obsproject.com/

https://obsproject.com/


Dreaming of customization
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Idea: Cross-ecosystem preset and preferences transfer

What if presets and preferences from games could be easily loaded in streams or even into 
other games?



Imagining what access to game data can enable
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Explore a game’s menus, world, 
and interface

Discover different, possible paths



Imagining what access to game data can enable

35

Exploratory sense-making:

“I would love to explore on my own.”

https://hearthstoneaccess.github.io/ 

https://hearthstoneaccess.github.io/


Imagining what access to game data can enable
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Idea: Asymmetrical collaboration, using game data access

Streamer is inside a haunted school Stream viewer has access to 
the evidence journal

https://phasmophobia.vercel.app/ 

https://phasmophobia.vercel.app/
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Paving the Way for Accessible Streaming



Game-Aware Streaming as a New Frontier for Accessibility
A call for action!

• What kinds of prototypes and new systems can we imagine? What problems 
could this technology solve?


• What if we took every accessibility feature of a game and made those same 
options available to stream viewers?


• What can we do with game data to enable new kinds of interactivity between 
streamers and viewers?


• Could game aware technology change how we imagine designing new 
games?
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