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Game development
is always evolving...
But does that include how we hire?

How are disabled developers being
publicly and actively recruited for the
next generation of the games industry?
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Creative
collaborative
practice.
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25%
of professional game developers are
disabled.

There is a substantial risk for disabling
situations to occur in the games industry.
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Assumptions
Disabled people can experience ableism from human resources and recruitment.

A candidate is
obviously able-bodied.

A candidate would
disclose being
disabled.

A candidate will be
perceived as
productive by
coworkers.

A candidate will not be
perceived as a
separate category of
worker by coworkers.

Obvious Disclose Productive Separate
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Problem

Inaccessible recruitment practices will
prevent more and more people from
succeeding in the games industry.

How we hire should iterate in
the pursuit of success.

Limited information flows
interfere with prospective
developer success.



Methodology
Equal Opportunity

DisclosuresTaglines

Core Values
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Culture Statements

Closers

Mission or vision statements.

Tagline, Blizzard Entertainment (https://careers.blizzard.com/global/en )



Taglines
Equal Opportunity

Disclosures
Core Values
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Culture Statements

ClosersLegal employment notices.

EOD, Activision Blizzard (https://careers.activisionblizzard.com/)
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Taglines
Culture Statements

Core Values
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Equal Opportunity
Disclosures

Closers

Core Values, King (https://careers.king.com/)

"We" action statements.

Methodology



Taglines
Culture Statements

Core Values
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Equal Opportunity
Disclosures

Closers

Culture Statement, Electronic Arts (https://www.ea.com/)

Taglines which emphasize recruitment.

Methodology



Taglines
Closers

Core Values
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Equal Opportunity
Disclosures

Culture Statements

Closer, Epic Games (https://www.epicgames.com/site/en-US/about)

Information near job listings.

Methodology



PRESENT NOT

Recruiter Info DEI Values DEI Examples Disability

15 

10 

5 

0 

Results
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All themes were present for only two
game company websites.

Through thematic document analysis,
there were four prevailing themes.

(1) (2) (3) (4)
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Discussion
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If we ignore disability-focused
employee resource groups, only one
game company provided examples of
support for disabled candidates.

(1) (3) (4)



    

    

    

    

Discussion
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Activision Blizzard King (ABK) can serve
as a case study.

Activision
Activision
Blizzard

Blizzard
Entertainment King

(1)

(2)

(3)

(4)



Conclusion
Company values surrounding developer
accessibility do not seem to be
prioritized. And as a result, disabled
developers do not seem welcome in the
industry.
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Culture Statement, Electronic Arts (https://www.ea.com/)
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