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Abstract  

All Ears is an experimental narrative 
experience designed to place the player in the 
world of a modern-day visually impaired 
woman. This work intends to build sympathy 
for the daily frustrations of visually impaired 
individuals and engage sighted players in the 
similarities and differences of a sensory world 
entirely different from their own.  
 
Introduction 

All Ears places its player in the shoes of 
Kate, a young woman who is visually impaired 
and has spent the first night at her boyfriend 
Jon’s apartment. Through the course of the 
short vignette, the player must, as Kate, shut 
off the phone alarm and, with help from an 
inner monologue that serves as directions and 

additional auditory assistance from Jon, get 
ready for work in the morning.  

The game begins with Kate’s phone 
alarm ringing, alerting her to get up in the 
morning. Once the alarm is shut off, she has a 
brief discussion with Jon. Following this, Kate 
reaches the dresser and puts on her work 
clothes, navigates to the hallway and then the 
bathroom, where she locates the sink to brush 
her teeth. Finally, she navigates to the kitchen, 
where Jon is cooking breakfast. 

Throughout the development process, 
the aim that was created for All Ears was one, 
not of contrast, but of comparison. Many 
sighted individuals may not realize how much 
the experiences of those without the benefits of 
good vision actually mirror their own. Our aim, 
in assembling this work, was to highlight these 
striking similarities in lives. 



 

 
Concept 

The power of games to act as 
immersive environments and to guide their 
players through life experiences outside those 
actually accessible. This characteristic lends 
itself well to the development of both games 
and game-like narratives that intend to place 
their users in scenarios in which they cannot 
actually participate. 

The idea for All Ears was born from an 
assignment for a university course in digital 
storytelling. It was the intent of the authors to 
utilize this medium to tell the story of visually 
impaired  individuals. The original concept 
included the intent to interview local visually 
impaired people and gain additional 
perspectives that would guide the further 
construction of the work. Unfortunately, time 
did not allow for this to occur during the initial 
development phase, but it is certainly being 
considered an important piece of future plans 
for the expansion and refinement of All Ears. 
 
 
Gameplay Innovation 

 
 

While developing this game, the authors 
quickly realized just how difficult it was to 
convey a rich and full environment to a player 
without visuals. When vision is gone, one relies 
heavily on the other senses to navigate. The 
struggle with All Ears was the absence of all 
other sensory feedback besides sound. Touch is 
a highly informative exploration tool, but could 

not be utilized for this game. Using stereo 
sound allowed for exploration of the 
environment using audible landmarks. A player 
can use a stationary audio source as a point of 
origin as they map out the environment.  
 
Target Audience and Playtesting 

 
 

The first round of playtesting was 
conducted to determine if the authors’ audio 
map mechanic allowed players to move around 
the scene. The player was placed in the center 
of the bedroom and had to locate and select a 
telephone that moved to different parts of the 
house after selection. Playtesters were 
encouraged to talk through their thought 
process and many expressed the need for more 
distinguishable audio sources. They felt lost at 
some points because there were not enough 
recognizable landmarks. What many did use 
was what they inferred to be a window set in 
one of the walls. Outdoor noises of a cityscape 
were loudest by the window, and players used 
this as a point of reference to then locate the 
telephone. Many were successful in finding 
both phones with only one audio landmark in 
the scene. 
 
Link 
All Ears can be played at 
https://erinjktruesdell.itch.io/all-ears 
 


